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o’

n Wheloon, a city known for its vibrant green slate

roofs, a new temple to Mystra is in the final stages

of construction. But something rings false among the
heavenly spheres—or at least among those who mouth the pi-
eties of Mystra while plotting magical mayhem behind closed
temple doors. :

And that’s just the beginning. .. .

Cormyr: The Tearing of the Weawve is an adventure designed
for four 4th-level Dunagrons & Dracons® characters. Player
characters will advance through Sth level and into 6th level
during the course of the adventure, and perhaps reach 7th or
8th level by its conclusion.

preparation

As Dungeon Master, you need four books to run this adven-
turc: the Player’s Handbook (PH ), the Dungeon Master’s Guide
(DMG), the Monster Mannal (MAM), and the ForcoTTEN
ReArms® Campaign Setting (FRCS).

Review the information presented on pages 111-116 of the
FoRGOTTEN RrALMS™ Campaign Setting and the information
about southeastern Cormyr in the appendix of this product.
Otherwise, feel free to modify the adventure to $uit a location
other than Cormyr.

Unless you decide otherwise, this adventure takes place during
the fall of 1374 DR. i

This adventure uses the tactical encounter forinat to describe
areas where PCs are likely to enter melee.

How TO Use the Tactical
gncounter fFormart

Encounters unlikely to end in combat use traditional keyed ad-

« venture text. But if a keyed area indicates combat is expected,
the entry directs the DM to an associated tactical encounter.
The traditional keyed entries remain your flowchart of the
adventure—they tell you when to refer to a tactical encounter,
and to what ‘page number you should turn.

The most obvious feature of each tactical encounter is the
map for that arca. A varicty of information accompanies each
map—creature descriptions, initial positions, creature statistics,
tactics, traps (if any), and other related information.

The encounters in this adventure are designed for use with

% v Ly . . L
DUNGEONS ¢&* DR 460NS Miniatures. In most cases, a D&D™

miniature can represent a character or creature perfectly; other
times you’ll have to improvise.

How 1o Ust ExcounTER MaAPs
As described on DMG 59, if a map feature covers more than
half of a given square, the feature is considered to extend into
that square. If it covers less than half of a square, it doesn’t
extend into that square.

For example, if an area of light undergrowth skirts around
the edges.of a square, but the rest of the square is clear, then
there’s no extra movement cost to enter that square. If the
undergrowth reaches past the middle of the square, the square
costs 2 squares to move into.

_The same rule applies to diagonal walls. We've drawn diago-
nal walls on the maps so they cut through the centers of square
edges instead of running corner to corner. This way, it’s easy
to tell whether a character can stand in a given square or not,
since every square that a diagonal wall passes through is either
largely clear (you can stand there) or just a small corner (you
can’t stand there).
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adventure Bacl;ground

The goddess Mystra provides for and tends the Weave, the
conduit through which most creatures in Toril access magical
energy. Despite this central role, the worship of Mystra has
declined over the years. Even so, new temples arc sometimes
commissioned.

Until recently, C'ormyr did not have a single temple to the
Mother of All Magic. That changed six months ago when a
Mystran priestess named Lady of Mystery Naedaenya Arthas
convinced Lord Sarp Redbeard, leader of Wheloon and lord of
much of the surrounding lands, that hosting a temple of Mystra
was exactly the thing to bolster the city’s economy and create
a trade destination for magical items, components, and lore. A
good deal of bribe money also exchanged hands, but in the end,
construction was sited and started.

The temple was located on the site of a ruined citadel at the
edge of Wheloon. With a foundation—albeit crumbling—already
in place, along with the magic-aided construction techniques
available to those pledged to Mystra, the temple was finished
in mere months. The open central courtyard hosted nightly ser-
vices to the Lady of Mysteries beneath her symbol of the seven
stars. .

When Tunaster Dranik, an itinerant cleric of Mystra, hap-
pened through Wheloon, he was astonished to discover a full-sized
temple where for years had been a ruined citadel. Had he missed
the church communiqué concerning news of the opening? But
it was glorious news nonetheless that Cormyr finally hosted a
temple to Mystra. Tunaster entered the temple, jubilant and
eager to seo his fellow clergy in their new chapel.

He barely escaped with his life—and his sanity.

Aadventure Synopsis

The characters who undertake this adventure discover all is
not what it seems in the new temple to Mystra in Wheloon. To
get to the bottom of the mystery, the PCs must travel to an
abandoned keep in the Vast Swamp, journey from there to the
Plane of Shadow, and fight their way through swamps, towers,
and canyons to battle a black dragon devoted to Shar.

’

Chapter 1: Temple of Mystra: The PCs must force or trick
their way into the well guarded temple to discover what is amiss.
They find out that the clerics offer “Mystra’s Sacred Trust” to
travelers through town and other folk who aren’t likely to be
missed. These folk are dominated after a long ritual; those with
no magical talent are tortured to death or fed to monsters. The
others are taken from the city to a location in the Vast Swamp
for an unknown purpose—one the PCs will have to discover
for themselves. The temple’s “clerics of Mystra” are indeed cler-
ics—but they worship a far more malevolent goddess.

Chapter 2: Into the Vast Swamp: The PCs follow the trail of
the dominated victims to the Vast Swamp, encountéring both
friends and foes on the way. At the edge of the swamp, an en-
counter with some local lizardfolk reveals the existence of hordes
of undead—once the brethren of these same lizardfolk—and
a castle in the swamp where the dominated victims enter, but
never leave.

Chapter 3: Cormyr’s Lost Refuge: The PCs must fight their
way inside the castle to reveal the fate of the dominated residents
of Wheloon. Onee inside the keep they battle various foes, includ-
ing the chicftain of the undead lizardfolk. Further investigation
leads the PCs to a few of the dispossessed Wheloonians—and a
strange-looking portal to the Plane of Shadow where the others
must have gone. a .

Chapter 4: The Path of Shadows: Emerging from the portal
into a dark mirror of the Material Plane, the PCs have a choice:
set off in a magic boat across the dark waterway, or trek overland
across the wide shadow swamp. A water journcy is unnerving but
ultimately uneventful, while choosing to walk across the swamp
brings the PCs to the lair of the undead lizardfolk. Eventually
the PCs arrive at an ancient monastery where they meet agents
of Cyric and learn that the combined clergies of Shar and Cyric
arc attempting to tear a hole in the Weave, creating a vast arca
of dead magic. :

Chapter 3: The Black Rift: From the monastery, the PCs
must journey to the Black Rift, a huge canyon inexplicably set
in the middle of the swamp. Here the strange, warped nature
of the Planc of Shadow becomes very apparent as the PCs fight
their way through strange locations linked by long bridges across
the rift. At the end of the chain of fortifications, the PCs meet

e e
gathering information About the remple

If the PCs waiit to ask around town regarding the temple
of Mystra, use the following Gather Information DCs to
determine the results of their questioning of the locals. #
Beating a specific DC also reveals the information provided
" by lower results. - L :
~ DC 10: “The fiew temple went up real fast. They didn’t spare
any magic when building it, that’s for sure. But I suppose that’s
what we should expect from clerics of Mysh’a"’
DC 15: “Lord Redbeard said the temple will bring in more
people and more trade—put us on the map, as it were. It seems
to be doing that. At least, the priests of Mystra spend a fair
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amount of coin on supplies that otherwise wouldn’t have been
spent.” : i
DC 20: “T'he Purple Dragons mvestigated the place after
some folk complained of weird lights and odd noises at night.
Imagine that! Odd noises and lights at a temple devoted to the
use of magic! Of course, the Dragons didi’t find anythihg.”
DC 25 “I hear that the clerics of Mystra haven’t been too
friendly with our town’s traditional churches, the Harvest Hall
and God’s Grove. That’s probably due to big-city church rivalry.
Once the Mystrans get settled in, they’ll come to understand
that we’re all friends here.” ;
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Despayr, the dragon behind it all. If they
succeed in defeating him, the rip in
the Weave that Despayr has started

will heal itself. If the PCs fail, great
woe will befall Cormyr.

g:ombat
in the
park

Page 164 of the Player’s Handbook covers the
topic of vision and light, but the information is
worth reexamining hecause many combats in this
adventure occur in conditions of darkness or
shadowy illumination.

In an area of bright illumination, . |
all characters can see clearly. A o
creature can’t nse Hide in an area
of bright illumination unless it is
invisible, has cover or concealment, or has
the hide in plain sight ability.

In an arca of shadowy illumination, a
character can see dimly. Creatures within this drea
have concealment relative to that character, if he or
she doesn’t haye darkvision. Concealment has two main effects:
The subject of a successful attack has a 20% miss chance, and
creatures can make a Hide check to conceal themselves.

In areas of darkness, creatures that lack darkvision are ef-
fectively blinded. In addition to the obvious effects, a blinded
creature has a 0% miss chance in combat (all opponents have
total concealment), loses any Dexterity bonus to AC, takes a
—2 penalty to AC, moves at half speed, and takes a —4 penalty
on Search checks and most Strength and Dexterity-based skill
checks. :

Characters who have low-light vision (elves, gnomes, and
half-elves) can see objects twice as far away as the given distance.
Double the effective radius of bright light and of shadowy il-
lumination for such characters. For example, a torch provides
bright illumination out to 40 feet (rather than 20 feet) for a
character with low-light vision, and it provides shadowy illumi-
nation out to 80 feet (rather than 40 feet). Characters who have
superior low-light vision can see objects four times as far away
as the given distance. Quadruple the effective radius of bright
illumination and of shadowy illumination for such characters.
Characters whe have darkvision (such as dwarves and half-orcs)
can see lit areas normally as well as dark areas within 60 feet.
A creature can’t use Hide within 60 feet of a character who
has darkvision unless it is invisible, has cover, or has the hide
1 plain sight ability.

combat in water

Several encounters in this adventure feature bodies of water that

a PC or NPC might enter. The pertinent rules from the Player’s

Handbook and the Dungeon Master’s Guide are gathered here
for your convenience.

W heloon's new temple of Mystra shines™
brightly under the noonday,sun

+ in the water must succeed on a DC

Swimming: In all cases,
the water in this adventure
should be treated as calm. Creatures

10 Swim check to move one-quarter

their normal land speed. A failure by %

or more results in a creature going underwater
and needing to hold its breath. Creatures without a swim speed
or freedom of movement that fail a swim check are considered
off balance; they lose their Dexterity bonus to AC and foes gain
a +2 bonus to hit them.

Holding Your Breath: A crcaturc can hold its breath for a
number of rounds equal to twice its Constitution score, but only
if taking move actions or free actions. A creature holding its
breath that takes a standard action has the number of rounds
that its breath can be held reduced by 1. After that, the creature
must make a successful DC 10 Constitution check; each round,
the DC of this check increases by 1. A failed Constitution check
causes a creature to fall unconscious. In the following round, the
creature 1s reduced to —1 hit points. In the round after that, the
creature dies.

Water and Cover: A creature imumersed in water has total
cover from attacks on land. A creature standing in water at least
half its height in depth has cover (+4 to AC, +2 on Reflex saves)
from land attacks, and it can crouch as a move action to gain
improved cover (+8 to AC, +4 on Reflex saves). Creatures swim-
ming, but breaking the surface, have improved cover against
attacks from land (+8 to AC, +4 on Reflex saves).

Water and Attacks: Ranged attacks take a —2 penalty on the
attack roll for each ¥ feet of water they pass through; slashing
and bludgeoning: melee attacks take a —2 penalty on the attack
roll when underwater as well. The surface of the water stops
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line of effect for fire spells, and spellcasters in the water must

succeed on a Spelleraft check (DG 20 + spell level), or the spcll
fails and'is wasted.

Adventure Hooks

Characters can become entangled in this adventure through a
wide variety of methods. Read through the information about
Wheloon in the appendix to get an understanding of the setting
for the first part of the adventure, and then consider using one
of the following adventure hooks to get things going: Suggested
hooks include the following:

Tunaster Dranik; An itinerant pricst of Mystra contacts the
player characters, who by this time (3rd level) have just started to
make a name for themselves. Alternatively, the PCs see a notice
posted on a local tavern wall or town job board. The letter or
posted announcement simply reads:

To Those of Strong Arm, Keen Mind, and Curiosity,
Salutations!

See the man in blue at the Wyvern Watch Inn
before the 23rd if you wish to hear a peculiar riddle,
and are willing to undertake a commission to discover
its answer.

5590

The letter is delivered to the PCs or is posted in Wheloon,
or a town chosen by the DM appropriate to the characters’
location. If the PCs travel to the Wyvern Watch Inn (or one
substituted by the DM) before the indicated date, they indeed
find a white-bearded man wearing a simple blue robe trimmed
with white, accented by a cloak of deep blue. He also wears a
blue skullcap.

If approached, the man is initially nervous, as if ready to bolt.
However, if the PCs put him at case, he indicates he is indeed
“T.D.,” Tunaster Dranik, cleric of Mystra (LG male Chondathan

human cleric 3). PCs interested in hearing his riddle and taking-

the commission offered can speak with Tunaster at length and
learn the details of his predicament and offer. The following
bits of information arc imparted to the PCs naturally, as part
of conversation:

““T wander, as ma ny Mystran clergy do, seeking sources of old
magic. I've been in tombs, dangerous ruins—I’ve even-skirted
the lair of a foul lich. But none of these holds a candle to the
sight T saw a tenday past—a newly built temple of Mystra, here
in Wheloon.” '

“Seems normal enough, eh? But there are no other temples
of Mystra in Cormyr. This is big news! I’'m a long-time cleric
of the church. I'm in yearly contact with the organization. How
15 it I didn’t know I’d find a temple of Mystra here? Why don’t
I, a cleric in good standing, know more of this ‘Lady Arthas’

(ST A BN EN s Fe
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who supposedly ordered the temple’s construction, and sited it
on the ruins of the old citadel?”

“Astonished, I immediately entered the temple, loo]ung for
answers. I made it to the outer courtyard, but was rebuffed from
entering the inner areas; I was told to wait for Lady Arthas.
After an hour’s wait, 2 man appeared, someone named Fembrys,
and asked me to accompany him back to the middle courtyard.
He wore the garb of a Mystran cleric, as I do, but .=;n:n-m:thing1
about him wasn’t right. I can'’t explain it to you, but something
made me ... run.” '

“And thcy chased me! Why would they do that? Someone on
the temple walls fired arrows at me! But I escaped. What in the
Nine Hells is going on in there? I need to find out, or failing

‘that, go to the nearest legitimate temple of. Mystra and ask for

il

aid. But now you’re here. Can you help me?

“I’ve already spoken to the authorities about the subject.
Constal Tholl assures me that the Purple Dragons have inves-
tigated the temple and found nothing amiss. I asked him what
they discovered, and it scemed they made only a cursory check of
the place after hearing about strange lights and noises. I sensed
his reluctance to look deeper into it has more to do with Lord
Redbeard’s pleasure at the business and taxes the temple brings
thain with a firm understanding of what is happening within.”

Tunaster offers the PGs a sum of 2,000 gp if they penetrate
the temple; find out if a profanity to Mystra is being commit-
ted, and the purpose behind it; and eliminate the blasphemers.
He’ll pay the PCs 500 gp now, with the rest coming upon the
completion of the quest. For his part, he’s going to travel to
Saerloon to meet with his superiors at the Tower of Mystery,
and he will not accompany the PCs. Tunaster hopes to find faith-
ful there who can tell him what might be going on or who will
return with him. Tunaster is fairly certain that someone there or
nearby will be able to teleport him back, but if he can’t, it will
take him nearly a tenday to return. If the PCs scem hesitant,
Tunaster offers to write them a promissory note that has his
personal arcane mark, which the PCs can redeem at any temple
of Mystra (except the one in Wheloon, of course) for payment
after they submit to discern lies spells. )

Missing Bookseller: Amnic Basulr, a Wheloon bookseller, has
gone missing. His wife, Mela, is hysterical. The Wheloon Watch
doesn’t look into such matter&—bnt perhaps Mela can interest
the PCs? .

Amnic was last seen in his bookshop. A successful DC 14
Scarch check reveals the signs of a scuffle; a successful DC 18
Search check reveals a pamphlet to the city’s new temple of
Mystra that has fallen into a crack between the floorboards.
On it is written (in Amnic’s handwrztmg) “Do they really hold
Mystra’s Sacred Trust?”

Looking for a Temple: The characters are looking for a
nearby temple for healing, advice, or some other service—and
discover the newly built temple of Mystra.




he characters arrive at the newly built temple hoping
to investigate anomalies brought to their attention,
or perhaps simply by chance. °

features of the Temple

The structure consists of the temple proper, with an open outer
courtyard, a colonnaded middle temple, an inner temple with as-
sociated antechambers, and a dungeon level beneath. The temple
is built.into the sidc of a hill at the edge of Wheloon and along
the Wyvernflow River. It was built on the foundations of an older
citadel constructed before Wheloon was founded,

A stone path leads up the hill to the main temple entrance,
which consists of a set of heavy oaken doors.

cerlings
Ceilings are of uniform height. :

Ceilings: Indoor ccilings are 15 feet high unless otherwise
noted.

walls

The outer walls are made of S-footthick mortared stone. A
walkway runs along the tops of the walls that surréund the outer
courtyard. The inner walls arc 1-foot-thick mortared stone.

Masonry Walls (Exterior): 5 ft. thick; hardness 8; hp 450;
break DC 55; Climb DC 20. These walls are about 25 feet tall
on the outside edge, and it’s a climb of 20 feet to reach the
battlement. p

Masonry Walls (Interior): 1 ft. thick; hardness 8; hp 90; break
DC 35; Climb DC 20. E

Masonry walls increase the DC of Listen checks to hear
through them by 15. The hit points and break DC shown are
for a single 10-foot section. If a masonry wall is breached, the
squares breached and all adjacent nonwall squares become heay y
debris,

DOOrS.

Entrance to the temple is controlled by the outer doors and inner
doors, which open into the open outer courtyard and enclosed

~1

middle temple, respectively. Both sets of courtyard doors are
made of iron-reinforced oak.

The outer courtyard doors stand open and unlocked by day, but
are closed at night. The middle temple doors are usually closed
and locked (barred from within). '

Internal doors are all good wooden doors; they are locked or
unlocked as noted. :

Barred and Iron-Reinforced Wooden Door (Courtyard Doors);
1 ft. thick; AC 2; hardness 5; hp 150; break DC 37 (barred).

Each door measures 90 square feet; a kuock spell cast at 9th
level can open one if barred. The doors are barred at night but
open by day. :

Good Wooden Door (Internal Doors): 1-1/2 in. thick; AC 3;
hardness 55 hp 15; break DC 18 (if locked).

illumination

Hanging lanterns illuminate most of the rooms in the temple.
Dark areas are specifically noted in the text.

proactive defense

During the course of the adventure, it is possible, even likely, that
PCs will enter combat and remove the threats of one or more
chambers of the temple, then fall back.

Because the fake temple of Mystra is actively managed, surviv-
ing priests do not simply allow their numbers to be whittled down
and wait for the next attack; they launch a proactive program
to stem the problem.

Backfill Loses: The temple can’t ‘withstand the loss of too
many guards and priests in the upper level, but it does react by
attempting to hire new guards and importing fresh priests from
the east, and so on. If the PCs incapacitate or kill guards and
pricsts, leave, and corne back, they find replacements, depending
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on when the PCs return. These replacements apply only to the
upper level of the temple.

Less than a Day: No replacements.

Oxe to Three Days: Half the number of slain/incapacitated
guards and 0% chance of an equal level priest.

Four or More Days: All guards and priests replaced.

If the PCs make much headway in the dungeon level, they
will gather enough evidence to reveal the temple to be a sham.
Once this happens, the temple will go dark, and its residents will
flee east.

Legal Issues: The temple’s residents don’t want to draw too
much attention to their new enterprise, so they won’t set Wheloon
authorities against PCs; however, if the PCs show up on temple
grounds with authorities in tow, the surviving priests will make
a persuasive argument that it is the PCs who should be clapped
in irons and led away. Unless the PCs can beat the temple’s Bluff
check result (made with a modifier of +1¥ including all circum-
stantial modifiers in the fake temple’s favor) with a Diplomacy
check of their own, the authorities will turn on the PCs. If the
PCs allow themselves to be taken captive and await the justice
system’s outcome, the killers from the Assassin Ambush encounter
on page 22 sct fire to the Wheloon Watch House to distract the
guards as they break in and attempt to kill the PCs.

Take the Fight to the PCs: Lady Arthas doesn’t wait idly by
for the attackers to break into the dungeon level of ‘the temple.
Instead, after the first attack the PCs make on the temple, she
sends forth a team of killers to take care of the problem.

The killers, Londal Fen (NE male Chondathan human fighter
6)and Smile (NE female halfling rogue 4), attempt to draw the
PCs to a killing ground of their own devising by arranging for a
message to be delivered by courier (day or night), with this text
inked in a shaky hand: “I can help you sneak into the temple,
but they are watching for me. Come meet me in an hour at 23
Impil Street, on the east side of the river.”

The address leads PCs to a deserted section of the waterfront.
There the characters are ambushed by the killers; see tactical
encounter Al, page 22. >

If the PCs don’t take the bait, the killers are forced to keep
tabs on them and attack when the opportunity arises. They won’t
fight the PCs where there are witnesses or where the authorities
might soon appear,‘so the PCs are safe staying at the Wyvern
Watch Inn.

If any of the killers survive and escape, the PCs might meet
them again if they enter the dungeon level of the temple.

Entefing the Temple

Characters can enter the temple in several ways:

Walk in by Day: The outer courtyard doors stand open during
the day, and visitors are welcomed by pricsts who stand in the
outer courtyard for just such duty. PCs who feign casual interest
are encouraged to commune with Mystra in the outer courtyard
as often as they like until midnight. Those who feign intense
attention receive it in turn and are asked if they want to earn
Mystra’s Sacred Trust (see areas T2 and T6).

Sneak in by Night: Sneaking in is dangerous, but could ulti-
mately prove the best way to gather intelligence about the temple.
Although breaking through the front outer doors is an option,
characters will be better served by attempting to clamber up an
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outer wall (Climb DC 20), or come up from behind the temple
on the upper ridge of the bluff, and then down into the open
outer courtyard (area T2).

Mystran services are conducted from dusk to just before
midnight, after which the temple closes. PCs will have the best
luck 1f they deal with the two temple guards on the outer walls
first.

Guards: Two temple guards are posted, day and night, on the
wall walkway that surrounds the outer courtyard (area T2). The
guards gain Listen checks opposed by the PCs’ Move Silently
checks, in case noise is made. Creatures take a —1 penalty on
Listen checks for every 10 feet of distance between them and
the source of the noise.

If either (or both) gnards notice an attempt to break in, they
will use their horn to sound an alarm. This alerts the four lemple
guards stationed in area T3, who arrive in 3 rounds.

temple Locations

The maps for the temple of Mystra appear on pages 22 and
23. Assume that the ground in the encounter locations is clear
and relatively free of obstructions unless a tactical encounter
indicates otherwise.

T1. PaTH TO GATE
A cobbled path leads from the northern edge of Wheloon some
200 yards up a low hill to the bluff where the temple of Mystra
has been built.

A cobblestone path gradually ascends a low hill toward a steep-
sided bluff, bebind which runs the Wyvernflow. The path leads
to the flat rampart of the whitewashed temple wall built right
into the bluft: To the lef3 of the doors stands a large, stylistically
simple statue of @ woman. A smaller, freestanding stone building
stands to the south of the temple.

By day and up until an hour before midnight, the outer doors
(the double doors between arca T1 and T2) stand open. Open or
closed, PCs who make a successful DC 15 Spot check can note
one or both of the temple guards who walk the top of the walls
surrounding the outer courtyard. The temple guards on the wall
can make Spot checks (+3) or Listen checks (33) to see PCs at-
tempting to sneak in. They won’t engage in conversation, instead
directing any inquiries to the priests inside.

If a conflict occurs here, see the associated tactical encounter.

Tactical Encounter: T2. Quter Courtyard on page 24.

Temple Guards up on Wall: The temple guards up on the outer
walls (stats printed with the T2 tactical encounter) are part of
the contingcnt based in area T7J, and as such, are not aware that
the temple is anything OthLI than a grand structure dedicated
to Mystra.”

Statue: The statue of a large woman contains one speck of
color—the woman wears a headband bearing a wide flat disc on
which is painted a circle of seven blue-white stars with red mist
flowing from the center. Those who have ranks in Knowledge
(religion) recognize the symbol as that of Mystra. A successful DC
15 Knowledge (religion) check indicates that the woman might

_be Mystra, and though that rcligion doesn’t usually rely on such

idols, it is not profane to do so. )

SHEEREN A i
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T2. OurER COURTYARD

This walled enclosure is the most public face of the newly built
temple of Mystra.

This wide, walled space is open to the sky. The ﬂoor is tiled
with obsidian slabs, in which star shaped white stone tiles are
set, mimicking the night sky. Two large stone statues dominate
the spave, each apparently portraying the same woman. They
stand apart from but facing each other, each with hands raised
up toward the other, almost forming an arch over the center of
the temple. Four small altars to Mystra sit in each corner of the
courtyard temple.

By day, the outer courtyard contains 1d4+1 curious visitors, a
temple guard named Thendric, and a temple priest named Shan
Thar.

From dusk to an hour before midnight, the outer courtyard
contains 2d4+2 pious visitors, the temple priest Shan Thar, and
the “devout sorcerer” Kevrin.

From midnight to daybreak, the outer courtyard is empty,
though two temple guards armcd with bows are always on duty
atop the walls.

If a conflict occurs here, refer to the tactical encounter. If a
conflict occurs m area T6 and the PCs retreat here (having passed
it without conflict on the way in), Shan Thar and the archers
sound the alarm to alert the temple guards in area TS—refer to
the tactical encounter.

Tactical Encounter: T2. Outer Courtyard on page 24.

Shan Thar: This individual is a smiling, charming man in
his mid-30s. Friendly and outgoing, Shan Thar is the perfect
face of the new temple of Mystra. When he first meets the PCs
he inquires if they seek healing services or other clerical help
(for standard rates as given on PH 129), and is glad to provide
‘it (after a short wait to locate scrolls).

Shan Thar brews potions of undetectable alignment regularly,
one of which he drinks each day before going put to greet people;
he also provides such a potion to Starweaver Fembrys. If neces-
sary, the two clerics can simply -pray for the spell and cast it, but
they prefer to use the potions and fill their spell slots with more
useful spells.

Pretty much werytlung Shan says is a lie—if the PCs at-
tempt any Sense Motive c¢hecks, Shan gets a total of +12 to his
Bluff check (which includes a +5 circumstance bonus due to the
elaborate surroundings all designed to deceive visitors about the
temple’s true nature).

Shan allows PCs to look around the outer courtyard, ask ques-
tions of those present, and pray at one of the Mystran altars;
however, if the PCs seem more than casually interested in what’s
going on, he approaches them and relates the following pieces of
information naturally during the course of a conversation:

*“Mystra bless you, friends!”

“If you seek the Mother of All Magic, you’ve found one of
the places she dwells here in Faertin”

“Have you come to the temple for healing, or perhaps you
seek to alleviate some other ailment? We ask very competitive
donations in return for our blessings.”

“Lady Arthas? You've heard of her, she whose courage and
ability helped make this temple a reality? I'm afraid you can’t
see her. She’s quite busy with secing to the administration of our
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new temple. Perhaps you can talk with someone else? I am here
to answer all questions, and am happy to do so.”

“The head priest of the temple is Lady of Mystery I\acdacnya
Arthas. She is busy with private temple business. She has time to
talk only with worshipers who have advanced far enough down
the path to earn Mystra’s Sacred Trust.” (Note: Clerics of Mystra,
if any are part of the party, have never heard of anything called
Mystra’s Sacred Trust. Such a thing could conceivably be part of
ecclesiastical knowledge imparted at higher levels, but the words
draw a blank for any clerics in the gronp)

“Come to the nightly services, and rejoice in Mystra But if
you seek to learn more than the average parishioner, might you be
interested in revealed knowledge, and Mysti'a’s Sacred Trust?”

“If you are truly interested in becoming part of the temple,
and perhaps earning Mystra’s Sacred Trust, we can arrange for
you to attend special three-day services that eccur in the middle
temple. We require a-donation of 25 gp for cach of you interested
m trying the service. Yes, expensive, but not too much for those .
truly interested in expanding their knowledge of the goddess of
the Weave, nor”.

If the PCs ask about Thendric’s claims (sée below), Shan Thar
looks confused and has this response:

“Prisoners from the Wheloon Jail? Sometimes we take in those
souls who have committed crimes but want to repent by setving
Mystra dircctly. We have good works available for any such that
wish to turn over a new leaf—good for the temple, and good for
them, because it commutes their sentence.” !

If the PCs ask about Tunaster Dranik, Shan Thar is quick
with an answer:

“Tunaster . . . No, the name doesn’t ring any bells. You said
he was cleric of our goddesst Well, I can’t say that I recall any
of our order visiting recently, but there was a gentleman like
the one you describe who came here some days ago though. He
insisted that he be allowed in our inner sanctum immediately. We
didn’t know what to think of this, but my colleague, Starweaver
Fembrys, explained to this fellow that only those seeking to earn
Mystra’s Sacred Trust can enter the temple’s inner sanctum. The
man grew incensed and began ranting. When we tried to calm
him, he got a wild look in his eyes and ran.”

“Yes, we did chase him. He seemed quite upset and we wanted
to be certain he did not do himself or others harm. But he was
very spry for such an old fellow, very spry.”

“Have you spoken to him? I do hope he is well. I don’t know
why he’d want to impugn the honor of this temple. Should you see
him again, please convey our apologies for any misunderstanding
we might have caused, and let him know that our inner sanctum
1s open to him if he wishes to earn Mystra’s Sacred Trust”

If the PCs are interested in working their way farther into
the temple through diplomatic methods, Shan asks them to show
up that night, just before twilight, with their donation. If they
do so, he will let them into the middle temple. To do so, he uses
a coded knock on the door to alert one of the gnards in area T6
to unbar the doors.

Visitors: If the PCs question these random townspeople and.
travelers, they discover those present during the day are either
interested in learning more about the worship of Mystra or
are already worshipers of Mystra and are present to give silent
tribute at one of the altars. If the PCs talk to anyone at the
evening ceremony, they discover them to be either truly Pl()ub
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Wheloonians who attend the evening services to be closer to their
goddess, or simply travelers passing through Wheloon interested
in some evening entertainment. None of the travelers have taken
the next step that Shan Thar offers them every so often—to
become celebrants of Mystra’s Sacred Trust. Any PC clerics of
Mystra—cven those who make obscenely high Knowledge (reli-
gion) checks—can’t recall ever hearing about “Mystra’s Sacred
Trust.” The visitors are 1st-level commoners and experts.

Kevyrin: Kevrin is a dour sorcerer who has done ill in his past.
He has offered his seryices to what he believes to he the temple of
Mystra as a balm to his conscience. Only blatant, overwhelming
evidence would make him question whether the temple is l‘Ld.ll}"
dedicated to Mystra or somebody clse. Kevrin casts sifent i irage
during the nightly ceremonies to provide the illusion of brighter
stars above onlookers and constellations that come to life and fly
about as they are named.

Statues: The statucs look like the one standing outside (area
1) and presumably represent the same woman.

Evening Ceremony: Every night (except when it'rains or snows)
the temple hosts a scrvice to Mystra, which involves looking
at, naming, and revering many of the stars and constellations.
The ceremony is officiated by Shan Thar and assisted by Kevrin
(see above). The ceremony is attended by 2d4+2 pious visitors
and travelers. Guests and observers are always welcome. Clerics
of Mystra know this ceremony and anyone who succeeds on a
DC 18 Knowledge (religion) check recognizes it as well. Noth-
ing seems amjss, except that the silent image display is rather
ostentatious,

Development: Because only Shan Thar knows Mystm 1s not
really being worshiped in the central room, qucsttomng other
NPCs in this arca won't reveal that Shar’s clergy is behind the
conspiracy, no matter what means are used for questioning,

Shan Thar is a different nut—he secretly worships Cyric, but
would rather dic than reveal that fact. More to the point, he has
received special conditioning so even if his mind is probed, he can
use a Bluff check (opposed by the mind-reader’s Sense Motive
check) to avoid revealing the truth, théugh the mind-reader would
be able to determine that Shan was hiding something, just not
what.

Treasure: Each of the four small altars'contains a donation
bowl holding 1d20 cp, 1d10 sp, and 1d4~1 gp, all given by those
faithful to Mystra.

T3. BATTLEMENT ACCESS
The door to this room is normally closed and locked.

This chamber is not open fo the sky. Several boxes and a few bar-
rels are stacked in the northivest corner. Spiral stairs ascend 20
Jeet to a closed hateh in the ceiling.

The boxcs and barrels contain mundane supplies like rope, lamp
oil, hard tack, nails, and the like.

The stairs lead up to the narrow, S-foot-wide battlement that
surrounds the outer courtyard. The hatch between the top of the
stairs and the battlement is always lclckt.d one of the archers on
duty has the key. /

Battlement: A $-foot-wide ‘walkway comp]etely encircles, the
outer courtyard It rises 20 feet above the ground. From it, an

-
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archer gains cover (+4 to AC) against ranged attacks from some-
one on the ground cither inside or outside the outer courtyard.

* Wooden Hatch: 1-1/2 in. thick; AC 4; hardness 7; hp 15; break
DC 18 (locked); Open Lock DC 20.

T4. KEVRIN AND SHAN’S QUARTERS

The door to this room is normally unlocked.

This bedchamber contains two cots, a desk, a chest beneath the
desk, a few chairs, a closet, a Soulsmelling chamber pot, and a
bookcase on.which a few lonely tomes collect dust on a bottom
shelf while the top shelf overflows with bottles ﬁz’(ed with vari-
ous colored fluids.

Shan Thar and the sorcerer Kevrin share these quarters. Shan
Thar is found in the chamber only after midnight, while Kevrin
can be found here most of the time except for the period of time
between dusk and midnight when he attends the nightly ceremo-
nies. Otherwise he sleeps at night, and during the day idly flips
through one of the books from the shelf while slowly nursing a
glass of strong drink. If the PCs start a fight here, refer to the
tactical encounter, unless they can dispatch the sorcerer quickly
and secretly enough to avoid detection by the wall archers (Spot
and Listen +3) or anyone else in the outer courtyard.

Tactical Encoufiter: T2. Outer Courtyard on page 24.

Bookcase: The few tomes on the bookcase are old and outdated
essays on the naturc of magic, written by scholars miostly discred-
ited in this day and age (a successful DC 10 Knowledge [arcana]
check reveals this). The bottles contain a varicty of distilled spirits
and mixing compounds for the creation of potions.

Desk: Nothing found in the desk seems to implicate the
temple’s clergy in anything other than the days they plan to stay
open to the public, the rates which they are prepared to ask for
healing services, and so on.

A locked secret drawer in the desk (Search DC 20, Open Lock
DC 20; Shan has the key), contains a parchment with a scrawled
message in red ink. (This letter is reproduced as a player handout
on page 158.)

Father Shan Thar,

We need more recruits in the inner temple. Start pushing
the Sacred Trust a kittle harder, would you? Esvele sends awword
through Z)espayr that we need to step things up out beve. I know
Jou have your doubts, but do as you're instructed, lest the goddess

Jfind you in shadow.
—Lady Arthas

Small Wooden Chest: The unlocked chest under the desk
contains several scrolls and potions: 6 potions of undetectable
alignment, 3 potions of cure light wonnds, 1 scroll with 3 cure
moderate wonnds, and 1 scroll with 3 eure serious wounds. There
1s also 1 scroll with 3 lesser restorations and 1 remove dr.rexr:e All
scrolls are at scribed at caster level Sth.

- T5. TeEmpPLE GuarD Post
This building’s stone walls housc a group of hired fighters
who guard the outer temple. The guard post’s door is usually

‘unlocked.

»
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Six crude cots are arvanged neatly over the northern portion of
this room, with a small wovden chest beneath each. An oak table
and several chairs sit in the northeast corner of the chamber.

Cards, dice, and tankards are spread across the table's surface,
and small keg sits next to a chair.

Unless the guards are on rotating archer duty on the battlements
surrounding the outer courtyard, they are here sleeping, talking,
gambling awdy their pay, and drinking. Thendric also bunks here.
If the PCs start a fight here, refer to the tactical encounter, unless
they can dispatch the guards quickly and sceretly enough to avoid
detection by the wall archers (Spot +3, Listen +3) or anyone clsc
in the nearby outer courtyard.

Tactical Encounter: T2. Outer Courtyard on page 24.

Small Wooden Chests: 1/2 in. thick; AC 4; hardness §; hp J;
break DC 17 (locked); Open Lock DC 20.

Each wooden chest contains the personal belongings of a
particular guard: a couple of changes of clothes, toiletries, a few
mementos, and approximately 20 gp in various coins.

A. Indoor Privy: A 3-foot-diameter shaft descends § feet.
At the bottom, a 1-foot-high and 3-feet-wide chute slopes to
the northeast, allowing waste to gradually slide into the privy
chutes from area T13. From there the shaft angles to the
south and descends to empty through the ceiling of area T23.
The shaft stinks terribly, and is coated with fecal matter.Those
who seek to descend or otherwise navigate the tubes must suc-
ceed on a DC 25 Climb check (DC 20 in the sloping chute) or
lose their grip and slide down the chute, taking 4d6 points of
damage when they rcach the waste-stained stone flooring in
area T23. . >

B. Storage: This area contains a few boxes and crates of food,
all on the verge of spoiling,

T6. MipprLE TEMPLE

This is a private temple, and normally only those who petition
to carn Mystra’s Sacred Trust are allowed to,enter.

This large room is closed off from the sky, but tiny points of light
ghitter on the otherwise vil-black ceiling. The floor is tiled with
obsidian slabs, and three rows of square pillars march across the
chamber from north to south. Torches are ensconced on the east
and west surfacesof each column, A plain stone altar stands
alone near the chamber’s center.

Day or night, the chamber always contains at least two temple
guards. From dusk to dawn, the chamber also contains a temple
priest named Starweaver Deinyn Fembrys, giving his solemn,
difficult-to-follow sermon, and 1d3 petitioners, Fembrys is let in
and out through the northern barred double doors by the shadow
guards who are stationed in area T14.

If a conflict occurs here, refer to the tactical encounter. If
a conflict occurred in area T2 or T14 and the PCs come here
next, the guards and Fembrys (if present) are also ready for a
fight—refer to the tactical encounter.

Tactical Encounter: T6. Middle Temple on page 26.

Petition to Earn “Mystra’s Sacred Trust™ If the PCs take Shan
Thar’s advice to show up one evening with a donation to become
petitioners, they are brought into this chamber as darkness falls
outside. Here, Fembrys waits for the new cldss of petitioners, and
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as soon as all the PCs have assembled and have paid their 25 gp
donation to Shan, he launches into his spiel.

Lembryss Opening Remarks: “Do you deserve M}f%tra’s ‘Jacred
Trust? Some of you do not, and you'll be asked to leave during
the three days youw'll spend in the petitioner’s quarters. I won't
lie—the next three days will be hard. You may get bored, you
may get hungry, but if you persevere, you might just carn the
Starry Gnosis, the secret knowledge. If you can’t commit to three
days, leave now. Father Shan Thar will return your donation.”

“If you’re staying, put your belongings in the petitioners quar-
ters, and change into the vestments you’ll find there. Stay there
until you're called, contemplating obedience to the gddess”

Three-Day Ritual: Assuming any of the characters go along
with this experience, they end up staying for three days in the
quarters (area T7). During this time they are fed hardly anything,
must bathe daily in area T12, and wear the vestments provided
in area T10. They attend nightly ceremonies and must participate
in daily chants. ]

~ The gist of the nightly ccremonies and daily chants is difficult
to disentangle from the religious iconography and symbology;
however, those who succeed on a DC 15 Intelligence or Knowledge
(religion) check garner the following: Magic is horn between stars,
as Mystra’s symbol shows—the stars are known points of magic,
but the space between the stars holds far more, knowledge that
Mystra reveals only to those who show special promise.

If the PCs willingly go along with what is essentially a three-
day-long rite, they take a =7 penalty when affected by the Starry
Grosis as described in area T14 and the appendix.

Starweaver Fembrys requires that the PCs don the vestments
and remove all their own belongings, including jewelry, placing
them in the chests beneath the cots in area T7. The Sharrans do
this to render petitioners less dangerous and more psychologically
apt to do what they say—but they don’t take any of the items,
which could eventually lead to suspicion. If any PC refuses to
part with items or is caught carrying them during the threc-day
ritual, the PC is asked to leave, and Shan Thar is summoned to
escort the PC out. If a PC refuses to leave, the temple guards
attempt to subdue and forcibly eject the PC.

Starweaver Fembrys: Taciturn and dour, this priest of Mystra
avoids having to make Bluff checks by generally refusing to speak
at all, except when he leads the nightly ceremonies and gets the
daily chants started.

Temple Guards: The guards rotate duties, but in addition to
simply guarding, they are responsible for feeding the petitioners,
for making sure petitioners follow the rules of the ritual, and
general upkeep of the middle temple. These temple geards know
nothing of the temple’s true nature, and they achieved their
status as interior guards because they aren’t curious and they
show a willingness to follow orders without question. They have
been instructed not to react to noises farther inside the temple
unless Starweaver Fembrys calls for them. After a few months
of service, they’re accustomed to hearing strange sounds from
beyond the double doors, and will move into their guardroom to
play a dice game once the petitioners have passed through,

Other Petitioners: Other petitioners are travelers through
Wheloon drawn in by the nightly light show. Shan Thar avoids
allowing townsfolk to participate in seeking to earn Mystra’s
Sacred Trust, so that locals who would be expected in town don’t
£0 missing, '
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T7. PETITIONER’S QUARTERS
Each of this room’s four cell-like alcoves contains a small cof, a
neatly folded black robe and stack of blankets, and a wooden

chest.

Here’s where PCs and other petitioners stay if they want a chance

' toearn “Mystra’s Sacred Trust” Clean linens, food, and water are

brought from area T9 once a day by a guard. However, petitioners
remain in this chamber only for 8 hours of rest—the remainder
of the time they are expected to partake in the ceremonies and
chants in the middle temple.

T8. MIpDLE TEMPLE GUARDROOM
This chamber houses a group of hired, but pious, fighters who
guard the middle temple. The door to the chamber is usually
unlocked.

Four well-made cots line the western wall, a small wooden chest
beneath each. Some dice are carefully arranged atop a chest pulled
out from under one of the beds.

Two guards are usually found in this chamber, while their friends
remain on duty in area T6. If the PCs start a fight here, refer to
the tactical encounter, unless PCs can dispatch the gnards quickly
and secretly enough to avoid detection by those in the middle
temple (Spot +3, Listen +3).

Tactical Encounter: T6. Middle Temple on page 26.

Dice: The carefully arranged dice are from a dice game in
which participants roll dice and arrange the paths on their sides
to form a “dungeon.” The mazelike tangle of paths revealed by
the dice has no significance in the adventure.

Small Wooden Chests: 1/2 in, thick; AC 4; hardness 5; hp 3;
break DC 17 (locked); Open Lock DC 20.

Each wooden chest contains the personal belongings of a
particular guard: a couple of changes of clothes, toiletries, a few
mementos, and approximately 20 gpin various coins.

Df‘Slgner S NOTe T
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The villains don’t take away the PCs’ gear because it makes
sense for the adventure, but also to make the PCs’ decision
to go along with the ritual an easier one. Players generally
hate giving up irems because they know how much worse off
they are without them, so having the items close at hand and
under’ their control helps move the adventure in the right
direction.

T9. MipDLE TEMPLE STORAGE
The door to this room has no lock.

Boxes, crates, barvels, and shelves lined wwith plates and crockery
JEll this chamber.

Supplies for both the middle temple guards and petitioners to
earn “Mystra’s Sacred Trust™ are kept here. Once a month, a new
supply is brought in, and soiled linens, empty barrels, and other
trash are hauled away.

A basic search of this chamber for valuables reveals all the
blankets and trail rations the PCs can carry, as well as.about 20
pints of lamp oil.

T10. VESTRY

This door is always unlocked.

On the east and west walls of this room arve iron pegs on which
are bung dozens of identical cevemonial black robes.

Each morning the PCs are instructed to bathe in area T12 and
put on the clean robes hanging in this chamber.

T11. SACRISTY

This door is always locked; Starweaver Fembrys has the key.

This somber chamber contains twa large wooden freestanding clos-
ets, almost cof finlike in dimension, on the east and west walls; on
the back wall 5its a polished, wooden cabinet. Behind the cabinet’s

« awood-framed glass doors, gold vessels glitter.

If the PCs insist on’ more control over their belongings, |

Starweaver Fembrys will allow the PCs to go into Wheloon
to purchase their own locking chests for use during their stay.
Also, allow the PCs to make Sleight of Hand checks opposed by
the guards’ and clerics’ Spot checks (PH 81). You might allow
PCs to make this kind of Sleight of Hand check untrained.
Foreing PCs to adventure without items is unfair and often

& -

Here the vessels, vestments, and other liturgical objects used by
Fembrys are kept. It is also where Fembrys dons his ceremonial
attire before each service.

If the PCs are discovered here and a melee ensues, refer to the
tactical encounter unless the PCs can dispatch the guards quickly
and secretly enough to avoid detection by those in the middle
temple (Spot +3, Listen +3).

not fun. Instead, the adventure was designed so the PCs always
have relatively easy access to their gear, allowing them to run
back to the room to grab a few things or to ready themselves
for adventuring with just a few minutes of preparation. Of
course, the situation is bound to make players nervous, which.
15 exactly what you want.

It might be tempting to have someone steal from a PC’s
chest or for some other unwelcome event to oceur, but you
should resist that temptation. Players who set aside metagaming
and agree to have their characters go without their equipment
should be rewarded by the discovery of the nature of their
enemies, not' punished for getting into character and doing
some investigating,

—Matthew

5\




= W Sy ) S SRR - ™ -y B B
L : s 2] -
: —
TeMPLE OF MYSTRA
i
e

Tactical Encounter: T6. Middle Temple on page 26.

Locked Good Wooden Door: 1-1/2 in. thick; AC 3; hardness
55 hp 15; break DC 18 (locked); Open Lock DC 25.

Treasure: Each closet contains five costly vestments, equal in
value to a nable’s outfit (75 gp each). The cabinet contains five
golden liturgical objects (a cup, a pitcher, aplate, a bell, and a
staff’) each worth a total of 100 gp and a large, black, leather-
bound book with a cover illustration showing seven stars. This
is the book from which Starweaver Fembrys makes his nearly
incomprehensible sermons. It is titled Preparing for the Sacred
Trust. It scems to have been writteri,by a madman, and even if
closely read is difficult to understand; however, those who succeed
on a DC 15 Intelligence or Knowledge (religion) check understand
the same underlying message as described in area T6.

T12. MySTRA’S RAIN

A spray of water emerges from a metallic disc, pierced with
many holes, embedded in the ceiling. The water is caught in a
shallow basin in the floor and drains down a small hole in the
basin’s center.

Here the PCs and other petitioners are expected to stand beneath
the water—in their smallclothes for propriety’s sake—and wash
the previous day’s accumulations away, after which they are ex-
pected todon a clean robe in area T10.

The disc in the ceiling through which the water flows connects
to a pipe that leads ultimately to an intake channel dug from the
bottom of the Wyvernflow. The hole in the floor (only a half-
handspan wide) connects to the same drainage system described
in arca T13.

.

Tla. Privy

Waadm planks, each with a foot-wide hole in their center, cover
the rank-smelling shafts that pierce the floor of each alcove.

Each 3-foot-diameter shaft serves as a privy—the shafts combine

with the same drainage pipe from area T1?2 and the chute from-

area T3. The combined chutes descend another 30 feet to empty
into area T23 of the temple dungeon. The shaft recks and is coated
with fecal matter. Those who lift away the wooden planks and seck
to descend the tubes must succeed on a DC 25 Climb check or lose
their grip and slide:down the shaft, taking 4d6 points of damage
when they reach the waste-stained stone flooring beneath.

T14. InNER TEMPLE
The PCs finally encounter “Mystra’s Sacred Trust” here—one
way or another.

Slabs of obsidian line the floor, walls, and high ceiling of this room.
Two thick, square columns each hold a single blazing torch on their
west face. This arrangement provides uneven light to the front
of the temple, but leaves the temple’s further recesses in shadowy
darkness, especially the two large stone figures set in the rearmost
alcoves. Also poorly lit is a dark stone altar set forward from the
statues but behind the direct light offered &y the pillars.

Day or night, the inner temple always contains two shadow
guards—temple guards of particular picty and ability who have
not only earned Mystra’s Sacred Trust, but who haye taken on

elements of the true divine patron of the temple: Shar. They
passed through the failed Shadow Gate (see the appendix), and
after working with those dedicated to Shar for so long, they have
permanently gained the dark template. The shadow guards lurk
inthe far eastern and western areas of the inner temple, using
their hide in plain sight ability to remain unobserved.

When the time comes fo graduate a new class of Sacred
Trust petitioners, Starweaver Fembrys is also present (he leads
the petitioners into the chamber, and presents the Starry Guosis
to the petitioners). Under normal circumstances, Shan Thar gives
Fembrys a potion of undetectable alignment to drmk before he
greets any outsiders.

If a conflict occurs here, refer to the tactical encounter. If a

cconflict occurred in area T14 and the PCs come here next, the

shadow guards arc also ready for a fight—refer to the encounter
map.

Tactical Encounter: T14. Inner Temple on page 28.

Presentation of “Mystra’s Sacred Trust™ If the PCs have gone -
rhrough with their three-day-long petition and continue follow-
ing instructions,.they find themselves herded into this chamber
(along with other petitioners, if any) at the end of the ritual by
Fembrys.

Fembrys asks all petitioners to assemble in the area between
the two pillars and in front of (to the west of ) the altar,

Once they are assembled, Fembrys intones, “Prepare yourselves
to receive the Sacred Trust: You are about to look upon the Starry
Grosis. All your questions are soon to be answered?”

Fembrys unlocks a secret compartment in the altar (Search
DC 20, Open Lock DC 25) and pulls out the Starry Grosis—a
black globe, like a crystal ball gone dark—and holds it for all
present to view.

Fembrys uscs the Starry Gnosis on all present while repeat-
ing the most common words of the daily chant, “Knowledge lies
between the stars” The item’s full description is on page 156,
and a summary appearsin tactical encounter T14.

Development: All those who arc affected by the Starry Grosis
are ordered to gather their belongings and go down the stairs
behind the altar to the dungeon level for processing.

Treasure: The Starry Guosis is hidden in the altar (Search DC
22, Open Lock DC 22).

. T15. FirsT LANDING
A barred door blocks access between the first landing and the
inner temple. Fembrys unbars it when he arrives to oversee the
petitioners in area T6 or the ceremony described in area T4, but
a shadow: guard from T'17 bars it again behind him.

Barred Good Wooden Door: 2 in. thick; AC 3; hardness 5; hp
15; break DC 28 (barred).

Development: If the PCs bash on the door or knock on it
but do not call out in Fembrys’s voice, the shadow guards know
something is wrong and they retreat to lie in wait in arca T17.
If the PCs can somehow perfectly mimic Fembrys’s voice and
request entrance, the two shadow guards from area T17 open the
door, attacking after the PCs get a surprise round. '

T16. SEconD LaANDING
This wide landing is flanked by two dark statues, both apparently
carved of coallike stone, roughly depicting a female human. Soft
white light sp;!ls From the north and south stairwells.
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© T17. STONEYARD
A flickering, starry light clings to the statue of a woman in the
center of this chamber. The rubble of broken siatuary, burned
seriptures, and smashed holy vessels is piled about the central
statue and elsewwhere throughout the chamber. Five doors allow
egress info the area, in addition to the stairs.

This refuse-laden chamber is home to two shadow guards and
a dark earth elemental (an carth clemental, made up of broken
statuary, that has the dark template). Fembrys has quarters off
to the east, and could respond in the event of a conflict; if this
occurs, refer to the encounter map.

The hallway to area T23 smells of offal, a scent that grows
stronger as one approaches the locked, msty iron door at the end
of the passage.

Tactical Encounter: T17. Stoneyard on page 30.

Development: In order to pull off the sham that a temple
to Mystra has been founded in Wheloon, the fake priests have
secured quite a bit of religious paraphernalia through local mer-
chants and religious suppliers. Having no use for most of the
material, they smashed it and left it here. Anyone who succeeds
on a DC 10 Knowledge (religion) check determines that the de-
stroyed statuary, burned books, and shattered vessels are dedlcated
to Mystra.

The only item not destroyed was a central statue whose inher-
ent holy nature was a surprise to everyone. No matter what kind
of damage it took, the next night the statue had miraculously
become whole again. Worse, it began to give off a glow that is
especially unsettling to creatures of shadow. So the fake priests
merely began to heap items about it. However, the statuc sheds
those items in the pattern shown on the map, and it gives off
an aura such that anyone who stands in squares indicated around
the statue gains a +2 luck bonus to AC and Will saving throws
against dark creatures and other beings native to the Plane of
Shadow. Mystra, in some small way, has taken note of this sac-
rilege against her.

T18. LIBRARY

The shelves throughout this voom are stuffed with tomes and scrolls,
but they are kept in no particular order—they are piled in heaps,
and as many lie on the floor as remain on shelves.

- The books and tomes here are all beginners’ tracts and essays
concerning the goddess Mystra, as might be given out to those
interested in learning more about her.

Development: The “priests of Mystra” must spend a ! Tittle
time every so often brushing up on their false piety. The lack of

order and concern for the material in question is obvious by the

condition of the library’s materials. :

Treasure: A concerted search through the chamber reveals
some useful items amid the mess and clutter. A few rounds of
concentration with defect magic reveals the location of all the
magic scrolls, but in case the characters use more mundane
means to search the room, cach divine seroll is listed below with
the Search DC required to retrieve it from the morass: scroll of
delay porson (DC 22), scroll of enthrall (DC 25), scroll of death
ward (DC 25), scroll of dispel magic (DC 27), scroll of restora-
tion (DC 27), and a scroll of hallow (DC 30). A single Search
check locates just one scroll, but if the PCs aid one another or a
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PC takes 20, allow the result to find any scroll with a DC equal
to or less than the check result.

T19. ANTECHAMBER
Four comfortable-looking chairs are deployed about the perim-
eter of this chamber. A circular oak table sits in the center of
the room.

The fake pricsts of Mystra’s.temple sontetimes gather in this
chamber to relax or meet with Lady Arthas to receive new
orders.

T20. EMPTY QUARTERS

This door is locked; the key is lost.

A thin layer of dust covers a bed with rumpled covers, an open
wardrobe filled with hanging robes, and a desk.

This chamber was used for a short time by another ¢ ‘priest” of
the tumplc, Father Sambar, the first to attempt to use the failed
Shadow Gate (see area T32). His gruesome death would have led
the clerics of Shar to destroy the gate, except that a guard who
went with him emerged alive—and with the dark template. The

Toom is just as Sambar. left it. Nothing of interest can be found

in the desk and watdrobe.’
Locked Good Wooden Door: 1-1/2 in. thick; AC 3; hardness
5; hp 15; break DC 18 (locked); Open Lock DG 25.

T?21. STARWEAVER FEMBRYS’S QUARTERS
This door is locked; Fembrys has the key.

This bedroom, in addition to a neat bed, burean, and desk, contains
eight human heads mounted on the walls like trophies. Glass eyes
stare [rom their yellowed flesh, and the acrid odor of preserva-
tive hangs in the air. A long table stands against the south wall,
next to a large, upright wooden cabinet.

This is Starweaver Fembrys’s personal chamber. When he is not
ministering to the dupes in area.T6, he can usually be found
here. He sleeps quitc a bit, spends little time at his desk, and
uses most of his free time attending to his hobby—the results
of which adorn the walls.

Locked Good Wooden Door: 1-1/2 in. thick; AC 3; hardness
53 hp 15; break DC 18 (locked); Open Lock DC 27.

Desk: PCs who search the desk find some journallike rants
against the atrocity of pretending to worship Mystra, while the
“true one” must remain hidden. One piece of paper indicates that
“The latest sct of petitioners awaits disposition down in the river
dungeon—Don’t steal any of these for your sad hobby, Fembrys,
or you'll find your own head on a wall.” This missive is signed
“Arthas” '

Trophies: The trophies are remnants of eight slain petition-
ers whose exposure to the .Sterry Grosis didn’t put them under
Fembrys’s control or who did not use the Weave. Three of the
heads were formerly paired with the bodics still in the torture
devices in arca T29. All eight victims can be identified by their
written deseriptions in the chest in area T29.

Cabinet: The cabinet is filled with supplics a taxidermist might
use: stuffing, thread, glass eyes, preserving liquid, scissors, knives,
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and a few bone saws, all of which are worth a total of 100 gp if
the PCs can find a buyer for the grisly items.

T22. Privy

Two curtained aleoves conceal what must be the source of this
room’s awﬁd stink. Tow can bear waler running as well.

Each aleove contains a foot-wide hole in the floor that drops into
the tributary of the Wyvernflow that runs through area T23, T24,
and T33. The water swirls in the bottom of the holes as the river
water passes by. The stink comes froin individuals not bothering
to clean the sides of the holes or the floor around them.

T23. SEWER
A drizzle of smelly sludge drips and slides from a hole in the
ceilx';zg to fall 15 feet onto a stone dais. Surrounding the crusted
dais is a murky subterranean pool, apparently Slowing from an
entrance beneath the surface in the pool's northeast corner, aronnd
the platform, and out through a similar snderwater passage in
its sonthwestern corner.

All the various privies around'the temple empty into this cham-
ber. A subterrancan channel dives beneath the bluff on which the
temple is built, and carries a small tr:burary of the Wyvern(low
away from and then back to the main channel. Water enters from
below the surface in the northeastern corner and drains through
area 124 to area T33, and then on to the Wyvernflow.

The circular dais is raised about 1 foot above the level of the
dank water. The water is 10 feet deep. The current is slow but
strong, causing a swimming character to move ¥ feet toward the
southwestern corner at the end of each round. Otherwise the water
should be treated as calm, Any injured character immersed in
the polluted water in this chamber risks contracting filth fever
(Fort DC 12; 1d3 days; 1d3 Dex and 1d3 Con).

The door visible above the level of the water on the north
wall is rusted iron. It is locked, and the key is lost.

Rusted Iron Door: 2 in. thick; AC 3; hardness 8; hp 30; break
DC 26; Open Lock DC 20.

T?24. SUBTERRANEAN RIVER CHANNEL
This dark channel churns through the bedrock of the bluff and
provides no breathable air above its flow until it cnters area T33.
As with the water in the sewer (area T23), the current is slow,
causing a character to move 3 fect toward area T33 at the end
of each round. The dim lighting in area T33 isn’t visible from
underwater until the channcl enters that room, making swim-
ming this channel a harrowing option for curious PCs (especially
considering what-lurks in the water in that room),
The water in the channel is 15 feet deep.

T25. HALLwAY
Familiar-looking statues flank a central path down this wide

ball,

The statues are apparently carved from a coallike stone, and all
are rough depictions of a female human. The door at the west
end of the hallway is locked and trapped.

Locked Good Wooden Door: 1-1/2 in. thick; AC 3; hardness
3 hp 153 break DC 18 (locked); Open Lock DC 25.
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Alarm Trap: CR 1/2; mechanical device; touch trigger; manual
reset; loud gong rings in area T26 (nearby creatures make a-Listen
check, modified by distance and intervening doors, to hl:a.r the
bells); Search DC 19; Disable Device DC 24.

/ Tactical Encounter: T26. Hallway of Night on page 32.

Development: If the PCs set off the alarm trap, the NPCs
in area T26 are ready for thein, but if they manage to bypass it,
the PCs should get a surprise round when they enter T26.

T26. HALLWAY OF NIGHT
The door between T25 and this room is locked and trappcd (see
area T27); Lady Arthas has the key.

T'his wide, utilitarian hail is ﬂanked by several doorways, and the
two on the north wall are particularly large. Two torches burn in
iron sconuces, one on the north wall and one on the south. The south
end of the hall contains a great black circular disc of darkness
bordered by deep purple stone.

If the PCs open this chamber after having set off the alarm
on the door, the tactical encounter is triggered. If they surprise
an NPC in arcas T26-T31, the same tactical encounter is also
triggered.

Tactical Encounter: T26. Hallway of Night on page 32.

Purple-Bordered Ring: The great disc bordered by purple
stone is actually an open ring that leads into area T32, but a
permanent image spell makes it appear as though the circlé is
filled with a void of darkness that emanates cold. Characters
and objects can pass through the illusion without harm, but the
void can be disconcerting. Any PC within 10 feet of the circle
feels the unnatural chill emanating from it. Interacting with
the illusion allows a DC 19 Will saving throw, as normal for
the spell. - ]

Characters need to make a successful DC 10 Knowledge (reli-
gion) or Intelligence cheek to recognize the huge circle as a holy
symbol of Shar.

T27. SHADOW GUARDROOM
Three spartan cofs line the eastern wall, a small wooden chest
beneath each.

This chamber, houses shadow guards, though they require little
sleep.

Small Wooden Chest: 1 in. thick; AC 4; hardness 5; hp 10;
break DC 17 (locked); Open Lock DC 20.

Each chest is locked and contains the personal belongings of
a particular guard, including a couple of changes of clothes, toi-
letries, a few trinkets, and approximately 20 gp in various types
of coins.

One chest has the diary of one of the guards. In the begin-
ning, it’s filled with the author’s doubts and disappointment
about her service to Mystra. She writes about passing through
the “Mystic Gate” and being found wanting. As the diary goes
on, however, the passages take a darker turn. Her fears of the
strange creatures the temple employs and her disgust at their
drastic methods of dealing with “defilers” turns to pride in her
fearless association with such beings and satisfaction that others
who seek to earn Mystra’s Sacred Trust are spurned as she was.
In the final passages, she describes her glee at failed petitioners’
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tortured pleas for mercy and hatred for the weakness she showed
in her earliest entries.

T28. STORAGE

Two rooms are keyed to this entry. The doors u1t0 the rooms
lack locks

Bouxes, crates, barrels, and shelves lined with plates and crockery
Sl this chamber.

This room contains food supplies for those that live on this level
and the petitioners kept in arca T33.

The room keyed to this entry adjacent to area T33 additionally
contains a water barrel filled with live (restocked weekly) shrimp,
lobsters, and crabs as food for the amphibious otyugh that serves
as the aquatic guardian for that chamber. What food isn’t spoiled
is worth a total of 77 gp.

T29. TorTurE CHAMBER :
The strong wooden door to this room is locked; T.ady Arthas
has the key.

The foul odor of rotting flesh assaults you as you opex the door.

A wariety of well-used torture equipment is installed in this cold

stone chamber: racks, ivon maidens, stocks, and other machines of
pain. Three contain the headless, rotting, and rat-gnawed corpses
of their last victims, disjointed and broken-boned. In one corner
lies a pile of cast-of f clothing.

In this chamber T.ady Arthas allows Starweaver Fembrys to
torture individuals for information and gives him free rein to
pursue his “hobby” using the petitioners who threw off their
domination or were otherwise found wanting. The bodies in the
room are those of the.local bookseller, Amnic Basult, and two
human merchants Duncan and Kenniwick. A wooden chest lies
under the pile of clothes in the corner. ;

Locked Strong Wooden Door: 2 in. thick; AC 3; hardness 5;
hp 20; break DC 25 (locked); Open Lock DC 25.

Small Wooden Chest: A small unlocked chest in the southeast
corner of the room beneath a pile of bloody rags contains odds
and ends, including several sets of identification papers of the sort
used in Cormyr. Included’ among those in the chest are papers
for one Amnic Basult, 2 bookseller from Wheloon. Amnic, like
all the rest of the named individualss, has gone missing. There
are also papers for Duncan and Kenniwick, whom the prisoner
in area T33 recalls. All three died here on the rack under the
ministrations of Starweaver Fembrys.

T30. LADY ARTHAS’S QUARTERS
The strong wooden door to this room is barred from the inside
unless Lady Arthas opens it.

A bed large enongh for a giant rests against the east wall. Other
pieces of furniture are placed about the room. A huge and thickly
stufffed chair sits by an elegant table, a nightstand is near the plush
bed, and a chest of drawers rests against one wall.

~

Lady Arthas enjoys luxury, and she has made the room as com-

fortable as possxbl&.
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If the PCs manage to sneak into the temple this far without
raising an alarm, Lady Itthas is $0% likely to be here orin the
adjoining study (arca T31). If combat occurs here, see the tactical
encounter.

/Barred Strong Wooden Door: 2 in. thick; AC 3; hardness 5;
hp 20; break DC 35 (barred).

Tactical Encounter: T26. Hallway of Night on page 32.

T31. Stupy

The strong wooden door to this room is barred From the inside
unless Lady Arthas opens it.

A divan sits b_-p a low, candlelit and paper—}tre’mf table against

the west wall. The north wall holds a wide, tall bookcase filled

with curios, sculptures, and some tomes and scrolls.

See the adjoining rovm (area T30) for general information.

Barred Strong Wooden Door: 2 in. thick; AC 3; hardness 7; .
flp 20; break DC 37 (barred).

Desk: This desk is set up for correspondence. A large pile of
square-cut picces of blank parchment is set to one side. Nearby
15 a quill and several jars of red ink. On the desk lie three let
ters, two complete and one incomplete. One complete letter is a
note to Lord Sarp Redbeard requesting an extension of the tax
breaks given to the temple during construction, and the second
1s a letterto Zendaros Rallogar of Rallogar Hardware seeking
to negotiate hetter rates on monthly temple supplies. The third
reads:

“Starweaver Bestra, We've bad some trouble out heré. Some
suspicion. A cleric of Mystra named Tunaster Drantk came o
the temple but escaped us. We can only hope we find and kill bimn
before he can summon help. Tbereﬁ: e, with the next shipmenut
east, send”

The letter ends—it contains no address, and o signature.

Treasure: Amid the bric-a-brac on the shelves are some items
of value, including a jade vase (5O gp); a silver-plated gnome
skull (20 gp); a book of sketches from a famed Cormyrean
artist named Klaire Gatewood (200 gp to the proper buyer);
and a thin, leatherbound tome set with rubies, which contains
a treatise on all the major evil gods of Faeriin including Shar
and Cyric (300 gp).

A sccret compartment in the desk (Search DC 20) holds a
pair of shippers of spider climbing.

T32. FAILED SHADOW GATE
Black pillars frame a curtain of gloom darker even than the rest
of this cavernous, echoing chamber. Despite the murkiness, the
heaped pile of humanoid skeletons lying fust beyond the pillars is
vaguely visible through the interface. The beap partly covers an
obsidian altar along the far wall of the chamber.

Here stands the failed Shadow Gate. When the clerics of Shar built
the temple of Mystra, they attempted to open a gate directly to
the Plane of Shadow so that they could avoid the overland journey
to the Lost Refuge. Due to their inexperience or perhaps because

of some effort by Mystra, the attempt failed horribly, instead

creating the magical location that now stands in the room.
The failed Shadow Gate (see full magical location descrip-
tion on page 154) is still useful to the fake priests, but it is not

-
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safe—the bodies of those who died attempting to pass through
it and gain its benefits were left where they fell upon making
the transition. The priests see these deaths as sacrifices to Shar
(although Shar’s name and symbol are not found anywhere in this
temple—except for the likeness of Shar’s symbol on the entrance
to this room from area 126 ).

Three displacer serpents live in this chamber, but in the normal
course of the adventure, they will have already encountered PCs
in area T'26. The serpents lived m the ruins on which the temple
was built, and when confronted by the clerics of Shar, they bowed
their heads and offered service. The clerics took this as a sign
from Shar, given the color of the snakes, and they have occupied
this room ever since. PCs who search the perimeter of the room
find a mess of hair and rubbish that serves as their nest and the
well-gnawed bones of petitioners served up as snake food.

IMumination: This room has no source of illumination. In
fact, a magical property of the space causes the radius of all light
sources to be reduced by half.

Bodies: The heaped skeletal forms are mostly human, though
a few elves, dwarves, and halflings are mixed in with the rest. All
told, some 50 bodies are heaped in the space behind the pillars,
almost completely covering the altar.

Examination of the bodies reveals one odd commenality—no
soft tissue remains, but no sign of the removal of that tissue is
visible on the bones; it’s as if’ the flesh merely misted away.

Altar: If the bodies are cleared enough to reveal the altar,
investigation will not reveal any relevant holy symbols. A suc-
cessful DC 22 Search check, however, does reveal a locked (Open
Lock DC 22) secret compartment in the altar.

Treasure: The secret compartment in the altar contains a +1
returning chakram (FRCS 97).

T33. RIVER ACCESS

This dim, cold chamber echoes with the sound of rushing water.
A subterranean. channel flows from the north wall, bordered
by a stone walkway on the west and east. 1t flows south through
a low-ceilinged cave. A span of stone bridges the dark, flowing
waier. The east and west walls are lined with rusty, ivon-barred
cells. A human female lies sieeping on the floor of one of them,
and two shadow guards stand near her cage. You hear the sounds
of someone in the area to your right. A slight sewer stink and the
scent of old sweat lingers in the air.

If the PCs enter this chamber and attempt to cross the bridge to
the east side of the chamber, or if they raise Mhair’s suspicions
(he spends a lot of his time in area T34, but responds to the

——

sound of someone entering the chamber), the tactical encounter
is triggered. However, PCs might be able to interact with Mhair
before combat ensues.

This chamber 1s where Shar’s clergy stores petitioners who
have fallen under the influence of the Starry Guosis, prior to
their transfer to the abandoned keep. in the Vast Swamp. Once
cach month, Mhair loads petitioners into a special catamaran
during the night and leaves the chamber by way of the cave to
the south. The cave exits onto the river from the southernmost
tip of the bluff the temple is built into, its entrance hidden by a
tangle of logs and branches that Mhair can haul out of the way
by pulling on a rope hidden under the water (successful DC 15
Scarch check to réveal). Mhair waits to be sure no river traffic is
near and then pilots the craft across the Wyvernflow to deliver
the dominated petitioners to the other riverbank.

The petitioners (who are treated to a fresh exposure to the
Starry Gnosis right before they leave) are given a'map by Mhair
and instructed to use it to travel as quickly as possible to the
location marked:-Cormyr’s Lost Refuge. Mhair tells them to
ask for someone named Bestra when they arrive. Other instruc-
tions include to act normally around those met along the way
without revealing their status or situation in any way and to
listen to Bestra’s orders as if they were the mstructions of the

dominator.

Rivermaster Mhair: If Mhair discovers the PCs in the cham-
ber, he is suspicious, and unless they can reduce his unfriendliness
to indifference with a Diplomacy check or a Bluff check, the
tactical encounter is triggered.

If the PCs gain Mhair’s momentary trust, he relays the fol-

¢ lowing to them as part of a normal conversation:

“What are ya, stupid? Yeah, this is where the petitioners stay.
They gotta stay somewhere don’t they? Moron.”

“They stay until T send them out to the Wyvern flow—didn’t
Fembrys teach you anything? They follow the map I make
’Cm.”

“Full of questions, ain’t ya? Only thing I know is they go to
Cormyr’s Lost Refuge and ask for Bestra. They never come back
here, that’s for sure.”

“I'm starting to think you're about as bright as a snuffed
candle—you know they don’t allow us to talk about who the
priests actually worship I don’t even know it

ful ]'lelomac_\, or Bluff check (this time against DC 15 ), Mbhair
lets them' go without starting a fight. However, once the PCs
cross the bridge, the encounter with the area’s watery guardians
1s triggered, regardless of any success with Mhair.

DGSI%‘DG[’ S Note

+ The treatise on evil gods found in Lady Arthas’s study is merely

a list of well-known attributes—not the work of a scholar

iterested in résearch and deep knowledge —and certainly not
the writing of an evil priest or flattering sycophant. However,
1f you want to make this book more thin simple treasure, you
can rule that if a PC takes the time to read the book from
cover to cover (an effort of about 4 hours), he or she learns

_ : :

that a few of the gods-in the books are covered in more depth
than others, particularly Shar and Cyric. From now on, while
the PC who read it keeps thg book as a reference, she can make
Knowledge (religion) checks on questions related to Shar and
Cyric with a #2 circumstance bonus.

—DBruce
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T'hose who tried and Sailed remain to remind others of the perils of walking through the failed Shadow Gate

Cells: The unlocked cells are used to hold petitioners under
the sway of the Starry Guosis, a domination that is renewed every
eight days by Starweaver Fembrys. The dominated are told to
rest quietly, listen to the commands of any shadow guard or fake
priest as it the instructions come from the dominator, and not to
make any attempt to escape from the cells. Once a month, Mhair
gives the petitioners a map and sends them on their way to the
[Lost Refuge (see above). The petitioners are usually simple com-
moners, but there’s a 25% chance that one is a 1st-level wizard
Or Sorcerer.

" Woman in the Gell: The woman in the cell is Veera Wavecrest
(CN female Chondathan human rogue 2/sorcerer 2). She is a pirate
from the Vilhon Reach who came to Wheloon to repair her ship
far from the waters in which she plies her trade. A sorcerer as
well as a rogue, she venerates both Mystra and Umberlee, and
was pulled into the plot at the temple when she visited to pay
homage to the Lady of Mysteries.

She does not help the PCs or make any effort to escape. She
also doesn’t respond to them or their inquiries unless a PC uses
the Starry Guosis to compel her to talk. A successful DC 15 Sense
Motive check will reveal that she is dominated. The Starry Grasis
has a caster level of 9th, so the DC to dispel this effect is 20.

If compelled to talk or freed from domination, Veera tells
the story of her capture and that, along with her, eleven others
underwent the three-day ritual to earn Mystra’s Sacred Trust.
She spoke to them a great deal during that period, and she can
relate a lot about them:

*  All but one were travelers or new to town.

20

= Three possessed no spellcasting ability. These same three
were never brought to the river chamber. One was a book-
seller from town, whose name she can’t recall; the other
two were merchants named Duncan and Kenniwick.

= The cight others who were with her in the cages were taken
on the boat and out of the chamber by Mhair. They left
with all their equipment and normal clothing. Veera was
left behind because she couldn’t fit on the boat.

*  The eight who were taken included: Durgen, a male dwarf
cleric of Moradin; Kareem, a male human paladin of Tyr;
Smote, a male halfling sorcerer with clever hands; Tholwick,
a male human adept; Halish, a male human cleric of Mystra;
and Dava (female), Mendios (male), and Zephan (male), all
three human apprentices to an evoker from Marsember who
sent them to the temple to make an offering,

= She’s not certain how long ago they left, but if the PCs tell
her the current date, she’ll realize that it’s been eight days
since their departure.

Catamaran; This double-hulled vessel can hold a total of eight
Medium passengers and Mhair, who stands in the rear with a
long pole, guiding movement. The craft is worth 700 gp.

Bridge across River Channel: The steeply curved bridge is
slick with moisture. A character- running or charging on the
bridge must succeed on a DC 12 Balance check. A failure by 4
or less results in the character not being able to run or charge
but otherwise being able to act normally. A failure by ¥ or more
results in the character falling in the water.

Tactical Encounter: T33. River Access.
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T34. MuarR’s Room

This chamber of  the main room is tiled in sandstone, which seenis
1o absork some of the moisture prevalent in the adjoining chamber.
A shiny wovd kayak rests on the flaor along the north wall. A
desk sits in the southwest corner, beneath a map of southeastern
Cormyr. A narrow bed lies along the south wall.

Mbhair spends a lot of his time here, working on his kayak. Sce
Mhair’s reactions in the previous entry (room 33).

Kayak: This sleek, 1-person craft and accompanying paddle
(double sided) is perfectly built for the Wyvernflow; it is worth
75 gp.

Desk: Untidy and covered with the debris of many partly eaten
meals, the desk also contains a stack of parchment, quills, and
ink. The top piece of parchment is inked with a copy of a map
showing an easy overland route from the temple of Mystra to the
mysterious Lost Refuge. The desk also contains several unrelated
maps (personally charted by Mhair) of local river systems, worth
30 gp for their accuracy. !

Maps: The map on the wall 1s a colored map Mhair uses as
a reference to draw his maps. The colored map presents the in-
formation on the map of southeastern Cormyr that appears on
page 152. The PCs can pick up a similar map in Wheloon (al-
though it won’t show the Lost Refuge or the Orvaskyte Keep).

Mhair’s handwritten map shows the route the petitioners take
and presents some locations not on the colored map. Mhair’s
map appears on page 157. You should photocopy this map for
the players, or draw a copy for them.

Mhair’s understanding of the lacation of the monaster) 1s
imperfect, since he’s never been there. None of the Sharrans has
bothered to correct his error. The PCs shouldn’t yet understand
that the Plane of Shadow is their eventual destination. They
might consider avoiding the Lost Refuge and simply traveling
on to get to the end point on the map. Allow them to do so if
they want, and see Chapter 2: The Journey for some suggestions
about how to handle this eventuality.

Treasure: A hidden, locked compartment (Search DC 20,
Open Lock DC 20; Mhair has the key) in the desk holds several
treasures Mhair has, against orders, appropriated from various
dominated petitioners who have passed through his care, includ-
ing: a bag holding 533 gp, a gold bracelet (105 gp), a noble’s outfit
(73 gp), a gold and silver wire circlet (2,750 gp), a +1 dagger, 3
arrotws of orc slaying, and a lexs of detection. ;

chapter 1 conclusion:
Leaving wheloon sehind

After rooting out the evil in the Sharrans’ false temple of Mystra,

the PCs should have some idea that the priests were dominating
Mystra’s worshipers and sending them off into the Vast Swamp.
However, the PCs shouldn’t have any idea why this is happen-
ng, and until they find that out, they haven’t carned the rest
of Tunaster’s reward, and any cleric of Mystra tells the PCs this
after using magic to contact Tunaster. Having the map to the
Lost Refuge and points beyond should propel the PCs across
country and on through the rest of the adventure.

If the PCs return to Wheloon to rest and stock up beforc
their journey, they might consider alerting the local authorities
to what’s going on. If they do so, the authorities insist the PCs

remain under guard while the Purple Dragons investigate their
claims. Tt takes about a day, but then Constal Maximanus Tholl
brings them before Lord Sarp Redbeard in Oldstone Hall. Lord
Redbeard gruffly offers the PCs his thanks on behalf of the town.
He also offers the PCs 500 gp cach on the spot to continue in-
vestigating the matter without delay. He and the Purple Dragons
will remain in Wheloon to ensure the security of the temple and
the town.

If the PCs don’t alert the authorities, it takes a few days before
anyone notes something amiss at the temple, and another couple
of days of careful examination by the Purple Dragons. This might
or might not lead the authorities to seek out the PCs, depending
on who knew the PCs were going to investigate the temple. If
they do seek out and find the PCs, the Purple Dragons question
them for a day, ending with an audience with Gonstal Tholl and
an angry Lord Redbeard. Lord Redbeard will order them to
follow the map and “burn the hive, now that you've stirred up
the bees.” He offers no reward and instead threatens to imprison
them if they disobey the order of a lord. Assuming the PCs agree,
Constal Tholl takes them away and offers them 300 gp of his
own money to buy supplies for their venture.

* After hearing of the PCs’ deeds and the evil in the temple
that the PCs rooted out, Katriana Donohar of the Harvest Hall
and Orlenstar Thirthorn of God’s Grove are willing to cast their
daily spells for fre¢ on the PCs behalf. Both are likely to have
remove disease, lesser restoration, and various cure spells avail-
able, but if the PCs require remove curseor dispel magic, they’ll
have to wait a day. Katriana and Orlenstar offer their daily spells
for free, but not scrolls or other items, and their generosity has

¢ limits. If the PCs appear to be sandbagging or if they take their

gifts for granted, the cleric and druid ask for payment at the
usual Player’s Handbook prices:

chapter 1 story awards

The PCs can carn extra experience for completing certain tasks

in the adventure. |

» If the PCs converted Kevrin to their cause, award the party
400 XP.

«  If the PCs used nonlethal means against the normal human
guards of the temple of Mystra, award the party 200 XP.

« If the PGs participated in the full three-day ritual and
fought Fembrys after he presented the Starry Gnosis, award
the party 500 XP.

e If the PCs reunited the heads in Fembrys’s room with the
headless bodies in the torture chamber, award the party
100 XP.

= If the PCs returned the heads from Fembrys's room and
the headless bodies in the torture chamber to town for
proper burial, or otherwise sought to lay their spirits to
rest, award the party I-OO XP.

« If the PCs used the identification papers in the torture
chamber to inform Mela Basult of her husband’s fate,
award the party 200 XP, or if one PC took on the task,
award that PC an extra 100 XP.

e If the PCs discovered both Shar and Cyric were at work in
the temple, award the party an extra 200 XP.
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LonpaL FEN CR6 !

"Encounter Level 7

SETUD 3
This encounter is triggered if the PCs act on the message
delivered by courier asking them to quickly travel to 23
Impil Street for information about the temple.

Normally abandoned, during the period when the
ambush is set up, the dead-end srreet holds Londal Fen (L)
hidden around a corner and the rogue Smile(S) hidden 20
feerup on a warehouse roof. A trapped area of the cobbled
street is prepared as shown on the map (T).

Aswarm of bats (not shown) lies within one of the ware-
houses. On the third round of combat, the commotion
causes the bats to explode from the holes in the eaves of
the warehouse and attack those in the alley.

If the trap is sprung, read:
There's an explosion of noise, and somethin,
launches into the air from a warehouse 'mnfg—
a weighted net!

When the PCs see Londal Fen, read:

This haggard human male wears dark gray robes
and looks at youwwith resignation.

A large man rises up from hiding. His armor and
skin are painted gray, causing the whites of his eyes
to stand out starkly in the dim light of the moon.

When the PCs see Smile, read:

A shape in the shadows shifts, revealing the outline
of a small figure. A female halfling wearing a
black hood draws back the string of her shortbow
with an arrow pointed in your dirvection.

When the PCs see the bat swarm, read:

Suddenly, hundveds of bats explode from the eaves
of a nearby warehouse. Swiftly gathering into a
cloud, the bats swoop down into the alley.

TACTICS.
The NPCs try to remain hidden for as long as possible.
Londal Fen benefits from total concealment until a PC
moves near the area of the trap. Smile hides near the edge
of the rooftop (remember the distance penalty on Spot
checks). Allow the PCs Spot checks; if the ambushers are

hp 49 (6 HD)

Male Chondathan human fighter 6
NE Medium humanoid

Init +1; Senses Listen +3, Spot +4
Languages Chondathan, Common

AC 19, touch 11, flat-footed 18
Fort +7, Ref +3, Will +3

Speed 20 ft. (4 aquares) in full plate

Melee +1 greatsword +12/+6 (2d6+7/19-20)

Base Atk +6; Grp +9

Atk Options Cleave, Combat Reflexes, Great Cleave,
Improved Sunder, Power Attack, Quick Draw

Combat Gear 3 potions of bull strength

Abilities Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Cleave, Combat Reflexes, Great Cleave, Improved
Sunder, Power Attack, Quick Draw, Weapon Focus
(greatsword), Weapon Specialization (greatsword)

Skills Intimidate +8, Listen +3, Spot +4

Possessions combat gear plus +1 greatsword, full plate,
satchel with 830 gp and note reading “Your payment
for silencing the troublemakers.”

Hook “Your time is over.”

spotted, roll initiative. ()therwme, combat begins when
one or more PCs set off the trap or try to open the door o
23 Impil Street, at which point all the NPCs get a surprise
round of actions: Place thie NPCs as their initiatives come
up if they haven't previously been spotted.

Smile stays on the roof and fires at.the PCs, preferring
to fire at spellcasters as they are in the act of casting. She
uses hirand-run ractics, artacking and moving out of view
only to sneak up and attack again from a different spor so
that she can use sneak attacks. If Smile drops below 5 hit
points, she sucks down her potion of invisibility and tries to
sneak away, leaving town for good. _

Londal Fen prearg;res for combat by drinking one of his
three potions of bull's strength while the PCs are entering the
alley. When the battle begins, he charges to attack the clos:
est PC not caught in the net. Londal is dedicated to Shar
cause and fights to the death.

The bat swarm flies about each round, atrackmg both
the PCsand NPCs. Itstarts with those in the alley, moving
from one and then to another until ir has arracked them
all once. It then flies to the roof and attacks anyone there,
Assuming it survives to attack everyone once, it then ﬂies
off into the night.

Once the combat is ended, tefar back to page 8 to com
tinue the adventure.

£
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SMILE CR4
hp 20 (4 HD)
Female halfling rogue 4
NE Small humanoid
Init +4; Senses Listen +9, Spot +7
Languages Chondathan, Common, Halfling, Gnome

AC19, touch 15, flat-footed 19; evasion, uncanny dodge
Fort +3, Ref +9, Will +2

Speed 20 ft. (4 squares)

Melee mwk rapier +3 (1d4)

Ranged +1 composite shorthow +9 (1d4+1) or

Ranged +1 composite shorthow +10 (1d4+1) if target within
30 ft,

Base Atk +3; Grp -1

Atk Options Point Blank Shot, Precise Shot; sneak
attack +2d6

Combat Gear potion of cure light wounds, potion of invisibility

Abilities Str 12, Dex 18, Con 13, Int 14, Wis 10, Cha &

$Q trapfinding, trap sense +1

Feats Point Blank Shot, Precise Shot i

Skills Balance +8, Bluff +3, Climb +5, Disable Device +11,
Hide 114, Jump +4, Listen +9, Open Lock +13, Move
Silently 112, Search +9, Spot +7, Tumble +10, Use Magic
Device +2

Possessions combat gear plus masterwork rapier, +1
composite shortbow (+1 Str bonus), studded leather

Hook “Arrows striking home makes me smile.”

BAT SWARM CR1
hp13 (3 HD)
N Diminutive animal (swarm)

Spot +11

‘Medivm character can }10[3 up on top O:E acrate wi_t}l a _suceess_fu!

Init +2; Senses blindsense 20 ft., low-light vision; Listen +11, 7t : S :
character ¢an jump up with a succeseful DC 10 Jump check

W AC 16, touch 14, flat-footed 12

Fort +0 Ref 6, Will +4

Immune weapon damage, targeted spells, grappling,
tripping, bull rushing

Speed 5 ft. (1 square), fly 40 ft. (good)
- Melee swarm (1d6 plus wounding)
Space 10 ft.; Reach —

' Base Atk +2; Grp —

“Atk Options distraction

.\ Abilities Str 3, Dex 15; Con 10, Int 2, Wis 14, Cha4
* Feats Alertness, Lightning Reflexes
Skills Listen +11, Spot +11

- Hook The swarm swerves around any open flame.

Distraction (Ex) A living creature that begins its turn with a
swarm in its space must succeed on a DC 11 Fortitude
save or be nauseated for 1 round.

Wounding (Ex) Any living creature wounded by a bat swarm
continues to bleed, losing 1 hit point each round
thereafter. Multiple wounds do not result in cumulative

bleeding loss. The bleeding can be stopped with a

successful DC 10 Heal check or the application of

healing magic.

FEATURES OF THE AREA

Warehouses: Several vacant warehouses line this cloﬂcl—end
street, The rools of ‘the warchouses gcm,rall\ stand 20 Eeet
above street level. Each warehouse haswooden wallsand st slrong
wooden doors.

\Hll-lléi ]y half the warchouses are l"lrlgc]v empty. The other
hal ”wlcl rows of upen-l\}pped crates filled with mihne‘ vede tahles
an(l {uut

Wooden Walls: 6in. l]xiul«; hardness 5 1'1[! 6(];]Jréalc DC20;
Climb DC 21.

Wooden walls inerease the DC of Llat‘en checks to hear thmuq 1
them by 8. The hit points and break DC shown are fora 10-foot
section. If a wooden wall is breached, the squares breached and
all adjacent nonwall squares become lig]ﬂ: debris.

Strong Wooden Door: 2 . thick; AC 3; hardness i Izp
20 break DC 25 (locked); Open Lock DC 2

23 T!TI]'JI] Street: A IJTR::EI plaquc over this dr_‘mrweads 23
Il“l'lpll bheel: I{U\ie‘rbl l’}t.\‘l.‘)llcl |.I'|u ll']i_!-.(..[l Llnlrr 1s.an & mplv
warchouse no different from all those that :urmu:w‘. it .

Net T rafpne The assassins have pre panu.I this net trap to [w]p
det l]u. ctmp nn l[n.ir \’lgtll‘llé

resel; r\l.]x +5 |m|e&-( ]ml aclersin Ilu nel’s 10- fuut square are

t,nianﬂiu:l see PH 1 19), Seqrcl‘l DC 20; Digable Device DC 25.
Small Wooden (_rates 12 in. t!mch AC 4 lmrdness &
hp 8; break DC 17.

It costs 2 squares of movement to enter these squares. A
DC 10 Jump check (o running starl r('f'quiré:l}. A Small

(D 20 m!lmu! & mnmng start), orclimh up with a successful
DC 15 Climb check., A character -«tanr'imr, on a orale dains
a +1 bonus on melee attacks againzt opponents on the ,:,rouml.

A crate prow i:ll.*.t-: cover.
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"Encounter Level 6

SETUPD K
This encounter usually begins with two temple guard
archers (A) up on the wall rops, the phony Mystran priest

Shan Thar (S) located as shown, and up to 2d4+2 st

level commoners (not shown) scattered throughout the
courtyard.

Roll initiative and give the PCs the read-alpud text; note
that even in his fury, Shan Thar won't give away the true
nature of the temple in front of the courtyard'shystanders.
Place all the NPCs on the map (randomly place the com-
moners, which are not shown), but don'’t place the temple
guards (G) from area T5 until they arrive, or Kevrin (K)
until he arrives from area T4.

When the combat begins, read:

Shan Thav's smiling face vanishes like a mask
being torn away and is replaced with a visage of
dark fury. He screams, “Mystra knows your sins!
Guards, to the attack!”

When the PCs see Kevrin, read:

This haggard human male wears dark gray robes
and looks at you with resignation.

When the PCs see the guards, read:

Dressed i scale mail and bearing bows and
longswords, these humans seem ready o lay their
lives down in defense of the temple.

TACTICS
Shan Thar spends the first round ethtmg the guards.
Then he attempts to use his wand of bane on the PCs and
calls for Kevrin's aid. In later rounds, Shan attacks with
sound buyst and his other spells. If things go poorly and
he has the chance to do so, he casts mvisibility on-himself
and tries to slip away.

- Kevrin normally stays in area T4 but responds to any
alarm or the sounds of combat. He then stands just inside
the door to his chamber and casts magic missile. I{ things
go badly, he tries to close the door and lock it.

(_ovrTvarRD

SHAN THAR

hp 23 (3 HD)

Male Tethyrian human cleric 3

NE Medium humanoid

Init —1; Senses Listen +2, Spot +2
Languages Chondathan, Common

AC 19, touch 9, flat-footed 19
Fort +5, Ref +0, Will +5

Speed 20 fi. (4 squares)
Melee longsword +4 (1d8+1)
Base Atk +2; Grp +3
Combat Gear wand of bane (20 charges), 2 potions of cure
light wounds
Cleric Spells Prepared (CL 3rd):
2nd—invisibility®, saund burst (DC 16)
1st—disguise self®, doom (DC 14), magic weapon, shield
of faith
0—detect magic; guidance, resistance
D: Domain spell. Deity: Cyric. Domains: Trickery,
" llusion

Abilities Str 12, Dex 8, Con 14, Int 10, Wis 15, Cha 13

Feats Brew Potion, Weapon Focus (mace), Spell Focus
(evocation)

Skills Concentration +8, Bluff +7, Knowledge (religion) +6,
Listen 42, Spot +2

Possessions combal gear, full plate, heavy steel shield, disc
of secrets* (see page 154), potion of undetectable
alignment, key to secret desk drawer in area T4
* Shan Thar's disc of secrets has a second command
word, “lies," which, if spoken after the normal
command word, causes a jawless white skull (Cyric's
holy symbol) to appear within the field of black.

Hook “Mystra's Weave touches us all, whether we know it
or not.”

Archers and temple guards share the same stats, bur react
differently, depending on whete they are located. The two
archers shoot at wharever foes Shan Thar indicates, even
if it means shooting into melee. The other three remple
guards arrive from their hut outside (area T5) in td4-#
rounds. All the guards fight fearlessly becatse they believe
that the temple will prevail and that Mystra's clerics will
heal them.

Onee: the mmhar has been complerted, refer back ro
page 11 to continue the adventure.

"



5 ARCHERS/TEMPLE GUARDS
hp 6 each (1 HD)
Human fighter 1
N Medium humanoid
Init +1; Senses Listen +3, Spot +3
Languages Chondathan, Common
AC 15, touch 11, flat-footed 14; Dodge
Fort +4, Ref +1, Will +1

CR1

KEVRIN THE DEVOUT SORCERER CR1
hp 11 (1 HD)

Male Chondathan human sorcerer 1

N Medium humanoid

Init +2; Senses Listen +1, Spot +1

Languages Chondathan, Common

AC 16 (mage armor), touch 12, flat-footed 10
Fort +2, Ref +1, Will +3

Speed 20 ft. (4 squares)

Melee longsword +4 (1d8+2/19-20)
Ranged longbow +4 (1d8)

Base Atk +1; Grp +3

Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Feats Dodge, Weapon Focus (longbow), Weapon Focus
(longsword)

Skills Climb +2, Listen +3, Spot +3

Possessions longsword, longbow with 20 arrows, scale mail,
key to individual chest from area T5 (1 guard has set of
keys to battlement access hatch in area T3)

Hook “Defend the temple, you bastards!”

RES OF THE AREA

tues: 10 ft, ia“, AC 2; hardness 8; 11]1 1,800; hreak
50 Climb DC 15.

tatue prov rides cov er; ih:an be pus]'lccl overwitha Strcngt]'l
ik that meets or exceeds its hreak DC, dealing 1046 points
lamade to creatures in the squares that it falls in (Reflex
15 llalf:l A pusle-owr statue fills E]w squares it falls in

LU%J 2 squares n[ movemenl Lo enter |}|1=-1= s[uares.
1}1 character can |mp up on top of an altar with a sue-
1DE 10 Jump check (nor unning start required). A Small
! racler can ]llmp up w ith a ~:|m‘vw‘h~:{ul PE 10 Ill mp L]'Il-"‘LI"
ithout a runmuq start), or Cllt‘ﬁ'll‘l up witha s_ucrcc:-slful
1111]: check. A clxagautcr =tanc|m,, o an

a+l ]}mmk o melm- attacls 31.11a|n-t
entson the ground.: %1} altar prov I(Ir..s

e

:lll.lemenl Access: le door to this chamber 3
i torm in locked. Ttis ot open to thesky. Tt
1 pplies stackedin a corner (difficult
ll:l q[nlal =tairs f:Iml a“.Ln[l 20 feet

s st w;_JE'l'!l’.I. 2 Sgguares nl: mmrcmant
cachsquare of staits. Clmrau.ls.nrun-
j ]mlgmgt]:m nsleep stairs must succeed
@10“13:1[&11;.0 checks upon entering the g
vEeep stairs squalc mounted L}IalﬁLLLtS y
DC 1D Ride checks inste: ad. Chavracters
| tumble anc[ must end their movement
et later Chmatle!’é }vlw {ai].'cllcil
armore b ).Lp 1d6 poinks of damagr
iprone in the square wlmre they end their move-

Speed 30 ft. (6 squares)
Melee shortspear -1 (1d6-1)
Base Atk +0; Grp —1
Special Actions spellcasting
Combat Gear potion of cure light wounds
Sorcerer Spells Known (CL 1st):
1st (4/day)—magic missile, silent image
0 (5/day)—detect magic, ghost sound, light, read magic
Abilities Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 15
Feats Toughness (2)
Skills Concentration +4, Knowledge (arcana) +4,
Spellcraft +4

Hook “If Shan says it, | believe it."

ment. Steep stairs increase the DC of Tumble C]'LEL‘L lw 5;
characlers dain cover agains| foes below them on ‘-pll‘..t] slairs
because 1.|wv can ca=1|v duck around ’c!'te staircase’s central
support. !

Bdlllexnenl A5 [Hnl \\JFJ,L wa”*wav t.un]plt.lv]y t‘I'Il.litIl—'_‘H
’c}u outer ucur’cvnrd Itis 20 feet above tlm: groun:l From it, an
:u'tl'ltr ains cover (#4 Lo A(_.}‘agmmﬂl ram_.p:_l.l attacks From
snmumie on the __F_‘l_.‘t“:ll.ll'lC]. cither inside o1 outside the auter
courl'yarc]. '

Barred and Iron-Reinforced Wooden l)hors'{Courtyard
Doors): 1 Et. tllicl»z-; AC2: Iun:clness & ]'Ip 150; k.reaI-: DC 37
{:}JEI}_'I'L‘{[}. Each door measures 90 :zqu::mi[cei'; a knack sch cast
al 9!_"1 |uvei can open one if barred. Tlie doors are l}arrecl at
nighl‘, but open ]Jy day.
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‘Encounter Level 6
(4 if Fembrys is not present)

SETUP

This chamber normally holds two temple guards (G) on-

duty (two are off duty in area T8; they show up 2 rounds
after combat begins), the phony priest Fembrys (F), and
up to 1d4—1 1stlevel commoners (not shown).

Roll initiative. Place all the NPCs on the map as shown

[Tioou o

(randomly place the commoners. Don't place the off-duty

guards until they show up from area T8.

When the PCs see Fembrys, read:

This scowling and wizened human male has eyes
that burn with fury.

When the PCs sce the guards, read:

Like the guards on the walls outside, these men
seem ready to give their lives for Mystra.

Quotes

The guards are well-meaning men who serve the temple for
pay but also due to a growing devotion to Mystra. They've
seen many people invited back to earn Mystra’s Sacred
Trust, including some of the other guards. They've seen
their former compatriots from time to time (the shadow
guards), and they're awed by the chahge thar has come over
them. Father Shan Thar has told them that if they show
loyalty and bravery in defense of the temple, they might
soon be invited to earn Mystra's Sacred Trust.

You can represent this to the players, and give the guards
alittle more personality, by having the guards talk to one
another as they fight the PCs. Here are some quotes you
might use:

26

“Watch me, Father! I'll show this lot how to deal with
defilers!”

‘Scum! How dare you start a fight herg? This is holg
ground.” 3

“For Mystra and magic!” -

‘Get behind him! Get behind him!”

‘I don't need magic to rake you on.”

“Mystra, guide my blade!”

“Lf we fall, the clerics will heal us. Whe's going to pic
up your pieces?” :

“Mystra, be with me now!”

“I'd beat you to a pulp for free”

TACTICS

The temple guards swarm the PCs with their swords, fighe
ing to unconsciousness (they think theyll be healed by the
Mystran clerics inSide).

Fembrys begins by casting bane; then he casts cause fear
on the PC he judges to have the lowest Will save. Thereaf®
ter, he casts sound burst for a few rounds, or perhaps inflic
serious wounds. If things go poorly and he has the chance to
do so, he casts sanctuary on himselfand tries to slip away,

DEVELOPMENT

If the PCs defeat Fembrys here, the encounter for area T14
doesn't occur as written. Instead, have the shadow guards’
in that encounter attempt to hide and follow the PCs as
they descend the stairs. This will make the encounter in
area T17 more challenging. If the PCs are having a lot of
trouble with that encounter, allow them to escape. The
shadow guards fight to the death, but they don't know if
they should pursue the PCs beyond the boundaries of the
temple. Lacking Fembrys's leadership, they choose the
more cautious oprion of reporting to Lady Arthas.

Once the combat is completed, refer back to page 13 to
continue the adventure.

\




]

STARWEAVER FEMBRYS
hp 39 (5 HD)
Male Chondathan human cleric 5
NE Medium humanoid
Init—1; Senses Listen +3, Spot +3
Languages Chondathan, Common

CR5

AC 17, touch 9, flat-footed 17
Fort +7, Ref +1, Will +8

Speed 20 ft. (4 squares)
Melee heavy mace +6 (1d8+2)
Ranged chakram +2 (1d4+1)
Base Atk +3; Grp +4
Special Actions spellcasting, rebuke undead
Combat Gear scroll of restoration
Cleric Spells Prepared (CL 5th):
Srd—clairaudience/clairvoyance®, dispel magic, cure serious
wolnds
2nd—detect thoughts®, sound burst (3) (DC 15)
Ist—detect secret doors®, bane (DC 15), cause fear
(DC15), command (DC 15), sanctuary
0—detect magic, guidance, resistance
| D: Domain spell. Deity: Shar. Dornains: Darkness,
| Knowledge

Abilities Str 12, Dex 8, Con 14, Int 10, Wis 16, Cha 13
Feats Blind-Fight®, Weapon Focus (mace), Shadow Weave
Magic, Toughness
Skills Concentration +10, Bluff +6, Diplomacy +3, Knowledge
(religion) +8, Listen +3, Spot +3
Possessions combat gear plus heavy mace, 10 chakrams
| (FRCS 97), cloak of resistance +1, scroll of restoration, full
plate, disc of secrets, key to area T11, key to secret
compartment in area T14’s altar, key to area T21

Hook Fembrys isn't much for talking. He instructs, or he
kills those who guestion his faith.
4TeEMPLE GUARDS
fip 6 each (1 HD)
Human fighter 1
N Medium humanoid
" Init +1; Senses Listen +3, Spot +3
~ Languages Chondathan, Common
WUACTS, touch 11, flat-footed 14; Dodge
- Fort +4, Ref +1, Will +1
" Speed 20 ft. (4 squares)
& Melee longsword +4 (1d8+2/19-20)
! Ranged longbow +4 (1d8)
* Base Atk +1; Grp +3

~ Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12,
S Chas
Feats Dodge, Weapon Focus (longbow),
Weapon Focus (longsword)
Skills Climb +2, Listen +3, Spot +3
Possessions longsword, longbow with 20
arrows, scale mail, key to individual chest
from area T8

CR1

‘Hook “We prefer you not speak in the middle temple.”
&
7
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FEATURES OF THE AREA

Wide Pillaxs: 5 f:t._i.llick; AER S aeeE 8 }1p 900: breal

DC 46; Climh DC 20,

Three rows of large, square pillars support a roof 15 fect
overhead. Byerburning torches are ensoonced on the cast and
west sarfaces ofeach column; each ‘wide pillar provides
EOVEL: :

Smalu S‘l‘unc A[tat‘: x'\C -L, l‘larc].ucss 8; flp 54-(}; ln'ralc
DC 40. -

It cosls 2 squares of moyvement to enter these squares. A

Medium character can |m;_: up on tap of an altar with a suc’

cessful DC 10 Jump check (no running start required). A
Smallcharacter can jump up with a suocessful HC 10 Jump
check (DC 20 without a running start), or climb up with a
successful DC 15 CIim]; checlk. A character standing on an
altar gains a +1 bonus on-melee attacks against opponents on
the ground. An altar provides cover. .

Bnrrecl a'ncl .l-ron-Rc‘iﬂ‘rx;‘Icer}. Wooden Doors {cli)ﬁrtyard
Doors): | _fl., thick; AC 2; hardness 5: hp 180; breal: DC 37
(barred). Each door measures 90 square feet; a knack spell cast
at 9th level can open one if barred. The doors are barred at
night but open by day.

Petitioners’ Quarters (T7): Those secking Mystra’s Sacred
Trust reside in these s!:arlc cc]]s for up to a week:

Guard Quarterd(T8): The middle tempie duards sleep and
cat here when not on :lul;y.

Temple Fare (19): Petitioners and gnards alike are fod from
the stores of dried foud L»vpi here. Other suppiies for petitioners
are also kept here. Gl

¢ Vestry (T10}): Petitioners' vestments (black rabes) Imng
E‘lere, to be worn after daily w.-mhing. ; .
Sacristy (T'11): This locked room contains holy parapher-
nalia used in middle temple services, Fr:ml)r}rs has the key.
Lacked Good Wooden Door: 1-1/2in. thick: AC 3; hardness
8ihp 15; breale DC 18 (locked): Open Lock DC 25.

-l
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‘Encounter Level 6
(4 it Fembrys is not present)
SETUD

This chamber normally holds two shadow guards (S) that
hide out of sight from the door. It’s possible Fembrys (F)

is also here, if the PCs have come here to see the Starry

Gnosis as part of the temple program.
Rollinitiative. Place Fembrys (if present), But don’t place

PLE

the shadow guards (if they haven't yet been detected) until -
g b )

their initiative count comes up. When the shadow guards
are placed, give the PCs the read-aloud text.

Note that if the PC flee back to area Te, the guards there
engage them after a round of gathering their - weapons in
the guardroom.,

When the shadow guards reveal themselves, read:

The torches dim in unison. Two warriors in
banded mail slide from the shadows, one from
each edge of the chamber. They appear somehow
distorted—shadowed and colorless.

TACTICS
The .shadow guards close on intruders, fighting to the
death. Their piety was betrayed, and now they believe
their condition forces them to serve the dictates of the
false priests and their unknown gods.

If Fembrys fights the PCs, he begins by casting bane;
then he casts cause fear on the PC he judges to have the
lowest Will save, Thereafter, he casts sound burst for a few
rounds, or perhaps inflict seriouswounds. If things go poorly
and he has the chance, he casts sanctuary on himself and
tries.to slip away. Note that Fembrys cannot hold both the
Starry Gnosis and his weapon while casting spells.

If the PCs did not defeat the guards in area Ts, they are
in area T8 playing a dice game. Accustomed to strange
noises from area T14, they do not reactfor 3 rounds, instead
waiting for things to quiet down on their own. If they do
not see any shadow guards, they attack the PCs, butif they
see the fate of some of their former companions, they do
not attack, and have an unfriendly attitude roward both
the PCs and the temple residents until something sways
them to become hostile or helpful toward either side.

Once the combat is completed, refer back to page 14 to
continue the adventure.

DESIGNER'S NOTE
If the PCs fought their way into the temple, this encountes
iile\e[)f doeso’l ocour as wril ten. ]___mstuat], considet ]wai-ug the
PCs burst in on the crucial it of the Ee'rcmou)r,'t}mn the B "
mig}‘lt have to contend with a few domimated commoners and
Ist-level wizards in addition to Bembrys and his minions,
On the otherhand, if the PCs went through the ritual, the
likely facea tnuglm fig’-vl' without their equipment, Lluring w|1ic;_
some of ltmmfmiglli also hevome :.J'erfm::fmi’, \%{)1: Gan 'I}'mm].
this difficult test in-a number of ways. I one or more PCs be-
come dominated but others are not, allow -11;}31. not {omhmf |
tomake DC 18 Sense Motive che len to understand what i:.ap-
penenl to their compantons. Also, a characterwho um.lz.r-tan :
that the Starry Cinosizis the item rL:pon-l]J[_c for Jﬂs;;r;ig!t‘r;:) the
PCs migili:tryto take it or destroy it. Destruction of Lhe Starr
Gnosis will free dominated characters, and grabbing it fre
e TTIllbe should dive the PU lwldiuq the item control over
dominated creatures present. APC w Ji!mul ﬂ'h? Shadow Mag
feat who gldl‘!“ it or uses it to command anyone present talz
ll"l‘ poi Ili = (_1" “ |"'(IUD.'1 [lﬂrllﬂbﬁ (.Eh_]:l llmL a Cﬂmnlﬂnd 18 gl\’e
Also lzup in mind that a dominated PL ordered toattac

allies gels a new Will save with a +2 bonus each round.
I the worst ]1;1l1p=_-m:n——ui| her all the PCs are dominated, ar

adventure

the ones not dominated are swi{tly def
docen't have ta end. Dominated PCs arve given their equipment
and sent Lo Lhe (luugmm level l‘iTrUllgll the fiormal process of
moving victims oir toward the Lost Refuse. If all of them are
dominated, the PCswill lil'em”_v walk fl?lt'_otlg}‘l many of-thewens
counters in this .-id\renl__nrr:, leq rning more about the villai
p1 ans as they go. Eventually you should create asituation wh
one or mare PCUs g getsa new W, 1” save, ::ur:I1 as one i.‘ll' thetr cap-
tors al)uﬂm.si aPC or |nn,m$ alPl g dive upa hele I.«m..

Fembrys will stop fallen PCs from dylm, to Lm.p them ot
his hobkies of tortiring and l:l:(lclunn_v, and ]:u’e: m.lgl'rlz boast
ahout cloing o as this dominated PCs are l:eing led away l;_v the
shadow guarclﬂ. léaving friends behind in the hands of 4
lorlurer cerlai rllv q_ual'[fu. as S0 il)in; g againsta PC's natury
allowi mng g Jommaf-,u’ PCs new Will saves with a+2 hoims.
—-Mat thew



STARWEAVER FEMBRYS CR5
hp 39 (5 HD)
Male Chondathan human cleric 5
NE Medium humanoid
Init-1; Senses Listen +3, Spot +3
Languages Chondathan, Common

AC 17, touch 9, flat-footed 17
Fort +7, Ref +1, Will +8

Speed 20 ft. (4 squares)
* Melee heavy mace +6 (1d8+2)
Ranged chakram +2 (1d4+41)
Base Atk +3; Grp +4
Special Actions spellcasting, rebuke undead
| Combat Gear scroll of restoration
Cleric Spells Prepared (CL 5th):
3rd—clairaudience/clairvoyance®, dispel magic, cure
serious wounds
2nd—detect thoughts", sound burst (3) (DC 15)
Ist—detect secret doors”, bane (DC 15), cause fear
(DC 15), command (DC 15), sanctuary
0—detect magic, guidance, resistance
! D: Domain spell. Deity: Shar. Domains: Darkness,
Knowledge

Abilities Str 12, Dex 8, Con 14, Int 10, Wis 16, Cha 13
 feats Blind-Fight®, Weapon Focus (mace), Shadow Weave
Magic, Toughness
Skills Concentration +10, Bluff +6, Diplomacy +3,
g Knowledge (religion) +8, Listen +3, Spot +3
] Possessions combat gear plus heavy mace, 10 chakrams
(FRCS 97), cloak of resistance +1, scroll of restoration, full
plate, disc of secrets, key to area T11, key to secret
compartment in area T14's altar, key to area T21

Hook Fembrys isn't much for talking. He instructs, or he
kills those who question his faith.

Fr sTUkEs OF THE ARHA - -

Wi [ePillavs: 5 [t tlucl AC 3; 111r(lmen.q 3 l1p 900 l)rcalz
45; Climb DC 20. &

0 square 1::”ars suppo:‘hd ool 15 fu.t overhead, Everburn-
; ﬂT{. CII:-COI‘IM?CI l’l‘l th(— “’esl Sul'EaLL‘ ”r tiﬂl.“!l L(‘]l'l]'l'l]l
'all Stone Altar: 3[1. __EJ;_icI-e, hardness &; hp 540; fneai.
40,
osts 2, squares of movement to enter this siuare, A Mediur
ter can lmpup amtop: of an altar with a successlful DC 10
(no run |.'|Il'lg E’Eat‘?hequ 11 ell}. A “urm“ lml.'acter can
up with a succeseful DC 10 Jump cheak (DC 20 without
ning start), or-elimb up with a successful DG 15 Climb
) :.]mrauhar 5tanclm§' on.an alkar dains a +1 bonus on
I!ALlangamut Dpponéntaon the ground. An arldr prov ullc*-

rred and Iron-Rem[orcéd Woaden Doors (Inner Doors):
iucl. A€ 2; hardness 5: hp 150; breal: DL 37 (harred).
d or measures 90 square feet; a knock spel] cast at 9th
can u;!en one if I'Jarrecl The clonr:. are barred at night but
by day.

15 : break DC 28 (barred). ,
_._k :

2 SHADOW GUARDS CR 2

hp 7-each (1 HD)

Dark human fighter 1

N Medium humanoid (extraplanar)

Init +1; Senses darkvision 60 ft., superior low-light vision;
Listen +3, Spot +3

Languages Chondathan, Common

AC 17, touch 11, flat-footed 14; Dodge
Resist cold 10
Fort +4, Ref +1, Will +1

Speed 30 ft. (6 squares)

Melee longsword +4 (1d8+2/19-20)
Ranged longbow +3 (1d8)

Base Atk -+1; Grp +3

Combat Gear potion of cure light wounds

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha &

Feats Dodge, Weapon Focus (longbow), Weapon Focus
(longsword)

Skills Climb +0, Hide +3, Listen +3, Move Silently +1, Spot +3

Possessions cornbat gear plus Iongsword longbow with 20
arrows, banded mail

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment, except
in natural daylight, the area of a daylight spell, or smnldr
magical light.

Superior Low-Light Vision (Ex) Can see four times as far as &
human in shadowy illumination.

ed Good Wmncien T)uélr 2 in) t}uclz AC 3; I'larclnes-; .

29

Hook “We passed thruugh the Shadow Gate, and dldn t find
Mystra at the end. .

Note These humans have the dark template due to passing
through the failed Shadow Gate and being drawn under

Shar's influence.

Down Tq
Dungeon Levye]
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Encounter Level 6

SETU I.) i
This chamber normally holds rwo shadow guards (S) and
a dark earth elemental (E) that initially doesn't look like
anything other than another pile of stony rubble.
It's possible Fembrys (nor shown) could also turn up
from area 21. If the PCs haven't yet dealt with him, his
statistics are on page 28,

The guards likely heard the PCs opening the door above :

or descending the stairs and should be ready hiding in
plain sight in the toom (Hide +3). When a PC descends
the stairs, combat begins. Immediately have PCs who
can see into the room make Spot checks and place the
shadow guards if they are spotted. Roll initiative. If the
shadow guards aren't seen, they get a surprise round. Do
notplace the dark earth elemental until its initiative count
(at which point it uses a standard action to “stand up” and
reveal itselfas a threat). Fembrys, if available, shows up on
his turn during the third full round of combat from the
eastern door. G

When the dark earth elemental takes its first action,
read:

A portion of the rubble shudders as shadows
suddenly swarm about it. The pile congeals and
rises, vevealing itself as an animate stony mass, its
clublike arms composed of jagged broken statuary.

TACTICS i

The shadow guards try to flank the PCs, using the dark
earth elemental when possible; but since they do not speak
Terran, they cannot perform complicated tactics with it.
The dark earth-elemental attacks any creature attempting
to search through the rubble, or if combat begins in this
room. It moves through the walls to the stairs in order
to block escape from one stairwell, and artacks until it is
destroyed.

_Ifthe PCs are having an easy time with this encounter,
have the dark earth elemental take cover within a wall.
Using its earth glide ability, it can remain partially in the
stone as it fights, gaining a +4 cover bonus to AC.

2 SHADOW GUARDS CR2
hp 7 each (1 HD)
Dark human fighter 1
N Medium humanoid (extraplanar)
Init +1; Senses darkvision 60 ft., superior low-light vision;
Listen +3, Spot +3
Languages Chondathan, Common

AC 17, touch 11, flat-footed 14; Dodge
‘Resist cold 10
Fort +4, Ref +1, Will +1

Speed 30 ft. (6 squares)

Melee longsword +4 (1d8+2/19-20)
Ranged longbow +3 (1d8)

Base Atl +1; Grp +3

Combat Gear potion of cure light wounds

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha &

Feats Dodge, Weapon Focus (longbow), Weapon Focus
(longsword)

Skills Climb +0, Hide +3, Listen +3, Move Silently +1,
Spot +3

Possessions combat gear plus longsword, longbow with
20 arrows, banded mail

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell,
or similar magical light.

Supeérior Low-Light Vision (Ex) Can see four times as far
as a human in shadowy illumination,

Hook “We passed through the Shadow Gate, and didn’t
find Mystra at the end. ., "

Note These humans have the dark template due to
passing through the failed Shadow Gate and being
drawn under Shar's influence.

Are the pcs Losing?
If things aren’t going well for the PCs, consider having
Mystra take a more direct hand in aiding the PCs’ efforts
on her behalf. Through her magic and the influence het
holy image has within the temple, Mystra could animate
her statute, despite Shar's power over the place. The anit
mated statue fights on behalfof the PCs; primarily battling®
the dark earth elemental: Once the dark earth elemental#¢
is defeated, the statue makes a thankful motion of bless:
ing toward the PCs and then returns to its normal state
Note that the statue benefits from its own magic aura (see
Fearures of the Area); those bonuses are figured into its
statistics block. -

Once the combat has concluded, refer back to page 16
for more'informarion regardingithe Stoneyard. ’

-
i
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‘DARK EARTH ELEMENTAL
p 30 (4 HD)
B NE Medium elemental (extraplanar)
Init—1; Senses darkvision 60 ft., superior low-light vision;
Listen +4, Spot +3
Languages Terran

AC18, touch 9, flat-footed 18
Resist cold 10
Fort 7, Ref+0, Will +1

Speed 30 ft. (6 squares)

Melee slam +7 (1d8+9)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +8

Atk Options carth mastery, Power Attack (-1 attack, +1
damage)

Special Actions Cleave, push

Abilities Str 21, Dex 8, Con 17, Int 4, Wis 11, Cha 11
“SApush, earth mastery

SQearth glide, elemental traits, hide in plain sight

Feats Cleave, Power Attack .
Skills Hide +7, Listen +4, Move Silently 45, Spot +3

Earth Mastery (Ex) Gains a +1 bonus on attack rolls and

L damage rolls if both it and its foe are touching the
ground. If an opponent is airborne or waterborne, the

B elemental takes a -4 penalty on attack rolls and damage

L rolls.

Earth Glide (Ex) Can glide through stone, dirt, or

almost any other sort of earth except metal as

gasily as a fish swims through water. Its burrowing

leaves behind no tunnel or hole, nor does it create.

any ripple or other signs of its presence. A move

zarth spell cast on an area containing a burrowing

earth elemental flings the elemental back 30 feet,

stunning the creature for 1 round unless it

. succeeds on a DC 15 Fortitude save.

tHiide in Plain Sight (Su) Can use the Hide skill while

being observed and while lacking cover or

b concealment; except in natural daylight, the area

b ofa daylight spell, or similar magical light.

Push (Ex) Can start a bull rush maneuver without

proveking an attack of opportunity. The combat

modifiers given in Earth Mastery, above, also

apply to the elemental’s op-posed Strength

cheeks. : :

Superior Low-Light Vision (Ex) Can see four times

\ asfaras a human in shadowy illumination.

CR 4

'_g_mk Bathed in shadow as it moves.
ilote This earth elemental has the dark template due to

passing through the failed Shadow Gate and being drawn
under Shar's influence.

STATUE OF MYSTRA

iMedium animated object

fp31 (2 HD) ]

N Medium construct

Init+0; Senses darkvision 60 ft., low-light vision; Listen —5,
" Spot—5

C 16, touch 12, flat-footed 16

t+0, Ref +0, Will -3

Speed 40 ft. (8 squares)

lee slam 42 (1d6+1)

eAtk +1; Grp +2

Whbities'Str 12, Dex 10, Con —, Int —, Wis 1, Cha 1
e

CR2

31

FEATURES OF THE AREA

Gradual Stairs: These stairs don't affect movement, I:-u_i

Cl‘lal'aclul'f; who attack a foe below them gain a +1 l){'.l]'ll.ls c:-}i'

attack rolls for being o ]1ighcr ground. _ f
Light Debyris: Light debris adds 2 to the DO of Balance and

Tumblé checks, and it imposes a —2 penally on Move Sil

_entiy
checks. Any creatiire altempting to run or clmrgd aver iight
debiris must suceeed on a DEC 10 Balanee check orbe tinable
to do so but act normally otherwize, :

Magic Statue of Mystra: 5 [t thick; AC 3: hardness 8; Ilp.

900; break DC 45; Climh DC 18; overwhelming abjuration;
CL 20th. 7 ‘

The statue provides cover; it can be pushed over with a
Strunglh cheek that meets or exceeds ils break DC, (Iea]iup,‘
10d6 poi—uts"yrf ddmagu Lo ereatures in the squares that it falls

in (Reflex DC 18 half). A pushed-over statue fills the squares

it falls in with heavy debrie, _ :

This statue gives ofl an aura of magical light equivalent to
a ];mi‘urn._;\ny creature who sL.-m(]s in the m;t]ine_c[ Squares
indicated around the statue on the map gainga +2 luck bonus
to AC and Will saving throwsagainst dark creaturesand other
ereatires native to the P’ane'p‘F Shadow.

- L)
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‘Encounter Level 6

SETUP i
This encounter s triggered if the PCs enter this room and
gain the notice of the shadow guards on duty.

This chamber normally holds two shadow guards (S). If

the PCs set off the alarm in the door or otherwise made
a lot of noise before entering, both guards are hiding in
plain sight (Hide +3), and the PCs must make successful
Spot checks to see them or be surprised.

If a conflict occurs, Lady Arthas (A) arrives from area

131 and the displacer serpents (D) arrive from the south.
See Tactics for more information.

Roll initiative. Immediately place the shadow guards,
butdo not place the displacer serpents or Lady Arthas until
they arrive.

When Lady Arthas appears, read:

An infuriated woman encased in full plate rushes
to fight you, her long black hair trailing behind
her. You notice a long, ugly scar thal runs down
her face froni over her eye to her chin. leaving that
eye clouded and blind.

When the disgl_accr serpents arrive, read:

Serpents with luxurious blue-black scales striped
with'bright violet slither. toward you.

TACTICS
The shadow guards fight to the death, attempting t6 flank
whenever possible. The displacer serpents emerge from
area T32 after the first round of combat, making a double
move into the hall and getting ar least 15 feer away from
the shadowy ring that Separates areas T32 and T26.

Lady Arthastakes 2 rounds to drink her potion of enduyr-
ance and then move to the door of her chamber and open
it. If the PCs set off the alarin trap, Lady Arthas starts this
process when the alarm rings. If they get throu gh the door
without setting off the alarm, she starts the process when
the sounds of combat with the shadow guards reaches her
(Listen DC —3; automatically succeeds unless the PCs are
exceptionally quiet).

aLLway oF [Ticnt

2 SHADOW GUARDS CR2

32

‘Resist cold 10

hp 7 each (1 HD)

Dark human fighter 1

N Medium humanoid (extraplanar)

Init +1; Senses darkvision 60 ft,, superior low-light vision:
Listen +3, Spot +3 -

Languages Chondathan, Common

AC 17, touch 11, flat-footed 14; Dodge

Fort +4, Ref 1, Will +1

Speed 30 ft. (6 squares)

Melee longsword +4 (1d8+2/19 20)
Ranged longbow +3 (1d8)

Base Atk +1; Grp +3

Combat Gear potion of cure light wounds

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Dodge, Weapon Focus (longbow), Weapon Focus
(longsword)

Skills Climb +0, Hide +3, Listen +3, Move Silently +1,
Spot +3

Possessions combat gear plus longsword, longbow with
20 arrows, banded mail

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Supérior Low-Light Vision (Ex) Can see four times as far as
a human in shadowy illumination,

Hook “We passed through the Shadow Gate, and didn’t
find Mystra at the end. . . "

Note These humans have the dark template due to passing
through the failed Shadow Gate and being drawn under
Shar’s influence.

Once she is in position (close to two or more PCs), Lady,
Arthas casts darkness. She allows herself to fall within the
spell, relying on her Blind-Figh fear ro give her an edge
in the melee. Shé then casts sound burst and bane in quick’
succession, Afrer that, she casts bestow curse and swaps out
other spells for inflict spells to use on the PCs. She fightsta
the death—she won't allow the PGs to find out any secrets
from her, i '

After the combat has been résolved, refer back to page 17
to continue the adventure.

A
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3DISPLACER SERPENTS
hp19 each (2 HD)
CE Medium magical beast A
it +1; Senses darkvision 60 ft., low-light vision; Listen +6,
Spot +1
Languages Draconic

ACT3, touch 11, flat-footed 12: 509 miss chance
fort+?, Ref +4, Will +3

Speed 20 ft. (4 squares), climb 10 ft., swim 10 ft.
Melee bite +5 (1d6+4)

Base Atk +2; Grp +5

Abilities Str 17, Dex 12, Con 19, Int 5, Wis 12, Cha 2
$Q displacement

feats [ron Will

Skills Climb +11, Listen +6, Swim +11

CR2

Displacement (Su) Any melee or ranged attack against a
displacer serpent has a 50% miss chance unless the

attacker can locate the serpent by means other than sight,
such as true seeing.

Hook Hisses while saying, “Sharsssss.”

[ADY ARTHAS

hp 45 (6 HD)

female Chondathan human cleric 6

NE Medium humanoid

Init—1; Senses Listen +4, Spot +4

languages Chondathan, Common, Draconic
AC 21, touch 9, flat-footed 21

Fort +8, Ref +4, Will +10

Speed 20 ft. (4 squares)

Melee +1 heavy mace +7 (1d8+2) or

Melee spontaneous inflict serious wounds +5 touch (3d8+6,
Will DC 17 half) or

Melee spontaneous inflict moderate wounds +5 touch

. (2d8+6, Will DC 16 half) or

Melee spontaneous inflict light wounds +5 touch (1d8+6, Will
DC 15 half)

fase Atk 1 4; Grp +5

Special Actions spontaneous casting (inflict spells)

\Combat Gear potion of endurance

leric Spells Prepared (CI. 6th):

- 3rd—bestow curse (2) (DC17), clairaudience/clairvoyance”,

dispel magic .
Ind—darkness, detect thoughis® (DC16), sound burst (3)
(DC 16)

Ist—detect secret doors®, hane (DC 15), cause fear
(DC 15), command (DC 15), sanctuary

0—detect magic (2), ghost seund (2), guidance

D: Domain spell. Deity: Shar. Domains: Darkness,
Knowledge

ihilities Str 12, Dex 8, Con 14, Int 10, Wis 18, Cha 13
feats Blind-Fight®, Combat Casting, Lightning Reflexes,
speak Lahguage (Draconic), Toughness, Wea pon Focus
. (mace)
flls Concentration +11, Bluff +7, Diplomacy +4, Knowledge
[religion) +7, Listen +4, Spot +4
Yssessions combat gear plus +1 heavy mace, +1 full plate, +1
| lieavy steel shield, cloak of resistance +1, periapt of
Wisdom +2, disc of secrets (see page 154), keys to the door
between room 25/26, area T29, and the secret
tompartment in the altar in area 132

CR6

fook “Mystra's Sacred Trust wasn't enough? The real

revedled truth is Mystra is a sham goddess of a sham
religion!"

FEATURES OF THE AREA :
Barracks: Off=duty shadow guards are quartered l:erq.
E-I'ﬂmgh I'In:y require litt]e BI(.‘E:]')-
Storage: Boxes, crates, barrels, and shelves lined with pl

and cmg:fi-._ur}r fill this chamber.

T(?I[;lré Chamber (T29): The strong wooden daor to this
room is locked; Lady Arthas has the key.

Locked Strong Wooden Door: 2in.thick; AC 3 hard ness
5; ;lp 20; break DC 25 (locleed); Open Lock DC 25,

Lacly Arthass Quarters (T30): The strong wooden door to
this room.is barred from inside unless Lady Avthas opensit,

Barred Strong Wooden Door: 2 m, I.']]ic].'; AC 3 hardnass
5; ]1p 20: break D 35 {l:arrecl) .

Study (T'31): The strond wooden door o this roem ic harred
from inside unless Lady Arthas opens ik, A desl,
bookshelves furnish this room.

Barred Strong Wooden Dooy: 2 in. thick; AC 35 hardness
5; }JI} 20; break DC 35 l']mrret[)‘ o

Sllmlo‘vy Ring: This great dise bordered by dark stone at
the west end of area 126 is ac-"tua”_\r an open ring that le
into area 132, bul a permanent image spell malies i appe
tlw‘uglu the civele is fillad witha void of darkness that eimanates
cold. Characters and ohjects can pass 'EIwuug]: the illusion
without Iwrm. hat the void can bed isconcerting. A uy PC within
10 feet of the circle'feels the unnatural chill emanating from

it. Interacting with the illusion allows 4 DO 19 Will saving
L]u‘r.m’, as normal fur the speﬂ. i 2
Characters making a :n.:ccess'f:u]_DC 10 Knowledse (religion)
or [ntelligence check to recodnize t]w.l-l.uge”'ciru]'u will teveal it
“to bea holy symbol of Sha
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"Encounter Level 8

SETUD i
This encounteris triggered if the PCs attempt to cross the
bridge to the east side of area T33, enter the room from
either side of the channel, or raise Mhair’s suspicions by
tailing Diplomacy or Bluff checks described in the room
entry.
This chamber normally contains Mhair (M), two shadow

guards (S), and an amphibious otyugh (O) totally concealed

by the dark water. .

Roll initiative when the trigger is encountered. Immedi-
ately place the shadow guards and Mhair (Mhair's position
is determined by actual events; otherwise put him where
shown), but do not place the otyugh until its first action.

When the PCs encounter Mhair, read:

This blond-haired, blue eyed viver-rafter carries a
spear with him, and his tongue is just as sharp and
biting.

2 SHADOW GUARDS CR2

hp 7 each (1 HD)

Dark human fighter 1

N Medium humanoid (extraplanar)

Init +1; Senses darkvision 60 ft., superior low-light vision;
Listen +3, Spot +3

Languages Chondathan, Common

AC 17, touch 11, flat-footed 14; Dodge
Resist cold 10
Fort +4, Ref +1, Will +1

Speed 30 ft. (6 squares)

Melee longsword +4 (1d8+2/19-20)
Ranged longbow +3 (1d8)

Base Atk +1; Grp +3

Combat Gear potion of cure light wounds

Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Dodge, Weapon Focus (longbow), Weapon Focus
(longsword)

Skills Climb +0, Hide +3, Listen +3, Move Silently +1,
Spot +3

Possessions combat gear plus longsword, longhow with
20 arrows, banded mail

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Superior Low-Light Vision (Ex) Can see four times as far as
a human in shadowy illumination.

Hook “We passed through the Shadow Gate, and didn’t
find Mystra at the end. . . ."

Note These humans have the dark template due to
passing through the failed Shadow Gate and being
drawn under Shar’s influence.

Aecsss

AMPHIBIOUS OTYUGH

MHAIR

3

CR4

hp 39 (6 HD)

N Large aberration (aquatic)

Init —1; Senses darkvision 60 ft., scent; Listen +4, Spot +4

Languages Common :

AC 16 (24%), touch 8 (16%), flat-footed 16 (24*); *against
opponents on land

Fort +4, Ref +1 (+5*), Will +6; *against opponents on land

Speed 20 ft. (4 squares), swim 10 ft.
Melee 2 tentacles each +7 (1d6+3) and
bite +4 (1d6+1)
Space 10 ft.; Reach 10 ft. (15 ft. with tentacles)
Base Atk +4; Grp +11 .
Atk Options constrict, improved grab

Abilities Str 17, Dex 8, Con 15, Int 5, Wis 12, Cha 6

Feats Improved Natural Attack (bite), Multiattack, Weapon
Focus (tentacle)-

Skills Hide —5 (+3 in its lair), Listen +4, Spot +4, Swimn +14

Hook Chortles when a PC gets in the water.

Constrict (Ex) Deals 1d6+3 points of damage with a
successful grapple check.

Improved Grab (Ex) To use this ability, an otyugh must hit
with a tentacle attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establshes a
hold and can constrict.

Note The otyugh has the amphibious template from
Stormwrack. It also has a slightly different selection of
feats, skills, and abilities from those of a standard
otyugh.

CR6
hp 55 (6 HD)

Male Tethyrian human fighter 6

NE Medium humanoid

Init +1; Senses Listén +2, Spot 12

Languages Chondathan, Common

AC 16, touch 11, flat-footed 15
Fort +7 Ref +3, Will +3

Speed 30 ft. (6 squares)

Melee +1 longspear +11/+5 (1d8+7) or

Melee club +9/+4 (1d6+3)

Base Atk +6; Grp +9

Atk Options Cleave, Combat Reflexes, Power Attack, Quick
Draw

Combat Gear 3 potions of cure moderate wounds

Abilities Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8

Feats Cleave, Combat Reflexes, Power Attacl, Quick Draw,
Toughness (2), Weapon Focus (longspear), Weapon
Specialization (longspear) :

Skills Climb +8, Intimidate +5, Listen +2, Spot +2, Swim +1(

Possessions combat gear, +1 longspear, +1 leather armor,
club, key to hidden compartment in desk in area T34

Hook “Don't bother me, freak.”
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When the amphibious otyugh attacks, read:

Thee tentacles bursts from the water; one bearing
. three yellow eyes and two reaching and sty aining
E lmnm ily toward you!

TACTICS
IfMhair fights the PCs, he wades in with'his spear. If he falls
to 10 or less hit points, he attempts to dive into the water and
escape with his impressive swimming skills.
The shadow guards fire arrows {rom across the bridge at
the PCs. They won't cross it once the otyugh enters the fray
for fear that the creature mistakes them as prey.

FEATURES OF TH1 AREA
Bridge across River Channel: The ctnepb curved ]31’1(1gL 13
Ilh.]a with moisture. A character running or \..lmldln;* on the
b ldﬂe must succeed on a DC 12 Balance check. A failure ]::\"
dzurlesc results in the character not lleun;, able to run ore |1ar§g

otherwise !u 1mg dable to act lwrma”» A 'F.'.II]LI‘N. I)}f 2 0rMmore
fosults in the character ia”mg in the water.

Weitex: The water is 15 feet deep. The current isslow but
strong, Gausing a swimming character to move 5 feet toward
E!‘le west side of the room at the end of I’._-Tlil'! round. Otherwise
5 Hleu ater shoul c”’)i.‘ treated ascalm. See page’ 3 ‘{':n rule 1T f,—_l‘lr[.]—
g movement and combat in water.

£ LLI]S ”‘.I.L CL”:-\ 11 |.11L CI1aml}u| dAre |I_IL'1~TL (] L..Jll(.' s,L’“ a1
f Il(-'l ast \\»all (across tl! }n‘lcl } 1‘101&5\. eera f\") afem xle b=
Wi oriictad by means of lh: Starry Gnosis. Those under the
wer of the Starry Gnosis are told Lotesk quu,{fv, listen to the
-. £t ImuamL of any s ‘ldl.lU\\ guar'(l or priest as if lev were Lhe
1 stmctmnb of llu nimmn.;lur, and not pIan on or taLe partin
\ L’{I:m:lt ko estape from the cells. Veera dogs rmtllm; to
icipate in the “combat while dominated, and il freed, she
kes cover in the salest plave she can (li Lﬂcl\f remainingin }'lt‘.l
ell). . o

Tron Cell: AC 6; |1arr.[ness 10; hp 30 break DC 24..
Theetatistios above represent a amqlc l)zu several bars will
need to be (}.e-ihoye(l to mdl\? emm»'h space for a creature to
squeeze Lhroug l:, decndmg on its size. The cage is 10 feet ]1:§17
litsh DC 18),-and the bars are roug ghly 4 inches apart, It is
[-:cl with more bare, Creatures al{'aLteed LI:mugFl the cage llau_
Ve ‘+»‘-L AC, +2Z on Rc”ex saves),

Hron' Cage Doox: 1 in. [ImL AC 6; hardness 10 hp 30;

L DC 24 (if Iocl-zecl or stuck).

ﬂ_,}.\l-\lll\tlll_“ a]w\-e represent a bmqle l:ar, uﬁcepl that a
s{ul ]Jn,al DC opend [I]L door.

atamaran: This crafti s \;ssenha”v two kayaks Joined with
e Bvlwqen the hulls for up to ejghf Medium passengers and
enayigator, A successful DC 10 Strength g}lucla is required
LSIJ the craft into the Watm, a suceesstal DT 20 Str Lnglh
g n,qmw.d Loy puH it back up onto the le &ge.

ab A.C 2; hardness 5; !1[; 5; 111:(.1L. DC 1?
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With its 15-foot tentacle reach, not many places in the

room are inaceessible to the amphibious otyugh. It will
attempt to grapple a PC, pulling him into the water if suc-
cessful. In the following round, the greedy crearure releases
the grapple and attempts to pull in another PC. It then takes
attacks of opportunity against fleeing PCs and full attacks to
ravage those in the water. If reduced to 10 or fewer hit points,
the amphibious otyugh flees to area T23 through the river
channel, battling to the death once there.

Once the battle is over, the PCs are {ree to question the

petitioners and acquire the map rhat will lead them to the-

next chapter of the adventure.

DC 10 Jump check (o running starl J.'L'.l.l!.!i]fi_'l“. A Small char-
acter can jump up with a successful DC 10 Jump cheals (DC 20
without a running starl), or climh up with a successful DC 15
Climb check. A character eEanJ]ng‘ ana table gainsa +] bonus
on melee attacks against opponents on the mum]

A table can bet |p]1m] aver as a move action Wll}‘l a snccess[u
DC 8 “"tlcngll'l ul'u..u 2 it can then prrwnlr\ cover.

Chairv: AC 4 llékl'(il!c"&* ]1}‘) i break DC 17,

A creaturé stamlj ng in i Tu, same square as a chair gaing a +2
AChonusand a +lbonus on Rellex saves (these bosuses don't
stack with honuses for cover that derive from other sourees).
The presence of a chair doesn't atherwise affect a creature’s
space, becausze: it's assu med that the creature is usiing the chair
to ils adve |r1|d§:. wl:u.n it can,

2
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:
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o continue the adventure, the PCs should visit

the Unknown Shrine—a local landmark atop

a hill visible from the Way of the Manticore
outside Wheloon, a fact that any resident or passing merchant
can relate. A PC might know about this shrine already (DC 11
Knowledge [geography] or Knowledge [local]).

If the PCs head directly across the Wyvernflow from the *

cavern exit beneath the bluff, they can land their boat at the
muddy beach where Mhair releases. his passengers. From there,
they can head overland to the southeast, crossing the Hullack
Trail and traveling toward the Unknown Shrine as the map
advises. Tracking the last group of petitiorfers is difficult but
not impossible (Survival DC 28, modified by current visibility
conditions). Alternatively, they can take the Hullack Trail south
to the Way of the Manncore and head to the Unknown Shrine
from the road.

-It’s not particularly important how the PCs make it to the
Unknown Shrine, but without reaching it and fdllowiug the direc-
tions on Mhair’s map, the PCs risk getting lost in the plains, or
worse, foundering among the dangers of the Vast Swamp Few
in Wheloon know of the Tomb of Chonis, and none in the city
can give a better description of how to get there than Mhair’s
map. As to the “Skull Staff” shown on the map or Cormyr’s Lost
Refuge, no one in the city can say where or what they might be.

If characters insist on not using the map as their guide, consult
the rules for getting lost (DAG 86). Feel free to run whatever
encounters suit your fancy; bandits, smugglers, and creatures from
the Vast Swamp makeé good choices. Of course, the PCs should
eventually get on track, perhaps by stumbling onto one of the
locations marked on the map, such as the Skull Staff.

overland Travel

The PCs can reach the Unknown Shrine (area J1) with about 15
miles of travel from Mhair’s drop-off point. From there, they
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have another 15 miles of travel to the Tomb of Chonis (area J2)
and 10 miles of travel to the edge of the Vast Swamp.

Consult Tables 9=3 through 96 in the Player’s Handbook to
figure out how long it takes the PCs to get from point to point
across the trackless plains. Assuming they walk at a speed of
20 feet, it rakes about 3 hours to cover 5 miles. If the PCs ride
horses, it takes about half that time.

The PCs might also head out on the Way of the Manticore
before heading north. The Way of the Manticore counts as highway
through plains for computing overland speed. Using these rates, a
creature with a speed of 30 feet can walk 3 miles in an hour,

If the PCs wander into the Vast Swamp without using a trail,
calculate overland travel as for the rules for a trackless jungle.
Horses make navigating the Vast Swamp more difficult, because
too many low branches, thickets, and marshy ground cause them
to slow to a speed of 20 feet. So, a party on horses (or on foot
with a speed of 20 feet) travels just half a mile in an hour of
struggling through stinging vegetation and sloshing through
stagnant water and fetid mud.

the eastecn plains

Long ago, forest covered a]l the lands between the Thunder Peaks
and Stormhor1is (hence Cormyr’s nickname, the Forest Kingdon),
but centuries of logging, farming, and war has transformed the
landscape. Rolling, grassy plains now make up much of the land
between the Wyvernflow and the Vast Swamp; low hills and
abrupt crevasses hide small tangled glens, rushing streams, and
cold, clear pools.

Journey Locations

The map for this arca appears on page 37. Assume that the
ground in the encounter locations is clear and relatively free of
obstruction unless a tactical encounter indicates otherwise.

J1. Tanr UNKNOWN SHRINE
Alop a hill abead, you see the silbouettes of columns and broken
walls against the sky. It musi be the Unknown Shrine. As you stand
gazing up at it, a shift in the wind brings the scent of a cookfire
to your nose. Someone atop the hill is roasting rabbit.
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INTO THE VAST SWAMP
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After discovering someone in their favorite smuggling drop-
site—the Tomb of Chonis—two smugglers have made camp in
the Unknown Shrine while they consider their options. Norry
Waywocket,” a rock gnome from the Dalelands, and Coobert
Draftworth, a human Cormyrean, have made a tidy business
of smuggling stolen goods across Cormyr to fence to Sembian

- merchants traveling home on the Way of the Manticore. The
Tomb of Chonis made an excellent location to store their goods,
which they keep there while living in Monksblade.

Norry and Coobert traveled to the tomb with their latest

load—some stolen jewelry—to pick up what they had stowed there
over the past three months. They spied someone moving out of

. the tomb’s entrance and hid to observe. Having learned that at
least four individuals are using it for a basc of some sort, Norry
and Coobert retreated, and stopped at the Unknown Shrine to
eat and think about their next move.

When the PCs arrive, Norry and Coobert are both despondent
| and deep in thought, staring into their campfire and idly poking
at it while their dinner burns. The hard-luck smugglers take -
| penaltics on Listen and Spot checks due to being distracted, and

thus are unlikely to hear the PCs until they enter the circular
- ruins depicted in tactical encounter J1 (remember the penalties
for distance as well). If the PCs hail them or make so much noise
coming up the hill that the NPCs can’t miss them, Norry and
Coobert are wary, but assume a friendly attitude. If surprised,
Norry and Coobert jump to their feet with a start and have an in-
different attitude until the PCs push them one way or another.

As you crest the hill, you look into the circular ruins of a once-proud
b structure of white stone. A thick wall rings an area flagged in white
slabs and scattered with both standing and fallen columns. A low
dais occupies the center of the structure. Sitting near a small fire
St in a niche in the wall are a well-dressed male gnome and a
similarly attived human male. A rabbit is burning on the spit as
tizé_;r stare at tbe_ﬂame{; a horse and pony stand tethered nearby.

Norry and Coobert present themselves as friendly and urbane
gentlemen. They profess to be merchants to cover their smuggling
and fencing operations. Longtime friends and constant compan-
ions, Norry and Coqbert often finish one another’s sentences and
anticipate each other’s needs with startling accuracy. They can
hardly make a cup of tea without engaging in teamwork.

Norry and Coobert know nothing about the people who have
taken over the Tomb of Chonis, except that there are at least four
of the interlopers. They don’t know anything about Wheloon’s
. temple of Mystra, other than that it has been completed. Having
been camped at the Unknown Shrine for only a day, they haven’t
seen any dominated victims, but they are concerned if the PCs
tell them about the trouble at the temple and the plans of its
false clergy. i

If the PCs attack Norry and Coobert, the two of them react
to defend themselves as described in tactical encounter J1. They
?L-J‘;:isinterpret the PCs’ actions, believing them to be bandits, and
“ll offer to explain how to retrieve the goods they’ve stored at
' the Tomb of Chonis in exchange for their lives.

If the PCs parlay with the two and describe something of
the reasons for their journey, Norry and Coobert seize upon the
opportunity to have someone else root out the new denizens of
the Tomb of Chonis. In the course of that conversation, they
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relate the following (speaking character switches when an ellipses

occurs in the text):

*  “Hello... Hello ... This is my inestimable colleague . ..
Norry Waywocket. And this is my esteemed friend . . . Coo-
bert Draftworth.” '

*  “Would you like some tea?. .. Do you take sugar? ... Please,
have some rabbit.”

= “We're merchants . . . Small tume stuff, really . . . But we
do a good business in small portable goods . . . Decorative
Jewelry, ligueurs, silks . . . That sort of thing”

*  “Youre planning on passing the Tomb? . . . We ought to
warti you . .. We passed there just yesterday and ... Noted
some bandits had taken up residence.”

°  “Well, they were small... They might be goblins... or kobolds
... They did look like bandits ... dark ...swarthy...armed..
. They certainly didn’t look friendly .. . Certainly not!”

¢ (Simultaneously) “We’'ve worked together so long, we thimk
alike. Sometimes too much alike.”

= “Noone goes to the Tomb of Chonis but bandits . .. Scoun-
drels ... And monsters . .. They must be using it as... A
basc for raids on the road.” :

e “Who was Chonis? ... If we knew that ... We'd be wealthier
men . .. Some sages would pay a lot to know for sure.”

*  “Why were we by the tomb? . .. Well, 'm embarrassed to

admit - .. We lack a warehouse in this region ... And since
few know of the tomb . .. And fewer still go there ... Well,
now you know . . . Qur predicament.”
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Norry and Coobert’s bizarre speech pattern allows them to
automatically aid one another on any Bluff check (granting a

+11 Bluf} bonus for both of them). If allowed to accompany the.

PCs to the Tomb of Chonis, they let the PCs take the lead while
they remain in the back during any fight. They’ll aid fallen PCs
and talk about what the interior of the tomly looks like, but they
otherwise try to stay out of harm’s way.

Tactical Encounter: J1. Unknown Shrine on page 42.

J2. Tur TomB oF CHONIS
As you erest a ridge, you spot a long, low bill abeut @ halfmile
away. Vibrant green grass spotted with patches of thistle and
heather covers it and the surrounding area. An open doorway
gapes beneath a heavy stone lintel at the base of this hill. The
lintel seems to bear a deeply carved word that you caw't read at
this distance. It must be an old barrow mound.

The word on the lintel is a name written in Thorass: Chonis. Four
dark creepers and a dark stalker now reside in-the Tomb of Chonis,
using it to watch over the “petitioners” who pass on their way to
the Skull Staff. Mercenaries hired by the clerics of Shar, they kecp
an eye out for war partics or individuals who seem to be track-
ing the petitioners rather than being petitioners themselves. One
dark creeper hides in the shadows of the tomb’s entrance (Hide
+16). He watches for those going by, having a clear view of the
petitioners’ path and the surrounding plains (Spot +5).

The PCs’ arrival is unusual in that they aren’t on the monthly
schedule. Emissaries of the clerics are supposed to stop outside the
entrance and call out the greeting, “Until darkness reigns above and
below,” which the PCs should have no way of guessing. If the PCs
do any other kind of talking, the dark creeper makes Sense Motive
checks to see if the PCs are dominated (DC 15 unless all the PCs
use the Bluff skill to pretend to be dominated). If the PCs appear
to be dominaged, the dark creeper motions for them to wait while
it goes back in to inform the dark stalker of the strange situation.

If the PCs try to enter the tomb, attack the dark creeper, or
don’t appear dominated, the dark creeper shoots an arrow and
then retreats across the bridge in the tomb. This triggers the
combat described in tactical encounter J2.

J2A—Entrance Chamber: The tomb’s walls, floor, and ceil-
ing are constructed of huge stone slabs roughly hewn and placed
together before the hill was built up around them. The ceilings
throughout the tomb are 10 feet tall.

This long, low room once served as a ceremonial chamber of
some sort, but time and vandalism by those who have lived in
the tomb have ruined the paintings that once adorned the slabs.
A wide pit dominates the north end of the room.

The pit once-served as a trap to protect the tomb. In the
centurics'since, inhabitants have half-filled it with dirt, stonc,
bones, rusted weapons, and other refuse. A railless-rope bridge
that Norry and Coobert built spans the pit, tied off to iron spikes
set in the floor.

A carying of a frowning, horned face occupies all of the north
wall between the east and west doors. The carving is crude, in an
ancient style. The wide, circular face has a deeply cut mouth that
hides arrow slits carved through the rock by the dark ones.

J2B—Catacombs: Scores of others were laid to rest in the
tomb along with Chonis. Some of their remains lie in the niches
carved into the stone walls of the tomb. Their valuables were

laid next to them in clay pots, but decay and vandalism have left
only a few broken bones and shards of pottery in each niche, the
highest niches having the most intact skeletons.

Many of the niches now also have hidden arrow slits. The dark
ones carved them from the inner h1llw1y to turn the catacombs
into a shooting gallery.

The wall of the catacombs that faces the great hall bears a
horned face like the one in the entrance chamber. Like that facc,
it has a deep mouth. Within that mouth is a hidden catch that
opens a door in the face. This secret door (Search DC 20 to find)
hides the chamber in which Norry and Coobert have hidden their
goods. The dark ones haven’t found the secret door.

Treasure: Coobert and Norry stashed their goods in an empty
stone casket in the hidden room. If the PCs open the casket, they
find the following: 5O pieces of jewelry worth a total of 1,000 gp;
20 boftles of utterdark (a black, salty wine made in the town of
Bogbrook) minted four years ago and worth 2 gp each in Sembia;
and 6 royal outfits that are currently in style, worth 200 gp each.

J2C—Great Hall: The great hall once served as Chonis’s last
resting place. This pillared chamber ends with a stone dais, atop
which stands a crude stone casket. What treasures or bones might
once have laid within have long since been removed. The wall
behind the casket bears another horned face, but this one smiles
instead of frowns. =

Tactical Encounter: J2. Tomb of Chonis on page 44.

Development: If the PCs flee from the encounter, any surviy-
ing dark ones attempt to follow them and attack them at night.
If the PCs move closely by the Tomb of Chonis without investi-
gating it, the dark ones will stalk them, attacking at night.

If Norry and Coobert accompany the PCs, and the PCs don’t
find their hidden stash, they bemoan its loss and claim that they’ll
remain behind to give the dead a burial and to rest before heading
home to Immersca. If the PCs find Norry and Coobert’s goods,
the smugglers will claim it as their own. If the PCs want some
part of it, things could get dicey. Norry and Coobert arc grateful
for the PCs® help, but they won’t part with more than 300 gp
worth of goods without a fight.

the vast swam P

The Vast Swamp slowly creeps across the land south of the Thun-
der Peaks, gradually advaricing on the Way of the Manticore and
threatening to make land travel between Sembia and Cormyr
impossible. Dark and foreboding, the Vast Swamp is territory
claimed by none but the warring tribes of orcs, goblinoids, and
lizardfolk that dwell there. :

Many Cormyreans consider the Vast Swamp the most dan-
gerous place in or around their nation—and for good reason.
Sucking bogs, disease-carrying insects, noxious clouds, quicksand,
impenctrable fog, and bone-chilling rains make travel in the
swamp . deadly even if you don’t consider its many monstrous
inhabitants and rumors of evil magic and restless dead.

Treat the Vast Swamp as marsh terrain (described on DMG
88), but add the features of a medium forest (DMG 87). Following
the trail from the Skull Staff or the Sharptooth Encampment
counts as a trail through a jungle, allowing a character with a
speed of 20 feet to get a mile and a half in an hour of travel,
The Lost Refuge is about 10 miles away from the Skull Staff
using the trail.

b
3
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Assuming that the PCs are following Mhair’s map and stay on
the trail from the Skull Staff, they have little chance of losing
their way as they travel to the Lost Refuge. If, for some reason,
the PCs are not following the map and not using the trail, the
group’s leader must succeed on a DC 15 Survival check each hour.
* Failure results in the PCs getting lost (DMG 86).

‘random encounters in the
vast swamp

If the PCs remain on the trails described in the adventure, it’s
prol:iably best not to use random encounters. Instead, save random
encounters for when the PCs deliberately strike out across the
trackless swamp.

If the PCs decide to head out into the swamp, there is a
3% chance after each hour of travel that they have a random
encounter,

VasT Swamp ENCOUNTER TaABLE '

d% Encounter Average EL
01-03 1 ten-headed hydra 9
04-06  1d3 water nagas 9
07-11 143 will-o>wisps 8
12-16  1d3 digesters 8
1723 1d3 mummies (bog mummies) 7
24-28 1 medusa 7
29-36  1d3 manticores 7/
37-44 1 eight-headed hydra 7!
-4  1d4+1 dirc boars 7
¥5-64 1 chuul 7
65-74 143 trolls 7
75-83  1d3 giant crocodiles 6
B84—88 1 tendriculos 6
89-93 1 shambling mound ‘6
94-98  1d4 assassin vines b
1 giant constrictor snake ¥

99-100

vast swamp Locations

The map for this area appears on page 37. Assume that the
ground in the encounter locations is clear and relatively free of
‘obstruction unless a tactical encounter indicates otherwise.

V1. THE SKULL StarF _
The copses of tangled trees yow've seen here and there seem to be
appearing more freguently, and their character changes from
graried oaks and stunted blucleaf trees to water birch and willow.
The ground gromws soft and Spongy, and it becomes apparent that
Joi're walking over a thick peat even as the trees gromw more copi-
ausly abont your path.

You round a waterlogged thicket and see a wall of cypress,
water ash, and willows streteh across your vision to the north and
South. The moss-stremwn trees bunker over stagnant, duckweed-cou-
ered watér for as far as you can see into the swamp.

Fust abead among some weeping willow trees, a huge broken
log juts from the marshy ground at a steep angle, rising to a height
of 30 feet. Skulls of various yypes crowd all about the base in a
beap, dnd more skulls decorate its sides with waodes stakes or iron

&
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spikes driven through to hold them aloft. A muddy path wends
aronund the ghoulish landmark and continues into the swanmp.

This is the so-called “Skull Staff” Orcs constructed it a hundred
years ago for use as a marker of their territory and to frighten
any who might think to enter it. They-placed the skulls of foes
about it, and ‘when they were chased from their lands, others
used it for the same purpose, placing skulls of orcs about the log.
The monument now bears the skulls of many creatures, includ-
ing orcs, goblins, hobgoblins, trolls, lizardfolk, ogres, crocodiles,
hydras, and.dire boars. -

The Skull Staff marks the beginning of the path to.the Lost
Refuge. The muddy path winds through the swamp, using felled
trees to bridge water. It stays clear of natural hazards, and other
creatures have learned to avoid it due to its persistent use by
Shadowscale lizardfolk.

The Sharptooth lizardfolk know this path to be used by Shad-
owscales and their human allies, and they’ve come to grasp that
innocent victims are being magically compelled to journey into
the arms of their foes. For this reason they’ve set up an ambush
at the Skull Staff, hoping to kill enemies or capture victims who
would be led to them.

The Sharptooth lizardfolk are lying in wait when the PCs
arrive. The lizardfolk and Blackscale lizardfolk hide underwater,
completely concealed. Théy hold their breaths for 5 minutes at
a time; waiting for the signal from the Poison Dusk lizardfolk
to emerge and attack. ] x >

Tactical Encounter: V1. Skull Staff on page 46.

Development: This encounter can go in many directions. The
PCs might parlay, they might be captured, or they might kill the
lizardfolk. Depending on how the PCs handle the encounter, the
next encounter will work differently.

If the PCs recognize that nonlethal tactics arc being used,
they might attempt to parlay with the lizardfolk, who speak only
Draconic. If the PCs can communicate with them and achieve
an indifferent attitude from the lizardfolk (Diplomacy DC 15),
or a friendly attitude (Diplomacy DC 25), they stop attacking
to hear the PCs out. Remember that a rushed Diplomacy check
can be made as a full-round action, but doing so imposes a —10
penalty. If the PCs can succeed in making the lizardfolk helpful,
they offer to lead the PCs back to their encampment to speak
with their chiefrain.

If the PCs are defeated and captured, the lizardfolk see to the
PCs’ wounds with Heal checks. Then they swiftly craft litters
to which they tightly lash the PCs, and drag the PCs to their
encampment.

If it looks like the PCs are going to kill all the lizardfolk, they
try to escape with one or more fallen PCs, leading the others toward
their encampment. If this proves impractical, the lizardfolk simply
fiee, hoping the PCs will follow their obvious trail (Survival DC 73
—1 for each three who cscap'ed -and 1 if a Blackscale lizardfolk is
among the escapees). If the PCs kill them all or opt, not to follow
their trail, Kessessek hails themn from the darkness one night when
they are camped and attempts peaceful negotiations.

V2. SHARPTOOTH ENCAMPMENT
The air grows humid and warm, and a sulfurous scent reaches yorer
nose. Ahead, a mist clings to the trees, cloaking the swamp in a haze.
A rumbling shakes the ground beneath your feet, and the lizardﬁlk



- '.\*.Ic-‘.’h L M - e T (e

—+—
IxNTO THE VAST SwaMmPp
——+—

#
quicken their pace, eagerly splashing forward through water that
grows warm as it swirls about your legs. Suddenly you bear an ex-

plosion, and thr ough the trees you glimpse a pillar of steaming water
shooting 100 feet into the air, clearly a geyser of some sort.

The lizardfolk lead the PCs through the trees and fog to a
wide clearing.

The marshy ground gives way to wet gravel, muddy ground, and
bare rock pierced by bubbling pools.of steaming water. Smrz[f buts
woven of reeds and branches dot thé clearing.

Kessessek, the Sharptooth chieftain, lead a war party into Shad-
owscale territory, and the group that ambushed the PCs at the
Skull Staff is part of that attack force. Kessessek is eager to mect
with the PCs, and he approaches them swiftly as soon as the war
party returns. He greets them in a hissing dialect of Common
and attempts to put their minds at ease.

The PCs can come to this arca in one of several ways, depend-
ing o how the encounter at the Skull Staff ended. How you run
this section of the adventure should depend heavily upon how
the PCs got here.

detect magic to stCl mine if any of the captive l’Cs are dominated.
If they are, he dispels the cffect by casting dispel magic. He then
tends to their wounds using a wand of cure light wounds while he
speaks to them, explaining his situation and the actions of his tribe.
Before freeing any PCs from their bonds, Kessessck tells the PCs
he 1s going to cast zone of #rurh and asks them to willingly submit
to the spell. If the PCs are paralyzed, he waits for the paralysis to

wear off before he proceeds. He then casts zone of truth and pro- »

ceeds to ask the PCs about themselves and their goals. Once he is

assured they do not work with the Shadowscale lizardfolk, he asks

the PCs if they will agree to a truce if they are released. Assuming

the PCs agree, he orders that the PCs be released.

The PCs parlayed with the Sharptooths at the Skull Staff: The
lizardfolk take the PCs before Kessessek, who greets them eagerly
but with some caution. He asks if the PC5 will allow themselves
to be subjected to a 2ioze of truth spell while they speak. If they
do, Kessessek converses with them while he heals any wounds
they might have suffered. If they do not, Kessessek orders them
to lcave the encampment and then begins making his plans to
move his war party. :

The PCs defeated the Sharptooths at the Skull Staff>If the PCs
chase or track the lizardfolk back to their éncampment_, they’ll
likely attack the camp. If so, Kessessek and the lizardfolk defend
themsclves, and Kessessek attempts to explain the actions of his
tribe and end the fighting by proposing a truce. If the PCs do
not accept the truce, the superior numbers of the lizardfolk at
their encampment should allow them to defeat and subdue the
PCs using tactics similar to those used at the Skull Staff.

Once Kessessek establishes a peaceable dialog with the PCs, he
offers them some of the snail-and-eel soup being cooked in the
hot spring near the geyser. In talking with the PCs, Kessessek
relates the following as part of normal conversation:
¢ “You are welcome among. us, hairy ones. We share a

common enemy.”

*  “T am Kessessek, Chieftain of the Sharptooth tribe. Those
here are but some of our number. T lead this war party
against the Shadowscale tribe.” 1

»  “Weattacked you to free you. We thought you were like the «
other dream walkers who go to the hairy-one keep”

*  “Yes, we have seen hairy ones like you. Some work with the
Shadowscales. Many more have walked the path to the keepas

The Skull Staff stands as a grisly landmark just outside the Past Swamp
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though dream-walking. We don’t know what they do with
them, but when they go in, they do not come out.”

*  “The keep lics deeper in the swamp. Hairy ones and Shadows-
cales live there. Many of them come and go—more than we
can hope to fight, especially when they command the keep.”

*  “Ornce we called the Shadowscale tribe the Dragonslayers,
but now a dragon rules them, and they have fallen into dark-
ness. Their chieftain is Ketsarra Shadowscale. The blood of
the dragon runs strong in her veins, and so does its evil”

*  “Ketsarra’s scales are black and she has horns that point
forward, just like her father, Despayr”

*  “Long haye the black dragons flown over our swamp. The
Dragonslayer tribe has claimed to kill several in decades
past, the most recent of whom was Tyra. Then Despayr
came, and the slayers became his slaves. We do not know
where he lairs”

*  “Something has happened to them. When their raiders
came to our lands this year, they were changed. Their eyes
glowed like fire, and shadows wrapped their sealcs to protect
them. They were dead, their spirits departed and replaced
by darkness. Now they attack us to kill or capture. Those
who are captured face a fate worse than death. They become
Shadowscales and return to fight their nestmates.”

*  “We could not stand against their raiders. Many Sharp-
tooths died. More were taken prisoner and carried back to
the hairy ones’ keep. Other tribes.were also attacked. The
Sharptooth tribe survives only because it has joined with
the Blackscales and Poison Dusks.” ;

*  “We see that you are no friend of the Shadowscales and
those in the hairy ones’ keep, and we ask you to help us. I
believe that some of our people are held in the dark tower.
They captured the old chieftain and my mate, Ashala, in
a recent raid, and we have not seen them among the dead.
Will you free them?”

*  “If you help us, we will help you. We have little, and we own
no golden or silver circles, but I will give you all I own. If
you free those in the keep, T wilt give you all my magic”

*  “We cannot give you our poison. It is sacred to Semanyua

After the discussion covers the highlights, trigger the encounter
described on page 48. The area is filled with thin fog due to the
steam from the hot springs, and the Shadowscales use that to their

‘advantage. They have the grell fly high over then encampment

and hide in the fog as it descends to attack. When it identifies
Kessessk, it attacks. Once he is paralyzed, the grell shricks, sig-
naling the Shadowscales to attack. Allow the PCs a Spot check
to sce the grell before it charges down upon Kessessek (opposed
by its Hide check and modified by 40 feet of distance). PCs who
see the grell can act during the surprise round.

Kessessck, Chieftain of the Sharptooth Tribe: A cleric of a
nearly forgotten god, Essylliss, Kessessek held a low rank among
the lizardfolk until recently. Kessessek gained rulership of the
Sharptooth tribe after the death of the previous chieftain at the
‘hands of the Shadowscales. After he proved himself capable of
turning some of the shadowslain, the other lizardfolk collectively
declared him chicftain instead of allowing the strongest among

new role, and his inexperience shows in his choice of an aggressive
strategy against the superior forces of the Shadowscale tribe.

g
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Kessessek wanted to capture the PCs because he knows the
Shadowslain are somehow using people like them as resources.
Once Kessessek understands the PCs’ intentions, he sees them as
a viable tool to fight his foes without spending the lives of his
people—and perhaps the unforeseen wild card that could turn
the tide against the evil of the Shadowscales.

Tactical Encounter: V2. Sharptooth Encampment on
page 48.

Development: Although unlikely, it’spossible that the PCs
attack and defeat the Sharptooths or avoid this encounter by not
following the lizardfolk to their encampment. If this occurs, run
an encounter with the creatures from tactical encounter V2 on
the PCs’ trail toward the Lost Refuge.

After- defeating the grell and the shadowslain lizardfolk,
the PCs.should progress to the Lost Refuge. The Sharptooths
are grateful, and Kessessck gives the PCs his wand of cure light
wounds as a reward. Kessessek will lead them to the start of the
trail that leads to the keep, but his tribe will not participatc in
the hattle because they fear that huge numbers of Shadowscales
reside within. ‘

chapter 2 conclusion: onward
to cormyr’s LOST Befuge

At this point in the adventure, the PCs should know that more
is going on than simply a corrupt temple of Mystra—the cam-
paign against the lizardfolk and mention of a dragon and hordes
of undead show that larger forces arc at work. The shadowslain
lizardfolk’s strange power to steal spells should have the PCs wor-
ried, as should the idea that many such foes might reside in the
Lost Refuge. Of course, when the PCs reach the Lost Refuge,
there are no signs of a huge host of enemies.

If the PCs decide to bypass the Lost Refuge and continue on
to a different location marked on Mhair’s map, the lizardfolk tell
them that there’s no trail or open water pathway from the Lost
Refuge to that location. The swamp holds many ruins, but they
are all farther off. If the PCs insist that they will avoid the Tost
Refuge and continue beyond it, the lizardfolk will not aid them.
Feel free to allow the PCs to wander the swamp and have random
encounters, but they should eventually return to investigate the
Lost Refuge if they want to get to the bottom of the mystery.

chaptrer 2 story awards

The PCs can earn extra experience for completing certain tasks

in the adventure.

*  If the PCs discovered that Norry and Coobert are smug-
glers and turned them into the authorities, award the party
200 XP.

*  If the PCs discovered that Norry and Coobert’s goods were
stolen‘and gave them np to the authorities to be returned,
award the party 500 XP.

*  If the PCs defeated the dark ones in the Tomb of Chonis
(not on the road), award the party 200 XP.

¢ If the PCs successfully and nonviolently negotiated with the
Sharptooths at the Skull Staff, award the party 400 XP.

« If the PCs defeated the lizardfolk at the Skull Staff and
followed them to their camp, award the party an extra
200 XP. )
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Yrnknewn Srine

‘Encounter Level 7

SETUD P
Norry (N) and Coobert(C) aren’t expecting an attack, but
should it come, they react with impressive coordination.

Horse and pon
Notry and Coobert’s mounis stand in the places marked
when combat begins. Not trained for bartle, the light horse

(H) and pony (P) struggle against their tethers, If either -

succeeds on a DG 20 Strength check (the light horse has
a modifier of +3; the pony has +1), they break the slender
column they're tied'to, causing it to fall toward the center
of the shrine. This catises the column to strike one on the
dais and make that column collapse toward the southwest
exit of the shrine. Both columns are 20 feet rall.

After breaking the pillar, the panicked mounts move
toward the nearest person, hoping to be comforted. If that
person makes an effort to appear calm, the mounts stand
and shudder, pawing the ground. If that person engages in
combat orotherwise seems threatening, the mownts attack
that person for 2 rounds and then flee, runpingabout 200
yards away from the shrine. ;

CoOBERT DRAFTWORTH CR5
hp 30 (5 HD)

Male human rogue 5

N Medium humanoid

Init +3; Senses Listen +2, Spot +2

Languages Chondathan, Common, Gnome

AC 18, touch 13, flat-footed 15; Dodge
Fort +4, Ref +8, Will +2

Speed 30 fi. (6 squares)

Melee mwlk short sword +8 (1d6+1)

Ranged dagger +6 (1d4+1)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Atk Options sneak attack +3d6

Combat Gear potion of cat’s grace, wand of cure light wounds
(48 charges)

Abilities Str 12, Dex 16, Con 14, Int 12, Wis 11, Cha 13

Feats Dodge, Weapon Focus (short sword), Weapon
Finesse

Skills Appraise +9, Balance +4, Bluff 49, Diplomacy +11,
Disable Device +9, Disguise +1 (+3 acting), Forgery +9,
Hide +8, Intimidate +3, Jump +7, Listen +2, Move
Silently +8, Open Lock +10, Spot +2, Tumble +12, Use
Magic Device +9

Possessions combat gear, +1 chain shirt, masterwork short
sword, 2 daggers, cloak of resistance +1, masterwork
thieves' tools, pearl earrings (50 gp), ruby necklace
(350 gp), diamond ring (250 gp), 40 gp

Hook Shares speech with Norry Waywocket.

42

TACTICS

NoORRY WAYWOCKET

When combat begins, Norry casts invisibility ipon himself
and then upon Coobert, while Coobert adopts'a defensive.
posture and claims the two just want to leave. Coobert then
takes Norry’s wand of shield and attempts to use it while
Norry uses his wand of mage armoy. Coobert then gives:
the wand back to Norry, retrieving Norry's potion of blur to
drink if he failed to use the wand. Norry and Coobert then
take a round to drink potions before attacking with spell
and sword. When invisible and adjacent to one another,
Norry an Coobert can flawlessly find one another’s items
and pass things back and forth due to long practice. .
Once the combat has played out, refer back to page 38
to continue the adventure,

CR6
hp 28 (6 HD)

Male gnome sorcerer 6

N Small humanoid

Init +2; Senses low-light vision; Listen +2, Spot +1
Languages Chondathan, Common, Gnome

AC 14, touch 14, flat-footed 12; +4 against giants; Dodge
Fort +5, Ref +7, Will +6; +2 against illusions

Speed 20 ft. (4 squares)
Melee dagger +2 (1d3-2)
Ranged dagger +5 (1d3-2)
Space 5 ft.; Reach 5 ft,
Base Atk +3; Grp -3; +1 against kobolds and goblinoids
Combat Gear potion of barkskin +2, potion of blur, wand of
mage armor, wand of shield :
Sorcerer Spells Known (CL 6th):
3rd (4/day)—lightning bolt (DC 17)
2nd (6/day)—invisibility, scorching ray (+6 ranged touch)
Tst (7/day)—burning hands (DC 15), charm person
(DC 15), grease, magic missile
0 (6/day)—acid splash (+6 ranged touch), detect magic,
disrupt undead (+6 ranged touch), mage hand,
mending, ray of frost (+6 ranged touch), read magic
Spell-Like Abilities (CL 1st):
1/day—dancing lights, ghost sound (DC 14),
prestidigitation, speak with animals (burrowing
mammals only, duration 1 minute).

Abilities Str 7, Dex 14, Con 15, Int 12, Wis 11, Cha 18

SQ gnome traits

Feats Dodge, Combat Casting, Lightning Reflexes

Skills Bluff +9, Concentration +8, Craft (alchemy) +3,
Diplomacy +6, Disguise +4(+6 acting), Intimidate +6,
Knowledge (arcana) +6, Listen +2, Profession +3,
Spellcraft +9, Spot +1

Possessions combat gear plus 2 daggers, ring of
protection +1, cloak of resistance +1, silver torc (20 ep),
ruby earrings (80 gp), emerald ring (70 gp), Wyvernspur
family signet ring (300 gp), 30 gp

Hook Shares speech with Coobert Draftworth.
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\liGHT HORSE CR1 Pony CR1/4
hp19 (3 HD) hp 11 (2 HD)

N Large animal N Medium animal

Init +1; Senses Listen +4, Spot +4 Init +1; Senses Listen +5, Spot +5

AC 13, touch 10, flat-footed 12 AC 13, touch 11, flat-footed 12

Fort +5, Ref +4, Will +2 Fort +4, Ref +4, Will +0

Speed 60 ft. (12 squares) Speed 40 ft. (8 squares)

Melee 2 hooves each -2 (1d4+1) Melee 2 hooves each -3 (1d3)

Space 10 ft.; Reach 5 ft. Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +8 Base Atk +1; Grp +2

Abilities Str 14, Dex 13, Con 15, Int 2, Wis 12, Cha 6 Abilities Str 13, Dex 13, Con 12, Int 2, Wis 11, Cha 4
Feats Endurance, Run Feats Endurance

Skills Listen +4, Spot +4 Skills Listen +5, Spot +5

IMIALNNOONT

FEATURES OF THE ARIA
Masonry Walls: 5 ft. thick; hardness 8; 111) 4")() break
DC 50,C1|m[1 BDE15;
Heavy Debris: It costs 2 squares u[ movement to enter a
Sijare containing l]ca\'v &LL]’]: Hea avy debris adds 5 to the
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"Encounter Level 7

SETUR

This ancient tomb has been the lair of scores of creatures
in the centuries since it was built. Constructed of huge
slabs of stone with the dirt of the hill built up around it,
the chambers and halls have an oppressive feeling despite
having ceilings that are 10 feet high. e

The dark creepers (C) remain behind the wall to fire
at the PCs through the arrow slits. The dark stalker (S)
remains at the back of the tomb to attack PCs when they
reach thar section.

When the PCs first encounter the dark creeper at the
barrow enrrance, read:

A gnome-sized humanoid swathed in black cloth
confronts you, a feral gleam in its beady eyes.
When the PCs enter the bridge chamber, read:

The walls, floors, and ceiling of this voom ave made
of huge slabs of stone, between which you can see ¥
the dirt of the surrounding hill. Before you lies a
“wide pil; it is crossed by @ rope bridge with wooden
planks. On.the far side is a wall with a huge and
frowning horned face cut roughly into its su rface.
The carving seems crude.and of an ancient style.
Its mouth-is a deep black crevice. Two doorways
gape to the right and left on either side of the
carved face. :

When the'PCs first encounter the dark stalker in the back
chamber, read:

A tall figuve glaves at you, its face hidden but forits
pallid white eyes. _

TACTECS ;
The dark creepers behind the hidden acrow slits wait for
a PC to get to the center of the bridge and then attempt
to shoot one of the ropes holding the bridge up. They
don't shoot the other rope, preferring to pepper climbing
PCs with sneak artack shots from their longbows. They
then proceed to shoot through the arrow slits, hide while
moving, and pop up from behind another artow slit to
shoot the PCs again, gaining sneak attack with each attack.
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4 DARK CREEPERS CR2

hp 5 each (1 HD)

CN Small humanoid

Init +3; Senses blindsight 60 ft.; Listen +3, Spot +3
Languages Common, Dark One, Undercommon

AC 17, touch 14, flat-footed 14

Miss Chance 50% (20% in bright light)
Fort +1, Ref +7, Will +2; evasion
Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee short sword +2 (1d4+1/19-20)
Ranged mwk longbow +5 (1d6/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp -3

Atk Options sneak attack +2d6

Abilities Str 12, Dex 17, Con 13, Int 10, Wis 15, Cha 10

SQ shadow cloak _

Feats Lightning Reflexes

Skills Hide +8 (+16 in shadows), Listen +3, Move
Silently +4 (+8 in shadows), Sleight of Hand +4,
Spot +5, Tumble +4

Possessions short sword, masterwork longbow with 20
arrows, dagger, leather armor

Hook Fights silently except for dying gasps.

Light Sensitivity (Ex) A dark creeper is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadow Cloak (Su) Due to a shroud of supernatural
darkness, a dark creeper has total concealment (50%
miss chance) in shadowy illumination and concealment
(209 miss chance) in bright light. Darkvision does not
reduce the amount of concealment, but creatures that
can see in magical darkness suffer no miss chance.
Dark creepers cannot use this concealment to hide; it
merely provides a miss chance.

Note Dark creepers are stunted humanoids with pallid
skin, large noses, and small black hooves. They despise
light and those who bring light into their realms.

' 4

Note that the small arca behind the arrow slitsmeans thata:
spread orburstspell cast through them likely washes back
through the arrow slits. a—— :

The dark stalker casts fog doud in the back chamber a8
soon as the fighting starts, He waits there for the PCs to
arrive. Using the fog to hide his movement, the dark stalker
moves silently through the fog and sneak attacks foes with
his longbow and poisoned arrows, moving after each shot
to prevent the PCs from finding him. i

Once the combar is resolved, refer back to page 38 to
continue the adventure.



{DARK STALKER
hp16 (3 HD)
€N Medium humanoid
Init +3; Senses blindsight 60 ft.; Listen +5, Spot +5
Languages Common, Dark One, Undercommon

AC 17, touch 13, flat-footed 14; evasion
Miss Chance 50% (20% in bright light)
Fort +2, Ref +8, Will +3
Weakness light sensitivity
Speed 30 ft. (6 squares)
Melee mwk rapier +6 (1d6+2/18-20)
Ranged mwk composite longbow +6 (1d8+2/x3 plus poison)
Space 5 ft.; Reach 5 ft.
Base Atk +2; Grp +4
Atk Options poison (Fort DC 14; 1d4 Str/1d4 Str), sneak
attack +3d6
Spell-Like Abilities (CL Sth):
2[{day—fog cloud
Abilities Str 14, Dex 17, Con 13, Int 13, Wis 14, Cha 16
5Q shadow cloak

FEATURES OF THE AREA

ecre Stoné Door: 4 in. thick; AC 4; hardness 8; hp 60;

tarch DC 20. :
n Stone Walls: 3 ft. thick; hardness 8; hp 640; break
- Climh DC 20,
lewn stone walls increase the DC of Listen checks to hiear
fhionsh them by 20. The hit points and break DC shown are for
'10'-[00{' gection, If a hewn stone wall i« [_mem:]‘u;‘d, the squares
ched and all ddj:‘lcent nonwaJI s(uares become Iwavy debris.
it: This wide pit is 20 feet deep. Characters who fall from
E rlg;: \_;1' _t]'le floor ahove take 2:}() painls ol Llelmaga The
pitcan be climbed with a successful
mb check. The bottom of
it is ﬁHed with heavy debris.
e%w-)-.-pe]:lxis: lbcosts 2 squares
F o ovement to enler a squate
aining heavy. ;lel_:ris. Heavy
Tradids 5 to the DC of Balance
echecks, ang i L__:i_mﬁéscs
i -5 penalty on Move Silagtiy
'=J.'| Running or cizaggﬂﬁg
. ll-qh ]wavy debris is
Je. “a—
lorpse Niches: At the places
tked on the map, 2—[(iu1.-gh=_£,sp .
a:‘."izl'c'_ajr-_\'éc{_into' the walls  fg
chamber. Themiches are
‘uurjaigh in €a511 Sqi.!.'i re k-.‘ ;
'I‘Iuﬂii}g the Climh D of I
all £ 10, ey
e Bﬁi&.g’e: Constructed b’
BB ool Jall
opes, this rope bridgeis
ide, A character running
ing across the rope
ust succeed ona DC | 0.
check, Fa_iIure ]:)' less
beaﬁé‘- the charactex i
‘act, but cart run I];x
that round. A failure

wrmore meansthe char- ¢

Feats Lightning Reflexes, Weapon Finesse

Skills Hide +8 (+16 in shadows), Listen +4, Move Silently +6
(+10 in shadows), Sleight of Hand +5, Spot +5, Tumble +6

Possessions masterwork rapier, masterwork composite
longbow (+2 Str bonus) with 20 poisoned arrows, dagger,
leather armor, 10 doses of medium spider venom

Hook Never speaks or reveals his face.

Light Sensitivity (Ex) A dark stalker is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadow Cloak (Su) Due to a shroud of supernatural darkness,
a dark creeper has total concealment (50% miss chance)
in shadowy illumination and concealment (209% miss
chance) in bright light. Darkvision does not reduce the
amount of concealment, but creatures that can see in
magical darkness suffer no miss chance. Dark creepers
cannot use this concealment to hide; it merely provides a
miss chance.

Note Dark stalkers act as leaders of the dark creepers. Unlike
their smaller brethren, they have normal feet.

aclet can't move in that round and must succeed apa DC 15
Reflex save or |st]] [r(lm_‘ t-hc bridgc,_
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Lrifl?,‘e: hut a suceessiul DC 15 Lise Rope cheek reduces the time
to a move action. The two thick ropes Lhal support the lariclge
have AC 17, 8 hit points cach, and a break DC of 24,
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ﬁillllﬂcllllning. .
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‘Encotunter Level 8

SETUP Y :
The Poison Dusk lizardfolk hide behind the weeping
willow branches (Hide +10;~1 to opposing Spot checks for

every 10 feet of distance) and signal the attack with high-

pitched whistles before firing on the PCs, likely during
a surprise round. The lizardfolk attack to capture, using
nets, debilitating poison, and striking to subdue. Although

the lizardfolk take hostile actions, they have anattitude of

unfriendly, and this doesn't change to hostile unless the
PCs exhibit obviously shadow related abilities,

When the PCs pass the Skull Staff, read:

Shrill whistles pierce the air all avound you, and
suddenly the staghant swamp water surges
upward as reptilian forms emerge with a
thunderous collective roar.

When the Poison Dusk lizardfolk are spotted, read:

A small, lizardlike humanoid bobs its scaled head
i a furtive manner as it regards you. :

When the PCs first see one of the lizard(olk, read:

This scaly hitmanoid Hisses al you and raises a club
studded with sharp stones.

When the Blackscale lizardfolk join the fray, read:

A humanoid lizard the size of an ogre and covered
in black scales roars a challenge at you.

- TACTICS )
Due to how well they are concealed in their prepared
ambush, the Sharptooth lizardfolk should get a surprise
round toact before the PCs. In any event, the Poison Dusk
lizardfolk (P) whistle theit alert in the first round and fire
their arrows. At the whistle, the lizardfolk (L) and Blaclk-
scale lizardfolk (B) emerge and approach the PCs.

_ Alter hurling their nets, the Sharproorh lizardfolk and
Blackscale lizardfolk wade into melee to atrack for nonle-
thal damage (taking the usual —4 penalty on attack rolls
for doing so). The Poison Dusk lizardfolk stay out of melee
and try to paralyze PCs with their poison arrows.

Once the tactical encounter is completed, refer back to
‘page 39 to continue the adventure.
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6 SHARPTOOTH LIZARDFOLK CR1
hp 11 each (2 HD)

N Medium humanoid (reptilian)

Init +0; Senses Listen +0, Spot +0

Languages Draconic

AC 17, touch 10, flat-footed 17
Fort +1, Ref +3, Will +0

Speed 30 ft. (6 squares)
Melee club +2 (1d6+1) and
bite +0 (1d4) or
Melee 2 claws each +2 (1d4+1) and
bite +0 (1d4)
Ranged net -3 ranged touch (entangled; see PH 119) or
Ranged javelin +1 (1d6+1) :
Base Atk +1; Grp +2
Abilities Str 13, Dex 10, Con 13, Int 9, Wis 10, Cha 10
SQ hold breath
Feats Multiattack
Skills Balance +4, Jump +5, Swim +2
Possessions club, net, heavy wooden shield, 5 javelins
Hook Hisses at foes.

Hold Breath (Ex) A lizardfolk can hold its breath for 52
rounds before it risks drowning.
3 BLACKSCALE LizARDFOLK CR3
hp 26 each (4 HD) :
N Large monstrous humanoid (reptilian)
Init +0; Senses darkvision 60 ft.: Listen +0 Spot +4
Languages Draconic

AC 16, touch 9, flat-footed 16
Resist acid 5
Fort +3, Ref +4, Will +4
Speed 40 ft. (8 squares)
Melee greatclub +6 (2d8+8) and
bite +4 (1d6+3) or
Melee 2,claws each +6 (1d6+5) and
bite +4 (1d6+3)
Ranged net -1 ranged touch (entangled; see PH 119) or
Ranged javelin +3 (1d8+6)
Space 10 ft.; Reach 10 ft.
Base Atk +4; Grp +12
Atk Options Multiattack, Power Attack (-1 attack, +1
damage)
Abilities Str 19, Dex 10, Con 14, Int 8, Wis 11, Cha 7
SQ hold breath
Feats Multiattack, Power Attack
Skills Balance +4, Jump +12, Spot +4, Swim +10
Possessions greatclub, net, 5 javelins
Hook Roars a challenge when it draws its weapon.

Hold Breath (Ex) A Blackscale lizardfolk can hold its breath
for 56 rounds before it risks drowning.

A




4PoisoN Dusk LizARDFOLK CR1
hp 5 each (1 HD)
N Small humanoid (reptilian)

\ Init +2; Senses low-light vision; Listen -0, Spot +4

Llanguages Draconic

AC 17, touch 13, flat-footed 15
Fort +3, Ref +2, Will +0

W Speed 30 ft. (6 squares)

Melee 2 claws each +2 (1d3+1) and
bite +0 (1d3)

Ranged shortbow +3 (1d4 plus poison)

Space 5 f1.; Reach 5 ft.

Base Atk +0; Grp -3

Atk Options favored enemy humans +2, poison (Fort DC 13,
paralysis for 2d6 minutes/no secondary)

FEATURES OF THE AREA ,

" Trees: Two types of trees are present in the encounter area,

Small Tmc: 1 fe. thick; AC 4:; hardness 5; Im 150; break

DC 25; Climb DC 15.

M areature 5!..-mcling in the same square as a small bree gains
2 bonts to Avmor Class and a +1 bontiz on Reflex saves
ﬂ_l_esw bonuses don't stack with bonuses for cover that derive
from other sources), The preésence of a tree rI[!e:m'I' otherwise
ffect a creature's space, because it'sassumed that the creature
s using the tree to its azlvantage when il can,

Large Tree: & [t thick; AC 3. ]1:11'(].11&5_;; 5; ltp (‘l[][); hreak
D0 35; Climb DC 15. _

I This tree takes up an entire square and pravides cover Lo

an oneé behind it. 3

i T]h-r-wcu._;pi_ng w,i__“ow trees on the map also provicle conceal-
ment to anyone behind the sereening branches Lhat fmqg to the
ground, (indicated by the outline with the trunk at the

enter). i : . ;
Skull Staff: 15 f1. thick; AC 1; hardness 5 hpd8800; bireale
DC45; ClimbDC 15, © : ;

_ Thebase of the Skull Staffis surrounded by ]ﬁ-\aps\o{ skulls
that constitute heavy debris o L

k. l:leavy Debsie: It costs 2 stuares mf'nmvement ko enter a
‘;ma uuntaini1_1§ }w‘e_n'v}r debris. Heavy debsis adds 5 to the
_3 OIEB‘.EIiallGE}dII;[I rlr'r_1_1r1'];vlu ch_ec]-es, and it imposesa — o punq]ty
o Move Silently chedks. Running or charging tlu:qug]u heavy
?th‘is is ?mpassihle.

Log: 3 ft. thick: hurdness 5; I‘J.p 360; break DC 35.

A !og pl‘(}yidcs C(‘ﬂ._'_t;i:; The Lit points and Lrenlz\tt’c shown
fora'l 0—}—&01 section. Ifa Iog is broken, the squares broken
ind gll aclja.cign.t mmlng‘ .~'qua’t:g.§'};ecome 1ig‘nt debrie. Qreatures
hind a 1@,3 benefit from cover.

;Bngai: T!w mu_rky water of:._tlie swamp 15 nearl'{.\i’;i m[lcuutrnlmle
en without its coating af bright green duckweed. For addi-
rules about movenent and combat in waler, sce

8" .

vement to mave inte

Lre: ‘ T :
’ Sh :’fa_m Bog: It costs 2 si:]'Ll'a_ri:’:'ﬁ.t_‘:r mo
1 owe hog square; and the DC of Tumible checks in such |

oreases by 2. Shallaw bog squares are roughly 1
» i

-

Abilities Str 12, Dex 15, Con 12, Int 8, Wis 11, Cha 7

SQ hold breath

Feats Multiattack, Precise Shot

Skills Balance +5, Hide +10 (+5 when wearing armor or
covering clothing), Jump +4, Spot +4, Swim +3

Possessions shortbow with 20 poisoned arrows

Hook Laughs when a foe is paralyzed.

Favored Enemy (Ex) A Poison Dusk lizardfolk gains a +2
bonus on its Bluff, Listen, Sense Motive, Spot, and
Survival checks when using these skills against humans. It
gains the same bonus on weapon damage rolls.

Hold Breath (Ex) A Poison Dusk lizardfolk can hold its breath
for 52 rounds before it risks drowning.

Deep Bog: Tt costs Med ium or larger ereatures 4 squares of
mavement to move into a deep E_mg suAre, or characters can
swim if they want. Small ox smaller creatures must swim' to
wove through a square containing a deep bogi All Move Silently
checks take a ~2 penalty in a deep hog. Creatures without a
swim speed or freedom of movement cannot use the Tumble skill
in a clcep l)eg. Dcep lmg sgquares arc rougl_lly 4 )(_eet c{eep.
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"Encounter Level 7

As the PCs are talking with Kessessek (K), a grell (not
shown) in league with the Shadowscale tribe floats down
through the fog above the encampment, and seven shad-
owslain lizardfolk (S) stalk forward through the mists.

When the grell arracks, read:

A shriek like that of a hawk comes from above, and -

you look up to see gray tentacles descending rapidly
from the fog above you to lash out at Kessessek.
Suddenly hollow-roars ring out.

KESSESSEK CRS5
hp 42 (7 HD)
Male lizardfelk cleric 5
N Medium humanoid (reptilian)
Init +0; Senses Listen +1, Spot +1
Languages Commaon, Draconic

AC 19, touch 11, flat-footed 19
Fort +5, Ref +4, Will +5

Speed 30 ft. (6 squares)
Melee club +3 (1d6-1) and
bite +1 (1d4~1) or
Melee 2 claws each +3 (1d4-1) and ,
bite +1 (1d4-1)
Space 5 ft.; Reach 5 ft.
Base Atk +4; Grp +3
Combat Gear potion of barkskin +3, potion of hide from
undead, wand of cure light wounds (37 charges)
Cleric Spells Prepared (CL 5th):
3rd—dispel magic, dominate animal®
2nd—hold animal®, remove paralysis, zone of truth
Ist—bless, detect undead, divine favor, magic fang®,
protection from evil
0—detect magic, detect poison, light, purify food and
drink, resistance
D: Domain spell. Deity: Essylliss. Domains: Animal,
Scalykind
Spell-Like Abilities
1/day—speak with animals
Abilities Str 9, Dex 10, Con 13, Int 12, Wis 13, Cha 16
SQ hold breath, spontaneous casting (cure spells)
Feats Improved Turning, Multiattack, Self-Sufficient
Skills Balance +4, Concentration +3, Heal +4, Jump +3,
Knowledge (nature) +6, Knowledge (religion) +6,
Survival +4 (6 in aboveground natural environments),
Swim +0
Possessions combat gear plus ring of protection +1, bracers
of armor +1
Hook Constantly ducks his head when speaking Common,
as though he must do so to form the words.
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When the shadowslain lizardfolk emerge from the fog
read: -

A lizardfolk swathed in rippling shadow vegards
you with eyes that flicker with an unholy light.

7 SHADOWSLAIN LIZARDFOLK CR2

hp 13 each (2 HD)

NE Medium undead (augmented humanoid, reptilian)

Init +0; Senses darkvision 60 ft., low:light vision: Listen +0,
Spot +0

Aura Weave drain (10 feet)

Languages Draconic

AC 17, touch 12, flat-footed 17

Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Resist turn resistance +4

Fort +0, Ref +3, Will +0

Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee 2 claws each +4 (1d4+3) and
bite +2 (1d4+1)

Ranged javelin +1 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Abilities Str 17, Dex 10, Con —, Int 9, Wis 10, Cha 10
SQ shadowstuff armor '

Feats Multiattack

Skills Balance +6, Hide +10, Jump +9, Swim +8
Possessions 5 javelins

Hook Hisses at foes

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks. _

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster
is within 10 feet of a shadowslain, she loses access to
one spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining
spell at her lowest level, she chooses which she loses))
When she next prepares spells or regains spell slots,
she regains her full normal complement of spells.

If the subject loses a spell of at least st level, the
shadowslain heals a number of points of damage equal
to 5 X the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or
creatures that do not cast spells.




TACTICS °
: The grell starts the combat by charging down to strike and
S paralyze Kessessek. Ifit fails on the fitst round, it uses all of
itsattacks to guarantee success on the second round. After-
ward, it focuses arracks on the PCs.

When the grell shrieks as it attacks, the shadowslain liz-
ardfolk charge out of the fog to attack. When possible, they
bull rush PCs into the hot springs. They came to fight the

J lizardfolk, but they attack the PCs.
Upon seeing their leader disabled and not knowing how
many Shadowscales are part of the attack, the Sharprooths
\ flee. If the PCs are having a tough time with the encounter,
have some Sharptooth lizardfolk regain their courage and
return to the fight.
Once the combat has been resolved, refer back to page 41
to continue the adventure,

GRELL
hp 32 (5 HD)
0, NE Medium aberration
it +2; Senses blind, blindsight 60 ft.; Listen +6, Spot +6
Languages Draconic, Grell

| AC16, touch 12, flat-footed 14

Immune electricity, paralysis, gaze attacks, visual illusions
g Fort +3, Ref +3, Will +4

Speed 5 ft. (1 squares); fly 30 ft. (perfect)

Melee 10 tentacles +5 each (1d4+1 plus paralysis)

Ranged lightning lance +5 touch (3d6 plus electricity)

Space 5 ft.; Reach 10 ft.

Base Atk +3; Grp +14

Atk Options expert grappler, improved grab

Special Actions constrict 1d6+1

Abilities Str 12, Dex 15, Con 14, Int 12, Wis 11, Cha 9
Feats Flyby Attack, Weapon Finesse

Skills Hide +10, Listen +6, Move Silently +10, Spot +6, -
Hook Screeches as it flies and attacks.

Expert Grappler (Ex) A grell that chooses to grapple with one
tentacle and remain ungrappled itself takes a—10 penalty
on its grapple checks instead of the normal —20 penalty
(see Improved Grab, MM 310, for details). A grell has
a +10 racial bonus on grapple checks: paralyzed foes
automatically lose grapple checks.

Improved Grab (Ex) To use this ability, a grell must hit an
opponent of its size or smaller with a tentacle attack. It
can then attempt to start a grapple as a free action
without provoking attacks of opportunity. If it wins the
grapple check, it establishes a hold and can constrict.

Constrict (Ex) A grell deals 1d6+1 points of damage on a
successful grapple check.

'CR 3

€ Paralysis (Ex) Any creature hit by a grell's tentacle must
er succeed on a DC 10 Fortitude save or be paralyzed for
: 2d4 rounds. The save DC is Constitution-based and

includes a ~4 racial penalty. Creatures struck by multiple
tentacle attacks in the same round do not make multiple

5.); ‘saving throws; instead, they make a single saving throw,
but the DC increases by 1 for every additional tentacle
that hit in the same round.

ual ' .
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FEATURES OF TH1 AREA .
Thin Fog: Thin fog obsaures all sight bevond 60 feet; in-
cluding darkvision. Creatures separated by more than 30 feet
of thin Fog have concealment with respect to one another.
Creatures a-'e.pnratecl l)y 60 feet of thin [ug have total conceal-
ment with respect'to ane another, :
FHot Springs: A creature in a square of a hot spring Llakes
1d6 points of damage each round it remains in the Epring.
This counte as [ire t}amagu to ereatures immune or resistant
to fire (but not for those wha are \'u.Incrgll)ic to fire). A splash

from the springs deals 1d4 points of (J.amagc to a creature

outside the springs (Rellex DC 15 half). g

Geyser: The geyser erupte once every 2d4 rounds and shoots
up to-a height of 100 feet, A creature within 10 feet of the
erupting deyser must make a suceeseful DC 15 Reflex cave or
take 1d6 points of fire damage [rom the expelled steam. A
ereature in Lhe deyser’s space when it erupls takes 2,d6 points
of fire tlnmage, with o saving throw. =

One square — 5 feet

ZA VA UNNOONT



he map found in the temple in Wheloon shows the
location of an old Cormyrean keep. Nearly 100

years ago, after years of the Vast Swamp gradually
encroaching upon the keep, an orc attack finally sealed its fate. Since
then, control of the keep has passéd through many hands, and now

followers of Shar claim it. The Lost Refuge is part of the swamp

now, as well as a significant part of Shar’s plans in the region.
- In the heart of the Lost Refuge is a tear in the fabric of the
planes—a rift of shadow that draws matter from the Plane of Shadow
into the Material Plane. Once used by the Dusk Lord (see below),
the passage was closed over a century ago only to be reopened by
Despayr and Thicraven, a shadar-kai sent by Eévele Graycastle.
The Lost Refuge is a convenient way station between the Plane
of Shadew and the church’s operations in Wheloon and elsewhere
in Cormyr. Clerics carry instructions and information sporadically
from the Black Rift to Wheloon and back, by way of the Lost
Refuge. With the temple in Wheloon producing new fodder for
Shar’s clergy, the priests there send the petitioners by the same
route. Three such petitioners are in the Lost Refuge when the
PCs arrive—potential allies not entirely beyond redemption.
The Lost Refuge offers the PCs the possibility of a stealthy
infiltration—but a frontal assault is equally possible. In the
course of this attack on the keep, they find clues that point them
through the Dusk Lord’s Passage and on to another plane—and,
ultimately, to the Black Rift to face Despayr.

features of the
Lost Refuge

The following general properties apply to the rooms within the

Lost Refuge unless otherwise noted in a room or encounter .

deseription.

Ccﬂrngs
\Ceilings are of uniform height.
Ceilings: Indoor ceilings are 15 feet high.

walls <

Most walls in the Lost Refuge are made of 1-foot-thick mortared
stone, but some interior walls are ¥ feet thick.

Masonry Walls (Thick): 5 ft. thick; hardness 8; hp 450; break
DC 55; Climb DC 20.

Masonry Walls (Thin): 1 ft. thick; hardness 8; hp 90; break
DC 35 Climb DC 20.

Masonry walls increase the DC of Listen checks by 15. The,
hit points and break DC shown are for a 10-foot section. If a
masonry wall is breached, the squares breached and all adjacent
nonwall squares become heavy debris.

The thin walls that surround the keep are 15 feet tall.

DOOrs

Doors in the Lost Refuge consist mainly of good wooden doors:
Most get stuck when closed and thus must be forced open with
a Strength check against the door’s break DC. This does nof
actually shatter the door, although that can be the result of a
successful check if a player desives.

Good Wooden Door: 1-1/2 in. thick; AC 3; hardness 5; hp 15;
break DC 16 if stuck, DC 18 if locked.

illumination

Hanging lanterns illuminate most of the rooms in the temple.
Dark areas are specifically noted in the text.

LOST Refuge Locatrions

The map for this arca appears on page 52. Assume that the
ground in the encounter locations is clear and relatively free of
obstruction unless a tactical encounter indicates otherwise.

LL1. GATEHOUSE
Read the following when the PCs arrive at the Lost Refuge:
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LosTt REFUGE
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Overgrown and run down, a small keep rises before you. A pond
of dark water hugs the end of the keep you face, and another pond
laps against the far northeastern corner. The structure is a long
enclosure formed by crumbling, 15+foot walls covered with cr eep-
ing vines. This enclosure surrounds a windowless tower that rises
lo twice the height of the walls at the northern end. A portcullis
blocks a passageway leading through the wall in the southeast

' corner, which you face. Flickering firelight escapes out of arrow
slits in the wall near the portcullis, and what looks like a torch
burns in frout of the keep as well. A thin line of smoke rises into
the air near the gate.

The “torch” in front of the keep is the will-o™wisp in tactical
encounter L1,
Read this text to describe the gate from outside the keep:

A rusting iron portcullis blocks the way into a covered corridor
leading into the keeps enclosure. Arrow slits line the outer wall
next to the gateway as well as one wall of the corridor beyond
the gate. Another porteullis blocks the far end of the corridor.
Rubble chokes the floor of the corridor, presumably fallen picces
of the cedmg

When the PCs enter the gatehouse, read this description:

The gatehouse is spacious and comffortable inside. A round table
stands in the corner vpposite the doorway, survounded by four bigh-
backed chairs. A fire pit burns warm and bright to the.right of the
doorway, a line of smoke escaping through a hole in the ceiling above
it. Behind the fire pit, two straw mats lie on the stone floor. To the
left of the door, a few large crates are stacked in a corner.

Tivo human rogues guard the gatehouse at all times, with two
shadowslain lizardfolk at their command. They pass time by play-
ing cards or dice at the table. A will-owisp haunts the swamp
Just outside the gatehouse, cooperating—for now—with the in-
habitants of the keep to fight off inttuders.

If the PCs approach the gatchouse from outside the keep, the
guards inside the gatehouse challenge them. If the PCs claim to
be 2 group of new converts from Wheloon and ask for Bestra,

the guards ask why they have come so soon after the last group.
Allow the PCs to make a Bluff check opposed by both guards’
Sense Motive checks (+4 modifier). If the guards arc satisfied
with the PCs’ answer, they open the portcullises, and one of the
guards then escorts the PCs to the great hall to meet Bestra.

If the guards aren’t satisfied with the PCs’ answer to their
challenge, they and the will-owisp outside launch their attacks,
as described in the tactical encounter.

The guards are rather less vigilant agamst attacks that do not
originate outside the gate, relying on their +4 Listen modifiers
to detect any noise in the courtyard.

Tactical Encounter: L1. Gatchouse Attack on page 58; read
Development below first. :

Treasure: In addition to the equipment the rogues carry and
use, the crates in the corner contain food supplies. The PCs can
easily put together a day’s meal and can also scavenge 10 days
of trail rations.

On the table is a deck of cards (dcpicting dragons of every
color as well as a few humanoids) and a pair of ivory c1ght—q[ded
dice with jet inlays worth 10 gp.

Development: Shortly after the PCs defeat the guards at the
gatehouse, they must defend the gatehouse themselves, A group
of shadar-kai, normally found in area 17 in the great hall, checks
in regularly at the gatehouse to make surc nothing unusual is
going on. For the purposé of a dramatic encounter, the shadar-
kai arrive almost immediately after the PCs defeat the gatehouse
guards—as soon as the PCs have cast healing spells and other-
wise made themsclves ready to continue. The shadar-kai attack
is detailed in tactical encounter L1A; page 60. -

These two encounters should cause a significant drain on the

PCs’ resources. If the PCs fight off the shadar-kai, however, they

—.*—

find that the gatehouse is a defensible position they can use as
shelter while they rest for the night—rather than retreat into the
swamp to rest, only to return the next day and find the gatehouse
guarded once again.

L2. Ma1x COURTYARD
A large open space stands between the gatehouse and the main
building of the keep. Surrounded by crumbling walls, this court-
yard looks as though it is on the verge of disappearing into the

The pusk rord of sessrendale ~-

! Fcr three-hundred years the quiet valley between the Thunder
Peaks and-the elven lands of Semberholme was the thriving
community of Sessrendale, In 1232 DR, the military rulm‘s of
Archendale aceysed the Dusk Lord of Sessrendale of sorcery,
claiming that the shadowy lord polluted the land with necro-

mancy and other evil magic. Archendale’s armies marched into x

Sessrendale, setting off a three-week bloodbath. Whatever the

« truth of Archendale’s accusations, Sessrendale did muster powerful

magic in its defense, and the losses were terrible on both sides.

In the end; the Dusk Lord was overthrown. The people
of Sessrendale were driven west into Cormyr, their valuables
carted back to Archendale, their buildings burned and their
lands salted."Sessrendale no longer appears on maps of the
Dalelands and is all but forgotten.

=
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The fate-of the Dusk Lord is a matter of some specula-
tion. Some say he was slain; others claim that his necromancy
sustained him beyond death. Many stories agree that, dlive or
dead, the Dusk Lord fled toward Cormyr and took up residence
in the Vast Swamp. Nearly 150 years later, few would say that.
the Dusk Lord still remains in the swamp-—unless he is a lich,
as some tales suggest.

There is one miner legend concerning the. DusL Lord,
however, that is directly relevant to this adventure, though
its accuracy is still uucert‘un This legend holds that the Dusk
Lord used magic to pass into the Plane of Shadow. This legend
is the source of the name the Sharran clergy use for the rift
to the Plane of Shadow within the Lost Refuge: the Dusk
Lord’s Passage. :
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The Fast Swamp claimed Cormyr’s Lost Refuge long ago

swamp. On the west side, a large pool of water is spreading inward.
Tawo broad clusters of ferns, shrubs, and vines bave sprung up be-
tween the uneven flagstones. Mats of putrid yellow-green algae fill
a bleached stone fountain near the center of the courtyard, and a
sheen of green water extends from the fountain toward the great
hall. Across the conrtyard, the great ball stands relatively intact,
though the walls at the west front corner are deteriorating.

If the PCs have already captured the gatehouse and defeated the
patrolling shadar-kai in tactical encounter L1A, the great hall
is on alert and the defenders move to attack the PCs as soon as
they enter the courtyard, See the tactical encounter for combat
details and the area’s terrain features.

Tactical Encounter: 1.2. Main Courtyard on page 62.

. L3. ENTRY
The interior of the great hall is in worse shape than it seemed
[rom the outside. This entryway is choked with rubble—some has
fallen from the ceiling, some are remnants of fallen pillars or

collapsing mn’ls The area gives a de ﬁmtc mmpression that it conld
collapse at any lime.

Directly opposite the main doors is a wall with two widely
spaced doors leading novth. Paived lines of columns lead to a
donble door on the right. A crumbling, headless statue stands
in a corner to the left, and a rubble-strewn hallway leads of
past it

The statue in the northwest corner of the room once depicted
King Azoun III of Cormyr, but the head has been removed and
destroyed. A successful DC 15 Knowledge (nobility and royalty)
check is sufficient to idéntify the headless figure from the crests
that adorn his sword and armor.

Regardless of the route the PCs used to reach this area,
they mect defenders of the keep here, as detailed in the tactical
encounter.

Tactical Encounter: 1.3. Entry on page 64. This encounter
assumes that the PCs have already overcome tactical encounter
L.2. When Bestra took the shadowslain lizardfolk out to meet

avoiding the gatehouse - ' ,

If the PCs avmd thc gatehouse by scaling a wall, they mlght
be able to move around the cour tyard or side yards without
immediately raising an alert. The roguc:a in the gatchousr_ have
Listen modifiers of +4, modified for distance (—1 for every 10
feet) and the door that stands between them and the courtyard

(—5). Bestra (Listen +3) inwarea 1.6 is the only inhabitant of
the great hall likely to raise an alarm. The price the PCs pay
for this chance to move around the cour tyard undetected is
the likelihood of some very difficult encounters once thL)'
enter the great hall. -
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the PCs in the courtyard, she instructed the converts in area L4
to remain here in the entry, ready to defend the great hall.

Development: If the PCs have not already faced and defeated.

the creatures in tactical encounter 1.2, there are five shadowslain
lizardfolk posted here as guards, If combat breaks out here, the
converts from area L4 arrive in the following round; Bestra,
from area 1.6, arrives in the round after that. Use the statistics
for all the creatures in hoth tactical encounter L2 and tactical
encounter 1.3 on the map for tactical encounter L'a’ This mas-
sive encounter is Encounter Level 9,

If the PCs have not already faced and defeated the creatures in
tactical encounter 1A, those shadar-kai come from area L7 to
join any battle in progress here. These shadar-kai, plus the recruits
from area L4, boost the encounter to E1. 8. The shadar-kai plus
the shadowslain lizardfolk in this area, the converts from area
L4, and Bestra from area 16 are a very dangerous encounter.

Liven if the PCs have not previously alerted the inhabitants
of the great hall, combat in the entry alerts the rest of the keep.
The creatures in area L7 do not leave that area, but they take
up the defensive positions shown in tactical encounter L7.

If the PCs face both tactical encounter 1.2 and tactical en-
counter L3 in the same day, they are likely to find their resources
severely depleted. However, they also have dealt a serious blow to
the defenders of the keep, who have few options left to bolster
their defenses.

If the PCs wait more than a day before returning to the
great hall, a small group of shadar-kai reinforcements arrives at
the keep (by way of the Dusk Lord’s Passage in area 7). These
shadar-kai are identical to those.described in tactical encounter
L.14, and if the PCs are camping in the gatchouse, these shadar-
kai attack them there in a reprise of that encounter. If the PCs
camp clsewhere, the shadarkai reinforcements take up guard
positions in area L3.

L4. Rooms orF WATTING
Rubble chokes the near end of this hallway, where the ceiling has
begun to collapse and a large section of wall bas caved in. Four
doors lead off the hall on both sides, including a large double
door on the right.

When new recruits come From Wheloon, they stay here until they
can be moved on to the Monastery of the Ebon Dome. Likewise,
these rooms house visitors from there when needed. Curr ently,

Lost REFUGE
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some of the latest crop of recruits from Wheloon are here, wait-
ing for the next stage in their initiation. The others—Tholwick,
Durgen, Kareem, and Smote—were taken already. They went with
some recruits who were waiting here before they showed up,
 These new recruits include Halish, a cleric of Mystra, and
three young wizards—Dava, Mendios, and Zephan. The three
men sleep in room A, while Dava sleeps in room D. All four re-
cruits spend their time talking together in room A or arca L3,

Tactical Encounter: The residents of this room are included
in L3, The Entry, on page 64.

Development: The three men and the woman here were
duped in Wheloon and underwent the process of initiation at the
temple there, Halish emerged from the temple transformed into
a creature of shadow. Halish and the wizards are dominated but
otherwise unharmed.

A dispel magic spell or similar effect has a chance to remove
the dominate effect that controls these recruits. The Starry Grosis
has a caster level of 9th, so the DC to dispel this effect is 20. If
the recruits are freed from the dominate effect, they are confused
but grateful. They recount their expericnce in Wheloon, which
is similar to what the PCs have already undérgone or witnessed.
Bestra told them that they would be traveling again soon, through
the Dusk Lord’s Passage to a plau called the Monastery of the
Ebon Dome. 4
L5. LizarDFoLK DEN
A pile of refuse lies in this room, a heap of dead plants mixed with
bones, leather, and other trash. The rest of the floor is clear.

This room is the lair of the shadowslain lizardfolk that scrve the
Sharran cult. Although they don’t need to sleep or eat, they some-
times retire to this chamber to mimic their living behavior.

Treasure: In the refuse pile are a hunk of obsidian worth 12
8P, a vial of oil of darkness, and a potion of owls wisdom.

. L6. HAaLL or SHADOWS
This large, L-shaped room is Jfilled with dancing shadows, though
70 light source other than your own is immediately visible. Tuo
corners of the room are partially caved in, with rubble scattered
on the floor and the sky visible through holes in the ceiling.

This room is home to Starweaver Bestra Mornscroll, the highest-
ranking cleric in the Lost Refuge. New recruits from Wheloon

Desrgner S Nole

None of the NPCs in the Lost Refuge have richly detailed -
backgrounds that are essential to the plot of the adventure,
and, frankly, that’s because they’re not intended to be anything
other than a reasonably challenging fight for the PCs. That

,

 said, some of them have names, and many of them have in- -

teresting or vaguely amusing “hooks” at the bottom of their
statistics blocks, which you can use to help get some hint of
their personalities across. :

Try these other tips for conveying some of the eyil menace
behind the NPCs in this area:
*  Fach time an NPC acts, have hu'n say somethmg It
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might just be echoes of the quotation in that char-
acter’s hook, it might be a comment on the PCs’ pa-
thetic cfforts, or it might even reveal a glimpse of the
greater plan (especially if the PCs are having a hard
time figuring oat what’s going on)."

¢ When the PCs are fighting multiple NPCs, have the

"~ NPCs talk to ‘cach other. On Thieraven’s action, he
might shout, “Ketsarra! Watch the rogue behind you!”
or somcthing similar. At the very least, the characters
will have names to attach to their fallen foes.

N — James

. .
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see_her first, and she is
responsible for overseeing
them until they move on to
the Monastery of the Ebon
Dome. She also commands
the shadowslain lizardfolk
in the entry (area L3), lead-
ing them in defense of the
courtyard.

The room is dimly lit by
2 lantern hanging ncar the
doorway to area L7. The lan-
tern burns shadowlight oil
(see page 153), a substance
infused with the essence
of the Planc of Shadow,
which sheds shadowy il-
lumination in 2 120-foot
radius without cmitting
any bright light.

A headless statue simi-
lar to the one in the entry
(area 1.3) stands in a corner
of this room. This one depicts
an armored woman; a success-
ful DC 15 Knowledge (nobility
and royalty) check reveals her as
Queen Enchara of Esparin, a
kingdom that was annexed
into Cormyr when Enchara
married Cormyr’s Crown
Prince Palaghard in 1162
DR.

If the PCs manage to
talk their way past the
gatehouse guards, one
of those guards brings
them here to see Bestra.
The guard remains while
Bestra questions the PCs.
Bestra begins the inter-
rogation by casting defect
thoughts, since she is suspicious of
new recruits arriving off schedule. If the PCs
fail to convince her of their sincerity, combat :
breaks out here. The shadowslain lizardfolk in area 1.3 and a
shadar-kai strike team from area 1.7 join the combat at the start
of the second full round. Béstra, the one gatehouse guard, the
shadowslain lizardfolk, and the shadar-kai combine to form an
EL 9 encounter. The gatchouse guard’s statistics appear in tactical
encounter L1, the shadar-kai are detailed in tactical encounter
L1A, and the others appear in tactical encounter 1.2.

If the PCs do manage to convince Bestra of their sincerity,
she and the guard escort them to arca L4. She encourages male
PCs to join the other male recruits in room A, and female PCs
to join Dava in room D. Then she leaves them there and reports
to Thicraven in area [.7. ,

Treasure: A small sack near the lantern contains 22 flasks of
shadotlight oil, worth ¥ gp each.

Ketsarra and Thieraven ..

guard the great hall

L7 GreEAT HALL

This enormons reom must ownce
have been impressive in ifs gran-
deur. Elegant columns support
the beantifully arching ceil-
ing—except-where the columns have
crumbled and the ceiling has begun
to collapse. Four statues are set into
alcoves around two walls, and two
more stafues stand on raised plat-
forms in corners of the room.
The most striking feature, how-
ever, is a giant orb of swirling
shadow near the center of the
room, which éxtends huge black
tendrils like shadowy cyclones
out almaost to the walls. The
lendrils writhe and twist,
but rematn in more or less the
same locations. They seem to
suck the light from the air.
Several creatures also
lurk in this room, and they
ook ready for a fight.

This orb of shadows,
roughly ¥ feet in diameter,
18 the Dusk Lord’s Passage,
‘a portal to the Plane of
Shadow. A character who
enters the Passage is imme-
diately transported to the
Plane of Shadow and arca
S1 in Chapter 4. The portal
exists on the Plane of Shadow
as well, though without the
tendrils of darkness extending
from it, and a character who
steps into it on the Plane of
Shadow appears back in this
spot on the Material Plane. The
portal opcrates once every 1d3
rounds, in either direction.

This room is the headquarters for
the Sharran operations locally. In charge of
the cult’s efforts at the Lost Refuge are the shadar-kai sorcerer
Thieraven and a shadowslain half-dragon lizardfolk called Ket-
sarra, From here, they command the shadar-kai, oversee Bestra
in her leadership, and maintain communications with the forces
of the Monastery of the Ebon Dome. If Thieraven or any of
his followers suffers from the-shadow curse, the Passage affords
easy transit to the Plane of Shadow, where the effects of the
curse can be reversed. E

The inhabitants of this room are almost certainly aware of
the PCs’ presence in the Lost Refuge before the PCs ever arrive
here. However, they remain here, as prepared as possible for an
eventual attack on this room, rather than leave it and spread
their forces thinner. Thieraven paces restlessly around the hall.
Among his posscssions is a note from Despayr that hints at why
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he and his people are aiding Shar’s clerics. This letter is also in-
cluded in‘ the appendix (on'page 157) so that you can photocopy
it and hand it to your players.

Kithlord Thieraven, :

My Mistress cannot break the bargain that tied your peapie’s
souls to Her holy realm, but I guarantee that if’ Her plans are
successful, you will have a home on Faeriin where your kind will
not feel the curse’s effects. The Fast Swamp should make a per-
St base for your people to gather. and establish a triue presence
in the world. None will suspect it, and no prying eyesawill detect
it besides a few small tribes that you can slanghter or subjugate,
as you see fit. Success in this endeavor will in turn lead fo other
successes, and in due time your kind will have many places where
You can live without fear of losing your souls,

As always, She grants you access to the Shadow Heave, and
I offer more training in its use. We urge you to convince more
of your kind to accept this gift. You have already seen its benefis,
and in the coming months and the years afterward, Your peaple
will come to know its power.

—Esvele Graycastle

The door on the north wall, leading to area L8, is made of iron and
locked. The key is hidden on the Plane of Shadow, inserted into the
lock of the door’s shadow mirror on that plane. It does not work
to operate the lock of the door on the Plane of Shadow. There is
another way into area L8, however: The statue in the northeast
corner of the room is on a revolving platform, and once triggered
(sce below), it deposits the PCs into area L7A. A door leads from
L7A into arca 1.8; it opens only when a lever on the wall in T7A
is pulled down, and it cannot be opened from area 1.8,

All six statues in the room depict past rulers of Cormyr
(Knowledge [nobility and royalty] DC 20 to identify): King
Galaghard IT1, King Bryntarth, King Boldovar “the Mad.” and
King Palaghard I stand in the alcoves, while King Dhalmass “the
Warrior King” stands in the northwest corner and Queen Jhalass
Huntsilver (Dhalmass’s wife) stands on the rotating platform in
the southwest corner. Dhalmass and Jhalass were killed by assas-
sins in 1227 DR, the year the Lost Refuge was built. {

Locked Iron Door: 2 in. thick; AC 3; hardness 10; hp 60; DC
28 (locked).

“The key to this:door i$ hidden on the Plane of Shidow—in-
serted into the lock of the door’s shadow mirror on that plane
(it does not work to operate the lock of the door on the Plane
of Shadow).

Secret Statue.Door: 5 ft. thick; AC 3; hardness 8; hp 900,
break DC 45; Climb DC 15; Scarch DC 25, -

A statue provides cover; it can be pushed over with a Strength
check that meets or exceeds its break DC, dealing 10d6 points
of damage to creatures in the squares that it falls in- (Reflex DC
15 half). A pushed-over statue fills the squares it falls in with
heavy debris. {

A successful DC 20 Search check in that area reveals that
the platform can move, and a successful DC 25 Search check
reveals the hidden switch on the statue’s back that activates the
platform. The platform rotates 180 degrees, pauses for 1 round,
then automatically rotates back to its original position. Only one
person can stand on the platform with the statue at a time, so
using this means to get through to arca L8 is a little slow.

From within area L7A, the trigger to activate the revolving
platform is easy to find (Search DC 10). Tt operates the same
way as it does when triggered from the other dircction.

Lever-Operated Stone Door: 4 in. thick; AC 3; hardness 8;
hp 60; break DC 28 (locked).

This door is operated by a level next to it in arca L7A. It is
a secret door in area 1.8. No means of opening the door cxists
in area 1.8, ]

Tactical Encounter: L7, Great Hall on page 66.

Development: The small room in area I.7A contains a small
altar to Shar; a black wooden disc about 3 feet in diameter, sur-
rounded by a ring of purple, hangs on the wall above it. A small -
ceramic lamp on the altar burns shadowlight oil (see page 153),
filling the small room with shadowy illumination. This altar is
the only definite indication in the Lost Refuge of whose clergy
are behind the activities in Wheloon and here.

Also atop the altar is a letter. This letter is included in the
handouts (on page 158), making it easy for you to photocopy
it and give it to your players. Characters can make appropriate
Knowledge checks to glean further information about things
mentioned in the letter. f

Knowledge (religion) DC 15+ The Lady of Loss and the Dark
Goddess are titles of Shar.

Knowledge (religion) DC 18: The Mysteries could be a refer-
ence to Mystra, whose titles include Lady of Mysteries.

Cnowledge (bistory) or Knowledge (Jocal) DC 15 The Dusk
Lord was the ruler of Sessrendale, which Archendale conquered
in 1232 DR.

Cnowledge (history) or Knowledge (local) DC 25+ Some tales
say that the Dusk Lord fled into the Vast Swamp when Sessren-
dale fell, and from there passed into the Plane of Shadow at the
end of his unnaturally long life.

Despayr, ?

The Lady of Loss bas seen your devotion and will reward it

1 send you Thieraven, who brought you this letter. He car-
ries the means to open the Dusk Lord’s Passage once again, and
thereby provide you with a glorions new home and the means to
anr wnninal ends.

When you have passed through the Passage, you will find your-
self in a reflection of the kecp. From there, another of Thieraven's
race, a shadarn-kai, will lead you to the Monastery of the Ebon
Dome. I eagerly await you theve; we have much to discuss.

Keep your secrets safe. Their weight will one day bring the
Mysteries to an end.

— Esvele Graycastle

L8. GrraT TowER
This octagonal room is the ground floor of the short tower yott saw
Jrom outside the keep. A rickety spiral staircase in the centér of
the room leads upward though a jagged hole in the ceiling. Rubble
5 piled on the floor where the ceiling collapsed. An open doorway
in one wall bas let the swwamp in; a tangle of sicki -looking vines
spills through the doorway and covers that side of the room. :

Two shadar-kai, two Poison Dusk shadowslain, and a shadow mas-
tiff are stationed here at all times to defend the tower where the
captive lizardfolk are held and provide a clearly audible alert if
anyone should enter the keep through the garden door.

Ve
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The door from area LL7A can be opened only by pulling the
lever within that room. A successful DC 25 Search check reveals
that there is a door in that location (appearing as the thinnest of
cracks in the stone wall), but there is no way to open the door
from this side.

Area LBA, northeast of the main tower, is a storage area.
Ten large crates hold preserved foodstuffs, clothing (primarily

 cloaks and boots), blankets, and other supplies used by the living

inhabitants of the keep as well as agents traveling to Wheloon or
the Monastery of the Ebon Dome. Five large casks hold assassin
vine wine. All these goods are worth about 25 gp.

The hole in the wall that leads to area L11 allows a riot of
swamp plants into the building. Light undergrowth covers the
squares indicated on the map.

Locked Iron Door: 2 in. thick; AC 3; hardness 10; hp 60; DC
28 (locked).

The key to this door is hidden on the Plane of Shadow, inserted
into the lock of the door’s shadow mirror on that plane. It does not
work to operate the lock of the door on the Plane 'of Shadow.

Secret Lever-Operated Stone Door: 4 in. thick; AC 3; hard-
ness 8; hp 60; break DC 28 (locked); Search DG 25,

This door is operated by a level next to it in area L7A. It is
a secret door in area I.8. No means of opening the door exists
in area L8,

Light Undergrowth: A space covered with light uindergrowth
costs 2 squares of movement to enter and provides concealment.
Undergrowth increases the DC of Tumble and Move Silently
checks by 2. A creature using a slashing weapon can clear a square
of light undergrowth with a full-round action.

Tactical Encounter: L8. Great Tower on page 68.

Development: If the PCs have not already defeated the
shadar-kai from tactical encounter 1.1A, they emerge through
the one-way door from area 7 into this room at the rate of one
per round after combat begins.

L9. UppEr TowER
This windowless upper story is as dark and dismal as a subter-
ranéan dungeon. A number of emaciated lizardfolk are shackled
1o the walls. A hole yawns in the floor near one wall, and if’s not
entirely clear if the surrounding floor is sturdy.

The five lizardfolk here are the only survivors of the captives
brought here last month. The others were either transformed into
shadowslain or eaten by the jailer, the crocodilian khumat.

The khumat is a shadow beast from the Plane of Shadow:
Native to the fetid swamps there, a khumat is a dim-witted but

crafty predator. It has been pressed into the service of the shadar-

kai, but serves them happily since it is allowed to eat prisoners
that die in its care.
Tactical Encounter: L9. Upper Tower on page 70.

L10. Sipr. YaRD
This large yard is a field of mud. Some rubble has fallen from the
great hall and the enclosing wall, and some undergrowth seems to
be spreading through a gateway at the north end of the yard.

A door leads from the western side yard into the great tower
(area 18). This strong wooden door is barred from the inside. If
the shadow mastiff in area L8 hears someonc trying the door

~

(Listen +8), it immediately bays, alerting the entire keep to the
intruders. Since there is no line of effect between the shadow
mastiff and PCs outside the door, they are not subjected to the
fear effect of its baying,

Barred Strong Wooden Door: 2 in. thick; AC 3; hardness 5%
hp 20; break DC 37 (barred).

Development: The exhausted lizardfolk are members of the
Sharptooth tribe that were captured not long ago. If the PCs speak
Draconic, they can tell the PCs that they’ve scen hairy ones and
Shadowscales disappear into and appear from the “shadow hydra”
in the Great Hall. The names of the disappeared lizardfolk are

L11. REAR GARDEN

W hat might once have been a lovely garden is now ehoked with weeds,
creeping vines, and overgrown bushes. There is no clear ground within
the garden enclosure, and. the growth within has spilled into both side
yards. The plant life seems to crawl through an open doorway in the
octagonal tower; the tower’s interior is dark and quies. )
The entire garden area is covered with light undergrowth, includ-
ing a patch of heavy undergrowth near the middle.

chapter 3 conclusion:
passing into shadow

If the PCs found Esvele’s letter in area- IL7A, they have some
clues to lead them on in the adventure. The church of Shar is
revealed as the villain behind the scenes so far, and there is some
hint that Mystra is the target of their plans. Still, the characters
might not put the pieces together, or trepidation about the Dusk
Lord’s Passage might cause them to investigate Mhair’s decep-
tive map before journeying to the Planc of Shadow. If the PCs
do head out into the swamp to find the monastery shown on
Mhair’s map, they find that no trail exists and even after days
of travel, no monastery becomes apparent.

If the PCs did not find Esvele’s letter or interview the
dominated recruits, they have few clues to go on. However, the
lizardfolk from area .9 know of the existence of the Dusk Lord’s
Passage, and describe it as the thing the Shadowscale tribe now
comes from.

If the PCs return to Kessessek after frecing the lizardfolk,
the chieftain is true to his word and gives the PCs all his magic
items. Thé lizardfolk in his war party then take up residence in
the Lost Refuge and attempt to guard it.

ChupTer 3 story Awards

The PCs can earn extra experience for completing certain tasks

in the adventure. i

*  If the'PCs used a means other than the front gate to enter
the Lost Refuge, award the party 200 XP.

*  If the PCs didn’t kill Halish or any of the dominated wiz-
ards, award the party 400 XP.

* If the PCs fooled any of the Lost Refuge guardians into
thinking they Were dominated, award the party 200 XP.

*  If the PCs found both of Fsvele’s letters, award the party
400 XP.
If the PCs used rhe unstable floor against the -khumat,
award the party an extra 200 XP.
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SETUPD s :
Although the will-o-wisp is visible as the PCs approach
the keep (see the read-aloud text at the srart of the Lost
Refuge description on page 52), it extinguishes its light
as they get closer. The encounter begins when a guard in
the gatehouse challenges the PCs; allow the PCs to interact
with the guard as they like, but as saon as the two guards

FEATURIS OF THE AREA

Slm_llow Bog: Il costs 2 squares of moverent la move into
a shallow l:og‘ square, and the DC of Tumble checks in such
squares increasesd by 2, Shallow bog squares are roughly 1 foot
1‘iccp_. For more rules about movement and comlbal in water,
see pade a.

Arrow Slits: Creatures behind arrow slits ]mw_: improved
vover fliatgives them a +8 bonus to Armor Class, a+4 honus
on Reflex saves, and the benefits of the imiproved evasion class
feature. 1

 Rusted Iron Porteullis: 2in., thick: AC 6; hardness 8, 15 :

break DC 26; Strensth DC 25 to [ift.

CR 1; lllel];h:ll‘:r.;ﬂ-i‘ll; manual Lrigger: manual vesel; Atk +10
melee (3d6); Search DE —: Disahle Device DC 20.

The :la:rmgc. applies on fy to those utderneath -_tlw porteu 1.
Creatures under the porteullis when it falls are lenocked prone
and held in place until the porteallis is lifted or the creature
succeeds ona DC 20 Escape Artist
check. )

Heavy Debris: It costs 2
squares of movement to enter a
square containing heavy debyis,

Heavy ilehrisadds & tathe DU of
Balance and Tumble checks; and
itimposesa—8 penalty on Move
Silently checks. Running or
Chargingu'l:!mmgh heavy debris is
impossible.

Locked SLI’I.mgIWOO(len Doors:
2 in. thick: AC 3: _Imrdncss 3 }qp
20: break DC25 (_lncfeed}} Open
Lock DC 25.

Que of the rogues inside carnies
the lze,v to the doors, but the doors
can be locked from the inside without
the L-ey.

Fire: A creature moving into a_
squaze of fire takes 246 points ol
fire damage and must succeed on a

DT 15 Reflex save or catch five,

2

: ]'111 5: break DC 17,

(R) decide that the PCs are bluffing, they attack, and th8
will-o-wisp (W) joins in (becoming visible again). The twg
shadowslain lizardfolk (L) remain in the gatehouse to meef
the PCs if they gain entry,

Read this text to begin the encounter:

“Who goes there?” The rough male voice comes ouf
~ of the arvow slits on the outer wal I'near the gate.

Small Wooden Crates: 1/2 in. thick; "AG 4; hardtess 8

It costs 2 squaresol movement to enter these squar
Meditm o raracter can }mp up on top of acrate withasucces I
DC 10 Jump check (no running start required). A !E}m
character can jump up with a successful DC 10 Jump che :
(DC 20 without a running start), or elimb upwith asucce
DC 15 Climh dheck. A character standing on a crale gain
a +1 bonus on melee altacks against opponentson t]w-gmmu
A crate provides cover,

Table: 1/2in. thick; AC 2; hardness 5; hp 5; break DC 178

1L tosts 2 squares of mavement to enter these squares.
Medium cha racter can l'lu'p up on top of the'table with-a_sui:_
cesshul DC 10 Jumpi check (%o runni ng start requirecl}..';ﬁ.Sin__ |
character can jump up with a successful DC 10 Jump.c}:m
(DC 20 without a running start), or climh up with asucces
DT 18 limb cljeck.-g\ characten
stan(].i_ng on the tahle gainsa +
bonus on melee n_ttj_'c_tu!r;‘s'éigai st
opponents on the sround,
A table can bg tipped ovet
as a move action with a su -
cessful DC:8 St"reugth clmﬂi::,
it can then provide cover .
Chaixs; 1/2 in. thick; AC
4; hardnods 51 hp 8; bredk
ABTa iy Ay ; :
Acreature Stﬂnci.‘i_i:lg i hi‘l_l.,
same squareasa -;‘l';a.mgams
a+2 AC bonus and .a"-[-‘i
bonus on Reflexsaves (thess
bonuses don't stack wit
bumuses for cover tha L deriy 4
1 £r0m ather son rees). The!
presence of a chair doesh

otherwise affecta arealures
space, becanse it }i'-assum.e_
that the ereature is using!
the chair to ite advantage

when itean, :
>
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FACTICS -

 The rogues begin the encounter hiding behind the arrow

slits, and initiate comhbat with sneak attacks launched from
Sthése positions. They then alternate between attacking and
Jhiding. In a round when a rogue is hiding, he or she ducks
tbelow the arrow slits, moves to a different arrow slit up to
18 feet away, and makes a new Hide check to hide at that
Larrow slit. In the next round, the rogue can make another
ssneak attack. The lizardfolk simply hurl javelins from the
arrow slits. :
The will-o-wisp darts around constantly to harass which-
“ever PC is causing it the most trouble.

Once the combat hasbeen completed, refer back to page 52
[0 continue the adventure. Encounter L1A occurs shortly
after this one.

WiLL-0’-Wisp

hp 40 (9 HD)

CE Small aberration (air)
Init +13; Senses darkvision 60 ft., Listen +17, Spot +17
Languages Auran, Common

'AC29, touch 29, flat-footed 20; Dodge
Immune magic (except magic missile and maze)
Fort +3, Ref +12, Will +9

Speed fly 50 ft. (perfect) (10 squares)

Melee shock +16 touch (2d8 electricity)

‘Base Atk +6; Grp -3

Atk Options Blind-Fight

‘Special Actions natural invisibility

Abilities Str 1, Dex 29, Con 10, Int 15, Wis 16, Cha 12

‘Feats Alertness, Blind-Fight, Dodge, Improved Initiative,
Weapon Finesse!

Skills Bluff +13, Diplomacy +3, Intimidate 3, Listen +17,
Search +14, Spot +17

Natural Invisibility. (Ex) A will-0’-wisp can extinguish its glow,
effectively becoming invisible, as the invisibility spell.

CR6

2CATEHOUSE GUARDS CR1
hp 8 each (1 HD) .

‘Male and female human rogue

b NE Medium humanotd

Init +2; Senses Listen +4, Spot +4

Languages Chondathan, Common, Draconic

AC 15, touch 12, flat-footed 13
‘Fort +2, Ref +4, Will +0

Speed 30 ft. (6 squares)

Melee short sword +1 (1d6+1)

Ranged mwk composite shortbow +3 (1d6+1)

Base Atk +0; Grp +1

Atk Options-sneak attack +1d6

Combat Gear sleep arrow (nonlethal damage, Will DC 11 or
fall asleep), 2 potions of cure light wounds

Abilities Str 13, Dex 15, Con 14, Int 12, Wis 10, Cha 8
5Q trapfinding
Feats Point Blank Shot, Precise Shot
 Skills Balance +6, Bluff +3, Escape Artist +6, Hide +6,
Jump 45, Listen +4, Move Silently +6, Sense Motive +4,
Spot +4, Tumble +6 .
Possessions combat gear plus masterwork studded leather,
masterwork composite shortbow (+1 Str bonus) with 40
arrows, short sword, gatehouse key (one only), 31 gp

Hook “Go back where you came from! This place is none of
your concern!”

2 SHADOWSLAIN LiZARDFOLK
hp 13 each (2 HD)
NE Medium undead (augmented humanoid, reptilian)
Init +0; Senses low-light vision, darkvision 60 ft_; Listen +0,
Spot +0
Aura Weave drain (10 feet)
Languages Draconic

AC 17, touch 12, flat-footed 17

Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Resist turn resistance +4

Fort +0, Ref +3, Will +0

Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee 2 claws each +4 (1d4+3) and
bite +2 (1d4+1)

Ranged javelin +1 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Abilities Str 17, Dex 10, Con —, Int 9, Wis 10, Cha 10
5Q shadowstuff armor

Feats Multiattack

Skills Balance +6, Hide +10, Jump +9, Swim +8
Possessions 5 javelins

Hook Hisses at foes.

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.

Weave Drain (Su) This ability affects spellcasters who use
the Weave, At the beginning of her turn, if a spellcaster is
within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses ) When
she next prepares spells or regains spell slots, she
regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal
to 5 x the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

CR2
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JATENOVSE

"Encounter Level 6

SETUP ¥
The PCs have only a few moments to recover from the
previous encounter before they need to start fighting
again. Three shadarkai (S) and their leader, Kithguard
Maurran (K), approach the gatehouse. They check in with
the gatehouse guards regularly, and can quickly tell that
something is amiss. Thus, they spread our and approach
the gatchouse with stealth.

KITHGUARD MAURRAN CR5
hp 33 (7 HD)
Male shadar-kai rogue 4
NE Medium fey (extraplanar)
Init +5; Senses superior low-light vision; Listen +11,
Spot +11

Languages Common, Draconic, Elven, Sylvan

AC 19, touch 15, flat-footed 14
Fort +5, Ref +14, Will +5
Weakness shadow curse

Speed 30 ft. (6 squares)

Melee mwk spiked chain +10 (2d4+3)

Ranged mwk composite shortbow +10 (1d6+2/x3)
Base Atk +4; Grp +6

Atk Options sneak attack +3d6, Combat Reflexes
Special Actions hide in plain sight

Abilities Str 15, Dex 20, Con 12, Int 12, Wis 8, Cha 8

Feats Alertness, Combat Reflexes, Exotic Weapon
Proficiency (spiked chain), Weapon Finesse

Skills Balance +9, Hide +15 (+25 in shadowy conditions),
Intimidate +6, Listen +11, Move Silently +15, Open
Lock +9, Search +7, Spot +11, Survival +5, Tumble +9

Possessions +2 gal-ralan (see page 155), +1 studded
leather, masterwork spiked chain, masterwork
composite shortbow (+2 Str bonus) with 20 arrows

Superior Low-Light Vision (Ex) Can see four times as far as
a human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is stunned,
dazed, staggered, or unconscious, it must make a
successful DC 15 Will save or gain one negative level.

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Hook “What do you think you are, heroes? Are you ready
to meet a heroic doom?”

You should begin this encounter as soon as the PCs e
ready to move on, but before they start discussing wha
to do next. Too early is better than too late—if you carch
them before they have cast the last healing or enhancing
spell they want to cast, that's all right. Ask each character
who has line of sight to one of the shadar-kai in the under
growth to make a Spot check (the shadar-kai have a Hide
modifier of +9). Any characters who see the shadar-kai can
act with them in the surprise round.

1

3 SHADAR-KAI CR1
hp 10 each (3.HD)

NE Medium fey (extraplanar)

Init +3; Senses superior low-light vision, Listen +8, Spot +8

Languages Common, Elven, Sylvan

AC 16, touch 13, flat-footed 13
Fort +2, Ref +7, Will +4
Weakness shadow curse

Speed 30 ft. (6 squares)

Melee spiked chain +4 (2d4)

Ranged shortbow +4 (1d6/x3)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)
Base Atk +1; Grp +1

Atk Options sneak attack +1d6

Special Actions hide in plain sight

Abilities Str 10, Dex 16, Con 11, Int 11, Wis 10, Cha 9

Feats Alertness, Exotic Weapon Proficiency (spiked
chain)®, Weapon Finesse

Skills Hide +9, Listen +8, Move Silently +9, Search +6,
Spot +8, Survival +6 -

Possessions +1 gal-ralan (see page 155), spiked chain,
masterwork studded leather armor, shortbow with 20
arrows, 44 gp

Superior Low-Light Vision (Ex) Can see four times as far as
a human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is stunned,
dazed, staggered, or unconscious, it must make a
successful DC 15 Will save or gain one negative level,

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Hook The creature moves with unnatural grace, and even
the whoosh of its whirling spiked chain seems hushed.

»
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When the PCs first see the shadar-kai, read:

These creatures might be human, though theyare tall
gnd slender. Their skin is a dusky gray, and their

B hair is black. Their faces are marked with purple
tattoos and pievced with iron jewelry stuck in their
eyebrows, noses, and ears. They wear studded leather
armor, and shadow seems to cling o them.

FEATURES OF THE AREA
. Rusted Ivon Portenllis: 2 in. thick; AC 6; hardness 8; 15;
gfl:aI? DC 26; Sfrcng[J] DC 25 to lift,

L‘Iec(ati()}, Search DC —: Disable Devive DC 20.
'“':rl'tu.ciamage applies nnl}' to those underneath the |_mrtcullis.
_reatures under the porteullis when it falls ave knocked prone
al dheld in p]aca‘e until the purl\:u“is is [ilted or the creature
ucceeds on a DC 20 Bscape Artist check,

Heavy Debris: It costs 2rsquares of movement to enler a

sguare containing heavy debyris. Heavy debris adds 5 to the
DC of Balance and Tumble checks, and it imposes a8 penalty
bn Move Si-lém[ly checks. Running or ‘_:}mrging lixrough I‘mdvy
ebris is impossible.

" Uneven Flagstone Floor: A successful DC 10 Balance check
i -ref;{ﬁi'erl Lo run or c]mrgc across the

ace. F’iﬁlure means the character
!I'i move in that found.

A[g‘ac Slicle: Wet green a[;:_‘ae Govers

the flagstones inthis arca, making the

Sround | ippery. A character atleinpling

Bl run-or charge atywhere in the

'urty_ar(.l must make a -succqssftnl

C 12 H.‘!.rﬂncf_’ checla. rat]wr—_t’]‘inﬁ the

DC 10 clmc_la n-.||uirw:{ elsewhere in
couir-tya-rcl.

"Lod_l_ze_r.] Str’bng Wooden _]?l‘lur:-;:

2 in. thick; AC 3; hardness &: hp

20; break DC 25 ﬂoc]eml.}; Open

Locl: DC 25. s

; One of the mgnus‘insic]a carries

th I?;:y to f]'lel c‘Im_vrs, but the Ll;;u.ws

he lt)cl_:’.c_:c‘i fm m the inside without

{ Iz-:\? .

L (Fire: A dreature moving into a

: uare of five takes 246 pc_i:nt"s of

re L‘lamage and must sircceed on

C 18 Reflex 1save ordateh

.

.\{

CR |; mechanical: manual tridger; manual veset; Atk +10"

.
TQcCTICS _
The shadar-kai use stealth to move as close‘as possible to the
gatehouse before attacking. They carty their bows until they
are within 30 feet of at least one PC, and then fire one shot—
ideally, while still hidden and thus able to sneak attack. Then
they draw their spiked chains and close to melee ra nge. They
make every effort to flank their opponents, concentratin g
their attacks on the most dangerous opponent,
Kithguard Maurran tries to position himself where the
greatest number of enemies are within his reach, to maxi-

mize the benefit of his Combat Reflexes fear, allowing him

up to 6 artacks of opportuniry in a round.
Once the combat has concluded, refer back to page 52 to
continue the adventure.

Small Wooden Crates: 1/2 in. thicky AC 4 hardness S;hp.
5; break DC 17,

[t costs 2 squares of movement to enter these squares. A
Medium character can 1‘10]) up an top of acrate witha successhul
DC 10 Jump gheck (naru nning start requ ired). A Small char-
avler can jLImp up with A BUCCES Eu]l DC 10 Iu.mp t'I!L‘.(.‘..li.' [DC 20
without a running s'térl:}, ot elinih up with a successful DC 15
Climb check, A character standing on a crate gainsa 41 bonus

on melee attacks against upponents on the grnum[ A crate
pmviclcs qover. . .

Table: AC 2; hardness 5; hp 3; break DCT 17,
© It costs 2 squares’ of movement to enter those squares. A
Medium character can |mp up on Lop of the table with a suc-
cessful DC 10 Jump 1:]:(:1_'_]; (no running stavt required). A Snyall
charavter can I'mp up with a successful DC 10 ]ump check
(DC 20 withoul a running start), or climh up with a successful
DE 15 Climb check: A character standing on' the table dains
a1 laoﬁus ot melee att-.]cfses_
-agu;_nsl opponents on the
grou nd.
b Atablecanbe tippu(]. over
| a5 a move action with a
successful DC 8 Strength
cheek It can then provide
cover. :
Chairs: AC 4 hardness
8; hp 5; break DC 17.
A creature standing in the
| same square as a chair gains
a+2 AC bonus and a+1
bonus o1 Reflex saves (these
bonuses don't stack with bo-
" nuses for cover that derive
E from othersou rees) The pres-
ence of a chairdoesn’t otherwise
affect a creature’s space, because
it's agsumed that the creature
is tsing the chair to its advan-
tage when it can,
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‘Encounter Level 8

SCTUP %
When the PCs enter the courtyard, have them roll initia-
tive and take a single action in initiative order (a surprise

round). Then roll initiative for the other creatures that

form this encounter: the five shadowslain lizardfolk (L)
just inside the great hall and Bestra (B) iri area L6.

STARWEAVER BESTRA MORNSCROLL CR5
hp 36 (5 HD)

Female Chondathan human cleric 5

NE Medium humanoid

Init —1; Senses Listen +3, Spot +3

Languages Chondathan, Common, Giant

AC 18, touch 9, flat-footed 18
Fort +7, Ref +1, Will +10

Speed 20 ft. (4 squares)
Melee mwk heavy mace +6 (1d8+2) (includes divine favor)
or
Melee spontaneous inflict serious wounds +5 touch (3d8+5,
Will DC 17 half) or
Melee spontaneous inflict moderate wounds +4 touch
(2d8+5, Will DC 16 half) or
Melee spontaneous inflict light wounds +4 touch (1d8+5,
Will DC 15 half)
Base Atk +3; Grp +4
Special Actions rebuke undead (+3, 2d6+6, 5th),
spontaneous casting (inflict spells)
Combat Gear wand of cure light wounds (30 charges), scroll
of divine power (DC 5 caster level check [+4] to activate)
Cleric Spells Prepared (CL 5th):
3rd—bestow curse (DC 17), blacklight®* (DC 16; FRCS
67), dispel magic
2nd—-cure moderate wounds, detect thoughts” (DC 15;
CL 6th), hold person (DC 16), spiritual weapon (CL
4th; chakram: +6 melee, 1d8+1/x3)
Ist—bane (DC 15), divine favor (CL 4th), doom (DC13),
obscuring mist®, shield of faith
0—detect magic, guidance (2; CL 6th), read magic,
resistance
D: Domain spell. Deity: Shar. Domains: Darkness,
Knowledge.

Abilities Str 13, Dex 8, Con 14, Int 10, Wis 16, Cha 12

SQ aura of evil

Feats Blind-Fight?, Discipline, Initiate of Shar, Shadow
Weave Magic

Skills Bluff +9, Concentration +7, Diplomacy +3, Hide +1,
Intimidate +2, Knowledge (religion) +5, Speak
Language (Giant)

Possessions combat gear, masterwork full plate,
masterwork light steel shield, masterwork heavy mace,
cloak of resistance +1, disc of secrets (see page 154), 18 gp

Hook “How dare you intrude upon our sanctuary?”

(. evrivarp
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When the PCs spot Bestra, read:

The last figure to emerge is human-sized, encased
in full plate armor. The voice that emerges from

beneath the helm is high and dlear, giving the only
indication that the figure is a woman.

5 SHADOWSLAIN LIZARDFOLK CR2

hp 13 each (2 HD)

NE Medium undead (augmented humanoid, reptilian)

Init +0; Senses low-light vision, darkvision 60 ft.; Listen +0, 4
Spot +0

Aura Weave drain (10 feet)

Languages Draconic

AC 17, touch 12, flat-footed 17

Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Resist turn resistance +4

Fort +0, Ref +3, Will +0

Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee 2 claws each +4 (1d4+3) and
bite +2 (1d4-+1)

Ranged javelin +1 (1d6+3)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +4

Abilities Str 17, Dex 10, Con —, Int 9, Wis 10, Cha 10
SA Weave drain L

SQ shadowstuff armor

Feats Multiattack

Skills Balance +6, Hide +10, Jump +9, Swim +8
Possessions 5 javelins
Hook Hisses at foes.

Light Sensitivity (EX) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcasteris
within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, currently !
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses.) When
she next prepares spells or regains spell slots, she
regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal
to 5 x'the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

»
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faCTICS
On their turn in the first full round of combat, the lizardfolk
remerge to meet the PCs in the courtyard. Both of the lizard-
folk near the door spend a move action to open the double
dvors before moving out. Bestra moves to the door of her
foom and opens it.

In the second round, the lizardfolk conrinue to engage
the PCs. Bestra casts divine favor on hersélf and moves as far
as the door between areas L3 and L5.

FEATURES OF THE ARTA
Heavy l)q]Jris: It costs 2 squares of movement to enter a
quare containing heavy debris. Heavy debris adds 8 to the
DC of Balance and Tumble checks, and it imposes a —5 penalty
on Move Silently checks. Ru nning or cl_ml‘_i‘ing through heavy
debris is impossible. .
Uneven Flagstone Floor: A successful DC 10 Balance check
1 requircc] to run or cha rgde across the surface.
| failure means the character can’l move in that
I _umJ.,
§ AlgaeSlick: Wet green algae covers the flag-
Elones in this area, :1m|:in,_»j the ground slippury.
B charactir al tempting to run or cl'mr_g;c an__\fwin-.»ru
n lI‘le com‘tym‘cl musk m;lL'u a succcssiu] DC‘ 12
Balance check, rather than the DC 10 check
guired olsewhere in the cotrtyard. -
Fountain: This [ountain is v;ingecl with a
slone benchthat is 2-1/2 feet wide. A Medium
v! aracter-dar r.'ﬂ:;il_\' step onto this bench and
pee it to gaina +1 bonuson melee attac[z;_s,agains_t
Ppponcl_‘lts wl'w are on tIu- grm:nd. A Sm;:”
chardcter can |u|[_1 up with a suecessful DC 10
lump. check that counts as 10 feet of
Bioy et j o 1
The fountain is filled with a]gae-covere&
water to a dep.th gt 2 feat aml,i_: treated as a
Shallow }wg._.r\'t the center isa bleached stone
ehatue that can p rovide cover HFdito AC, +2
on Reflex saves) toa cfura_u_l.u'!- hehind it. A
Euccessiul DC 15 Climb #heck allows a
gharacter to climb the statue. |
, -Lig]'lt I.Intleigﬁtdwtll; A space covered with
f} 'ghl u'm]c_rgrmlvtl'l costs 2 squares of move-
hment tomove into and providesconcealment.
il n‘r]_q:rgrnwl:]i increases the DC of Tumble
and Move Silently chetks by 2 because the
foliage gets fithe wav: A cFeature using a
Sll-{ﬂ.g we‘apah can clear asquare of light
&ergrnwfth with a full -round action, '
Shaﬂowgog [t costs 2 Squares of move-
ikl Lo move mitora shallow bog square,
I 6 the: DE of Tumble shécks in such
: s Increases ]:J)' 2, Sh.illmwln-:g S({UAres
e'.rmu'ghl'\-': 1 foot deep. For niore rules |
hout movement and combat in water, see
fpageis \

In the third round, the surviving lizardfolk continue to

light'the PCs. Bestra takes a double move and finally gets out
into the courtyard.

In the following rounds, Bestra uses her highest-level
spells first. If things go badly for her, she uses blacklight to
try to escape. She runs to the east end of the great hall, into
the side yard, and to the door into the great tower, where the
shadar-kai let her in.

Once the combat has concluded, refer back to page 53 to
continue the adventure.

Loclked Strong Woaden Doors: 2 in. thick; AQ 3; hardness
8; hp 20; break DC 25 (locked); Open Lock DU 25.

Ohne of the rogies inside ca rries the lzc_v to the doors, but the
doors can be locked from the inside without the lcc::.

Entry Doors: 2 in. thick: AC 3: hardness 5; ]11; 20; hreak
“'._‘ 25 “OCL‘.‘{:J}. I)C 35 (]Jdl'!‘t'-.l.l}; k}].lL‘Tl L(‘Cl‘a DC 25.

Onee Bestra leaves (assuming no PCsare inside), the recruits -

Promiares Liialhse and bath & Ao ons,

o
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‘Encounter Level 5

Selu 8/ 4

This encounter assumes that the PCs have already fought
a large force in the courtyard (ractical encounter L2). The
inhabitants of area L4, dominated recruits from Wheloon,
were instructed to remain in the entry and bar the door,
forming the last line of defense against the PCs entering
the great hall. Thus, they are ready for the PCs arrival,

though they fervently hoped that the defenders of the :

courtyard would defeat the PCs, - :

The encounter begins when the PCs try to get through
the doors into the Great Hall. As soon as the PCs come to
the door, have them toll initiative, and then roll initiative
for the recruits inside. Each round the PCs spend bangi ng
on the door is a round that Halish can use to cast spells.

The recruits inside are Halish (H), a cleric of Mystra
who passed through the failed Shadow Gate and emerged
altered, and three young wizards—Dava (D), Mendios (M),
and Zephan (Z)—all of whom are under the effect of the
Staryy Gnosis. :

When the PCs confront Halish and the wizards, read: «

An armored male wearing the vestments of
Mystran priest confronts you. He looks human,
but his face is gray, and shadows seem to enshroud
him.:Behind him stand three humans: two males
and a female. They wear similar-looking purple
robes and stand veady, each with one hand raised
and the other hand nexi lo a spell component.
pouch.

TQCTICS

Halish calls up his shadow mantle, gaining the benefits of
the dark template, at the first sign of rrouble. As their first
action when the PCs begin working the door, the wizards
drink their potions of mage armor.

In the next round, Zephan and Mendios ready burning
hands spells encompassing the area of the doors, while
Dava readies a magic missile. Halish uses his scroll of bull's
strength on himself.

In the next round after using their readied actions, all
three wizards produce their scrolls of scorching ray and
artempt to use them. If Halish has a third round before
the PCs enter the hall, he casts divine favor on himself and
prepares to wade into melee,

64

CR1

DAvA, MENDIOS, AND ZEPHAN
hp 9 each (1 HD)
Male and female Tethyrian human evoker 1
NG Medium hurnanoid
Init +1; Senses Listen +1, Spot +1
Languages Chondathan, Common

AC 15, touch 11, flat-footed 14
Fort +2, Ref +1, Will +5

Speed 30 ft. (6 squares)

Melee dagger +0 (1d4/19-20)

Ranged dagger +1 (1d4/19-20)

Base Atk +0; Grp +0

Combat Gear scroll of scorching ray (+1 ranged touch),
potion of cure moderate wounds, 2 potions of cure light
wounds, potion of mage armor (used), 3 flasks of
alchemist’s fire

Wizard Spells Prepared (CL 1st):
Ist—>burning hands (DC 13), magic missile (2)
0—detect magic (2), flare (DC 12), openyclose

Abilities Str 10, Dex 13, Con 14, Int 15, Wis 12, Cha 8

Feats Discipline (FRCS 34), Scribe Scroll, Toughness

Skills Concentration +8, Decipher Script +6, Knowledge
(arcana) +6, Knowledge (history) +4, Knowledge
(religion) +4, Spellcraft +6

Possessions combat gear plus dagger, 30 gp.

Spellbook spells prepared plus 1st—mage armor; 0—all
except enchantment and necromancy.

Hook “Yes, she willl”

As combat proceeds, Halish leans toward melee, but
uses spells intelligently when needed. He uses hold person
to immobilize fighter-type characters; silence to quiet
spellcasters who are hanging back in the courtyatd (so he
doesn't needlessly hamper himself or the wizards), and
spiritual weapon to supplement his melee attacks.

If the PCs use dispel magic to free any of the recruits
from the dominate'person effect of the Starry Gnosis during
combat, the liberated recruits try to subdue their compan:
ions with nonlerhal attacks and grappling,

Once the combat has concluded, refer back to page 54
to continue the adveDBure. '

CONCLUSION
If a PC died in a recent conflict, Halish, if freed from the
effects of the Starry Gnosts, might make a good replacement
for that player’s character until a new PC can be inserted,

N



HALISH

hp 23 (3 HD)

| Male Calishite human cleric 3

LN Medium humanoid (extraplanar)

Init -1; Senses darkvision 60 ft., superior low-light vision;
Listen +2, Spot +2

Languages Chondathan, Common

CR3

AC 16, touch 9, flat-footed 16
Fort +8, Ref +1, Will +8
Resist cold 10

Speed 30 ft. (6 squares)
Melee mwk morningstar +7 (1d8+3)
Ranged light crossbow +1 (1d8)
Base Atk +2; Grp +5
Special Actions hide in plain sight, spontaneous cure spells,
turn undead 4/day (+1, 2d6+4, 3rd)
Combat Gear scroll of bull’s strength (used), potion of cure
light wounds, scroll of dispel magic (DC 6 caster level
check to activate)
Cleric Spells Prepared (CL 3rd):
2nd—hold person (DC 14), silence® (DC 14), spiritual
weapon

Ist—bless, command (DC 13), detect secret doors®, divine
favor

0—detect magic, guidance (2), resistance

D: Domain spell. Deity: Mystra. Domains: Knowledge,
Spell

Abilities Str 17, Dex &, Con 14, Int 10, Wis 15, Cha 12

5Q hide in plain sight, shadow mantle

Feats Discipline, Great Fortitude, Weapon Focus
(morningstar)

Skills Concentration +12, Hide +2, Knowledge (arcana) +3,
Knowledge (religion) +3, Move Silently +0, Spellcraft +8

Possessions combat gear plus masterwork banded mail,
masterwork light steel shield, masterwork morningstar,
light crossbow with 20 bolts, cloak of resistance +1, silver
holy symbol of Mystra, 24 gp

Shadow Mantle (Su) Once a day, Halish can call up his-
shadow mantle, gaining the benefits of the dark
template. These benefits are figured into his stalistics
block.

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment, except

§  innatural daylight; the area of a daylight spell, or similar
magical light.

Superior Low-Light Vision (Ex) Can see four times as far as a
human in shadowy illumination.

Hook “Fools! Mystra will avenge the wrong you do to her!”
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FEATURES OF THE AREA

Heavy Delske It onutei 2 squares of movement to enter a
5 to l]'le
DC of Balance and Tumble checks, and it imposes a —8 pe snally

square containing ;mavv debris. Heavy debris adds 2

on Move Silent |v cheoks. kurmlnq or Ll‘mr}_ln: tlﬂnugl'l l’xem Yy
debris is tmpo:tall':]e

T‘nlrv Doors: 2 in. tl‘m.lz, AC 3 ]1arrj.11s..és b l!p 20 !:r&} e
DC 256 (locimd}, DL 35 “mn’u]}, Open Lock DC 25.

Once Bestra leaves (assuming no PCs areinside), the recruits
from area [ 4 close and harthe doors (hardness 5, 20 ki, breale
DC 25).

Slender Column: 1-1/2 ft. thick; AC 4; ke mim,t.a- 8; hp
280; breal DC 30; Climb D 20,

A creature 5’candmd in the same siuare asa s ]enc].f.‘r column
gains a +2 cover bomls to Armor Class and a 41 cover bonus
on Rc“ex saves (lln TR ]JUHI.IEIL‘; Llﬂil"t staclzn i‘ll‘l caver l)mm-.ea
from other sources)s The presence of a slender colunin does
nol otherwise affoct a creature’s space. A column can Tll-' lm-u}u'(l
over with a, “t:engliu check that micets or exceeds its hreak DC,
c{ealmg bd6 points of damagc to crealures in the s sguares t]ml
it fallsin (Reflex DC 15 half), A pushed=over column (ills the
Equc:n'es it falls in with heav 'y debris:

Statue: 5 ft, tall; AC 3; hasilness 8
Climh DC 20. .

A statue provides &overs il can be pushed over w ltl‘l aStrength

check that meets or exceeds its breal DL deali g 10d6 points
of dam age Lo crealures in tl’lc squares t]‘mt it fa”s i [Reﬂe\
DC 16 I’lal{) A pushecl—mln Hl.ai ue fl“a the :-L]Llares it [a”.s mn
with heav ¥ debris.
* Gap: A narrow gap in the wall a]low« the possibility of
squeezing bebween the entry and room A, Since this area 18
also rubble-strewn, moving tl-lmugh I.I'na‘gap counts as 20 fect
(4 squares) of movement,

Ilp 900; break DC 45;
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ENCOUNTER L7

Sreat Haw

Encounter Level 9

setup :
Ketsarta Shadowscale (K) keeps a vigil near the rear of the
room. Kithlord Thieraven (T), commander of the shadar-

kai in the keep, and five shadar-kai (S) pace restlessly

around the hall. Whenever the attack comes, there is no
surprise round— both sides are ready to fight.

When the PCs spot Ketsarra, read:

A half-dragon stands before you, shrouded in
flickering shadows, her eyes glowing with an
unholy light.

5 SHADAR-KAI CR1

hp 10 each (3 HD)

NE Medium fey (extraplanar)

Init +3; Senses superior low-light vision; Listen +8,
Spot +8

Languages Cornmon, Elven, Sylvan

AC 16, touch 13, flat-footed 13

Fort +2, Ref +7, Will +4

Weakness shadow curse

Speed 30 ft. (6 squares)

Melee spiked chain +4 (2d4)

Ranged shortbow +4 (1d6/x3)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)
Base Atk +1; Grp +1

Atk Options sneak attack +1d6

Special Actions hide in plain sight

Abilities Str 10, Dex 16, Con 11, Int 11, Wis 10, Cha 9

Feats Alertness, Exotic Weapon Proficiency (spiked
chain)®, Weapon Finesse

Skills Hide +9, Listen +8, Move Silently +9,
Search +6, Spot +8, Survival +6

Possessions +1 gal-ralan (see page 155), spiked
chain, masterwork studded leather armor,
shortbow with 20 arrows, 44 gp

Superior Low-Light Vision (Ex) Can see four times
as far as a human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is
stunned, dazed, staggered, or unconscious, it
must make a successful DC 15 Will save or gain
one negative level.

Hide in Plain Sight (Su) Can use the Hide skill
while being observed and while lacking cover
or concealment, except in natural daylight, the
area of a daylight spell, or similar magical
light.

Hook The creature moves with unnatural grace,
and even the whoosh of its whirling spiked
chain seems hushed.

Y T i W

When the PCs spot Kithlord Thieraven, read:

Another of the pale-skinned and tattooed men stepd
out of the shadows. This one adopts a posture of
spellcdsting, bul he holds one of the spiked chains
theywield ready at hand.

PEATURES OF THE ARiza
Heavy Debris: It costs 2 squares of movement to en
square containing heavy debris. Heavy debris adds 5 to
DC of Balance and Tumble checks, and it Imposes a
penaIty an Maove Silcu’c]y checke. Run ning or c})arging thro
heavy debris is impgssible, T
The Dusk Lord's Passage: A character who enters thi
square in the center of the chamber is Lransported in |
to the Plane of Shadow. A character on the Plane of Scl'ta
who wants to return to the f\v'lul,l.erial Pla:{e m'l_._l.sl:-_laa_w-
space of the ,e_mrtm_’ and reenterit. The ,‘mr'bif functions {inei
direction) once every 1d3 rounds. See area S1, page 74, i i
character enters the Plane of Shadow,
Shadow Tendrils: These tentaclelike bands of shades
obscure sigl‘it ‘anc] pmvin]c_ concealment, If an attacking
character's line of sight to a targel crosses & S]mclbif tendr
the attack has a 209% chance to miss the lardet. d
Locked Iron Door: 2 in. thick; AC 3. harc].nésé»':l_'
60; DC 28 (locked). Y. 2
The Ize'y to thisdooris hidden on the Plane of Shadow—in:
serfed into the lock of the door's shadow mirtor on that plane
Al’cllouglm ikisin scri_:écllinto this lock, this key clqis_sfi"f&t;ﬂp o
the door on the ﬁlm_;luw plane. :
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Tactics -
Ketsarra begins the encounter by casting divine favoron her-
sell. Thieraven casts mage armor on himselfwhilé remaining
cohcealed behind the shadow tendrils. The shadar-kai choose
positions behind shadow tendrils that grant them conceal-
ment while allowing them to fire their bows at the PCs.

In the next 3 rounds, Ketsarra uses her area attacks— her
breath weapon, her javelin of lighining, and her bane spell, not
necessarily in that order—to weaken as many PCs as possible
before wading into melee. Thieraven uses shield, hold person,
and ray of enfeeblement in the same 3 rounds, then closes to
melee.

Once the combat has concluded, refer back ro page Sé to
continue the adventure.

KITHLORD THIERAVEN CR6
hp 35 (9 HD)

Male shadar-kai sorcerer 6

NE Medium fey (extraplanar)

Init +4; Senses superior low-light vision; Listen +7, Spot +7
Languages Common, Elven, Sylvan

AC 18, touch 18, flat-footed 10
Fort +5, Ref +10, Will +8
| Weakness shadow curse

Speed 30 ft. (6 squares)
Melee masterwork spiked chain +8 (2d4)
Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)
Base Atk +4; Grp +4
Atk Options sneak attack +1d6
Special Actions hide in plain sight
Combat Gear shadow weave scroll of fear (DC 17) (DC 9
caster level check to activate), oil of darkness
Sorcerer Spells Known (CL 6th):
3rd (4/day)—nhold person (CL 7th; DC 17)
2nd (6/day)—scare (CL 7th; DC 16), touch of idiocy (+4
melee touch) N
1st (7/day)—chill touch (CL 7th; +4 melee touch) mage
armort, ray of enfeeblement (+8 ranged touch), shield
0 (6/day)—arcane mark, detect magic, disrupt undead (+8
ranged touch), ghost sound, open/close, resistance,
touch of fatigue (CL 7th; +4 melee touch; DC 14)
T already cast

Abilities Str 10, Dex 19, Con 13, Int 12, Wis 8, Cha 16

Feats Alertness, Exotic Weapon Proficiency (spiked chain)?,
Shadow Weave Magic, Spell Thematics (grasping
shadows), Weapon Finesse

Skills Bluff +7, Hide +13, Listen +7, Move Silently +11,
Search +7, Spot +7, Survival.+5

Possessions combat gear plus masterwork spiked Chd!ﬂ +1
gal-ralan (see page 155), cloak of Charisma +4, 10 gp, note
from Esvele written in Common (see handout on page 157)

Superior Low-Light Vision (Ex) Can see four times as far as a
human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is stunned, dazed,
staggered, or unconscious, it must make a successful
DC 15 Will save or gain one negative level.

Hide in Plain Sight (Su) Can use the Hide skill while being

in natural daylight, the area of a daylight spell, or similar
magiaal light.

observed and while lacking cover or concealment, except |

KETSARRA SHADOWSCALE CRE6
hp 50 (6 HD)
Female shadowslain half-black dragon lizardfolk cleric 4
CE Medium undead (augmented dragon)
Init +1; Senses darkvision 90 ft., low-light vision; Listen +3,
Spot +3
Aura Weave drain (10 feet)
Languages Draconic, Common

AC 22, touch 13, flat-footed 21

Immune acid, paralysis, sleep, mind-affecting, poison,
stunning, disease, death effects, critical hits, nonlethal
damage, ability drain, energy drain, damage to physical
ability scores, fatigue, exhaustion

Resist turn resistance +4

Fort +4, Ref +5, Will +7

Weakness light blindness

Speed 30 ft. (6 squares)
Melee +7 spear +14 (1d8+14/x3) or
Melee spontaneous inflict moderate wounds +13 touch
(2d8+4, Will DC 16 half) or
Melee spontaneous inflict light wounds +13 touch (1d8+4,
Will DC 15 half)
Ranged javelin +5 (1d6+9)
Base Atk +4; Grp +13
Special Actions breath weapon, spontaneous casting (inflict
spells)
Combat Gear javelin of lightning, potion of inflict serious
wounds
Cleric Spells Prepared (CL 4th): ]
2nd—darkness, desecrate® (CL 5th), hold person (DC 16),
shield other
1st—bane (DC 15), divine favor (CL 3rd), doom (DC 15),
protection from good® (CL 5th), shield of faith
O—detect magic (2), guidance (2), resistance
D: Domain spell. Deity: Shar. Domains: Darkness, Evil

Abilities Str 28, Dex 13, Con —, Int 12, Wis 16, Cha 12

SQ aura of evil, shadowstuff armor

Feats Blind-Fight®, Multiattack, Shadow Weave Magic,
Tenacious Magic

Skills Balance +10, Hide +15, Jump +18, Knowledge
(arcana) +9, Knowledge (nature) +5, Knowledge
(religion) +9, Move Silently +7, Swim +14

Possessions combat gear plus +1 heavy waoden shield, +1
spear, 6 javelins, 4 vials of unholy water, 50 gp silver dust
(for desecrate spell), disc of secrets (see page 154)

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) As previous shadowslain,

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster is
within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, rurrently
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses.) When
she next prepares spells or regains spell slots, she
regains her full normal complement of spells.

Ifthe subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal
to 5 x the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

Breath Weapon (Su) 60-ft. line, 1/day, 6d8 acid, Reflex bcm
half

Hoolk “Shadows take you!”

Hook “Fools! I wield power unknown even to my sire!”

[
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'Encounter Level 6

SETUP

The two shadarkai (S), two shadowslain Poison Dusk
lizardfolk (P), and the shadow mastiff (M) in this room
almost certainly hear the sounds of combat in area L7, and
definitely hear PCs who try to break down the iron door
to enter this area, or who operate the revolving door out of
area L7A. If the PCs enter from the side yard at area L10,
the creatures here are alerted by the PCs breaking down
the side door. In any event, they are ready for combat, and
no surprise round occurs.

SHADOW MASTIFF CR3
hp 30 (4 HD)

NE Medium outsider (extraplanar)

Init +5; Senses darkvision 60 ft., scent: Listen +8, Spot +8

Languages Common (understand, but cannot speak)

AC 14, touch 11, flat-footed 13; Dodge
Fort +7, Ref +5, Will +5

Speed 50 ft. (10 squares)

Melee bite +7 (1d6+4)

Base Atk +4; Grp +7

Atk Options trip

Special Actions bay

Abilities Str 17, Dex 13, Con 17, Int 4; Wis 12, Cha 3

5Q shadow blend

Feats Dodge, Improved Initiative, Track®

Skills Hide +8, Listen 18, Move Silently +8, Spot +8,
Survival +8 (+12 tracking by scent)

Bay (Su) When a shadow mastiff howls or barks, all
creatures except evil outsiders within a 300-foot spread
must succeed on DC 13 Will saves or become panicked
for 2d4 rounds. This is a sonic mind-affecting fear effect.
Whether or not the save is successful, an affected
creature is immune to the same mastiff’s bay for 24
hours. The save DC is Charisma-based.

Trip (Ex) A shadow mastiff that hits with its bite altack can
attemnpt to trip the opponent as a free action without
making a touch attack or provoking an attack of
opportunity. Il the attempt fails, the opponent cannot
react to trip the shadow mastiff.

Shadow Blend (Su) In any condition of illumination other
than full daylight, a shadow mastiff can disappear into
the shadows, giving it total concealment. Artificial
illumination, even a light or continual flame spell, does
not negate this ability. A daylight spell, however, does.

Hook Bays in fury whenever bright light shines upon it.
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fray, read:

2 SHADAR-KAI

f—— g

When the shadow mastiff appears, read:

Invisible in all but the brightest light, this human-"
sized hound has a smooth, black coat and a -
monstrous, toothy visage.

When the shadowslain Poison Dusk lizardfolk enter the'

Two Poison Dusk lizardfolk fire their poisoned
arrows at you from the rickety spival staiys. Like
the other undead lizardfolk, these creatures are
swathed in darkness and gaze at you with hate-
filled, glowing eyes.

CR1
hp 10 each (3 HD)

NE Medium fey (extraplanar)

Init +3; Senses superior low-light vision, Listen +8, Spot +8
Languages Common, Elven, Sylvan

AC 16, touch 13, flat-footed 13

Fort +2, Ref +7, Will +4
Weakness shadow curse

Speed 30 ft. (6 squares)

Melee spiked chain +4 (2d4)

Ranged shortbow +4 (1d6/x3)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)

Base Atk +1; Grp +1

Atk Options sneak attack +1d6

Special Actions hide in plain sight

Abilities Str 10, Dex 16, Con 11, Int 11, Wis 10, Cha 9

Feats Alertness, Exotic Weapon Proficiency (spiked chain)?,
Weapan Finesse

Skills Hide +9, Listen +8, Move Silently +9, Search +6,
Spot 48, Survival +6

Possessions +1 gal-ralan (see page 155), spiked chain,
masterwork studded leather armor, shortbow with 20
arrows, 44 gp '

Superior Low-Light Vision (Ex) Can see four times as farasa
human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is stunned, dazed,
staggered, or unconscious, it must make a successful
DC 15 Will save or gain one negative level.

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment, except
in natural daylight, the area of a daylight spell, or similar
magical light.

Hook The creature moves with unnatural grace, and even the
whoaosh of its whirling spiked chain seems hushed.
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FOCTICS °
The shadowslain Poison Dusk lizardfolk begin the encoun-
ter on the spiral stairs, where they can use their bows and
gain cover against PC attacks. If the PCs move to where they
cannot get a clear shot at them, they come down the stairs,
frying to remain behind the cover of the stairs'to shoot at
B them. The shadar-kai and the shadow mastiff team up to flank
PCs (so the shadar-kai gain the benefit of sneak attack). The
shadar-kai are immune to the shadow mastiff’s bay ability
[ due to previous expostre.
Once the combat has concluded, refer back to page 57 to
R’ continue the adventure.

2SHADOWSLAIN
PoisoN Dusk LizARDFOLK
hp 6 each (1 HD)
NE Small undead (augmented humanoid, reptilian)
Init +2; Senses low-light vision, darkvision 60 ft.; Listen 40,
Spot +4
Aura Weave drain (10 feet)
Languages Draconic

AC 19, touch 15, flat-footed 17
Immune mind-affecting, poison, sleep, paralysis, stunning,

disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
I

CR2

scores, fatigue, exhaustion
Resist turn resistance +4
Fort +2, Ref +2, Will +0
Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee 2 claws each +4 (1d3+3) and
bite +2 (1d3+1)

Ranged shortbow +3 (1d4 plus poison)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp —1

Atk Options favored enemy humans +2, poison (Fort DC 13,
paralysis for 2d6 minutes/no secondary)

Abilities Str 16, Dex 15, Con —, Int 8, Wis 11, Cha 7
5Q shadowstuff armor
b Feats Multiattack; Precise Shot
Skills Balance +5, Hide +20 (+15 when wearing armor or
L covering clothing)*Jump +6, Spot +4, Swim +5
Possessions shortbow with 20 poisoned arrows

Hook Laughs when a foes is paralyzed

Light Sensitivity (Ex) A shadowslain is dazzled in bright
| sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) A shadowslain is shrouded in a

semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.

Weave Drain (Su) This ability affects spellcasters who use
| the Weave. At the beginning of her turn, if a spellcaster is
' within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses.) When
she next-prepares spells or regains spell slots, she
regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal
to 5 X the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

FEATURES O THE AREA

Locked Iron Door: 2. in. thicky A 3: hardness 10; Ilp ()0;_

DC 28 (locked).

The ]ee_\- Lo this daoris hidden on I:]1e Plane of Shadow-in-
serted intothe lock ofthe door's shadow mirror on that plane.
Althoigh it is inserted into this lock, this key does nat open
the le_)r on the shadow I_vl:mr.-.

Secret Lever-Operated Stone Door: 4 in. thick: AC 3;
hardness 8; hp 60; break DC 28 (locked); Search DC 25,

This door is operaled l)_v a lever next to it in area L7A. It i=
asccret doorto area L8, No means of opening the door exists
in area .8,

Steep Spiral Stairs: Characters movi ngup stéep stairs must
spend 2 squares of movement to enter each square of stairs.
Characters running or t‘!imrging down steep stairg must succeed
on DC 10 Balance checks upon entering Lhe first steep stairs
square. Mounted characters make DC 10 Ride cheths instead.
Characters who fail stumble and must end their movement
1112 xS fcct Iater. Cllaractcrs who ‘f‘uf[ L*y 3 ormore I.‘al»:‘c l(i()‘
paints of l'lrlﬂh'lgu and fall prone in Elm square where l.hl:.y end
tliei_r movement, Steep slairs increase the DC of Tumble checks
by &. Characters gain cover against foes helow them on spiral
stairs because I.]n:y can L‘asi]}? duck around the staircase’s central
support.

Light Unclerg'ro‘\:th: A s]':;ace covered with ligh Bundergrowth
coste 2 squares ol movement to move into and provides con-
ccalment, Unclergrnwtllincregme:s !.}1 e DE é;—fl.lml)le :ul‘ld Move
Silently checks by 2 because I.']I'Iel fn]i_age_gei.s in the way. A
creature using a sl.whing weapc:\'h‘ can clear a square of ]?glul.

"undcrgrcuw‘l‘l*: with a full-vound action.
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‘Encounter Level §

setup P
The khumat (K) in this room cannor help but be aware of
combat in the room below, and it positions itself so that it
can make attacks of opporrunity against creatures moving
from the stairs to the floor—and in a position that makes
itdifficult to flank.
Five lizardfolk are held caprive here. Three of them are

run-of-the-mill tribe members (L), but one is Kessessek's

mate, Ashala (A), and the other is the former chieftain of
the Sharptooth tribe, Gathan (G).

When the PCs first sée the khumat, read:

This bipedal creature has the head and long tail of
a crocodile attached to its muscular body. Thick
scales cover ifs body, particularly heavy on its back
and tail. Its arms end in heavy claws, and its
powerful mouth is filled with sharp teeth.

KHUMAT
hp 93 (11 HD); DR 10/magic
NE Large outsider (extraplanar)
Init +5; Senses darkvision 60 fL., Listen +15, Spot +15
Languages Common

AC 26, touch 10, flat-footed 25

Immune poison

Resist acid 10, cold 10, electricity 10, fire 10; SR 15
Fort +11, Ref +8, Will +10

Speed 30 ft. (6 squares), swim 45 ft.

Melee bite +15 (2d8+18) or

Melee tail slap +15 (1d12+18)

Space 10 ft.; Reach 10 ft.

Base Atk +11; Grp +23

Atk Options improved grab, Improved Sunder, Power
Attack (=3 attack, +3 damage)

Abilities Str 26, Dex 13, Con 19, Int 8, Wis 13, Cha 8

Feats Improved Initiative, Improved Sunder, Iron Will,
Power Attack

Skills Hide +11, Listen +15, Move Silently +15, Search +13,
Spot +15, Survival +15, Swim +30

Possessions keys to the manacles

Improved Grab (Ex) If a khumat hits with its bite attack, it
can attempt to start a grapple as a free action without
provoking an attack of opportunity.

Note This creature is a khumat, a shadow beast from the
Plane of Shadew. See Miniatures Handbook for more
information.

CR 3

Hook “More arms for my chains? More entrails for my
dinner?”

Tactics .

CONCLUSION

3 LiZARDFOLK (EXHAUSTED)

When the PCs see the prisoners, read:

These lizardfolk look emaciated and exhuustcd.

The khumat remains in its starting position as long as feet
sible, avoiding flanks and making the best use of its reach’
to make attacks of opportuniry. If the PCs start trying (o}
free some of the captured lizardfolk, the khumat moves
to threaten rthose characters, while still trying to prote¢ ;
itself from flanking. '
Any freed lizardfolk do their bestto help our in the fight
but they are all exhausted, and Ashala lacks spells.
Once the combat has concluded, refer back to pagesg
to continue the adventure,

Most of the lizardfolk want to flee the fortification immes
diately in order to rejoin their tribe. Ashala is delighted @
hear that her mate Kessessek still lives, and is now chiel
tain. The former chieftain Gathan, however, is less ple
at the news, and seeks an honorable death fighting along
side the PCs. No one can dissuade him from this path, and’
the lizardfolk make no attempt to do so.

If the PCs allow Gathan totravel with them, the lizard
folk recklessly hurls himselfat foes until death claims him!
If the PCs refuse ro allow Cathan to help them; Gathan
challenges thein to a battle and attacks them even if they
refuse ro fight.
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CR1
hp 11 each (2 HD)
N Medium humanoid (reptilian)
Init —3; Senses Listen +0, Spot +0
Languages Draconic

AC 12, touch 7, flat-footed 12
Fort +1, Ref +0, Will +0

Speed 15 ft. (3 squares)

Melee club -1 (1d6-2) and
bite -3 (1d4-2) or

Melee 2 claws each -1 (1d4-2) and
bite -3 (1d4-2)

Base Atk +1; Grp 1

Abilities Str 7 (with -6 penalty), Dex 4 (with —6 penalty), Cof I
13, Int 9, Wis 10, Cha 10

SQ hold breath

Feats Multiattack Y

Skills Balance +1, Jump +2, Swim =1

Possessions club

Hook Hisses at foes

Hold Breath (Ex) A lizardfolk can hold its breath for 52
rounds before it risks drowning.




LHIEFTAIN GATHAN (EXHAUSTED)
hp 33 (4 HD)
PMale lizardfolk ranger 2
g Medium humanoid (reptilian)
Init—4; Senses Listen +2, Spot +2
Languages Draconic
PAC 12, touch b, flat-footed 12
tFort +6, Ref +2, Will +0
Speed 15 ft. (3 squares)
Melee 2 claws +3 each (1d4) and
bite +1 (1d4)
Base Atk +3; Grp +6
itk Options favored enemy animals +2
fbilities Str 11 (with —6 penalty), Dex 2 (with —6 penalty),
Con 16, Int 11, Wis 10, Cha 12
8Qfiold breath, wild empathy +3 (-1 magical beasts)
ifeats Improved Natural Armor, Multiattack, Track®, Two-
. Weapon Fighting®

CR3

=

=2, Spot +2, Survival +4, Swim +9

Skills Balance +5, Hide —2, Jump +3, Listen +2, Move Silently

iHold Breath (Ex) Gathan can hold his breath for 64 rounds
before he risks drowning.

ithan is exhausted. If something removes this effect, he
* nas the following altered statistics:
fit -1

fpeed 30 ft. (6 squares)
tlee 2 claws +6 each (1d4+3) and
bite +4 (1d4+1)

flls Balance +8, Hide +1, Jump +12, Move Silently +1,
Swim +12

HALA (EXHAUSTED)
(5 HD)
gmale lizardfolk cleric 3
iViedium humanoid (reptilian)
fil-3; Senses Listen +2, Spot +2
nguages Draconic
BUC1, touch 7, flat-footed 12
it 45, Ref +1, Will +5
15 ft. (3 squares)
fee 2 claws +0 each (1d4-3) and
bite-2 (1d4--3)
#se Atk +3; Grp +0 2
ecial Actions turn undead 4fday (+1, 2d6+4, 3rd), rebuke
Plant creatures 8/day (+1, 2d6+4, 3rd), turn fire creatures
4lday (+1, 2d6+4, 3rd)
diic Spells Prepared"(CL 3rd):

CR3

Ueity: Semuanya. Domains: Plant, Water

blties Str 4 (with —6 penalty), Dex 4 (with -6 penalty), Con
14 Int 12, Wis 15, Cha 13

{d breath

Extra.Turning (plants), Multiattack

$58alance +6, Diplomacy +4, Jump +0, Knowledge

{Eture) +4, Knowledge (religion) +4, Swim +6

JiBreath (Ex) Ashala can hold her breath for 56 rounds
telore she risks drowning.

FEATURES OF THE AREA _

Steep Spiral Stairs; Characters moy] ng up steep stairs must

spe'mI 2 squares of movement to enter each square of staire,
Characters ronn ing or clmrging down steep stairs must suceced
on DC 10 Balance checks upon entering the first steep stairs
square. Mounted characters make DQ 10 Ride checks instead.
C'Imract_cr's_ who fail stu mble a;nl must end their movernent
1d2%5 feet later. Characters who fail hy 5 or moretake 146
points of damage and fall prome in the square where they end
their movement: Steep stairs increase the DC of Tumble checks
by 8. Characters gain cover against foes below them on apiral -
stairs because l!u:y can easily duck around the staircase's central
support.

Hole: These two Equares are open to the room helow. The
twoshaded squares adjacenl‘ tothe liole aveweak. If 2 Medium
or Large creaturestands ineither square, thereisa 509 chance
cach round l‘h_al.' the floor cu”;ipscs, A characterwho fails a
DC 15 Reflex save falls 15 feet to the room below, ‘I:atléiiig 246
points of cl_amag‘e From the fall and the accompanying slﬁower,
of rubble. A Large creature gains a +5 bonus on this saving
throw. A character who suceeeds on the saving throwcan posi-
tion himself in any squard adjacent to the sguare that
collapsed. / .

A successful DC 10 Search check reveals the {:ragile nature
of the floor. Due to etonecun ning, a dwarf can make this check
automatically if within 10 feet. ;

Iron Manacles: 1/2 i, thi_clz; AC11; |_'m rdness 10; hp 10;
break DC 26; Open Lock DT 20,

The five lizardfolk ave chained to the wall with manacles. Any
fizardfoll: that are fread help the PCs against the khumat, although
they are exhausted and anable to fight very eFfecti\-e]y:

L
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eyond the Dusk Lord’s Passage a dark and peril-
ous journey awaits the characters, The true lair of
Shar’s servants lies deep in the Plane of Shadow,
and it is here that Despayr intends to consummate the ritual that
will rip a hole in Mystra’s Weave. Characters following the trail
of those dominated by the Starry Guosis find that it leads into
the Vast Swamp’s counterpart on the Plane of Shadow.

Many locales and structures from the Material Plane are
echoed in the Plane of Shadow. When the characters pass through
the Dusk Lord’s Passage in the Great Hall of the Lost Refuge,
they emerge in a strange, twisted duplicate of the fortress they
Just left. Like the Lost Refuge itself, this “shadow citadel” is
garrisoned by Shar’s servants. Not far from the Shadow Citadel
lies the Shadowscale Warren, where most of the remaining Shad-
owscale lizardfolk dwell.

+ The next step in the journey is the Whispermere—a sluggish
watercourse winding through the swamps beyond the shadow
tower’s islet. ‘A battered old ferryboat driven by skeletal oarsmen
bears the dominated victims to a landing at the eastern edge of
the swamp. The ruined Monastery of the Ebon Dome overlooks
the landing and a short trail leading to the Black Rift—the
stronghold of Despayr. :

In this chapter, the characters must choose whether to take
the ferryboat directly to the rift, or first root out the last of
the Shadowscales. Either. way, they encounter the plane’s deadly
denizens as they make their way through the dark and sinister
shadow-reflection of Cormyr’s Vast Swamp.

'_qf\_
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the plane of shadow

The Plane of Shadow is a dark echo of the Material Plane,
Where mountains exist in the “real” world, mountains exist on
the Plane of Shadow. Where towns and cities exist in the real
world, settlements lic in“the world of shadow. However, the
shadow-analogues of Material Plane places and things are usp-
ally twisted and distorted.

Since this adventure takes place in the shadow-analogue of
the Vast Swamp, most of the Planc of Shadow in this vicinity s
a great black swamp. Like its Material Plane twin, this swamp is
heayily forested—countless creeks and waterways wind between
cypress stands, low hummocks covered in dense undergrowth,
and patches of open water and reedy marsh.

features of the

plane of shadow

The Plane of Shadow is strange, dark, and deadly. Travelers feel
as if they can’t get warm, they hear and sense things that aren’t
there, and they constantly feel as if they’re being watched. Remind
the players from time to time of just how uneasy their characters
feel during their sojourn in this forbidding plane.

In additiod, the Plane of Shadow has the following traits.

Vision: There is no natural illumination on the Plane of
Shadow, and unnatural gloom dominates the plane. Creaturcs
with normal human vision can see dimly to a distance of 60
feet, and can’t see anything past that. (Consider this to be shad-
owy illumination, which means that targets within 60 feet have
concealment, and targets more than 60 feet away have total
concealment.) Creatures with low-light vision can see 120 feet,
again in shadowy illumination. Creatures with darkvision see as
usual for their darkvision range.

Illumination: The illumination ranges of all light sources,
including spells that produce light, are halyed on the Plane of
Shadow. The Illumination and Sight Distances table on the fol-
lowing page gives you a quick reference for the most common
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ILLUMINATION AND SiguT DISTANCES

Illumination Source Human Vision

‘Campfire 15 ft. bright, 30 ft. shadowy
Candle —

Continual flame spell 10 ft. bright, 20 ft. shadowy
Daylight spell 30 ft. bright, 60 ft. shadowy

Dancing lights spell (each tm'ch] 10 ft. bright, 20 ft, shadowy
Everburning torch 10 ft. bright, 20 ft. shadowy
Lamp, commeon ¥ ft. bright, 15 ft. shadowy

Lantern, bullseye (cone shape) 30 ft. bright, 60 ft. shadowy

Lantern, hooded 15 ft. bright, 30 ft. shadowy
Light spell 10 ft. bright, 20 ft. shadowy
Shadowlight oil

30 ft. shadowy

120 ft. shadowy

60 ft. shadowy

15 ft. bright, 30 ft, shadowy
10 ft. bright, 20 ft. shadowy

Lamp, common

Lantern, bullseye (cone shape)
Lantern, hooded

Sunrod

Torch

light sources characters are likely to use on the plane. Note
that shadowy illumination produced by a light source does not
“brighten” the area a creature can see around itself,

Mildly Neutral-Aligned: A mildly neutral-aligned plane does
not apply a circumstance penalty to anyonc.

Enhanced Magic: Spells that have the shadow descriptor are
maximized, as though the Maximize Spell feat had béen applied,
though they do not require higher-level spell slots or longer than
normal casting times. Furthermore, specific spells are more pow-
erful on the Plane of Shadow than they are elsewhere. Shadow
confuration and shadomw evocation are 30% as powerful as the spells

 they mimic, not 20%. Similarly, greater shadow conjuration and
greater shadotw evocation are 70% as powerful, not 60%. Shades
conjure creatures, objects, and effects that arc 90% of the power
of the ongmal rather than 80%. -

Impeded Magic: Spells that have the fire descriptor or the
light descriptor are impeded (Spellcraft DC 20 + spell level to
- cast).

No Ethereal Connection: The Planc of Shadow does not
connect to the Ethereal Plae, so spells and effects that use the
Tthereal Plane (for example, #link) do not function here.

__. I T
seelng pistant ughr

 In the Plane of Shadow’s eternal night, a light source can
be spotted (Spot DC 20) at a distance equal to 10 times its
~ nopmal radius of bright illumination, or 3 times its normal
~ shadowy 111unm1at10n if the light sheds only shadowy il-
lumination. An observer agtomatu.ally notices the light
| source at half that distance. .
- Creatures outside the illuminared area of a hght source
can see into it just fine. An observer who is close enough to
. spot the light source automatically can thake Spot checks
J as normal to discern creatures or objects in a light source’s
illuminated area,
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Low-Light Vision

30 ft. bright, 60 ft. shadowy
y ft. shadowy

20 ft. bright, 40 ft. shadowy
60 ft. bright, 120 ft. shadowy
20 ft. bright, 40 ft. shadowy
20 ft. bright, 40 ft, shadowy
1y fr bright, 30 ft. shadowy
60 ft. bright, 120 ft. shadowy
30 ft. bright, 60 ft. shadowy
20 ft. bright, 40 ft. shadowy

Superior Low-Light Vision
60 ft. bright, 120 ft. shadowy
20 ft. shadowy

40 ft. bright, 80 ft. shadowy
120 ft. bright, 240 ft. shadowy
40 ft. bright, 80 ft. shadowy
40 ft. bright, 80 ft. shadowy
30 fr. bright, 60 ft. shadowy
120 ft. bright, 240 ft. shadowy
60 ft. bright, 120 ft. shadowy
40 ft. bright, 80 ft. shadowy

60 ft. shadowy

240 ft. shadowy

120 ft. shadowy

30 ft. bright, 60 ft. shadowy
20 ft. bright, 40 ft. shadowy

[

120 ft. shadowy

480 ft. shadowy

240 ft. shadowy

60 ft. bright, 120 ft. shadowy
40 ft. bright,-80 ft. shadowy ,

L)

the shadow citadel

Unlike its Materidl Plan¢ counterpart, the shadow version of
the Lost Refuge stands on a densely forested islet in the swamp,
surrounded by sluggish channels of dark, still water. In the Plane
of Shadow, the keep and its gatchouse lie in ruins; only the main
tower is really intact. Therefore, the ‘Sharrans base their opera-
tions on the Material Plane side of the Dusk Lord’s Passage and
maintain only a few sentries on the shadow side of the portal.

Rather than send their dominated captives onto the Plane of
Shadow without escort, the Sharrans normally have one of the
Lost Refuge guards (usually a shadar-kai or shadowslain lizard-
folk) lead the way through the Dusk Lord’s passage. Arriving in
area S1 of the Shadow Citadel, the escort and his or her captives
simply walk a short distance to the boat landing (area S7), where
the captives board the Necreme and pass into the care of the
shadar-kai ferrymaster Sithierel, The Lost Refuge guard then
returns to his or her post in the Material Plane, while Sithierel
takes the captives by boat down the Whispermere, making the
journey to the monastery landing in about 10 hours.

The Sharrans keep a handful of guards here simply to discour-
age hostilé denizens of the Plane of Shadow from lurking nearby
and attacking captives bound for the monastery and the Black
Rift beyond. Shadowslain lizardfolk in the ruins of the gatehouse
suffice to overcome most foes, but the undead lizardfolk can call
on a powerful shadow beast known as Jherremor if they need to
fend off a particularly dangerous marauder. A

featrures of the
shadow citadel !

The following general propertics apply to the rooms within the
Shadow Citadel unless otherwise noted in a room or encounter
description. S
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CEILINGS
Ceilings are of uniform height.
Ceilings: Indoor ccilings are 15 feet high.

WALLS
Most walls in the Shadow Citadel are made of 1-foot-thick mor-
tared stone, but some interior-walls arc ¥ feet thick.

Masonry Walls (Thick): ¥ ft. thick; hardness 8; hp 450; break
DC 575; Climb DC 20.

Masonry Walls (Thin): 1 ft. thick; hardness 8; hp 90; break
DC 35; Climb DC 20.

Masonry walls increase the DC of Listen checks to hear
through them by 15. The hit points and break DC shown are
for a 10-foot scction. If a masonry wall is breached, the squares
breached and all adjacent nonwall squares become heavy debris.

The thin walls that surround the keep are 15 feet tall.

Doors
Doors in the Shadow Citadel consist mainly of good wooden doors.
Most become stuck when closed and thus must be forced open
with a Strength check against the door’s break DC. This does
not actually shatter the door, although that can be the result of
a successful check if a player desires.
Good Wooden Door: 1-1/2 in. thick; AC 3; hardness 5; hp 15;
break DC 16 (if stuck), break DC 18 (if locked).

, [L.LUMINATION
Most areas are assumed to be dark (although PCs whoenter them
can see as though in shadowy illumination for 60 feet; see Features
of the Planc of Shadow on page 72). Brightly lit locations arc
noted on the maps. With any brightly lit location, assume that
shadowy illumination extends outward from it for an additional
distance equal to the radius of the brightly lit area.

shadow citadel Locations

The map for this arca appears on page 74. Assume that the
ground in the encounter locations is clear and relatively free of
obstruction unless a tactical encounter indicates otherwise. °

S1. Tae SHADOWED HALL
Suddenly you find yourself in a hall much like the one you just

left—yet oddly different. This room seems like a ruined version of

the keep’s great hall. The doors, columns, and statues are cracked
and peeling, and one of the larger doorways simply opens out into
black night. In addition, two wooden doors exit the hall to the
north, and there is a single iron door fo the sonth.

A heavy, oppressive gloom fills the air, and the three hanging
lanterns barely illuminate the room. Shadows gather in the cor-
ners, and all colors have faded to gray. Seen from this side, the
portal through awhich you just passed is a glowing awhite ord. -

The Shadow Citadel is in even worse repair than its Material Planc
icounterpart. Only five statucs stand in this room; the statue of
Jahlass Huntsilver and its revolving platform do not appear in
this shadow-reflection of the great hall.

THE PATH OF SHADOWS
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Glowing Orb: The bright orb is the Plane of Shadow terminus
of the Dusk Lord’s Passage. A character who steps into the orb
1s immediately transported back to area L7 in the Lost Refugc
This portal operates once every 1d3 rounds.

Lanterns: The lanterns hold wooden rods enchanted with
continyal flame spells. These provide only 15 feet of bright il-
lumination and an additional 15 feet of shadowy illumination
because of the plane’s light-dampening characteristics.

Doors: The doors to the room are unlocked, but a key rests in
the lock of the northern iron door. This is actually the Material
Plane key that opens this door’s Material Plane analogue.

Development: If the characters leave this area without en-
countering Therremor (in arca S2) and subsequently battle the
shadowslain lizardfolk in area S5 or Sithicrel in area S7, Jher-
remor discovers their actions 1d4 hours later: Jherremor then
prowls the islet for the characters.

S2. JHERREMOR’s LaIR
The door leading from area S1 to area S2 is made of rusting iron.
It is not locked and opens easily and quietly despite its appcar-
ance. If a character chooses to listen at the door, a successful DC
17 Listen check reveals muffled footsteps, scratching, and wet
tearing sounds. (Therremor is puttering around by its “kitchen
table” and quartering the meat of a human-sized, black-skinned
frog it caught in the swarhp.)
When the characters enter area S2, read:

The foul smells of gore and viscera permeate this dark room.
The chamber seems to be the first story of the keep's tower, and is

¢ octagonal in shape. A decrepil spiral staircase leads to the upper

Joor of the tower. The dismembered corpses of several humans
hang from hooks and chains along the spposite wall.

This is the lair of Jherremor, a fierce ghirrash (a shadow beast
native to the plane) that serves as the principal guardian of this
side of the Dusk Lord’s Passage. Therremor is a bloodthirsty
monster that delights in killing and butchering any dominated
captives the Sharrans have identified as unnecessary to their plans.
Jherremor grudgingly answers to Bestra in the Lost Refuge, and
the Sharran leaders here have found that it’s best to provide the
ghirrash with opportunities for “sport” in order to keep him
satisfied with his duties,

Jherremor knows that dominated captives are supposed to
follow the lantern-lit path from area S1 to area S7, so the appear-
ance of any armed strangers in this room immediately arouses
its suspicions. Fast-talking PCs who are trying to look like they
are just part of the Sharran plan might be able to persuade the
ghirrash that they made a simple error—but if the PCs do not
begin to explain themsclves within moments of opening the
door, the ghirrash attacks. Therremor’s Sense Motive modifier
is +1, but apply circumstance modifiers if the PCs have weapons
in hand, converse among themselves before addressing the ghir-
rash, wear the holy symbols or clerical garb of faiths other than
Mystra or Shar, or otherwise don’t act like dominated captives.
The ghirrash’s attitude is hostile unless it sces a shadar-kai, liz-
ardfolk, or Sharran priest with the intruders, in which case its
attitude is unfriendly.
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82A and 52B: Abandoned Quarters: These small rooms are
shadow-reflections of personal quarters in the real keep. On the
Plane of"Shadow, they are filled with dusty clutter.

Tactical Encounter: S2. Therremor’s Lair on page 90.

Treasure; Therremor is quite avaricious and has amassed an
impressive hoard. The ghirrash keeps its treasure in a pair of
large wooden chests. The loot consists of 2,600 sp, 850 gp, a
silk pouch containing two amethysts worth 140 gp cach and a
decp blue spinel worth 300 gp, a potion of barkskin +2, a potion
of levitate, a scroll of confusion, and a brooch of shielding, The
bloody corpse on the hook is a dark’giant frog.

Development: If the characters do not encounter Jherremor,
the ghirrash leaves this room to patrol the islet 1d4 hours after
the PCs arrive. It either tracks down and attacks the PCs (if they
are still on the islet) or guards area S1.

S3. DARK OBSERVATORY
A huge throne made of glossy black stone dominates the npper
faor of the tower. Shadows seem to pool and stream around. the
seat. This room might have once been an astrolabe or observatory
of some sort. The walls are Sitted with high, shuttered windows,
and carvings of a dark, starry sky adorn the walls.

The enormous obsidian throne is a potent magical location
known as the Dusk Lord’s throne; whether the stone seat carries
any actual connection to the Dusk Lord is unknown, but it has
carried this title for a century. The Dusk Lord’s throne is detailed
in the appendix on page 153.

Two Medium shadow elementals guard the Dusk Lord’s throne,
They materialize and attack if anyone stands adjacent toit.

The Sharrans know of the throne’s magical propertics, bt
they have not yet found a way to approach the throne without
rousing the shadow elementals. After an acolyte was killed while
trying to gain the throne’s powers, Béstra gave orders that
the device be left alone until she got around to destroying the
elementals.

Shuttered Windows: A chain pull at the base of each window
opens and closes that window’s shutters. From this vantage point,
PCs looking out over the swamp can see the dim lantérns marking
the path from the great hall to the boat landing, althotgh details
are obscured by the trees. In other directions, there’s nothing to
see but endless gloom. :

Tactical Encounter: S3. Dark Observatory on page 91.

S4. Tur IsLE

When the PCs exit the keep, read:

Outside the keep’s crumbling walls lies a gloomy, midnight-black
swamp. Black cypresses and moss-covered blueleafs grow all
around the keep, but soon give way to a silent, sluggish bayou.
Several dim lanterns like the ones in the great hall hang from
free limbs, illuminating a_path in the gloom. Toaward the south
end of the keep’s small islet lie the ruins of the gatehouse, and a
rickety dock with an odd-looking vessel tied up to it. The swamp
seems eerily still and watchful.

Fherremor enfoys having visitors stop by . . . for dinner

fu 76 _i
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Normally, Sharran guards from the Lost Refuge lead captives
bound for the Black Rift to the ferry landing and deliver them
to Sithierel. 1

Lanterns: The lanterns hold wooden rods enchanted with
continual flame spells. These provide on Iy 15 feet of bright il-
lumination and an additional 15 feet of -shadowy illumination
because of the plane’s light-dampening characteristics.

~ Bayous: The bayous ringing the Shadow Citadel average 10 fect
deep. The water is still and calm, but filled with peaty detritus;
visibility underwater is obscured beyond ¥ feet, and objects or
creatures ¥ feet away have concealment. The water is cold, but
not ﬂangcrously 50. '

Shallow bog squares.surround much of the isle, with deep bog
squares just outside them and open water beyond.

Shallow Bog: It costs 2 squares of movement to move into a
shallow bog square, and the DC of Tumble checks in such squares
increases by 2. Shallow bog squares are roughly 1 foot deep.

Deep Bog: It costs Medium or larger creatures 4 squares of
movement to move into a deep bog square, or tharacters can
swim if they want. Small or smaller creatures must swim to
move through a square containing a deep bog, All Move Silently
checks take a 2 penalty in a deep bog. Creatures without a swim
speed or freedom of movement cannot use the Tumble skill in a
deep bog, Deep bog squares are roughly 4 feet deep.

Sy. Swame TRaIL
The path meets a ramshackle wooden fostbridge here, spanning a
creek ondy about 10 feet wide. The trail continues on the far side
of the bridge, heading of into the dark swamp.

This trail leads to the Shadowscale Warren (see page 80). The den
of the Shadowscales is about 3 miles distant. The path is reason-
ably safe, but does become muddy and wet in numerous spots.

S6. SHADOW GATEHOUSE
This outlying fortification is in even worse shape than the main
body of the keep. Portions of the northern wall still stand, and
serve as the basis for a dilapidated lean-to made from split wooden
planks roofing over what's left of the walls. Th one side stands a
crude wooden cage; a single lizardfolk sits wvithin, its hands tied
togezher and secured to a stout wooden post.

‘The rest of the Shadow Citadel’s garrison, two Shadowscale
marauders and a shadowslain Blackscale, use these ruins as their
guard post. They keep their eyes open for the small chance that
spies or escaping captives might slip through the Dusk Lord’s
passage. The marauders have already caught one would-be escapee,
a Sharptooth lizardfolk namied Steersissk. They are holding the
unfortunate prisoner tied up in the wooden cage nearby and plan
to send him to the Black Rift soon in order o make a shadow-
slain out of him.

If they have reason to be suspicious of approaching PCs and
spot them before they reach the gatehouse, the Shadowscales
hide by the rubble mounds (Hide +9). The shadowslain Blackscale
also hides'(Hide +6), but it should be out of view and have total
concealment until the PCs round the wall. Otherwise, the Shad-
owscales are out in.the open, believing that the PCs are probably
dominated captives on their way to the boat landing,

e
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Characters who “play dominated” do not arouse any great
suspicion and will simply be directed to head down the path to
the boat. The guards then open the stockade and cscort their
prisoner along behind the PCs, making sure the PCs actually
get onto Sithierel’s Necreme and planning to put their captive
on the boat with the PCs.

Tactical Encounter: S6. Shadow Gatchouse on page 92.

Development: If the PCs frec Steersissk, the gratcful Sharp-
tooth can tell them much about the keep and its surroundings.
Some of his observations include:

“There is a trail on the other side of the keep. It leads to the
Shadowscale village. Several of my people have been taken there
by the black priests. When they come back, they live no longer.
Two of my companions were taken there a day or two ago. They
have not come back, so perhaps the black pricsts have not slain
them yet.”

“A fearsome shadow-fiend inhabits the stone tower, there. Tt
is like a tiger that walks”

“The humans do not go to the Shadowscale village. They get
on the boat, and a shadow-man takes them away down the chan-
nel. The boat follows the beacons into the swamp.”

S7. Trr. NECREME

A rickety wharf leads out over the black waters of the bayou.
A strange-looking boat is moored at the end of the dock. This
rather ungainly-looking keelboat is about 30 feet in length. Sev-
eral benches are arramged low in the hull, and four motionless
skeletons sit chained to the vessels oars. A small lantern hangs
[from the vessels bare mast, and another from the bowsprit. Out
in the water, you can make ont a beacon of pallid light—a chan-
nel marker'of some kind, it seems. ik

This is the Necreme, a sorcerous boat powered by mindless and
tireless rowers—four orc skeletons animated by necromancy and
chained to their posts. The waterways of the shadow-swamp are
the best way to travel through the bleak terrain, so the Sharrans
created a craft suitable for the task.

The shadar-kai ferrymaster Sithierel and his dusk beast com-
panion Grask crew the boat. The shadar-kai is an unusually gaunt
and dour example of his kind, and speaks little. He wears an
amulet that allows him to command the boat’s skeletal rowers.
Once every two days, he takes the Necreme along the routc to
the monastery, refilling lanterns low on oil. At the monastery,
he replenishes his supply of shadowlight oil, rests for 8 hours,
and then returns.

Sithierel ferries captives across the swamp to the monastery
landing. PCs who feign compliance might be able to trick the
shadar-kai into taking them where they want to go. However,
Sithierel is by nature suspicious and sullen—he will not be easily
fooled. In particular, any visible sign that the PCs have recently
been in a fight tips off the ferrymaster that the PCs are not what
they claim. ]

If the PCs try to storm aboard the boat, Sithierel’s first reac-
tion is to cast off. He trics to get the Necreme under way first,
hoping to lcave some PCs stranded on the dock. After that, he
turns his attention to removing boarders.
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Beacons: The lights burning out over the water arc double-
sized bullseye lanterns, filled with large reservoirs of shadowlight
oil. Each beacon has two shuttered sides, shedding a cone of
shadowy illumination 240 feet in the direction of the route the
Necreme takes. A creature that has normal human vision can
spot it from 2,400 feet away with a successful DC 20 Spot check
{and automatically spots it from 1,200 feet). A creature that has
low-light vision can spot it from 4,800 feet and automatically see
the light froth 2,400 feet. A creature that has superior low-light
vision (such as Sithierel) can see the light with a successful DC
20 Spot check at 9,600 feet and adtomatically see it at 4,800
feet.

Thirty-five beacons mark a course following the Whispermere
to the edge of the swamp, some 20 miles distant. Only the first

beacon is visible from the boat landing, and by heading out in-

the direction indicated by the cone, a bit of travel swiftly puts
the next beacon in sight, assuming someone on the boat has at
least low-light vision. If not, those in the boat risk getting lost
(DMG 86). Each beacon weighs 20 pounds, costs 25 gp, and
holds up to 4 pints of shadowlight oil.

Tactical Encounter: S7. The Necreme on page 94.

Treasure: In the small cabin; the ferrymaster keeps an unlocked
iron coffer and five casks of shadowlight oil, cach cask holding 2
gallons (worth 80 gp). The coffer contains 250 gp, 12 pp, a fine
silyer comb worth 240 gp, and a scroll of &ur. Of course, the
Necreme itself (see page 155) is a prize of no small value.

There’s also a small dragonbone lyre worth 800 gp with a
piece of parchment tied to it. The parchment has a series of mu-
sical notes and a few words in Sylvan that read, “Play this, and
the guardian at Black Tree Bend will subside —Esvele.” Esvele
Graycastle wrote the note with Kithlord Thieraven’s help. The
notes on the parchment are to be played when the Necreme
reaches a certain bend in the river that only Sithierel or one of
the Sharrans who has traveled with him can identify. If the notes
are not played, an undead dragon turtle attacks as described in
tactical encounter WM.

Development: If Sithierel and his boat escape, he heads for the-

monastery landing. He warns the Cyricists and Sharrans at the
rift that a band of adventurers has captured the Shadow Citadel.
The villains in the monastery and the rift will be on their guard
against the PCs.

THE PATH OF SHADOWS

the journey Through
the shadow swamp

After exploring the Shadow Citadel, the PCs should know that
the answers to the mystery of the temple of Mystra and the
Sharptooth lizardfolk’s problems lie farther out in the swamp,
hidden somewhere in the eternal gloom of the Plane of Shadow.
Where they go, and how they get there, is up to them.

overland Travel

The player characters have three courses epen to them: They
can follow the channel beacons lighting the way through the
Whispermere, they can strike out along the swamp trail, or—for
some unfathomable reason—they can head off directly into the
trackless swamp.

Characters who follow a trail or the lighted channel beacons do
not become lost. However, characters who leave the marked trail *
or channel are likely to become lost (MG 86) in the gloomy
swamp. Consider the swamp to be equivalent to forest (Survival
DC 15 to avoid getting lost).

Whispermere: A chain of long, winding sloughs and sluggish
creeks meandering through the swamp, the Whispermere serves
as the casiest road from the Shadow Citadel to the Black Rift.
Beacons mark the channel. The bayou averages 200 feet in width,
with shore terrain that ranges from reedy marsh to overgrown
hummocks. In the middle of the channel, the mere is usually
around 25 feet deep; naturally, it gets shallower toward the shore.
Snags, stumps, and huge cypress trunks impede navigation.

- The casiest way to cross the swamp is to travel by boat. The
Necreme can manage 2 miles per hour (roughly a speed of 20
feet) by following. the marked channel. Straying away from
the marked channel means slowing down and groping forward
through countless waterways, reducing speed to 1 mile per hour.
If the PCs follow the beacons, they eventually reach area M1
(see page 84).

The following read-aloud text assumes that the PCs navigate
this channel aboard the Necreme. -

Stil] and silent, the gloomy river winds through the vast, lightless
swamp. Towering black cypresses loom over the bayou, with thick
curlains of moss sireaming from their branches. Abead of you, a
single dim light flickers far off in the endless night. Bebind you,
the last light you passed recedes slowly into the darkness. The only
sounds to be heard are the endless dry creaking and clicking of the
skeletal oarsmen at their work, and the sof%, low wash of water
beneath the boat’s hull. From time to time quick black shadows flit
overhead or dart suddenly out of sight at the edge of vision—but
you never Seem to get a good look ai them. .

Sithierel has a small dragonbone lyre in the chest in his cabin
with a piece of parchment tied to it. The notes on the parchment
must be played (a successful DC 10 Perform [string instruments]
check is needed) when the Necreme reaches the area marked
WML on the map, or else an undead dragon turtle attacks the
shipias described in tactical encounter WM. PCs with no ranks
in Perform cannot read the notes, and the PCs have no way of.
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knowing which turn in the river is “Black Tree Bend” —all the
trees arc black or dark gray. If the PCs fail to play the notes,
turn to tactical encounter WM on page 96.

Swamp Trails: Several footpaths crisscross the swamp. The
most important ones are the trail leading from the Shadow Citadel
to the Shadowscale Warren and the trail leading from the warren
to the Monastery landing. The trails are muddy footpaths that
run along the thickly overgrown forest hummocks of the swamp.
In many spots the trails cross creeks or streams, often with just
a simple log bridge. Several large rivers and lakes pose more dif-
ficult obstacles, but the swamp denizens keep small skiffs at éach
place where the trail crosses water too deep, or wide to wade.

Consult ‘Tables 9-3 through 9—6 in the Player’s Handbook
to figure out how long it takes PCs to get from point to point
using the trails, according to the rules for trails through a jungle.
Thus, a party with a character with a speed of 20 feet travels
1-1/2 miles in an hour. ;

Trackless Wandering: If the PCs wander into the Shadow
Swamp without following a trail, usc Tables 93 through 9-6
in the Player’s Handbook to calculate overland travel according
to the rules for a trackless jungle. Horses make navigating the
Shadow Swamp more difficult, because low branches, thickets,
and marshy ground cause them to have a speed of 20 feet for
the purposes of overland travel calculations. Thus, a party with
horses or with a character with a speed of 20 feet travels Jjust
/2 mile in an hour.

THE PATH OF SHADOWS
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random encountecs in the
shadow swamp

Assume the trails and ferry route are largely safe due to Shad-
owscale lizardfolk and shadar-kai teaching swamp inhabitants not
to trifle with those who use it, and save random encounters for
when the PCs deliberately strike out across the trackless swamp.
If they decide to head out into the swamp, each hour that the
PCs travel there is a % chance for a random encounter. If they
usc unuspally bright lights (uch as sunrods or daylight spells),
this chance doubles to 10% per hour.

SHApow Swamp ENCOUNTER TABLE (EL 7)

d% Encounter Average EL
01-03 1 dark nine-headed hydra 9
04-06 1 dark giant octopus 9
07-11  1d3 wil-owisps 8
12-16 1 dark naga 8
17-23 1d6 dark ahuitzol (Hiend Folio) 7
24-28 1 dark tree (Shining South) 7
29-36 2 mctalmasters (Monsters of Faeriin) 7
37-44 " 1d3 dark trolls* 7
4554 1d3 ooze, ochre jellies 7
35-64  1d3 cloakers Ly 7
6574  1d4+1 dusk beasts (page 94) 7
75-83 1d2 giant crocodiles 6
84-88  1d4+1 shadows 6
8993 .1d4+1 Shadowscale marauders (page 93) 6
< 94-98  1d4 assassin vines 3
97-100 1 shadow mastiff o
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One square = ¥ feet

The shadowscale
warcen e

The swamp trail from the Shadow Citadel follows muddy but
safe ground, leading deeper into the shadow-analogue of the Vast
Swamp. Three miles or so from the Keep, it reaches the den of
the Shadowscale lizardfolk. Other Shadowscale settlements and
outposts are scattered throughout the swamp, but the mound-fort
is the largest and most important of these.

The village is built in and around a huge deadfall. The Shad-
owscales filled gaps in the tangle of dead trees with underbrush
and mud, creating a mound of muck and deadwood more than
200 feer across. Within this mound a warrenlike maze of Tow,
winding passages and crawlways link larger chambers together.

The leader of the warren is the Blackscale warchief Kossaan-
dar, a fierce and slavishly loyal follower of Kctsarra Shadowscale.
Since Despayr requires Ketsarra’s services in the Lost Refuge,
Kossaandar governs the remaining Shadowscales in her place.
The wily banelar Isti-Zar, a nagalike monster devoted to Cyric, is
allied with the tribe and advises the warchief on magical matters.
Isti-Zar is intensely interested in the sccret of the shadowslain rite
and has divined the truth behind Ketsarra’s shadowy powers, but
for now Cyric commands the creature to aid the Shadowscales in
good faith.

30

features of the
shadowscale warren

The following general properties apply to the arcas within the
Shadowscale Warren unless otherwise noted in a room or en-
counter description.

CEILINGS
Ceilings are not of uniforim height.
Ceilings: Indoor ceilings are only about 5 to 7 fect high. Flying
or levitating characters cannot get out of the reach of enemies
standing on the floor.

WaLLs
The walls of the warren are made of deadwood, underbrush, and
a crude mud-wattle.
Warren Walls: Thickness varics; hardness 73 hp 120 per 5-foot
square; break DC 20; Climb DC 10.
If a warren wall is breached, the squares breached and all
adjacent nonwall squares become heavy debris.

Froors _
The floors of the warren are made of damp, packed dirt, and are
uneven due to deadwood, roots, and similar obstructions.
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Uneven Slick Floors: A successful DC 12 Balance check is
required to run or charge across the surface. Failure means the
character can’t move in that round. X

Doors
“Doors” in the mound are simple lashed gates miade from brush
and saplings. :

Brush Gate: 1-1/2 in. thick; AC 3; hardness 2; hp 10; break
DG 15 (if stuck or tied); Use Rope DC 10 (if tied; full-reund
action).

A wicker gate offers improved cover to creatures fighting
through it (+8 to AC, +4 on Reflex saves). :

IL.LUMINATION
Most areas are assumed to be dark (although PCs who enter the
warren can sce as though by shadowy illumination for 60 feet;
see Features of the Planc of Shadow on page 72). Brightly lit
locations are noted on the maps. With any brightly lit location,
assume that shadowy illumination extends outward from it for an
additional distance equal to the radius of the brightly lit area.

shadowscale warren

Locations
The map for this arca appears on page 80.

W1 WaRREN ENTRANCE

The swamp trail leads to a great mound by the shove of a dark
lake. The mound looks like it was once a huge deadfall. A number
of living tree trunks still jut from its mass along with splintered
Stumps and moss-covered logs. Gaps between the logs have been
Jilled with underbrush and crude mud wattle. Directly before
Jou is a wicker gate leading inside. Two guttering torches mark the
entrance. A muddy path meanders east toward the water.

The gate is lashed shut from the inside. Tribe members who were
away from the warren (or visitors such as the Sharrans) simply
call through the gate to the guards in area W3, who come and
unlash the gate.

Brush Gate: 1-1/2 in. thick; AC 3; hardiess 2; hp 10; break
DC 15 (tied); Use Rope DC 10 (full-round action).

e
other ways 1n

The PCs can also enter through area W6 or area W11,
There is also'a concealed entrance near arca W¥.(Search
DC 20 from outside), just big enough for the naga to slip
- “through. Finally, the pool of water in area W connects to
the dark lake (area W2) by means of a submerged siphon
about 120 feet long. Finding the siphon’s entrance means
searching the muddy lake bottom about 30 feet from the-
shore, but it is not otherwise hidden. £ ;
The PCs can also climb on top of the mound and cut
. their way in from above, in which case they can make an
entrance anywhere on the map. In such a case, treat the
roof of the mound as a wall (see above).

S

&

81

THE. PATH OF SHADOWS
_—+__

A wicker gate offers improved cover to creatures fighting
through it (+8 to AC, +4 on Reflex sayes). -

Development: If the shadowslain marauders in area W3 hear
the PCs coming (Listen +0; —1 for every 10 feet of distance),
they are ready for an attack and the PCs do not get a surprise
round upon entering area W3.

W2. Dark LAKE

A large lake stretches away into the darkness. There is a crude
boat landing made from rough-bewn logs here, but no sign of
any boat.

The lake connects with the Whispermere through several mean-
dering channels at its far end. When one of the Sharran leaders
from the Black Rift has business with the Shadowscales, the
Necreme docks here. The shadar-kai boatman Sithicrel knows
the way, but anyone else trying to navigate from here to the
Shadow Citadel or the monastery landing must succeed on a DC
15 Survival check to avoid becoming lost in the swamp’s confus-
ing lakes and channels. y
On the bottom, about 30 feet from the shore, a tunnel bores
south into the mound. It opens in the pool in area W.
Development: If the PCs missed the opportunity to seize the
Necreme in the Shadow Citadel, you can move the boat (and the
attendant encountér with Sithierel and Grask) to this location.

W3, WEsT GuarD CHAMBER

The inside of the mound is dank and muddy. Roots and branches
Jut haphazardly through floor, walls, and ceiling, with only the
barest ¢ffort made to keep them from blocking the passage. The
ceiling is oly about 5 or 6 feel high, and the “floor” is slippery
and uneven. A damp, musky scent hangs heavily in the air. Dim
yellow torchlight flickers abead in a large chamber where several
more twisting passageways meel.

Three Shadowscale marauders guard this room. When the Shad-
owscale guards hear or see intruders approaching, they set a lethal
ambush for the PCs.

Tactical Encounter: W3. Shadowscale Guardroom on
page 98.

Development: If the PCs defeat these guards and subsequently
retreat from the warren without defeating Kossaandar, the war-
chief obtains a new guardian for this room—a giant crocodile
(MM 277) lured in from the lake outside.

W4. EMmrry DEN

A narrow opening in the branches and mud of the wall leads into
a small den. Crude pieces of pottery, wooden utensils, a stone-lined
Jire pit, and nests of thick moss make up the chamber’s furnishings,
but nothing seems o have otcupied the chamber for some time.

These small chambers served as the residences of this Shadows-
cale village—places for the Shadowscales to live as they once
did. These dens have been emptied over the last few months as
the undead lizardfolk have come to accept the fact that they no
longer need light, food, sleep, or warmth. il
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W3. BANELAR’s LA
This large, irvegular chamber slopes down to a sizable pool of black
water in the middle of the mound. Several old tree trunks serve
as living pillars for the ceiling The air is heavy with a strange,
musky scent, and the water ripples slowly. The tangled roots and
branches overhead are higher here than elsewhere in the warren,
so the ceiling is about 175 feet high.

The banelar Isti-Zar lives here. This nagalike monster is a cold
and hateful creature that serves Cyric. At its treacherous god’s
behest, it has offered to aid the Sharfans in their plotto damage
the Weave. Despayr does not entirely trust the banelar, so he
sent the creature to the Shadowscale Warren, ostensibly to adyise
Kossaandar.

Isti-Zar does not expect human intruders here, but it is all
too cager to capture or destroy any who enter its lair in order to
impress the Shadowscales with its power and cleverncss.

Tactical Encounter: WY. Banelar’s Lair on page 100.

Treasure: Isti-Zar has collected a sizable hoard, which it keeps
in oakum-sealed clay urns in the large pool in this room. These
contain 250 gp, 3,300 sp, a small leather purse holding three
pearls worth 100 gp each, a small vial containing 1 ounce of
stone salve, and its spellbooks.

W6. NortH GUARD CHAMEER
The inside of the mound is muddy and wet. Roots and branches
Jut through the floor, walls, and ceiling, almost blocking the passage
in spots. The ceiling is about 5 feet high, and the floor is tangled
and uneven. A musky, reptilian scent pervades the air. Torchlight
Jlickers abead in a large chamber where several more twisting
passageways meet.

This encounter area is essentially the same as area W3. Three
Shadowscale marauders.guard this entrance to the mound-warren.
When the Shadowscale guards hear or see intruders approaching,
they ambush the PCs. [ -

Tactical Encounter: W3. Shadowscale Guardroom on
page 98. .

Development: Instead of Small vipers in clay pots, these Shad-
owscales have three pots containing stirges. Replace the Small
vipers described in W3 with stirges. The stirges avoid the undead
guards, and attack 1 iving creatures (most likely the PCs).

* pead pc 1o replace?

If you need to introduee a new character to the-party,-
this is a good place to do it. A lone adventurer captured
by the Sharrans and traded off to the Shadowscales
. might be languishing in this dismal pit alongside the

Sharptooths. :
© —Rich
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W’J. PRISONER P11
The wicker gatc leading to this chamber is exceptionally sturdy.
It has been barred from the outside by two thick poles anchored
in notches cut into the walls.

This squalid chamber is a muddy wallow about six Jeet below
the level of the entrance. Two wretched-looking lizardfolk lie
in the muck, their bands bound behind them. One is a female
lizardfolk of the normal sort, and the other appears to be a male
Poison Dusk. They peer up at the door and say something in their
hissing language. :

If any PCs understand Draconic, they can make out the lizard-

folk speech: “Free us, humans! We are not Shadowscales, we are

Sharptooths!”

These two lizardfolk are Kruthaak and Ghaan. Along with
Steersissk (the captive held in area S6), they managed to cscape
from the Lost Refuge by means of the Dusk Lord’s Passage. They .
soon fell back into the hands of the Shadowscales, and now are
only days away from being converted into shadowslain.

Development: If the PCs free Kruthaak and Ghaan, the
Sharptooths arc happy to tell them anything they can about the
Shairans and their lizardfolk allies.

“There is a trail to the northeast that leads off into the swamp.
Sometimes messengers come from that direction—tall, winged
creatures like humans shaped from cold black stone.”

“Beware the serpent-creature in the chamber with the large
pool. It is devious and deceitful, and it knows many spells.”

“The dream walkers do not come here, but sometimes the
shadow-man brings the boat of the dead here”

“The Shadowscale warchief told us that we were to be killed
and made into Shadowscales the next time the shadow man came
in his boat: He said the boat would take us to the place of our
deaths.” z

. W8. GREAT WARREN

Several thick tree trunks support the tangled branches and mud
wattle ceiling of this spacious chamber. At its apex, the ceiling
in this area looks 1o be abour 30 feet bigh. To the south is a pool
of dark, still water, and large wicker gates lead 1o the south and
east. A smaller wicker door leads north. Several fire pits lined
with stones arg scattered about the room, but all ave dark and
cold now. A clutter of wicker baskets, fishing spears, Sensing
knives, and old pelts lies unused along the north wall. Near the
center of the room stands a low wicker cage with something dark
moving within.

Once the heart of the Shadowscale tribe, this chamber served as the
feasting place and chief’s hall for the lizardfolk before they were
made into undead. Now that the Shadowscales have crossed over,
the trappings of their living days are no longer important. Their
tools for hunting and trapping have simply been discarded, and
the Shadowscales haven’t bothered to light a fire in months.
Kossaandar, warchief of the Shadowscales, holds court here
over the pitiful remains of the tribe. Kossaandar himself is not
present when the PCs enter the room; he is in area W9, However,
four Shadowscales are hiding here when the PCs first appear, and
Kossaandar shows up soon enough. Y

L
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Tactical Encounter: W8. Great Warren on page 107.

Development: This chamber is the last gasp for the Shadows-
cales as an organized force. If the PCs defeat these Shadowscales
and slay Kossaandar, the tribe is reduced to a handful of wretched
bands hiding in dens scattered throughout the swamp. No more
will answer Despayr’s call. After the PCs defeat the Shadowscales
in this room, the remaining lizardfolk abandou the warren within

 a few hours.

W9. CHIEF’S DEN
Clearly this chamber is the lair of an imporiant lizardfolk. It
is bigger and more spacious than other dens you have seen in ihe
mound, with a 10foot ceiling and a small pool of water along
the south wall. Exotic pelts from various creatures are affixed to
wooden frames, decorating the chamber. Gold and silver coins,
plates, cups, and other such trappings of wealth are lying on the

oor.

Kossaandar lives in this chamber. If the PCs manage to defeat
the enemies in arca W8 before Kossaandar can join that fight,
they’ll find the Shadowscale warchief and 2 shadowslain lizard-
folk here.

Treasure: Most of the tribe’s wealth is lying in heaps in this
room. The leaders of the Shadowscales sce no reason to keep
1t hidden away in locked chests. The loot consists of 1,700 ep,

7,200 sp, 4 matched golden goblets worth 150 gp apiece, a large
silver platter etched with a hunting scene worth 370 gp, a serol/
of nentralize poison, a seroll of cloudkill, & i1 frost short sword,
a wand of Jightning bolt with 9 charges remaining, and a suit of
+3 studded learher (the lizardfolk didn’t understand its worth
beyond its obviously fine craftsmanship). Most of this loot was
removed from the Shadow Citadel long ago, so it is of old Cor-
myrean vintage.

The pelts hanging on the wall are mostly dark giant frog and
dark crocodile skins, each worth about 20 gp to an.interested
buyer, and there is also an m’:epnon'llly fine sable (240 gp) among
the rest.

W10. EG CHAMBER
The entrance to this chamber is lined with the desiccated skulls
of lizardfolk, mortared into the branches of the walls and ceil-
ing. Scores of the skulls look down over this room. In the center
of the chamber is a large, dry, sandy heap. Fragments of eggshells
litter the floor.

The Shadowscales believed in allowing the spirits of their deceased
tribemates to guard over those who were not yet born; thus, the
watchful presence of the skulls.

Glyph of Warding Trap: Scarch DC 28; Disable Device DC
28; CL sth; blast glyph, 3d8 acid, Reflex DC 14 half. .

The doorway is guarded by a glyph of warding, crafted by a
now-deceased Shadowscale shaman some time ago. It is scribed on
one of the more prominently displayed skulls, and it discharges
when any non-lizardfolk attempts to enter the room.

Sand Mound: The sandy mound was an incubator for the
Shadowscales” eggs. As the tribe members passed into undeath one
by one, they bore fewer and fewer young. Now all that remains
hcrc are a few old eggshells.

-
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W11. TaE Back Door

The rank odor of rotting vegetation fills this large, tangled cham-
ber. Wet, poorly cleaned animal bones litter the floor. A path of
sorts winds through the mess to @ wicker gate at the opposite side
of the room. Numerous trees grow though the dripping ceiling,
which is abour 10 feet bigh. :

A shambling mound guards this rarely used entrance to the
Shadowscale Warren. The lizardfolk kept the creature here by
bringing it regular offerings of discarded animal carcasses. The
shambler served as both a powerful guardian and a convenient
disposal for unwanted offal. However, the Shadowscales have not
fed their shambling mound in quite a while, and the creature
often leaves the warren to forage out in the swamp. Recently a
pair of shocker lizards followed the creature back to the warren,
and they have been living off its leavings.

The shambler does not hesitate to attack any nonlizardfolk
that enters this room.

Tactical Encounter: W11. The Back Door on page 104.

Treasure: Weeks ago, the shambling mound encountered
a Material Planc traveler on the outskirts of the swamp and
killed her. It brought her remains back to the lair, where they
now lic among the rest of the bones and debris. A small leather
belt-pouch in the muck (Search DC 10) contains five bloodstones
(60 gp each) and a ‘ring of counterspells.

Development: If the PCs defeat the ahdmhhug mound and
retreat, the Shadowscales do their best to seal this entrance to.
their mound. They fill the narrow eastern passage leading outside
with mud and branches that have the same characteristics as the
surty oumlmg walls of the mound.

12. Monastery lrml

nother trail leads off into the swamp from this side of the
mound. It is somewhat more overgrown than the trail leading
back to the Shadow Citadel.

This trail lcads to the Monastery of the Ebon Dome in a round-
about path skirting various channels and lakes. It’s a 15-mile walk
from here to the monastery. When messengers from Despayr need
to find the Shadowscales, they usually come by boat, so this trail
sees much less use than the first one.
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the Monastery
ebon pome

Many years ago, a sect of Dark Moon monks devoted to Shar
built a lonely abbey here to contemplate the shadowy secrets of
the Black Rift. Although the monks have long since vanished
into the gloom of the Plane of Shadow, Shar kept this spot secret
and safe. When Despayr decided to perform the rite to sunder
the Weave and began to gather acolytes and guards suitable for
the task, the dragon was guided to this spot.

The monastery stands on a low hilltop a few hundred yards
from the landing at the eastern end of the Whispermere. It over-
looks the shadowy depths of the rift to the east. The path from
the landing leads to the monastery’s gaping black doorway.

Because Despayr and his minions are completely absorbed
1 the rite taking place within the rift, they have little use for
the ruined monastery. No Sharrans reside here. Instead, it is the
headquarters of a small contingent of Cyricists. Shar’s followers
do not trust the followers of Cyric and do not allow them into
the rift without escort. For their own part, the Cyricists are
content to remain near the deyeloping ritual and assist Despayr
by providing their arcane lore (and the protection of their pet
monsters) to the master of the rift.

The leader of the Cyricist contingent is the Skull Servant

FEthar. She commands a small number of Ebon Spur guards,
warriors who belong to an order dedicated to Cyric’s service. The
tiefling warlock Zetharmas is also dedicated to Cyric’s faith, and
assists Ethar in her work here. .

featrures of the Monaster'tlr of

the ebon pome

The following general properties apply to the rooms within the

Monastery of the Ebon Dome unless otherwise noted in a room

or encounter description. -

CEILINGS

Ceilings arc of uniform height. !
Ceilings: Indoor ceilings are 10 feet high—if a room is roofed

at all.

o, WaLLs

Walls of the monastery are made of 1-foot-thick mortared
stone. _

Masonry Walls: 1 ft. thick; hardness 8; hp 90; break DC 37;
Climb DC 20. :

Masonry walls increase the DC of Listen checks to hear
through them by 15. The hit points and break DC shown are
for a 10-foot section. If a masonry wall is breached; the squares
breached and all adjacent nonwall squares become heavy debris.

Ruined Masonry Walls: The walls marked as ruined stand
about 3 feet tall, ending in jagged, broken masonry. It costs 2
squares of movement to enter these squares, A Medium charac-
ter can hop up on top of a wall with a successful DC 10 Jump
check (no running start required). A Small character can jump
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up with a successful DC 10 Jump check (DC 20 without a run-
ning start), or climb up with a successful DC 15 Climb check, A
character standing on a ruined wall gains a +1 bonus on melee
attacks against opponents on the ground. A ruined wall provides
cover. Ruined walls otherwise have the same statistics as normal
masonry walls. i

FLoORs '
Floors inside buildings and on the paths between buildings are flat
and largely smooth. Much of the ground outside the monastery
buildings is covered in heavy undergrowth. \

Heavy Undergrowth: Heavy undergrowth costs 4 'squares of
movement to move into and provides concealment with a 30%

‘miss chance (instead of the usnal 20%). It increases the DC of

Tumble and Move Silently checks by 5. Heavy undergrowth is
casy t6 hide in, granting a +5 circumstance bonus on Hide checks,
Running and charging are impossible. A creature using a slash-
ing weapon can clear a square of heavy undergrowth with four -
full-round actions.

Doogs i
Doors in the monastery consist mainly of strong wooden doors.
All'are unlocked except those in area M10,
Strong Wooden Door:.2 in. thick; AC 3; hardness 53 hp 20;
break DC 23 (if stuck), DC 25 (if locked).

ILLuMINATION
Most areas are assumed to be dark (although PCs who enter one
can see as though in shadowy illumination for 60 feet; see Features
of the Plane of Shadow on page 72). Brightly lit locations are
noted on the maps. With any brightly lit location, assume that
shadowy illumination extends outward from it for an additional
distance equal to the radius of the brightly lit area.

mMonastery of the ebon pome

Locarions

The map for this arca appears on page 85. Assume that the ground
in the encounter locations is clear and relatively free of obstruc-
tion unless a tactical encounter indicates otherwise.

M1. MoNASTERY LLANDING
At the eastern end of the Whispermere is another dock, illu-
minated by the last of the beacons. If the PCs arrived at the
landing by boat, read:

A beacon illuminates a lonely dock on the shore. No other beacons
are in sight except the last one you passed. The dock appears to
be deserted, but a path leads from the landing up a short, steep
bluff into the darkness. Low briar-covered hills slope up from
the lake shore.

The path from the landing winds up the bluff and climbs through
thickets and dense stands of trees.for about half a mile, eventu-
ally reaching the Momastery of the Ebon Dome. The Sharrans
do not normally garrison the landing or patrol the path.
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THE PATH OF SHADOWS
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The gloom golem defends the Black Chapel against all intruders

M?2. ABBEY GATEHOUSE
A path leads from the trail to the ruined shell of @ gatehonse
of some larger compound, where a dim lantern burus, An iron
bell hangs from a post by the door, and you can see a handful of
torches glowing faintly in the ruins beyond, the gatehouse’s narromw
windotws glowing like baleful eyes in the darkness. ;

The upper floors of the gatehouse are missing, and the building
is abandoned. Striking the iron bell attracts the attention of the
kir-lanans in-area M4, but they are not in the habit of answering
the door—Sharrans visiting the Cyricists normally ring the bell
to announce their presence and then enter the monastery.

M3. STaBLE
Close to the old gatehouse, this building seems to have been a
stable. The remains of four large stalls are still visible within the
crumbiing masonry. <n empty archway leads to the courtyard
inside the walls.

The stable was rarely used even in the days when the monks oc-
cupied the abbey, since normal mounts were of limited use in the
swamp. There is little of interest here,

M4. Assey COURTYARD
Old walls enclose a steep, overgrown courtyard nestled between
several other buildings. The compound—some sort of monasiery or
abbey, it seems—oclimbs the hilltop, and the butldings at the eastern
end stand on higher ground than the gatehouse and stable. Dim
yellow light leaks from windows, and lanterns light a conple of
the paths between the buildings.

The courtyard is guarded by two kir-lanan gargoyles, allies of
the Sharrans in the Black Rift. The kirlanans despise gods and
clerics in general, but they have found that Shar’s teachings on
loss, sorrow, and darkness match their own outlook. These two
have proven quite uscful to Despayr as messengers and scouts,
so the dragon has the two of them here in order to keep an eye
on the Cyricists.

The kir-lanans usually keep watch from area MJ. From
there they can see most of the courtyard. They automatically
see the PCs if they move across the courtyard in the open or
carry lights. If the PCs are trying not to be seen (for example,
staying in the heavy undergrowth and not showing lights), the
kir-lanans must succeed on Spot checks to see them or Listen
checks to hear them. Heavy undergrowth imposes a —¥ penalty
on Move Silently checks.

Faraary .rfa[“,x‘g_.a EGETEAISHLL T
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Tactical Encounter: M4. Abbey Courtyard on page 106. The
kir-lanans take wing and attack any strangers they see inside the
compound, which means that they probably engage the PCs on
the flagstone path leading from the gatchouse to the chapel.

Development: If the PCs manage to avoid being spotted by
the kir-lanans, use this tactical encounter in area MJ instead.

M35. SCRIPTORIUM
This large, ruined building formerly served as the center of the
Dark Moon order’s religious and scholastic studics on this plane.
A large dome stands over.the western end of the building, atop
the chapel, but much of the castern section has collapsed.

Battered wooden desks, broken scroll racks, and soggy lumps of
what was once parchment litter this laree room. To the east stands
a large double door emblazoned with the image of a black circle,
and there is a smaller door to the north. 1o the west, large holes
gape in the walls and ceiling where the bm!dmg bas partially
collapsed.

The room’s heavy desks have survived the years, but the scrolls
and texts once stored here were ruined long ago.

If the PCs managed to avoid being detected by the kir-lanans
in area M4, they find the gargoyles in this room, keeping watch
over the courtyard to the south. The ceiling is missitig from the
eastern half of the room, allowing the creatures easy access to
the air.

Moaning: Allnw PCs in this room a DC 8 Listen check to hear
the gloom golem in arca M6. Even at rest, the golem continually
shricks, mutters, moans, and howls —just not as loudly as it docs
in a fight. The kir-lanans avoid the western part of the room just
to stay away from the gloom golem’s incessant moaning.

Tactical Encounter: M4. Abbey Courtyard on page 106. If
the kir-lanans fight here, simply ignore the tactical map and use
the kir-lanan statistics blocks described in the encounter. If en-
countered in the Scriptorium, the kir-lanans will have less room
to usc their Flyby Attack tactics.

MG6. BLack CHAPEL
A dark dome overbead crowns this impressive shrine. An austere
altar of rough black stone stands beneath a large, round emblens of
beaten copper, which shows the image of a jamwless buman skull in
the middle of a sunburst. Beside the altar a hulking, maiformed
creature stands motionless. It looks something like an ogre made
out of gray, foul-smelling clay, but where its face should be is only
a swirling black vortex. From this creature rises a horvible ca-
cophony of wails, moans, muttering, and cries for belp; dozens of
tortured faces appear to press up against its skin from the inside
as if trying to push their way free.
Two statues covered by heavy black drapes stand in the corners
of the room.

Once dedicated to Shar, this shrine was abandoned when the
servants of Shar relocated their efforts to the nearby Rift, Skull
Servant Ethar and the other Cyricists have rededicated this
shrine to the Black Sun. A character who succeeds on a DC 10
Knowledge (religion) or Tntelligence check identifies the skull-
and- sunbuxst as Cyric’s symbol.

.

The faceless creature by the altar is a gloom golem under the
control of Skull Servant Ethar. The Cyricists have been providing
Despayr and his followers with various monsters and constructs
to assist them in their plan to rend the Weave, and the gloom
golem is one more gift for their Sharran allies. Skull Servant
Ethar leaves the construct here to defend the Black Sun’s shrine

.. and to keep its incessant mutterings and moanings far from
her own quarters.

The drape-covered statues in the corhers are depictions of
Shar’s avatars. One is a tall woman in a feathered mask, her
body hidden under voluminous robes; the other is a nubile young
dancer. Both are carved from smooth black stone set with tiny
flecks of silver, as if to suggest a star-speckled void. A successful
DC 20 Knowledge (religion) check correctly identifies the statues,
Although the drapes might alarm the PCs, the only reason they’re
covered is because the Cyricists did not want to leave Sharran
trappings on display in their converted shrine.

Tactical Encounter: M6. The Black Chapel on page 107.

Small Iron Coffer: 1/4 in. thick; AC 4; hardness 10, hp 8;
break DC 26 (locked); Open Lock DC 25.

Tucked behind the altar is a small, locked iron coffer contain-
ing a sct of ccremonial implements: a gold chalice (400 gp), a large
gold platter (300 gp), and a sinuous dagger with a ruby-jeweled

‘hilt and sinister skull motif (1,300 gp).

M. LiBRARY

Empty hookshelves line the walls of this chamber, and the debris
of the room’s ruined tomes lies on the floor in a circle of wet black
ash. Charred streaks mar the walls and ceiling nearby, and the
room still smells faintly of smoke. In the vpposite corner, the elut-
ter and wreckage bas been pushed aside to make room for two
simple bedrolls. -

Long ago a Sharran monk went mad and burned most of the
tomes and scrolls kept in the library. What little remained was
removed when the Sharrans abandoned the monastery. The kir-
lanans who stand watch in the Secriptorium (area MY) use this
old library as their roost. The creatures require fow comforts,
and their quarters are correspondingly austere.

Treasure: The kir-lanans keep a small hoard in a leather
satchel stashed under one of the bedrolls. Their treasurc consists
of 88 pp, 255 gp, 6 small agates worth an average of 20 gp each,
and a wand of web with 15 charges rc:mammg The gargoyles
cannot use the wand, so they are keeping it in case they get an
opportunity to trade it for something more useful.

MS8. REFECTORY
This large room seems to be a dining bhall. Two large wooden
tables awith bench seating ocenpy the southern part of the room.
A large hallway leads to the east, and a smaller doorway leads
in the same direction. Holes in the walls and the roof attest to
the building’s age.

Two black-clad human warriors are here, smzcd at the second
table. They have pale skin and wear the skull-and-sunburst
emblem. Tou can hear the clam’r of erockery fram the smaller
door.
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This building housed the monastery’s dormitory, kitchen, and
dining hall. The refectory takes up the western end of the

building, which is still reasonably intact; the kitchens (area.

MB8A) and acolyte barracks (area M8B) in the .middle are
mostly ruined; and the personal quarters in the eastern end of
the building (area M9) are reasonably intact (and are now used
by the Cyricists).

The humans at the table are two Ebon Spur guardsmen—
warriors belonging to an order devoted to Cyric. Nearby in the
kitchen, the warlock Zetharmas is foraging for something to eat,
while farther down the hallway, a howler loyal to the Cyricists is
nestled among the ruins.

Zetharmas is second-in-command of the Cyricist detach-
ment. This foul-tempered tiefling warlock is both abrasive and
arrogant. \

Tactical Encounnter: M8. Refectory on page 108.

Development: If the PCs sneak past the Refectory and attack
Zetharmas in the kitchen, the Ebon Spurs and howler come to
his aid. If the PCs do not defeat Zetharmas here, they find him
and any surviving Ebon Spur guards in area M9 the next time
they enter the monastery,

MB8A. The Kitchen: Although this room is mostly ruined,
the large hearth is still serviceable, so the Cyricists do most of
their cooking here. The room is filled with sacks of flour, barrels
of smoked or salted meat, crates of dricd fruit, wheels of cheese,
and two small casks of ale. '

MB8B: Acolyte Barracks: This room was formerly home to
half a dozen Dark Moon aspirants, but it is little more than a
tangle of collapsed timbers and. crumbling masonry now. It is
the lair of a howler that serves the Cyricists.

M9. ZETHARMAS’S QUARTERS
This old barracks bas been refitted as a workshop, with a simple
bedroll in one corner. An odd collection of tallow candles, bleached
skells, and thick tomes covered in black leather litters the tabletops
and shelves. No one seems fo be bere at the nioment.

Zetharmas fancies himsclf a student of the arcane arts and a
veritable prince of the fiendish planes. He is certain that he was
spawned from some powerful demon lord, and he conducts him-
self accordingly. In his private quarters he studies tomes on all
things demonic, and plays at “rites” designed to invoke the favor
of the powers that he believes favor him.

Books: Sixteen books are strewn across the room. Each de-
scribes magic, the planes, or fiends—but only a few are written
by individuals with real knowledge of these topics. Most of the
books are worth 10 gp (including the one Zetharmas made notes
in), but three are-well illustrated and of decent scholarship (each
of these is worth 45 gp). The accurate books all describe vari-
ous aspects of magic, but they are complex works and hard to
understand without a deep reading.

Zetharmas’s Notes; A successful DC 22 Search check in the
room reveals a book with Zetharmas’s notes in the margins. The
book is an untitled, slim, black leather volume of recent manu-
facture, detailing the nature of magic and the Weave, It briefly
describes the history of Mystra from her death during the Time
of Troubles, the ascension of the human named Midnight into
the role of Mystra, and the appearance of the Shades and the
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revelation that a Shadow Weave exists. It then waxes eloquent
about magic and the Weave in general, noting that: wild; magic
and dead magic zones are still extant, years after the Time of
Troubles.

/Zetharmas’s notes consist mainly of ironic asides and insults
to the author’s scholarship and intelligence, but one note is
different. After a passage that describes how dead magic stops
all magic in an area and presumably also stops magic based on
the Shadow Weave, Zetharmas has written a particularly long
comment:

“You think so, do you? Won’t you be surprised when it all
unravels? Note-to self: Discover how dead magic affects your
powers. Ethar will no doubt be useless. Ask Despayr? His offer is
tempting, but how would Cyric look upon it? Perhaps a consulta-
tion with the fiendish powers is in order”

Smiall Iron Coffer: 1/4 in. thick; AC 4; hardness 10; hp 8,
break DC 26 (locked); Open Lock DC 25.

An iron strongbox under the bed holds Zetharmas’s personal
wealth—a purse with 14 pps 120 gp, and a fine emerald (300
gp). ‘
MP9A. Acolyte Cell: These small chambers'serve as the sleeping
quarters for the two Ebon Spur guards assigned to Zetharmas.
They hold little other than bedrolls and clothing.

M12. Black Rift Trailhead: The open doorway to the outside
from the hall leads PCs to area M12. Sce that area entry if the
PCs poke their heads out that doorway.

M10. Priory (EL 8)

The exterior doors leading into this room are locked from the
inside.

Strong Wooden Doors: 2 in. thick; AC 3; hardness 7; hp 20;
break DC 2§ (locked); Open Lock DC 25,

Unlike the other buildings in the monastery, this large stone house
seems to be in good shape:Two staircases lead from the chapel and
the dormitory up to the priory to a pair of sturdy wooden doors—one
fo the south, the other to the west. Lantern light Spills ont from a
narrow window about 6 feet above the ground.

Two Ebon Spur guards stand watch inside. They open the door to
a knock, but not before calling out a basic challenge: “Who gocs
there?” If they, get no anster or an answer they don’t recognize,
one goes to the window to look out and see who is at the door
(if the knock came from the south), or just cracks the door open
and peeks out (if the knock came from the west).

When the PCs get a look into the room, read:

T'his foyer is comffortably appointed with wooden benches, a large
carpet on the floor, and a writing-desk by the far wall. Tawo pale
buman warriors dressed in black armor stand watch bere. Their
surcoals are emblazoned with the emblem of a skull on a black
sunburst.

A stocky, broad-shouldered woman with short black hair and a
cold, calculating manner, Ethar is always in control. When the
PCs approach the priory, Ethar is in her room working on a letter
to her superior. When trouble starts, her first action is to fold the
letter and an accompanying scrap of parchment and stuff both
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into a pocket under her armor. The PCs should find this letter
if they defeat Ethar, since it is important to the adventure plot.
If the PCs fail to search her body, have both pieces of paper fall
out of her pocket and be noticeably lying beside her body. See
the handouts on page 158 and 159 for the contents of the letter
and the piece of parchment.

Tactical Encounter: M10. Priory on page 110.

9A: Prior’s Study: This chamber was once the private study
of the monastery’s prior, but it now serves as housing for the
two Ebon Spurs who guard Skull Servant Ethar.

M11. SkuLrL ServanT ETHAR’S QUARTERS
This room is a comfortable suite, with a handsome rug underfoot
and walls finished in gleaming dark paneling. A large four-posted
bed sits in the corner. Several trunks and armaoires complete the
Sfurnishings, and a purple banner emblazoned with the skull-and-
sunburst hangs on the far wall.

Naturally, Skull Servant Ethar took the best chantber remaining
in the monastery for her own personal quarters. This room was
once the austere residence of the Dark Moon prior who built the
Ebon Dome monastery, but Ethar has worked hard to collect
creature comforts during the last few months of her dismal time
on the Plane of Shadow.

Large Iron Coffer: 1/2 in. thick; AC 3; hardness 10; hp 17;
break DC 28 (locked); Open Lock DC 30; glyph of warding
(Search DC 28; Disable Device DC 28; 3d8 aud RLﬂL.‘( DC 16
half’).

A large iron-reinforced wooden trunk holds F‘thar s personal
wealth (and the Cyricist mission’s paychest, although she doesn’t
think of it that way). It’s secured with a lock and a glyph of
warding that goes off unless the opener speaks the password:
“Bineera” (Skull Servant Ethar’s first name). The trunk contains
45 pp, 1,150 gp, 2,400 sp, a small, silver-inlaid weirwood harp
(900 gp), a pouch of 4 yellow topazes (120 gp cach), and a scroll
of raise dead, given to Ethar by her superiors in case she needed
to resurrect a useful creature or servant.

M12. BLack RIFT TRAILHEAD
A well-worn path leads through a thicket fo the east and down
the bluff. The gray trail blends into the shadowy terrain until it
is swallowed by darkness. Looking in that direction, you get the
 sense of @ vast openness, a void that is a disturbing contrast to the
sense of confinement that yow've felt since entering this plane.
From here you can also see another building in the keep. Lan-
tern light gleams through its narrvow windows.

This is the head of the trail that leads to the Black Rift. It goes

for about a mile, taking the PCs through increasingly marshy
lands and into more flooded forest until it at last ends at arca
R1 in Chapter 5.

Development: If the PCs avoided encountering Skull Servant
Ethar and the guards in the priory, this group will soon discover
‘that something is amiss and set off down the path, attacking as
soon as they spot the PCs. They fight to the death because Ethar
rightfully fears that if she fails to prevent the PCs from reaching
the Black Rift, Despayr will make her one of the “petitioners”
in the ritual to open the rift in the Weave.

!
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chapter 4 conclusion;:

¢rom shadow o shadow

By the end of this chapter, the PCs should be coming to grips with
the vast scope of the dark deeds that began in the false temple of
Mystra. Worshipers of Shar and Cyric have formed an alliance
to create a hole in the Weave, an area of dead magic so large it
will encompass the Vast Swamp. The danger this presents should
be reason cnough for the PCs to press on to the Black Rift and
the events that unfold in Chapter 5. :

chapter4 story awards

The PCs can earn extra experience for completing certain tasks

in. the adventure.

< If the PCs took a journey on the Necreme, award the party
600 XP. If they did so without killing the orc skeleton
rowers until they no longer had need of the boat; award an
extra 100 XP to the party.

«  If the PCs cleaned out the Shadowscale Warren, award the
party 400 XP.

« ° If the PCs fooled any of the Shadow Citadel or Monastery
of the Ebon Dome guardians into thinking they were domi-
nated, award the party 200 XP.

e If the PCs found Zetharmas’s notes by searching for them,
award the party 200 XP.
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"Encounter Level 7

setu

; :
The ghirrash Therremor (J) artacks any PCs who dare to
enter its lair. The encounter begins when the PCs open
the door or otherwise make their entry into the tower's
first floor,

FEATURES OF T11E AREA

Plave of Shadow Traits: See page 12,

Steep Spi ral Sl‘ai.rs_: Cl\.arq_c-ta'r.s moving up steep stairs must
spend 2 squares of mgvement to enter cach square of stairs.
Sl:_eep stairs increase the DO of Tumble checke lw 51 Cllﬂ racters
gain cover against foes below them on spiral stairvs because tiiey
can easi ly duck around the staircase’s central support,

Ha.ngi ng l'lcmlqs: :]'ste_aru iron hoolzs [)'olted into Uhe wall
ata h‘eig}ﬂ of about 6 feet—a Mediini-sized humanoid stuck
on a haok is suspended with its feet about 1 to 2 feet above
the floor. z 3

Being }mng onahook deals 244 ':lam.-xgi:. Ahoaked character
can’l mave, takesa —4 penu't}( on attack rolfs, dud must succeed
ona DC 20 Cancentration check to cast anyspells. Toget rluu:n,
I.,I;u.-. ch_ar'&l.c_fer_mu_sl"u_ee_ a_full-mur;cl action and succeed on a

thecharacter taleatumn additional 26 points of 'rla]uageL

Esca;:g: Artist L}:lgc}z{bc 18) or Strength check (DC 20, and

When the PCs first see the ghirrash, read:

A tall, powerful creature that looks like/an upright
six-limbed tiger snarls at you. It is covered in gray-
black fur, and ifs face combines. humanoid features §
with those of a big cat. “You are not supposed fo be
heve,” it hisses. “Good! T need fresh meat.”

TOCTICS -
Therremor has a nasty trick while fighting in its lair—it
looks for the opportunity to grapple its foes. While grap-
pling, Jherremor can use its rake attaclks, but what it really
wants to do is plunge its grappled foe onto a hanging hook.
To stick a PC on a hook, Jherremor must begin the turn
with a hanging hook in reach and a foe already grappled:
It can then hang the PC on a hook (see below) by succeed-
ing on another grapple check. F
Once the combat is completed, referback to page 76 to
continue the adventure. -

JHERREMOR, THE GHIRRASH CR7
hp 52 (7 HD); DR 5/magic
CE Large outsider
Init +7; Senses darkvision 60 ft.; Listen +11, Spot +11
Languages Abyssal, Common, Infernal

AC 20, touch 12, flat-footed 17

Mis¢ Chance 50% displacement

Immune poison

Resist acid 10, cold 10, electricity 10, fire 10; SR 14
Fort +8, Ref +10, Will +6

Speed 50 ft. (10 squares)

Melee claw +13 (1d6+6) or

Melee 4 claws +13 each (1d6+6) and
bite +7 (1d4+3 plus paralysis)

Base Atk +7; Grp 117

Atk Options pounce, rake

Abilities Str 23, Dex 16, Con 16, Int 13. Wis 12; Cha 15

Feats Improved Initiative, Lightning Reflexes, Weapon
Focus (claw)

Skills Balance +15, Climb +16, Hide +13, Jump +26,
Listen +11, Move Silently +13, Spot +11, Survival 1,
Tumble +15

Displacement (Su) Any melee or ranged attack against a
ghirrash has a 50% miss chance unless the attacker
can locate the creature by means other than sight. True
seeing allows the user to ignore the miss chance.

Paralysis (Su) A creature hit by a ghirrash’s biteattack
must make a successful DC16 Fortitude save or be
paralyzed for 1d4+1 rounds. Elves are immune to this
paralysis.

Pounce (Ex) If a ghirrash charges, it can make a full attack
including two rake attacks.

Rake (Ex) Two claws, attack bonus +13, damage 1d64+3.

i
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Encounter Level 6

sctup

When a PC moves adjacent to the Dusk Lord's throne or artempts
tsiton it, two shadow elementals (S) emerge from the throne
and attack. Ask the players to make Spotchecks (DC 20). Char-
acters who succeed catch a glimpse of the shadow elementals
just before they emerge, aren't surprised, and roll initiative
normally. Characters who fail the check are surprised.

When the PCs first see the shadow elementals, read:

The shadows clinging to the throne roil and flicker,
and then two menacing forms detach themselves

b from the gloomy surroundings. The creatures are
roughly humanoid in shape, but seem to be composed
of nothing but pure shadow, with two pallid eyes
marking otherwise fealureless faces:

.
PQCTICS -

The shadow elementals focus their attacks on the creature
or character who first moved adjacent to the throne. They
S pursue the offending character anywhere he goes in this

o

EIMEDIUM SHADOW ELEMENTALS CR 4
hp 26 each (4 HD)

NE Medium elemental (extraplanar, incorporeal)

Init +5; Senses blindsight 60 ft., Listen +3, Spot +4
Llanguages none

AC 12, touch 12, flat-footed 1

Miss Chance 50% incorporeal

Immune poison, sleep, paralysis, stunning, critical hits,
flanking

Fort +3, Ref +5, Will +1

W Speed fly 40 ft. (perfect) (8 squares)

. Melee incorporeal touch +4 (1d6 plus 1d6 cold)
Base Atk +3; Grp +3

Atk Options shadow mastery, Combat Reflexes
Special Actions dusk and dawn

Abilities Str —, Dex 12, Con 14, Int 4, Wis 11, Cha 11
| Feats Combat Reflexes, Improved Initiative
- Skills Listen +3, Spot +4

Shadow Mastery (Ex) A shadow elemental gains a +1 bonus on

attack rolls and damage rolls if both it and its foe are in dark-
.ness or shadowy illumination. When in an area of very bright
light (such as sunlight or a daylight spell), shadow elemen-
tals take a —4 penalty on attack rolls and damage rolls.

Dusk and Dawn (Su) Three times a day, a shadow elemental
can create an area of shadowy illumination, regardless of
prevailing light conditions, in a 20-foot.-radius emanation
centéred on a point in space up to 30 feet away from its lo-
cation. This effect lasts for 20 minutes unless the elemen-
tal dismisses it. Darkyision functions in the area normally.

BSERVATORY

“floor co“apsgs. The character must male a successful DC 18

room, but do not chase him outside this chamber. The
shadow elementals use their incorporeality to gain cover
from the throne or walls, as needed.

Once the combat is completed, refer back to page 76 to
conrinue the adventure.

€S YLLNNOONT

FrEATURES OF THE AREA

Plane of Shadow Traits: See pase 72.

Steep prral Stairs: Characters moving up steep stairs must
“-pt’"l'l(l ’) s{uares IJ[ movement Lo t“I'Iit‘F l:1i[}] stjuars UF ‘-t{llr“
Steep stairs increase the DC of Tumble checks 13} 5. Characters.
gain cover against foes below them on spiral stairs because
they can easi[y duclrarounithe staireases central support,

Heavy Debris: It costs 2 ‘squarcs of movement to enter a
square confaining he ravy debris. Heavy de Inris adds & to the
DC of Balance and II.I mblechec !za, and it i imposesa—o [u‘n-:lly
on Move Silently JlecLs Running or charging throush heavy
debris is 1m1_1¢_:::-lb1(,. i

Unstable Floor: Parts of the tower‘s' floar are orumbling
and c|a11gerous. If a Medium-ajﬁ_\.]._a_rge creature stands in the
indicated S(Uares, there is a 509 chanee cach round that the

Reflex save or fall 15 feet to the room below, taking 2d6 points
(![ []E] [ll?lgﬂ [Tl}lll |.}1{.! E"UH :lIl{[ I{IU il(;CU[ﬂPﬂﬂ‘:\'iﬂg E‘]’.]UWBY (J];IL(])I)]CA
A Large creature gainé a+5 bonus on this saving throw. A
character wha succeeds on the saving throw can position himself
in any square adjacent Lo the square that collapsed.

A successful DC 10 Search check reveals the fragile nature
of the floor. Due to stonecunning, a dwarf can make this check
automalically if within 10 fout.
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STEERSISSK THE LIZARDFOLK

"Encounter Level 7

setu i

The Shadowscales marauders (S) are guarding the prisoner
and keeping an eye out for any threat approaching the
keep. If they have reason to be suspicious of approaching
PCs and spot them before the PCs reach the garehouse,
the Shadowscales hide by the rubble mounds (Hide +9),
The shadowslain Blackscale (B) also hides (Iide +6), but it

should be out of view and have total concealment until the

PCs round the wall. Otherwise, the Shadowscales are out
in the open, believing that the PCs are probably dominated
captives on their way to the boat landing,

Steersissk the lizardfolk (L) is tied to a post inside a
wooden cage. If the PCs free him before combat is ended,
he fights on their side.

When the PCs see the Shadowscale marauders, read:

The scales of these reptilian warriors are-black as
night, and their eyes are pale orbs. Shadows seem
to flow avound them like cold black flames.

When the PGs see the shadowslain Blackscale, read:
With a roar a Blackscale lizardfolk lurches from

the gloom, ifs eyes aglow and its scales covered in
flickering shadow.

Tactics

The first thing the Shadowscale marauders do is fling jav-
elins, allowing the shadowslain Blackscale to take care of
the close-in fighting while they target PCs who are hang-
ing back from the fray. If the shadowslain Blackscale gets

CR1
hp 11 (2 HD)

N Medium humanoid (reptilian)

Init +0; Senses Listen +0, Spot +0

Languages Draconic

AC 17, touch 10, flat-footed 17
Fort +1, Ref +3, Will +0

Speed 30 ft. (6 squares)
Melee 2 claws 12 each (1d4+1) and
bite +0 (1d4)
Base Atk +1; Grp +2
Abilities Str 13, Dex 10, Con 13, Int 9, Wis 10, Cha 10
SQ hold breath
Feats Multiattack
Skills Balance +4, Jump +5, Listen +0, Spot +0, Swim +2
Hook Cheers for the PCs during the fight.
Hold Breath (Ex) A lizardfolk can hold its breath for 52
rounds before it risks drowning.
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into trouble, the marauders close in to make flanki
attacks on any PCs pressing the shadowslain Blackscal
They are only too happy to charge into the fray if the PG
attack with magic or ranged weapons of their own.

Once the combat is completed, refer back to page 7718
conrinue the adventure,

SHADOWSLAIN BLACKSCALE CR4
hp 26 (4 HD)
NE Large undead (augmented monstrous humanoid,
reptilian)
Init +0; Senses darkvision 60 ft., low-light vision; Listen 0,
Spot +4

Aura Weave drain (10 feet)
Languages Draconic

AC 18, touch 11, flat-footed 18
Resist acid 5, turn resistance +4
Fort +1, Ref +4, Will +4

Speed 40 ft. (8 squares)

Melee greatclub +8 (2d8+11) and
bite +6 (1d6+4) or

Melee 2 claws each +8 (1d6+7) and
bite +6 (1d6+4)

Ranged javelin +3 (1d8+6)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +14

Atk Options Multiattack, Power Attack (-1 attack, +1 or +2
damage)

Abilities Str 23, Dex 10, Con —, Int 8, Wis 11, Cha 7

SQ shadewstuff armor

Feats Multiattack, Power Attack

Skills Balance +4, Hide +6, Jurmp +14, Listen +0, Spot +4,
Swim +12

Possessions greatclub, 5 javelins

Hook Roars a challenge when it draws its weapon.

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armar of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster
is within 10 feet of a shadowslain, she loses access to
one spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining
spell at her lowest level, she chooses which she loses.)
When she next prepares spells or regains spell slots,
she regains her full normal complement of spells.

If the subject loses a spell ofat least st level, the
shadowslain heals a number of points of damage equal
to 5 x the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or
creatures that do not cast spells.




2SHADOWSCALE MARAUDERS CR3
hp 23 each (3 HD)
NE Medium undead (augmented humanoid, reptilian)
Init +0; Senses darkvision 60 ft., low-light vision; Listen +1,
Spot +1
Aura Weave drain (10 feet)
Languages Draconic

AC 22, touch 13, flat-footed 21

Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Resist turn resistance +4

Fort +2, Ref +4, Will +1

Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee greatclub +6 (1d10+11) and
bite +3 (1d4+4) or

Melee 2 claws each +5 (1d4+7) and
bite +3 (1d4+4)

Ranged javelin +3 (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +7

Atk Options Power Attack (-2 attack, +2 or +4 damage)

Abilities Str 21, Dex 13, Con —, Int 8, Wis 12, Cha 10

SQ shadowstuff armor

Feats Multiattack, Power Attack, Weapon Focus (greatclub)

Skills Balance +5, Hide +19, Jump +9, Listen +1, Spot +1,
Swim +7

Possessions grealclub, 5 javelins, key to the lock securing
the cage door (on one of them)

Hook Hisses at foes.

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.
Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.
Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster is
within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses.) When
she next prepares spells or regains spell slots, she
regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of paints of damage equal
to 5 x the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

FEATURES OF THE AREA

Plane of Shadow Traits: See page ik

Heavy Debris: It costs 2 squares of movement to enter a
sguare conlaining IILG\'} debris. Heavy debris adde 5 to l!]l.
DC i‘l[ Bﬁlan\.e an(l Tuml)!t. L]u 20 l’.&. :mcl it 1mposes =1 pennltv
on Move bl]ently checks. Running or c:lmrgm.,_ lllmugh heav 7y
({E.‘I)l is is I.I't'lj_Tn-hI]J]t

Ll.gfht Unclerg10w1.[-:: A space covered with ligl'lt__uncli?rg'm\\' th
costs 2 squares of movement to move into and provides con-
u.alment ITmlPlErnw”l increases the bC Of Tuml:lic and Move_
"‘:ienilv cl‘lcc‘lcs I)}' 2. A creature using a ~|as]1mg weapon can

clear a square of llgl‘t’t umlergrowth Wriil a full-round action.

Shallow Bog: 1t costs 2, squares of movement to move into
a shallow ]JoF square, and the DC af Tumble checks in such
squares increases by 2. “ﬂ]lanow bog squares are toughly 1 foot
c].e:p For more luleq ahoul movement and ‘.mml:ml. in water,
see page 5.

Wum]'t n age: Zan; tlnclz AC (J 1‘1arclness o] 1113 20 I)u..al.
DC 14.

The statistics a]::mfc representa smgle I‘lﬂ] -u‘\ur'!] bars nngl‘lt
need ta be l.lLttl'UVLfl to make emmgh space for a creature to
squeeze through. The cageis 10 feet high (Climbh DC 15), and
the “bars” are roughf\r 4 inches apart. [t is roofed with more

=\
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wooden hars: Creatures attﬂCkLCI lln'ough the n..aqe have cover
(+ AC, +2 on'Reflex s.we-a}

Wooclen Cage Door: 2 in. thick; AC 6; har :lnrah. 8; hp 20;
l)n:-’a.la DC i O]:mn Lc:cls: D 20.

The statistics above represent a smgh ]J"lr, except that a
suceessful break DC apens the cloor Achain with a lock secures
“the door.



"Encounter Level 6

setu :
This sorcerous boat belongs to the shadar-kai Sithierel (S)
and his companion, a dusk beast (or ephemeral) called

Grask (G). The boat also holds four animated orc skeletons

(O), but these are chained to their benches and the oars,
and do not participate in the encounter—they are engines,
not warriors.

When the encounter begins, the dusk beast is lurking

in its favorite spot on the deck—curled up in the bow.
* Sithierel is below, in his small cabin.

The dusk beast is in good position to observe any char-
acters approaching the dock (Spot +9), and is very hard to
spot (Hide +17). The dusk beast warns Sithierel if it sees
anyone approaching, and the shadar-kai comes up to the
deck 1 round later.

Assuming that the PCs are spotted by the dusk beast,
aren't doing anything overtly suspicious, and don’t see the
creature themselves, the encounter begins when Sithierel
appears and challenges the PCs (use the read-aloud box
given below). If the PCs are trying to play along, theyll
need to give the name of a leader from the Lost Refuge
(Bestra, Ketsarra, or Thieraven), or come up with a very
good bluff.

If the PCs don't give a satisfactory answer or simply
choose to attack, roll initiative normally—Sithierel and
Grask aren't surprised.

When Sithierel appears, read:

Another of the tall, slender shadow-people emerges
from the bizarve boals cabin. His skin is a dus}"y
gray colov, his hair is black, and his face is covered
with purple tattoos. Iron jewelry picrrrs his ears
and arms. He glares at you and rasps, “Well?

Who sent you?"

When the PCs see Grask, read:

A creature of living shadow Iurk\ in the bow of
the boat. You can make out only a frightening
outline of the beast, a silhouette that hints at two
fanged heads, a squat lizardlike build, and a long,
barbed tail.

CRASK THE EPHEMERAL CR3

TAcTICS

hp 44 (8 HD)

NE Medium outsider
Init +6; Senses darkvision 60 ft., scent; Listen +9, Spot +9
Languages Common

AC 15, touch 12, flat-footed 13
Fort +7, Ref +8, Will +8

Speed 30 ft. (6 squares)

Melee 2 bites +10 each (1d8+2) and
tail +8 (1d4+1)

Space 5 ft.; Reach 10 ft.

Base Atk +8; Grp +10

Attack Options Combat Reflexes

Abilities Str 14, Dex 15, Con 13, Int 8, Wis 15, Cha 13

Feats Cornbat Reflexes, Improved Initiative, Multiattack,
Track®

Skills Balance +9, Climb +7, Hide +17, Jump +9, Listen +9,
Move Silently +12, Search +4, Spot +9, Survival +13 (15
following tracks), Tumble +15

T

On his first turn, Sithierel ignares the PCs. He uses a staip
dard action to cast off by severing the mooring lines, and"
a move action to command the Necreme's rowers to begin
pulling for open water—Dbefore anything else he wants @}
make sure as few boarders get onto the boat as possible
Grask covers its master as best it can while Sithierel i
occupied.
Ifhe casts off successfully, at the beginning of his next
turn the boat moves 5 feet along the pier and 5 feet away
At the beginning of Sithierel’s nexr turn after that, the boat
moves 10 feet down the pierand an additional 5 feet farther
away, creating a 10-foot gap between pier and boat. Afte
that, the boatmoves 20 feet per rurn, heqdmg snaight ot
into the open waters of the bayou.
While the boay'pulls away from the island, Sithierel
turns his attention to repelling any hoarders. He uses his
hexblade's curse against the nearest PC who looks like
formidable melee fighter. This is a free action, so he can use
the curse while taking a normal turn. Grask and Sithierel
- work together to flank enemies and cover as much of the
boat as possible with their reach attacks. -
Once the combat is completed, refer back to'page 7810
continue the adventure.

-
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SITHIEREL CR5
hp 46 (7 HD)

Male shadar-kai hexblade 4

NE Medium fey (extraplanar)

Init +4; Senses superior low-light vision, Listen +8, Spot +8
Languages Common, Elven, Sylvan

Possessions combat gear plus +1 gal-ralan (see page 155), +1

spiked chain, +1 mithral chain shirt, composite shortbow
(+2 Str bonus) with 20 masterwork arrows

AC 19, touch 14, flat-footed 15

Fort +5, Ref +9, Will +8

Resist mettle

Weakness shadow curse

Speed 30 ft. (6 squares)

Melee +7 spiked chain +10 melee (2d4+4)

Ranged shortbow +10 ranged (1d6+2/x3)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)

Base Atk +5; Grp +7

Atk Options sneak attack +1d6

Special Actions Dodge, hexblade's curse, hide in plain sight,
Mability

Combat Gear potion of cure moderate wounds

Abilities Str 14, Dex 18, Con 14, Int 9, Wis 10, Cha 1

Feats Dodge, Exotic Weapon Proficiency (spiked chain)®,
Mobility, Weapon Finesse

Skills Concentration +6, Hide +10, Listen +6, Move
Silently +10, Spot +6, Survival +6

PEATURES OF THE AREA

' Plane of Shadow Traits: See page 724

Piex: The pieris decrepit and ramshackle. Characters trying
P I ying
[i-nth.-xrgu orrun must sugceed on DC 10 Balance checks: Failure

teans that the charactes can't move in that round.

Water: The murky water of the swamp is nearly impossible to

BE e Ellrtmgll'. SQLlal'cs near :-11101'9 are c;)nhisll:r'm.l Ll'cn_‘p lmg al'lcl

hose fal‘tlwr'ou[ dre open water, as imli&.‘a’c_t’.&
in the mép. For rules about movement
"l{e(:mu:lnal;in water, see page O.
- Deep Bog: It casts Medium or larger
_ satures —:]--squarcs of movemen! Lo move
iito o deep bog square, or characterss
fan swim if tlmér waril. Small or smaller *
freatures must swim to wiove hrough
wsquare conlaining a‘rlecp 5_179}:5. Move
'i]eni]_;f checks take o -2 [Jt:na[f.'y in
Witer. Creatures without a s_WIp1 s[i{m:'
_jfmudlum uj( mavement ca rinl»t use tl]l-:
fimble ekill in & deepbog. Deep bog
Wiares are roughly 4 feet deep.
Open Water: The open waber squares
bave calm water that is 10 Le 20 feet
isep: ; >
Neareme; [he Necreme's features
J'escri]:.cd'\];elow. J -
Thin Wooden Walls: 3 in, ,\L:"lﬁcl'e;
gss 8; hp 30; break DC 18:
[ in_:l}:- DC (varies).

IWooder walls inierease the DC of 1
e checlss Lo hear t]_lr.-:!ug]'l them !
. The hit points and J)rcn_.L!
shtwn are fora 10-foot sec‘ti"ém
waoden wall is ]:urcar:i]ecl, the
s breached and all dt{j_;u-_cn'f
[1 “sguares become } 1‘1t

Superior Low-Light Vision (Ex) Can see four times as far as a

human in shadowy illumination.

Shadow Curse (Su) Any time a shadar-kai is stunned, dazed,

staggered, or unconscious, it must make a successful
DC 15 Will save or gain one negative level.

Hide in Plain Sight (Su) Can use the Hide skill while being

observed and while lacking cover or concealment, except
in natural daylight, the area of a daylight spell, or similar
magical light.

Mettle (Ex) If Sithierel makes a successful Will or Fortitude

save against an attack that would normally have a lesser
effect on a successful save (such as any spell with a saving
throw entry of Will half or Fortitude partial), he instead
completely negates the effect.

Hexblade’s Curse (Su) Once a day, as a free action, Sithierel

can unleash a curse upon a foe. The target must be within
60 feet. The target takes a —2 penalty on attacks, saves,
ability checks, skill checks, and weapon damage rolls for

1 hour. A successful DC 12 Will saving throw negates the
effect.

Faredeck and Coxswain Stand: Characters on the foredech or

the coxswain stand (at the back of the [mal} garn cover (+2
banus to AC, +1 bonus on Reflex saves) against attacks [rom
the main deck. They gaina +1 attack bonis for higher ground
when attac!.-lng characters on the main deck.

Caatiwalk: Because the calwalle is somewhat Narrow, characters

brying lo runsor cllm‘gc across it must sutceed on DC 10 Bal-

ange clu_:cl:s or he unable to move in that,mnml.

Oar Pit: Four ore skeletons
occupy the oar pit.
They take no part in
any fighting; even il
attacked. Because the
ocar pits are cluttered
with ])c:nclms, clmh]s,
Gars, and sL:eIehm;,
treat crealures moving
throug_‘h the area as
I.qugh [lwy are squeez~
ing 1.'[‘]11‘:1![-111 a l;igIli space
(—dito ;‘\C, —dito atl.'ac]cs,
ik cosls 2 sguares to move
1). Characters tryingla
dlimb from the oar pit

must succeed on DC'5
Climb checks (or DT 24
stanrjing Jump ul‘luclcs},

Bonrding: Charagters
in the water can board the
Necreme by making sue-
_cessful Climb checks
(DT 12 at the midpoint of
the hull, or DC 17 to climh
direptly onto the foredeck

One square - 5 o

orelern p]ﬂt{{\l‘ﬂ‘l}.

!
%
@
-
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back o the main deck,




"Encounter Level 6

serup K
When the Necreme reaches this part of the beacon path
on the Whispermere, the PCs must play the notes on the

dragonbone lyre from the cabin of the ship or the guardian

(G) atracks. The guardian, a zombie dragon turtle placed
here by Esvele, is instructed to kill anyone on the Necreme
(or any other vessel) or who falls in the water if the tune

is not properly played. The dragon turtle isn’t supposed

to sink the boat (the Sharrans want to be sure they can
retrieve it), but it has been told to use its breath weapon
and other arracks.

When the PCs arrive in the Necreme, the guardian is
completely hidden beneath the dark water of the Whisper-
mere. The guardian gains surprise when it artacks, and
uses its surpriseround action to appear before the boat and
stop its motion. When this happens, immediately have the
PCs make DC 12 Balance checks. Those who fail by 4 or
less are immediately knocked prone, while those who fail

by 5 or more are knocked prone and have a 50% chance of

being thrown overboard.

When the guardian attacks, read:

The water before the ship suddenly explodes as a
behemoth surges to the surface— some kind of
mammoth undead turtle. Huge three-clawed paws
of votting flesh slam down on the front of the boat,
stopping it suddenly and causing it to pitch you
toward the creature’s gaping maw.

[fthe PCs play the notes on the lyre and cause the guard
1an to relent in its arracks, read.

The creature’s sudden calm is nearly as surprising
as its attack. As you play the haunting notes on the
lyre, il releases the boat and simply sinks back
beneath the black water.

L]
TACTICS
After the surprise round, the zombie dragon turtle attacks
with its bite. In the following round, the guardian uses
its breath weapon and then attacks with its bite until its
breath weapon is available again. It avoids moving and
simply holds the boat in place with its claws.

ZoMBIE DRAGON TURTLE CR5S

hp 81 (12 HD); DR 5/slashing

N Huge undead (augmented dragon)

Init -1; Senses darkvision 60 ft., low-light vision, scent;
Listen +0, Spot +0

AC 23, touch 15, flat-footed 23

Fort +8, Ref +15, Will +8

Immune fire, mind-affecting, poison, sleep, paralysis,
stunning, disease, death effects, critical hits, nonlethal
damage, ability drain, energy drain, damage lo physical
ability scores, fatigue, exhaustion

Speed 20 ft. (4 squares), swim 30 ft.

Melee bite +18 (4d6+8)

Space 15 ft.; Reach 10 ft.

Base Atk +12; Grp +28

Special Actions breath weapon, capsize

Abilities Str 27, Dex 8, Con —, Int —, Wis 10, Cha 6

Feats Toughness
Skills Swim +8

5Q single actions only

Breath Weapon (Su) Cloud of superheated stearn 20 feet
high, 25 feet wide, and 50 teet long, once every 1d4
rounds, damage 6d6 fire, Reflex DC 14 half; effective
both above and below the water.

Capsize (Ex) If submerged, the zombie dragon turtle can
come up.under the Necreme with a 50% chance of
capsizing the vessel. It has been instructed not to use
this attack.

Single Actions Only (Ex) A zombie dragon turtle can
perform only a single action each round, a standard
action or a move action.

If the PCs stay out of reach by moving to the'back of
the boat, the dragon turtle has instructions to shove dows
on the front of the boat. This requires the PCs on du.km
attempta DC 15 lhhnce check. Those who fail are imme-
diately knocked pgone, and those who fail by 5 or morealsa
have a 50% chance of falling overboard and a 50% chance
of sliding down the deck into the zombie dragon turtles
reach. :

If all the PCs are in the water, the zombie dragon turtle
attacks them. Otherwise; it ignores PCs in the water and
focuises on foes in the boat.

Once the combat is completed, refer back to page 8110
continue the adventure.

\
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FEATURES OF THE AREA

Plane of Shadow Traits: See page 72

Open \‘( ter: E]‘m mml.‘ wither srl ”u —\\m‘J‘l].H:l'lL‘:!i‘]\ 1I1'lpn-=~
S}JJIt to see throu ‘]1 The water squares & have calin waker thal i
20 feel de sop. PUs in the water must swim.

Swimming: Ureatures must succeed on DC 10 Swim checks
o move one-quarter their speed, Adailure by 8 or more resulls
i a crealure doing underwater and numlinq to hold ite
breath.

Halding Your Breath: A

I'J.I.I]Til"’(:l of rounds 1(111;[ ta bwice its Constitution score, but

ereature can hold its breath fora

nn!\ if Ea!\m“nm\m actions orfreeactions. A creabure }lolnlm,L

I{Elrrt‘-llh that takes a itandﬂnl action has the number of man

B thatits breath can be held reduced IJ_\-’ 1. Afterthat, the creature
must make a successful DC 10 Constilulion check; each mund,
#he DC of this check increases ]J» . A failed Constitution L.Iun,lé
Causes a creature to fall unconscious. I the followi ing 101111(.‘1
ti‘!i. creature isreduced to —1 !'nt]mmt— ]n the round alter l]'mt
fEL crealure dies.

Combatin Water: Creatures without a swim sp{:cJ or If‘h.‘m'lom
tgrnrawmen! l[mt fﬂ.i[ a swim L]](.’LL are considered of [ halanc i
* ey lose Lhe ir Dexterity bonus to AC, and foes gaina +2 130!‘!1.1‘

4 ant them,

At.‘l:t-ﬂhll't. whol ]yunucd ]J\ water has total cover fromate
ar.‘Ias ol ldn:l A creature atam‘lms: in water at least half its
i'lr.‘lél‘il indepth has cover (+4ito AC, +2 on Reflex saves =) against
ilfac ks from lami and it can ‘.rnm]'l as a move action Lo gain
1]Jm\rml cover (+8 to AL +4 on Refles saves). Croatures
‘wnnmm‘ in the water hut lnealem d | E](a surface have Il‘Il]’HﬂVLJ

3 to \k +4 an I\vl rm\
ves}l Rangml attacks take a =2 PLrlaIl} for every & feet of
tet tll(.y pass t]ﬂ.muglz “”L‘l-x]llﬂg 'IHIJ. l)]l'l{}gl. :Jnmi mglcu at-

Rove: against attacks from on lancl

LLL t_a}.,c- G = pcna]l.y umlu“ rater. | i‘l\ nLI'J.‘fau. of the water
stopé line of u”lm Lfor [re s :pells, and a spellcaster in the water
uﬂsuueul ona LptHuaftJu ck (DC 20 + spell !:_\fu_!] or the
£ e” faildand is wa;tu.l : ~

Zombie Dragon Turtle: Note that the dragon turtle fichts

fit lsLaltle llalfﬂul)melgéec{ T]n. negessary bonuses are a[].‘ca({y

g[:[ed into ifs statistics. | v

Necreme: The Necfene’s fealures are de seribed below,

Thin Woodan Walls: 3 in. thick; hardnese 5; hp 30; break
'l L 18; (@lliple (varieg).t

Wooden walls ingrease the DC of Listen checks to hear
"u'gl'l them }JV 3. The hit points and break DC shown aréfor
10- [nul seclion. 1f a wooden wall is ]Jluaciwcl the squares
{ nched a.nc]. H acl;auznl I‘J:nlw.k[] squares bucomi. IIE]‘H.
l:lJrls V

For,‘zfs b m;n"La\sudm ‘wfm:ar Characters on the £0rt‘c].u.l\ or
¢ COXEWain Ei:arul (at EI]e‘liapL of !}u Lma{} gain caver (+2
heto A1 borltision Reflex saves) against attacks [rom
Bmain dm.fa‘ The -y Jain a +1 attack bonus for 111g}1e1 sround
fhen attat:}:mg characters on the main de &,LE

ELnirmx{&' Because the catw ﬂH«. is somewhat 11ar_rm\ characters
ying to run or charge across it must succeed on DT 10
diance C!‘\C’C‘hﬁ or lae 111’15.1)[(‘: to mn»:e in [.I].'il r[!ll'l'li.l‘

Qar Pit: Four ore shelelons veeupy the car lali_ 1 Iu\ I_aL., no
parlin any f: ]1|.IT1L even if attacked. Because the oar pits are
cluttered with henc hes, chains, vars, and ske ]Ll(‘u" treat crea-
tures moving l!\rnu;_h the area as llh.m!,h llu} are squeezing
lI‘U’Ungll a U&flll space (=to AC, —d to Af:tm]a-., ibcosls 2 squares
to mowve -l ). € II waclers [r\’ll\ﬁ to L]llnl’: ||om lhg oar pJE I)a\]:
to the main deck must succeed an DC 5 Climb checks (or
DC 24 5tamlmf Jump checks). :

Boarding: Characters in the water can board the Necrome by
ma]a'm-g' suceessful Climb checks (DT 12 at the midpoint of
the hull, orDC 17 to climb directly onto the foredecl or stern
platform).

Vigorous l\iotlon While the ¢ ‘-umumu holds the L-I'up duri ing
the battle, the boat is alw rays u‘m-n(lu ed to beinv IE0rOUS mo
tion. This’ requires anyone atlempling to cast a s pe“ to make
a Concentration check (DC 10+ ‘-PL” level) or {\III to cast the
spe Al and loseit s

Pla_\"lu_;.; the Lyre: I the PCs [1|z|_\' the proper noltes on the
dragonbone lyre in'the Neereme's cabin (Perldrm DC 20 due -
to t!u y Ig_(?llll[‘h T I:l['l uf{]w 1‘11}3} 1!1« "1.1111(11:1:1 -lL)]'}r ﬂtlatl‘lll;
and dr fops back into the water. Tt won'l rise to attack again un-
less the PCs leave and return without pmpu]_\ piu_vmh the
lyre. i

Open water

=3 feet

One square
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"Encounter Level 6

SetTu E -
Three Shadowscale marauders (S) stand watch here, ready
to defend their warren. If the Shadowscales hear the PCs
(Listen +1), or see a strange light in the tunnel leading to
area W1, they prepare an ambush. It requires a successful
DC 5 Listen check for the lizardfolk to hear PCs ralking
near the gate,

‘Allow the PC in the lead a Spot check to see the hiding

Shadowscales (Hide +9). If the PCs don't spot the waiting
Shadowscales, the lizardfolk gain surprise. Otherwise, roll
initiative normally.’

i

Read this text when the PCs enter the room..

You hear a soft sibilant hiss in the darkness, and
then several dark-scaled lizardfolk yush you from
the shadows of this low, muddy chamber!

Read this text when the marauders fling the viper jars:

One of the lizardfolk hefts a clay jar and hurls it at
you. It shatters at your feel and a thick black snake
angrily snaps al you from the shards of broken
pollery. -

Read this text when the marauders loose the stirges in
area Wé: ! !
One of the lizardfolk picks up a clay jar and throws
it at your feel. It shatters and an insectlike creature
the size of a cat flaps into the air on batlike wings.
1t seems dazed for a moment but then it points its
deadly needle nose in your direction.

gncounter we
If you're playing this encounter in area W, replace the
small vipers with stirges.
The hungry stirges ignore the undead lizardfolk and
focus their attacks on the nearest PC.

98

TacTIcs

2 SMALL VIPERS
hp 4 each (1 HD)
N Small animal
Init +3; Senses low-light vision, scent; Listen +7, Spot +7
AC 17, touch 14, flat-footed 14
Fort +2, Ref +5, Will +1

Speed 20 ft. (4 squares), climb 20 ft., swim 20 ft.
Melee bite +4 (1d2-2 plus poison)

Base Atk +0; Grp —6

Atk Options poison (Fort DC 10, 1d6 Con/1d6 Con)

Abilities Str 6, Dex 17, Con 11, Int 1, Wis 12, Cha 2

Feats Weapon Finesse

Skills Balance +11, Climb +11, Hide +11, Listen +7, Spot 47,
Swim +6

2 STIRGES
hp 5 each (1 HD)
N Tiny magical beast
Init +4; Senses darkvision 60 ft., low-light vision; Listen +4
Spot +4
AC 16, touch 16, flat-footed 12
Fort +2, Ref +6, Will +1

Speed 10 . (2 squares), fly 40 ft.

Melee touch +7 (attach)

Space 2-1/2 ft.; Reach O ft.

Base Atk +1; Grp —11 (+1 when attached)
Special Actions attach, blood drain

Abilities Str 3, Dex 19, Con 10, Int 1, Wis 12, Cha 6
Feats Alertness, Weapon Finesse®
Skills Hide +14, Listen +4, Spot +4

Attach (Ex) If a stirge hits with its touch attack, it latches
onto its opponent’s body and grapples its prey. To
remove an attached stirge through grappling, the
oppanent must achieve a pin. )

Blood Drain (Ex) A stirge drains blood, dealing 1d4 points
of Constitution damage in any round when it begins its
turn attached to a victim. Once it deals 4 points of
Constitution damage, it detaches.

CR 1l

CR 12

Two of the Shadowscales try to block the passage leading
into.this room, while the third guard hangsback and hutls
clayjars eontaining Small vipers at PCs in the back':mﬂg‘s;
A jar shatters when it hits, depositing an angry viper for;/
if this is area W6, an angry stirge) in the same square
a PC. You don't have to run this as a grapple attempt; just
put the snake in the PC's square, and let the snake and thd
PC attack each other normally. After both viper/st
jars have been thrown, the rh.il:,dr\guard throws javeling
into the melee. ¢l !

Once the combat is completed, refer back to page 81t
continue the'adventure.

1
.



1SHADOWSCALE MARAUDERS CR3

hp 23 each (3 HD)

NE Medium undead (augmented humanoid, reptilian)

Init +0; Senses low-light vision, darkvision 60 ft.; Listen +1,
Spot +1

Aura Weave drain (10 feet)

languages Draconic

AC 22, touch 13, flat-footed 21
Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability

scores, fatigue, exhaustion
Resist turn resistance +4
Fort +2, Ref +4, Will +1
Weakness light sensitivity

Speed 30 ft. (6 squares)
Melee greatclub +6 (1d10+11) and
bite +3 (1d4+4) or
Melee 2 claws +5 each (1d4+7) and
bite +3 (1dd-+4)
Ranged javelin +3 (1d6+5)
Space 5 ft.; Reach 5 ft.
Base Atk +2; Grp +7
Atk Options Power Attack (-2 attack, +2 damage)

Abilities Str 21, Dex 13, Con —, Int 8, Wis 12, Cha 10

8Q shadowstuff armor

Feats Multiattack, Power Attack, Weapon Focus (greatclub)

Skills Balance +5, Hide +9, Jump +9, Listen +1, Spot +1,
Swim +7

Possessions greatclub, 5 javelins

Hook Hisses at foes.

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.

-~ Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster is
within 10 feet of a shadowslain, she loses access to one
spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining spell
at her lowest level, she chooses which she loses.) When
she next prepares spells or regains spell slots, she
regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal
to 5 the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

FEATURES OF THE AREA

Plane of Shadow Traits: See page 72.

Uneven Slick Floars: A successlul DC 12 Balance cheéck
18 rr.'quirccl to riun or charge across the surface. Failure means
the character can;‘t move in that 1'{.1uncl._

Toce Teunlesl [t I.']ﬂcl?; AC 4 havidiess 5; ||[: 150; brreak
DC 25: Climb DC 15,

A creature sf:amling in the same squate asa tree trunk gains
a+2 honus to Armor Class and a +1 honus on Reflex saves
(these bonuses don't stack with bonuses for cover that derive -
[rom other sources). The presence of a tree trunk doesn't
otherwise affect a creature’s space, because it's assumed that
the creature i3 using the tree to its n:f.vautage when it can.

Shallow Bog: It costs 2 squares of movemenl Lo move inlo
a slinllaw_lmg square, and the DC of Tumble checks in such
squares increases by 2. Shallow }J(Jg squares are rm:tgH'v I foot

cleep. o3
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‘Encounter Level 8

SCT U ‘r
The banelar Isti-Zar (B) begins the encounter coiled up in
the dry portion of its cavern. If the PCs fought the guards

in area W3 orarea W8, the banelar almost certainly heard

the fighting (the DC is-10, and the DC increases by 11 for
intervening distance and obstacles). The banelar is alert
and ready for trouble.

1f, however, the PCs somehow got past the gualdq inthe

adjacent rooms without making noise, the banelar is not
particularly alert. The sudden opening of the wicker gate
surprises the banelar—but if the PCs make noise right
on the orher side of the door, such as talking with each
other, allow Isti-Zar another Listen check ro hear them
coming.

Ifthe banelarisn't aurprised and wins initiative, it hisses
a quick challenge and then delays to see how the intruders
respond. Given a chance, Isti-Zar interrogates the PCs to
find out who they are and what they want before it attacks.
The banelar knows fullwell that dominated humans aren't

sent to the Shadowscale watren, so it won't fall forany such -

story. »

The read-aloud text below assumes that the PCs do not
surprise Isti-Zar. [fthe PCs surprise Isti-Zar, the banelar
doesn't speak and simply attacks.

When the PCs open one of the gates leading to this room,
read:

In the dim torchlight you se¢ a massive snakelike
creature covered in thick, blue-black scales. Tts head
is humanoid.in shape, bul a number of small
tendrils dangle from its chin. A wickedly barbed
stinger tips tts tail. “Humansss,” the creature hisses.
“Who are you? Whai do you want here?”

TACTICS
Isti-Zar begins the encounter by using stinking cloud in
the doorway. The banelar avoids catching itself in the
cloud and can move before casting if necessary. It tries
to identify the most dangerous foe in the next round and
neutralize that PC by using a bestow curse spell. The banelar
then mixes up its attack spells and stings, hoping to poison

1
several of its adversaries. Isti-Zar has an excellent Concer
tration modifier, so it does not hesitate to cast defensively
while in melee with its adversaries. -

Once Isti-Zar has been reduced to 40 hit points or
fewer, it relocates to the pool. It might attempt to cover
this movement by casting obscuring mst first. Once in the
pool, the banelar enjoys excellent cover against attacks
from the shore. It uses this respite to cast summon monstif
11T, summoning 1d3 fiendish monstrous scorpions. Whils
the scorpions fight, it heals itself, and then returns to the
tray.

[freduced to 10 hit points or fewer, Isti-Zar abandons thel
fight. It flees through the underwater tunnel that leads DQlL
to the Dark Lake (area W2) and leaves the Shadowscalesta
their fate.

Once the combat is completed, refer back to page 8268
continue the adventure. :

FIENDISH MONSTROUS SCORPION CR —
hp 13 (2 HD)

NE Medium magical beast (extraplanar)

Init +0; Senses darkvision 60 ft., tremorsense 60 ft.,

Listen +0, Spot +4

AC 14, touch 10, flat-footed 14
Resist cold 5, fire 5; SR 7
Fort +5, Ref +0, Will +0

Speed 40 ft. (8 squares)

Melee 2 claws +2 each (1d4+1) and
sting =3 (1d4 plus poison)

Base Atk +1; Grp +2

Atk Options smite good (+2 damage), polson (Fort DC 13,
1d3 Con/1d3 Con)

Abilities Str 13, Dex 10, Con 14, Int 3, Wis 10, Cha 2

Atk Options constrict 1d4+1, improved grab

SQ vermin traits

Skills Climb +5, Hide +4, Spot +4

Constrict (Ex) A monstrous scorpion deals automatic claw
damage on a successful grapple check.

Improved Grab (Ex) To use this ability, a manstrous
scorpion must hit with a claw attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establshes a hold and can constrict.

Smite Good (Su) Once a day a scorpion can make a normal
melee attack to deal +2 damage against a good foe.




IsTI-ZAR CR8
hp 66 (7 HD); fast healing 2

Male banelar

LE Huge aberration (extraplanar)

Init +5; Senses darkvision 60 ft.; Listen +8, Spot +8
Languages Common, Draconic, Orc

AC 14, touch 9, flat-footed 13
Immune acid, poison
Fort +7 (+10 against petrification), Ref+3, Will +8

Speed 30 ft. (6 squares), swim 30 ft.
Melee sting +11 (2d6+8 plus poison) and
bite +6 (1d8+4 plus poison)
Space 10 ft.; Reach 10 ft.
Base Atk +5; Grp +21
Atk Options poison (Fort DC 18, 2d4 Con/unconsciousness
for 1d3 hours)
Combat Gear wand of magic missile (CL 3rd, 20 charges)
Cleric Spells Prepared (CL 6th)
3rd—bestow curse (DC 16), cure serious wounds, dispel
magic” (d20-+6), summon monster 111
2nd—aid, death knell, desecrate®, hold person (DC 15),
resist energy

protection from good®, shield of faith
0—cure minor wounds, detect magic, light, read magic,
resistance
D: Domain spell. Deity: Cyric. Domains: Evil, Magic.
Wizard Spells Prepared (CL 6th):
3rd—lightning bolt (DC 16), stinking cloud (DC 16),
suggestion (DC 16)
2nd—invisibility, Melf’s acid arrow (+6 ranged touch, 3
rounds), summon swarm, Tasha's hideous laughter
(DC 15)
Ist—color spray (DC 14), mage armorT, magic missile (3
missiles), shocking grasp (+13 melee touch, 5d6)
0—acid splash, daze, detect magic, mage hand
. T already cast

Ist—command (DC 14), cure light wounds, obscuring mist,

Abilities Str 26, Dex 13, Con 21, Int 17, Wis 16, Cha 16 |
Feats Combat Casting, Eschew Materials®,Improved
Initiative, Iron Will
b Skills Bluff +8, Concentration +10, Dlplnm:—](‘y +9,
Disguise +3(+5 acting), Intimidate +10, Listen +8, Sense
Motive +8, Spellcraft +12 (+14 deciphering scrolls),
Spot +8, Swim +16, Use Magic Device +12 (+14 scrolls)

Possessions combat gear plus holy symbol, ring of
protection +1

Spellbook spells prepared plus 0—all; 1st—alarm, identify,
summon monster |: 2nd—detect thoughts, glitterdust,
mirror image; 3rd—nondetection, slow.

Spells A banelar can cast a single spell as a free action every
round while attacking.

Skills A banelar has a +8 racial bonus on any Swim check to
perform some special action or avoid a hazard. It can
always choose to take 10 on a Swim check, eveb if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line,

Hook “Interesssting . . . you mussst be enemiesss of the

Sharransss. . .."

FEATURES OF THE AREA

Plane of Shadow Traits: See page 72.

Uneven Slick Floors: A successful DC 12 Balance check
15 mquned to run or Ll‘u:u_;.e acrose the surface, Failure means
tlw c}la_;ac‘.'cr can’t move in that round..

High Ceiling: The ueiling in this room is 15 feel lﬂg}i, al-
lowing Isti-Zar to fight without having to bend over.

Deep Bog: It costs M.r-'_:lium_or larger’crcaturcs 4 squares of
maovement to move inko a rleep img suare, or characters can
swim if 1:]10}' want, Small or smaller creatures must swim to -
move t]]rrm.gh a sguare cuutainiug a [{L‘,(fp }.}ug. Move Silet\i_l_\r
checl take a —2 penalty in water. Creatures w_ifl‘mu‘t a swim
speed or freedon of movement cannot use the Tumble skill in a
rl«,cp I.wg Du.p I:u:lg squares are ruug] ly 4 feet ler-p For nules
aboul movement and combatin water, see page 5

Tree Trunl: 1 ft. thick; AC 4; hardness 5; 1111__1‘710.' break
DC 25; _LI]mIJ D 15, n

A creature =tandul.‘4 11 the same square ag a tree trunl: ;um-!
a+2 bonus to Armor Class and a +1 bonus on Reflex saves’
(l]‘lca:u bonuses don't :iL;u:-L- with bonuses for cover tlmi‘ derive
from other sources). The presence of a tree trunk doesn’t
otherwise affect a creature’s space, because it's assumed thal
the creature is using the tree Lo its ac{vant-lg_‘e when it can.

i -




"Encounter Level 9

setup p :
Four shadowslain lizardfolk (S) are hiding in this chamber.
Have the PCs make Spot checks opposed by the shadow-

slain lizardfolk’s hide checks (Hide +9). The shadowslain

attack any strangers entering the room unless the strang-
ers quickly identify themselves as Sharrans.

When the PCs engage the shadowslain, reac‘l:

Several dark-scaled lizardfolk crouch here, fangs
bared and claws extended. The shadows seem to
cling to their bodies like thick black cloaks, rippling
silently.

When the knelll beetle appears, read:

A giant beetlelike creature the size of a pony squats
in the stout wicker cage. Il has fwo large claws,
razor mandibles, and an flaving, belllike cup atop
tts heavily aimored head.

LESSER KNELL BEETLE CR5
hp 51 (6 HD)
Medium vermin
Init +1; Senses darkvision 60 ft., scent; Listen +6, Spot +6

KossAANDAR, SHADOWSCALE WARCHIEF CRf

AC 20, touch 17, flat-footed 19
Immune sonic, mind-affecting
Fort +9, Ref +3, Will +2

Speed 40 ft. (8 squares), burrow 10 ft.

Melee 2 claws +8 each (1d10+4) and
bite +6 (1d6+2)

Base Atk +4; Grp +8

Atk Options rend

Special Actions screech, shake the earth

Abilities Str 18, Dex 12, Con 18, Int —, Wis 11, Cha 1
SQ sonic healing, vermin traits
Skills Balance +5, Jump +8, Listen +6, Spot +6

Rend (Ex) If a knell beetle hits with both claw attacks, it
latches onto an opponent’s body and tears the flesh.
This attack automatically deals an additional 2d10+6
points of damage.

Screech (Su) Once a day, a knell beetle can emit a cone of
sonic energy (20-ft. cone, 5d6 sonic damage, Reflex
DC 17 half).

Shake the Earth (Ex) A knell beetle can perform a rhythmic
stomp as a standard action. Any creature within 5 feet

must make a successful DC 17 Reflex save or fall prone.

Sonic Healing (Su) For every 3 points of-damage a sonic
attack would deal to a knell beetle, the creature instead
heals 1 point of damage it has already sustained.

hp 42 (4 HD)

Male shadowslain Blackscale lizardfolk fighter 2

NE Large undead (augmented monstrous humanoid,
reptilian) .

Init +0; Senses darkvision 60 ft., low- light vision; Listen I}
Spot +3

Aura Weave drain (10 feet)

Languages Draconic

AC 25, touch 13, flat-footed 23
Immune as shadowscale marauder
Resist acid 5, turn resistance +4
Weakness light sensitivity

Fort +4, Ref +4, Will +4

Speed 40 ft. (8 squares)
Melee +1 greatsword +14 (3d6+18) and
bite +10 (1d6+6) or
Melee 2 claws +12 éach (1d6+11) and
bite +7 (1d6+6)
Ranged javelin +5 (1d8+9)
Space 10 ft.; Reach 10 ft.
Base Atk +6; Grp +16
Atk Options Power Attack (-2 attack, +2 damage)
Special Actions Cleave

Abilities Str 28, Dex 14, Con —, Int 8, Wis 8, Cha 12

SQ shadowstuff armor

Feats Cleave, Multiattack, Power Attack, Weapon Focus
(greatsword)

Skills Balance +2, Hide +4, jump +13, Listen -1, Spot 43,
Swim +7

Possessions +1 greatsword, 5 javelins, breastplate

Hook Roars a challenge when it draws its weapon

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell. -
Shadowstuff Armor (Su) A shadowslain is shrouded ina
semiselid armor of shadowstuff that grants it a +2

deflection bonus to Armor Class and a +10'bonus on
Hide checks. |

Weave Drain (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster
is within 10 feet of a shadowslain, she loses access to
one spell as if she had cast her lowest-level, currently
available spell. (If she has more than one remaining
spell at her lowest level, she chooses which sheloses,)
When she next prepares spells or regains spell slots,
she regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equdl
to 5 x the level of the spell. :

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic; or
creatures that do not cast spells.

L
p



- 7 L
When Kossaandar enters the fray, read:
A hulking lizavdfolk the size of an ogre leaps into the
voom. If carries a huge greatsword, and its body
ripples with powerful muscle beneath breastplate
wrmor. Shadows cling to its limbs and torso.

Tactics

Two shadowscales rush the PCs, while two hang back and

they succeed, the knell beetle can join the fight in the second
round; if they fail, the knell beetle spends round 2 batrering

4SHADOWSCALE MARAUDERS CR3
% hp23 each (3 HD)
NE Medium undead (augmented humanoid, reptilian)
[ Init +0; Senses darkvision 60 ft., low-light vision; Listen +1,
Spot +1
Aura Weave drain (10 feet)
languages Draconic

AC 22, touch 13, flat-footed 21

Immune mind-affecting, poison, sleep, paralysis, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Resist turn resistance +4

Fort +2, Ref +4, Will +1

Weakness light sensitivity

Speed 30 ft. (6 squares)
Melee greatclub +6 (1d10+11) and
bite +3 (1d4+4) or
Melee 2 claws +5 each (1d4+7) and
bite +3 (1d4+4)
Ranged javelin +3 (1d6+5)
Space 5 ft.; Reach 5 ft.
Base Atk 12; Grp +7
. Atk Options Power Attack (-2 attack, +2 damage)

" Abilities Str 21, Dex 13, Con —, Int 8, Wis 12, Cha 10

5Q shadowstuff armor

Feats Multiattack, Power Attack, Weapon Focus (greatclub)
Skills Balance +5, Hide +9, Jump +9, Swim +7

Possessions greatclub, 5 javelins, chain shirt

.

Hook Hisses at foes

Light Sensitivity (Ex) A shadowslain is dazzled in bright
sunlight or within the radius of a daylight spell.
Shadowstuff Armor (Su) A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2
deflection bonus to Armor Class and a +10 bonus on
Hide checks.
| Weave Drainr (Su) This ability affects spellcasters who use
the Weave. At the beginning of her turn, if a spellcaster is
within 10 feet of a shadowslain, she loses access to one
| spell as if she had cast her lowest-level, currently available
_spell. (If she has more than one remaining:spell at her
lowest level, she chooses which she loses.) When she
next prepares spells or regains spell slots, she regains her
full normal complement of spells.

If the subject loses a spell of at least 1st level, the
shadowslain heals a number of points of damage equal to
5 x the level of the spell.

This ability does not affect spellcasters who use the
Shadow Weave, those who use divine magic, or creatures
that do not cast spells.

iry to get the knell beetle’s cage open in the first round. If

its way our of the cage and joins the battle in round 3. Atthe
end of the fourth round, warchief Kossaandar (not shown)
and two more shadowslain lizardfolk (not shown) appear at
the eastern door and roll initiative for round 5.

The knell beetle simply moves toward the closest non-liz-
ardfolk it sees and tries to tear its prey to pieces. Trusting in
his physical power, Kossaandar wades into melee with the
toughest PC he can find, while the other two lizardfollc hang
back and throw javelins at PC spellcasters and skirmishers.

Once the combat is completed, refer back to page 83 to
continue the adventure.

!

oM WAINNODN3

FEATURES OF THE AREA
Plane of S]'laclqw Tl_'alts. See page 12.
Uneven Slick Hoors: A suceessful DC 12 Balance checke

is t'e'quired torun or clza.rge across the Epl:{:acu. Failure means

o . '

the.character can't move in that round,
lligll Ceiling: The ceiling in l:]'kis room is 10 feet high, al-
lowing Kossaandar to f iaht without having to hunch over.

" Deep Bog: It costs Medium or larger creatures 4 squares of
movement to move inko a l!ecp Img SqUare, or cl'i?l'!’;_l(.‘l.r}ts can
swim if i:l)ey want. Small or smaller creatures must swim to
move through a square containing a deep bog. Move Silently
check take a -2 pumll}f in waler. (Jredi ures wilhoul a swim
apeecl arfrac«.{om ofmovemeni cannot use ll'le Tuml:]e 5121]] ina
Clcep lmg Duzp l:rog squares are rmlghlwﬁk {th cleep [m’ 111Iur-
about movement and combat in waler, see page 5.

Tree Trunk. A creature :tﬂn(lll'l;.. in the same gquare asa .
treetrunk gains cover (+2 bonusto AC and +1 bonus on Reflex
saves). .



"Encounter Level 7

setu 5
A shambling mound (M) and two shocker lizards (S) lurk
in this dismal room. The lizards are curious little crea
tures, and scamper in and around the tree trunks without
making any real effort to conceal themselves. The sham-
bler, on the other hand, blends into the mud and vegetation
of the mound quite well (+12 Hide check), The shocker

lizards do not attack until the shambling mound strikes

(or they themselves are attacked).-
Make a Hide check for the shambling mound. Allow

PCs that enter the room a Spot check to determine it

they see the creaturehiding. If the PCs fail, the shambler
waits until a target wanders within reach and then attacks
with surprise; the shocker lizards join the battle on the
next tound. If the PCs spot the shambler, roll initiative
normally.

A centipede swarm (not shown) also plays a part in this
encounter, but it does not enter the fray until the sham-
bling mound is desperate enough ro pull down some of the
ceiling. Roll initiative for it when the swapm appears.

The PCs see the shocker lizards as soon as they enter:

A small blue creature about the size of a terrier
scampers through the muddy vools and branches.
It seems to be a lizard of some kind, with a pair of
prominent horns atop its head.

When the shambler strikes, read:

Suddenly, the wall itself seems to come alive. A
writhing mass of leaves and vines in a roughly
man-shaped heap shambles away from the wall,
lashing out with two thick tentaclelike limbs.

When the shambling mound pulls part of the cellmg
down on a PC, read:

Seemingly writhing in pain the plant creature lets
_loose a roar as it shoots its tentacles into the ceiling
above your companion and rips loose.a torrent of
logs and mud as well as hundveds of squirming,
black-and-gray centipedes, each as long as your

forearm and us thick as two fingers.

TQCTICS
The shocker lizards aren't trained and therefore act at
random. Each round, roll de to see what they do: 1, bire;
2—4, stunning shock; 5-6, lethal shock.
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SHAMBLING MOUND

‘Resist fire 10

hp 60 (8 HD)
N Large plant
Init +0; Senses darkvision 60 ft., low-light vision;

Listen +8, Spot +0 :

AC 20, touch 9, flat-footed 20
Immune electricity, critical hits, mind-affecting effects,
poison, paralysis, polymorph, sleep effects, stunning

Fort +9, Ref +2, Will +4

Speed 20 ft. (4 squares), swim 20 ft.

Melee 2 slams +11 (2d6+5)

Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +15

Atk Options improved grab, constrict 2d6+7, Power Attack

Abilities Str 21, Dex 10, Con 17, Int 7, Wis 10, Cha 9; gains
temporary Con from electrical attack

SQ plant traits

Feats Iron Will, Power Attack, Weapon Focus (slam)

Skills Hide +12, Listen +8, Move Silently +8, Spot +0

Constrict (Ex) A shambling mound deals 2d6+7 points of
damage with a successful grapple check.

Improved Grab (Ex) To use this ability, a shambling mound
must hit with both slam attacks. It can then attempt to
start a grapple as a free action without provoking an
attack of opportunity. If it wins the grapple check, it
establshes a hold and can constrict.

Immune to Electricity (Ex) Any electricity attack againsta
shambler grants it 1d4'temporary Constitution.

The shambling mound gains +16 hp and +1 Fort save
when it gains 1, 3, 5, 7 (and so on) points of Constitution
from elecrricity damage. It is just clever enough to remain
close to the shocker lizards, hoping that it will be caught
in electrical discharges the lizards create.

The shambling mnund simply hammers foes with its
limbs, but when r,eduu.d to half its original hit points, it
becomes desperate and pulls down some of the ceiling
atop a PG in reach. This is a full-round action.

That PC and any creatures in adjacent squares take 6dé
points of damage (Reflex DG 15 half). Creatures that fail
the save are knocked prone and trapped beneath the fallen
mud and logs. A successful DC 15 Strength or Escape
Artist check frees a trapped creature. The area of fallen
logs and mud becomes heavy debris (see below).

In addition, tearing the ceiling away unleashes a torrent
of black and gray centipedes thar live in the mound. This.
swarm of centipedes attacks the creatures in lh(. fallen roo[
area until none remain.

Once the combar is complered refer back to page 8310
continue the adventure. .
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2SHOCKER LIZARDS CR2 i

ON3

hp 13 each (2 HD) FEATURES OF THE AREA i
N Small magical beast (extraplanar) Plane of Shadow Traits: See page 72. _ C J ’ .
Init +6; Senses darkvision 60 ft., electricity sense 100 ft., Uneven Slick Floors: A successful DC 12 Balance check @ |

low- |Ig|‘|t vision; Listen *ﬁip_ﬁt +4 18 -mquirur] lorun or cl‘lﬂrgc across the surface. Failure ‘meal‘lé _ﬂ
AC 16, touqh 13, flat-footed 14 the cl‘xa._l’_acter can't move in thal round, r: ("
Immune electricity Heavy Debrisi' Heavy debris is not indicated on the map > '
Fort +4, Ref +5, Will +1 _ bevause the L-:]naml)ling mound creates it when it w;rcclzs a por- I
Speed 40 ft. (8 squares), climb 20 ft., swim 20 ft. tion of the ceiling. It costs 2 squares of movement to éntera  (pf¥ |
Melee bite +3 (1d4) syuare containing huav‘v debris. Heavy debriz adds 5 to the 3 |
Base Atk +1; Grp +2 DC of Balance and Tumble cI]eclzs, and it imposesa —5 penalty ¥
Special Actions stunning shock, lethal shock © on Move Silently checks. Running or charging through I‘leavy‘ %@]
Abilities Str 10, Dex 15, Con 13, Int 2, Wis 12, Cha 6 debris is impossihle, A
Feats Improved Initiative High (.el.ll]'].s The ceil ing in this room is 10 feet Ingllr al- k\ g
Ski!s _C“m]bo‘-'”r Hide +11, Jump +7, Listen +4, Spot +4, lowing the shambler to fight without having to bend over. } ?3,5

wim + : $ —

Stunning Shock (Su) A shocker lizard can deliver a
shock to a single opponent within 5 feet. This
attack deals 2d8 points of nonlethal damage to
living opponents (Reflex DC 12 half). :

Lethal Shock (Su) Two shocker lizards within 20 feet
of each other can work together to create a
shock. This attack deals 4d8 electricity damage
in a 20-foot radius centered on either lizard
(Reflex DC 12 half).

Electricity Sense (Ex) Shocker lizards automatically
detect any electrical discharge within 100 feet.

CENTIPEDE SWARM CR 4
hp 31 (9 HD)
N Diminutive vermin (swarm)
Init +4; Senses darkvision 60 ft., tremorsense
30 ft; Listen +0, Spot +4

AC 18, touch 18, flat-footed 14

Fort +5 Ref 7, Will +3

Immune weapon damage, target spells,
grappling, tripping, bull rushing

Speed 20 ft. (4 squares), climb 20 ft.

Melee swarm (2d6 plus poison)

Space 10 ft.; Reach —

Base Atk +6; Grp —

Atk Options poison (Fort DC 13, 1d4 Dex/1d4 Dex)

Special Actions distraction

Abilities Str 1, Dex 19, Con 8, Int —, Wis 10, Cha 2

Feats Alertness, Lightning Reflexes

Skills Listen +0, Spot +4

Distraction (Ex) A living creature that begins its turn with a
swarm in its space must'succeed on a DC 13 Fortitude
save or be nauseated for 1 round.




- the DC of Tumble checks hy 2.
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"Encounter Level 7

SeTu p
The opening of the fight depends on who sees whom
first:

Kir-lanans spot or hear the PCs but aren't scen: They attack
in this area with surprise, swooping down at the PCs as
described in the Tacrics section, below.

PCsspot kir-lanans bul aren't seen: The kir-lanans begin rhe
encounter on the ground in area M5, and are surprised.

Any other case: The kir-lanans begin the fight on the I

ground in area Ms. Roll initiative normally.

FEATURES OF THE AREA
Plane of Shadow Traits: See page 72, .
Heavy Undergrowth: Heavy unc{ergmwtﬁ costs 4 squares
of movement to move into and provides concealment with a
30% miss clmm;e (i usthct of the usual 209%). It increases the
DC of Tumble and Moye Silently checks by 8. Heav y under-
growt}: is easy Lo’ hide in, granting a +5 circﬁmstnhce‘lmnpua
on Hide checke, Rumn ingand Cl‘larging‘a're impossible.
- Steep Slope: Cim\g:a’_;:f._érs moying uphill (t6 an adjacent
square of lxig‘h-_es\bl'u'vaf:ion]-must spend 2 squares of move-

ment to enter eac]fsquu re of steep slopc. Characlers running

or uf{argfug downhill (moving to an adjacent square of lower
eleva'lion} musl sticceed on DC 10 Balanee checks upon
entering the Ifirsl—-,sl'ecp slope square. Characters who fail
this check stumble and must end their movement 1d2x5
feet later. Characlers who fail l)y 9 or more fallpr011e'in the
square where the} end their movement. A steep sl e increases

Heavy
Undergrnwth

2 Kir-LANAN ELITE GUARDS
hp 41 each (6 HD)
CE Medium monstrous humanoid (extraplanar)
Init +2; Senses darkvision 60 ft., Listen +2, Spot +2
Languages Common

AC 20, touch 12, flat-footed 18; Dodge, Mobility
Immune negalive energy

Weakness positive energy

Fort +6, Ref +6, Will +6

Speed 30 ft. (6 squares), fly 90 ft.

Melee mwk longsword +9 (1d8+4/19-20) and
claw +8 (1d4+42) or

Melee mwk longsword +11 (1d8+4/19-20) or

Melee claw +10 (1d4+4 plus negative'energy touch)

Ranged mwk throwing axe +9 (1d6+4)

Base Atk +6; Grp +10

Special Actions negative energy touch (+10 melee touch), ray
of enfeeblement 3/day

Combat Gear potion of bear's endurance, potion of shield of faith

Abilities Str 19, Dex 15, Con 14, Int 8, Wis 10, Cha 10

Feats Dodge, Flyby Attack, Iron Will, Mobility, Two-Weapon
Fighting

Skills Hide +8, Listen 42, Spot +2

Possessions combat gear plus +1 chain shirt, masterwork
longsword, masterwork throwing axe

Weakness Kir-lanan are affected by attacks using positive
energy as if they were undead. Like undead, they are
healed by inflict spells.

Negative Energy Touch (Su) Three times a day, a kir-lanan
can make a melee touch attack, dealing 2d6 points of
damage plus 1 point of Strength damage (Fort DC 14
negates Strength damage). The kir-lanan heals a number
of hit points equal to the damage dealt.

Ray of Enfeeblement (Sp) A kir-lanan can use ray of enfeeble-
ment (CL 4th, +8 ranged touch, 1d6+2 Strength penalty)

Hook “You are not'welcome here!”
i

The PCs will mgst likely see the kirlanans when they
swoop in to artack.

The soft rush of something hurtling through the
air gives you a split-second warning. Awinged
gargolyelike creature with a jagged sword Swoops
outof the shadows. :

TOCTICS

The kir-lanans (K) use Flyby Attack to harry the PCs
with hit-and-run attacks. They concentrate on spellcase
ers first, then use ray of enfeeblement 1o weaken potential
combatants before landing'tg éngage in melee, When
the kit-lanans become seriously' wourided, they use
their negative energy touch ability to heal damage at

the expense of their foes. : _
Once the combat is completed, refer back to page 87

to continue the adventuse, b
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Encounter Level 7

fetu

The gloom golem (G) has orders to destroy any intruders
who do not speak a prayer to Cyric or make a secret gesture
fa holy sign of sorts). The creature waits 1 round for intrud-
ers to comply with these requirements. If the PCs attack the
golem while it is waiting for them to pray or gesture in the
right way, they gain surprise.

L]
The PCs see the gloom golem as soon ag they enter the room;
| when this occurs, read:

This misshapen, ogrelike brute has taut flesh with a

dlaylike texture. Howls of pain issue from a gaping

B black orifice where ils face should be. Tormented

“visages press out from beneath its skin, as though
other creatures trapped inside its body were
clamoring for release.

(Loom GOLEM CR7
hp 74 (8 HD); DR 10/good

" NE Large construct (evil, extraplanar)

Init +2; Senses darkvision 60 ft., low-light vision; Listen +0,
Spot +0

Aura crushing despair 30 ft.

AC 22, touch 11, flat-footed 20

Immune magic, mind-affecting effects,-poison, sleep effects,
paralysis, stunning, disease, death effects, necromancy
effects, critical hits, nonlethal damage, ability damage,
ability drain, fatigue, exhaustion, energy drain

Weakness cannot heal damage (must be repaired)

Fort +2, Ref +4, Will 42 {

Speed 30 ft. (6 squares)
Melee 2 claws +9 each (1d8+4 plus 1d6 Cha)
Space 10 ft.; Reach 10 ft.

Base Atk +6; Grp +14

Special Actions tauch of woe

Abilities Str 18, Dex 15, Con —, Int —, Wis 11, Cha 15
SQ construct traits
Skills Listen 40, Move Silently —8, Spot +0

Crushing Despair (Su) A creature within 30 feet of a gloom
golem who hears its howling must succeed on a Will

DC 16 Will save or take a —2 penalty on attack rolls,
saving throws, ability checks, and damage rolls. The
penalties last until the golem is destroyed. Good hope
counters this mind-affecting compulsion.

Touch of Woe (Ex) A creature damaged by a gloom golem
must succeed on a DC 16 Will save or take 1d6 points of
Charisma damage. :
[mmunity to Magic (Ex) Golems have immunity to magical
and supernatural effects that allow spell resistance.

Hook Wailing grows more intense when it deals Charisma
damage.

Lack (, RapeL

TacTICS

The gloom golem is not intelligent, and therefore acts with-
out regard to its foes' actions. It simply moves toward the
nearest intruder each round and tries to claw him or her to
death. The golem pursues fleeing characters into area M5,
bur will nor move beyond thar room.

Once the combat is completed, refer back-to page 87 to
continue the adventure.

FEATURES OF THE AREA

Plane of Shadow Traits: See page 712,

[mrgc Stone Altar: 3 [cul. El}iclr.; I‘mrtlncss 8; }11: 5410; lareal!
DC 40. :

It costs 2 squares-of mévement to enter these squares, A
l\'i(:l.l.;ll m L'l'.lil ril(_‘tL'-T oan I'l LT'F l]l:l on t(.TlJ L\]" an illtﬂ-l: wit]'l GEE- ke
CeSEFnl DC 10 ]ump checle {nn running start reqﬁi'retj). A
Small character can jump up with a successful DC 10 Jump

check (DC 20 without a running start), er climb up witha .
successtul DC 16 Climb check, A .clmm_cter stamling on an

altar gains a #1 bonus on melee attaclzs'c'{gainst opponents on
the gmumi. An altar pf_‘(.'l\"i(lt!:-i Ve, P

Statue: 5 ft. thick; AC 3; hardness 8; hp 900; breal: DC 45,
Climb DC 20.

S
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EFECTORY

‘Encounter Level 7

setu P
Unless the PCs tipped their hand by making a great deal
of noise before entering this room, the two Ebon Spurs (E)
are seated at the table when the PCs appear. It takes them
a move action to get up from the bench.
Zetharmas (notshown) is in the kitchen, He does noth-
ing in the first round, then rolls initiative and joins the

battle in the second round. He moves to one of the door- j

ways leading out of the kitchen and engages-any PCs he
can see.

The howler (H) is down the hallway in the ruins of the
barracks. It too is sutprised on the first round, bur it rolls
initiative and joins the battle in the second round, bound-
ing down the passageway and attacking the PCs from the
side. '

When the howler joins the fray, read:

A gaunt, grayish-black creature the size of a horse
bounds into view. A mane of long, barbed quills
sprouts from its head and shoulders. It howds
incessantly.

¥

HowLER CR3
hp 39 (6 HD)

CE Large outsider (chaotic, evil, extraplanar)

Init +7; Senses darkvision 60 ft.; Listen +13, Spot +13

Languages understands Abyssal

AC 17, touch 12, flat-footed 14
Fort +7, Ref +8, Will +7

Speed 60 ft. (12 squares)

Melee bite-+10 (2d8+5) and
1d4 quills +5 each (1d6+2)

Space 10 ft.; Reach 5 ft.

Base Atk +6; Grp +15

Atk Options Combat Reflexes

Special Actions quills, how!

Abilities Str 21, Dex 17, Con 15, Int 6, Wis 14, Cha 8

Feats Alertness, Combat Reflexes, Improved Initiative

Skills Climb +14, Hide +8, Listen +13, Move Silently +12,
Search +7, Spot +13, Survival +2 (+4 following tracks)

Quills (Ex) When a howler makes a bite attack, it also
strikes with 1d4 quills. An opponent hit by a howler’s
quill attack must succeed on a DC 16 Reflex save or
have the quill break off in his flesh. A lodged quill
imposes a —1 penalty on attacks, saves, and checks. A
quill can be removed safely with a successful DC 20
Heal check; otherwise, removing it deals an extra 1d6
points of damage.

Howl (Ex) A creature that hears a howler's howling for 1
hour or longer must make a successful DC 12 Will save
or take 1 point of Wisdom damage. This is a sonic
mind-affecting ability.
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TOckICs -

When Zetharmas appears, read:

A sullen-looking person with crimson-colored skin
and a pair of shorl horns jutting fromi his forehead §
peeks out of the doorway. He wears a shirt-of
gleaming black mail, and carries a mace worked |
imto the shape of a clawed demonic fist.

The Ebon Spurs know they have help nearby, so they shout
a warning while moving to defend themselves. They callon
their dark{lames power the first tiine an enemy gets within
10 feer, bur after that one use they try to avoid using the
power again—rhey know from experience that there isa
cost to recklessly invoking Cyric’s black fire. Since the dark
flames are a ranged touch attack, it's possible to use this
ability to make a sneak attack. After using the dark flames,
the'Ebon Spurs try to work rogether to flank their foes,

2 EBON SPUR GUARDS CR3
hp 21 each (3 HD)

Human rogue 1/fighter 2

CE Medium humanoid

Init +6; Senses Listen +5, Spot +5

Languages Common, Damarran

AC 20, touch 12, flat-footed 18; Dodge

Fort +4, Ref +4, Will +3 (+2 after using dark flames)

Speed 20 ft. (4 squares)

Melee mwk bastard sword +6 (1d10+2/19-20)

Ranged light crossbow +4 (1d8/19-20)

Base Atk +2; Grp +4

Atk Options sneak attack +1d6

Special Actions dark flames

Combat Gear potion of cure light wounds, potion of invisibility

Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8

Feats Dodge, Exotic Weapon Proficiency (bastard sword),
Improved Initiative, lron Will, Weapon Focus (bastard
sword)

Skills Climb +2, Disable Device +4, Hide +2, Intimidate +2,
Jump 42, Listen +5% Move Silently +2, Ride +5,
Search +4, Spot +5%, Tumble +2
* Reduce by 1 after one use of dark flames

Possessions combat gear plus +1 breastplate, masterwork
bastard sword, masterwork large steel shield, light
crossbow with 10 bolts

Dark Flames (Su) The Ebon Spur guards have undergone
the Ritual of Dark Flames (see Lords of Darkness). They
can invoke black flames of negative energy from their
hands as a supernatural ability. This is a ranged touch
attack with a range of 10 feet, dealing 1d6 points of
negative energy damage for each Hit Die of the user.
Each time an Ebon Spur guard invokes the dark flames,
he takes 2 points of Wisdom damage.

Hook “For the Black Sun! Dieinfidel!”




Zerharmas naturally tries to hang back from the fray, ide-
ally just close enough to make [ull use of his Point-blank Shot
fear. He normally uses his sickening blast invocation to sicken

‘asmany enemjes as possible before concentrating his fire on
asingle target. He deals normal eldritch blast damage while
using sickening blast, so there’s no reason not to enhance his
blast with the invocation each time he fires.

The howler is a surprisingly clever opponent. It tries to get
behind PCs to help the Ebon Spurs flank foes. Ir also tries
to injure as many PCs as possible so that they will suffer,the
effects of its quills.

Once the combar is completed, refer back to page 88 to
continue the adventure.

ZETHARMAS CR5
hp 30 (5 HD); DR 1/cold iron
Male tiefling warlock 5
CE Medium outsider (native) '
Init +3; Senses darkvision 60 ft.; Listen +1, Spot +1
Languages Common, Damarran, Abyssal
AC 18, touch 13, flat-footed 15
Miss Chance 20% (ranged only, entropic warding)
Resist cold 5, electricity 5, fire 5
Fort +4, Ref +5, Will +6

Speed 30 fi. (6 squares)

Melee mwk heavy mace +4 (1d8)

Base Atk +3; Grp +3

Atk Options Point Blank Shot, Precise Shot

Special Actions eldritch blast (6 ranged touch, 3d6
points of damage, range 60 ft.)

Combat Gear potion of cure moderate wounds

Warlock Invocations Known (CL 5th)

Least—sickening blast (creature hit by eldritch blast
must make DC 13 Fortitude save or be sickened
for 1 minute)

Least—rtentropic warding (as entropic shield)

Least—summon swarm 3/day .

T Already invoked.

Spell-Like Abilities (CL 5th):

At will—detect magic

1/day—darkness .

Abilities Str 10, Dex 17, Con 14, Int 10, Wis 12, Cha 12

Feats Point-blank Shot, Precise Shot

Skills Bluff +5, Concentration +10, Hide +4,
Knowledge (arcana) +2, Use Magic Device +5

Possessions combat gear plus +1 mithral chain shirt,
cloak of resistance +1, masterwork heavy mace

Eldritch Blast (Sp) A warlock attacks his foes with
eldritch power, using baleful magical energy to deal
damage. An eldritch blast is a ray with a range of 60 feet.
Itis a ranged touch attack that affects a single target.

| Deceive Item (Ex) A warlock can take 10 on Use Magic
Device checks even if distracted or threatened.

Hook “You have made a grave mistake, fools! Despayr has
room for a few more guests!”
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FEATURES OF THE AREA

Plane of Shadow Traits: See page 72.

Benches: 1/2 in. [lxiL‘L'; At él;'hardness & l‘l'p 5; breal:
DC 17, :

A bhench is about 1-1/2 feet tall, 0 a Small character can
hop upn top of ane with a suceessful DC 10 Jump check that
cosls 2 equares of movement (no running start requirecl). A
Medium character can simply step up on it, a move that costs
2 squares o [ movement. ;\-u!mraql'ur puru}mi] atop a hench gains
a1 Imnus on melee attacks against opponents on the grmmd,
hut a character standing on a bench is considered to be balanc-
ing and must succeed ona D 10 Balance check to i'.zuep [rom
h”ing'n”. S

Table: 1/2 in: I;lﬁclc; AE 2 hird e i l]p 5; lrm.'lI?
POAT _

It costs 2 squares of movement to enter these squares. A
Mu_dium character Cd_ll_]n}[! up an top of a L‘_Jl1]e withsa ;uu:cuss[ﬂ]_
DC 10 Jump cheek that costs 2 squares of m;.wcmen"i’(ﬁw run-
ning start required). A Small character can jump up with a
cuccesstul DC 12 ]ump cheal {DC 20 withouta runsd ngstarl ],‘
orclimb up with a successful DC 18 Climb check. A character
slanding on a table gaing a +F honus on melee attacks against
opponents on the g&n‘mhd.

A table can be tipped overas a move action with a successful
DC &SI rvng[:]'t chedl. It _C:i‘l't‘} then pl.‘()\-’iCIC COVer:




2 EBON SPUR GUARDS

HE | RIGRY

"Encounter Level 7

setup "

The two Ebon Spur guards (E) begin this encounter in
area M10. If the PCs bluff the Ebon Spurs into opening a
door for them, they surprise these guards. Otherwise, roll
initiative normally.

Skull Servant Ethar (S) is in area M11. She hears any
fighting that breaks out in area M10 (or any other loud
noise, such as the Ebon Spurs calling out a challenge or
sotheone trying to batter down one of the locked doors),
and joins the battle on round 2, after tucking the letrer
she was writing into her pocket. She uses her first action
to take a quick look éut her door to see what’s going on.

CR3
hp 21 each (3 HD)

Human rogue 1/fighter 2

CE Medium humanoid

Init +6; Senses Listen +5, Spot +5

Languages Common, Damarran

AC 20, touch 12, flat-footed 18; Dodge
Fort +4, Ref +4, Will +3 (+2 after using dark flames)

Speed 20 ft. (4 squares)

Melee mwk bastard sword +6 (1d10+2/19-20)

Ranged light crossbow +4 (1d8/19-20)

Base Atk +2; Grp +4

Atk Options sneak attack +1d6

Special Actions dark flames

Combat Gear potion of cure light wounds, potion of invisibility

Abilities Str 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8§
Feats Dodge, Exotic Weapon Proficiency (bastard sword),
Improved Initiative, lron Will, Weapon Focus (bastard
sword)
Skills Clirb +2, Disable Device +4, Hide +2, Intimidate +2,
Jump +2, Listen +5%*, Move Silently +2, Ride +5,
Search +4, Spot +5%, Tumble +2
* Reduce by 1 after one use of dark flarmes
Possessions combat gear plus +1 breastplate, masterwork
bastard sword, masterwork large steel shield, light
crossbow with 10 bolts

Dark Flames (Su) The Ebon Spur guards have undergone
the Ritual of Dark Flames (see Lords of Darkness). They
can invoke black flames of negative energy from their
hands as a supernatural ability. This is a ranged touch
attack with a range of 10 feet, dealing 1d6 points of
negative energy damage for each Hit Die of the user.
Each time an Ebon Spur guard invokes the dark flames,
he takes 2 points of Wisdom damage.

Hook “For the Black Sun! Die, infidell”
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SKULL SERVANT ETHAR

CR7
hp 51 (7 HD)

Female human cleric 7

CE Medium humanoid

Init +1; Senses Listen +2, Spot +2

Languages Common, Damarran

AC 23, touch 17, flat-footed 18
Fort -7, Ref +3, Will +-8

Speed 20 ft. (4 squares)
Melee mwk heavy mace +6 (1d8) or
Melee spontaneous inflict critical wounds +5 touch (4d8+7,
Will DC 17 half) or
Melee spontaneous inflict serious wounds +5 touch (3d8+7
Will DC 16 half) or
Melee spontaneous inflict moderate wounds +5 touch
(2d8+7, Will DC 15 half) or
Melee spontaneous inflict light wounds +5 touch (1d8+7,
Will DC 14 half)~
Ranged mwk light crossbow +7 (1d8/19-20)
Base Atk +5; Grp +5
Atk Options Smite (+4 to melee attack, +7 damage)
Special Actions spontaneous casting (inflict spells)
Combat Gear potion of cure moderate wounds, wand of cure
light wounds, scroll of divine power, scroll of greater
magic weapon :
Cleric Spells Prepared (CL 7th; 1d20+9 to overcome SR):
4th—corifusion® (DC 17), summon monster [V
3rd—bestow curse (DC 16), contagion® (DC 16), cure
serious wounds, surmmmon monster (11

2nd—cure moderate wounds, hold person (DC 15),

* invisibility®, resist energy, spiritual weapon (+8 melee

touch)

1st—bless, cure light wounds, disguise self®, divine favor,
abscurmg mist, shield of faith

0—cure minor wounds (2), detect magic, gwdama light,
resistance

D: Domain spell. Deity: Cyric. Domains: Destruction,
Trickery

Abilities Str 10, Dex 13, Con 14, Int 8, Wis 16, Cha 12

Feats Augment Summoning, Combat Casting, Spell Focus
(conjuration), Spell Penetration

Skills Bluff +5, Concentration +11 (+15 casting defenswely}
Heal +5, I(nowledge (religion) +4, Listen +2, Spot +2

Possessions combat gear plus +1fuﬂ plate, +1 heavy steel
shield, masterwork heavy mace, masterwork light
crossbow with 10 bolts, unfinished letter (see handout,
page 158).

Hook “This day has been long ordained. Who are you to
set yourselves against the might of the Black Sun?”

Note If Skull Servant Ethar summons a monster, her
preferred choice is an augmented hell hound. The
effects of Ethar’s Augment Summoning feat are
reflected in the statistics block presented here.
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When the PCs get a look at the Ebon Spurs, read:

Two human warriors dressed in black breastplates
stand watch in this room. They carry swords and
shields, and their armor is emblazoned with the
image of a skull and sunburst.

When Skull Servant Ethar joins the battle, read:

Astocky human woman in black plate armor
confronts you. She wears her dark hair in a shorf,
plain cut, and a cold sneer twist across her pale face.
The image of the skull and sunburst adorns her
armor,

“Kill them?” she shouts.” “They must not enter the
Black Rift!"

TaclIcs

Like the Ebon Spurs in the Refectory, these warriors use
their Dark Flames once each against the first foe to move
within 10 feet, then avoid using the ability again unless
absolutely necessary. They try to make sure that they keep

(o0 get past them and attack the Skull Servant.

Skull Servant Ethar begins the battle by casting confusion,
rrvmg: to catch as many PCs as possible in the area. Then she
casts invisibility on herself and prepares to begin summoning
monsters underthe cover of invisibility. She is a skilled sum-
moner, and makes good use of her Augment Summoning feat.
First she uses summon monster IV to conjure 1d3 hell hounds
Just outside the door. Next, she uses summon monster 11 to
~conjure another hell hound near her own position. After that,
she could take a round-to prepare fou battle:by casting shield
if faith (increasing her AC by 3), or begin using artack spells
immediately if the situation warrants.

- Once the combat is completed, refer back to page 89 to
“continue the adventure.

AUGMENTED HELL HOUND CR3
hp 30 (4 HD)

LE Medium outsider (evil, extraplanar, fire, lawful)

Init +5; Senses darkvision 60 ft., scent; Listen +7, Spot +7
Languages understands Infernal

AC 16, touch 11, flat-footed 15

Immune fire

Weakness vuinerabmty to cold

Fort +7, RefJS Will +4

Speed 40 ft. {3 squares)

Melee bite +7 (1d8+3 plus 1d6 fire)

Base Atk +4; Grp +7

Special Actions breath weapon

Abilities Str 17*, Dex 13, Con 17*
* Augment Summoning

Feats Improved Initiative, Run, Track?

Skills Hide +13, Jump +14, Listen +7, Move Silently +13,
Spot'%7, Survival +7

 Int 6, Wis 10, Cha 6

Breath Weapon (Su) 10 ft. cone, once every 2d4 rounds,
damage 2d6 fire, Reflex DC 15 half.

the door to the north blocked, so that the PCs won't be able
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FEATURES OF THE AREA

Planeof Shadow Trails: See page 12.

Desk: 1/2 in. thick; AC 3; havdness 5; hp &; break
DC 18 ;

[t costs 2 squares of movement to enter these sijuares. A
Medium character can hop up on top-of the desk with a suc-
cessful DC 10 Jump check that costs 2 squares of movement
(1o running start mqunetl}. A Siall charaoter can jutnp up
with a successful DC 12 Jump check (DC 20 withouta running
start), ox climb up with a successlul DC 15 Climh check. A

character sfa-mjin_u.‘: on the desk painsa+1 honiaonmeloeat=

tacks against opponents on the gmund.

r"\ (1{:’-:"15.' can IJU l.ip l_'lL‘[] CIVED aE a Imove ﬂCti{‘l] Wl*l‘l a 511!_'(‘-('55{1]1
DC 8 Strenath check, It can then provide cover.

(J:mr.. 1/2 in. thick: AL, 4 hardness 55 hp 5; break
D

A -.rea.t-me stancbug in the same square asa chaiy fainsa +. 2

AChonusand a+1 bonus on Reflex saves (these bontises don't

stack with l:ll!lill‘\(‘* [orover that derive |rn:mnll‘ur=ﬂ.!ur(L=)
The presence of a chair doesn't otherwise affect a crcahm,s
space, l)cuau;e it's aasumed tlmi ‘ll'lF.‘ creature is t.rsmg_tl'lf. c}mn'
Loils ullJ\-un[.dgu \\‘Iu‘ll it can. ®

Couch: 1 ft. thick; AC 2: hardness 0; hp 10; break
19CENT9: ;

[t costs 2 sq_nahe‘fa'nf movemenl Lo enler |.]’I(-'§il.'_-i{1[h‘ll’l.‘:i. A
Medium character can ]wp up on top of a couch withasuccesslul
DL 10 | ump check that J:asts_?_. agquares o'f‘mclvenwrll (no run-
ning start required). A Small character can jump up with a
successful DC 12 Jump check (DC 20 without a runni ng slart),

or climh up with a suceessful DC 16 Climb check: A character
stﬂncling on & couch gains a +1 bonus an melee attacks against

apponents on t}me_grmu’z{l. A L:Oui:ll pm\’i(lcs cover.
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fter the PCs overcome the opposition at the
monastery, a trail heading through the Plane of
Shadow leads to a cabin on the north end of the
Black Rift. Like many places on the Plane of Shadow, the rift
canyon has an analogue on the Material Plane. There’s a corre-
sponding canyon in the Vast Swamp, but it’s entirely underwater,
unseen by all but the fish in the lake.

The Black Rift is a deep canyon set directly in the Shadow
Swamp. On all sides, swamp water flows or trickles into the
canyon, falling over 100 feet to splash in the waters below. De-

spite the constant influx of dark fluids, the water at the bottom

of the Black Rift never rises and the swamp never drains—a
peculiarity of the Plane of Shadow that no one understands.

The Black Rift is more morphic than the rest of the plane.
Its overall shape remains more or less stable, but small-scale ter-
rain changes are common, and the interplay between Weave and
Shadow Weave is more malleable. This is why the minions of
Shar have gathered here; using the Black Rift as a power source,
and the dominated victims from the false temple as a catalyst,
the dragon Despayr and the priestesses of Shar have started a
ritual devoted to tearing the Weave.

The tear in the Weave is still very small, and it requires a
constant stream of Weave users affected by the shadow shard
(see page 155) to keep it open. The PCs must fight their way
through the Black Rift, eventually reaching Despayr’s lair. There,
they must defeat the dragon, free the captive Weave users, end
the ritual, and restore the balance between Weave and Shadow
Weave.

DESPAYL
Despayr is a black dragon unlike any other. Before Despayr’s
hatching, Shar marked him as her own. When Despayr crawled
from the shards of his egg, his mother and clutchmate were
shocked to see glowing runes across his scales—runes that matched
the ones scribed upon the interior of his broken shell. Marked
at birth and unable to breathe acid or cast spells, Despayr was
spurned by his sister and mother.

Despayr lived a lonely existence in the Vast Swamp until he
received a vision. In it, a shadowy being consoled the dragon about
the unjust treatment he received from his mother and sister and
offered to teach him how to turn the curse of his birth into a
gift—and a tool for revenge. Despayr accepted, learned to breathe
shadowstuf £, and eventually realized it was within his power to
one day create a tear in the Weave itself.

Despayr took to his new purpose with relish, and as he acted
upon Shar’s will, he gained greater rewards and more power. A
dream revealed that his sister, Tyra, was dead—killed by the
so-called “Dragonslayer” tribe of lizardfolk—leaving her hoard
unguarded. Led to her lair by visions, Despayr killed many lizard-
folk who had taken up residence there, and enslaved the rest.

Not long after he settled into his sister’s former home, Esvele
Graycastle appeared. The powerful human cleric easily rebuffed
Despayr’s attempts to destroy her, and instead of destroying him
in turn, she showed mercy and revealed to him the source of his
visions and the rest of his part in Shar’s plan.

Esvele pulled the shadow shard from Despayr’s newfound
hoard and revealed to him its use and purpose. The shadow
shard allowed Despayr to transform the lizardfolk he enslaved
into more powerful undead servants. It also held the key to the
ritual that would tear a hole in the Weave.

Acting upon the plan Esvele revealed to him, Despayr began
a campaign to control much of the Vast Swamp, ending it only
when he discovered the Dusk Lord’s Passage in the Lost Refuge,
Soon thereafter, Esvele sent Kithlord Thieraven with the means
to opening the passage, and Despayr moved his lair to the Plane
of Shadow.
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Canyon Elevation 150

Since that day, Despayr has worked tirelessly with the Sharrans
to gather enough victims to tear open a hole in the Weave that
could cover all of the Vast Swamp. They have not succeeded yet,
but it is only a matter of time.

Beacﬁng to intruders

The denizens of the rift know their roles, and they don’t move
around much. When intruders (suchas the PCs) start fighting
their way through the rift, the minions of Shar leave the re-
sponse to Despayr.

As you run the rift’s encounters, from time to time you should
make check marks in the boxes in encounter R14 (see page 146.
That represents how much attention the PCs draw from Despayr;
when you reach certain thresholds, Despayr comes out and makes
a hit-and-run attack on the PCs. He doesn’t fight to the death.
Instead, Despayr fights just long enough to observe what magic
the PCs are using. Then he returns to the ritual chamber and
tunes the torn Weave to make the final encounter even more
difficult. y

Canyon Elevation 150°

P R1o 150"

freatures of the

‘Black rift

The following general properties apply to the areas within
the Black Rift unless otherwise noted in an area or encounter
description.

ceilings
Ceilings are of uniform height.
Ceilings: Indoor ceilings are 1§ feet high.

walls

Most walls in the structure of the Black Rift are made of a
stonelike substance.

Stonelike Walls: 1 ft. thick; hardness 8; hp 90; break DC 37;
Climb DC 20:

These walls increase the DC of Listen checks to hear through
them by 15. The hit points and break DC shown are for a 10-
foot section. If a wall is breached, the squares breached and all
adjacent nonwall squares become heavy debris.

DOOrSs

Doors in the structures located in the Black Rift consist mainly
of strong wooden doors.

Strong Wooden.Door: 2 in. thick; AC 3; hardness 53 hp 20;
break DC 23 (if stuck), DC 25 (if locked). ;
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illumination

Most areas are assumed to be dark (although PCs who enter then
can sec as though in shadowy illumination for 60 feet; see Features
of the Plane of Shadow, page 72). Brightly lit locations are noted
on the maps. With any brightly lit location, assume that shadowy
illumination extends outward from it for an additional distance
equal to the radius of the brightly lit area. The PCs can’t cver
sce the entiréty of the rift canyon—all that’s v;sxble are dots of
lights in the distance.

Continual Flame Posts: 6 in. thu:k AC §; hardness 8; hp 45;
break DC 30.

Stone posts on either side of the entrances to the bridges are
enchanted with continual flame spells to light them.

rift sides

The craggy sides of the rift have many handholds, but the
swamp water trickling or pouring down from above makes the
Climb DC 20.

Rift Bottom

The bottom of the Black Rift is filled with cold water as black
as crude oil as well as lurking aquatic threats. It varies from
10 feet to hundreds of feet deep. If a PC falls in the water and
survives, the experience should be terrifying but ultimately harm-
less (the fall 1s dangerous enough). The dark creatures that swim
the strange waters of the Black Rift should have blindsight as
an adapted trait, but otherwise you should feel free to populate
the bottom:of the rift with whatever creature you like. Just be
sure that it is apparent to any PCs who fall in that they nced
to get out—fast.

Black rift Locations

The map for this area appears on page 113. Assume that the
ground in the encounter locations is clear and relatively free of
obstruction unless a tactical encounter indicates otherwise.

RI. swamgp cabin

As yau round a low hummock in the swamp, you see a Sqtiat
stone cabin dimly illuminated by flaming posts that flank the
walkway. To the west is a short pier with two rowboats tied to
it, also lit by a flaming post. A suspension footbridge connects the
pier and the cabin.

Yoiw can hear the dull roar of moving water; beyond the r,‘zzb;rr)
the water falls into an unknown expanse.

The minions of Shar sometimes use this cabin as a barracks, but
only two canoloths stand watch here now. The canoloths came
with the mezzoloth mercenary stationed in R11 and will work
with the Sharrans as long as the mezzoloth tells them to do so.
Despayr stationed the canoloths here to separate them from their
scheming master and to use them as guards to prevent monsters
or other interlopers from getting onto the bridge network. The
canoloths attack anyone except for shadar-kai, shadowslain liz-
ardfolk, or those openly wearing a holy symbol of Shar.
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The cabin’s western room has a table, chairs, and empty
pantry. The eastern room has eight simple beds and a fireplace,
The walkway along the north edge of the cabin sits only a few
inches above the surface of the water.

s Pier: This platform has a roof but no walls. The floor is a few
inches above the water. The crates and barrels here lmve dried
food, potable water, and other mundane supplies.

Rowboats: The denizens of the Black Rift use these lS’—fOu_t'l
rowboats to occasionally patrol the nearby swamp. With one
creature at the oars, a boat moves at 1 milc per hour.

Light Posts: Posts with continual flame spells to light them
stand near the pier and at the end of the bridge. :

Tactical Encounter: R1. Swamp Cabin on page 120.

Development: Bright lights or a bridge collapse can at-
tract Despayr’s attention, as described in encounter R14 on
page T46.

R2. North Tower

The lights you saw from the cabin come from fwo posts on either
side of a doorway near the top of a 60faot tower made of a glossy,
black, chitinous substance. The posts flicker with a cold white fire.
Another suspension bridge emerges from about halfway up the
western side of the tower, passing on into darkuness over the rift
The tower stands on a plateau covered in bones. Flying buttresses
attached to the tower look like insect legs.

This tower is a major intersection of the suspension bridges above
the north part of the Black Rift. It’s also the home of a gift to
Despayr from the followers of Cyric: a blood golem. It attacks
anyone except for shadar-kai, shadowslain lizardfolk, or those
openly wearing a holy symbol of Shar or Cyric.

Plateau: The blood golem throws the corpses of its victims
out onto the plateau. Through some strange affinity within the
morphic Plane of Shadow, other skeletons started showing up.
Now the plateau is covered with thousands of skulls and bones.
The platean surface is considered heavy debris.

On average, it’s 50 fect from the tower wall to the edge of
the plateau, and 110 feet to the canyon floor. There is no water
dircctly below, so PCs that fall off the plateau take 11d6 points
of falling damage.

Tactical Encounter: R2. North Tower on page 122.

Developmeént: The collapse of the bridge might attract
Despayr’s attention, as described in encounter R14.

R3. North Barracks

About halfway up the camyon wall is a rounded light gray struc-
ture, not unlike a shelf fungus, futting from the cliff face. A
bridge from the northeast enters a doorway, and another staircase
descends along the canyon wall to the south. It looks like there’s a
blank interior wall about 20 feer beyond the doorway.

This chamber, halfway up the canyon wall, has a shadow bel-
lows—a sort of magic pump that draws shadowstuff from the
fabric of the plane and transfers it to Despayr’s ritual chamber
in area R13. Three soldiers known as dark disciples and a cleric
of Shar guard the bellows. They, like all the Sharrans in the
Black Rift, passed through the broken Shadow Gate in the temple




of Mystra and thus have the dark template. The
dark disciples attack any intruders.
Mushrooms: The morphic qualities of the
Black Rift express themselves in strange ways.
Mushrooms in the northern part of the room
have realistic humanoid faces—some male, some
female—on their caps. The faces twitch or blink occasionally,
but otherwise stare at the ceiling, :
Fach mushroom provides a day’s nutrition. The mushrooms
are bland fare, but they’re filling. |
Tactical Encounter: R3. North Barracks on page 124
Development: Dark disciples flecing the PCs, the destruction of
the shadow bellows, or collapsing bridges might attract Despayr’s
attention, as described in encounter R14.
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R4. GOrgon’s Lair

This cliff ledge is notable for the dark cave in the cliff wall and
the silently floating elevator that moves slowly up and down behind
some iron bars. Stalactites cover the ceiling of the cave, and every
few seconds they produce syrupy globules that slowly descend onto
the cave floor, where they disappear.

Malkarion (found in area RY) brought a gorgon to the Black
Rift so h¢ could try to train it as a mount. He hasn’t succeeded
vet. The gorgon attacks anyone other than Malkarion. It won’t
stray far from the cave, however—it finds the Plane of Shadow
to be strange and frightening.

e
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“The swamp cabin serves
as a guard post controlling
entry to the Black Rift

Elevator: South of the cave

mouth is a 15-by-20-foot rectangle
elevator platform, powered by shadow
magic, that rises to a wooden platform at the canyon rim and
a suspension bridge leading across the canyon to area R, It is
caged by iron bars but open at the level of the bridge and in the
northwest corner.

Stalactites: The morphic nature of the Plane of Shadow causcs
the strange stalactites. Ephemeral shadowstufl drips from the
ceiling in globules roughly a foot in diameter. It takes several
seconds for a globule to reach the floor, which just reabsorbs it
into the fabric of the plane.

Saddles: Two saddles hang on the wall inside the cave. They
are ordinary horse saddles with extra-long girth straps. Malkarion
(in area R¥) uses them in his ongoing effort to train this gorgon
to be his war steed. One is an exotic riding saddle (30 gp), and
the other is an exotic military saddle (60 gp).

Statue: A victim of the gorgon stands in one corner of the
cave. For more details, see tactical encounter R4.

Tactical Encounter: R4. Gorgon’s Lair on page 126.

Development: Damage to the elevator or bridges might at-
tract Despayr’s attention, as described in encounter R14.

If the gorgon turns one or more PCs to stone, they needn’t
necessarily retreat from the rift. Malkarion keeps some scrolls
of break enchantment in his desk in area RY; he has been turned
to stone himsclf a few times while training the gorgon.




_—-+——
Tur BLack RirT
——

?

g5. malkarion’s pemesne

The ﬂmfziﬂg posts at the end of the walkway illuminate a squat
tawer surrounded by a sea of writhing black tentacles.

This tower, architecturally similar to the north tower at area
R2, is home to Malkarion, a blackguard who handles a lot of
the day-to-day leadership duties at the rift, leaving Despayr free
to concentrate on the ritual. Around the tower is a forest of
tentacles—more of the morphic naturc of the Planc of Shadow
at work.

Malkarion, once a paladin of Tyr bcforc fallmg under Shar’s
sway, answers only to Despayr. Malkarion misses his cclestial
mount from his life as a paladin, so he’s trying to train the
gorgon in area R4 to be his new steed.

Malkarion knows everyone who works with the Sharrans,
so he immediately attacks any intruders, wading into melee and
carving as big a swath through the PCs as he can. As soon as the
PCs look into the tower, turn to the tactical encounter.

Desk: Atop the desk lies a scroll tube with a note attached to
it. It reads, “If I don’t return from gorgon training, have Despayr
get my body back. Then use one of these to revive me.” Inside
the scroll tube are three scrolls of break enchantment.

Chest: This chest has several sets of fine clothing (300 gp).

Tactical Encounter: R¥. Malkarion’s Demesne on page 128.

Development: A bridge collapse or Malkarion’s escape from
this encounter might attract Despayr’s attention, as described
in encounter R14. And unlike the gorgon or the blood golem,
Malkarion’s absence will-be noticed quickly—and word will even-
tually reach Despayr.

R6. Spiral p1t
Three figures bearing short staffs and swords are in a pit abont
IO feet belowv you, chanting “Glory to the Mistress of Night . . .
Glory to the Mistress of Night ... in hoarse voices barely louder
than whispers. They stand around an altar of'black stone covered
in drying blood. There's a gray, accordion-style bellows maoving up
and down along one edge of the pit. A circle of silvery sigils and
runes, about 17 feet across, glows on the pit floor. A ramp heads
down along the inside edge of the pit, circling the edge to eventu-
ally reach the pit floor.

About 10 feet from the edge of the pit is a field of writhing
black tentacles that stretehes to the limit of your vision.

This pit has another shadow bellows, this one under the watchful
eyes of three priestesses of Shar. The black tentacles that surround
Malkarion’s tower also surround this pit. The three clerics of Shar
will try to protect the shadow bellows as best they can.

Tactical Encounter: R6. Spiral Pit on page 130.

Development: Destruction of the bellows or the nearby sus-
pension bridges might attract Despayr’s attention, as described
in encounter R14. If any dark priestesses get away, then they’ll
eventually reach Despayr and alert him, too.
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R7, HONgMeEeNn’s chamber

Black-and-white tapesiries decorate the walls. They depict figures
of @il kinds: humans, fiends, elves, dwarves—all kneeling before
a black disc bigh in the sky.

In the western corner, a square inscribed on the floor is cov-
ered with strange runes and sigils. Suspension brsdgﬁ leave this
chamber to the northeast and east. A tunnel in the south wall
heads southeast.

Two ephemeral hangmen guard this chamber. Natives to the
planc of shadow, the strange creatures appeared from the ten-
tacle field during a ritual in worship of Shar performed by the
dark priestesses. Now they serve Despayr as guards, occasion-
ally using their ability to dimension door to go hunting in the
Shadow Swamp. They attack anyone not wearing the vestments
of a Shar worshiper-unless they have a Sharran —or a reason-
able facsimile thereof (such as a disguised character)—who orders .
them to stand down.

Tactical Encounter: R7. Hangmen’s Chamber on page 132.

Treasure: Seven of the eight tapestries in the room are worth
200 gp each. The cumbersome tapestries are 10 feet tall and 10
feet' wide, and each weighs 40 pounds. They are quite awkward
for even a strong person tocarry. They actually have vivid colors,
but the hues can’t be perceived on the Plane of Shadow.

The eighth tapestry is actually a carpes of flying described in
the tactical encounter for this area, page 132.

Development: Damage to the bridge might attract Despayr’s
attention as described in encounter R14, and any escaping ephem-
eral hangmen will alert Despayr as well.

RS. Mgs‘rerious BIErS

Three gray-skinned humans in breastplates walk the floor of this
chamber, staffs in band and swords at their sides. ~Along the north
wall ave six black stone biers, one of which has a body lying in
state atop it. As you watch, it fades into nothingness, but a differ-
ent corpse appears atop the bier next to il.

In the southavest corner is a massive bellows that-expands and
contracts, powered by an unseen force.

A tunnel leads northwest from this room, and a suspension
bridge heads due east.

The biers represent one of the strangest examples of the morphic
nature of the Plane of Shadow in the Black Rift. The plane itself
is grabbing bodies (seemingly from everywhere), placing them on
these biers for a few scconds, then whisking them away—probably
to their original resting places, but there’s no way to tell.

Despayr ordered the priestesses here to watch the biers and
to alert him of any unusual patterns or changes in how they
function. The priestesses have learned through hard experience
that it’s usually not worth it to disturb the bodics, but they help
themselves to partu.uldrl} good jewelry on occasion—that’s what’s.
on the table.

The priestesses attack any intruders, flecing only when badly -
wounded. The PCs might not fight the shadows at all—it depends.
on how cautious or greedy they are.

Tactical Encounter: R8. Mysterious Biers on page 134
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Treasure: A table holds 800 gp in assorted jewelry—the result
of some grave robbery on the part of the dark priestesses.
~ Deyelopment: Destruction of the shadow bel lows, the suspen-
sion bridges, or the escape of the dark priestesses might attract
Despayr’s attention, as described in encounter R14.

R9. eQst Barracks

The stairs descend to a beach of black sand that extends ont
toward the water beyond the limits of your vision. A second set
of stairs rises up again on the other side of a cavern opening in
the eliff. From within you can hear a whooshing noise and the
HILY Ly Qfﬂﬂ#ﬁer.fﬂtiaﬂ.

This is the main living quarters for the dark priestesses and dark
disciples. From outside the cave mouth, the PCs can automatically
hear the whooshing sound of the shadow bellows and sporadic
conversation among the dark disciples: “Do you have any boot
polish?” “Hold this arrow steady while I fix the fletching,” and
so on. A stealthy party has a good chance to get the drop on
some dark disciples and a dark priestess who are off duty and
not expecting trouble.

Two dark.disciples and a dark priestess attack any mtruders.
They try to protect the shadow bellows, but they flee if badly
wounded. :

Tactical Enconnter: R9. East Barracks on page 136.

Treasure: Tlach bed has an unlocked footlocker beneath it with
changes of clothing and about 20 gp in various coins, but the
best treasure is the magic gear that the minions of Shar have.

Development: Damage to the shadow bellows or the nearby
staircascs might attract Despayr’s attention, as described in en-
counter R14. Any minions of Shar that escape this encounter
will alert him as well.

g10. shaalabhak’s Lair

Beyond the open doorway of this tall tower you can see an open
interior with a floor that seems to fall away just 5 feet past the
dooravay.

This tower holds the extra victims ready to replace those that die
in area R13. Four such poor souls now reside in the cages. They
are the remaining four of the eight dominated prisoners who

“were last sent across the river by Mhair from the false temple of
Mystra ("Tholwick, Durgen, Kareem, and Smotc; sec the descrip-
tion of arca T33 on page 19). The PCs met the other four in
area 14 (page 54). Unable to get much rest since their journey
here, all the NPC prisoners have few hit points and no spells at
their disposal. None of theni have any equipment.

A mind flayer named Shaalabhak guards them. Shaalabhak
simply appeared to Despayr in the Vast Swamp and offered its
services. Ever since then, it has served Despayr faithfully. Its
motives are a mystery to all the Sharrans, but the illithid seems
a loyal to Despayr as any of them. Of course, Shaalabhak’s inter-
est in creating a tear in the Weave has nothing to do with the
worship of Shar, and it periodically uses its plane shift ability to

- make reports of the Sharrans’ progress to its fellows.

Shaalabhak eagerly engages the PCs, since it’s been some time
since it has fed. When a PC moves into the tower, turn to the
tactical encounter.

THE BLack RIFT
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Chests: The mind flayer has three chests with glowing runes
on them that it brought here from one of his jaunts to anather
plane. Each is unlocked but bears a spell trap that goes off if
anyone but Shaalabhak touches them. Note that if a chest trap
is set off, it might kill prisoners in the area of the effect. See
tactical encounter R10 for details about the chests.

Tactical Encounter: R10. Shaalabhak’s Lair on page 138.

Development: If Shaalabhak flees, it almost certainly uses his
plane shift ability, and that will lcave it unable to alert Despayr.
The details of Shaalabhak’s plot are not important to this ad-
venture, but should it escape, you might want to make note of
it and use that information later.

L] L]
r11. The floating stairs
This massive chamber is more than 100 feet from foor to ceiling,
A series of floating steps—like a staircase; but not visibly attached
to anything—snakes from the chamber floor to the doorway to a
suspension bridge heading east.
At the bottom of the chamber are tunnels heading west and

southwest. _

. On one of the steps abont 70 feet in the air is an insectoid
creatare wielding a trident.

The morphic natuye of the Plane of Shadow has twisted what

was once an ordinary stairway into a challenge for the athletic. A
kind of yugoloth called a mezzoloth guards this strange chamber
along with two vargouilles. -

Shaalabhak met the mercenary fiend during planar travel and

 offered it and its canoloth minions employment with Despayr.
* Despayr pays the mezzoloth well for its role as bodyguard and

troubleshooter. It does its job without complaint or remorse,
but in the company of the canoloths it displayed a tendency to
“creatively interpret” orders. Despayr separated them, which
seems to have solved the problem. Later, Shaalabhak provided
the mezzoloth with new minions—the two vargouilles that share
its chamber. '

Tactical Encounter: R11. The Floating Stairs on page 140.

Development: Bridge destruction can attract Despayr’s atten-
tion, as described in encounter R14, but the dragon is nearby, so
the PCs will encounter him soon—one way or another.

riz. skull-vit Library

This gloory library is lit by green light emanating from skulls
afire with cold emerald flames. Each skudl sits atop one of the five
bookshelves that line the walls of the room. Tables and chairs are
set about the center of the room. As you look about the library, a
book floats away from a shelf and moves to a stack on the table,
leaving a wake of distorted air.

There are tunnels in the'south and east walls, and a suspension
bridge in the novthwest corner.

This library is a reading room for the Sharrans and a storehouse
of their knowledge about magic. The devotees of Shar brought
these books to the Black Rift to read the texts to Despayr, who
was hungry to learn more about the goddess, the Weave, and the
Shadow Weave. Fsvele Graycastle provided the books’ guardians:
five flameskulls that rest upon the top of the bookshelyes.
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The flameskulls exist to guard the hooks in the library from
non-Sharrans. If any PC isn’t in the garb of a worshiper of Shar,
or does not make a prayer to her before touching a book, the
flameskulls will attack. If the PCs move through the room with-
out molesting any of the books, the flameskulls simply sit and
watch them pass, seeming to be magical lights for the room.

When not engaged in gnarding the chamber, the flameskulls
read the books, which is exactly what one was doing when the
PCs looked into the room. It used mage hand to float the book
to the table.

Bookshelves and Tables: When a PC touches one of the tables,
she feels a chill wash over her. This chill passes as soon as the
PC stops touching the table. The bookshelves and tables in this
room bear an enchantment that makes them and any object on
them immune to fire. Esvele knew the flameskulls wouldn’t make
very effective guardians if they destroyed their charges. Creatures
touching the tables or bookshelves gain resistance to fire ¥ and
cannot be set aflame—a fact the PCs can use to their advantage
if they figure out what’s going on.

Books: The books on the shelves are mostly esoteric texts
that theorize about the nature of magic, including the relation-
ship between the Weaye and the Shadow Weave. There’s no one

—+—
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Despayr awaits intruders in this chamber of dearh

text that provides a blueprint for the ritual under way in area
R13, however.

Tactical Encounter: R12. Skull-Lit Library on page 142.

Treasure: The hooks, bookshelves, and tables arc the treasure
to be had here. Each thick tome in the library weighs about 3
pounds and is,worth 10 gp on average. The library holds 1,874
books in all. If the PCs can somchow cart all the books back to
the Material Plane, they’ll have a king’s ransom of scholarly
works worth about 20,000 gp. The PCs would have to set up a
bookshop to sell thenr all and get that sum, a task that would
take a great deal of time. If they want to sell them all, they’ll
need to contact an interested and wealthy buyer. Lord Sarp
Redbeard in Wheloon is just such a buyer, and he’ll purchase
them from the PCs for 5,500 gp and not a copper more. He’s
interested in the books to read up on the troubles that landed
on his doorstep.

The five bookshelves are six feet tall and nearly 10 feet long,
Fach weighs nearly 350 pounds.-If the PCs can get them off
the Plane of Shadow, they’re each theoretically worth 4,000
gp. Any wizard with a significant library would be interested in
purchasing them for as much as 2,000 gp, but few others would
find them interesting.
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Each of the four tables weighs about 150 pounds They have
the same enchantment as the bookshelves, but it’s not as easy to
see their value. The PCs can sell a table for 1,000 gp to someone,
but it will be difficult to sell more than one at a time or to find
a buyer who thinks of them as anything more than a novelty.
Development: Extensive property damage might attract
Despayr’s attention, as described in encounter R14. Despayr’s

~ in the next room, so you might want to just wait for the PCs

to reach R13 rather than sending the dragon out to fly over
the rift.

. L]
R13. Ritual chamber
A black dragon with sirange, glowing purple markings covering
its scales crouches on a wide dais in the center of this room. Above
it spins a black sphere that looks like frayed ebon cloth that’s been
crumpled into a ball. A shard of stone the size of your thumb
hangs from a thin bronze chain about the dragon’s neck.

Along the walls are cages, all of which bold wasted human-
oids in ragged robes. The cages are so sinall and fit their bodies so
closely that it seems they can do little more than twitch—avhich
many of them are doing, as a glowing blue energy floats up from
each of them like smoke toward the snarl of darkness above the
dragon. The prisoners’ eyes plead with you for release—but you're
not sure whether they desire freedom or death.

This 1s the climactic encounter for the Black Rift, where the PCs
have the chance to end the tearing of the Weave, free Despayr’s
captives, and defeat the dragon.

The PCs have reached the chamber where Despayr keeps
his life’s work—the ritual he was created at birth to be able to
perform. Will he fight to the death, using every weapon in his
employ? You bet.

Tactical Encounter: R13. Ritual Chamber on page 144.

Development: If Despayr has previously encountered the
PCs as described in encounter R14 (page 146), then he has
tuned the chamber to impede some_of the PCs’ most power
ful magic. '

As the battle rages on, the PCs might discover an unusual
side effect of Despayr’s ritual: Whenever a caged captive dies,
everyone outside the cages (meaning Despayr and the PCs) heals
5 points of damage due to an influx of positive cnergy.

cormuyr:
Tearing of the weave
conclusion

With Dcapa)r defeated and the unraveled WLaVL reverting to
its normal state, the adventure is over—almost. The PCs and
any surviving captives have a harrowing journey back across
the Plane of Shadow to the Shadow Citadel and eventually to

‘Wheloon—probably the Jumping-off point for their next un-

dertaking. You can make that journey as action-packed or as
uneventful as you want.

Upon appenmg in the Lost Rcfuge the PCs discover the
Sharptooth tribe in control of the ruin. They welcome the PCs,

———
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and, any folk they rescued, with cheers. The PCs can then ex-
perience the hospitality of a lizardfolk celebration: wreaths of
swamp flowers, huge boars roasted over fires, and wild dances.

Back in Wheloon, Lord Redbeard and Constal Tholl go to
greet the PCs as soon as they hear of their return. The PCs and
the victims they rescued are brought to Lord Redbeard’s manor,
where all the clerics available in the city are brought to care for
them. If Tunaster Dranik hired the PCs for this venture, he and
several other clerics of Mystra are on hand to present the PCs
with their reward money. After hearing of the PCs’ exploits,
Tunaster gives them a few additional rewards: a wand of cure
moderate wounds, a scroll of stoneskin, and a +2 dagger. Tunaster
also offers the services of his fellows to craft whatever items the
PCs want (in exchange for money and items according to the
normal rules). :

Cormyr’s War Wizards soon hear of these cvents, and they
arrive in a week or so to deal with the broken Shadow Gate and the
Dusk Lord’s Passage. Cormyr makes an alliance with the Sharp-
tooth tribe, and some trade begins between .the lizardfolk and
the peaple of Cormyr. Some of the mystery and danger is pecled
away from the Vast Swamp, but most Cormyreans still won’t go
near the place. The PCs gain fame among the War Wizards and
Mystra’s clergy for guarding Cormyr and the Weave, which leads
to them being recognized and well treated by members of these
groups in the future.

If the PCs failed, and none arrive to pml\ up where they
left off, things go poorly for Cormyr. Despayr’s ritual eventu-
ally succeeds, and the whole of the Vast Swamp and up to 10
miles from it is blanketed in an area of dead magic. When

+ this happens, Weave users across the world feel a deathly chill
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pass through them, and Mystra answers no prayers for a full
day and night. What this means for Faertin and the Weave is
unclear, for Mystra is strangely silent about the matter. The
Vast Swamp fills with shadar-kai and becomes a stronghold for
Shar’s faithful.

chapter s story Awards

The PCs can carn cxtra experience for completing certain tasks

in the adventure.

*  For each shadow bellows the PCs destroyed, award the party
100 XP. A

e If the PCs fooled any of the Black Rift guardians into
thinking they were dominated, award the party 200 XP.

«  If the PCs give magic items or other substantial help to the
NFC prisoners of Shaalabhak to aid their flight from the
Black Rift, award the party 700 XP.

*  For each prisoner in the Ritual Chamber that the PCs
brought back to the Material Plane, award the party
70 XP.
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"Encounter Level 7

serup 3
The encounter begins with the canoloths (C) hiding
(Hide +5) on the pier and walkway outside the cabin.
They're here as guards, so they're alertly scanning the
nearby swamp (Listen 12, Spot +12). When the PCs come
within visual range of the canoloths (likely within 60
teet, due to the Plane of Shadow), have themn make Spot

chiecks, and remember to include the distance penalty. If

the PCs fail to see the canoloths, the fiends gain surprise
when they can see the PCs well enough to attack (40 feer
away).

If the PCs spot the canoloths before they attack, read:

An armored caninelike creature points its snout in
your divection. It opens its mouth to reveal two sels
of jaws framing a lolling, barbed tongue.

Tactics

The canoloths can't see anything beyond 40 feet away. 1f
possible, they lie in wait until the PCs ger within 20 feet.
Then each canoloth targets a different PC, trying to drag
them into their open jaws. If the PCs spot them, then
they jump into the water and rush toward the PCs. The
water slows them down, but they're probably still faster
than most PCs. : ;

If a canoloth hits with its tongue attack, have the PC
attempt the DC 17 Fortitude save to avoid paralysis. If the
PC is paralyzed, the canoloth rerracts its tongue, pulling
the paralyzed PC into its square to make a bite attack, If
the canoloth fails to paralyze the PC, it still pulls the PC
into its square and bites, but this time it must succeed on
a grapple check to deal bite damage.

Attracting Attention: If the PCs create bright lights
that persist for more than 1 round, such as by setting the
cabin afire, add 1 check mark to the boxes in encoun-
ter R14 (page 146). If the bridge collapses, add 3 check
marks. :

Once the combat is completed, refer back ro page 114 to
continue the adventure.

2 CANOLOTHS
hp 51 each (6 HD); DR 5/good
NE Medium outsider (evil, extraplanar, yugoloth)

Init +4; Senses blind, blindsight 40 ft., Listen +12, Spot +12

Languages telepathy 100 ft., Abyssal, Draconic, Infernal

AC 18, touch 10, flat-footed 18

Immune poison, acid, gaze attacks, visual effects, sight-
based illusions

Resist cold 10, fire 10, electricity 10; SR 18

Fort +9, Ref +5, Will +8

Speed 50 ft. (10 squares)

Melee tongue +11 (1d4+4 plus paralysis) and
bite +& (2d6+2)

Space 5 ft.; Reach 5 ft. (tongue up to'20 ft.)

Base Atk +6; Grp +10

Atk Options improved grab

Abilities Str 19, Dex 10, Con 19, Int 5, Wis 17, Cha 12

Feats Improved Initiative, Multiattack, Track, Weapon
Focus (tongue)

Skills Hide +5, Intimidate +10, Jump +21, Listen +12, Move
Silently +4, Spot +12

Hook Growls when pulling in victims

Paralysis (Ex) (on successful tongue attack, Fort DC 17
negates, lasts 1d6+2 minutes)

Improved Grab (Ex) To use this ability, a canoloth must hit
with its tongue attack. It can pull a grabbed opponent
of Medium or smaller size into its mouth in the same
round and make a bite attack. A canoloth can establish
a hold with a successful grapple check even if the
opponent isn't paralyzed (see above).
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"Encounter Level 8

setup
This encounter begins when the PCs enter the tower. It's
possible that the PCs will use stealth to sneak past the
blood golem (B), or they might bypass the tower interior.
That's fine; just move on to the next encounter and remem-
ber that the blood golem is silently waiting in that tower.
The skeletons come into play only if the PCs go through

the double doors on the south wall of the tower and

descend the staircase to the plateau on which the tower
rests. For further details, see Features of the Area.

When the PCspeer into the tower interior, read:

A mechanical construct with flails for arms stands
on the chamber floor below you down the stairs.
Etchings of a skull in a sunburst decorate its form,
partially obscured by fresh and dried blood that
seems to drip from the seams in ifs steel body.
Between you and the construct are two
narrow, steep stairways leading down from the
doorway where you are. There are two other open
_doorways: one.in the west wall and one in the
south wall. Yo can glimpse suspension bridges
beyond them. There's also a set of closed double
doors in the south wall.

r

TQCTICS _
The blood golem is uninrtelligent, so it simply attacks the
nearest PC (pick one randomly if several are equally close).
It's tall enough to reach the squares at the top of the inte-
rior stairs. It uses'its whirlwind of death ability whenever
it is adjacent to three or more PCs.

The blood golem can repair itself by using the human
blood stored within itself. It starts doing so when it falls
below 100 hit points, using one unit every round. -

The golem will chase fleeing PCs anywhere on the
plateau, but it won't venture out onto the bridges. It fights
until destroyed,

If the skeletons attack, they do so without tactics. They
simply attack the nearesr unengaged foe unril the foe falls
and stops moving,

Attracting Attention: If a bridge collapses, turn to
encounter R14 and add 3 check marks, then rerurn here.
Otherwise, what happens in this encounter is unlikely to
draw Despayr's attention.

Once the combat is completed, refer back to page 114 to
continue the adventure.

BLoop GoLEM CR3
hp 130 (10 HD); blood reservoir (10 units; each restores 5
hp as a free action); DR 10/magic
LE Large construct
Init -1; Senses Listen +0, Spot +0
Languages doesn’t speak

AC 26, touch 8, flat-footed 26

Immune all spells, spell-like abilities, and supernatural
abilities, except for ones described in Weaknesses
below; critical hits, ability damage, energy drain, death
from massive damage, mind-affecting effects, poison,
sleep, paralysis, stunning, disease, death effects,
necromantic effects

Fort +3 (auto succeed unless effect works an objects),
Ref +2, Will +3

Weaknesses gentle repose (slows for 3 rounds, no save),
horrid wilting (half or one-quarter damage, depending
on save), rusting grasp (reduces AC by 9, eliminates
blood reservoir healing, and changes melee attack to 2
slams at +12 for 1d8+6 damage)

Speed 20 ft. (4 squares; can’t run)

Melee 2 heavy flails +13 each (1d10+6)

Space 10 ft.; Reach 10 ft.

Base Atk +7; Grp +17

Special Actions whirlwind of death (attack all adjacent foes
at +13; take only single attack or move action next
round)

Abilities Str 22, Dex 8, Con —, Int —, Wis 10, Cha 1
Hook Ominous whirring and grinding sounds.

4 WOLF SKELETONS CR1

hp 13 each (2 HD); DR 5/bludgeoning

NE Medium undead

Init +7; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 15, touch 13, flat-footed 12

Immune paralysis, sleep, mind-affecting, poison,
sturining, disease, death effects, critical hits, nonlethal
damage, ability drain, energy drain, damage to physical
ability scores, fatigue, exhaustion

Fort +0 (auto succeed unless effect works on objects),
Ref +3, Will +3

Speed 50 ft. (10 squares)
Melee bite +2 (1d6+1)
Space 5 ft.; Reach 5 ft.
Base Atk +1; Grp +2

Abilities Str 13, Dex 17, Con —, Int —, Wis 10, Cha 1




CHIMERA SKELETON CR 4 ETTIN SKELETON CR5S

hp 58 (9 HD); DR 5/bludgeoning hp 65 (11 HD); DR 5/bludgeoning
NE Large undead NE Large undead
Init +6; Senses darkvision 60 ft.; Listen +0, Spot +0 Init +4; Senses darkvision 60 ft.; Listen +0, Spot +0
AC 13, touch 11, flat-footed 11 AC 11, touch 9, flat-footed 11
Immune paralysis, sleep, mind-affecting, poison, stunning, Immune paralysis, sleep, mind-affecting, poison, stunning,
disease, death effects, critical hits, nonlethal damage, disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion scores, fatigue, exhaustion
Fort +3 (auto succeed unless effect works on objects), Fort +3 (auto succeed unless effect works on objects),
Ref 45, Will +6 Ref +3, Will +7
Speed 30 ft. (6 squares) Speed 40 ft. (8 squares)
Melee bite +7 (2d6+4) and Melee 2 claws each +10 (1d6+6)
bite +7 (1d8+4) and Space 10 ft.; Reach 10 ft.
. gore +7 (1d8+4) and Base Atk +5; Grp +15
! 2 claws each +2 (1d6+2) Abilities Str 23, Dex 10, Con —, Int—, Wis 10, Cha 1
1 Space 10 ft.; Reach 5 ft. :
Base Atk +4; Grp +12
Abilities Str 19, Dex 15, Con —, Int —, Wis 10, Cha 1

BeaTures o 1HE AREA N Bone Bield: The surlace atrthe bottom of the staircase, in-
B WPlane of Shadow Traits: See page 72. cluding the areas to the south and cast of the tower, is littered
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out into tl'no imnc {l(.’l(l ]—m\c some ]LLchtmﬂ (not :lcpu,lecl on

Steep Stairs: Characters moving up steep stairs must spend

v ‘2-‘["1'{"([;LT'(:S"_:_1[-7:1_(:\'L4.l|u=.n[ Loy eriler 11;11‘]1 Srjuare :rl slairs. Clmracters
UATES! 1

running or charging down steep staire must succeed on DC 10

Balan-.c checks upon entering 3 the first
the miap) rise up andattack them (seestatistics

blockeat left). The skel-

eton statisties blocks

A -,-.iu\p stairs square. L,Jmmhl.m;\ who

~ fail stumble and must end their move-
ment 1112Xq fect later. Characters

3 ]t:: fail | hy £ S or more Lalee [d6 points presenf:c(l in this encoun-

T f:la.nlage ancl fall prone in the square__l y ter.equate to an EL 7

where tlw_\-' cxui t]n‘ll movement. ':iup

encounler on their own.
Withthe blood golem, they
make an EL 9 encounter.
l[ lij'u-. PCs are il;]v:rlg i
 hard time with the blood
golem, consider not having

Staire itcrease Lhe DT of Tumble
chechs by 5. _
Suépeﬁéiou Hl"'-itlges: 3 in. thick;
I AC f—’-;-[la-rclness 5,‘ lm 30 ]:-réal:
The ‘Latz;licq E‘L]TI(.‘!\’(. qAre f\m_.a o ,,I.lw. skeletons rise [rom the
'_ fnot aECtlI}ll nf In u:ipq H sqmeone
deshayn two ndjacent ]mclrse sechions
ruumng the width of |]’il‘ kn&lgv
tlmm ite \.ullap«:s Anyone on it falls
"‘ l'}u. canyon floor. Creatures that
I UH t['it IJTILIgb LaL&: 1(‘(16 pqn nfs
~n{ damage plus 2d3 points of
ncmleflm[ damage if tiie\' re al)m't,
filb water and 15(}6 }'_Jnluh :1!
;lamage if ]nev aren’t. If L_I:ey re
Cwithin 50, fect ofthenorth spire,
_|:11e\r mslm(] [.1“ antor IIH:' plﬂi:emh
ta}:mg 2:1&)']301111.5 of damage.
These bridges lead to areaR3
;-{200 rwi_ to the H:ruthwp»{,ninp—

g {].ownwar(l) and area RS (250
Gtto the s(.mlLL.'gst_), A

| }wnes g'l'i'.i(l attack unlezs the
PCs revisit this area.

1€ this combat aeotLrs,
'plav it out on an open g ;ru]
mt sufficient size to contain

all the characters and the
skeletons. Every square in
this combat arena is treated

qs.lma\'y debris.

squares ol movement loenter
a square contaiming heavy
debris. Heavy cle}:rl s
the DC of Balance dl1(.l Thermhle
checke, and it imposes a -8
penalty on Move Silently checks.
Ronning or ul'mrgi'ng l.||-m|lg!'|
'~ heavy debrisis impossible.

»

123

Heavy Debris: It costs 2

=

4

f—n,
-

==
@)
S




e [ '.-l';l' " ‘

1_@) v-;\j

)

®)

3 * '
3 DaRrk DisciPLES CR4
hp 34 each (4 HD)
Male and female dark human fighter 4

SC'TUP K NE Medium humanoid

This encounter begins when the PCs reach a point on the Init +5 :
bridge (or, more rarely, the southern staircase) where they Senses darkvision 60 ft., superior low-light vision;
can see into the room. The dark disciples (D) and dark Listen +1, Spot +1

Encounter Level 8
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priestess (P) in this room are on guard duty. They make
no effort to hide, but at least two of the three guards are
watching the doorways (Spot +1) at all times. They artack
as'soon as it’s clear that the PCs are intruders.

When the PCs move close enough to the doorway so they
can see inside, read:

Three gray-skinned humanoids in full plate stand
guard heve, swords af the ready. A steep staircase
leads to an upper platform. In the northernmost
corner are foot-tall mushrooms with eerie-looking
human faces on their caps. You hear a gentle
whooshing sound every second or so coming from
something atop the platform.

L]
TQCTICS
The dark disciples are eager to fight and thus prove their
worth to Despayr (and, by extension, Shar). They use
Spring Attack as often as possible, especially against unar-
mored PCs (who might be wizards) and clerics bearing the
symbol of any deity other than Shat.

Don't forget to have each dark disciple select a Dodge
target each round. Between the dark creature remplate
(+10 feer to movement) and the Mobility and Spring Attack
feats, the disciples have a lot more maneuverability in
battle than the PCs are expecting from enemies in heavy
armor. The dark disciples gain little from standing in once
place, and can frustrate the PCs if they're always on the
move.

If a dark disciple falls below 10 hit points, then the
disciple will move to a nonthreatened square and drink
a potion, then attempt a fighting withdrawal to the walk-
way leading to area R2. They won't attempt a retreat to R4
because they know the gorgon would kill them.

The dark priestess is determined not to allow the in-
truders to progress any farther into the rift, and she uses
darkbolts from her staff of the shadow war, spreading the rays
out to daze as many PCs as possible. If she is engaged in
melee, she attempts spontaneous inflict spells, resorting to
her longsword only when her 2nd-level spells are gone.

Languages Chondathan, Common

AC 22, touch 11, flat-footed 21; Dodge
Resist cold 10
Fort +6, Ref +2, Will +2

Speed 30 ft. (6 squares, can't run)

Melee mwk longsword +9 (1d8+5/19-20)
Ranged heavy crossbow +5 (1d10/19-20)
Base Atk +4; Grp +7

Atk Options Spring Attack

Combat Gear potion of cure moderate wounds

Abilities Str 16, Dex 13, Con 14, Int 8, Wis 12, Cha 10

5Q hide in plain sight

Feats Dodge, Improved Initiative, Mobility, Spring Attack,
Weapon Focus (longsword), Weapon Specialization
(longsword)

Skills Climb +5, Hide +2, Intimidate +7, Move Silently +0

Possessions combat gear plus +1 full plate, heavy steel
shield, masterwork longsword, heavy crossbow with 10
bolts

Superior Low-Light Vision (Ex) Can see four times as far as
a human in shadowy illumination.

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Hook “Mistress of Night, watch over us!”

Attracting Attention: Several events in this room can
draw the artention of Despayr, the master of the Black
Rift. If a bridge collapses, turn ro encounter Ri4 and add
3 check marks, then return here. If the PCs destroy the ©
shadow bellows, turn to encounter R14 and add 4 check
marks, then return here. If one or more dark disciples
successfully escape from the melee with the PGs; turnto.
encounter R14 and add 5 check marls, then return here.

Qnge the combat is completed, refer back ro page 115 to
continue the adventure. y

Loy
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DARK PRIESTESS CR 4 Combat Gear staff of the shadow war—3 charges; either
; hp 25 (4 HD) armor of darkness (FRCS 67) or darkbolt (FRCS 68)
i Female dark human cleric 4 Cleric Spells Prepared (CL 4th):
NEMedium humaneid 2nd—cure moderate wounds, detect thoughts® (DC 15),
Init 41 hold person (2) (DC 15)
Senses darkvision 60 ft. if armor of darkness active; Listen +3, Ist—cure light wounds, doom (2) (CL 5th, DC 14), divine
Spot +3 favor (CL 3rd), obscuring mist®
Languages Chondathan, Common 0—cure minor wounds, detect magic (3), resistance
5 = - - i K
.. D: Domain spell. Domains: Darkness, Knowledge

AC 17, touch 11, flat-footed 16 (AC 22 with armor of darkness

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 16, Cha 10

active)
Resist cold 10 SQ hide in plain sight
Fort +5, Ref +2, Will +7 (+2 against holy, good, or light spells Feats Combat Casting, Martial Weapon Proficiency

(longsword), Shadow Weave

Skills Concentration +8 (+12 casting defensively), Hide +6,
Move Silently +4, Spellcraft +6

Possessions combat gear plus +1 breastplate, masterwork

from armor of darkness)

Melee mwk longsword +6 (1d8+2/19-20) or

Speed 30 ft. (6 squares)
‘ Melee spontaneous inflict moderate wounds +5 touch (2d8+4,

Will DC 15 half) or = lonEsWoId
Melee spontaneous inflict light wounds +5 touch (1d8+4, Will Hide in Plain Sight (Su) Can use the Hide skill while being
DC 14 half) observed and while lacking cover or concealment, except
Ranged 4 darkbolts (from staff) +4 ranged touch (2d8 plus in natural daylight, the area of a daylight spell, or similar
dazed 1 round; Will DC 17 negates daze) ) magical light.
Base Atk +3; Grp +5 Hook “For the dark glory of Shar!”
Fr ATURES OF THE A RIEA South Staircase: This walkway hugs the cliff face for about

250 [eet, descending through flighis of stairsat irvegular intervals,
until it reaches the canyon floor near area R4..

Shadow Bellows: [0 feot .wicle: AC R lhardiesss; hp 30;

hreak DC 25; strong conjuration; 1. [6th.

If the bellows takes more than 26 points of (Iamage, it sends
Sk oul a hlast wave of energy; dealing 10d6
' " pninlb.s ol damagein a 20-
foot radius (Reflex DC 15
half).

This.cirular, accordion-

" Plane of Shadow Traite: Sce page 72.

Mushrooms: The morphic qualities of the Black Rift ex press
themselves in strange ways. Mushrooms in the northern part af
;fIlc room have realistic humanoid faces— some male, some fe-
" male—on their aaps. The faces twitch

or blink nccasiona]l_v, but otherswise
gtare at ti;g_g}j:i]h:g,

Each mushroom provides a day's
Shutrilion. The mushrooms are hland
'Fare,,ldulftlmy‘r'e [il ling.
. The nmsliroon:}é are considered
11‘&_‘1\?,\' debyis. It costs 2 squares of

Sl}er bellows maoves up and
down of its own volition. A
movement to enter a square con- creation of Despayr, the bel-
lows is extracting the essence

ol the Plane of Shadow and

magically transporting it to

fuining heavy dLJJw_- Heavy debiriz
ac ds 510 the DC of Béinncg_aﬁcl
) Tuml:le_ checks, and it imposes a

I3 pcnalty o M ove Si!eut]y the ritual chamber in area

RI13.

Suspension Bridge: 3 in.
thick; AC 4: hardness S; |1p 30;
break P 23.

The statistios above are fora
5-foot section of bridge. If
sonieone _tll:_sl‘rcys two adjacent

}p‘{mci-as‘ Running or c]lg_rg‘iﬁg
"]u-ough ]u-:avy debris  is
impossible, .

- Steep Stairs: Characters mov-
ing up sleep stairs must spend 2
squares of movement to enter
4 chsquareof stairs. Characters
woning or charging dow nsteep
airs ﬁ-;ilst‘st_{cceed on DC 10
alance cheoles u pon cnf:efi‘*nggl'
‘llfi‘{s_l: skéep stairs S uane.
aclers 'who £ﬂll stumble
must eiy;l their movement
<5 foot later, Charaeters.

of the bridge, then it collapses.
Hthis happens, anyone on it falle
to the canyon floor. , Creatures
that fall off the ]::ll'if:lge near'area
R3 take 3d6 points of damage
phus 2d3 points of nonlethal dam-
. age if 'tfmy'n: abovethe waler, and
8d6 points of (Iamagr il they
aren |,

T['lis 200—[:); rl-Inllg ]Jritlg:.‘ Ieads
to area R2.

pon 5D£':I&Inag§e an(I_.f‘.‘a“ prm.m :
the szg_mrc where thcy end

ement. Steep stairs:

_I'le DC o T mb]

bridge sections runni ng the width'

a-__

| CU)
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"Encounter Level 8

setu p
This encounter begins when the PCs perceive the gorgon
(G), or when it perceives them. The gorgon squats patiently
in the darkness, ohserving the cave entrance (Listen +9,
Spot +8). The bottom of the stairs to the north is 60 feet
away, giving the gorgon a —6 penalty on Listen checks to
hear the PCs coming down the srairs.

When the PCs can see inside the eave, read:

Near the door a humanoid shape looms motionless
in the shadows. If's a lifelike statue of a human
warrior much like those yow've fought elsewhere in
the Black Rift.

Suddenly iwo eyes blink to life within the cave,
and you can dimly see an oversized metallic bull
clamber to its feet with a snort.

CRS

GORGON
hp 85 (8 HD)
N Large magical beast
Init +4; Senses darkvision 60 ft., low-light vision, scent;
Listen +9, Spot +8&

AC 20, touch 9, flat-footed 20
Fort +11, Ref +6, Will +5

Speed 30 ft. (6 squares)

Melee gore +12 (1d8+7)

Space 10 ft.; Reach 5 ft.

Base Atk +8; Grp +17

Special Actions breath weapon, trample

Abilities Str 21, Dex 10, Con 21, Int 2, Wis 12, Cha 9
Feats Alertness, Improved Initiative, Iron Will
Skills Listen +9, Spot +8

Hook [Snorting sounds, pawing of hoof into cave floor]

Breath Weapon (Su) 60 ft. cone, once every 1d4 rounds,
damage turn to stone, Fort DC 19 negates

Trample (Ex) To make a trample attack, move the gorgon on
top of the PCs. Each PC underneath the gorgon has a
choice:
Make an attack of opportunity against the gorgon at —4.
Then the gorgon deals 1d8+7 points of damage.
Make a Reflex save against the trample (DC 19). PCs take
1d8+7 points of damage, or half that if they make the
saving throw.

The gorgon can keep moving after the trample, up to

twice its speed. Unlike with a charge, it need not move in
a straight line.

TQCTICS
The gorgon uses both its special attacks liberally. If pos-
sible, it tramples the PCs in the first round, then wheels 8
around in the second round and uses its breath weapon on
as many PCs as possible. It then makes gore attacks until’
its breath weapon recharges.

Attracting Attention: If a bridge collapses, turn o
‘encounter R14 and add 3 check marks, then return here.
[f the PCs damage the elevator, turn to encounter R14 and
add 2 check marks; If Tyrra escapes to warn Despayr, add
4 check marks.

Once the combatis complered, refer back to page 11610,
continue the adventure.

TYRRA
hp 34 (4 HD)
Female dark Chondathan human fighter 4
NE Medium humanoid
Init +5; Senses darkvision 60 ft., superior low-light vision;
Listen +1, Spot +1
Languages Chondathdn Common

AC 22, touch 11, flat-footed 21; Dodge
Resist cold 10
Fort +6, Ref +2, Will +2

Speed 30 ft. (6 squares, can't run)

Melee mwk longsword +9 (1d8+5/19-20)
Ranged heavy crossbow +5 (1d10/19-20)
Base Atk +4; Grp +7

Atk Options Spring Attack

Combat Gear potion of bull's strength

Abilities Str 16, Dex 13, Con 14, Int 8, Wis 12, Cha 10

SQ hide in plain sight

Feats Dodge, Improved Initiative, Mobility, Spring Attack,
Weapon Focus (longsword), Weapon Specialization
(longsword)

Skills Climb +5, Hide +2, Intimidate +7, Move Silently +0

Possessions combat gear plus +1 full plate, heavy steel
shield, masterwork longsword, heavy crossbow with 9
bolts

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment, except |
in natural daylight, the area of a daylight spell, or similar
magical light.

Superior Low-Light Vision (Ex) Can see four times as far asa

Hook “Mistress of Night, watch over us!”

human in shadowy illumination.
_ -



FEATURES OF THIE AREA
Plane of Shadow Traits: Sce page 72.
Stalactite: 1 ft. thick; AC 5; hardness 8; hp 180; break
D 30 Cliwh DE 25, .
A stalactite can pi'\)\-'i(lc covertoa ”}-‘ing'crcaiu re. [t can bhe
broken Trom the -:ui]ing with a Strenglh check that meets of
exceeds its hreale DC, llf'dling 1d6 points (I[(‘_]i!rﬂﬂ_é!} to creatnures
in the squares ljllaf it falls in (Re“e.‘; DC 18 ]mf“ A broken
stalactite fills the squares it falls in with |11-.‘a1.'_\f debris.
Elevator: AC 243 hardness 8; ]Ip 6H0); break |_)k_".2_.{; strong
transmutation; CL 16th, X
The hit poinks and break DC shown are for a 5-foot section,
T]‘:t‘ elevator rises or falls 30 feet per round al initialive count
0. It pauses fora full round at the top and bottom of its }'hlt]l..
Steep Stairs: Characters moving up steep stairs must 5}3.3:1(1
"2 sguares UE movement to enber E‘..i.L.‘I'I sSuare UEI stairs. \_‘11.‘51'.11:| o5 o
‘.1'.1.11111‘[11;‘5‘ or charging down steep stairs must succeed on DC 10
Balance checks upun enlering the First ‘steep stairs square.
Chatacters who fail stumble and must end their maovemend
1d2%5 feet later: Characters who fail by 5 ormorve take 1d6
points of :lm[mgt- and [all prone in the square where they end
their moyement: Steep stairs inorease the DC of Tumble checles
_|1_v O
Staireases: Onewooden walkway 1)||g&¢_t1!e‘{-:]il.i’ fuce for about
' 250 feet, ascending until it reaches the shelf<fungus chamber

*deseribed in area R3. A second wa“-?wa}r ascends 250 feet to

| area R

. Suspension Bri'r.lg'e: 3 in. thick; AC 4; hardness 5; hp 30;

E el D23,

K: le stalistics almve dare [l'r{’ a 5—{'-1'1”[ seclion l'lll lll'i{igl'. ”

| comeone dcslroys two 'acljac_ent in'i(lgc sections running the
B i il Ivr;rlge, then it C.L)Hapscs. A’-\nyunu nu_it 'l:alls to the
| canyon [100[‘. Creatures t]lat Ed“_n” [‘I]L" ljl'hlgu I..-‘l!(m i“:J 6 [miui.::
L of damage plus 2d3 points.ofnonlethal damage if they're above

the water and 1546 points of damage if they aren’t.

b Thie 200-'Eool'-long‘ bridge leads to area R8. If the PCy are

on the l:riclgc, then t}}ey ¢can see faint lights at the other énd
{the ::c'n-rh'nnn;_f:'frmrr-- posts in area R5).

Saddles: The two saddles here are ordinary hogse saddles
with extra-long girth straps. Malkarion (in area R5) uses them
inhis angoing ebfort o tratn this gargon to be his war steed.

One is an exotic ri(l'mq saclc”c (30 gp). and the other iz an
sxotic military saddle (60 gp).

Statue: AC 3; hardness 8; hp 180; break DC 35; Climb
DC 18, 3

f\ HI.‘EI{I!(?VPT{I\"(].(-TS cover; 1t can ])e pllsimrj over witha Strungth

: cli‘ecle that meets or exceads its hrealk DC, clcaling 10d6 poinks
of damage to creatures inthe isquares that it falls in (Reflex

127

DC 15 half). A pushecl-m-‘cl' statue fills the squates il falls in

with heavy debris,

This statue is the petrilied remaing of one of the dark dis-

Ciples, a human Ecn_m[e named Tyrra, If freed fram her stony
state, Tyrra is gt‘alll."[ul to the PCs—bhut recognizes them as
enemies. [Fthe PCs offer to spare her, she cooperates with the
}J(.1S-CL‘111[)'IG‘{;61}’, warning tlu.‘ll_‘l' about other inhabitants in the
Black Rift (particularly Shaalabhak in encounter R10—but
notthe ﬂaming ckullsin sncounter R 12, since ahed never been
to the ]ilaral.'_v). However, Tyrra is me-rel_v waiting for her
chance
a PC off a bridse or otherwise delay the PCs, or uze her hide
in pl_ain sig]ﬂ a|)ilil}> to flee and warn Despayr. I it appears the
PCs are going to leave her behind, she attacks them and f‘iglﬂts
to the death.

al her earliest opportunity, she attenipts to bull vush.
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“Encounter Level 9

setu yr

The encounter begins when the PCs approach this rower,
prabably on one of the suspension bridges. The bridges
from Ré6 and R4 terminate at the second floor of the tower,
where there's only a narrow walkway visible ro the PCs, so
they won't see much until they reach the doorway. Char-
acters coming along rthe bridge from R2 enter this area
on the lower level, where Malkarion is present.

Malkarion (M) is kneeling in silent prayer to Shar in

the center of the room when the PCs arrive. He's not par-
ticularly perceptive (Listen +0, Spot +0), bur even a stealthy
party might attract his attention i{ any PCs step out onto
the walkway in the room. It’s quite creaky, imposing a 10
penalty on Move Silently checks.

Malkarion immediately attacks anyone who isn't obvi-
ously a dark disciple or dark priestess. And he knows all
of them personally, so he'll be hard to fool (he gains a +2
bonus on Spot checks to penetrate any such disguises).

When the PCs reach a doorway to the rower, read:

A man inshiny black plate kneels on the center of
the floor nside this towery, a bastard sword in his
hand. Someene clearly lives in the tower—there's
a bed, desk, wall mirror, and chest near the walls.

A narrow walkway connects doorways on the
west and south walls, with stairs at both ends
leading down into the livi ng quarters.

Beyond the tower walls is a field of black -
tentacles, writhing and intertwining like a nest of
serpents.

TQCFICS

Malkarion wades into battle immediately, making smite
attacks against PCs that look like they might be affiliated
with good deities. Against enemies nor in heavy armor,
Malkarion makes 4-point Power Attacks (—4 attack, +4
damage) until he misses twice in a row; then he shifts to
normal attacks, If Malkarion can’t reach the PCs in the
first round, he uses his Quick Draw feat and throws poison
daggers at the nearest PC.
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1

MALKARION THE BLACKGUARD CRY

hp 72 (9 HD)

Male dark Damaran human ex-paladin 7/blackguard 2
NE Medium humanoid

Init +1; Senses Listen +0, Spot +0

Languages Abyssal, Common, Damarran

AC 23, touch 11, flat-footed 22
Resist cold 10

Fort +12, Ref +5, Will +4

Speed 30 ft. (6 squares; can't run)

Melee +1 bastard sword +14/+9 (1d10+5/19-20)

Ranged mwk dagger +11 (1d4+4 plus poison)

Base Atk +9; Grp +13

Atk Options Power Attack, poison (Fort DC 17, 1 Str drain|
2d6 Str damage)

Special Actions smite good (+2 attack, +2 damage)

Abilities Str 18, Dex 12, Con 14, Int 12, Wis 10, Cha 14

SQ detect good, hide in plain sight

Feats Cleave, Exotic Weapon Proficiency (bastard sword),
Improved Sunder, Power Attack, Quick Draw

Skills Handle Animal +12, Hide +0, Intimidate +8,
Knowledge (religion) +11, Ride +11

Possessions +7 full plate, +1 heavy steel shield, +1 bastard
sword, 3 masterwork daggers poisoned with shadow
essence, gauntlets of ogre power, two keys (one for the
north door and one for the chest)

Hook “I'll make you beg for the sweet release of death.”

If Malkarion is reduced to 15 hit points or fewer, he flees’
anywhere he can—preferably southeast towardiarea Ré,

Attracting Attention: Several events in thisroom have
implicarions for Despayr’s hunt for intruders. If a bridge
collapses, turn to encounter R14 and add 3 check marks,
then return here. If a PCs uses the magic mirror o scry
on Despayr, add § check marks; if Malkarion escapes,
turn to encounter R14 and add 5 check marks. If the PCs
incapacitate or slay Malkarion, add 2 cheek marks.

Once the combar is completed, refer back to p‘zge 11610
continue the adventure.
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FEATURES OF T AREA

Plane of Shadow Traits: See page 72, )

Suspension Brid,;’cs: 311, thick: AC 4; hardnoess o ]1}1 30;
hreak DC 23.°

The statistics above are for a 5-faot section of ]n‘i(lgu, It
someone destroys two adjacent bridse sections running the
width of the bridge, then it u_:“dp;tr;—‘. Anyone on it falls to the
canyon [loor. Creatures that fall off the ].)r'i-cf;,u take 10d6 painbs
of damage plu= 243 points of nonlethal damageif they're above
{he water and 1546 points of l]nm:‘l.}_‘u if lI‘u‘y aren't. Those who
fall of{ near Malkarion's tower take only 2d6 pointz of damage,
but 1]10_\"I'¢ immed i;]_i.t-]}' attacked I)_\' the Evard’s black h"rn’;‘m‘ru_'s.

The 2()0-[1005:-1011;1 western bridge leads to avea R4, and the
100=foot=long southern bridge leads to area R6. The northern
hridge; which ascends from the sround floor until it is vut of
reach of the tentacles, leads to area R2, 200 feot away. If the
PCs are on a by It]\-__‘v, then t‘]u-_v can see faint qul;l s at the other
end, but it's too far away, u-»:aln-rin”y on the Plane of £ radow, Lo
make out anv detail until the PCs are oloser. i

Steep Stairs: Characters moving up steep stairs must spend

k . A
- Jsquares of movement to enter cach syuare of stairs. Charact ors

i

by 5.

rinning or charging down steep stairs must succesd on DC 10
Balance checks upon enbering the first steep skairs square.
!';Cl_}:li'(li_‘.li’.'l':: who fail stumble and must end their movemenl
1d2%5 _Euul later. Characters who fail by 5 or more take 146
paints of damage and [all prone in the square where they end

their movement Steep stairs increase the DC of Tumble checks

Tentacle Field: The morphic nature
of the Black Rift has created a massive
[‘i_&]t[ of Jf'.‘u_.rn-.:f'.e black tentacles. 'I.!wy
Surround (but do not touch) this tower

ad the pit in area RG.

TII{: tentacles grapi!]f: {at +15)
anvone who steps anto a square t]‘lf.‘_\’
occupy. Theyare immune to damage.
Every round at initiative count 0, they
ke a grapple check and deal 164
oints ol (I-‘llﬂﬂg(.'li'l: they win. ©

Even for creatures,not grappling

witliihe h:u‘tacles_. 1k costs 2 squares

01. movemenl Lo move EI'IE,L:.‘ 3 s_é(uan-
tontainingin the tentacle field.

- Desk: 1/2 in. thick; AC 3; hard-
ness 8; hp 5; hreak DC 18,

It costs 2 squares of movement
fo enter these squares. A Medium
t‘]‘iaracf:ur can |mp up ontop ol the
_I_[cslrwith asuccessful DC 10 Jump
@:!eclc that costs 2 squares of move-

ent (no running slarl required).
'AI Small ::il'laractor can jump up
l_ﬁl]l a suceessbul DC 12 Jump
glecl-t (DU‘?O wilhﬁul a running
sharl), or cimb up with a successful
08415 Climb check: A s:fmra.i:‘;qr
sanding on the desl dains a +1
bonus o melee attacks againsl
uppon’el}ts on the gruuml.

A !!t?\
DC 8 Strensth check. It can then providi caver,

Atop the desk lies a scroll tube with a note allached to it It
says, ‘Il T don't return from gordon training, have Despayr gel
my body back. Then use one of these to revive me.” Inside the
scroll tube arethree serolls of break enchantment.

Chaiw 1/2in, tlliul{: AC 4 hardness & ]111 5: break DC 17

A creature .ctnmling in the same square as a chair gainga +2
AC bonus mu.l a1l l)um:s on Reflex saves (I:I'iu.-‘c ;li!tlllré{'f er't
stack with banuses for cover that derive from othei sou rees).
I'he presence.of a chair doesn’t otherwise alfect a creature’s
space, because is assumed that the creature i1s using the chair
toits ml\'anl.:g_-fu when it can.

Medium Wooden Chest: 1 in. thick; AC 3; hardness 5; i*qa
10; break D1y I:ur‘llucfm-:{'}‘

This chest contains sever8l sets of fine clothing. Tt is
unlocked,

Magic Wall Mirror: 1/2 in. thick; AC 4. hardness 0: Ly 2
hreak DC 10,

This dark mirror reflects the room normally until an indi-"

vidual stands before the'mirror, When only one person is re-
[lected in its sm‘{acc, the nrirrorcan reveal any location in the

Blaclk Riflt like a serying mirrar. However, any servant of Shar

who is seen al the location ins[nntl_v realizes that the mirror
is serying them;‘and5f the mirror user is not a worshiper of
.‘3]1:1:', the .-u_:rici.i—n;mn creature can cause the mirror to shalter
outward, dcﬂling 46 points of ;[aumgn to the serier (Refles
DC 20 half). This du:‘lrn_\f:: the mirror. Also, the mirror shat-

bers if 31z removed From

Mallarion'stower:
"The mirror has a
caster level of 20th and
an overwhelm ing aura
of divination.
Bed: A bed is ahout
1-4/2 feet tall, so.a Small

l.'i'ls‘!l’dt.'tk‘]‘ van ITI'F['I up on

top ol it with a successhul
. DC 10 Jump check that
costs 2 squares of move-
menl (no running start
required). A Medium char-
acter can .‘-‘iIIlpI_\' Sif_‘j! Hp
on'il, a move that costs 2
squares of movement, A
character p::l'n:!‘lnet[ atap a
bed gains a1 bonus on
melee attacks against op-
ponents on the grm.m:.l.

A bed can he tippedup as
a move action with a sie
ul DE12 .f‘lrcnctl'l

c]u.‘ul\'; it then provides

CoOvVeETr,

Strong Wooden Door: 2

in. thick: AC 3; hardness 8;
hp 20; break DC 25 (locked).
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Encounter Level 7 or 9

SCTUP "
This encounter begins when the PCs can see down into
the pit where the dark priestesses are. The priestesses (P)
are distracted by their ritual (s to Spor and Listen for
being distracted and an additional —1 for every 10 feet
from the PCs to the priestesses), so it's likely the PCs can
sneak up on them.

3 DARK PRIESTESSES

hp 25 each (4 HD)

Female dark human cleric 4

NE Medium humanoid

Init +1

Senses darkvision 60 ft. if armor of darkness active;
Listen +3, Spot +3

Languages Chondathan, Common

AC 17, touch 11, flat-footed 16 (AC 22 with armor of darkness
active)

Resist cold 10

Fort +5, Ref+2, Will +7 (+2 against holy, good, or light spells
from armor of darkness)

CR 4

Speed 30 ft, (6 squares)
Melee mwk longsword +6 (1d8+2/19-20) or
Melee spontaneous inflict moderate wounds +5 touch
(2d8+4, Will DC 15 half) or
Melee spontaneous inflict light wounds +5 touch
Will DC 14 half)
Ranged 4 darkbolts (from staff) +4 ranged touch (2d8 plus
dazed 1 round; Will DC 17 negates daze)
Base Atk +3; Grp +5
Combat Gear staff of the shadow war—3 charges; either
armor of darkness (FRCS 67) or darkbolt (FRCS 68)
Cleric Spells Prepared (CL 4th):
2nd—cure moderate wounds,
hold person (2) (DC 15)
Ist—cure light wounds, doom (2) (CL 5th, DC 14), divine
favor (CL 3rd), obscuring mist®
0—-cure minor wounds, detect magic (3), resistance
D: Domain spell. Domains: Darkness, Knowledge

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 16, Cha 10

SQ hide in plain sight

Feats Combat Casting, Martial Weapon Proficiency
(longsword), Shadow Weave

Skills Concentration +8 (+12 casting defensively), Hide +6,
Move Silently +4, Spellcraft +6

Possessions combat gear plus +1 breastplate,
longsword

(1d8+4,

detect thoughts® (DC 15),

masterwork

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment, except
in natural daylight, the area of a daylight spell, or similar
magical light.

Hook “For the dark glory of Shar!”
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If the fight goes against the priestesses, Shar comes to
their aid by sending an ephemeral hangman 1o the scene
(see Tactics section).

EPHEMERAL HANGMAN
hp 104 (11 HD); regeneration 5
CE Large aberration
Init +7; Senses blindsight 60 ft., darkvision 60 ft.; Listen +9,

Spot +9
Languages Undercommon

AC 20, touch 12, flat-footed 17
Fort +8, Ref +6, Will +9
Weaknesses bright light, searing light

Speed 30 ft. (6 squares)
Melee tendril +14 (1d8+6 plus slow) and

bite +12 (2d6+3 plus slow)
Space 10 ft.; Reach 20 ft. (10 ft. in bright light)
Base Atk +8; Grp +18
Atk Options constrict 1d8+6, improved grab
Special Actions shadow pocket, step into shadow

Abilities Str 22, Dex 16, Con 20, Int 8, Wis 14, Cha 16

Feats Alertness, Improved Initiative, Multiattack, Weapon
Focus (tendril) _

Skills Hide +9 (113 when using shadow pocket), Listen +9,
Move Silently +13, Spot +9

Regeneration (Ex) Spells that have the light descriptor deal
normal damage, as does any attack while an ephemeral
hangman is in bright light.

Constrict (Ex) An ephemeral hangman deals 1d& +6 points of
damage with a successful grapple check.

Improved Grab (Ex) To use this ability, an ephemeral
hangman must hit with a tendril attack. It can then
atternpt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the grapple
check, it establshes a hold and can constrict.

Shadow Pocket (Su) In areas of darkness or shadowy
illumination, an ephemeral hangman can fit into a single
5-foot square without penalties for squeezing. It can
squeeze into an even smaller space, down to a 2-1/2-foot
square, but doing this imposes the standard penalties for
squeezing through a space (DMG 29). When using its
shadow pocket ability, an ephemeral hangman gains a 4
circumstance bonus on Hide checks.

Step into Shadow (Su) In areas of darkness or shadowy
ilumination, three times per day an ephemeral hangman
can use dimension door as an 11th-level caster.

Slow (Su) Anyone struck of grappled by an ephemeral
hangman must make a successful DC 18 Will or be slowed
for 2d6 rounds. :

Weaknesses (Ex) If an ephemeral hangman is exposed to
bright light or a spell with the light descriptor while using:
its shadow pocket ability, it is immediately shunted to the
nearest open space large enough to hold it, taking 1de
points of damage for every 5 feet so moved. In bright
light, it also loses 10 feet of reach. -

CR7
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When the PCssee the ephemeral hangman, read:

The priestess’s lorso cracks open, and black tentacles
explode from it in a shower of gore. The black
tentacles rise, large and treelike, until a creature of
pure shadow stands on the altar, gnashing a toothy
maw in a nest of writhing limbs.

TQCTICS
Ifthe dark priestesses get warning that the PCs are approach-
ing, then they first cast armor of darkness (from their staffs),
following with divine favor.

Once bhattle hegiﬁs, the dark priestesses use darkbolts from
their slaffs of the shadow way, spreading the rays out to daze
as many PCs as possible. If they're engaged in melee, then
they attempt spontaneous inflict spells, resorting to theit
longswords only when their 2nd-level spells are gone.

" FHATURES OF THE AREA

- Plane of Shadow Traits: See page 12.

i ¥ Bloo't.{y Altar: 3 feet thick: hardness 8: hp 540; break
..;.:D-.C ‘}\U

occupies become heavy debris. It costs 1 extra square of move-
"“:'-”]- [-U CrOSs 11 :'1“--1 s !\ \.'-TL'ULUY{‘ lhﬂl' T“RLUS a Sl'lL'L‘L'ES"'Ll‘I- DC I 0
I'-L,'._Jump check can cross analtar without impvding movemenl,
- and a mounted character must succeed on a DC 5 Ride check
{rr LF‘L}_J From I:Puué throw ndur ing s the i Jramnp.

Ramp. r]'us drac]ua] lupe poses no Jmpezllmentq to move-

‘mcnt, }:ut ti‘lf.l’.'{‘.‘ s no rail preventing a [a“ 1n'lu‘|.}1c pit. The eleva-

}.mnn are marked onilhe miap; nEe W hatever elevation is closest
to the »I';aractcr current position.

Lreaturra |:1g11hn.‘ creatures lower than ll'nemsa.!wu on tllt'
I. ramp gdll‘l a+l IILIIIU- 0mn IH(‘JI—‘(‘ altae L&. [Im (ilo} ]11g]1u ;ruuntl
. quspcnsmn Brulge 3 in. thick; AC 4; lmrdm.ss 5; hp 30
reale DC 23

Iiie stalistics alm\'e are! a’h}l alh- Ir:(:E seckion ui b 1(]59 1f

Fomeone cIestloyE bwo ad]acunt Iaricige sections running the
width of the }Jnclbc then it t:i:llla,Pm:; Anyone on it falls to the
canyon Hnﬂr Creatures thatfall of( the ]u—n]gr Lake 10d6 points

¢ hewater and 15{"6 points of clamagL if th» aren t. [f the PCs
fall 0{{ the l?rn:].ge heforeit’s oit over the o anyor; { hen t |u=\ fake
246 points of l:allmg clemmge and must contend with the Frand's
."Jau{' fen!ac'fes '

Om} 100- I]mt fmigl)udge Ipml» nmlinwuwl Ly area R&5 An
Dt]‘zer Ienzla 300 feet southivest toward area R7. lf tlie PCs ar¢
| %yu the iurulf‘,,(, to B3, then Ll:u.y;can sce faint hghts at llu other
g uud [lI:nL C{].lltll‘ll]al flame posts in gncounters R5).

Tentac[c Bield: The mor phic nature of tlie Black Rift has
;’:c_nﬁ_a.lml amassivedield of Huard's black !‘eufﬂc’!es. 111Ly Surrou nd

(Ll.tl‘ (;I(:- noi.:'hmc}‘s) tlits pit a:ncl the téwer in area R5.

':le tentacles
«qudru l]lm DECLTPY. ﬂuv are m*mun-, ta tl'l MAge. J_.VLrv round
at lmllatl\-'t count 0 ilny make a s:*rapplu check aml rlval
106+4 Roints of damage if they win,

Pf.rm! I.tlr creal nr(-? ok gmmﬂmg w:{l1 llu, tLTlLa._,]_L,H it vosts

Zaquales of movement to move into a square within the
f '{cntac!c ficld.

An altar |n‘m*ide5 cover. If an altar is braken, the squares il

of dnmage plus 243 points of nonlethal damam if tlzw re above

grapple (at+13) anyone who steps into a |

If two dark priestesses are wounded, then the third priest-

ess casts sanctuary as soon as possible, then starts casting cure
spells on the woundéd priestesses.

The dark priestesses try to flee up the ramp and roward
area R5 if they fall to 5 hit points or fewer. If only one dark
priestess remains, she attemprs to reach the bloody altar and
die upon it, leaping from the ramp to her death if necessary.
Shar rewards this devotion by having an avenging ephemeral
hangman appear.

Attracting Attention: If a bridge (.ollapseq, turn to
encounter R14 and add 3 check marks. If the PCs destroy
the shadow bellows, turn to encounter R14 and add 4 check
matks. If one or more datk priestesses successfully escape
the PCs, turn to encounter R14 and add 5 check marks.

Once the combat is completed, refer back to page 116 to
continue the adventure.

Shadow Be]lows 10 fm;l-mde, AC 3; hardness 8; hp 50;
break DU 28; strong conjuration; CL 16th,

[Fthe l)v“qu tabesanare 1 an 25 |mmE~ al L[:lmaﬂc it sends
outa !)]"lil. wave 0[ l)lqclt energy, Lli.e‘l}llld 10d6 pmntb of dam agde
ina 20-foat radius (Reflex half DC 15).

This cireular, dLLOHIH‘!II-r-!._\-‘Il. hellows MOVes up ‘am.I down
ofits own volition. A creation of Despayr, the hallowsisextrack
ing the essence of the Plane of Sl‘laf,l{?\\ﬁ and t]l@gicall.\' tranzporting

it toward the ritual chamber in area R13.

One 8quare = ¥ feer
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Encounter Level 9

Setu
The ephemeral hangmen (E) are using their shadow
pocket ability to hide when the PCs enter the room. Have
the PCs make Spot checks opposed by their Hide checks
(Hide +13), factoring in distance from the hangmen (-1
penalty on Spot checks for every 10 feet). Adjudicate which
side has surprise normally.

i

When the PCs see an ephemeral hangman, read:

A blot of shadows seems to uncoil like a flower
opening, revealing grasping black tentacles and
gnashing jaws!

TAI’ES"['R‘I’ OF SHADOWY FriGur
Price: 30,000 =
Bm[y Slot: — -
Caster Level: 1 Ul:]’l
Auras Moderate; (DC 20) divination
Activation: Full r_(\unt.l (command waord)
Weight: 40 1b. :
This 1ar§!u Lapestry can be commanded Lo ”y t]'trcmgll the
air by someone standing or sitting ppon it. It then carries
its occupants.as thougiﬁ auylh]ng on the tapestiy is affected
by an overkand [light spell of unlimited duration (Fly 40 f.,
average ll':alleuvt‘l'«.llli]ily, hustle over long distances w_fLImut
taling nonlethal damage). The lapestry can carry up to 400
pounds without slowing. From 401 pounds to 800 it can
fly at half speed and with poor maneuverability, The tapestry
can hover with wrzight up to 800 pounds. Weight ereater
than 800 pnun'ils causes it to float downward sz t]mugi‘l af-
fected by a feather fall spell.

I addition, when the tapestry is “ying, itand its occupants
aré covered in a :Juuluwy nimbus that cannol he pcnutrahﬂ(l
[_}._v darkyision. Creatures on the carpet when it is [lying

benefit from a 209 miss chance due Lo concealment. Crea-
tures on the carpel cannot hide within this-concealment or
be invisible, because it outlines their forms in a manner
similar to f;:;a:-_r'eﬁre.

The tapastiy of shadowy fﬁg-’?f functions on Iy in darkness
or shadowy illumination. If it or any occupant is expnsell Lo
i:right light while the tapestry is functiuning_, il inmiudiatcrly
p]ummuts to the ground like a stone and ceases to funct ion
ft"l' 2-{- ]‘Jm:r:‘-.

Prerequisites: Crall Wondrous [tem, faoric fire, averland

Hight, permanency.

" Cost to Create: 15,000 ap, 1,200 XF, 30 c]ays.'
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2 EPHEMERAL HANGMEN CR7
hp 104 cach (11 HD); regeneration 5
CE Large aberration
Init +7; Senses blindsight 60 ft., darkvision 60 ft.;
Listen +9, Spot +9

Languages Undercommon

AC 20, touch 12, flat-footed 17
Fort +8, Ref +6, Will +9
Weaknesses bright light, searing light

Speed 30 ft. (6 squares)
Melee tendril +14 (1d8+6 plus slow) and

bite +12 (2d6+3 plus slow)
Space 10 ft.; Reach 20 ft. (10 ft. in bright light)
Base Atk +8; Grp +18
Atk Options constrict 1d8+6, improved grab
Special Actions shadow pocket, step into shadow

Abilities Str 22, Dex 16, Con 20, Int 8, Wis 14, Cha 16

Feats Alertness, Improved Initiative, Multiattack, Weapon
Focus (tendril)

Skills Hide +9 (+13 when using shadow pocket), Listen +9,
Move Silently -+13, Spot +9

Regeneration (Ex) Spells that have the light descriptor deal
normal damage, as does any attack while an ephemeral
hangman is in bright light.

Constrict (Ex) An ephemeral hangman deals 1d8+6 points
of damage with a successful grapple check.

Improved Grab (Ex) To use this ability, an ephemeral
hangrman must hit with a tendril attack. It can then
attempl to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establshes a hold and can constrict.

Shadow Pocket (Su) In areas of darkness or shadowy
illumination, an ephemeral hangman can fit into a
single 5-foot square without penalties for squeezing, It
can squeeze into an even smaller space, down to a
2-1/2-foot square, but doing this imposes the standard
penalties for squeezing through a space (DMG 29).
When using its shadow pocket ability, an ephemeral
hangman gains a +4 circumstance bonus on Hide
checks.

Step into Shadow (Su) In areas of darkness or shadowy
illumination, three times per day an ephemeral
hangman can use dimension door as an 11th-level
caster.

Slow (Su) Anyone struck or grappled by an ephemeral
hangman must make a successful DC 18 Will or be
slowed for 2d6 rounds.

Weaknesses (Ex) If an ephemeral hangman is exposed to
bright light or-a spell with the light descriptor while
using its shadow pocket ability, it is immediately
shunted to the nearest open space large enough to
hold it, taking 1d6 points of damage for every 5 feet so
moved. In bright light, it also loses 10 feet of reach.

Hook One is picky, and the other is greedy (see Tactics).




If the PCs examine the magic rapestry, read: constricting with all its limbs. The greedy hangman tries ro

This beautifully crafted tapestry il 10 feet wide-and gm,ppi“nfl fonghiches “}:"Y g rlhe hesa possible, tf‘ki“g_
BOTeblonz 1 devicts o dark landscane of tuleted a=20penalty on grapple checks when attempting to grapple

i o le R ACPICLS dddric landseape Of Tistec more than one PC, but no penalty on attack rolls. When a
buildings and crooked trees beneath a craggy black

hangman is reduced to 20 hit points or fewer, it tries to move
away and use its slep into shadow ability to transporr it to area
R13, There irinforms Despayr of the attack and then uses irs
step into shadow ability to flee the Black Rift forever.
Attracting Attention: The hangmen rarely interact with

mountain and a starry sky. Bovder decoration shows
phases of the moon on two sides and phases of an
eclipse on the others.

L YLINNODNT

1 - others, so their ahsence might not be noticed for some time.
racrics by ; _
22 oy ] Ifa bridge collapses, turn to encounter R14 and add 3 check
The ephemeral hangmen.try to remain in their shadow >
il : i marks, then return here, If an ephemeral hangman escapes,
pockets as they fight, avoiding the light from the continual 5
! S : ; add s check marks. a
flame posts and any light.the PCs carry for as long as possible. : - .
g ; M : ; Once the combat is completed, refer back to page 116 to
While in shadowy illuminarion, they use their reach to make :
oy “ 3 continue the adventure.
flanking attacks from great distances. - ; :

One hangman is greedy and the other is more selective
in its meals. The picky hangman grapples the biggest PC,

FEATURES OF Ti11: AREA

Plane of Shadow Traits: Sce page 72.
- Suspension Bridges: 3 in, thick; AC 4; hardness §; hp 30;
hreak DC 23, :

The ¢tatistics above are for a :'_.—&mt_,ge'cl;ion of bridge, If
someone cleslmya' two a(}jacent l)ric!ge sections tunnin,q'.l:lj_u
width of the i)rillgc, t]n.-_n il c:.l“étpscs. Anyone on it falls to the
anyon [loor. Creatures that¥all off the l)ricl_é(: take 346 points
of damage plus 243 points c![‘ll_ﬁ'!'l[e&]‘lal damage if theyre above
! ﬂm water, ar;l:l ado points of J'amage if ti‘;e}- aren'l,
& One 300-foot-long span leads northeast toarea RO, rising
sharply g; it does. Another heads east300 feet, sloping down-
\yi!ar{] hefore ending at area RY. :

'I‘t;.nhe[;:;TPtis,S{)O-[out-Ion;j tunnel leads to area R8. It has
'num]mr#of sligfit:_,hn'ns and gunt]e up- and t{UWI‘[-EiL\ng, but
lits ovorall paflin igidue southeast. -~
Tapestries: AC 2; hardness 0; hp 1; bteak DC 16,
It takes asuccessful DC 15 Climb check to ol imbithis surface
{or DC 10 if a wall ie within reach). The hitpointsand hreak
DC shown are for a Sifoot section. :

A tapestry pravides total'concealment (5096 miss clmnce}_
to characters behind it if"i'lg'.i‘:’hangi11g frcc]_v, or concealment
20% miss chanece) if it's Flush with a wall. ] .
A\ Creature can altempt to treat a [all'as 20 fect shorter by
erippit gior sta}zbing thmugh-u Lapestry and suuceuclEng on a
DC 10 Climb check. Regardless of sucoess or failure, stabbing
li_i:_ouglz a tapestry c{e_-.c.!;_mys the 5-foot sectionsa 'm];g the pal-h
of the [all. S

Magic Ta..[.iﬂshr)’: C}:ooa‘!-ﬂny oneof the tapestries to be the
imadic bapestry. This tapestry functions similarly to o carpet
of Humg. =

for

N

One square = 5 feet




"Encounter Level 7
(possibly multiple encounters)

SBTUP ]
The encounter begins when the PCs gain line of sight
to one or more dark priestesses. The priestesses (P) are
distracted (=5 to Spot and Listen), so the PCs have a good
chance of surprising them. The dark priestesses immedi-
ately move away from the bicrs and attack any intruders.

3 DARK PRIESTESSES CR 4

hp 25 each (4 HD)

Ferale dark human cleric 4

NE Medium humanoid

Init +]

Senses darkvision 60 ft. if armor
Listen +3, Spot +3

Languages Chondathan, Common

AC 17, touch 11, flat-footed 16 (AC 22 with armor of
darkness active)

Resist cold 10

Fort +5, Ref +2, Will +7 (+2 against holy,
spells from armor of darkness)

Speed 30 ft. (6 squares)
Melee mwk longsword +6 (1d8+2/19-20) or
Melee spontaneous inflict moderate wounds +5 touch
(2d8+4, Will DC 15 half) or
Melee spontancous inflict light wounds +5 touch
Will DC 14 half)
Ranged 4 darkbolts (from staff) +4 ranged touch
plus dazed 1 round: Will DC 17 negates daze)
Base Atk +3: Grp +5
Combat Gear staff of the shadow war—3 charges; either
armor of darkness (FRCS 67) or darkbolt (FRCS 68)
Cleric Spells Prepared (CL 4th):
2nd—cure moderate wounds, detect thoughts® (DC15),
hold person (2) (DC 15)
Tst—cure light wounds, doomn (2) (CL 5th, DC 14), divine
Jfavor (CL 3rd), obscuring mjst®
O—cure minor wounds, detect magic (3), resistance
D: Domain spell. Domains: Darkness, Knowledge

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 16, Cha 10

SQ hide in plain sight

Feats Combat Casting, Martial Weapon Proficiency
(longsword), Shadow Weave

Skills Concentration +8 (+12 castin
Move Silently +4, Spellcraft +6

Possessions combat gear plus +7 breastplate, masterwork
longsword

Hide in Plain Sight (Su) Can use the Hide skill while b
observed and while lacking cover or concealment,
except in natural daylight, the area of daylight spell, or
similar magical light.

Hook “For the dark glory of Shar!”

of darkness active:

good, or light

(1d8+4,

(2d8

g defensively), Hide +6,

eing
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GREATER SHADOW

=
y

This encounter plays out similarly to encounter Re, but
the appearance and di sappearance of corpses (and undead)
on the biers gives the characters an additional factor to
consider. ;

TQCTICS : !
If the dark priestesses get warning that the PCs are
approaching, then they first cast armor of darkness (from
their staffs), following with divine favor:

6 SHADOWS
hp 13 each (2 HD)
NE Medium undead (incorpareal)
Init +2; Senses darkvision 60 ft.: Listen +7, Spot +7

AC 13, touch 13, flai-footed 1; Dodge

Miss Chance 50% (incorporeal)

Resist turn resistance +2

Immune paralysis, sleep, mind-affecting, poison, stunning,
disease, death effects, critical hits, nonlethal damage,
ability drain, energy drain, damage to physical ability
scores, fatigue, exhaustion

Fort +1 (auto succeed unless effect
Ref +3, Will +4

Speed fly 40 ft. (8 squares) (good)
Melee incorporeal touch +3 (1d6 Str)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp —

Abilities Str—, Dex 14, Con —, Int 6, Wis 12, Cha 13

Feats Alertness, Dodge

Skills Hide +8 (+12 in shadowy illumination;
illumination)

CR1

works on objects),

+4 in bright
 Listen +7, Search +4, Spot +7

CR8
hp 58 (9 HD)

NE Medium undead (incorporeal)

Init +2; Senses darkvision 60 ft.; Listen 49, .Spot +9

AC 14, touch 14, flat-footed 12: Dodge, Mobility

Miss Chance 509 (incorporeal) :

Resist turn resistance +2

Immune paralysis, sleep, mind-affecting,
disease, death effects, critical hits,
ability drain, energy drain, damage
scores, fatigue, exhaustion

Fort +3 (auto succeed unless effect works o
Ref 5, Will +7

Speed fly 40 ft. (8 squares) (good)
Melee incorporeal touch +6 (1d8 Str)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp —

Atk Options Spring Attack

Abilities Str—, Dex 15, Con —, Int 6, Wis 12, Cha 14

Feats Alertness, Dodge, Mobility, Spring Attack

Skills Hide +14 (+18 in shadowy illumination, +10 in bright
illumination), Listen +9, Search +6. Spot +7

poisen, stunning,
nonlethal damage,
to physical ability

n objects),




Once battle begins, the dark priestesses will use a darkbolt
from their staffs of the shadow wan, spreading the rays out to
daze as many PCs as possible. They'll avoid melee ifthey can,
making a fighting withdrawal out whichever exit the PCs
didn'tarrive from. If two dark priestesses are wounded, then
the third dark priestess casts sanctuary and begins using cure
spells on her comrades.

Attracting Attention: If a bridge collapses, turn (o
encounter R14 and add 3 check marks, then return here. If

FEATURES OF THE AREA

1)[3.“3 (]r S!lal}.ﬂ“" Tl‘:lits: S't.‘e Pag(’. 7:2

Tunnel: This 300-foot- long tunnel goes northwest to a req
R7. It has a number of sijglﬂ burns and gcntiu up- and
clown-slopes.

Suspension Bridge: 3 in. thick; AC 4. hardness &; hp 30,
break DC 23, {

The statistics above are for a 8-foot section of ||r]:lg!:, L

someone t.lc'.-‘tm_\'s two adjacent bridge sections running the

the PCs destroy the shadow bellows, turn to encounter R14 _
and add 4 check marks, then return here. If one or mote dark
priestesses successfully escape the PCs, turn to encounter
R14 and add 5 check marks, then return here. ;

Once the combat is completed, refer back to page 117 to
continue the adventure.

[t takes a full-round aclion to pnI] the valuables offa corpse,
soa PC must be adjacent to the hier when the Jamly appears.

If the PCs want to [1];-1}: grave robber here, let them—the re-
sull ing {ig]ﬂ;s with the shadows will ensure that they can't do
80 iut:le]:inil:e'y, e

Shadow Bellows: 10 foot-wide; AC 3; hardness 5;1:[: 50;
breal DC' 25; strong conjuration; C1. 16th. .

If the bellows takes more than 25 points of damage, it sends
outa blast wave of hlack enerdy, deal ing 10d6 points ol da mage

e 2Rl {RC_HQ;-: DT 15 hall).

! width of the lrrinfgc, then it co”apscs. Anyone on it falls to t|1cl-'
'?_canyon'f-]pur. Creatures that [all off the bridge tale 3d6 poinls
T‘.gf'dnmugc plus 2d3 points of nanlethal damage if they're above

1 This circular, .:u:s:urtl:‘un-style 1'30]]0“!5 moves up and down

of its own volition. A crealion of Despayr, the bellows is ex-

the water, and 816 points of damase if t!_w_v_ aren L.

This 150-[()L1f~1011§ In-i[]gu leads to area R12, If the PCs are
on Lhe bridge, then they can see [aint lights at the other end
'[l'i‘le continu :ffﬂ-mi(' posts in drea R12). ;

Biers: 3 [ l:!1ic!z; AC 4: hardness 8 }1}1 540; hreak
LG Ko FE 3

o 1t costs: 2 squares of movement 46 enter these symares., A
ediumtharacter can ho pupon top a‘{;.t_lw Si_er with asncaesss
DO 10 Jump check (no running slarl required), A Small
_ulml."é{:tér ¢an jump up with a succcssfu_l DC 1O fJump cheek
H{(DC 20 wjf]mut'.'a. running starl), or climb up with a successul
DC 15 C-.‘_l‘-imi:' c'.]!l_c'é‘!:. A cl'la.ractpr stfu_uiing on the biex dains
‘r: +1 bonus on melee attacks against opponents on the groum{.

A l:icr_ provicl'e's"i':ﬂve'r. ' ; i
" Every round at initiativecount 0, any cozpse in this room
'.Llisappears, whether it's ]yingon a bier ornot. 'T]Hj:n voll d6 and
d4. The d6 determines which bier receives a new COrpse, ac-
. cording to the numbers ontthe map. The d4 determines the
nature of t_he_ corpse (see ]:u.'low). Other aspects of the Corpse—race,
sex, age, level f cleca'y, and 50 on—are ap to you; be creative
and e_tjnphasizc t]'_le vaiiely of badies lrrin-.ﬂy {Iiclcering into ex-

' istende: 11ére. -

I Richly appointed corpse. with jewelry on it worth

244100 gp. The jewelry is obvious, even from across the
/ fq_um.- ' A ;
~ 2: Embalmbed corpse, nathing of value
l 3: Fre;sl)'].i_ml}-—stin L]eeglng or cause of death otherwise
| apparent.

&

o4 ];j.iu];ﬂy appointed corpse with jewelry on it worth
244X T100%p. 11 the body is touched or damaged, cach bier

. G;:ierat'es a shadow {six i u”), or the hier heneat]n the corpse |

gcﬁera,ff(-.s a éingle gre_ater slaa'ﬁ}.q?w._' R‘”“ é!'%f_lu [-igure out which
result happens: 0150 six chadows, 51-100 one greater '
-shadmv-;i;”\e shadows fight the PGs until slain. ;
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tracting the essence of the Plane of Shadow and ma;:,icu“y

transporting it towardithe ritual chamber in area R13.
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E st Barracks

"Encounter Level 8

setu i

The minions of Shar in this room are off dury and dis-
tracted by chores, so the PCs will have to walk into
their barracks or make a lot of noise outside to get their
attention. The two dark disciples (D) are cleaning their
equipment and sharpening weapons (Spot —4, Listen —4).
The dark priestess (P) is concentraring on praying to Shar
(Spot —2, Listen —2). The shadow mastiff (M)iis sleeping
(Listen —2). If you're making a Spot or Listen check for
the NPCs, remember to penalize them for distance (1 for
every 10 feet of distance to the source of the noise).

When a PC looks into the cave, read:

Three gray-skinned humans stand in this chamber.
Two bear longswords and shields, while the third
holds a black staff.

When the PCs see the shadow masriff, read:

Invisible in all but the brightest light, this man-
sized hound has a smooth black coat and a 4
monstrous, toothy visage.

2 DARK DiscIPLES | CR 4

hp 34 each (4 HD)

Male and female dark human fighter 4

NE Medium humanoid

Init +5; Senses darkvision 60 ft., superior low-light vision;
Listen +1, Spot +1

Languages Chondathan, Common

Tactics

tunnel and {lee toward area R10. Because they're fast for

AC22, touch 11, flat-footed 21; Dodge
Resist cold 10

Fort +6, Ref +2, Will +2

Speed 30 ft. (6 squares, can't run)

Melee mwk longsword +9 (1d8+5/19-20)
Ranged heavy crassbow +5 (1d10/19-20)
Base Atk +4; Grp +7

Atk Options Spring Attack, Dodge

Combat Gear potion of cure moderate wounds

Abilities Str 16, Dex 13, Con 14, Int 8, Wis 12, Cha 10

SQ hide in plain sight

Feats Dodge, Improved Initiative, Mobility, Spring Attack,
Weapon Focus (longsword), Weapon Specialization
(longsword)

Skills Climb +5, Hide +2, Intimidate +7, Move Silently +0

Possessions comnbat gear plus +1 full plate, heavy steel
shield, masterwork longsword, heavy crossbow with 10
bolts

The dark disciples make spring attacks right away if they
can, while the dark priestess will cast sanctuary, then try
to heal the disciples each round. )

Don't forget to have each dark disciple select a Dodge
target each round. Unless the dark disciples take a PC
down in the first round, they try to mancuver out of the

heavily armoted creatures and have the Mobility feat, they

DARK PRIESTESS : CR4

hp 25 (4 HD)

Female dark human cleric 4

NE Medium humanoid

Init +1 -

Senses darkvision 60 ft. if armor of darkness aclive;
Listen +3, Spot +3

Languages Chondathan, Common

AC 17, touch 11, flat-footed 16 (AC 22 with armor of
darkness active)

Resist cold 10

Fort +5, Ref +2, Will +7 (+2 against holy, good, or light
spells from armor of darkness)

Speed 30 ft. (6 squares)
Melee mwk longsword +6 (1d8+2/19-20) or
Melee spontaneous inflict moderate wounds +5 touch
(2d8+4, Will DC 15 half) or
Melee spontaneous inflict light wounds +5 touch (1d8+4,
Will DC 14 half)
Ranged 4 darkbolts (from staff) +4 ranged touch (2d8 plus
dazed 1 round; Will DC 17 negates daze)
Base Atk +3; Grp +5
Combat Gear staff of the shadow war—3 charges; either
armor of darkness (FRCS 67) or darkbolt (FRCS 68)
Cleric Spells Prepared (CL 4th):
2nd—cure moderate wounds, detect thoughts® (DC 15),
hold person (2) (DC15)
Tst—cure light wounds, doom (2) (CL 5th, DC 14), divine
Javer (CL 3rd), obscuring mist®
0—-cure minor wounds, detect magic (3), resistance
D: Domain spell. Domains: Darkness, Knowledge

Abilities Str 14, Dex 13, Con 12, Int 8, Wis 16, Cha 10

SQ hide in plain sight

Feats Combat Casting, Martial Weapon Proficiency
(longsword), Shadow Weave

Skills Concentration +8 (+12 casting defensively), Hide +8,
Move Silently +4, Spellcraft +6

Possessions combat gear plus +1 breastplate, masterwork
longsword

Hide in Plain Sight (Su) Can use the Hide skill while being
observed and while lacking cover or concealment,
except in natural daylight, the area of a daylight spell, or
similar magical light.

Hook “Mistress of Night, watch over us!”

Hook “For the dark glory of Shar!”



SHADOW MASTIFF
hp 30 (4 HD)
NE Medium outsider (extraplanar)
Init +5; Senses darkvision 60 ft., scent; Listen +8, Spot +8
Languages Common (understand, but cannot speak)

CR3

AC 14, touch 11, flat-footed 13; Dodge
Fort 47, Ref +5, Will +5

Speed 50 ft. (10 squares)
Melee bite 17 (1d6+4)
Base Atk +4; Grp +7

Atk Options trip

Special Actions bay

Abilities Str 17, Dex 13, Con 17, Int 4, Wis 12, Cha 3

SQ shadow blend

Feats Dodge, Improved Initiative, Track?

Skills Hide +8, Listen +8, Move Silently +8, Spot +8,
Survival +8 (+12 tracking by scent)

have a reasonable chance at getting out of the cave alive. The
dark priestess will try to follow as best she can.
The shadow mastiff uses its shadow blend ability and har-

and dark priestess succeed in fleeing out of earshot, it bays,
hoping re further delay the PCs as it makes its own escape.

FEATURES OF THE AREA
Plane of Shadow Traits: See page 72,
: : Si]:‘l'lll'l\v Bellows: 10 Eunt—\\rhlu; Al
9. }mi'('lﬂyé'é”é"'&; ]:p 50; break DC 25}
Slrong 'é{;i;ju;;atim:: CI., 16th. '
If the bellows takes move than 25
points of damage, it sends out a blast
wave of black energy, len]ing 10d6
points nﬁlﬂm.:.lpe ina 20-foul radius ~
{[Reflex half DC 15).
Y Tliie cirenlar, 5'\:;:011!}_1_"1 st_\._zle hel- -
lows moves up and down cr‘.nc. its own
1 volition. A creation of Dés't)qy;-, the
bellows is extracting the ::s.;{uglce'of
the Plane of Shadow au&"r:"alé;g'iul”_v
Stransporting it doward the vitual
oM v ler in arca R13,
Bba:_ Abheds about l-lfg [eel
tall, gb a 8miall character can |mp
up an top of it with a successful
o 10 Jump check that costs 2
squares of movement (no nning
rbrequired). A Medium character
o« si_mp]%—}!-el:l up on it, a move
that costs 2 squares of movement,
A character per{.’}:ed atop a bed
gains a +1 lonus on melee attacks
against opponents
?mu"d ] |
A bed can be tipped up as a
move fa&tion with a sicecessful
DC R\EIangth c]:gclz. 1’:&1:@31

provic[es;cover.

'U'.l'.l t]’l ¢
—y
1

ries the PCs to cover the guards' escape. If the dark disciples,

Bay (Su) When a shadow mastiff howls or barks, all creatures
except evil outsiders within a 300-foot spread must
succeed on DC 13 Will saves or become panicked for 2d4
rounds. This is a sonic mind-affecting fear effect. Whether
or not the save is successful, an affected creature is
immune to the same mastiff's bay for 24 hours. The save
DC is Charisma-based.

Trip (Ex) A shadow mastiff that hits with its bite attack can
attempt to trip the opponent as a free action without
making a touch attack or provoking an attack of
opportunity. If the attempt fails, the opponent cannot
react to trip the shadow mastiff,

Shadow Blend (Su) In any condition of illumination other than
full daylight, a shadow mastiff can disappear into the
shadows, giving it total concealment. Artificial
illumination, even a light or continual flame spell, does not
hegate this ability. A daylight spell, however, does.

Hook Bays in fury whenever bright light shines upon it.

Attracting Attention: If the PCs destroy the shadow

bellows, turn to encounter R14 and add 4 check marks, then’

return here. If anyone gets away from the PCs alive, turn to
encounter R14 and add s check marks,

Once the combat i$ completed, refer back to page 117 to
continue the adventure,

]

Steep Stairs: Characters moving upsteep stairs musl spenc{

- =
'2 squares of movement to enter cach square of stairs. Characlers
running or charging down stecp stairs must succeed on DC 10

Balance checks upon entering the first steep
stairs square. Charac-
ters who [ail stumble
and must end their
movement ch.2><5 foel
later. Characters who

fail l)_\r & or more lake

16 points of damage
and fall prone in the

square where they end
their movement. Steep

stairs increase Lhe DO of

Tumble checks by 5.

West Stairvcase: This

[ wa_.]lzwa}r hugs the oliff face

[or about 100 feet, dradu-
aHy-ascm'lﬂing-with flights
of staire at irregiilar inter-.
vals. At the top _g:_f the
staircase iz a 200-foot
suspension bridge that rises
to encounter areh R7. |

East Staircase: Thiswalk-

way ascends along the oliff

face for about 100 feet, then
turnginto a 200-foot suspen-
sion bridge that rises Lo en-

counter area K10, g

i ,.J
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"Encounter Level 8 SHAALABHAK THE MIND FLAYER CRS
hp 44 (3 HD)
= NE Medium aberration
seTu g Init +6

With a Listen modifier of +11, Shaalabhak (S) has a good
chance of hearing the PCs as they approach. If it does, it
activates irs levitate spell-like ability so it can hover in the
middle of the room, safe from most melee attacks.

When the PCs approach the precipice within this cham-
ber, read:

As you peer over the edge to try to see what's
beyond, a horrid creature with tentacles
surrounding its foul mouth rises into the center of
the room with a whoosh. Tt dresses like a
humanoid, wearing tattered black robes, but its
entire appearance seems alien and wrong. Tt vaises
ifs tentacles toward you.

Below the creature ave six iron cages, at least
some of which hold humanoid creatuves that start
yelling, “Save us! Help!” There are three ironbound
chests, with glowing sigils on their lids, at the base
of the east wall. ‘

Behind you aye two suspension bridges—one
heading northwest and one going west.

L]
TAQCTICS : !
Shaalabhak has an excellent chance (Listen +11) to hear
the PCs coming, and it'’s vain enough to make a dramatic
entrance. When the PCs approach the ledge, it levitates
upward with a whoosh and uses mind blast on as many
PCs as possible. \

Atthat point, Shaalabhalc’s actions depend on how many
PCs tnake theirsaves. 1f most of the PCs are stunned, then
Shaalabhalk rises the rest of the way to the ceiling (another
20 feet) and pushes itself with its hands toward the preci-
pice. The round after thar, it starts attacking a PC with
its tentacles, so it can extract the brain in the following
round. :

If the PCs still look dangerous or have not been stunned,
Shaalabhak remains floating 20 feet above the floor of
his chamber, and it uses mind blast again. Unless the PCs
can deal a lot of ranged weapon damage, Shaalabhak uses
mind blast in every round until the entire party flees or is
stunned. :

As you run this encounter, keep close track of stun
durations—the ability of a PC to rejoin the bartle halfway
throughis key. And don't forget that Shaalabhak has spell
resistance 25, which will make it hard for PCs to knock
the mind flayer out of the air with magic.

138

Senses darkvision 60 ft., Listen +11, Spot +11
Languages telepathy 100 ft., Undercommon

AC 15, touch 12, flat-footed 13
SR 25
Fort +3, Ref +4, Will +9

Speed 30 ft. (6 squares)

Atk 4 tentacles +8 (1d4+1)

Base Atk +6; Grp +7

Special Actions mind blast (DC 17, stun 3d4 rounds),
improved grab, extract .

Spell-Like Abilities (CL 8th):
At will—chaym monster (DC 17), detect thoughts (DC 15),
levilate, plane shift, suggestion (DC 16)

Abilities Str 12, Dex 14, Con 12, Int 19, Wis 17, Cha 17

Feats Combat Casting, Improved Initiative, Weapon
Finesse

Skills Bluff +11, Concentration +11 (115 to use spell-like
ability defensively), Diplomacy +7, Disguise +3,
Hide +10, Intimidate +9, Knowledge (the planes) +12,
Listen +11, Move Silently +10, Sense Motive +7,
Spot +11

Possessions key to the cage locks

Improved Grab (Ex) To use this ability, Shaalabhak must hit
a Small, Medium, or Large creature with its tentacle
attack. It can then attempt to start a grapple as a free
action without provoking an attack of opportunity. Ifit
wins the grapple check, it establishes a hold and
attaches the tentacle to the opponent’s head.

Extract (Ex) If Shaalabhak begins its turn with all four
tentacles attached to an oppenent and makes a
successful grapple check, it automatically extracts the
opponent’s brain, instantly killing that creature.

Hook <<You're tampering with forces you don’t even
understand, fools.>>

If reduced to'8 hit points or fewer, Shaalabhak activates
its plane shift ability and departs the Plane of Shadow, never
to return, " :

Attracting Attention: None of the other denizens goto
Shaalabhak’s lairif they can help it, so only an attack on the
bridge or Shaalabhak chasing off the PCs will get Despayrs
artention. Ifabridge collapses, turn to encounter R4 and
add 3 check marks, then return here. If the PCs confront ¥
Shaalabhak but it remains:on the Plane of Shadow, turn o
encaunter R14 and add 5 check marks, then return here,

Onge the combat is completed, refer back to page 11710
continueithe adventure. A % |
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; the PCs. L]u\' don’t know what lies beyond

1 iIH"' Ltl l!!li’ll.l’ J.l]l.. ]1}'1 oners (’lI"d dl.#l.l 117{.‘

._cllsglualmg Llwﬁglrts. made l'luc;-n do u*_.",ly
'-lh'mgs using  its charm and suggestion
o powelsy andcaressed M hEAds with i

.._1_\“_\)“5 that the ]1.11{111_11:31 Smote is evil. [
0 the PCs make ansissue of it, he arsues

/ t
FEATURES OF THE AREA

Plane of Shadow Traits: See page 72.

Precipice: [t'sa 30-foot drop tothe flooy of the chamber from
the ]ctlge 1)_\‘ t}‘le,LIt'?Ul‘Wﬂ_\’S. Because mind |.]<1‘\'{.'r.-- can levitafe at will,
Shaalabhak hasn't installed a staircase or ladder. Climbing up
J.|m L.II.‘iIIIiH‘I' \\'.E”.‘—l l'l.‘i]l]il‘l.‘E i 31]1_'-&'(.'5'5{"“] [)C 2() '\.T!il‘lll! C}i\.‘t‘i\‘.

Iron Cages: 1 in. thick; AC b; harduess 10; hp 30; break
D 24 Open Laock DC 25 -

The statistics ahove represent a sing]u bar; several hars migl][
nced to 1)&.‘ tlc:"ll‘l}}'{.‘(l to ITh'lIic Cm.diél] sphace 1'-01‘ acreabure to SO
through. A cage is 10 feet high (Climb DC 15), and the bars are
:I'uug:jlll'}"-;' inc.!m.-‘h-npurl, [tis rooled with more iron bars. Creatures
attacked throush a cage have cover (+4 AC, +2 on Reflex saves),
but l]'u"}f have an effective Dex terity OF 0.

Four of the cages mu-rmulf_v hold one victim cach. Shaalabhalk
l:ccps the lec).' to the cages in the pociaet of its robes.

Cage 1; This cage holds Durgen Glintstone (LG male dwarf
leric 2 [}\'lnmdin]; 2 hp).

Cage 2: This cage holds Tholwick St,\'lcs (N male luuuan a{lept
| Ilp}. 3

Cage 3: Emipty.

Cage <: Emply.

Cage 5: This vage holds Karcem Hastith (LG male human
paladin 2 [Tyx]; 2 hp).

Cage 0; Thiscage holds Smote (NE male halfling rogue 3/wizard
g ]rg_l).

Prisonct‘s: H Erced, il}e prisoners l]'_v to erl_\f oul Hl‘ ”m Wy
tluriug the figfat.'{\f‘tur\varrj, LIwy ask the PQs if there'sa p]ace for
then to rest m‘e.-n":_\- where i.lw)'r m_igh‘l Tecoup their Stl't'llgfll before
making a bid to return home. They won't fight Despayr with the
R and Llwy.arcn't c(m[‘i(!f_‘nl‘ mmugll l']'m.i: tl‘u: PCs will succcecl

q_—;.‘bl'la.{' theyavewilling ta stick around. They ask for whatever couip-
_ment the'PCs can spare and then head out

shether the PCs help them nr not.
The prisaners have little of value Lot ”

|10nr Hl-mala].vlmie [nrltllut l]u‘m W 1[I| i

tentacles and mppecl at their %‘nlpa

Note that the e aladin pr tht}nirl\nrum

vociferously in Smotds defense. Smote
put oni the bravest face ,:]uriné_*, their cap-
Eivity, of'furing them all some levi_ty. in
ﬁpitelqr the torture the myingd [:]ayt:r would
inflict upon ‘l'n m, Kareem sdys as nmuch
and alsonotes that whatever t]:e ]15] flin és
crimes; he has ]_]rl]l.J. for them ];_'yinim].uring
the mannernwhich he has been treated.
The other prisoners agree with Kareem.
Smote nmrély stands and looks contrite:
He wants to get back to the Material

Pla neso that he can determing if he

ueuds'to avenge himsell upon hissister,

Smile, Wb
the [prnple 1m! seek aing Myetras Sacred
Trust. T ilc. PCs 'IITIIi‘I'It have [uuhlri
Smilecarlier (see page 22).

o tan.ul him into going to

If the PCs decide toattack Smote, the other NPCs leap to his

deflenze. They haye no equipment but what the PCs gave them,

and none has more than 4 hit poiinls, so the battle will be a siaugl‘ltcl'
i the PCs use lethal force, No statistics hlocke are provided; simply
assume the PCs attacks hit and the NPCs fail their saves. Even
if the PCs just Lill Smote, the NPCs take mn{n'agu and will report
it as murder to the authorities in Wheloon should tllc_v make it
back to the Material Plane.

Cllcsts: 'I‘IW.‘ I'I'Iil‘ld Ha,\'\:r I!dﬁ tl'lruu t.'|||:=.5l5 wil El gluwing Tunes
on them tjmt he lamugl!l 1101‘0 'Frbm one of I'llis jaunts to another
plane. Each is unlocked but hears a magic trap that goes off if
anyone but Shaalabhak touches it. Note that if a chest Irap is set
off, it might kill prisoners in the area of the effect.

North (:"w:?!—-ﬂf._-gf-:hefus; bolt trap; €R 3; magic device; touch
trigger; no reset; spc” eHfect {J}fgf?frrfn_q bolt in a line to the wesl,
caster level 5th, 56 electricity, Reflex DC 14 half); Search
DC — (ohvious); Disable Device DC 28,

This chest }10](14 moztj\r worthless \.loii‘um‘ and othier person: al
eflaa 18, hit theres a total of 30 gp 1n various c}.(.nm‘mnalmn: nf
coinage as well. :

Center Chest—Ice storm tr. ap; CR 4; magic device; tonch tri igder;
no resel; :-1}&.” elfect (fee storm fills the lower part of the room;
caster level Zth, 3d6 IJ]ucI]i.:!enui'ng and 246 un[:j, no save); Search
DC —(obvious): Disable Deviee DT 29.

Here Shaalabliale L: sop humanoid brains in jars full of brine.

South € fre#——rlra trap; LR 4 magic devic i lonch Lrigger; no
reset; spell effect (fire trap in a S-foot radlu-,-, caster level 7th,
1d8+4 fire, Reflex DC 16 half); Search DG — (obvious); Disable
Device DC 29.

This chest is empty.

quepensmn Bnc[geu 5 in. IImL, AC 4 hardness 5 :I!]\ 30;
lm.nL DC2
The statistics above are _fm' a5-foot section of in'i(i.fic. If someone
destroys Lwo adjacent bridge sections running
|.'l‘.l|‘: i\'idl]l uf []w
l)ridg’e, then it col=
|.'l|Jsus. Amnyone on it
[ﬂHs ta t}'le canyon
floor. Creatures lllai
fall off the bridg de take
10d6 points of Jamar_u
p]us 2d3 points of
"ln\]l‘.ll'“]] lln'l'”]-lglf {!-
t[wy're above the water
and 15d6 points of
(Lin'mgc I[ I|1L-y aren L.
The northwest bridge
is 200 feet ng and
:‘jraclua”__\l descends b
area RO, The west bridse
heads straight across the
canyon 200 teattoanin
island p]ateau and area
R11. If the PCsaréona
l:ridge, then theycan see
faint lights at the other
end (the conthitual j;’:mrc
posts in encounters RY

al‘l(.l [“. ] 1 ]- %
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UNTER RII

THE B LoaTinG STairs

‘Encounter Level 7

S€tup 3
The encounter begins when the PCs enter. At this point,
there’s little point to preamble unless the PCs are being
stealthy; just get on with the battle. The mezzoloth (M)
and vargouilles (V) are ready for combat.
If the PCs try to sneak through this room, let them Lry.
A series of high-stakes standing long jumps js fundamen-

tally incompatible with making Move Silently checks, so

they'll need an unusual plan to succeed,

When the mezzoloth sees the PCs, read:

The slrange four-limbed bei ng makes a growling
noise that is part greeting and part warning and
then adopts g fighting stance.

TQCTICS
The mezzoloth uses its cloudkill ability in the first round.
It can either set it so the PCs are within the cloud’s lead-
ing edge (so they have to move through it) or it can center
the cloudkill on itself (if the PCs are already nearby). The
mezzoloth is immune to poison, so it doesn't need to worry
about its own eloudkill,

MEZZOLOTH CR6
hp 84 (10 HD); DR 10/good
NE Mediumn outsider (evil, extraplanar, yugoloth)
Init +5; Senses darkvision 60 ft.; Listen +13, Spot +13
Languages telepathy 100 ft., Abyssal, Draconic, Infernal

AC 21, touch 11, flat-footed 10

Immune poison, acid

Resist cold 10, fire 10, electricity 10; SR 22
Fort +12, Ref +8, Will +7

Speed 40 ft. (8 squares)
Melee +1 trident +15/+10 (1d8+4/19-20)
Base Atk +10; Grp +13
Atk Options Power Attack
Special Actions summon yugoloth (mezzoloth, 40%
chance)
Spell-Like Abilities (CL 10th):
At wi”—:'mm-ﬁ'm' (DC 13), darkness, desecrate, produce
flame, see invisibility
2/day—cloudkill (DC 17), dispel magic, greater telepori
Abilities Str 16, Dex 12, Con 21, Int 8, Wis 10, Cha 14
Feats Improved Critical (trident), Improved Initiative,
Power Attack, Weapon Focus (trident)
Skills Hide +14, Intimidate +15, Jump +20, Knowledge (the
planes) +12, Listen +13, Move Silently +14, Spot +13
Possessions +1 tridenl ;

Hook Speaks in Draconic, “Let me slay you cleanly. It’s
better than what Despayr will do to you."

.

The vargouilles stay out of the area of the clotidkill and
wait to shriek until a PC exits (so that the PC can see it
clearly). The vargouilles stay out of melee and out of sight |
unless using their shriek ability. If one succeeds in parg-:
lyzing a PC, they both move in to kiss the PC repeatedly
until it seems their kiss ability has taken hold. They avoid

2 VARGOUILLES CR2
hp 5 each (1 HD)
NE Small outsider (evil, extraplanar)
Init +1; Senses darkvision 60 ft.; Listen +5, Spot +5
Languages Infernal

AC 12, touch 11, flat-footed 11
Fort +3, Ref +3, Will +3

Speed fly 30 ft. (6 squares) (good)
Melee bite +3 (1d4 plus poison)
Base Atk +1; Grp -3

Atk Options poison (see below)
Special Actions kiss, shriek

Abilities Str 10, Dex 13, Con 12, Int 5, Wis 12, Cha 8

Feats Weapon Finesse

Skills Hide +9, Intimidate +3, Jump 420, Knowledge (the
planes) +12, Listen +5, Move Silently +5, Spot +5

Shriek (Su) As a standard action, a vargouille can let loose
a terrible-shriek. Creatures within 60 feet who hear the
shriek and can clearly see the vargouille must succeed
on DC 12 Fortitude saves or be paralyzed for 2d4
rounds or until the vargouille attacks them, goes out of
range, or moves out of sight. A paralyzed creature is
susceptible to a vargouille’s kiss. A creature that
successfully made its save cannot be affected by that
vargouille's shriek for 24 hours. This is a mind-
affecting fear affect. .

Kiss (Su) A vargouille can kiss a paralyzed creature with a
successful melee touch attack. The touched creature
must succeed on a DC 15 Fortitude save or transform
into a vargouille within 24 hours. Roll 1d6 for each
phase of the transformation to see how'long (in hours)
each lasts. Once all four phases are complete, the
victim’s head detaches from the body and becomes a
vargouille. The transformation can be delayed by
sunlight or a daylight spell, but it requires a remove
disease spell to be reversed.

Phase 1: Hair falls out.

Phase 2: Ears grow large and leathery.

Phase 3: Tentacles sprout from chin and scalp, and
teeth become long and pointed.

Phase 4: Victim takes 1 point of Intelligence and
Charisma drain per hour.

Poisen (Ex) A creature damaged by a vargouille must
succeed on a DC 12 Fortitude save or be unable to heal
the vargouille’s damage naturally or magically. A
neutralize poison or heal spell negates the effect, while
a delay poison spell allows magical healing,

Hook The vargouilles shrick to each other and the
mezzoloth in Infernal, talking about who to attack and
their desire to make more vargouilles. '
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actual melee or otherwise endangering themselyes, and if
the mezzoloth falls or their shricks affect no one, they (lee,

If the party uses flight magic to get around the toom, the
mezzoloth will try to use an area dispel magic to make those
spells go away. One of the side effects of this strategy is that
itmight knock out some of the floating steps. Once the mez-
zoloth sees a step fall, it remembers rthe idea with glee, and
will try it again with its second dispel magic whenever it can
get multiple PCs together.

If the PCs survive the first doudkill, the mezzoloth starts
a second one, using greater teleport to gain distance first if
necessary.

The ‘mezzoloth doesn't use its summon yugoloth ability
(doing so'would violate its contract with Despayr) or produce

FEATURES OF T1E AREA

Plane of _Sl'mclow Traits: See page 72,

Floating Steps: The elevation above the chamber floor iz
marked on'each step— ~and that's also how yiou know how much
it hiirts when a PC falls off a step.

PCs with the ;l]‘}ilily I.oﬂ[u oL'_;{mz.l‘.!mr_}f;ffmlt get to the bottom
of the l:}'h_ll'l‘lliel' with no Jifi:ii:uhy (other than the c]m”enge

‘posed ];y the mezzoloth _.:jum'u[in.g the stairs). The walls are faicly
“smooth, requiring DC 25 Climh checles to descend,

PCs can also male standing long junips to gel [rom step to
step— that's what the mezzoloth does.
Jumping a 8-foot gapis DC 10;a 10-fool
dapis DC 20. Larger jumps are po:‘.siuc
{ﬂ'.l' |.'['lé' nl;-lgii,‘a“_v aicch; .-‘il]'l.pl]{ I.'.-ll'(u [i‘lu
]f_:n-_:th-nf_l'}jnq gap in feet and double it
to get theJu mp DC. Tell the plavers what

the actual DC number is analogous to

Iliw PC'sinstinctive sense of how hard

the jump ds.
if you attempt a Jump: check un- >

Sthe DE by 5 or more. Any sucvessfal -

redizces any {a]ling ciamagell}y 1d6.
A failed check results in a{a,ll You
can’t make a Jump check to “jump
down” and reduce the damage after
a failed Jump check, hut you can at-
tempta Tumble check when you land
to reduce the clamagc'tlmt way.

Jumpers trying ta isccncl & feet
inaddition tp covering the distance
must beat the normal DC v 10 or
make a suocessful DT 15 Reflex
save Lo grab the destination stair
3({ that Tf'm_\._r can elimh an.

The mezzoloth has a Jumproodi-
{igi- L'Jf+2(j', 20 1l mrtomatiun”y
sicceeds on 5 (oot and I.Onfqoi:
jumps down, and at 5-lool jumps

when i asconds 5 Eeet.
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flame (it can't make the Spellcraft check required to ignite it _

on the Plane of-Shadow).

The mezzoloth fights until slain,

Attracting Attention: If the PCs reach the breaking point
for a Despayr intervention in this room, you might as well
wait—he’s in area R13. Do the check marks anyway, in case
the PCs decide to retreat or manage to circumvent area R13.

If a vargouille escapes; turn to encounter R14 and add 3
check marks, then return here. If a bridge collapses, add 3
check marks. '

Once the combat is complered, refer back to page 117 to
continue the adventure,

Dr'spefnh‘rg.']: can tempararily negate the ]’]Ud“ng power of the
steps, A suecessful DC 16 caster level check iz sufficient to
send a step tumbling to the ground. It rises back into place
1d4+1 rounds later, A step weighs 400 pounds and of course”
deals significant Jm:mge to any creature-under it when it falls.
Provided the step lalls at least 10 feet, damage dealt is equal
to 2d6 + 1d6 for every 10 feet n{.[a“in; distance heyond thie
first 10 feel.

Suspension Bridge: 3 i, thick: AC 4 hardness s 11p 30;
breale DC 23,

The statistics above are for a 5-loot section of bridge. 1f
someone Jeslro}'s two adjacent IJri:]g_-:u
i seations running the

width of the bridge,

thenit o -Hapscs. Any-
ane on it falls to the
canyvon floor. Creatures
that fall off the 171.'iclgc
take 10d06 points of
CJrlilli]gl.' plus 2d3 points
of nonlethal damage if
tl‘u:_v're above the water
and 15d6 points of
clmnag'e if tlmy aren't,
J].ll‘l"lS 200-{()Ut—]mlg
Lridg‘v leads cast to area
R10. If the PCs are on
the ])l'itlgc, then I;I'xey carn
see faint Iights at the other
end (the continual Slame
postsin area R10),
Tl.l]'l.nels: \.:"l'l(_' 100‘-
fi ml—loug tunnel leads west -
toarea R 12, :'-]clping upward
sharply. The other tiunnel
goes 100 feetina generally
sonl'lnve::lvrhr girc‘:bimi.
ending at area R13.
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"Encounter Level 9

setu 3
The flameskulls (F) don’t move until the PCs touch a hook,
which means they should get a surprise round unless the
PCs attack first.

When a PC touches or damages any of the books in the
room, read:

You grab the book, and suddenly n” the skulls in
the room flare to greater brightness and become
obscured by a bright haze.

TQCTICS
The tlameskulls begin by using blur in the surprise round,
and then mirror image in the following round. Each round
thereafter, one uses firehall, two use magic missile, and two

use ray of exhaustion. They cycle through their uses of

fireball and their other spell-like abilities, so that by the
time the fifth flameskull has used fireball, they all have to
rely on their fire rays. The ceiling is 15 feet high, putting
them out of reach c:fmelee combatants unlessa PC climbs

Boo&quLF (OR TABLE) OF
}«mr Protrcrion -

Price: 4,000 gp (table 2,000 gp}
nc)([y "'llot
Caster Level: 51}1
Aura: faint; (DC 17) a]J}um.ti(m

Acltivation: —

Weiﬁ_{l‘kt: 350 1h. {_’];_;1!:1&: 160 1b.)

"Baoia:a‘jie.’;{' Thistbeautifully crafted bookshelf is made to last. It’s
~ thick sf;ef!_;es are made of a hard gray wood. The E-aa»ésfreff is 10
feet r!ang and O feet tall. and looks quife fm_:my.

'H:HB T!ﬂs starJy table is made af thick gray wood and carved
with i mages o}{ shulls.

Any object -touehiug a baokshelf or table of f:’m protection is
immune to [ir‘e, and the magic item itself is immunie to fire.
Auv crealure touc].ung a fwoksl’wffnr ta”e offm. proteclion
dains resistance ta fire 5 and cannol he set n“anw
Prerequisites: Craft Wondrous [tem, resist ener. quy.

Cost to Create: bookshelf 2,000 gp, 160 XP, 4 &ayn,
table 1 000 gp, 80 XP, 2 cldys,
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a bookshelf or stands on a rable. The flameskulls do nof
leave the room, and they fight until destroyed. Note that
if the PCs linger for an hour in the room ar return hours’
later, the lameskulls will have le]uvemred (if destroyed)
and atrack again.
Attracting Attention: Let your own sense of timing ba
your guide. Despayr is in the next room, so it might no*
be worth i to track his hit-and-run attacks anymore, Do
so only if the PCs are going to retreat or they might oths
erwise miss encounter R13. If a bric]ge' c.ollapses, turn o
encounter R14 and add 3 check marks, then return here.
Once the combar is completed, refer back to page 119to
continue the adventure. . :

5 FLAMESKULLS - CR4
hp 26 each (4 HD); fast healing 2; DR 5/bludgeoning
LE Tiny undead
Init +8; Senses darkvision 60 ft.; Listen +10, Spot +10
Languages Common, Draconic, Infernal, Thorass

AC 19, touch 16, flat-footed 15

Immune cold, fire, electricity, paralysis, sleep, mind-
affecting, poison, stunning, disease, death effects,
critical hits, nonlethal damage, ability drain, energy
drain, damage to physical ability scores, fdtrgue
exhaustion

Resist turn resistance +4; SR 19

Fort +1, Ref +5, Will +5

Speed fly 50 ft. (good)
Ranged 2 fire rays +8 touch each (1d8 fire)
Space 2-1/2 ft.; Reach O ft.
Base Atk +2; Grp 10
Spell-Like Abilities (CL 4th):
At will—detect magic, mage hand, ray of frost (-
ranged touch)
3/day—blur, magic missile, ray of exhaustion (+8 ranged
touch; DC 15)
1/day—fireball (4d6 fire; DC 15), mirror image

Abilities Str 3, Dex 18, Con —, Int 11, Wis 12, Cha 14
SQ undead traits

Feats Alertness, Improved Initiative

Skills Concentration +6, Hide +19, Listen +10, Spot +10

Rejuvenation (Ex) A flameskull regains its full normal hit
points in 1 hour, even if killed. To permanently destroy
a flameskull, its bones must be sprinkled with holy
water or subjected to a dispel magic, dispel evil, or
remove curse.

+8

Hook Shoot green fire rays from their eyes; their fireballs
are also green.

.



FEATURES OF THE AREA
Plane of Shadow Traits: See page 72.
“Magic Table: 1/2 in. thick: AC 2; hardness 8
DC 17; faint abjuration; CL &8th

Any Olait'ct L‘nuc]‘;in; a magic tahle is inimune to five, and

hip 8; break

the table is immune to fire. Any creature iouching a magic table
gains resistance to fire 8 and cannol be set aflame. The PCs

can use this quality to their a(‘l\«'antage in the Fi;{_‘lll with the

feels a chill wash over her. This chill passes as soon as the
charad der r.!niu irlul.l}mgi ti‘lL [‘:‘ll !L‘ |
It costs 2 squares of mavement to enter these squares. A
Medium character can hop up on top of atable with a successful
PT 10 ]ump check {(norunning start r::qulrecl). A Snm”_clmr-
acter can jump up with a successful DC 10 Jump check (DC 20
sful DC 15

Climb check. A lmran_ln,r stam]n‘l;s onatable g gainsa +1 bonus

without a run ning start), or climb up w ith a succes

on melee attacks against opponents on the gmnntl, ,‘::-inm{{n,d
an a table allows a PC to reach a flanieskull flying near the
l5—f":‘;l—llig|| m-El]ng, assuming one is I‘li.!c‘tl.']J}'.

A table can be tipped-over as a move action with a sm_:u.v:ar'ru]
L DU 8 Strength check; it can then provide cover,
P s Chatea: 112 ine thick: AC
'DC 17.

A creature s'l:ancl[ng in the same square as achair dainsa +2

'i: lmrdness 5: i'lp 5-; l)rcale

\C l'il.TI'I.L]'-_ ancj el '|'| lwnn o0n I\( l[t X Sayes {.[]'ll. 220 !’JL\n'Ll Sc8 clnn t
stack with benuses for cover that derive from ather squrce &)
The presence of a chair doesn’t otherwise affect a creature's

space, because il's assumed I_Iml the creature is ubmg ilh. t}lc'til
to its ad\uml.'age when it can:

v Magie Baokshell: 1 in. thick; AG 2; hardness 5

break DC 19: faint abjuration; CL 5th
Any GIJ]'ect louc]ﬁng a magic bookshelf is immune to five,

i hp 10;

and the bookshelf is immune to fire. Any creature touching a
magic Lno‘lzslh. {:"g.aiu-\ resial five & and vannot be set aflame.
The PCslcan uise this quality to theiradvantage in the fight
_w'lllr the flame L.I;n”h
o t)OL }1EIVL5=1’1E i‘é‘e[a 7t L[':l” \\fdkil over. I:t-r o] EIIM L l1|” pisses as
“soon as the PC stops f:cmclu_ng the bookshelf.

A PC can climb a baokshelf by making a successful DC 10
Climb check. Each shelf is ("]'{{mi tall. A character H'i!I!(‘lhlg on
a bookshelf must succeedion’a DC 10 Balance check or tip ik
over and fall. The fall from 6 feet canses no damage, but the
JEl)] Wl}.l lam:l prome. Ae I‘la:ad.u ﬁl.rllltli[1g on [I;(*. lnu_liies}.lul[g'{‘lins

[he moment any PC loucl‘les one of the

a+1 bonus on melee atl'a cke against opponents on the
gmulu]

The Lookshelf ])L{)Vllj.f‘h cover Lo someone behind it. It can
be lippn.(l overas amoveaction with a successful DC 8 Str ungl]r
check. Crealures in the squares where the bookshelf falls must

'_sﬁcceecl on DC 10 Reflex saves to move 5 fect out of the way
ot DC 10 Strencth checks tothold back the shelf. A creature
_]mlcli:ig the shelf back mustmove from the square to acl, or nse
‘alnove action arinl__mal:e asuccessful DC 10 -.‘-3,?:rengt|1 check to
shove il apwight. '

”a.mesl:u”s. Tlm moment a PC f.nm"lu‘-s one i_!E tlw tal)lcs, 311::--

H‘ a I.C ]\'mh.l\.x: aver Ell\. IJOOI“-['!L‘”, lilt‘ !lnt.}li'- -]_Ji” a-H aver :
the {loor. Thiz ef Fii.cll\felv prevents the flameskulls from using
Ifin.!m”tu attach the PCs 11T1IL 58 tluv plar:e the center of the ef-
foct in the 11a”wa_v: outside the room vr on _L|1L Ln‘ngL‘; the
flameskulls won't use ﬁ}\:‘l‘;‘lﬂi{ it will burn more than a few of

the bools.
Suspension Br lci.he 3 in. f:llh.L,AL 4; hardness 5
I)nal. DA 23,

The statistics above are for'a 8-fool section of Lritl ge. 1f

I’lp 30;

someone Ju-llms twa acha cent br L(L‘io sections running the
width of the by IC].E‘l-., then it u.\“apsa 'S, 1\11)’i111c on it ‘fans to lIw
canyon floor. Creatures that fall off the bridge take 346 points
ol damage plus 243 points of nonlethal damage if they're above
the water, and 8d6 poinks of r\!emmgc if t]u.‘_v aren t.

Thia .200-[00[-!0:1-; }Jriclgejcacls to area R, Il the PCs are
on the ]1rinls,t,. then iluv can seeé faint linI'l[S at the otherend
(the continual flame posts in area R8). :

One 100-fo0t- Em]g‘ tunnel leads wes! Iu area K12,
-.lu[u g downward shar r\lv The other tunnel s Inpes dow 11“31(1 .

7 wm@@@m

Tunnels: O

100 {Lll 111-a .-ana”v soulhe r]v ({uu_imu, LnL[mg al area

R13.
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"Encounter Level 10

SeTu ,
This is the climax of the adventure, so you can pull out
all the stops. With his array of keen senses, Despayr (D)
detects the PCs right away, and he i mmediately artacks
with his frightful presence and breath weapon.

When Despayr's breath weapon kills some of the cap-
tives, read:

The darkness that spews from the d ragon’s mouth
passes, and you watch in hovror as the captives it
washed over simply wither up and die. Some of
their faces are frozen forever in a rictus of terror,
while others seem, almost maniacally gleeful in
death.

You, on the other hand, feel energized by their
doowm, and you're startled to see blue sparks fly
[rom the captives corpses to strike you and the
dragon. When they hit, some of your wounds and
those inflicted upon the dragon knil together.

As Despayr fights the PCs, he boasts to them in Common
of his accomplishments and the untaveling of the Weave,
Read aloud oné of the following boasts each time it is
Despayr's turn.

“You see before you your doom! Soon this
unraveling of the Weave will be a tear large
enough to burst it open altogether. Your m agic will
be useless, as will the magic of any who come
within S0 miles!”

“Did you think you got this far against my will?
Llet you come here. I led you heve! This is the
battleground of my choosing. You will all. die!”

"I was marked by Shar before birth! She is with
me here, even now. What can you hope to
accomplish in the face of a goddess's Chosen?”

TAcTICcS
As saon as Despayr gets his first turn, have all the PCs
attempt DC 19 Will saves against his frightful presence.
Make a note of how long the shaken condition lasts, but
don't tell the PCs until it's over. The players might need
occasional reminders about the shaken penalties.
Despayr uses his breath weapon whenever he can gelat
least three PCs within its area. Because he has the Flyby
Attack feat, he often moves, breathes, and moves again in
a single run (his two moves can't total more than 150 feet
when he does this). While his breath weapon is recharging,
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DespPAYR THE BLack DRAGON CRS

hp 152 (16 HD); DR 5/magic

CE Large dragon (water)

Init +0; Senses blindsense 60 ft., darkvision 120 ft.;
Spot +20, Listen +20 .

Aura frightful presence (150.ft., shaken for 4d6 rounds,
Will DC 19)

Languages Common, Draconic, Abyssal

AC 24, touch 9, flat-footed 24

Immune acid, sleep, paralysis

SR 17

Fort +13, Ref +10, Will +11

Speed 60 ft. (12 squares), fly 150 ft. (poor), swim 60 ft,
Melee bite +19 (2d6+4) and :
2 claws each +17 (1d8+2) and
2 wings each +17 (1d6+2) and
tail slap +17 (1d8+6)
Space 10 ft.; Reach 5 ft. (10 ft. with bite)
Base Atk +16; Grp +24
Atk Options Flyby Attack, Power Attack
Special Actions breath weapon

Abilities Str 19, Dex 10, Con 17, Int 12, Wis 13, Cha 12

SQ water breathing

Feats Ability Focus (breath weapon), Flyby Attack, Haver,
Improved Initiative, Multiattack, Power Attack

Skills Concentration +22, Intimidate +20, Knowledge
(religion) +20, Knowledge (the planes) +20, Listen +20.
Search 420, Spot +20

Possessions shadow shard

Breath Weapon (Su) 40 ft. cone of shadow shards, once
every 1d4 rounds, damage 6d8, Reflex DC 21 half

Shadow Shard Despayr wears the shadow shard about his
neck while in this chamber, leaving it here when he
goes to hunt the PCs. If the PCs somehow manage to
destroy it or wrest it from Despayr and move it 60 feet
from the unraveled Weave, the ritual ends. Despayr has
alreddy used the shard to its limit when the PCs arrive,
having just recently placed captives in the cages.

Despayr either makes full actacks (if the PCs don't seem
to be hurting him much) or flyby attacks with-a bite. As.
long as the PC doesn't have a reach weapan, Despayr can
use Elyby Attack to make a bite attack without provoking
an attack of opportunity, then fly out of reach of melee
reprisal.

Despayrisn't worried about killing some of the captives
in the cages, burhe is as surprised as anyone when doing
so heals everyone else in the toom. If he falls below 40 hit
points, he intentionally kills captives (probably with his
breath weapon) to heal himself. | b

Unless you have a particular reason ro keep Despayr
alive as arecurring villain, he fights until slain.

Once the combar is completed, refer back to page 119
for the conclusion of the adventure,
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FEATURES OF THE AREA

Plane of Shadow Traits: See page 72.

Humination: This room is ln'ig}ltly lit by the gh‘m'iu!: energy
L'u.minlq From the captives and 11}' a white Iiglii that the tear in
the Woave inexpfh:a];l_\- emits. [ the unraveled Weave vanishes,
the room “is plunged into the Plane of Shadow’s normal
gloom, -

('.'ei‘iu,_;f: The cuihng in thischa mberis 25 [eet |1i_ql1, 20 feet
above the dais. This al s Despayr Lo fly out of reach of melee
uumbaf;nnté unless l’I‘!(.‘_\-’ stand atop the dais and use a reach
Weapon,

Iron Cages: | in, lllivle; NG hardhess 10; {np 30: breal:
DC 24;; Strength DT 22 1, apen.

The statistics above represent a sing]c })al',; three bars need
to be dush'(ayct! to make :-m:_mgh space [or acreature to squeeze
th rough, Each cage is 6 feel ilig]‘l (Climb DC 15), and the batds
are roughly 2 inches apart. Itis rooled with more hars. Creatures
in the Gage have covar (+4 AC, +2 on Reflex saves), hut ll‘ley
are considered helpless and thus have a0 Dexterity (=8 Dexter-
ity modilier).

The cages aren't |oc!zm'f, but their !atc!ling mechanism reguItes
asuccesshul DE 22 -"‘_':trcnplh check to open. That's easy uum:gl':
For ].)t_:_s]_m_vr, but the \\'L'EIL‘!.:]I&.‘(.{ caplives have na cllarmc, and
many PCs will find it difficult as well.

Steep Stairs: Characters maoving up steep stairs must spend
2 squares of movement to enter cach square of stairs. C]mrautm-.u
running or charging down steep stairs must succeed on DC 10
Balance checks upon entering the first steep stairs, square.
Characters who fail stumble and must end their movement
1425 feet later. Characters who
fail l}y_S ormore take 1d6 poinls

Stuare where tlm_\r end their move-
ment. Steep stairs increase the
DE of Tumble c};_c,cl:s ll_v 5is

Tunnels: One 100-foot-I; g
tunnel leads north to arca R12,.
._s]uping upward, The other lunne]
theads 100 feet a generally
northeast Jirection, :-:urling at

Unraveled Weave: Thie tear
in the fabric of the Weave is.-jcfl
-Mac]z, but it somehow sheds
enough light to illiminate the
room. It looks like a whirling
ball of torn fabric—like bu rlap
oranolher coarse ::lu_ﬂz, {'ra_\re(l K

4
sphere.

If the PCs get Lo this en-
vounter without atbracting
Despayr’s attenlion tiwnug]:
enecunter R14, then the
ungaveled weave is astrange
phenomenon that doesn't
;{ifcc_tly_ affecl . the
encounter.

But dgch-time run en-
counter R14; Despayr has

PCsin hattle. After each 11il—aml—rlm'a[-taulc. Despayr returns 3

here fo “tune” the unraveled Weaye against the magic of the
Py, Asa result, ane or'more schools of magic might he impeded
(see Ih.-fnw,'l.

Ifall the cages are emplied of caplives (one way or another),
then | he unraveled weave starls Fac]ing immucliatcl_v and Llisap-
pears 1d4 rounds later.

Impeded Magic: Despayr's observalion of the PCs leads him
to tune the unraveled weave adainst them, as deseribed in en-
counter R14. He can't impede Lhe necromancy or illusion
schools, or spells that have the shadow descriptor. The Plane
of Shadow automatical |_v impedes spells and spell-like ahilities
that have the fire and !l'ght cIescripl.nrs_ A

A L‘eracter must succeed on a Spe”:'ra{l c.i:cc!c (DC 20 +
spc” Ievuh to.cast a :41)0” from an Empedcd school. 1f lfu-)- |'.:1ilr
lhu‘_v waste Lhe :‘lpr.‘”, and blue. energy seems to walt up from
theas and into the tear in the Weave. Each time lh_]:t !1;1p|1r:1‘15,
the tear seems to grow just a little. If the PCy :lesfm_\recl all the
shadow l)e”uws, [)c_:-?pa_\-r is unable to use fiw unraveled Weave
to i|n|1t‘-‘.{v any sahinol of magic, i

IINEH_‘.L] I.'CI. SCITU‘ 'J:;

Captives: These Weave-users were hrought here by the
dominate magic from the false temple. Now Despayr has caged
them and uses them as sacrifisial Cﬁtai)‘ﬁ[ﬁ for the ritual of the
torn weave. Captives who have been here for more than a few
r_.fld_vs have seen the lrul.ii—t]ic_\"” ]ingr.-r here for a few weehs
growing weaker and wea ker, before

the ritual consumes Lhem

umnpi{.-.tc]ly and the husks of
their hodies are discarded for
fresh caplives.
These captives come from
all walls of [ifc, bul in this
encounter it's better to keep
them si mpie. Assume t‘l'te_v have
saving throws of +0, AC 10
(9 while in the cages), and 4
hp each. If they et caught in
Despayr’s hreath weapan, they
die—no need i wasle time
making the rolls.
If a caplive dies, il creates
posilive energy leedback, Each
time a L\-lp{'f\’e (Iicé, EVEryone in
the room and not caged heals 5
. points of clanmge. Blue sparks
”_v from the reccnliy deceased
and strike each person healed, so
it’s ohvious how the phénomenan
works. PCs can tntentionally heal
themselves in this way, too— but
rloin;_j sa can have alignment
implications.
I all the captlives Lfic, then the
Weave

unraveled starts to

cli::nppear.

A INIDODINE
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"Encounter Level 9

setu K
Unlike the other encounters in the Black Rift, this
encounter isn't tied to a specific location—and you might
run this one more than once. Despayr is the black dragon
responsible for the false temple to Mystra and the Weave-
tearing ritual under way in area R13. If the PCs attract
too much attention in the Black Rift, they meet him in
this encounter.

franp-Run fjTTack

As the PCs fight their way through rhe rift encounters, :

they might do things (major damage to infrastructure, let-
ting enemies escape) that reveal their presence to Despayr.
The denizens of the'rift don't move around much, but
they aren't entirely stationary. Even so, it's nat worth it to
detail all the routine patrols of the base, because it mostly
happens away from the PCs. Instead, just mark off check
boxes on this page when the other encounters instruct you
to, and you'll know when the PCs have done something to
artract Despayr’s attention.

The encounter begins whenever the PCs reach one of
the'break points identified in Despayr’s Attention (below).
Despayr knows the Black Rift well enough to fly around
it without a light source. Whether the PCs have lights or
not, Despayr will certainly spot the PCs before they spot
him.(he has 120-foot darkvision and 60-foot blindsense).

If Despayr wants to find intruders, he flies through the
canyon, searching the bridges, walkways, and canyon floor.
He won't enter the encounter areas, and he avoids the tun-
nels as well. Despayr prefers to attack the PCs when they
are out in the open with nowhere to run. Of coutrse, if the
PCs are weakened by a previous encounter, you might have
Despayr attack them near the entrance to an encounter
area they are leaving. That way, they can flee back inside
after Despayr gives them a taste of what they're in for.

Despayr’s Attention: The other encounters in the
Black Rift tell you to come here and check offboxes. When
you reach or exceed a“Despayr Attacks!” point, then run
this encounter as soon as the PCs venture out onto a bridge,
a walkway, or the canyon floor.

(1111111 [1[] Despayr Attacks!

U OO0 Despayr Attacks!

00000001 Despayr Attacks!

After a third hitand-run attack, Despayr just waits in
area R13 for the PCs to arrive. But if the PCs retreat from
the Black Rift to rest, erase two check marks for each day
they’re gone.

Each time you run this encounter, Despayr learns
more about the magic the PCs employ in their defense.
After each hit-and-run attack, Despayr tunes the tear in
the Weave to impede a school of magic that's particularly
important to the PCs. See tactical encounter R13 on
page 144 for details.
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When Despayr first appears, read:

You hear a fearsome roar and the whoosh of wing- 8
beals. Overhead is a black dragon as bigasa hill %
giant. It bears the curling horns of a black dragon,
but glowing purple runes glitter across its body.

"When Despayr uses his breath weapon for the first time,
read: :

The black dragon opens wide its toothy maw and
inhales deeply and swiftly. It exhales and instead of
a gout of acid, an inky darkness washes overyou
that opens dry wounds all over your body and
seems to leach life’s blood away.

TACTICS '8 -
Despayr makes a hit-and-run attack against the PCs: Hes
not out for a battle to the finish (although he'll roar with
satislaction when a PC goes down): He wants to learn what
the PCs are capable of, so he fights fora few rounds, then
retreats to area R13.

DEsPAYR THE BLACK DRAGON CRY
hp 152 (16 HD); DR 5/magic
CE Large dragon (water)
Init +0; Senses blindsense 60 t., darkvision 120 ft.:
Spot +20, Listen +20
Aura frightful presence (150 ft., shaken for 4d6 rounds, Wil
DC 19)

Languages Common, Draconic, Abyssal

AC 24, touch 9, flat-footed 24
Immune acid, sleep, paralysis
SR17

Fort +13, Ref +10, Will +11

Speed 60 ft. (12 squares), fly 150 ft. (poor); swim 60 ft.
Melee bite +19 (2d6+4) and
2 claws each +17 (1d8+2) and
2 wings each +17 (1d6+2) and
tail slap +17 (1d8+6)
Space 10 ft.; Reach 5 ft. (10 ft. with bite)
Base Atk +16; Grp +24
Atk Options Flyby Attack, Power Attack
Special Actions breath weapon

Abilities Str 19, Dex 10, Con 17, Int 12, Wis 13, Cha 12

SQ water breathing 3

Feats Ability Focus (breath weapon), Flyby Attack, Hover,
Improved Initiative, Multiattack, Power Attack

Skills Concentration +22, Intimidate +20, Knowledge
(religion) +20, Knowledge (the'planes) +20, Listen +20,
Search +20, Spot +20

Possessions shadow shard

Breath Weapon (Su) 40 ft. cone of shadow shards, once
every 1d4 rounds, damage 6d8, Reflex DC 21 half
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As soon as Despayr gets his first rurn, have all the PCs
attempt Will saves against his frightful presence. Make a
note of how long the shaken condition lasts, but don’t tell
the PCs until it's over. The players might need occasional
reminders about the shaken penalties.

Despayr uses his breath weapon in the first round, trying
to get as many PCs within the area as possible. Then he makes
Flyby Attacks while the breath weapon recharges. As long
as the PCs don't have reach weapons, Despayr can use Flyby
Artack to make a bite attack without provoking an attack of
opportunity, then fly out of reach of melee.

Despayr sticks around until one of two things happen: He
rakes more than 30 points of damage, or he kills or incapaci-
tates a PC. Then he flies away if the PCs haven't demonstrated
any ability to fly themselves, or dives into the water at the
bottom of the canyon otherwise.

Map: No map is provided for this encounter because it
mightoccur anywhere in the Black Riftand will likely occur
under different conditions each time. Use the mapg provided
for other areas and draw the encounter as appropriate to the
situation. Use the Features of the Area information here as
needed.

FEATURES OF THE AREA

Suspension r‘}rlrlge 3 in. tlm_]., AC 4; hardness Si iq} 30);
break DC 23.

The statistics above are for a 5-foot section of Lridge. If
someone :lcsl:loy:. bwa acl]au:nl luhlge seclions running the
width of the brulgtr. then it co]]apses Auy@m on it falls to the
piuggnyon Hoor,

The suspension br uld;,s are the most li Lt.i\,' ]_lld.u. for this
battle to take plau. 1f l]w PCs are on a bridge near one of the
‘Ganyon rlm I:JLallt}uH “‘J E\Q ha, kf) R10, and l\ll} tlwl‘,l

\ creatures that fall off the }]rl(idu take 10d6 points of damage

] ‘piuq 2d3 points of nonlethal Jamﬂgn if l:l'ne)r ve above the walt.r
ﬁml ]51]["'} points of {Iﬂmﬂgt, il ll’lL}" aren L.

If the PCsare ona lnlrig_t}_.lmar ane'ol the danyon wa“ loca-

" tions (R3, R7, R8, and R12), then creatures that fall off the

|_7ri(|ge take 3d6 points ofd FI'!‘!\I..EIQU'{‘."I us 2d3 points of nonlethal

c].amaqe if tl‘lty’re above t]‘ld’-:;':]‘tel', and 8d6 points of cldmago.

S

b tlley aren't.

Mol of the Lnru]gu- lave cunhrmafﬁmm []Ublb at ]wl]l LIILI_,
but ll‘lgy re dark for most of &lm_u lu]g{h, which means that PCs
will be battling the dragon in the normal shadowy illumination
of L}u.. pl ane as described on page 12,

Wa].lzwav A wood‘én wa“awav a.luud the face 01: the cliff

} makes unotr'ler goncl spot for a hit- uncl-run attack. Theres a

w.l”awa) hetwpun area R3 and R4, one between Rdand R7, and
two near area RO (lese staircases lead dir ectly to suspension
bridges). fﬁu walkways hug the cli ff face, gradually ascending
with 10-foal ”lgllh-. af -Jl_rp slairs all irre gtlldr inlervals.
Eal.I'i 5400t section of Iziu, wa”\w’ay has the same statistics

i

A wq]Lway mig]'lt Iiave stairs!
Steep Stairs: Characters moving up steep stairs must spend
2 Squémsi-n[ maovement to Enti:l‘-l’.ﬂf:!! s(fuare (:[‘ stairs. Cha raclers

as a section of ]:mrlgc but the wa]]::wav is attached to the wet,
’ c] {fface and will not ¢ u”apw il seation is hroken of[.
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conclusion |
Il Despayr takes damage, then turn to encounter R13 and
mark the damage there as well. He heals 16 hit points a day,
and he goes to the dark priestesses to heal him as well (assum-
ing any are alive).

When Despayr gets away, think about what spells and
magic items he saw the PCs use during the fight. When he
returns to encounter R13, he tunes the Weave-tearing ritual
toimpede whatever school of magic he thinks the PCs got the

most use out of. For example, if the PCs used a lot of healing

magic, he can return to area R13 and impede conjuration
spells. He can impede ahjuration, conjuration, divination,
enchantment, evocation, and transmutation, but not illusion
or necromancy. Write down Despayr’s choice on one of the
lines in the “Impeded Magic” section on page 145.

Given the dragon’s mobility and its ability to dive under-
water in the canyon, it should be difficult for the PCs to kill
Despayr in this encounter. However, if that happens, the PCs
arrive in area R13 to find all the captives dead, the unraveled

weave fading, and a priestess of Shar (Esvele Graycastle her-

self!) using word of recall to take the shadow shard back to the
House of Night, a hidden remple of Shar in Shadowdale.

running or charging down steep stairs must succeed on DC 10
Balance checks upon entering the first stccpl stairs square. Char-
acters who fail stumble and must end their movement 1d2x5
feet later, Characters who fail LV 5 or more take 1d6 points of
dam: age and 3l prone in the square where ‘t]:cy end their move-
ment. qh.ep elairs increase the DC of Tumble checks Ir} o

Canyon Floor: If an attack occurs whén the PCs are on the
canyon [loor, the terrain is moist gray sand. This counts as
normal terrain, Lut there l'l‘.l.igl‘].‘f. be a series of Riﬂl}l-.'r: or dunes
that make things more interesting.

Steep Slan Characters moving up}n“ (to an at.l|aem1l
s(uare U’: Iil;.}]el’ t.lt.vaflnu‘} must -pt.ﬂcl ? squares ni movement
ta enter cach square of gleep slupc. Characters running or
charging downhill (moving to an adjacent square of lower el-
evation) must succeed on DC 10 Balance checks upon enbering
the first steep slupc square. Characters who fail this check
bllll]l!)Il? dllrl sl l‘l]ll 1|1( r movemenl Il.l bolel {Ltl l:ltcr.
Characters who fail L}r & or more fall pronein the squal‘ta'wl‘mrc
they end their movement. A steep slup:‘.- increases the DT of
Tumble checks l}y 5

Water: If an at:ta«.‘_:l: oceurs in or near the water at the bottom
of the Black Rift, the PCs are in for a rough time. For rules
ahoul movement and combal in waler, see page 5

Shallow Water: [t costs 2 squares of movement to move into
a shallow water square, and lrl’u. DC of rf‘uml')le clu:r.']:s in suc}‘l
squares increases by 2. Shallow-water sguares are roughly 1
foot J.ccp. ix

Dccp Water: It costs Medium or Iarger'creai:ures 4 squares
of movement to mave into a (luep waler square; or characters
can swim if I:lmy want. Small or smaller ¢reatures must swim
Lo move I.]'lrr_:'ug}:'i a square cclntﬂizliﬁg Ll(_'t_‘p water. Move Siitrntly
check take 222 ]‘n(malty in water. Crealures withoul a swim
sﬁeecl ar freeJon_: of movement cannot use the Tumble shill in

lIlN_'.I,} waler. .I.-)L‘.QP waler sgquares are l‘(Jl.llgl']l_\r' -1' ;E(_"t dl?l’_‘p.
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Appendix

This appendix provides background information about the adven-.

ture and the area of Cormyr in which is occurs. Also contained
within are a number of new magic items, monster templatcs, and
magical locations that the PCs will interact with as they struggle
to discover what is going on and put a stop to it.

SOUTheO,S‘l‘an cormuyr

As with much of the Forest ngdom, Southern Cormyr ex-
periences short, hot summers and long winters with much
precipitation in all seasons. The coast is foggy and cool, and the
plains west of the Vast Swamp are covered in long stretches of
green, rolling hills that hide quict valleys of rushing streams
and tangled trees.

The people of southeastern Cormyr love their country as
much any citizen of Suzail, but their proximity to the Dragon
Coast and Sembia makes them familiar with smuggling and brib-
ery. Largely hard-working and honest, the folk of southeastern
Cormyr will nevertheless turn a blind cye toward activities that
might elsewhere in the counti'y raise eyebrows—so long as no
one seems to be getting hurt. By the same token, the people of
southeastern Cormyr are always on the lookout for themselves
and their neighbors. They know that there might not be a Purple
Dragon or War Wizard for miles, and as they say, “Having a
friend in need of aid is better than having no friend at all.”

wheloon

The bustling city of Wheloon confidently straddles the two most

important trade routes in eastern Cormyr. Merchant caravans
traveling to Sembia pass through each day along the Way of the
Manticore, and ships from ports all over the Sea of Fallen Stars
sail up the Wyvernflow to unload their gogds at Wheloon or
pass on into the heart of Cormyr. The rumble of wagon wheels,
grunting of laborers, and hollering of dock hands fills the air
for much of the day and long into the night.

Appearance

Lacking town walls or natural barriers, Wheloon sprawls out-
ward on both sides of the Wyvernflow. Its winding streets follow
the hilly terrain and the whimsy of builders, rather than any
real plan. Although the historical center of town is on the west

*
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side of the Wyvernflow, the east bank has been built up steadily
over the years, particularly due to the influx of refugees from
the invasion of Arabel during the goblin war.

Vibrant green roofs cap most of Wheloon’s businesses and
homes, and the green slate has earned the city the nickname of
“Jade Towers.” The characteristic color of the buildings’ roofs
comes from stone drawn from Cormyr’s largest quarry, which
lics not far to the north. The stone is dark green when cut but
brightens with exposure to the sun.

Few buildings in Wheloon stand out as particularly glorious or
shabby. Whether their homes are crafted from wood, wattle, or
stone, residents of Wheloon tend to take pride in them and can
often be found at work on them. Many permanent residents of
the city have a home that serves double duty as a place of busi-
ness, and because much of the population works to craft goods,
a workshop often also serves as bedroom and kitchen.

The impression one gets walking through Wheloon is of an
industrious and prosperous place. Folk always scem to be about .
their own business, dodging past the drovers and merchant cara-
vans, and hustling to and fro. Few carn riches in Wheloon, but
many who work hard make a good life for themselves and have
just enough time and money to enjoy those lives.

HISTOCY .
Wheloon began as a small thorp that depended on river crossings,
but as trade along the Way of the Manticore grew and more ships
began to pass up the Wyvernflow, Wheloon became a true city of
industry. Now folk all over Cormyr and heyond know the city as
a source of quality boats, ships, sails, pottery, and wagons.
Despite its placement on two major thoroughfares in Cormyr,
Wheloon has had only a small role in the history of the region.
The last event of historic significance occurred in 900 DR when
King Galaghard I1T of Cormyr tought the forces of the Witch
Lords in the city before chasing them into the Vast Swamp and
finally defmtmg them there.

Leadership

Anaging Lord Sarp Redbeard governs Wheloon. Once famously
headstrong and virtually independent of the crown, he has mel-
lowed over the years and proved his loyalty to the crown with
his steadfast sppport in trade deals and military efforts. Today
Lord Redbeard concentrates on doing what is best for Wheloon,
a goal that the nearly 7,000 city residents respect.

A force of roughly 150 Purple Dragons enforces the law in
Wheloon. These men and women follow the orders of Constal

wheloon
Wheloon (Small Clty] Conventional; Al NG; 15,000 gp

linit; Assets 499,5' 00 gp; Population 6,692; Mixed (human
82%, halfling 6%, dwarf 4%, gnome 4%, half-clf 2%, clf 1%,
half-ore 1%).

Aunthority Figure: Lord Sarp ‘Redbeard (NG male Chonda--

than human fighter 9), lord of the city.
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Important Characters: Orlenstar Thirthorn (N male Chon-
dathan human druid 4), caretaker of God’s Grove, a shrirfe to
Silvanus; Katriana Donocha® (NG. fernale Tethyrian human
cleric 3), leader of the Harvest Hall, a temple to Chauntea,
since the death of her father Harrandave Donohar; Constal
Maximanus Tholl (.G male Chondathan human fighter 5')
leader of the local contingent of Purple Dragons.

1




Maximanus Tholl. Young for a captain and somewhat inexperi-
enced, Constal Tholl nevertheless proves his worth to Wheloon
time and again due to his keen wit and dedication to the good of
the city. Constal Tholl and Lord Redbeard sometimes disagree
about what is best, particularly with regard to Lord Redbeard’s
somctimes lax approach to taxation and his tendency to look the
other way at how much smugglers contribute to the local economy,
but Constal Tholl generally concedes to the Lord without much
protest.

Three churches operate in Whelosn. The Harvest Hall has a
history in Wheloon nearly as old as the Wyvern Ferry. A temple
to Chauntea, the Harvest Hall has been run by Katriana Donohar
since the passing of her father, the famed paladin Harrandave
Donohar. The God’s Grove, a shrine to Silvanus on the castern
edge of town, has an even older history. Orlenstar Thirthorn is

" the shrine’s official carctaker, but many townsfolk keep an eye on
the sitc and help to keep it beautiful, since the grove is a popular
picnic and wedding site. The most recent church is the temple
of Mystra set in the bluff north of town. Folk don’t quite know

-~

what to make of it yet, since Wheloon doesn’t seem like a focal
point for interest in magic, but Lord Redbeard put his sign of
approval on the deal to build the temple so people believe it must
be in Wheloon’s best interest. g

Key sites

The bustling city of Wheloon has several places of interest to
adventurers using the city as a home base.

1. Temple of Mystra: Constructed with astonishing swiftness
and dedicated to a deity most people have little causc to worship,
the temple of Mystra draws many curious people. Most take a
look around and return home, their curiosity satisfied.

2. Wyvern Ferry Route: With the quantity of river traffic
and the number of boats owned by locals, crossing of the ferry
remains cheap. Each passenger need pay only 1 Cp to cross, plus
1 cp per parcel set on the deck of the ferry instead of carried.
Any wagon or animal requires the payment of another copper
picce.

if a character pies

If 2 PC dies.during this adventure, that character’s player

has several options. If the PCs can afford a scroll of raise
dead, Katriana Donohar at the Harvest Hall can sell
them one. In addition, Wheloon is a Qusy trade city, and a
new character could appear with a merchant caravan or a-
ship sailing into port. If you’d prefer a more local answer
to the problem, perhaps the PCs can convince one of the
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Wheloon NPCs to accompany them. Alternatively, one of
the NPCs whose statistics appear in this adventure, $uch
as those presented in tacfical encounter J1, could serve
as a PC. If the PCs are too far along in the adventure to
return to Wheloon, 2 new PC might appear as a prisoner
of the PCs’ foes, one of the many people put under a spell
by the Starry Guosis. : -
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3. Wyvern Watch Inn: The Wyvern Watch Inn remains
Wheloon’s largest and most successful inn despite the recent

dcpartur;a of its longtime owner, Buldegas Mhaerkoon. Always.

a patriotic and entreprencurial spirit, Buldegas took. money and
some of his best staff to build an inn in troubled Arabel, leaving
his two daughters, Asanta and Baerill (both'WNG female human
commoner 1) to run the inn. Their noisy spats and constant banter
have become one of the best forms of entertainment in town.
That—and the fact that they “forgot” their father’s instructions
to water down the beer and wine—have made the Wyvern Watch
Inn more popular than ever. Close t6,the water and the center of
town, and a stone’s throw away from the Wheloon Watch House,
Wyvern Watch Inn makes a fine place to stay for rates as little
as 1 sp per night per person.

4, Wheloon Moothouse: The Wheloon Moothouse faces the
grandeur of Oldstone Hall and serves as the city’s courthouse and
meeting hall. A wide stone and timber building, the Moothouse
is largely empty of interior walls and furniture to allow for the
maximum number of occupants at town meetings.

5. Lantern Inn and Boathouse: The Lantern Inn and Boat-
house is an excellent place to rent a boat any time of day or
night and with little fuss, butlocals prefer to go to the Wyvern
Watch for entertainment or to stay the night. Very large parties
often prefer the Lantern Inn and Boathouse because it hosts such
groups in private dining rooms, but the expense of the meal can
leave guests wishing their group was smaller.

6. Oldstone Hall: Lord Sarp Redbeard’s home is the grand-
est edifice in the city. A manor house of palatial proportions,
Oldstone Hall has all the earmarks of old wealth and a long-held
sense of entitlement. Its soot-darkened stone and gargoyle-bedecked
walls form a home where War Wizards, king’s messengers and
other honored guests stay while in the city, but its warded gates
rarely admit anyone else.

7. Sendever’s Stables: Anyone looking to purchase, sell, or
board a horse should go to Sendever’s Stables, owned by the
aging Illumor Sendever (N male Chondathan human expert 3).

Although somewhat expensive, Sendever’s Stables takes excellent-

care of its animals and never sells an unhealthy horse. On occasion
the place even has stranger mounts for sale, such as pegasi, but
creatures of such exceptional nature are usually sold at auction
to the highest bidder.

" 8. Wheloon Watch House: The Watch House serves both as
a prison and as Wheloon’s barracks. Except for during severely
inclement weather, there are usually only about thirty Purple
Dragons in the Watch House at any given time. The rest are out
patrolling, training, or serving in Oldstone Hall. Most of those
in the Watch House are sleeping. A few serve as prison guards
or remain in the office to hear public complaints.

9. Haerldoun’s Helms and Shields: Albhaera Haerldoun (CG
female Vaasan human wizard 6) runs this shop and a small smithy
on the back for custom orders. Once a hot-tempered beauty and
the talk of the town for her flirtatious ways, this former ad-
venturer has settled into city life and her business—buying and
selling armor. Adventurers looking to buy or sell magic armor
are always directed to Albhaera’s shop with a wink and a request
to deliver greetings to this favored town character.

10. Slowtooth’s Weaponry: Albhaera and others sell a few
simple weapons, but the shop of Nym “Slowtooth” Nindar (NG
male Chondathan human bard 1/expert 4) is Wheloon’s go-to
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place for real killing equipment. Sellswords and adventurers often
hang around Slowtooth’s Weaponry, drinking Nindar’s cider and
swapping tall tales of battles. Adventurers looking to buy or scll
magic weapons need look no farther than this shop. :
/11. God’s Grove: The People of Wheloon use this beautiful
spot for weddings and picnics, and some use it to worship Silva-
nus. Orlenstar Thirthorn can be found here during most daylight
hours, but he retires to a nearby cabin at night. }

Orlenstar isn’t happy about the new temple of Mystra. He be-
lieves that magic can be appreciated as part of the natural world,
but when he went to greet the new clerics, he felt the cleric he
met (Shan Thar) was patronizing and false. He hasn’t been back
to the temple since.

12. Rathool’s Pond: This du-ty pond serves as a local fishing
hole. Because it was once used as a burial site for the dead from
a battle, drinking its water is still thought to cause sickness. Al-
though the bodies have decayed and rotted away, their rusting
weapons and armor remain and give the water an orange-brown .
hue. Efforts to clean the pond have long been opposed by the
clerics of Harvest Hall, who fear awaking angry spirits.

13. Harvest Hall: This modest church has served Wheloon’s
citizens for generations. As much a meeting place as the Moot-
house, Harvest Hall welcomes all warmly and freely, and gives
the land’s bounty to Wheloon’s needy during harvest festivals.
Katriana Donohar has charge over the thirteen clerics who serve
Chauntea -in Wheloon. Katriana can be found at the Harvest
Hall at nearly any hour, but her attendants (male and female
human cleric 1) regularly leave to help farmers in the countryside.
Katriana keeps a store of divine scrolls left over from when her
father ran the church, and she happily sells them to those she
deems will use them for a good purpose. These scrolls can (at
the DM’s discretion) include spells of a level much higher than
Katriana herself can cast.

Katriana doesn’t know much about the temple 6f Mystra. The
people who reside there have been polite to her, but not what she’d
call friendly. Katriana assumes that’s just due to the rivalry she
hears is typical of temples in larger communities.

14. The Green: Although some folk bury loved ones in private
cemeteries on their property, most of the dead find their final
rest in the Green. Bordered by a communally owned wooden
fence, the Green is also used as grazing land for small herds of
livestock owned by a few individuals in the city.

15. Hanno’s Herbs and Medicines: The smiling Hanno (N
male half-elf rogue 5) came to Wheloon to make a new life for
himself after giving up a career in thievery. He now sells alchemi-
cal items and herbs, poultices, and medicines to cure ailments,
Hanno also keeps a decent stock of potions on hand, and those
who inquire discreetly and seem trustworthy can even purchase
poisons. Hanno doesn’t sell any deadly poisons, and those who
request them sometimes find themselves being watched by the
local Purple Dragons.

16. Rallogar’s Hardware: Zendaros Rallogar (IN male Tethyr-
ian human fighter 2/wizard 2) sells rope and wire by the bale to
paqqing merchants who want to tie down their wares, but he also,
carries just about everything else, from backpacks and wineskins
to barge hooks and hair combs. Zendaros doesi’t keep much of his
stock organized (besides the rope and wire), so finding what you
need can be a time-consuming process. Zendaros doesn’t bother
with weapons or armor (he leaves those businesses to Nym and
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Albhaera), but PCs can buy everything else but animals from
his store.
. Those who inquire about magic items or who offer to sell
one to Zendaros are kicked out of the store, since Zendaros has
a famous hatred of magic. A while later though, such individu-
als are approached by one of Zendaross helpers, who offers to
broker the deal because Zendaros’s hatred is a ruse to cover his
 thriving black market business in selling magic items. Zendaros
buys magic items (even weapons and armor) at half their value
minus the cost of identifying thent (100 gp).

17. Basnlt’s Books: Amnic Basult (NG male Chondathan
human commoner 1) was Wheloon’s only bookseller, His dis-
traught wife Mela (NG female Chondathan human commoner
1) now runs the shop since Amnic’s disappearance a few days
ago. Having heard many of Mela and Amnic’s loud arguments,
neighbors assume Amnic left town to escape his wife for a
few days or to live with another woman. For her part, Mcla
admits that she and her husband have had some fights but says
her husband loves her, and she takes angry offertsc at any who
would suggest otherwise. While she frets about Amnic’s fate, the
bookshop suffers.

18. 23 Impil Street: This warehouse typically holds goods
imported on behalf of the Cormyrean Coins Coster, a shipping
mterest that made much of its money moving perishable goods
in and out of Cormyr. The Coiners own all the buildings on Impil
Street and have a private dock and wharf, Although typically well
guarded, the buildings have been vacant for two weeks while the
Coiners settle certain legal difficulties arising from their repeated
efforts to smuggle gems and jewelry in hollowed-out vegetables.

The vast swamp

The Vast Swamp is a large stretch of marshland that forms a
geographical barrier between Cormyr and Sembia, its neighbor
to the east. Explorers who have braved its bogs and tangles
report large numbers of lizardfolk, goblinoids, orcs, numerous
trolls, the occasional hydra, and even grells. For the most part,
these savage creatures remain in the swamp, warring and prey-
ing upon each other rather than raiding into the surrounding
lands. There are rumors of more fearsome creatures, including
beholders, mind flayers, and liches haunting some ancient ruin
near the heart of the swamp. .

The Vast Swamp is similar in most respects to the marsh
terrain described on DMG 88, but with the addition of medium
forest terrain features, described on DMG 87, Bogs and under-
growth define the terrain, with very little clear, dry ground
anywhere within its slowly expanding borders. Trees—cypress,
black gum, water ash, and willow—choke the territory, making
much of the Vast Swamp seem more like a flooded forest than
4 swamp. -

The Vast Swamp is usually shrouded in murky vapor, even in
winter, and the fog that often forms on the coast always seems
to roll inward toward the Vast Swamp. Even on the sunniest
days, a thin mist clings to the air-and makes it difficult to scc
for more than a mile; assuming one can find a vantage point
free of obstructing trees. :

Cormyreans have no reason to enter the Vast Swamp, ‘and
they prefer it that way. Many consider the Vast Swamp the most
dangerous region in and around Cormyr.

APPENDIX
——+__

The r.ost Befuge

Except for a few small notes in dusty tax ledgers in Snzail, Cor-
myreans have forgotten about the Lost Refuge. This small keep
and the town that surrounded it fell victim to the encroaching
Vast Swamp and an attack by orcs. Since then it has passed into
the hands of hobgoblins and finally into those of its current occu-
pants. See Chapter 3: The Lost Refuge for more information.

OI‘UQSI{IIJTC Keep

The crumbling ruin of Orvaskyte Keep was discovered several
years ago by a band of adventurers seeking some comrades who
went missing in the swamp. They returned with items and de-
scriptions that led historians to deduce that the keep was built in
the timé of the kingdom of Orva, some two thousand years-ago.
The adventurers told of battling all manner of monsters there,
including fiends, which effectively ended any discussions those
historians had about mounting a return to the ruin.

elven BRuins

Many years ago, an adventuring band known as Moor’s Twelve
ventured into the Vast Swamp. Only one survivor, Sylara, re-
turned, and she told of an elven ruin as extensive as ancient Myth
Drannor. According to Sylara, her group fled the ruins, hounded
by mind flayers and beholders. No one knows if it’s true. Sylara
was already ranting and delirious when found, and soon thereafter
she died of a fever she had caught in the swamp.

other sites of intecest

Southeastern Cormyr hides many interesting locales in the folds
of its hills and the deeps of its forests.

golden Ruins

~The Golden Ruins lurk hidden in a valley about 10 miles from

both the Hullack Trail and Ghars. Strange noises and not-quite-
seen shapes moving among the, brush-choked buildings keep
locals away, but adventurers drawn by the promise of its name
sometimes venture there. These brave souls are disappointed
to discover the ruins get their name from the yellow stone of
which they’re made.

Hermit’s wood

This large forest grows south and west of Wheloon. Folk tell
stories of a ghost that haunts the wood—a gray-cloaked old man
with a lantern that sheds an unnatural azure light—but finding
someone who claims to have actually seen the spirit remains dif-
ficult, despite the fact thatCormyreans regularly hunt, forage,
and log along the edges of the forest.

Tomb of chonis

This long, low barrow mound was emptied of much of its origi-
nal contents years ago, and those who remember it exists know
it to be the-haunt of smugglers, bandits, or monsters from the

‘Vast Swamp. No one knows exactly who or what Chonis was, but

the stone lintel above the door to the tomb bears that name in




Thorass. Far to the northwest, in the shadow of the Stormhorns,
another ruin that might once have been a temple also bears this
name prominently, leading some to believe that Chonis was some
god, demigod, or fiend now forgotten by all.

unknown shrine

This circle of walls and broken pillars caps a steep hill a few miles
north of the Way of the Manticore and about 10 miles east of
Wheloon. On clear days, folk on the Way can sce its white stone
reflecting sunlight, and they know it as a landmark on their way
to the city. No roof ever seems to have covered the structure, and
there are no foundations for any other buildings ncarby. Folk see
it as a shrine, duc to the quiet that seems to surround the place
and the feeling of humility most feel upon cntermg

Templa.‘res_

The following templates are used throughout the adventure. You
should not need to apply any of them during play, but you might
want to familiarize yourself with them if you plan on modifying
NPCs or encounters in the adventure.
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park creature

Dark creatures dwell on the Plane of Shadow, sometimes cross-
ing into other planes where the barriers between dimensions arc
weak. Just as parts of the Plane of Shadow resemble a strange,
distorted version of the Material Plane, dark creatures superfi-
cially resemble creatures from the Material Plane. .
CrEATING A DARK CREATURE
“Dark” is an acquired or inherited template that can be added
to any creature (referred to hereafter as the base creature). Dark
creatures tend to be much duller in color, with mor¢ gray and
black skin tones and hair highlights, than their Material Plane

wversions. In general, they also weigh less, as.if part of their sub-

stance was mere shadowstuff. A dark creature has all the base
creature’s statistics and special abilities, except as noted here.

Challenge Rating: Same as the basc creature or same as the
base creature +1; see sidebar.

Size and Type: Type and size are unchanged. Dark creatures
encountered away from the Plane of Shadow have the extraplanar
subtype.

Alignment: Usually onc step different from the base creature;
rarély good.

Senses: The base creature gains darkvision out to 60 feet and
superior low-light vision (four times as strong as a human’s).

Resist: “The base creature gains resistance to cold 10.

Speed: All the base creature’s speeds increase by 10 feet.

Special Qualities: The basc creature gains the Followmg special
quality.

Hide in Plain Sight (Su): Can use the Hide skill while being
observed and while lacking cover or concealment, except in natural
daylight, the area of a daylight spell, or similar magical light.

Skills: A dark creature has a +8 racial bonus on Hide checks
and a +6 racial bonus on Move Silently checks. Otherwise same
as the base creature.

Level Adjustment: +1.

shadowslain

Shadowslain are a unique form of undead created through the
use of a shadow shard (see page 1575). Creatures that lack Weave
magic abilitics become shadowslain when exposed to the shard,
whereas those'who use Weave magic are wounded to within an
inch of their lives as that magic is drained from them.

CREATING A SHADOWSLAIN CREATURE
“Shadowslain” is an acquired template that can be added to any
living corporeal creature (referred to hereafter as the base crea-
ture) that does not use Weave magic. All creatures employing
spells, spell-like abilities, or supernatural abilities are considered
Weave users unless they possess the Shadow Weave Magic feat.

Shadowslain creatures are created by a shadow shard. Tf the
base creature is a Weave user, the shadowslain template is not
applied.

Challenge Rating: +1.




Size and Type: The creature’s type changes to undead. It
retains any subtypes except alignment subtypes, and gains the
augmented subtype. It uses all the base creaturé’s statistics and
special abilities except as noted here.

Alignment: Shadowslain are always evil. They have the same
bent toward law or chaos they possessed in life.

Senses: The creature gains low- llght vision and darkvision out
to 60 feet.

Aunra: A shadowslain retains any aura of the base creature,
and also gains a Weave drain aura:

Heave Drain (Su): This ability affects spellcasters who use the
Weave. At the beginning of her turn, if a spellcaster is within 10
feet of a shadowslain, she loses access to one spell as if she had
cast her lowest-level, currently available spell. (If she has more
than one remaining spell at her lowest level, she chooses which
she loses.) When she next prepares spells or regains spell slots,
she regains her full normal complement of spells.

If the subject loses a spell of at least 1st level, the shadowslain
heals a number of points of damage equal to ¥ [ts] the level of
the spell.

This ability does not affect spellcasters who use the Shadow
Weave, those who use divine magic, or creatures that do not cast
spells.

Armor Class: The creature gains a +2 deflection bonus to AC,
resulting from the shadowstuff armor enfolding it. *

Hit Dice: Change all present and future Hit Dice to d12s.

Immunities: The base creature gains all undead immunities:
mind-affecting, poison, sleep, paralysis, stunning, disease, death
effects, critical hits, nonlethal damagg, ability drain, energy drain,
damage to physical ability scores, fatigue and exhaustion.

Resist: A shadowslain has turn resistance +4.

Weakness: The base creaturc retains any weaknesses and gains
the following waekness.

Light Sensitivity (Ex): A shadowslain 1s dazzled in bright
sunlight or within the radius of a daylight spell.

Abilities: Increase from the base creature as follows: Strength
+4. As an undead creature, a shadowslain has no Constitution
Score. .

Special Qualities: A shadowslain retains the special qualities
of the base creature and also gains the pi'otcction of shadow
armor.

Shadowstuff Armor (Su). A shadowslain is shrouded in a
semisolid armor of shadowstuff that grants it a +2 deflection
bonus to Armor Class and a +10 bonus on Hide checks.

Skills: A shadowslain’s shadowstuff armor grants it a +10
bonus on Hide checks.
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A-lche.m_ical Item
Sh(ld()wlig'hf oil

Shadowlight oil is a slow-burning oil infused with the fabric of
the Plane of Shadow. It can be burned in any regular lamp or
lantern. A lantern filled with shadowlight oil docs not provide
bright illumination over any area, but instead provides double
the radius of shadowy illumination that a lantern burning
normal oil would (60 feet for a common lamp, 120 feet for
a hooded lantern, or a 240-foot cone for a bullseye lantern).
A pint of shadowlight oil burns for 12 hours and otherwise
is treated as normal oil (PH 127). It weighs 1 pound, costs
' gp, and requires a successful DC 25 Craft (alchmny) check
to. create.

Magical Locations

A number of interesting magical locations play key parts in this
adventure.

the pusk Lord’s Throne

The Dusk Lord’s throne is a site that channels and concentrates
the dark power of the Plane of Shadow.

Lore: Characters who have ranks in Kuowlcdgc (history),
Knowledge (arcana), or Knowledge (the planes) can research the
Dusk Lord’s throne to learn more abont it. When a character
makes a successful check, the following lore is revealed, including
results from lower DCs (if any).

History DC 15 The Dusk Lord was the ruler of Sessrendale,
which Archendale conquered in 1232 DR.

History DC 25: Some tales say the Dusk Lord died during
the invasion of Sessrendale by Archendale, while others maintain
that the Dusk Lord fled into the Vast Swamp when Sessrendale
fell, and from there passed into the Plane of Shadow at the end
of his preternaturally long life.

Arcana DC 20: The Dusk Lord of Sessrendale was accused of
necromancy and other vile sorcery, but those accusations might
have been bascless.

Arcana DC 25: The Dusk Lord was a spellcaster with an
affinity for shadow magic.

Planes DC 25 There is a sitc on the Planc of Shadow called
the Dusk Lord’s throne, though there is not necessarily any his-
torical connection to the Dusk Tord of Sessrendale.

Beh_in_d the curtain: park creatrures

"Thé dark template is a simple, streamlined version of the shadow
creature template (sec Mannal of the Planes 190 and Lords of
Madness 167). The dark creature template should either add

+0 ar +1 to-a’creature’s CR. Some creatures won’t gain much

benefit from the templaté. For example, a white dragon already
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has darkvision, superior ]ow-]_;ghr vision, and immunity to cold.
It gains a small increase toits already good speed and the ability
to hide in plain sight. This template won’t appreciably increase
its CR. On the other hand, a creature such as a lion gains greater
benefit and likely merits a +1 increase to its CR.
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Description: The Dusk Lord’s throne is an enormous throne
shaped of shadowy obsidian. A Large creature could sit comfort-

ably on the throne, while smaller creatures must make some effort.

to climb atop its seat. The Dusk Lord’s throne is located on the
Plane of Shadow, in a tower surrounded by ruins that correspond
to the location of Cormyr’s Lost Refuge on the Material Plane.
It stands in the upper level of the tower.

Precequisite: The Dusk Lord’s throne confers its special abil ity
only on a creature that has had some exposure to Shadow Weave
magic. A character who uses the Shadow Weave qualifies easily,
but 5o does a character who has beefi subject to a Shadow Weave
spell.

Location Activation: To gain the benefit of the throne, a
character must sit on its seat for 1 minute. During that time,
shadows seem to swirl about the character’s head, but they gradu-
ally fade to the character’s improving sight.

Recharge: The Dusk Lord’s throne can bestow its benefit
without limitation. :

Special Ability (Ex): A qualified creature gains resistance to
cold 5 and superior low-light vision, which allows the creature
to see four times as far as a human in low-light conditions. A
creature can gain this benefit'only once, and its effects do not
stack with any other resistance to cold the creature might have
or acquire.

Dauration: The resistance to cold and low-light vision last for
one year. ;

Aura: Strong abjuration and illusion.

Ability Value: 3,000 gp.

railed shadow gate

The Sharrans attempted to create a gate to the Plane of Shadow
rather than travel to the T.ost Refuge. Through inexperience or
perhaps the influence of Mystra, the attempt failed and instead
produced a deadly magical location.

Lore: A character who has ranks in Knowledge (arcana) or
Knowledge (religion) can rescarch failed Shadow Gates to learn
more about them. If a character makes a
the following lore is revealed.

Stories tell of fates capable of transferring creaturcs to the
Plane of Shadow; however, those who make the trip sometimes
come away with the taint of shadow themselves, or never return.
The risk is real, and extreme. '

Description: Inky black pillars frame a curtain of dimness.
This expanse has a murky surface, through which it is Just pos-
sible to see, though everything scen through the dark lens appears
plunged in shadow, even if bright light actually lies on the other
side. ;

Prerequisite: None. '

Location Activation: A character must walk through the
curtain of shadow between the two pillars.

A failed Shadow Gate can affect up to two creatures who walk
through it per day.

Special Ability (Su): When a character passes through the gate,
she briefly enters the Plane of Shadow—but for just a stuttering
instant, long enough for a seed of shadow to become implanted
in the character. By the time the character reaches the oppesite
side a second later and wades into the pile of fleshless bones there,
the change is already under way. .

successful DC 20 check,

The character feels a film of cold flow over her. Her skin and
equipment appear somewhat blurred. She can try to resist the
effect (Will DC 20) or allow it to proceed. Those who resist and
succeed throw off all further effects and come to no harm, but
gain no benefit.

Those who leave themselves open to the change or who resist
and fail are subsumed by shadow. This effect either grants a char-
acter the dark template, which he can call upon once a day, or’
kills him through incomplete subsumption. Half of those who
make the trip die in this fashion: Their skin and equipment mist
away in a stream of fleeting shadow (they fall to —9 hit points,
and if not healed within 1 round, they die as noted).’

d%Effect
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0150  Incomplete subsumption; subject at —9 hp.
¥1-100 Subject gains dark template 1/day for 10 minutes.

A surviving character can call up her “shadow mantle” as a
standard action that does not provoke attacks of opportunity.
The character is treated as having the dark template for 10 min-
utes, after which the benefit fades and the ‘character is treated
as normal for the rest of the day. Some creatures in the fake
temple of Mystra have made dozens of trips through the failed
Shadow Gate. Those few who survived 10 or more trips no longer
need to trigger the template—it is always active; however, this
effect also turns the creature irrevocably evil. See page 1572 for
a description of the dark template. '

Aura; Strong transmutation.

Ability Value: 5,000 gp.

Magic 1tems

This adventure introduces a few magic items central to its plot.
These items are unlikely to be of interest to PCs beyond their
use by the villains.

pisc of secrets

Price: 200 gp

Body Slot: —

Caster Level: 1st

Aura: Faint; (DC 16) illusion

Activation: A command phrase (“Reveal your secret to no one”)
causes a disc of secrets to reveal its true appearance: a black
disc of jet surrounded by a ring of purple amethysts.

Weight: — g .

This featureless sitver disc hangs from a simple sitver chain.

A dise of secress functions as an unholy symbol when wiclded by
a cleric of Shar, serving as a proper divine focus for the cleric’s
spells and channeling negative energy to rebuke undead.

The only magical function of a disc of secress is to conceal its
identity. This disguise is a shadow.(partially real) illusion effect,
and cannot be disbelieved. .

Prercquisites: Craft Wondrous Item, Shadow Weave Magic,
Shadow conjuration.

Cost to Create: 100 gp, 4 XP, 1 day.
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gal-ralan

Price: 625 gp (+1), 2,500 gp (+2), 5,600 gp (+3), 10,000 gp (+4),
or 15,600 gp (+7)

Body Slot: Arms

Caster Level: 5th

Aura: Faint; (DC 17) necromancy

Activation: —

Weight: —

Decorated with elaborate, abstract designs, these cold-forged iron
bands pierce the wearer’s forearm with 6-inch-long needles made
of the same metal.

As long as a character wears a gal-ralan, she takes 1 point of
Constitution damage that cannot be recovered by any means
other than the ga/ralan’s removal.

A gal-ralan provides the wearer with a +1 to +J resistance
bonus to her saving throws. This benefit increases by an additional
2 against death effects, energy drains, and other effects (such as
the shadow curse) that affect the wearer’s soul.

Lore: A character who has ranks in Knowledge (arcana) can
learn the following fact about ga/-ralans by making a successful
DC 10 check:

Shadar-kai wear these bands to affix their soiils to their
bodies and prevent them from heing drawn back to the Plane of
Shadow.

Prerequisites: Craft Wondrous Item, resistance, caster level
must be three times that of the gal-ralax’s bonus.

Cost to Create: 312.5 gp, 25 XP, 1 day (+1); 1,250 gp, 100
XP, 3 days (+2); 2,800 gp, 224 XP, 6 days (+3); 5,000 gp, 400
XP, 10 days (+4); 7,800 gp, 624 XP, 16 days (+3).

shadow shard

Price: Minor artifact

Body Slot: Throat

Caster Level: 16th

Aura: Strong; (DC 23) necromancy
Activation: Five full-round actions
Weight: 1 1b. :

This thumb-sized crystal of deep purple is set in bronze clasps.
A sturdy bronze chain is affixed to one &‘Z&?JP, 50 that the shard
can be worn as a Peﬁddﬂf

Three times per day, 2 shadow shard can be used to affect a living
creature within 60 feet that lacks the Shadow Weayve Magic feat.
The creature must succeed on a DC 30 Will save or suffer one
of two effects.

If the créature uses Weave magic (including spells and spell-
like or supernatural abilities—use of magic items does not
qualify), it is instantly reduced to 1d4 hit points and is unable
ito use any of its Weave-related abilities (spells and spell-like or
supernatural abilities; magic items can still be used) within 60
feet of the shadow shurd. A creature affected in this manner
remains under the constraint against using Weave magic near
the shadow shard for as long as it remains near, and for 1 Hour
afterward.
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If the creature does not use Weave magic, a failed save in-
stantly slays it and raises it as a shadowslain creature. See the
shadowslain template on page 152. The shadowslain creature is
not heholden to the user of the artifact. ;

If the target has the Shadow Weave feat, the target can
choose to automatically be affected and become a shadowslain
creature. '

Curse: This artifact is holy to Shar. Anyone who attempts to
use it who is not a worshiper of Shar must make a successful DC
30 Will save instead of his or her target.

A shadow shard is a Shadow Weave magic item. Thus some-
one who lacks the Shadow Weave Magic feat who uses its power
takes 1d4 points of Wisdom damage.

Lore:-A character who has ranks in Knowledge (history) or
Knowledge (arcana) can learn the following facts about shadow
shards by making a successful check against the indicated DC:

History DC 10: A shadow shard is a small picce of the Stone
of Madyroch, a powerful Shadow Weave artifact (often referred
to as the Shadow Stone).

History DC 15: Although the Stone 1tsc1f was destroyed in
Cimbar by the mage Aeron Morieth, a small number of shards
survived. In the years since its destruction, servants of Shar have
recovered these smaller pieces of the Shadow Stone.

Arcana DC 10- Like the original, these shards hold potent
powers to corrupt Weave magic, destroy life, and create shadowy
unlife in its place. A shard is a Shadow Weave item, anu.I as such
it is perilous for Weave casters to use.

Prerequisites: Minor artifact.

Cost to Create: Minor artifact.

the Necreme and 1ts

command Amulet

Price: 9,000 gp

Body Slot: — and throat (command amulet)

Caster Level: 3rd |

Aura: Faint; (DC 16) necromancy

Activation: Move action

Weight: 6,000 pounds (Necreme)y — (command amuler)

The Necreme is a black-painted keelboat with its name written in
bleached bones set into the sides of the boat. It has a small cabin
Jorward, a set of oar benches low in the hull midships, and a
raised coxswain’s platform and tiller at the stern. Orc skeletons
man the oars.

The Necreme is a simple keelboat whose oarsmen are animated
skeletons. The boat itself is not particularly magical; the magic
lies in the amulet of command that enables the bearer to control
the skeletons chained to its oars.

A character wearing the boat’s command amulet can issue
rowing instructions to the skeletal rowers. Directing the rowers
requires a move action each round. A character can man the tiller
at the same time he directs the rowers (doing both still requires
a move action each.round).

The Necreme travels at a rate of 2 miles per hour when
rowed by four Medium skeletons. The skeletons are controlled
‘by the command amulet, and they obey anyone wearing it. To
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assign a skeleton to the boat, a person with control over the
skeleton (for example, a cleric who has succeeded on a command

undead a‘ttempt) simply orders the skeleton to obey the wearer.

of the amulet. The skeleton no longer counts against the origi-
nal controller’s limit of Hit Dice of uudead he or she can keep
under control.

Unless otherwise commanded, the rowers continue to do the
last thing they were told, so a character could instruct them to
keep rowing and then do other things. However, the boat cannot
steer itself or avoid hazards, so this course of action is somewhat
dangerous. The skeletons cannot be commanded to do anything
other than row or cease rowing.

Prerequisites: Craft Wondrous Item, command undead or
ability to rebuke or command undead, keelboat (or other suitable
vessel).

Cost to Create: 4,500 gp, 240 XP, 3 days.

starry Gnosis

Price: Minor artifact

Body Slot: — (held)

Caster Level: 9th \

Aunra: Moderate; (DC 19) enchantment

Activation: Standard action (bewitching, commanding domi-
nated creatures) or — (da.rkvmon 60 ft.)

Weight: 5 Ib.

This item is a grapefruitsized crystal sphere with a dark inner
heart. No light can pierce it, but tiny points of light, like stars,
fwinkle within the glabe at the periphery of the dark core.

If the Starry Grosts is held and the command phrase “Knowledge 2

lies between the stars” is spoken aloud by the holder, the item’s

bewitching effect is produced. All except the holder and his allies

who stand within 30 feet of the activator must succeed on a DC

16 Will save or become bewitched. Those who have undergone the

three-day ritual described for petitioners in the middle courtyard

take a —5 penalty on their Will saves.

A bewitched victim takes a —1 penalty on all attacks and
weapon damage rolls against the holder of the .Szzrry Grosis, and
cach round on the holder’s turn, the victim must make another
suecessful saving throw against the original DC or take another
cumulative =1 penalty on attack rolls and weapon damage rolls
against the holder. She must attempt this save no matter how
far she subsequently moves from the holder. If the victim makes
a successful saving throw before she falls to a cumulative —4
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penalty, she throws off the effect and the penalties, and makes
no more saves. She has successfully resisted the Grosis.
However, if a victim ever falls to a cumulative —4 penalty
against the holder, she is affected as if by a dominate person spell
cast by the holder of the .Starry Guosis. Anyone dominated is
affected (by the domination and the penalty) for nine days. If

a victim is freed from the domination or the bewitching, the

penalty also ends.

While it is held, the Guosis provides the secondary effect of
granting the holder darkvision out to 60 feet.

The item can be used to bewitch creatures once every three
days. When the-Starry Guosis is activated, the tiny stars inside it

are swallowed up and do not reappear for three days.

Carse: If the user of the Starry Guosis doesn’t worship Shar,
the item works normally until an enemy falls to a —4 penalty,
At this point the Guosis cracks and explodes, releasing a burst
of shadow like a black fireball. Creatures within a J-foot radius
take 6d6 points of cold damage (Reflex DC 16 half).

The Starry Gnosis is a Shadow Weave magic item. Thus some-

one without the Shadow Weave Magic feat who uses its bewitching
power, uscs it to command someone already dominated, or uses
it to gain darkvision immediately takes 1d4 points of Wisdom
damage. Continunally holding it to gain darkvision would result
in this damage each day, assuming the user lacks the Shadow
Weave Magic feat.

Lore: Characters who have ranks in Knowledge (religion)
can research the Starry Grosis to learn more about it. When a
character makes a successful check, the following lore is mvealed
including information from lower DCs.

DC 10: Originally a jewel adorning a massive statue of Shar
in the Temple of Old Night in Calimport, this dark globe now
serves as a powerful item of mental domination.

DC 15:No known artifact or holy item sacred to Mystra is
called the Stzarry Grosis; if such an item truly does exist, it must
be unique to a particular'scct of Mystra worshipers who have not
communicated their revealed knowledge to the greater church.

‘DC 25: There is some mention of something called the Starry
Grosis in rcligious texts, but not in relation to Mystra.

DC 32: The Starry Gaosis is a crystal globe plucked from a
statue depicting the goddess Shar mn the Temple of Old Night
in Calimport. The globe was invested with divine power by
the goddess herself, at the direction of high priestess Hsvele
Graycastle.

Prerequisites: Minor artifact.

Cost to Create: Minor artifact.
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plager nandouts

You can photocopy the following handouts to give them to your players at the appropnate times.

Mar or Pate 10 Lost REFUGE

ThE Lo:.T' /
'BEFUGE:

MARBLE F'L.nc.E 0N THE HiLL L ;
“From THE SHRINE, HEAD ALMpPST DuE West FOR 20 MILES. you LL
Pass ThHe TomB OF CHonNls To THE LEFT .
W”EN You REACH THE SwWAMF, LOOK TFoR THE PATH BY THE SKUI-L5T\\SFF =
a TM(F IT To THE LHS‘T _RpF f\ND Awm-r ORDERS, - 2
L » J 2 <8 i L . 3 A

Fllustration by Chris Dien

) : 1 ETTER FOUND ON KITHLORD THIFERAVEN

13 Rithlord Thieraven,
1 WWWMM%WMMWWdeWmM
vealm, but ) guarnantec that & Fen plans ane successful. you will have a bome on
Tacrin whene yoan bind will aot feel the cande's effects, The Vast Suamp chould make »
; @WWWWWmWMMMaMWMWW.%W Ity
welll suspect. it, and wo froging eyes will detect it beecdes a few crude tribies that you can
; dlaughter on. subjugate as gyou see ft. Succeas in this eadeavor will in tuna lead to other
l W#WWW '

Ao always, She grants you access to the Sthadow Weave, aud 9 offer mone traie-
lng tn (o ase, We wrge you to conuince mone of youn bind To. accept this gift. You have

oy e —— )

—Ewele Graycastle

k.
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LETTER 1IN SHAN THAR’S DESK

Sy T Mo
%W@mmm%&hﬁﬂﬁ MMM%%%MMM

Fseall o lithle frardor, r0oiell) yoce? Eoe WM(MMW@
sve ngecd b stefe 5474 sy ccct fiara I foans yore e yocct) docolils, bt ot
WW@/&&?;&%&: 2o T _Ma&
LEerTER FOUND ON THE ALTAR '
Despayr. =4 .

The Lady of Loss bias seen youn devolion and will reward, &.

9 send you Thicraven, who brought you this letten. He carnies the means to ofpen the
Dusk Lord's Paseage once again, and therely prouide you with a glorious new home
aud the means to sun mutual ende, | '

Whien you bave made your way tnough the Pasage, you will find younself in a
ohadowy neflection of the beep. From thene, another of Thicravens nace, a dhadar-fkac,
will lead you to the Mlonasteny of the Elon Dome. T ecagerly awadt you thene. We bave
mach o discusy.

Roop. goarn secnets safe. Thein weight witl oue day bring the Wysteries to an end.

: — Eouele Grayeastle
- : . Frrar’s UNFINISHED LETTER ’
W SR G -1»:&5-4%%%}&4’,’” 545-4;:.,{%4,42;;}1.-_;&, . S
] (/_;mrir}j{\ /ﬁf s /{gﬁé_ t.f}(m/y’. 5.-(:;/?/ {S}.’fﬁ’(ﬂf‘ 5 thar. As c;«/c’czﬂ:';l{ﬂ the L“:{.(I((ii?(fm /{"z}//f.. Heir secrets rgrr/f; but 7 :/E:/“ '
r.fﬁf*m.t_-r mm'éff:';r}/ é}’(:f(;'.m}/z{{- /::n/ w ﬁt kmé&m’z{z;éxf rﬁfz’}z};‘yé}w{z;téyﬁxz. e ({r}/’; tf'fw o bheir ﬂ'ﬁ;‘zz/ ﬁ.l. _f.m{é.: .«{ //;r::.’é/;' ry/
dead m;;k’c i;fr e Vit ‘53‘”’7" ()K}#}M\-fé; s | .r’: 17 %ﬂ‘f/’ f‘:“4 udiage s r»zféf;fffr'(:/;kc: #f/{;ﬂj_‘- works j{!!}’/f;;i :’/f}:srﬁf«rmé;-ﬁ.{
;rtf{r};z{:r/ the .wwiy- s 4 csn ok vderilipmsscens it This (}z{.'(:.»:;}#ru'fy Kz;ﬂ;m/ me, /(;f.(/./}ﬁﬂ{ﬂ?e./ tr the Black Sun t

= / -~ ~Er, ‘_% \ A - ;/)L; - ) ] £ "' /" . - -
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=T 2 P ~7 1 i . = ﬁ / 5 i by e 4’ . u/‘ £ A /[ 8 '..H. ,\."' 2
/m;:%ﬁmvfmw( 7' allached with this letter, /Azm.w botr Cpricn 7 bellore. Lt bo e wrilings 7[ & ik that owee Loed|
-~ - + o /
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1352
1353
1354
1355
1356
1357
1358
1359
1360
1361
1362
1363
1364
1365
1366
1367
1368
1369
1370
1371
1372
1373
1374
1375
1376
1377

1578 -

1379
1380
1381
1382
1383
1384
1385
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PARCHMENT _
The shadows fall properly and others signs make it more clear. At long last, the Black Chronology is coming to
Sruition. I trust in the shadows that dance at the edge of my sight, for Shar enfolds me in her dark embrace. [
can with some authority claim that this year, 1352 DR, is indeed the Year of the Lost King, first year of the Black
Chronology. I know that the events: prophesied in the Book of the Black will soon come to pass.
Behold the Roll of Years and its Shadow. In due time we shall all bear witness 1o unfolding of Shar’s greatest
work. -

Year of the Dragon
Year of the Arch
Year of the Bow
Year of the Harp
Year of the Worm
Year of the Prince

- Year of Shadows

Year of the Serpent

Year of the Turret

Year of Maidens

Year of the. Hebm

Year of the Wyvern

Year of the Wave

Year-of the Sword

Year of the Staff

Year of the Shield

Year of the Banner

Year of the Gauntlet

Year of the Tankard

Year of the Unstrung Harp
Year of Wild Magic

Year of Rogue Dragons
Year of Lightning Storms
Year of Risen Elfkin

Year of the Bent Blade
Year of the Haunting

Year of the Caunldron

Year of the Lost Keep

Year of the Blazing Hand
Year of the Starving

Year of the Black Blazon
Year of the Vindicated Warrior
Year of Three Streams Blooded
Year of Blue Fire
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Year of the Black Banner

Year of the Lost King
Year of Masks

Tear of Great Reaping
Year of Retreat

Year of the Drow

Year of Spell Ilames
Year of Ascension

Year of the Carnival
Year of Armies

Tear of the Golden Discovery
Year of the Sun

Year of Winter

Year of Lords

Year of Foyous Elves
Year of Icy aters

Year of Unmasking

Year of the Sons

Year of the City’s Sorrows
Year of the Deep War
Year of the Toppling Towers
Year of Dark Returns
Year of Madness

Year of the Unraveling
Year of Harsh Goals
Year of False Hopes

’
5
/

Year of Broken Hearts
Year of Lost Wisdom
Year of the Dull Blade
Year of the Fool

Year of Unwelcome Guests
Year of Unjust Rewards
Year of Stolen Thrones
Year of the Revelation
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pelve into packness, 'Brihg the reuth o Light

Beyond the pristitie fagade of the ‘Temple of Mystra, a sinister conspiracy threatens the future of
Cormyr. Profane acts within the temple hearken toa mounting threat in the Vast Swamp. Adventurers
must cross mto the Plane of Shadow to unlock the truth about this growing darkness in time to
thwart an attack against Cormyr and the goddess of magic herself.

This FORGOTTEN REALMS® campaign adventure is designed for characters of levels 4—7. It can be
played as a stand-alone adventure or as the first adventure in a three-part series. Each encounter
contains special tactical information for.the Dungeon Master and expanded map features for ease
of play. .

 For use with these DunGEONs & Dracons® core products
Player’s Handbook” Dungeon Master’s Guide® Monster Mannal”™
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