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Introduction

You're about to embark on a journey full of danger and excirte-
ment, intrigue and challenge—a journey to the Shattered
Gates of Slaughtergarde! You'll face off against sinister foes

from rampaging dragons to calculating demons. As part of

a close-knit team of adventurers, you'll grow in power and
knowledge. And you'll earn glory and acclaim, as well as
piles of treasure.

But to do all thar, you need a characrer. Thar's where this
book comesin. This Player's Guide is a link berween the D&D
rules and the adventure you're about ro undertake. Here you
can find all sorts of advice on how to make a memorable
character who can survive the rigors of Slaughtergarde and
emerge victorious.

Once the adventure has started, you'll still find the

Player's Guude useful. Your character can acquire some of

the magic items detailed in this book. In time, your PC
might ally with one or both of the organizations derailed
here—the Luminous Order and the Ebon Cabal. The Play-
¢r's Guide tells you the benefits of thar athliation, including
prestige classes available only to members of one of these
groups.

Share the Player’s Guide around the table as you undertake
the adventure. That's what it's designed for. Refer to it as
often as you wish—the knowledge in this book might save
your character’s life!

CREATING A CHARACTER

You and your friends begin your adventures in the Valley
of Obelisks, a rugged land on the frontier of civilization.
As you generate a new Ist-level character, consider the fol
lowing points.

The Valley of Obelisks is a big place. Even a fast rider
would take days to travel its length by road. Thus, nearly
any character you can imagine can be from here. Don't be
shy abour trying an unusual combinarion of class and race,
or a type of character new to you.

Your Dungeon Master has all sorts of adventure materials,
but they require a reasonably cohesive cast of characters to
spring to life. Discuss with vour friends what kind of char-
acter you're making. That way, you make sure you've got
the basics covered—someone who can heal, someone who
can fight, someone who is skilled with arcane magic, and
someone who can deal with traps. Ideas that your friends
have for their characters might inspire you.

Another way you can make the DM's life casier is by
inventing some sort of social connection between your
characrer and at least one other PC. Doing so provides a
reason your characters are together, and it helps make sure
that everyone makes characters that work with one another.
You don't have 1o play a character who's best friends with
everyone else, of course, but D&D is a cooperative game,
so you shouldn't play a complete misanthrope either.

Root your characrer in the world—orat least plant some
seeds that can grow roots in time. You should be able to pick
a community in the Valley of Obelisks that your character

calls home, and you should know the basics of how your
character grew up. whether living relatives exist, and so on.
You don't have to have a derailed history unless you want to.
In fact, it's often convenient to leave some parts of the story
blank initially, so you can fill them in later with details that
connect to the ongoing campaign. In any case, you should
be able talk about your character in a way that doesn't rely
on race, class, and level.

RACES OF THE VALLEY

Most communities in the Valley of Obelisks are welcoming
to residents of all races, but some naturally attract more of
one race than another. Others are the historical home of a
specific race.

When you choose a race, vou don't necessarily have to be
from one of the communities described in that race’s sec-
tion. You can pick adifferent settlement, declare that you're
from a small hamlet or thorp that isn't shown on the map,
or even decide that you wanr ro play a visitor from a far-off
land.

Dwarf: Few of the valley's dwarves are farmers. Instead,
they are artisans in urban centers or miners up in the foor-
hills and mountains.

Communities: Dwarves dominate the town of Krokarrand
the surrounding Sardarian Hills. Recently, a dwarf clan has
moved to Hemyulak, where its members ave scouting the
nearby mountains for ore.

Elf: The elves of the valley call its many forests home.
Elves spend their time tending the grear trees, hunting,
gathering rare herbs, and perfecting wizardry.

Communities: Built among the trees of the Oakwood, the
town of Shul Shennek is the largest cluster of elves in the
valley. Shul Vaath in the Vaathwood runs a close second.
Both the Oakwood and the Vaathwood have smaller elf
hamlets as well. EIf communities are more sporadic in
the other forests, and no elves live in the Forest of Turlek.
Werewolves wiped them all out.

Gnome: Gnomes in the valley keep to their own, living
quietly in thorps burrowed into the hills and rolling pas-
tures that characterize the central part of the valley. Many
are shepherds or vegetable farmers.

Communitics: Gnomes have a significant presence in Riv-
erbend, and the Riverbend Carnival is justly famous for its
skilled, entertaining gnomes.

Half-Elf: Half-elves have a reputation as diplomats and
shrewd bargainers, so many gravitate to the merchanr rrades
or other jobs requiring travel.

Communilies: Those half-elves of the Valley of Obelisks
who live with elves are usually found in Shul Shennek.
These individuals are treated as full-blooded elves in the
community, set apart from the others only by their short
life spans. Since the elves of Shul Vaath disdain outsiders,

‘halfelves are rare among them. Halfelves who live with

their human kin are usually residents of large sertlements
such as Sumberton.

Half-Orc: Full-blooded ores once comprised the majority
of the barbarian tribes roaming the fringes of the valley,
but they began mixing with humans long ago. Many of
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these tribes are now made up entirely of half-orcs. A few
such tribes wander the fringes of the Valley of Obelisks,
hunting and gathering when they can, and raiding nearby
settlements when they must.

Communities: The mountains north of the Valley of Obe-
lisks and the headwaters of the Marrilach River are the
territory of the two largest halfore tribes.

Halfling: The Marrilach River that runs through the
heart of the valley also runs through the heart of every hall:
ling, it is said. The vast majority of halflings lives and works
within a few miles of the river, many on the riverboats that
carry goods back and forth between the Valley of Obelisks
and the rest of the world.

Communilies: Three halfling clans are parrticularly
common in the valley, The Marktunsel halflings are his-
torically from Sumberton; Lukrimar Keep is home to the
Hundivarst clan; and the Faminestri clan is from Jewelford.
Halflings from all three clans, as well as a scattering of
‘extended family” from other clans, live anywhere within
sight of the Marrilach River.

Human: The dominant race of the Valley of Obelisks,
humans built the roads and erected the settlements where
most of the valley's residents live. Human farmers make up
the preponderance of the valley’s common folk.

Contmunities: The city of Sumberton is the largest set-
tlement in the Valley of Obelisks, and nearly half of its
population is human. Jewelford is another town that has a
large human population, and many of the smaller villages
and hamlets such as Dondurran, Tulvercross, and Silvermont
have a human majority.

CLASSES OF THE VALLEY

[tisn't hard to justify the presence of any class within the
communities of the Valley of Obelisks. Some classes natu-
rally gravitate to certain occupations and locations,

Barbarian

The settled lands of the Valley of Obelisks have few native

barbarians. Some tribes wander along the northern periph-

ery or the headwaters of the Marrilach River.
Occupations: Barbarians who come to the valley find

work as caravan guards or soldiers, or as bandits who fight

caravan guards and soldiers,

Character Concepts

+ The berserker who glares at everyone and lets an axe do
the ralking,

« The exotic hunter-gatherer who's curious but naive about
civilization.

* The survivor who lived through a massacre or disaster
that wiped out the tribe.

Bard
The art of song is particularly esteemed in the Valley of
Obelisks. Performers are common, but only the best can
call themselves bards.

Occupations: Every bard needs an audience, so the natu-
ral tendency is for bards to gravitate to larger cities such as

Sumberton and Jewelford. The gnomes of Riverbend pro-
duce a number of bards as well, many of whom learn their
craft in the traveling Riverbend Carnival.

Character Concepts

* The tale-spinner who's eager to hit the road, perform
heroic deeds, and tell stories about them.

« The fencer minstrel who wields a rapieras well ashe does
a mandolin.

«+ The dabbler who's fascinated by ancient lore, delving into
crumbling ruins and long-forgorten crypts in search of
secret knowledge.

Cleric

The folk of the Valley of Obelisk are cosmopolitan enough
to tolerate the worship of any non-evil deity. With no
single religion dominating the area, clerics of many fairhs
are common.

Occupations: Sumberton’s Pious Way has a number of
major temples and is the region’s center of religious learn-
ing, so clerics commonly come from there. Every town,
village, and hamlet has churches and chapels that could
benefit from the presence of a cleric.

Character Concepts

* The missionary who tries to convert others by way of
speech and example.

« The shepherd who guides and protecrs others through
the trials and dangers of life.

« The zealot who rakes the role of a soldier in a battle
berween good and evil.

Druid

While the Valley of Obelisks is known as an agriculrural
region, much of its land has never felt the touch of a plow.
But that doesn't mean such land isn't tended, for druids
watch over the valley's wild places.

Occupations: Some druids are loners, safeguarding the
wilderness as best they can. The majority of druids in the
valley belong to one of three orders: the Druids of the Red
Rock (Andrall Forest), the Mahogany Circle (West Oak-
wood), and the Vaathwood Guardians (Vaathwood).

Character Concepts

» The innocent who simply wants to see all the splendors
of the natural world, from the highest mountains to the
deepest caverns,

+ The militant who wants to protect the wilderness from
the taint of evil—or the corruption of civilization.

« The mystic who seeks to better understand nature and
divine magic.

Frghter

The Valley of Obelisks might be at peace, but it's far from
peaceful. A strong sword arm is always an asset, and skill
with a blade highly prized.

Occupations: Some fighters are soldiers in the national
army, quartered in Sumberton or Castle Pendrant. Mostare




members of local militias under the command of a titled
lord ar another member of the nobility.

Character Concepts

* The glory hound who sees each battle as a test of skill and
a building block of fame. .

* The soldier who's tascinated with small-unit tactics and
apt to suggest techniques such as “pincer movements”
and “bounding overwatch.”

* The mysterious drifrer who does good deeds, then wan-
derson in search of somerhing—or away from something
else.

Monk

Valley residents regard the martial arts as exotic, but a few

understand the power such discipline offers.
Occupations: Many monks reéeive their training in

one of Sumberton's monasteries, A few learned their art at

a lemp[(‘_ in Sckletir or in Fm'(%ign lands.

Character Concepts

* Theseeker who travels from place to place, inding adven-
ture almost by accident.

« The contemplative who uses martial arts as a path to
enlightenment.

¢ The would-be master who strives to best the champions
of other fighting styles.

Paladin
Evildeers like 1o lurk on civilization’s frontier, so who
better than a paladin ro make sure the Valley of Obelisks
remains safe?

Occupations: The temples of Sumberton have paladin
orders affiliated with them, and many paladins owe alle-
giance to the shrine ar Sekletir.

Character Concepts

« The crusader who's a soldier with a righteous cause that
nothing can stand in the way of.

* The honorable knight who tries to a live a life of virtue
as an example to others.

* The reformer who underrakes quest after quest in an
effort to make up for some past sin.

Ranger
A ranger’s place is our on the frontier, and the Valley

ol Obelisks offers plenty of challenges on the edge of

civilization.

Occupations: Rangers are more common in the valley’s
smaller communities than in the big cities. Many act as
hunters, guides, and scouts. The village of Hemyulak in
particular is known for the rangers it produces.

Character Concepts
« The wanderer who goes wherever the path leads, always
eager (o see new sights,

 The guerilla who learned how to use stealth and camou-
flage to reach behind enemy lines, set ambushes, commit
sabotage, and fade into the wilderness.

» The hunter who takes pride in stalking prey, then dis-
patching it quickly and cleanly.

Rogue

With so many communities and ways of life in the
valley, it's easy for a rogue to make a mark or to blend in
nnobtrusively.

Occupations: The skills rogues possess mean thata city
life best suirs most of them, but some rogues are bandirs or
scouts in the rrackless wilds.

Character Concepts

* The mischieFmaker who loves to embarrass authority
figures and do the impossible.

+ The killer trained from childhood to slay quickly and
silently.

+ The deceiver who uses disguise, stealth, and other skills
to act like a fanrasy version of a modern spy.

Sorcerer

The raw arcane power of the sorcerer can manifest without
warning, so members of this class are found throughout the
Valley of Obelisks.

Occupations: A sorcerer or two can be found in most
valley communities, using their spells to keep the peace,
protect others, or cause trouble.

Character Concepts

« The dragon-descended who vegards spells as a birthright
from draconic ancestors.

= The meditator who's always trying to unlock the arcane
secrets within the soul.

« The curious free spirit who uses experimentation and
observation to master new spells.

Wizard

Sumberton alone is big enough to support an arcane college,
so wizards are uncommon in the valley.

Occupations: Most wizards use their spells to carn a
livelihood, often as members of the Scriveners Guild in
Sumberton. A few live elsewhere, mostly as apprentices to
hermit wizards who came to the valley to enjoy solitude.

Character Concepts

* The scholar who treats magic like a field of scientific
inquiry.

« The acquisitor who's always on the lookout for new spells
and magic items.

* Theintellectual who uses intelligence and magic to over-
come physical frailty or social stigma.




The Luminous Order

As you discover the secrets of Slaughtergarde, you might
meet agents of a knightly organization called the Luminous
Order, which is based in a castle called the Shining Citadel.
Over time, you can develop an affiliation with this group
that leads to increasingly greater rewards for you—if you
continue to act in an appropriare manner.

From time 1o time after you become afhiliated with the
order, the DM mighrt rell you that your affiliation score within
the Luminous Order has increased. As yourafhiliation score
rises, you become entitled to the following rewards.

Affiliation

Score Title; Benefits and Duties

1 or lower None.

2-4 Knight Luminous or Luminary: You are

eligible for quests and can purchase
spellcasting from the clerics of the order at
reduced cost.
5-38 Luminary Captain: You receive a Luminary
tabard and gain expanded access to the
order's NPC spellcasters.
Luminary Champion: You receive one
weapon of the celestial host (your choice).
Gaining the title of Luminary champion
entitles you to enter the solar channeler or
serene guardian prestige class.

PLAYING A LUMINARY

9 or higher

When you're a Knight of the Luminous Order—also known
asa Knight Luminous or a Luminary—you're always on the
lookout for evil, especially hidden iniquity that might lead
to greater woe down the road. The Luminous Order was
created to stop a demonic invasion, so you're particularly
concerned with anyrhing rhat lets evil gain a foothold
such as a secrer demonic cult engaging in foul rites within
a forest or an evil lvcanthrope hidden within a community.
It doesn't have to be an earth-shattering invasion from the
Lower Planes. You strike at any growing evil, uprooting it
before it can bear bitter fruit.

The Luminous Qrder places great faith in the self-reliance
of its members. Ifitaccepts you within its ranks, the order is
confident that you take its mission to heart. Thus the order
demands few specific duties from you. If evil shows its face,
then the Luminous Order asks volunteers to vanquish that
evil. Bur the order’s leaders rarely demand that a specific
agent underrake a specific mission.

The order’s leadership likewise respects the lives of mem-
bers beyond the Shining Citadel’s walls. It's common for
Knights Luminous to be away from the citadel for months
at a time, even if they aren’t on a specific mission for the
order. Joining the Luminous Order advances your career as
a hero; it doesn't constrain thar career.

Combat: Clerics, fighters, and monks are the most com-
mon classes in the Luminous Order, so members’ racrics
vary based on their strengths. Some Knights Luminous
stand toe to toe with enemies, while others hang back and
cast spells. Supernatural or magical enemies are countered

by supernatural or magical responses, whether that's turn-
ing undead or using dismissal on fiends.

If Luminaries have a weakness, it's that given a choice
between protecting their comrades and defeating a foe, they
save their friends every time. Clever enemies aren't above
exploiting this sense of honor to gain an advantage on the
battleficld—or at least to escape.

Luminaries usually operate in small groups. On the rare
occasions when a crusade calls for larger groups, those
squads organize like cavalry. The leader of such a company
(often a Luminary caprain) commands eight to ten others,
and all of them travel on light warhorses to arrive at the
critical point of the battle as soon as possible.

Advancement: The Luminous Order accepts roughly a
dozen new members each year. Two broad criteria are used
to determine membership. First, the Luminous Order wanrs
new knights who already have some experience battling evil,
especially supernatural foes such as undead and outsiders.
Second, the order looks for recruirs who have skills and
talents that it doesn't possess in abundance. Strong sword
arms are always welcome, of course, but to impress the lead
ers of the Luminous Order, you should try to accomplish
something that they haven't seen before.

Once you become a Knight Luminous, you have access
to the Shining Citadel and the aid of powerful members of
the order. You can take living quarters at the stronghold if
you wish, or merely visit when you want a quest or need the
order’s aid.

At the Shining Citadel, the best of the best are known as
Luminary champions. If you become a champion, you can
start to exert some influence within the order, deciding on
its overall direction, prioritizing its many concerns, and
assigning quests to other Luminaries. A polirical role has
mandatory duties, though, so don't take such a position if
you don't want the responsibiliry.

Missions: The original purpose of the Luminous Order
was to thwarr a demonic invasion, should another one ever
occur. That hasn't happened in all the centuries of the order’s
exisrence; in the meantime, the orgnization deals with the
frequent outbreuks of evil and lawlessness in the Valley of
Obelisks as best it can. Last year, for example, the Luminous
Order's notable accomplishments included protecring refu-
gees fleeing the dragon arrack on Andrushel, breaking the
gnoll siege of Kel's Rise, uncovering a group of mind flay-
ers hiding in a temple in Jewelford, and ending Jolly Marua's
vampiric reign of terror in Stump Flats.

Knights Luminous also travel into the Slaughterscar
from time to time to check the undead population. Current
Luminary champions believe that periedic patrols are the
best way to keep the undead within rhe crarer, rather than
seeing them spill our ro menace the nearby countryside and
communities.

Responsibilities: The Luminous Order is understanding
of its members responsibilities to family, lord, and country.
You can spend up to six months away from the Shining
Citadel without arousing worry in your comrades—and
longer than that if you're on order business. As long as you
don't besmirch the Luminous Order's good name, and you




Special: You must have an affiliation score of 9 or higher
within the Luminous Order to become a serene guardian.
If your affiliation score drops below 9 after you have
become a serene guardian, you retain all class features

QE RE N E‘ G U_A RDI}\ N and the ability to advance in the class.

“You fight well, but you're about fo collapse in a pavoxysm of pain,
Sees™” : THE SERENE GUARDIAN  HiIT Die: 8
Hanoo the Blessed, serene guardian Base
Attack Fort Ref Will
‘Level Bonus Save Save Save Special
Ist +1 +2 42 +0 Resonance,
painful release

fight evil to the best of your ability, the order is proud to
call youa member.

The Luminous Order teaches its soldiers some rudimentary
meditations and concentration exercises, but these are just

the tip of the iceberg. Those who master the esoteric, mind- Ind +2 +3 43 40 Damaging release
enhancing techniques of the Luminous Order have earned 3rd 43 T I R o LA T
the right to call themselves serene guardians. or bonus feat
4th +4 +4 +4 41  Staggering release
BECOMING A SERENE GUARDIAN sth 45 +4 44 41 Greater resonance
If you have a disciplined worldview and a certain level ol 6th +6 *5  +#5 42 Traumatic release
combat prowess, and you have the title of Luminary cham- 7th T i B e fear
: . s il o 8th +8 +6 +6 +2  Confounding release
pion, then becoming a serene guardian is simply a matter of 9th +9 R R 2 R e s
devoting the necessary time to training your mind. 10th +10 7 47 43 Soulreleges
SERENE GUARDIAN ENTRY REQUIREMENTS Class Skills (2 + Int modifier per level): Balance, Climb,
Alignment: Any lawful. The Luminous Order doesn't Concentration, Craft, Escape Artist, Hide, Intimidate,
tolerate evil members, and evil characters aren’t accepted Jump, Knowledge (religion), Listen, Move Silently,
among the arder’s ranks, but nevertheless a serene Profession, Sense Motive, Spot, Swim, Tumble.

guardian who falls from grace keeps the powers of the
serene guardian class and can still gain levels in the class.
Base Attack Bonus: +6.
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CLASS FEATURES

Asa serene guardian, you deliver blows that establish a mys-
tical resonance within your targer. You also learn methods
to release thart resonance in ways that harm your enemies.
All the following are class fearures of the serene guardian
prestige class.

Resonance (Su): When you enter the class, you become
able to establish resonance in your enemies. Whenever you
deal damage 10 a foe two or more times in a single round,
you create 1 point of resonance in that enemy. You usually
need to make a full attack to create resonance, but a single
attack followed by a successful attack of opportunity before
your next turn also allows you to do so.

To produce an effect, you must release the resonance you
have established. You can only release resonance in one
target at a time. When you release resonance in a foe, all
the resonance points you have created in that opponent are
loosed to produce the effect you choose. The chosen effect
only affects the creature from which the resonance was
released. Once resonance is released, the rarger in which
it was released returns to 0 resonance points; you have to
create resonance in thar enemy again befoere you can pro-
duce another effecr against it.

At 5th level, your mastery of resonance increases. 1f you
deal damage to a foe three times or more in asingle round,
you create 2 points ol resonance in that opponent.

Painful Release (Su): As a swift action, you can release
resonance in the form of searing pain that flows through-
ottt your target’s body. For each point of resonance released,
that foe takes a—1 penalry on attack rolls and saving throws
for a number of rounds equal to the number of resonance
points released. This abiliry has no effect on creatures that
are immune to extra damage [rom critical hits.

Damaging Release (Su): At 2nd level, you learn how to
damage your foe directly with the power of resonance. As
a swilt action, you can release the resonance you have cre-
ated within a rarget to deal that foe 1dé points of damage
per point of resonance released. This damage doesn't help
you create resonance in the target again.

Monk Advancement or Bonus Fear: Most serene
guardians were once monks, fighters, or rangers, because ic's
easier for such characters to damage the same enemy twice
in the same round. Beginningat 3rd level, if you have levels
in monk, you can count half your serene guardian levels
as monk levels for calculating your flurry of blows attack
bonus, Armor Class bonus, and unarmed damage. If you
don't have monk levels, you can instead choose any bonus
fear for which you meet the prerequisites [rom among the
allowed fighter bonus feats (PH 38).

Staggering Release (Su): At 4th level, you learn how o
slow your enemy by releasing resonance. As a swiftaction,
you can release the resonance you have created within a
target to reduce that foe’s speed by 10 feet in all modes per
point of resonance released. The effect lasts for a number of
rounds equal to the number of resonance points released.

Traumatic Release (Su): At 6th level, your power over
resonance becomes more destructive. As a swift action,

you can release the resonance within a targer to deal thar
foe 2dé points of damage per point of resonance released.
This damage doesn't help you create resonance in the target
again.

Immune to Fear (Ex): When you reach 7th level, your
mind becomes so serene that fear becomes a mere abstrac-
tion. You are immune to fear, magical or otherwise.

Confounding Release (Su): At 8th level and higher, the
resonance you release can befuddle the mind. As a swift
action, you can release the resonance you have created
within a targer to affect that foe with confuston, as the spell.
The effecr lasts for a number of rounds equal to the number
of resonance points released.

Unclouded Mind (Ex): At 9th level and higher, i you
fail a Will save, you can make a Concentration check and
use that check’s result as your save result.

Soul Release (Su): Ar 10th level, your mastery of reso-
nance is absolure. You can use resonance to separate your
enemy’s soul from his body, killing him instantly. Toattempt
a soul release, you must have created | point of resonance
in your rarget for every 2 Hit Dice that enemy has. Then, as
a swift action, you can release that resonance, forcing that
foe to succeed on a Fortitude save (DC 10 + your serene
guardian level + your Wis modifier) or die. This is a death
effect.

PLAYING A SERENE GUARDIAN

They call you “serene” for a reason. Even when you seem
overmatched, you're unflappable ina fight. Part of the reason
for your cool demeanor is that you know you're quietly cre-
ating resonance for a release move.

Combat: The Luminous Order often assigns serene
guardians to attack enemy leaders and powerful individual
monsters. Because of the way resonance works, a serene
guardian is less effective when he's constantly changing
targets. Other Luminaries know that a serene guardian
wants to make full arracks every round, so they often try 1o
distract the guardian’s target and otherwise keep enemies
off the guardian’s back.

Advancement: Being recruited into the ranks of the
serene guardians requires proving yourself to the Lumi
nous Order, then showing the existing serene guardians
that you have the mental discipline to join them. Further
advancement is simply a matter of unceasing practice and
profound mediration.

SOLAR CHANNELER

“The energy of the cosmos courses through my veins. Ave we all
not witnesses to ils transformative powey?”
—Suthra Galadan, solar channeler

Holy warriors ready to defend the Material Plane against
demonic invasion, solar channelers are effective healers
and spellcasters until the situation demands melee combat.
Then they become furious angels.



| BECOMING A SOLAR
Suthra U..f..-.-f.l.u; | C H A N N E IE R
d:k 1 / Good clerics and powerful paladins who
have reached Luminary champion status
within the Luminous Order should have no
difficulty undergoing the Ritual of Feathers
__/ required to become a solar channeler.

ta b .
Lakds in

SoLarR CHANNELER ENTRY REQUIREMENTS
Alignment: Any good.

Special: Ability to turn undead as a 6th-level cleric.
Special: You must have an affiliation score of 9 or higher
within the Luminous Order to become a solar channeler.
If your affiliation score drops below 9 after you have
become a solar channeler, you retain all class features and
the ability to advance in the class.
Special: Must participate in the Ritual of Feathers (see
Advancement).

CLASS FEATURES

The solar channeler learns to channel positive energy for
emergency healing and to temporarily become a powerful
flying creature akin to a solar. All the following are class
features of the solar channeler prestige class.

Channel Healing (Su): By expending one daily use of
your ability to turn undead and channeling that energy
toward a willing ally, you can casr any cure spell as a swift
action, or you can cast a cure spell on a rarger up 10 30 feet
away. You can do borth in the same round, but doing so
expends two daily uses of your ability to turn undead.
Turn Undead (Su): You add your solar channeler level
to your effective level for turning undead granted by any
other class to determine your effective level for turning
undead. For example, if you're a 7th-level cleric/1st-level
paladin/1st-level solar channeler, you turn undead as if you
were an Rt'h'll'\’{‘i t"|(‘!‘iL‘.

Spellcasting: Ar every level except Lst, 5th, and 10th,
you gain new spells per day and an increase in caster level
(and spells known, il applicable) as if you had also gained a
level in a divine spellcasting class to which you belonged
before adding the solar channeler level. You do not, how-
ever, gain any other benefit a character of that class would
have gained. If you had more than one divine spellcasting
class before becoming a solar channeler, you musr decide
towhich class 1o add each eligible solar channeler level for
the purpose of determining spells per day, caster level, and
spells known.

Lesser Channel Solar (Su): Beginning at 5th level, you
can expend one of your daily uses of your ability to turn
undead as an immediate action to transform into a powerful
creature that looks like a solar (MM 12). Atthe beginning of
each of your subsequent turns, you must use a swift action
to expend one additional daily use of your ability ro turn
undead. If you do not or cannor do so, you return 1o your
normal form.,

_ - While you are in solar form, your body and gear are
~!@f replaced by a body and a magic greatswc;rd like those of a
' solar. You become a Medium creature (if you were of a dif-
ferent size before), and you lose the ability to cast spells and
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THE SoLAR CHANNELER HiT DiE: D8

Base
Attack Fort Ref Will

Spellcasting

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class

Level Bonus Save Save Save  Special

st +0 +2 40 42 Channel healing, turn undead —_
2nd +1 +3 +0 +3 —

3rd +2 +3 +1 +3 —

4th +3 +4 +1 +4 —

5th +3 +4 41 +4 Lesser channel solar

6th +4 +5 +2 45 —_

7th +5 +5 42 45 —

8th +6 +6 42 46 —

9th +6 +6 43 +6 -

10th +7 +7 43 +7 Greater channel solar

+1 level of existing divine spellcasting class

Class Skills (2 + Int modifier per level): Concentration, Craft, Diplomacy, Heal, Knowledge (history), Knowledge (the planes),

Knowledge (religion), Profession, Spellcraft.

to use the class features of your normal form while you're in
solar form (except that you can expend daily uses of your abil-
ity to turn undead in order 1o mainrain the altered form).

For as long as you maintain solar form, you don't have
access to items worn, held, or carried by your normal form,
although your AC remains the same. The greatsword disap-
pears il it leaves your grasp, but you can spend a move action
to make it reappear in your hands. Your attacks, damage, and
speed change as described on the following table. All other
aspects of your character remain the same.

Level Greatsword Attacks Speed

Sth +20/+15/+10 (2d6+9/19-20)  fly 90 ft. (good)
6th +21/+16/+11 (2d6+10/19-20)  fly 90 ft. (good)
7th +22/417/+12 (2d6+11/19-20)  fly 90 ft. (good)
8th  +23/+18/+13 (2d6+12/19-20)  fly 120 ft. (good)
9th  +24/+19/+14 (2d6+13/19-20)  fly 120 ft. (good)
10th  +25/+20/+15 (2d6+14/19-20) fly 150 ft. (good)

Greater Channel Solar (Su): Ar 10th level, you can
remain in solar form for 1 minute for each daily use of your
ability to turn undead that you expend.

PLAYING A SOLAR CHANNELER

You deal with challenges the way vou always have, but
when combat turns for the worst, you know that you've got
an angel in reserve, The Luminous Order regards its solar
channelers highly—especially those who have reached 5th
level or higher. Your abiliry to rurn into a powerful angel is
seen as a sign that the gods tavor you.

Combat: You can't turn into an angel whenever you
want, so you have to assess whether a given fight requires
the assistance of your solar form. Becoming an angel is a
double-edged sword, because you won't be able to heal your
allies or cast other spells until you return to normal.

The Luminous Order often sends solar channelers into
the Slaughterscar. Even if you can't transform into an angel,
you're still remarkably eflective against the undead.

Advancement: Those who meet the entry requirements
and wish to do so are invited to rake part in the daylong

Rirual of Feathers ar the Shining Ciradel. At the conclu-
sion of this prayer-filled ceremony, an actual solar briefly
appears and wordlessly touches you with its sword. From
that moment forward, you [ind that the gates on your abil-
ity to channel positive energy have been opened. Taking
on the form of a solar requires further practice and greater

inner strength.
Ebon Cabal

The Luminous Order isn't the only power{ul group work-
ing behind the scenes in the Valley of Obelisks. A group
ol ambitious schemers—wizards mostly—exists solely to
accumulate more power [or its members, This faction is the
Ebon Cabal, based in a forrress called the Black Tower.

The Ebon Cabal isn't an evil organization, though it prob-
ably has a few evil members within its ranks. It's definitely
"neurral ambitious,” however, and its members have few
scruples about seeking and taking what they want.

Over the course of the adventure, you might encounter
the Ebon Cabal and become affiliated with the group. From
time to time after you become affiliated with the group, the
DM might tell you thar your affiliation score within the
Ebon Cabal has increased. As your alfiliation score rises,
you become entitled 1o the following rewards.

Affiliation

Score Title: Benefits and Duties

1 or lower None.

2-4 Ebon Initiate: You are given a ceremonial
black robe and is eligible for quests. An
Ebon initiate can buy magic items from the
wizards of the Ebon Cabal at reduced cost.

5-8 Ebon Factotum: You receive a cloak of the
Ebon Cabal.

9 or more Ebon Master: You receive one rod of the

Tower (your choice), along with a diamond-
studded black mask worth 500 gp. Gaining
the title of Ebon master entitles you to en-
ter the dark scholar or twisted lord prestige
class.




PLAYING AN
EBON CABALIST

Joining forces with the Ebon Cabal means that you speak the
language of power. You're comlortable operating among the
ruthless and the ambitious—and those are your allies. You
might profess noble ideals when it suits your overall plan,
and you always have an overall plan, bur those ideals can be
cast aside whenever doing so gets you what you desire.

Because the Ebon Cabal functions like a mutual aid
society, joining it has an ironic twist. The more powerful
you are, the less powerful the Ebon Cabal can make you.
Further, the more power you wield, the more your fellows
in the cabal ask you for aid.

Combat: Most members of the Ebon Cabal are wizards
orsorcerers, so battles with them ave flashy and brief. Many
Ebon cabalists are accomplished conjurers; thus, they are
capable in melee combar, using summoned and called crea-
tures 1o do their bloodletting for them.

Not all members of the Ebon Cabal are spellcasters,
however. Some cabalists use stealth and prowess at arms,
suitably enhanced by nightmarish supernatural abilities,
to accomplish their goals. These dark warriors are known
as the twisted lords.

The Ebon Cabal has no standing levy of rroops, nor does
it need one. Instead, it bends the will of the local nobility
to muster the soldiers it needs, using threats, promises, or
enchantment spells to ensure cooperation.

Advancement: If you have some power the Ebon Cabal
wants, its members come to you. After studying you froma
distance, often using magical surveillance, those members
decide if you would be a worthy addition to the cabal. They
know better than o offer memberships to people who aren't
likely to say ves.

If you accept an invitation to join the Ebon Cabal, you
receive a tour of the cabal's Black Tower. You are issued black
robes that you're expected to wear within the ower walls,
Then members start approaching you individually, offering
aid in exchange for future favors or asking for assistance in
some ongoing plot.

Worliing with others is the nn]y way o move a head in
the Ebon Cabal—the name of the game is murtual aid, afrer
all. As you perform more tasks for your seniors in the cabal,
you receive greater rewards. Eventually, you reach the point
where you look forward to the arrival of new members: You
have a few simple jobs for them to undertake.

Missions: Few tasks that Ebon cabalists undertake are
actively evil, although it's common for a new member to
receive requests invelving questionable moraliry. Those
who do the asking rarely pay any heed to the finer points
oreven the hroad strokes of legality. Working for the Ebon
Cabal often means working against laws and avoiding the
scrutiny of established authorities.

For example, within weeks ol her arrival at the Black
Tower, a new member might receive the following requesrs
and offers:

“The Sumberton Minstrels Guild has weak leadership
and is primed for a rakeover. 1'd like your help.”

“Would you like the services of an assassin anytime in
rhe next monrh?”

“One of the fragments of the Baluterria Tablet is being
held in a manor north of Jewelford. Let's steal it

“It would suit my purpeses if a certain army patrol near
the headwaters of the Marrilach River were delayed from
returning for three days.”

“The great dragon Olthamaathran has reopened negotia-
tions with us, and we need attaches capable of surviving the
journey.”

“Lcan craft powerful staffs, and I'll do so for only the cost
of materials, Surely you'd like such a potent weapon?”

Responsibilities: You don't have to rake every offer
presented by your fellows, of course. No cabalist does.
Bur others in the cabal always remember that you refused.
Those who decline to help their black-robed comrades too
often are eventually excluded from the more worthwhile
plots. Members who continually spurn others might find
the doors of the Black Tower shut against them one day.

DARK SCHOLAR

“What's in my spellbook is the least of your worvies. 1 translated
the Codex of the Crimson Tranee. 1 ean recite the profane Verses of
Al-Vushivak. I've read the final chapter of Netherion's Grimonre,
v which your doom is foretold.”

—Shinsestra Fireplume, a dark scholar

Dark scholars are arcanists who have delved deeply into
texts regarded as too revolutionary or too dangerous for
others. Their colleagues and mentors in the Ebon Cabal
have shown them forbidden lore, and that has only whertted
their appetite for more.

BECOMING A DARK SCHOLAR

The path to dark scholarship is straightforward. You must
be an arcane spellcaster who has mastered one or more
Knowledge skills, and you must become an Ebon master
in the Ebon Cabal.

Dark ScHOLAR ENTRY REQUIREMENTS

Skills: 10 ranks in Knoewledge {arcana), Knowledge
(history), or Knowledge (the planes). (Having 10 ranks in
more than ane of these skills is beneficial.)

Spellcasting: Ability to cast 4th-level arcane spells.
Special: You must have an affiliation score of 9 or higher
within the Ebon Cabal to become a dark scholar. If your
affiliation score drops below 9 after you have become a
dark scholar, you retain all class features but you can't
advance further in the class.

CLASS FEATURES

As a dark scholar, you master forbidden lore and reap the
benefirs of such delving. All the following are class [eatures
of the dark scholar prestige class.

Spells Per Day: At every level beyond 1st, you gain new
spells per day and an increase in caster level (and spells
known, if applicable) as if you had also gained a level in
an arcane spelleasting class to which you belonged before




adding the dark scholar level. You do not, however, gain any
other benefit a character of that class would have gained.
Lf you had more than one arcane spellcasting class before
becoming a dark scholar, you must decide ro which class to
add each eligible dark scholar level for the purpose of derer-
mining spells per day, caster level, and spells known.
Book Mastery (Ex): At every level but 2nd and 7th,
your study results in
the mastery of for-

bidden lore.

. Horsley
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Shinsestra bas mastered man)

forms of forbidden lore

Choose one book for which you meet the skill prerequisire
from the following table. Remember that you gain new
skill ranks before you gain class fearures, so as a 6th-level
dark scholar you could porentially gain your t6th rank in
Knowledge (history) and immediately claim
mastery of the Lexicon of the Elder Gods.
The books of forbidden lore, the Knowledge
requirement for each one, and the benefits you
gain from reading them, are as follows.
Histories of the Mad Empire, Vol. 11: Knowledge (his-
tory) 10 ranks; +2 insight bonus on Will saves.
Javyathal's Trials, Annolaled: Knowledge (arcana) 10
ranks; cast divination and illusion spells at +1 caster
level.

Arcana of Yorrek: Knowledge (arcana) 12 ranks; +1
insight bonus on Reflex and Fortitude saves.

Verses of Al-Vushivak: Knowledge (the planes) 12
ranks; +1 to the saving throw DCs of enchantment and

necromancy spells.

Book of the Stilled Tongue: Knowledge (history) 14 ranks;
cast spells two or more levels lower than your maximum
spell level without verbal components.

Codex of the Crimson Trance: Knowledge (arcana) 14

ranks; +4 insight bonus on Concentration checks.

Netherion's Grimoire: Knowledge (the planes) 16 ranks;
use bestow curse 1/day as a spell-like ability.

The Thousand Unspeakable Names: Knowledge (arcana) 16
ranks; cast conjuration spells at +1 caster level.

Lexicon of the Elder Gods: Knowledge (history) 16 ranks;
cast evocation spells at +1 caster level.

The Ascendancy Manuscript: Knowledge (the planes) 18
ranks; use divine scrolls as if you were a cleric of your
arcane caster level.

Tome of Unparalleled Puissance: Knowledge (arcana) 18
ranks; 1/day, all spells you cast within a 10-minure period
are at +1 caster level.

Among the Dragons: Knowledge (history) 18 ranks; age one
year for every two years that pass.

Scholarly Lore: At 2nd level, you become a storehouse
of information beyond the lore contained in your forbidden
manuscripts. You can attempt to recall some relevant piece
of information about local notable people, legendary items,
or noteworthy places as a bard does by using the bardic
knowledge class fearure (PH 29). You add your dark scholar
level and your Intelligence modifier to the lore check.

Tongues (Su): At 7th level and higher, you are continu-
ally under the effects of tongues, as the spell.

PLAYING A DARK SCHOLAR

You are obsessed with knowledge, but your thirst for lore has
a du:_‘idedly pr.-icriml mindset. 1f it doesn't make you more
powerful, you're a lot less interested in studying it.

Your efforts for the Ebon Cabal probably involve acquir-
ing new tomes of forbidden lore. Who knows? If you bring
atome to the Black Tower so potent that other dark scholars
must study it, your influence only inereases further in their
debt to you.




———f

THE DARK SCHOLAR Hit DiE: D4
Base
Attack Fort Ref Will

Level Bonus Save Save Save  Special Spellcasting

st +0 +0 +0 +2 Book mastery —_

2nd +1 +0  +0 43 Scholarly lore +1 level of existing arcane spellcasting class
3rd +1 1 41 43 Book mastery +1 level of existing arcane spellcasting class
4th +2 1+ +4 Book mastery +1 level of existing arcane spellcasting class
5th +2 1 41 +4 Book mastery +1 level of existing arcane spellcasting class
6th +3 2 42 45 Book mastery +1 level of existing arcane spellcasting class
7th +3 +2 42 45 Tongues +1 level of existing arcane spellcasting class
8th +A4 42 42 46 Book mastery +1 level of existing arcane spellcasting class
9th 4 +3  +3  +6 Book mastery +1 level of existing arcane spellcasting class

10th +5 +3 3 47 Book mastery +1 level of existing arcane spellcasting class

Class Skills (2 + Int modifier per level): Concentration, Decipher Script, Gather Information, Knowledge (all skills taken
individually), Profession, Speak Language, Spellcraft, Use Magic Device.

Combat: You control the battlefield the way you always THE TwisTED LORD Hit Die: D6

have—with magic. Your spells often have a little extra kick Base .
due to your research, however. When you reach the pinnacle Attack Fort  Ref Wil <
of your studies, you are able to perform feats of magic that Level Bonus Save Save Save Special
no mere wizard can match 155 4o SO Mt od o
Ad e I "l‘ s ariaalll o 2nd +1 +0  +3  +0  +1d6 sneak attack
vancement: Dark scholars are all Ebon masters wirhin 3rd 42 o 13 R Improved Feint
the Ebon Cabal. Mosrare wizards, although intelligent sor- 4th +3 1 +4 41 Peripheral invisibility
cerers can derive great benefirs from this class as well. Sth +3 +1  +4  +1  +2d6 sneak attack
Resources: The books associated with this class aren't 6th 14 2 +5 42 Improved demoralize
in the Black Tower's main library, You have convinced a 7th +5 +2 45 42 Twist target
more powerful member of the Ebon Cabal to let you read 8th +6 +2 46 +2  +3d6 sneak attack
9th +6 +3  +6 +3  Twist perceptions

forbidden lore from a private collection. Who knows what
else you might find there?

TWISTED LORD

Do you find me vepulsive? Wail 'til Thave your blood all over ine.
Then I'll look much worse.”
—Cerowain the Gaunt, twisted lord

10th +7 +3  +7 43 Twist mind

Class Skills (8 + Int modifier per level): Appraise,
Balance, Bluff, Climb, Craft, Decipher Seript, Diplomacy,
Disable Device, Disguise, Escape Artist, Forgery, Gather
Information, Hide, Intimidate, Jump, Knowledge (local),
Listen, Move Silently, Open Lock, Profession, Search,
Sense Motive, Sleight of Hand, Spot, Swim, Tumble, Use
Magic Device, Use Rope.

The stealthy assassins of the Ehon Cabal, rwisted lords can

turn their visages fearsome ar a moment’s notice. They
eventually learn to infuse their dirty tacrics with the power
of nighrmare.

BECOMING A TWISTED LORD

Existing twisted lords have one word of advice for those
who aspire to their position—"Don't!" But within the Ebon
Cabal, the influence that the twisted lords wield is obvious.
Few heed the warnings. They instead partake of rwistroor
from the Slaughterscar and begin the inevitable transfor-
mation into twisted lords.

TwiISTED LORD ENTRY REQUIREMENTS

Skills: BIuff 9 ranks, Intimidate 5 ranks.

Special: You must have an affiliation score of 9 or higher
within the Ebon Cabal to become a twisted lord. If your
affiliation score drops below 9 after you have become a
twisted lord, you retain all class features and the ability to
advance in the class.

Special: You must ritualistically consume twistroot (see
Advancement).

CLASS FEATURES

You became a rwisted lord by partaking ot twistroot in a
ceremony supervised by your peers at the Black Tower, The
first power you learn is the ability to twist your form, turning
yoursell into a misshapen, learsome figure. Over time, you
master the capabilities of your warped body, and you then
tap into the powers of your distorted mind. All the following
are class features of the twisted lord prestige class.

Twisted Form (Ex): When you enter this class, you gain
the ability to adopt a twisted form by taking a move action
to do so. Your face takes on a sinister, misshapen cast. Your
limbs lengthen and bend, and your spine stoops. The sym-
metry ol your body becomes a thing of the past.

While in your twisted form, you gain a +4 bonus on Bluff
checks to feint in combat, a +4 bonus on Intimidate checks
to demoralize an opponent, and a +4 bonus on Escape Artist
checks. You take a —4 penalty on Diplomacy checks and
other artempts to influence an NPC's atritude.

You can remain in your twisted form as long as you like.
Many twisted lords find it more comfortable than the form
they had before they partook of twistroot.
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Sneak Attack: Beginning at 2nd level, you deal extra
damage when you are flanking an opponent or at any time
when rthe rarget would be denied its Dexterity bonus. This
extra damage only applies to ranged attacks if the target
is within 30 feet. See the rogue class feature (PH 50). Your
sneak attack damage improves at sth and sth level. This
extra damage stacks with sneak attack damage from other
sources (such as levels in rhe rogue class).

Improved Feint: At 3rd level, you gain Improved Feint
as a bonus fear.

Peripheral Invisibility (Su): Starting at 4th level, you
can briefly become invisible if no one's staring right at you.
Doing so takes only a swilt action, but you can’t use periph-
eral invisibility ifanyone succeeded on a Spot check against
you or attacked you in the previous round. Peripheral invis-
ibility lasts for 1 round. Once you've used ir, you must wait
L minute before using it again.

Improved Demoralize: When you reach 6th level, your
misshapen features are particularly unnerving o your
enemies. You can attempt to demoralize an opponent (see
Intimidate, PI 76) as a move action rather than a standard
action.

Twist Target (Su): At 7th level, you develop a rudimen-
tary ability to worm your way into an opponent's mind. If
you are adjacent to a shaken foe, you can rry to momentarily
confuse that enemy by taking a standard action to project
the force of your personality. Your target must make a Will
save (DC 10 + your rwisted lord level + your Cha modi-
fier). If the save fails, that foe must make a melee
attack at his highest bonus against any adjacent
ally at the beginning of his next turn. After
thatattack, your enemy is no longer
shaken. This is a mind-affecting
fear effect.

Twist Perceptions (Su): At
orth level and higher, you can take
a standard action to project the
distortions in your body into the
perceptions ol an adjacent creature
that is shaken. Your target must make
a Will save (DC 10 + your twisted
lord level + your Cha modifier).

If the save fails, your opponent is
stunned. Afrer the save arrempt, suc-
cessful or nor, your foe is no longer
shaken. At the end of each of your
target’s turns, he can attempt
another Will save o shake off
the stunned condition, He
remains stunned until he
succeeds.

Twist Mind (Su):
At 10th level, you
master the ability
of twisting oth-
ers' minds with :
visions that both re- .
pulse and fascinate. If you  Cevomain the Gannt wants to

know awhat youw're looking at

are adjacent to a shaken foe, by tuking astandard action, you
can assume control of your enemy. Your target must make a
Will save (DC 10 + your twisted lord level + your Cha modi-
fier). 1f the save fails, you can control your enemy’s actions
on subsequent rounds, taking a standard action each round
to do so. At the end of each of your enemy’s turns, he can
attempt another Will save to shake off control. He remains
under your command until he succeeds on the Will save or
until you choose not to spend a standard action controlling
him,

PLAYING A TWISTED LORD

You've lived through a horrifying nightmare—rhe inirial
exposure to twistroot in the ceremony that allowed you 1o
become a twisted lord. You're comforrable in a form that
others find repulsive, and vou wouldn't have it any other
way. You can prey on the weaknesses of others' sensibili-
ties, raking advantage of how they instantly recoil when
they see you.

You see many ol your peers in the Ebon Cabal shudder
when you pass, but you're more comfortable within the
Black Tower’s walls, where a ruthless meritocracy doesn't
have room for distaste over someone's looks. Besides, you
can assume your narural form whenever you need to.

Combat: How vou fight as a twisted lord depends a lot
on your experience. At low levels, you fight like a rogue,
moving into position to use your sneak attack. In time,
peripheral invisibility and Improved Feint give you new

ways to deal sneak attack damage even when you aren't
flanking your enemy. As you attain more levels,

you face an interesting tacti-
cal choice berween using
peripheral invisibility and
Improved Feint to set up
sneak attacks or using
!l' impro\-'ed demoralize to
| set up your supernatural
4 mind twists, The answer is
d le—  situational. It depends on
the narure of your foe and
whether you're confident in
your ability to demoralize
him.
Advancement: Anyone

\\'I'll:‘ l]d?- eﬂl-l'lt'd [hlf l'ill'l]{ ('Ii'-

Ebon master and has shown

the .‘l|‘1i|ir}r to mﬂnipu!nre
p(‘ﬂ]‘!lt‘ I']Y g“il{‘ .'"'l(l coercion
is eligible 1o consume rwist-
root from the Slaughterscar. If
done in ritual fashion, twist-

root ingestion turns you into

a twisted lord. The process is
not only painful, it'saccom-

panied by horrifying
. nightmares that a few

would-be twisted lords
[ind fatally [rightening.
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The twistroot nightmares leave persistent scars on your
psyche that you eventually learn to use as weapons.

As a rwisted lord, you're probably in great demand as a
spy and assassin. Your colleagues in the Ebon Cabal are
eager to send yvou off on all sorts of missions involving
stealth and skulduggery, and maybe even a few knives
in the dark. J

New Magic Items

As you explore the Shaltered Gales of Slaughtergarde, you
might come into possession of the [ollowing magic items.
Some are granted through affiliation with the Luminous
Order or the Ebon Cabal. Others might be in the next trea-
sure chest you open.

LUMINARY TABARD

When you don this rabard, your spirit feels lighter and the
world less threatening. You relish the thought of an evildoer
trying to frighten you, for you wear the silvery emblem of
the Luminous Order, against which no evil can stand.

Lore: This tabard marks its wearer as a Knight of the
Luminous Order. (Knowledge [local| DC 20)

Description: A dark blue tabard, worn over the shoulders
and cinched at the waist, this garment has a silver rower
insignia on irand more silver embroidery ar the hem. When
it absorbs a fear effect, the tower glows and seems to grow
slightly larger for a momenr.

Activation: A Lummary labard functions whenever it's
worn. The absorption effect happens as an immediate action
right after the save. It takes up the vest body slot.

Effect: A Luminary fabard grants you a +2 resistance
bonus on Reflex saves. Further, whenever you succeed ona
save against a fear effect, the tabard heals you of a number
of points of damage equal to the caster level of the effect
or the Hit Dice of the effect’s creator, whichever is lower.
If you encounter a persistent fear effect that requires a
new saving throw every round, the healing effect of the
tabard functions only the first time you succeed on the
save.

Aura/Caster Level: Moderare abjuration; CL 10th.

Construction: Craft Wondrous ltem, affiliation score §
within the Luminous Order, remove fear, 1,500 gp, 120 XP,
3 days.

Weight: —

Price: 3,000 gp.

CLOAK OF THE EBON CABAL
This cloak, woven by the unscrupulous mages of the Ebon
Cabal, is a badge of office, but it's more than ceremonial. I
protects vou from enemy spellcasters and provides an extra
spark of vitality thar mighr be the difference between life
and death.
Lore: This cloak’s border embroidery marks its wearer as
a member of the Ebon Cabal. (Knowledge [local] DC 25)
Description: A series of golden runes and sigils are
embroidered into the inside border of this black cloak.

Whenever you're within a quarter-mile of the Black Tower,
the runes start to glow and crawl along the edge of the
cape.

Activation: The effects of a cloak of the Ebon Cabal only
last as long as you wear it.

Effect: A cloak of the Ebon Cabal grants you § temporary
hit points per day that last for up to 24 hours. You also gain
a +1 resistance bonus on saving throws against spells and
spell-like abilities.

Aura/Caster Level: Moderate abjuration; CL 10th.

Construction: Craft Wondrous ltem, affiliation score 5
within the Ebon Cabal, dispel magic, bear'sendurance, 1,500 gp,
120 XP, 3 days.

Weight: 1 [b.

Price: 3,000 gp.

DRAGONRIDER SHIELD

Originally designed for knights that rode fearsome dragons
into battle, a dragonrider shield protects you from enemy
attacks and a fatal plummet.

Description: This heavy shield is made of black metal
and has a primitive painting of a dragon on the face. When
the shield’s feather fall effectis active, the shield seems to fold
down the middle and flex back and forth in an imitation of
flight. When you reach the ground, the shield rerurns to its
normal shape.

Activation: You reccive the protective benefits of the
shield whenever it's strapped to your forearm. The feather
fall effect functions as an immediate action whenever you
start falling—you don't have to do anything to activate it.

Effect: A dyagonrider shield is a +1 heavy steel shield thar
absorbs 5 points of energy damage per attack. The type of
energy absorbed depends on the dragon depicted on the
front—red for fire, blue for electricity, white for cold, or
green for acid. In addition, the shield can produce a feather
full effect on you once per day.

Aura/Caster Level: Faint abjuration; CL 5th.

Construction: Craft Magic Armsand Armor, resist energy,
feather fall, 3,250 gp, 260 XP, 7 days.

Weight: 15 Ib.

Price: 7,500 gp.

FERAL BRACERS

Common items among druids of the Valley of Obelisks, feral
bracersare tied to the spirit of a specific kind of animal. They
make you tougher while you're in that animal’s form.

Description: These bracers are usually fashioned from
the hide of a predator, with wolf skin and bear skin being
common materials. Teeth or claws dangle from the edge of
the bracers closest 1o the wrists. Each set of feral bracers is
arruned to a specific kind of animal such as a dire wolf or
a riger.

Prerequisite: The magic of feral bracers functions only
for someone who can transform into an animal, whether
by using wild shape or some other shapechanging magic
or abiliry.

Activation: Feral bracers [unction whenever worn. They
retain their attunement when taken ofl,




Effect: When vou don feral bracers, choose one animal
whose form you can take. Whenever you take that shape,
you gain 1 temporary hit point per character level. The
temporary hit points persistas |m1g;1-'. you retain that form.
Further, the hairs on the feral bracers stand on end when
you are within 60 feet an animal of the kind the bracers are
attuned to. i

You can change the animal that the feral bracers are
attuned to by meditating for 1 hour in the proximity of a
living example of thatanimal. Doing so erases any previous
attunement and connects the bracers to the spirit of the new
kind of animal

Aura/Caster Level: Moderate rransmutation; CL 7th,

Construction: Craft Wondrous ltem, creator must be a
druid, remearnale, 1,250 gp, 100 XP, 3 days.

Variants: The greater version of these bracers grants
2 temporary hit points per character level and costs
10,000 gp.

Weight: 1 |b.

Price: 2,500 gp.

ROD OF THE TOWER

The Ebon Cabal prizes versatility, and thus the weapons
granted to Ebon masters are an expression of that trait. Each
one provides a weapon or shield at the touch of a button,
plus a few spells useful in a tight sicuation.

Lore: This distinctive rod marks its wearer as a member
of the Ebon Cabal. (Knowledge [local] DC 25)

Description: Each rod of the Tower is a meral eylinder
about 6 inches long and 2 inches thick. One end has an
embossed sigil depicting a hand—the sortof raised symbol
one would use to apply a wax seal. Along the length of the
rod are three metal buttons.

Whenever a button is pressed, it emits a brief buzz, then
a click. A button stays in once pressed, but pushing one
button makes any other depressed burron pop back up.

Activarion: Pushing a button is equivalenrt to drawing
a weapon (thus a move action for most characters). Button
one causes a weapon or shield to spring forth, with the rod
forming the handle. Butions two and three have different
effects, depending on the specific kind of rod of the Tower
vou have. Only one function of a rod of the Tower is active at
a given time, The weapon disappears if you activate a spell

effect, for example. A spell effect created by the rod ends if

you activate the weapon or the other spell.

Burron one funcrions whenever you press ir, but buttons
two and three are only usable once per day.

Effect: The specific powers of a given rod of the Tower vary
depending on its type. Each type has a distinctive embossed
sigil on one end.

Dusaross & Duacoxs, DED, Duscros Mastes, d20, d20 System, Wizagos oF Tie Coast, Player's Handbo
all other Wizards of the Coast prodict names, and ther respective logos are trademiarks of Wizards of the

Rod Sigil ~ Button One Button Two  Button Three

Pointing  +1 dagger scorching ray  burning

finger hands

Closed fist +1 short sword  spiderclimb  expeditious
retreat

Open palm +1 buckler invisibility obscuring
mist

Fingers 1 spear scare ray of

spread enfeeblement

Aura/Caster Level: Faint evocation (pointing finger),
faint transmuration (closed fist), faint illusion (open palm),
faint necromancy (fingers spread); CL Sth.

Construction: Craft Rod, affiliarion score 9 with the
Ebon Cabal, any spells cast by the specific rod, 3,500 gp,
280 XP, 7 days.

Weight: 5 |b.

Price: 7,000 gp.

WEAPON OF THE CELESTIAL HOST

These weapons, issued to soldiers at the Bartle of Slaughter-
garde, await new champions to claim them from the Shining
Ciradel's arsenal. They offer magical enhancement to both
vour offense and defense.

Lore: The distincrive feathery filigree on this weapon
marks its wearer as a Knight of the Luminous Order. (Knowl
edge [local] DC 20)

Description: These weapons, all two-handed melee
weapons, have featherlike decorations on them. All weapons
of the celestial host glow when wielded. They also cast a
direcrional beam of light ar your command (as described
below).

Prerequisite: The magic of a weapon of the celestial host goes
dormant if an evil creature wields it, rendering it merely a
masterwork weapon.

Activation: The weapon's enhancement and shield
bonuses funcrion whenever it is wielded. As a free action,
you can make your weapon of the celestial host emit a beam of
light. The beam remains until vou take another free action
to turn it off.

Effect: A weapon of the celestial host providesa +1 enhance
ment bonus on attack rolls and damage rolls. Furthermore,
it grants you a +1 shield bonus to Armor Class.

The beam of light emirted by a weapon of the celestial host
is equivalent to a bullseye lanrern (PH 126).

Aura/Caster Level: Faint rransmurarion; CL Sth.

Construction: Craft Magic Arms and Armor, creator
can't be evil, shield, 2,000 gp, 160 XP, 4 days.

Weight: Varies, depending on the weapon.

Price: 4,000 gp plus the cost of a masterwork two-handed
melee weapon.
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INTRODUCTION

Centuries ago, an army of angels and good folk defeated
the forces of darkness and disorder, blowing apart their
fortress-mountain of Slaughtergarde and casting it back
into the Infinite Layers of the Abyss. Another demonic
invasion of the world had been halied, another dam raised
against the tide of evil.

Bur a few fragments of Slaughtergarde never made it
back to the Abyss; they were instead embedded in the
fabric of the Material Plane. Now the demon invasion is
beyond the memory of most elves, but those fragments of
Slaughtergarde still linger. The shattered gates that once
connected Slaughtergarde to the Abyss remain a threat to
the Material Plane.

Can the heroes of your campaign prevent a new inva-
sion of slavering demons fomented by those with wicked
ambitions? Might they destroy the gates once and for all?
Or might they use the power of Slaughtergarde to further
their own ends?

SLAUGHTERGARDE'S
HISTORY

The story of Slaughtergarde begins almost a thousand
years ago, when a sorcerous demon prince named Mu-Tahn
Laa set his sights on the millions of souls on the Marerial

Plane. As he gathered demon hordes and depraved morrals
to his layer of the Abyss, a place known as the Mountains
of Sorrow Beyond Measure, he began plotting.

Mu-Tahn Laa quickly reached an impasse. The energy
required to sustain a gate to the Material Plane large
enough to march an army through was incalculable.
Even if he could accumulate enough power ro create
such a gate, the forces of good could quickly thwart his
invasion by attacking the gate on the Material Plane,
where defending it would be difficult. Mu-Tahn Laa's
[rustration was so great that even the screams of the
innocent provided no succor. He brooded on his black
throne, contemplating other means to reach the Mare-
rial Plane.

In a flash of inspiration, Mu-Tahn Laa conceived a fiend-
ish plan. He cast off his despondency and started a series
of eldritch trials, using his rival's minions (and somerimes
his rivals themselves) as experiments.

After decades of research, Mu-Tahn Laa’s efforts bore
fruit. If his cults could provide enough energy in the form
of souls who were honored and rhen sacrificed, MuTahn
Laa could acrually transpose part of the Abyss and the
Marerial Plane. Several square miles of the Mountains of
Sorrow Beyond Measure could become part of the Material
Plane. The corresponding territory on the Material Plane
would be part of the Abyss forever.

HOW TO USE THIS ADVENTUREL

The Shattered Gates of Slaughtergarde adventure is the launch-
pad for a new D&D campaign. Inside is enough activity to take
Ist-level D&D characters to 7th level, as well as plenty of raw
materials you can use for further exploration.

This book is for the Dungeon Master. If you're planning
to enjoy Slaughtergarde as a player, put this book down and
grab the Player's Guide. Nothing in that book spoils the sur-
prises that the adventures have in store.

Shattered Gates of Slaughtergarde contains these six compo-
nents:

1. The Campaign Guide teaches you about the Valley of Obe-
lisks, where the adventures take place. You'll read details on the
overall plot and ways you can customize Slaughtergarde for your
friends. The second half of this book details the Slaughtergarde
Armory, the final adventure site where the PCs might have a
chance to decide the ultimate fate of the shattered gates of
Slaughtergarde.

2. The Adventure Sites book describes the first two sections of
Slaughtergarde—the laboratory, now the lair of a gang of goblin
bandits, and the temple, which was recently taken over by drow.
When exploring the goblin laboratory, the PCs' efforts against
the bandits uncover the sinister possibility of other surviving
sections of Slaughtergarde. When the characters travel to the
drow temple, they learn more about Slaughtergarde and the
dark forces trying ta corrupt the entire valley.

The first two adventures are in a different book from the
Campaign Guide for a purpose: When you start the adventures,

you might find yourself needing to refer to the Campaign
Guide. The fact that the opening encounters and the campaign
information are in separate books should save you some page
flipping.

3. The Player's Guide helps players create characters ground-
ed in the Valley of Obelisks and ready to brave the dangers of
Slaughtergarde. Inside are details of organizations, places,
and magic that characters can join, explore, or acquire as the
adventure unfolds.

4. An eight-page set of illustration handouts contains
depictions of many places and objects the player characters
see as they explore Slaughtergarde. The adventure text ex-
plains when to use the pictures, which are labeled for your
reference as well.

5. A poster map containing depictions of some of the adven-
ture's important encounters, done in miniatures scale so you
can place your D&D miniatures directly on the map.

6. A folder to keep the books and poster map in. The
folder also provides encounter tables for locales in the Valley
of Obelisks.

If you're the DM, read the first part of this Campaign Guide,
then familiarize yourselfwith the Slaughtergarde Laboratory de-
scribed in the initial section of the Adventure Sites book. That's
where the player characters undertake their first adventure. You
might also want to look at the Player's Guide so you can help the
players create characters later.




The transposition would be a one-way trip, so Mu-Tahn
Laa began to hollow out a mounrain, packing it with his
armies and enough supplies for an extended campaign
on the Material Plane. Mindful of the risk of failure, the
demon prince thought it prudent to build some smaller
gates connecting the mountain-fortress to the Abyss. He
couldnt retreat an army back through those gates, but he
and his personal retinue should be able to travel between
the two planes unimpeded.

After years of toil, Mu-Tahn Laa's mountain fortress,
which he named Slaughtergarde, was ready. Mortal cults,
responding to whispered promises of dark power, began
gathering in a remote mountain valley. Demons were
coming to the Material Plane, and they were coming to
stay.

But the forces of good were not as oblivious as Mu-Tahn
Laa had imagined. The blind dwar{ sage Thermeskor had
a vision of a mountain weeping blood. EIf mystics found
their meditations interrupted by similar scenes. Humans
native fo one particular mountain valley began erecring
black obelisks at the direction of their priests, often with
the aid of dwarves and elves.

Oracular visions warned angels that extraplanar war was
coming to the Material Plane. A celestial army encamped
on the Plain of Ida in rhe Heroic Domains of Ysgard
received a loathsome bur ultimately useful visitor—a
jealous lieutenant of Mu-Tahn Laa named Kuthrikki.
Kuthrikki revealed Mu-Tahn Laa's plans to the celestials.
They, in rurn, hastily moved their host to the Material
Plane and worked with the mortals there.

When Mu-Tahn Laa transposed Slaughtergarde to
the Material Plane, he found an army of elves, dwarves,
humans, and angels waiting eagerly to cast his invading
force back to the Abyss. At first, the prospect of bartle
delighred the demon prince, and he ordered his armies
forward into battle. It is said that the very sky shook that
day, and the Marrilach River ran dark with mortal blood,
celestial essence, and demonic ichor.

As the sun set on the first day of the Bartle of Slaugh-
tergarde, Mu-Tahn Laa noticed a faint pull on the eldritch
weavings responsible for Slaughtergarde’s transposition.
The black obelisks were siphoning away the power of the
demon prince’s magic, threatening to throw his entire for-
tress back to the Abyss. Mu-Tahn Laa ordered his soldiers
to destroy the obelisks quickly, lest his invasion end in
disaster.

But Mu-Tahn Laa's host was mad with bloodlust, and
the chaotic warriors scorned his orders. As the obelisks
siphoned more of its power away, Slaughtergarde began to
break apart. At first, it crumbled around the edges, but as
the forces of good redoubled their efforts, the entire moun-
tain began to quake as if about to erupt. Before sunrise, in
an upheaval loud enough to be heard across a continent,
Slaughtergarde exploded. The majority of its wreckage
hurtled across the void between the planes to its proper
place in the Abyss.

Satisfied thar the Material Plane was safe, most morrals
returned to their homes. The celestial host, aided by a few
brave natives of the Material Plane, rurned its efforts roward
tracking down stragglers from Mu-Tahn Laa's horde. Now,
eight centuries after the Battle of Slaughtergarde, the only
reminders that it ever happened ave a sinister crater where
the transposed mountain briefly stood and a network of
crumbling black obelisks.

As for Mu-Tahn Laa, he never returned to the Mountains
of Sorrow Beyond Measure. His fellow demon princes
gave him up for dead. They then fought over his vacant
holdings in the Abyss.

The obelisks did their job, but the destruction of
Slaughtergarde wasn't total, nor was its return to the Abyss
complete. A few chunks of Slaughtergarde retained enough
of Mu-Tahn Laa's transposition magic to embed themselves
in the Material Plane permanently. There they remain.

PLOTTING THE
ADVENTURE

You need the Player’s Handbook to run this adventure. The
encounters provide most of the informarion you need, bur
the Dungeon Master's Guide is also handy. Crearure statistics
are provided with every encounter. However, the Monster
Manual and other monster supplements are useful for
learning more about the inhabitants of Slaughtergarde.

Because it doesn't take long to make up 1st-level char-
acrers, the players can generate their PCs right before you
actually start plaving. They can consult with each other
so that they create a balanced party and they have some
sense of what their comrades are capable of. To make the
party cohesive and give the characters a reason to work
together, the Player's Guide instructs the players to make
sure each character knows at least one other member of
the group.

When they begin the adventure, the characters have
little or no knowledge of Slaughtergarde’s history. 1f they
grew up in the valley, they take the black obelisks for
granted, and they know the crater east of Jewelford is an
evil place. Beyond that, much of the world has forgotten
about Slaughtergarde.

So how do the PCs become involved? That's up to you and
vour players, but this section provides adventure hooks.

Much of the adventure is contained within three sec-
tions of Slaughtergarde. The goblin-infested laboratory is
an ideal adventure site for 1st-and 2nd-level characters, The
temple site and its drow occupants are a good challenge
for 3rd-, 4th-, and eventually sth-level PCs. And 6th- and
7th-level characters should have their hands full thwarting
the plans of the monsters in Slaughtergarde’s armory.

Independent adventuring between each of the Slaugh-
tergarde sites is okay. Nobody knows your players better
than you do, and you've got a good outlet for vour creativity
once the PCs have completed their tasks at the laboratory,
and again once they're done with the temple. In the Side




Treks section (page 6), you'll ind some suggestions and
adventure hooks that you can customize as you like.

SLAUGHTERGARDE LABORATORY

The journey to Slaughtergarde begins with a simple job to
recover a shipment of spices for the Chicane Guild of Sum-
berton (the ciry is picrured in rhe illustration handouts).
Describe the characters meeting Vintra Marktunsel (see
page 15) wherever you like in the city, perhaps a tavern such
as the Sly Wink. Afterinitial pleasantries are out of the way,
the halfling guildmaster tells the PCs her plight:

“Two days ago, goblin and hobgoblin bandits raided a
Chicane Guild caravan carrying fruit and spices to Sum-
berton. The spices in particular are key to us meeting a
quota set by our business partners in the southern cities.
We need them back. My guild is willing to pay you each
200 gold for this recovery operation,” she says.

Vintrawon't pay more. She's willing to part with half the
money in advance if the PCs try to drive a hard bargain. A
shrewd businesswoman, Vinrra knows full well thar the
spices can be sold for much more than she's paying the
player characrers.

Anyone native to the valley knows ir's not wise 10
cross the Chicane Guild, so Vintra doesn't warn the PCs
against doing so. She does, however, answer some of their
questions.

Why can’l the militia take care of i1? “Lord Carstellan says
the robbery happened under the jurisdicrion of Tulver-
cross. And the Entrighan and the Perdekark families in
Tulvercross say it happened in Sumberton terrirory,” Vinrra
says with a tired sigh. “Whar I usually do at this poinr is
just bribe one of the lords to rake care of the problem. Bur
I'm tired of that, so I'm spending the bribe money on you
instead.” She smirks slyly.

Do we need anything special to complete the task? “The spices
are in crates marked with the Sumberton sigil (a crescent
moon and a sheaf of wheat). Those crares are bulky, so you'll
need some sort of pack animal or wagon ro bring them
back to me. Other than that, you'll be going underground
after those goblins, and I expect you're the experts on that
subject.”

Where are the goblins? Vintra explains that one of the
caravan’s teamsters was captured by the goblins bur escaped
shortly before the goblins descended into their warren.
“We sent him downriver yesterday, but | can show you
where the warren is. Got a map?”

Mark the correct spot on the players’ map (they've got
one in the Player’s Guide that's much like yours). Ar this
point, the heroes should be on their way to adventure. The
goblin lab is presented in the first part of the Adventure
Sites book,

SLAUGHTERGARDE TEMPLE

The dark creeper emissary in L18 of the laborarory has a
major clue—a map that leads to the second adventure site.
For some D&D players, the notion of more to be explored
and the hint that the venture might be lucrarive are enough

to move them along. Some players might start asking ques-
tions about why a goblin warren was full of strange magic
and fine stonework, and others could have their curiosity
piqued by a conversation with the maug in L9. A few play-
ers need stronger motivation for moving on, though, and
some groups might miss the clue entirely.

Enter the Luminous Order (see page 17). When the
PCs sell the treasure from the Slaughtergarde laboratory
back in Sumberton, they attract the notice of the Knights
Luminous. Some of the swords and armor from the lab are
antiques from the Battle of Slaughtergarde, and a practiced
eye can identify them as such.

Whether the PCs are going to find the Surrinak hunting
lodge or not, Luminary Captain Armin Harrak (LG male
human fighter 2/paladin 3) approaches them. He can tell
the PCs about the Battle of Slaughtergarde, helping them
figure out thar at least one section of the demonic fortress
apparently remained on the Material Plane. "And if one
part of Slaughrergarde survived, perhaps other parts did
roo,” Armin muses.

1f the PCs don't have the Surrinak connecrion, Armin
can point them in the right direction with evidence the
Luminous Order has uncovered in clashes with wererars
in Sumberton. He explains rthe situarion.

“Members of our order can't strike directly ar the Sur-
rinak holdings withour possibly arousing other nobles
againstus. But ifindependenr agents can prove somerhing's
rotten in Surrinak country, we can safely become involved
and clean it up. That's why I've come ro you."

“If you find another part of Slaughtergarde, which 1 sus-
pect you will, 1 implore you to destroy any evil or tainted
objects you come across. If you find something you can't
destroy yourselves, bring it to the Shining Citadel when
you're done exploring the situation and the site. 1f worse
comes to worst, on your return, tell me about objects you
had ro leave at the site. I'll make arrangements in such a
case.”

“For your work, the order is willing o pay vou each 800
pieces of gold upon your return. Inaddition, 'l give vou a
commendation ro the Luminary champions, the leaders of
our order” Tell the players thar the commendarion earns
them an affiliation score within the Luminous Order.
Armin won't pay up front, and he can't be moved on this
point, though he might be persuaded to provide some
mundane equipment.

Onward to the temple of the drow! The temple section
is described beginning on page 28 of the Adventure Sites
boak.

SLAUGHTERGARDE ARMORY

After the PCs have defeated the drow, they should return
to the Shining Citadel for their reward. While the char-
acters were away, the clerics of the Luminous Order used
divination magic to ask of the gods, “Do other intact parts
of Slaughtergarde remain?”

The divinations showed the entrance the gnolls found
and cleared to the Slaughtergarde armory on the edge of




Slaughterscar. Worse, though they don't know specifics,
the diviners learned thar dark forces are trying to repair
a gale to the Abyss. The order sends the characters off on
a quest to make sure that gate doesn't open

Armin promises to grant each PC who undertakes this
quest 1,500 gp and “the unending thanks of the entire
order.” The plavers should know that "unending thanks"
translates to a higher affiliation score. Once again, Armin
won't pay up front.

Matters are complicared a little, however, by the fact that
the knights aren't the only ones looking for the Slaughter-
garde armory. Naryalla (CN female half-elf bard 5) of the
Ebon Cabal (see page 19) approaches the party. She offers
some or all of the characters the oprtion to caprure the gate
and make it functional for the wizards of the cabal. Based
on informarion from her superiors, Naryalla knows whar it
takes to make rthe gate work again—"pages, used to foretell
the stars”; “a force for good, bound and reversed"; and “the
missing sigil, restored to its rightful place.” She's willing
to pay 2,000 gp to each character who helps the cabal.

Now the PCs have two patrons sending them to the
Slaughtergarde Armory. The players can decide how their
characters handle this situation. You can turn to page 20
of this book to start the adventure.

SIDE TREKS
Shattered Gates of Slaughtergarde can accommodate roughly
five encounters between the laboratory and the temple, and
another five between the temple and the armor v. The time
between the adventures is a good chance for you to assess
the strength of the PCs. See whether they're earning levels
at the right pace, and check to make sure they have gear
appropriate to their level. You should have 3rd-level PCs at
the beginning of the temple section and eth-level PCs for
the armory section. 1f vour characters are of a lower level

than that, or if their gear isn't up to standard (see Charac-
ter Wealth, DMG 135), you can make up the difference by
using extra encounters.

One of the easiest ways to incorporate extra encounters
is simply to include some random encounters in the wil-
derness on the way to and from the Slaughtergarde sites.
You can also play up some of the plot threads we've inten-
tionally left dangling that you'll learn about as you read
this book, such as the wererats in Sumberton, the gnolls
near Kel's Rise (which could be related to Gashkarr and
the Slaughtergarde armory), or the “dark presence” in the
Vaathwood. You can flesh out Castle Grief into an adven-
ture or simply add a few more rooms to the Slaughtergarde
laboratory or temple.

Conversely, the adventure plays just iine if you don't
add extra encounters, as long as the characters are strong
enough. In fact, if you link L18 and Té with a staircase,
then connect T24 to Al by way of a hidden tunnel, you
can play Slanghtergarde as one big dungeon.

ENCOUNTER
DESCRIPTIONS

The encounter descriptions have the following standard
entries. Extra sections might be provided when they're
too impertant to a specific encounter to fall under one of
the other categories. Such extras might include traps or
additional guidelines for running the encounter.

SETUP

Setup tells you information you need to know to start
the encounter. It usually states how the occupants of an
area react to the PCs, along with information you need to
start the encounter. Conditions that require consulting a
creature’s statistics block might be included. such as how

CAMPAIGN SETTINGS
Setting the Shattered Gates of Slaughtergarde adventure in a
published campaign setting is easy.

Eserron® Campaign Setting: If you want to set the adventures
in Eberron, you can place the Valley of Obelisks in northern
Breland amid the Blackcaps, with the Marrilach River running
southwest through the mountains, then turning due west to
empty into Silver Lake. Castle Pendrant can become Drum
Keep, the ancestral holding of the ir'Oeskai family, and the
depths of the Blackcaps can retain their sinister mien (see Xan-
drar and the Blackcaps, Five Nations 64—65). Make Mu-Tahn Laa
a daelkyr, so the Battle of Slaughtergarde happened 9,000 years
ago at the end of the Daelkyr War.

Drow have a special role in Eberron, being confined to
Xen'drik, and one of three reasonable alternatives can be used
to solve the problem of the drow in Slaughtergarde's temple
section. One possibility is that the dark elves in the Slaugh-
tergarde laboratory are a strain of normal elves somehow
corrupted by Slaughtergarde A second option is to add a func-

tional two-way portal between L17 and T1. PCs who climb the
stairway out of T1 find themselves surrounded by the trackless
jungles of Xen'drik, learning just how widely Slaughtergarde
scattered when it exploded. Thirdly, you could change the drow
to githyanki, but this option involves more customization on
your part. Small enclaves of githyanki are common enough in
Khorvaire (see Player's Guide to Eberron 123), and they would
have an interest in relics from the realm of Xoriat.

Forcotren Reams® Campaign Setting: If you want to set the
adventures in Faer(in, a good place for the Valley of Obelisks
is the southern edge of the Nether Mountains in the Silver
Marches. The Marrilach River runs southwest into the Talons,
then south as a tributary of the River Delimbiyr. Turnstone Pass
prevides a road out of the valley to Sundabar, while the Mar-
rilach River still provides passage south. Mu-Tahn Laa created
Slaughtergarde to take advantage of the machinations of the
wizards of Ascalhorn in 882 DR—a great summoning of fiends
that led to the creation of Hellgate Keep.
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a creature might become aware of intruders or when and
where it might hide.

READ-ALOUD TEXT

Paragraphs or whole sentences appearing in italic type
inside an encounter are meant to help you describe an area
or feature. Conditional statements usually precede the read-
aloud text and sometimes separate read-aloud statements
from one another. When the text's described condition is
met, you can read or paraphrase what follows to the players,
Parenthetical information in the read-aloud text is to help
you describe information that depends on PC or creature
actions. Read-aloud text doesn't always include mention
of a room’s exits. You can add this information based on
the characters’ point of entry into each room.

CREATURES '
Any creature present in an encounter has an associated
statistics block. Every statistics block has a book and page
reference so you can learn more abour the creature from
other D&D books you own. Doing so isn't necessary to
run the encounter, however. Creature possessions are an
important source of treasure in these adventures.

TACTICS

How the inhabitants of an area deal with interlopers is
described in as much detail as needed in each encoun
ter that includes monsters. Tactics sometimes include
contextual statistical information on a creature’s special
maneuvers. Encounters that are straightforward battles
might not include this entry.

CONCLUSION

An encounter’s conclusion describes the effects that events
in an encounter have on nearby areas. It doesn’t mention
irrelevant information, such as those who might hear
but make no preparations, For simplicity's sake, this sec-
tion only describes what happens in areas that the PCs
can reasonably arrive at next, unless a wider reaction is
called for.

TACTICAL MAP

Each encounter has a detailed map of the area in which the
encounter occurs. Such maps often include informarion
that's "DM only" to help you run the encounter.

FEATURES OF THE ROOM

The room's other conrents are described in a brief and
orderly fashion. Features might include illumination,
doors, terrain hazards, stairs, chests, or anything else an
area holds. Contextual statistics and information on trea-
sure are included, as relevant, in each fearure’s entry.

THE VALLEY OF OBELISKS

The setting for this adventure is the Valley of Obelisks,
named for the ancient obelisks that played an important
role in the Battle of Slaughtergarde and dot the country-
side to this day. This temperate valley has been and is an
agricultural province on the frontier far from the centers
of government. It’s true location is purposefully vague so
you can fititinto your D&D campaign.

SETTLEMENTS

The rich lands of the valley support a wide variety of
settlements.

Castle Grief (Hamlet): Cartographers always place
Castle Grief in the Painted Canyons west of the Marrilach
River. But no one in recent memory has traveled to the
castle. Residents of nearby communities, such as Krokarr
and Sekletir, don't know much about it.

That's because Castle Grief is for you, the DM, to do with
what you will. It's marked on the map in the Player's Guide,
soit’s on the map any PC could buy in a general store. Make
an adventure out of it, or leave it a mystery.

Castle Pendrant (Hamlet): The Pendrant family has
occupied a castle on the riverbanks southwest of Jewelford
for centuries, Lord Pendrant has been granted the author
ity to tax river traffic that passes Castle Pendrant, and he
wields his authority with great relish. Riverboat captains
hate Pendrant's streteh of river, and they scorn Lord Pen-
drant, his family, and anyone from the town around the
castle.

Castle Surrinak (Hamlet): Low on the northern
slopes of Mount Surrinak in the Tangletuft Mountains is
the ancestral home of an old and insular noble family, the
Surrinaks. Their castle overlooks rich farmland and is pro
tected from the west by Redbark Grove, so the Surrinaks
are collectively some of the most powerful landowners in
the Valley of Obelisks. Trespassers are treated harshly on
Surrinak lands—their house guard is the law for miles
beyond their castle.

During the course ol the adventure, the PCs learn that
these humans are secretly allied with the drow that have
raided Shul Shennek. In fact, some Surrinaks have even
taken drow spouses and had half-drow children, Further-
more, Slaughtergarde’s temple section lies on the edge of
Redbark Grove underneath the Surrinak hunting lodge,
a well appointed cabin about 5 miles from the castle
proper.

Dondurran (Village): Dondurran’s orchards are justly
famous, especially for their apples, pears, and cherries. The
village has suffered recently at the hands of gnolls maraud-
ing from the mountains to the southeast. After a show of
force by cavalry from the valley's sole city, Sumberton, the
gnolls haven't been seen in several months. Residents are
still suspicious of strangers, and the village militia remains
on guard.

Hemyulak (Village): Hemyulak is a town thar grew
up around the walls of Castle Hemyulak, built cenruries
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ago to guard a mountain pass that leads north out of the
Valley of Obelisks. Hemyulakkers are known as adept at
hunters and fishers.

Dwarf prospectors have recently started scouting the
hills north of Hemyulak, looking for veins of silver and
other precious metals. So far, no one has struck it rich, and
the prospectors hind the monster-infested hills difficult o
explore.

Jewelford (Large Town): Second in population only to
Sumberton, Jewelford is home to a mix of races. Halflings,
gnomes, and humans make up the bulk of the populace.
The halflings are river traders predominately of the Fam-
inestri clan, the gnomes are miners seeking gems in the
nearby hills, and the humans are varied, filling many roles
that help Jewelford maintain its notable prosperity.

The Marrilach River is wide and shallow near Jewelford,
posing a navigation challenge for riverboat captains who
have ro find the deepest channels or run aground. Across
the river from rhe town is the Shining Citadel. Built by the
Luminous Order just after the Bartle of Slaughrergarde, the
fortressallows the Luminaries to keep a warch on the Slaugh-
terscar to the east and remain alert for signs of the demons
return. PCs who work for the Luminous Order probably
pass through Jewelford to go to the Shining Citadel.

Kel's Rise (Village): Kel's Rise is more an armed
camp than a peaceful settlement. Most of the residents
have retreated behind the walls of Castle Kel, fearful that
gnolls from beyond the mountains mightattack again. The
inhabitants survived several months under siege in the
castle, and they still feel nervous when they step beyond
the fortress’s walls.

A road heads through a pass over the mountains to the
southeast, but no travelers have used the road since the
siege. No one in Kel's Rise is sure whether the road is safe,
because the gnolls retreated down it

Krokarr (Small Town): Dwarves from Krokarr have
been working the silver and iron minesin the nearby hills
for centuries, and they've always called Krokarr Home. In
the center of Krokarr is the Hall of the Fell Beast, built
around the rib cage of an immense dragon. Within this
hall, the leaders of nine prominent dwarf clans rule as an
oligarchic town council.

As behis its mining heritage, much of Krokarr is under-
ground. Those approaching on the road from Sumberton
only see the Hall of the Fell Beast, a lew ramparts, and
some humble cottages. Beneath are chambers where nearly
all the citizens live. The subterranean streets of Krokarr
stretch for miles, many connecting to the mines in the
nearby hills.

Lukrimar Keep (Hamlet): Lukrimar Keep is the
farthest upriver the majority of riverboats travel. It has

a thriving community of halflings, especially those of

the Hundivarst clan. A logging operation in the Andrall
Forest to the north supplies much of the timber for new
riverboats.

Riverbend (Small Town): Downstream from Sumber-
ton is Riverbend, a town where more than three-quarters

of the residents are gnomes. Thus, doors and furniture in
Riverbend are somewhat awkward for the larger races.

Riverbend is famous for a hometown carnival that spends
about halfits time on the road, visiting other communities
within the Valley of Obelisks. Those who go to the River-
bend Carnival when it's in town see spectacular illusions,
witness feats of acrobatics, and have their fortunes told.
Maybe they also “forget” to bring their coin pouches home
with them.

Ruins of Andrushel (Hamlet): Andrushel was an
important border fortress and guardian of the headwaters
of the Marrilach River. But a year ago, a flight of dragons
destroyed the castle. Recently, some 200 soldiers and
laborers returned to the site, determined to rebuild it. 1t
remains a mystery why the dragons attacked.

Sekletir (Village): Founded by religious pilgrims that
came to the Valley of Obelisks to build an ideal commu-
nity of faith, Sekletir has a temple o Pelor second in size
only ro the one in Sumberton. Because the famous paladin
Brannock Provennia is buried beneath 2 monumenr in
Seklerir, the rown still receives its share of pilgrims.

Shul Shennek (Small Town): Much of this rown
exists a hundred feet in the air, nestled among the massive
branches of the trees that give the Oakwood its name. The
houses, platforms, and magic elevators of Shul Shennek
are a sight to behold, but they serve a practical purpose.
Oakwood is home to many dangerous monsters, and the
elves of Shul Shennek can turn their town into a fortress
by retracting the elevators and stairs that provide access
from the ground.

Monsters aren't the only concern. Drow raiders have
attacked Shul Shennek twice in the last decade—and for
an elf, that falls into the category of “current events.” The
drow come from the subterranean outpost of Karkanna
Amon, and they're allied with the Surrinaks. Some of
them now lurk at the Sliughtergarde temple complex to
the north.

Shul Vaath (Village): Shul Vaath's elf inhabitants are far
more isolationist than those of Shul Shennek, shunning
contact with the outside world and discouraging travelers
from exploring the Vaathwood. Humans coming from the
direction of Stump Flat are particularly scorned, if not pep-
pered with arrows outright. Among the younger elves of
Shul Vaath, however, are some who wish to connect with
the wider world.

Shul Vaath isn't a treetop community like Shul Shennek.
[t's built on the forest floor amid crumbling alabaster ruins
from an elf kingdom that's ancient even by the standards
of the elves.

Rumors abound of a dark presence within the Vaarh-
wood. The presence might have some influence on the
green dragons that have been troubling the elves lately,
bur its acrual narure is for you to decide. If nothing else,
this problem is a good excuse for a PC from Shul Vaath
to rravel beyond the Vaathwood and consort with the
“younger races.”




Silvermont (Village): Gold and silver miners call the
village of Silvermont home. Prices here fluctuate wildly,
depending on whether mining has been good lately. 1t's
very much a company town, with almost every resident
dependent on the goodwill of Harunio Quell, the mines'
owner. Even Lady Andra Tenneskir of Silvermont defers
to Quell.

In the mountains north of Silvermont is the Black Tower,
home of the Ebon Cabal. Residents of Silvermont all know
it's there, but they believe it's bad luck to talk about it. PCs
working for the Ebon Cabal might pass through Silvermont
to go to the Black Tower.

Stump Flat (Village): This farming community is home

to a racerrack that fearures weekly horse races with a lot of

gambling on the side. Somerimes entire acres of farmland
change hands based on the luck of a day at the track.

Relarions berween the humans of Stump Flar and the
elves of Shul Vaath are poor. The elves remember that the
town got its name when human woodcutrers cleared the
eastern portion of the Vaathwood.

Sumberton (Small City): The city of Sumberton is the
most important trade center in the Valley of Obelisks. It’s
described in detail starting on page 12.

Tulvercross (Small Town): Tulvercross boasts some
of the best grassland in the Valley of Obelisks, so it has
horse, sheep, and cattle ranches nearby rather than the
farms that dominate the rest of the valley. The Perdek-
ark and the Entrighan noble families of the town have a
rivalry thatstarted as a dispute over rangeland but quickly
became personal. Members of the two clans aren't always
vielent toward one another, but minor acts of saborage and
intimidation are common.

WILDERNESS

Farms and orchards surround each community in the
Valley of Qbelisks. Within twenty miles of the Marrilach
River is pasture after pasture, farm after farm. But the
valley still has wild places where monstrous creatures lurk
and villagers dare not go. As one travels closer to the moun-
tains that bound the Valley of Obelisks, one finds fewer
farms, fewer hamlets, and fewer signs of civilization.

When the PCs explore beyond the settlements marked
on the map, here are some of the locales they might find.

Andrall Forest (sparse forest, average EL 2): Tended
by the Druids of the Red Rock, the Andrall forest is largely
a pastoral place. The dire predators that roam among its
trees can be dangerous.

Areshau Valley (gentle hills, average EL 8): Areshau
Valley is a home ro ogres, bur these rapacious giants are
smart ogre magi. They have been secretly infiltrating some
of the bandit groups in the Valley of Obelisks, looking to
hire mercenaries to come northwest to the Areshau Valley.
Bur their leader, Draklk, isn't telling the resr of the tribe
why they need mercenaries.

Blackreach Mountains (forbidding mountains,
average EL 4): These mounrains are indeed rich with silver
and gold, but they've been known to harbor trolls and the

occasional dragon as well. Residents of Silvermont rarely
leave the safety of their guarded mines and walled town.
One path winds north through the Blackreach Mountains
and rerminates at the Black Tower.

Chance Forest (medium forest, average EL 2): Many
forest gnome communities are scattered throughout the
Chance Forest. Grigs also roam the trees. Unwary travelers
are often subjected to confusing and humiliating tricks,
as well as illusions that prevent them from reaching their
destinations.

Cloudhoof Forest (sparse forest, average EL 5): Two
centaur tribes, the Gurgan and the Starakasps, war under
the boughs of the Cloudhoof Forest. The feud is bitter, but
the centaurs are otherwise [riendly. Consorting with the
Gurgan earns a visitor the undying enmity of the Stara-
kasps, and vice versa.

Dapplewood (dense forest, average EL 4): This forest
is known for its strangeness and danger. Fierce owlbears
rampage through its thick vegetation, and a pack of vicious
dire apes dwells within the Dapplewood as well.

Forest of Turlek (medium forest, average EL 3): Once
home to the elves of Shul Turlek, this dark forest is now
known to be the lair of a malicious band of werewolves.
Werewolves wiped ourt the elves, and they harbor grearer
ambitions. Their howls can be heard on still nights in
Silvermont.

Grove of Icicles (medium forest, average EL 2):
Albino wolves of the Grove of Icicles are greatly prized by
hunters. Their pelts are valuable, but live pups that can be
trained are more so.

Headwater Hills (gentle hills, average EL 7): Strange
creatures abound in the hills thar surround rthe headwaters
of the Marrilach River. Bulettes, chimeras, athachs. . . all
these and many weirder creatures roam east of the ruins
of Andrushel.

Jurorakk Foothills (rugged hills, average EL 4):
Gnoll bandits from the far side of the mountain pass are
setting up new camps in the lower reaches of Mount
Jurorakk, threatening Kel's Rise. Could they have some
relationship to Gashkarr’s forces in the Slaughtergarde
armory?

Kurkle Ridge (gentle hills, average EL 2): Winding
draws and scrubby vegetation along Kurkle Ridge make
it 2 common hideout for bandits that prey on road tral
fic between Sumberton, Tulvercross, and Krokarr. River
pirates sometimes hide along Kurkle Ridge where they
can waylay riverboats heading south from Sumberton.
The entrance to the Slaughtergarde laboratory lies in a
box canyon on the northern side of Kurkle Ridge.

Laughing Woods (sparse forest, average EL 6): These
woods were named for the jovial treants that tended this
light forest’'s many flower-filled glades. Now the treants are
beser by menaces from the Headwater Hills, so the forest
isn't as sate as it once was.

Oakwood (medium forest, average EL 3): Home to
the elves of Shul Shennek, Oakwood is also known for
the Medium and Large monstrous spiders that cast their




webs among its silent trees. Within a few miles of Shul
Shennek, however, no spiders live—the elves hunt them
relentlessly. A herd of unicorns runs the eastern edge of
the forest.

Painted Canyons (rugged hills, average EL 5): Many
ogre tribes call this spare land home, warring with each
other and with any travelers they come across. Mountains
to the west are home to several wyvern nests, and ogre
and human alike hide when they see wyverns amid the
canyons. The Painted Canyons are also home ro the mys-
rerious Castle Grief.

Redbark Grove (dense forest, average EL 3): Redbark
Grove has some of the thickest vegeration in the Valley of
Obelisks, and ir is home ro dryads and several dangerous
species of plants, such as assassin vines. The grove seems
particularly resistant to the efforts of farmers to the north-
west, many of whom would like to carve another acre of
farmland out of the woods. Surrinak foresters patrol the
southeastern portion of the forest, and the Surrinaks claim
at least that part of the woodland as a hunting reserve,

Sardarian Hills (rugged hills, average EL 3): These
hills are dotted with abandoned dwarf mines. By mining
so extensively, the dwarves unwittingly released many
underground monsters onto the surface world, so the
Sardarian Hills are a good home for monsters, such as car-
rion crawlers, that don't usually venture aboveground.

Slaughterscar (battlefield, average EL 6): This crater
remains a bleak testament to Mu-Tahn Laa’s thwarted
ambitions. Slaughterscar seems to have an inherent abil-
ity to spawn undead—mostly wights, shadows, wraiths,
and spectres. They wander Slaughterscar in packs, slaying
anything living they can find.

Venturesome folk have reasons to enter Slaughterscar,
though. Those who work for the Luminous Order go o
keep the undead in check. Slaughterscar is also the only
place in the Valley of Obelisks where the twistroot plant
esteemed by the Ebon Cabal grows. Unknown 1o all at
the beginning of the PCs" adventures, evil forces have
uncovered the Slaughtergarde armory in the western part
of Slaughterscar.

Strezabo Foothills (gentle hills, average EL 5):
Daring hunters sometimes stalk the displacer beasts of the
Strezabo Foothills, but they often find themselves stalked
in return. Also living here isa tribe of ogres that was fought
nearly to extinction after it attacked Shul Shennek. The
ogres' numbers are small, but their hatred for the elves is
grear, and they accepr aid from any source that promises
death to the elves.

Tangletuft Mountains (rugged mountains, average
EL 3): These mountains rise at a steep pitch out of the sur-
rounding plains—one of the most striking sights in the
valley. Surrinak holdings dor the Tangletufts, including
Castle Surrinak in the northwest, and Surrinak moun-
taineers patrol the lower elevations regularly. A tribe of
bugbears has sent raids against isolated lowland farms,
but given the swifr, brural, and tenacious retaliations of

the Surrinaks, the bugbears are content to protect their
hunting grounds at higher elevations.

Titania Foothills (rugged hills, average EL 5):
Mount Titania, to the north, is a foreboding peak, and its
foothills are nearly as dangerous. Hill giants somerimes
come from the Titania Foothills to pillage orchards south-
west of the Grove of Icicles, doing so at the urging of frost
giants deeper in the mountains. The frost giants wonder
whart ir would take to make a major raid into the Valley of
Obelisks.

Vaathwood (dense forest, average EL 5): Elves of
Shul Vaath claim all the Vaathwood, and their rangers and
druids srand ready ro “escort” unwelcome rravelers back
beyond the forest's borders. Bur the elves don't have rhe
Vaathwood fully under their control. A clutch of young
and younger green dragons has been giving them grear
trouble of late, and a sinister presence seems to stalk the
wood.

Vermilion Ridge (gentle hills, average EL 3): Named
for the strange hue of its soil, Vermilion Ridge starts in the
mountains to the south and cuts north across the lower
part of the Valley of Obelisks. Hippogriffs are often seen
soaring and swooping over the ridge on windy days.

West Oakwood (medium forest, average EL 2):
Satyrs and the druids of the Mahogany Circle play out a
deadly vivalry within the borders of the Oukwood west of
the river. In the northwestern part of this forest are river
bandit encampments.

SUMBERTON

Small City, Population 7,275

A wide bend in the Marrilach River veveals a small keep on
a vocky promontory. Bridges cross the rviver o the north and
south. Upon them, wagon traffic bustles to and from the farms
of the Valley of Obelisks. Drifting below the bridges are color-
ful riverboats laden with food bound for the citics of the south
or finished goods headed for the many nearby farming villages,
Amid the gloom of early spring’s overcast sky, the many hearths
and friendly faces of Sumberton beckon, as do the casks of spiced
ale that are the city's claim lo fame.

Sumberton is the only urban locale most residents of the
Valley of Obelisks have ever seen. It's regarded as both
sophisticated and bewildering. Since it's a city founded on
the river trade, Sumberton is indeed more cosmopolitan
than the rural communities that surround it.

At the heart of the ciry is Sumberton Keep, an old
fortress built so that a long-dead king could control and
tax the rraffic on the Marrilach River. A settlement grew
up around the keep and, with the passing of years, over-
whelmed it. Were it not for the height of the promonrory

“on which rthe fortress rests, visitors might never know

the keep is there. Two- and three-story buildings crowd
the edges of the city's narrow, winding streets, and even
lifelong Sumbertonians have to think twice to avoid get-
ting turned around or lost.
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Leadership: Lord Bariss Carstellan has been granted
taxing authority within the city limits in exchange for
providing city services. An elderly man, Carstellan is
teaching the basics of governance to his two sons, Jarrik
and Thrann. City bureaucrats understand that if Jarrik or
Thrann want something, it's as good as the lord asking for
it himself.

But Lord Carstellan's authority isn't absolute. Sumber
ton Keep remains an outpost of the national army under
the command of Captain Morr Donellgan. The captain’s
soldiers are betrer equipped, trained, and paid than the
lord’s militiamen. Donellgan tries to stay out of the city's
politics, but it seems like one faction or another within
the city is always trying to embroil the army in a political
dispute. The temples along Pious Way are beyond the lord's
taxes and thus largely beyond his authority. They could
wield a lot more power if rivalries berween the major reli-
gions—and even schisms wirhin each—weren'ta problem.
Finally, the merchant guilds are responsible for the river
commerce that is the city’s lifeblood, and they could ruin
Sumberton by diverting the region’s trade elsewhere. But
doing so might mean their ruination as well. It's easy and
profitable to send the region's trade up and down the Mar-
rilach River.

Demographics: 45% human, 15% halfling, 10% dwarf,
3% gnome, 7% elf, $% half-elf, 5% halforc, 5% all athers.

Economics: 15,000 gp purchase limit, no asset limit.

Naotable Features

Sumberton is known both as the "City of Alehouses”
and the “City of Bridges.” While both appellations are
deserved, visitors in Sumberton can find varied places 1o
spend their time.

Blue Handclasp: Sumberton has temples to major reli-
gions along Pious Way, but in their shadows stand the old
monasteries that first brought people of faith to the Valley
of Obelisks. Many of the monasteries are justly famous
for their spiced ale, even though the secular breweries are
responsible for the bulk of the city's output.

Blue Handclasp was one of those ale-producing monas-
teries, but it gave up its casks long ago. Now it's known asa
place to study esoteric, meditative disciplines-—studies that

have self-defense applications. The blue-gloved monks of

the monastery are unfailingly polite when traveling around
the city on Blue Handclasp business, but more than one
ruffian has learned that the monks' abstract studies have
very concrere and very painful applications.

Carstellan Manor: The seat of government for Sum-
berron (and by default the entire Valley of Obelisks),
Carstellan Manor is designed to display the good fortune
of irs master, Lord Carstellan, In a nod to the region's agri-
culrural heritage, the manor has extensive gardens behind
its ivy-covered walls, The lord is an active horse breeder
as well, and his prize steeds graze in many of the pastures
east of the city. Carstellan, or one of his sons, holds court
near the warmth of the manor’s jet-black fireplace in the
winter. But whenever the weather is at all bearable, the lord

invites guesrs 1o his summer pavilion, an open-air structure
full of rare flowers and carefully manicured plants.

Chicane Guildhouse: The Chicane Guild is the
business end of the largest of the three major halfling
clans—the Marktunsels. It runs dozens of barges and
boats up and down the river between Sumberton and the
cities to the south.

The guildhouse had humble beginnings as a shack on
one of the city piers, then grew to a warehouse. It finally
became a full-fledged mercantile fortress. Onlookers
compare the bulbous business to a spider’s body, with the
guild’s many private piers looking like legs. Those who
have been inside say that the guildhouse is like a labyrinth,
the result of a hundred small additions made by architects
indifferent or hostile to one another's work.

Docks: By day, the docks are the busiest part of the
city. Riverboats line the many piers that jut out into the
Marrilach River, loading agricultural goods and unload-
ing finished wares from the cities of the south, No matter
what the rime of year, some place’s harvest is on its way to
Sumberton. Major wheat and corn harvests arrive in the
spring and fall, but the valley's orchards produce fruits all
year. The city's most beloved exports are casks of Sumber-
ton ale.

By night, the docks are the seediest part of the city.
Characters looking for a fight can find several ar the ram-
shackle taverns, many set up in former warehouses or
built in alleys with just a thatch roof to keep off the rain.
Those who ply the Marrilach River come to Sumberton
to drink heavily, and their belt pouches are often full of
wages or trade profits. The combination of money, booze,
darkness, and anonymity makes the docks a breeding
ground for everything from confidence scams to thuggery
and murder.

Grayman Bridge: Sumberton has three main bridges
connecting the eastern and western quarters of the city.
The bridges have to be sturdy to support city traffic, but
that means thar they open and close for water rraffic only
slowly—except for Grayman Bridge.

Astone giant named Corrask has lived next to the bridge
for more than forty vears, using his immense strength to
open and close the bridge quickly. Those bold enough
to ignore his imposing presence find him an engaging
speaker. Because he makes idle ralk with boatmen and
teamsters waiting for the bridge to open or close, he hears
a little bit of everything going on around Sumberton.

Great Obelisk: Directly across the river from Sumber-
ton Keep is a 50-foot black obelisk that has timeworn and
indecipherable runes etched across its surfaces. This obe-
lisk is one of hundreds scattered across the river valley—an
archeological curiosity that helped the vale acquire its
name. Local residents use the obelisk as a convenient
landmark but otherwise dismiss it as a “relic of a bygone
age." Other obelisks in the valley are treated similarly.

In truth, while the obelisks are old, they've only been
in the Valley for eight cenruries. When Mu-Tahn Laa
transposed Slaughtergarde onto the Marterial Plane, the



obelisks gathered and neutralized much of the evil magic,
eventually destroying the fortress.

Few beyond rhe historians of the Luminous Order and
the schalars of the Ebon Cabal remember the true purpose
behind the obelisks. They stand or, in some cases, lie as
silent guardians against the return of a horde from the
Abyss.

Sly Wink: Many of the city's dozens of alehouses claim
ro serve “Sumberton’s besr ale.” In only one case is that
claim true—a nondescript, cozy alehouse on Cooper Street
known as the Sly Wink. The proprietor, Old Man Shigge-
tam, has an arrangement with one of the old ale-brewing
monasteries on Pious Way to rent casks. Shiggetam adds
a blend of spices that's a “family secret” to the all he fills
the casks with. The result, after proper aging, is ale thar
delights the senses even as it baffles the palare of the most
discerning dwarf.

The Sly Wink is near enough to rhe docks ro artracr a
rough-and-tumble crowd, but outright brawls and duels
are rare. The place has a prominent street sign—one eye
open, one eye closed—so it’'s easy to find.

Storm Sewers: It rains a lot in the Valley of Obelisks,
and the Marrilach River floods to a greater or lesser extent
every spring. Thus, the ciry has an extensive network of
storm sewers. Sumberton’s sewers are an alternative road
grid for a thieves' guild known as the Stiletto Crew and
for other criminals.

The storm sewers are also infested with rats and, recently,
worse. From within the sewers, wererats are spreading
lycanthropy. They choose their victims with care, trying to
insert wererats into strategic positions in the city’s power
structure. Sumberton’s wererats also have a connection ro
Slaughtergarde. They're allied with drow who are seeking
as much information about the demonic fortress as they
can find. Dark creepers also serve the drow—the wererats
might be aided by some of those shadowy creatures.

PCs battle wererats in encounters T11 and T14, and they
meet dark creepers in encounter L18. Depending on the
needs of your campaign, the characters can discover the
wererat conspiracy in Sumberton at any time. You then
get additional use out of the statistics provided in the
encounters mentioned above.

Sumberton Keep: The moldering stones of this small
castle are technically the highest point in Sumberton, but
the winding city streets and tightly packed buildings mean
that residents can't see the keep unless they're right next
to the rocky hillit sits atop. The keep is a quiet, disciplined
place—quite a contrast to the bustle of Sumberton.

Atany given time, the keep is home to about 100 soldiers
under the command of Captain Donellgan. Another 200
soldiers are elsewhere in the Valley of Obelisks, training,
patrolling the borders of the Slaughterscar, or marching
near the western frontier in a show of force.

Notable NPCs
Almost everyone in the Valley of Obelisks comes to Sum-
berton from rime to time, even if it's just an annual trip

to sell the farm's apple harvest. As a DM, you have great
freedom to introduce whatever colorful NPCs you like.
IHere are a few notable Sumbertonians.

Chendrea the White (N female hall-elf wizard 8): Chen-
drea is the city's best-known arcanist and guildmaster of
the Sumberton Scriveners. The guild name is something
of a misnomer; the Scriveners tackle all sorts of low-level
arcane duties, from arcane locks and continual flame spells
to the crafting of potions, scrolls, and wands.

Anivory-haired grandmotherly type, Chendreais known
for her blunt manner. She is in frequent contact with the
Ebon Cabal, using whispering wind for daily reports and
assigning a courier for more important missives, She's not
officially a member of the Ebon Cabal, but she recognizes
thar it's important for the continued survival of her guild
to stay on the cabal’s good side.

Ifthe PCs need rare material components, a quict place
to craft magic items, or information about strange magic
they've encountered, Sumbertonians undoubtedly point
them Chendrea’s way. Her knowledge might be her greatest
offering. Chendrea is one of the few people who know the
full history of Slaughtergarde. She can recount the story
of Slaughrergarde’s fall, although she 1s surprised to learn
that parts of the fortress-mountain remain embedded in
the Material Plane.

Old Man Shiggetam (NG male monk 2/expert 3):
Owner and frequent bartender at the Sly Wink, Old Man
Shiggetam can be the classic friendly face and occasional
information source that greases the wheels of any cam-
paign. As a youth, Shiggetam was a monk at one of the
monasteries that dabbled in ale production. Overtime, he
found that he liked ale roo much and mediration too little.
Shiggetam is reluctant to ralk abour his past, but persistent
PCs can wheedle it our of him.

1f a brawl eruprs in the Sly Wink, Shiggetam usually
stays behind the barand tries to protect the boozes a broken
wine bottle is often more expensive than a broken chair.
Butifafight gets completely out of hand, Shiggetam uses
the martial arts training of his younger years to dispense
hard knocks to one and all.

Vintra Marktunsel (N female halfling rogue 1/expert
S): A senior master in the Chicane Guild of river merchants,
Vintra is likely to be the PCs' first patron—a Chicane
shipment has been stolen by goblins, and she wants the
characters to bring it back. Vintra later becomes a good
client for PCs who want to sell the treasure they find in
Slaughtergarde. No matter what the PCs have, she can
buy it and send it downriver for sale in the cities of the
south.

Vintra also admires daring and initiative. I{ the PCs do
a good job recovering her shipment, she keeps an eye out
for them whenever they're in Sumberton. If the characters
find themselves in trouble with the city watch, Vintra has
the means and the desire to bail them out and smooth over
rulfled feathers. However, she never forgets who owes her
and for what.




Buying and Selling in Sumberton

In a city devoted to trade, almost anything can be had if
the price is right, As the PCs shop in Sumberton, they
might encounter the following businesses.

Taverns
Kennick's: Immense, crowded, and upscale
The Bloody Nose: A dive favored by sailors
Sly Wink: Sumberton's best ale

Accommodations

Kennick's: Fancy rooms, priced at triple PH standard

Sly Wink: Average rooms with good locks, priced at PH
standard

Anchor's Rest: Huge dockside boardinghouse that [ea-
tures hourly rates

Scrolls and Spellbooks

Scriveners' Guildhouse: Comprehensive low-level
selecrion

Eli, Purveyor of Wonders: Eccentric sorcerer; shop is
often closed while Eli travels

Oracles' Guild Chaprerhouse: Specializes in divination
irems

Weapons and Armor

Durrik’s Blades: Dwarf smithy; up 1o +3 enhancement
bonuses on arms and armor

Sumberton Surplus: Buys and sells ordinary weapons
for a far-off war effort

Justice Street Arms & Armor: Specializes in heavy armor
and martial weapons

Other Magic Items

Southern Skies Fabrics: Specializes in magic cloaks,
robes, and so on

Poor Tennison's Curiosities: Selection varies widely;
some junk, some items of great power

Sumberton Balms and Elixirs: Low-level divine
potions

Alchemical Supplies

Pure Reagents of Sumberton: Supplies ale spices, but
dabbles in other goods

Chimera Ltd.: Cood selection, strange personnel

Art Objects

Prachelion’s: Snooty but wealthy

Rurik Family: Runs monthly auctions

Red Door Antiquities: Specializes in older items, doesn’t
ask many questions

Jewelry

Marrika of the Discerning Eye: Gnome renowned for
her gaudy settings

Oakleaf Shoppe: EIf jewelers known to add magic ro
their works

Hearth Street Jewelers: The city's largest; overwhelming
security

Divine Spellcasting

High Priestess Bryanuur: Up to sth-level spells; insists
on expensive ‘oflerings”

Kindly Ollary: Wanders Pious Way, healing all he
finds

High Priest Vultram: Has connections to the Luminous
Order

Arcane Spellcasting

Scrivener’s Guildhouse: Comprehensive offering of
spells up to 4th level

Oracles' Guild Chapterhouse: Divination spells up to
sth level

Lashinara the Conjurer: Knows many spells, but obtain
ing an audience is difficult

Steeds

Carstellan Stables: Fine horses sold at monthly auction;
not always available

Hinterland Outhitting: Basic steeds [or basic prices

Therrick the Tamer: Horse breeder capable of training
exoric mounis

Expedition Gear

Hinterland Outhrring: A large general store containing
all PH goods

Faminestri Marine Supply: Hallling-run riverboat equip-
ment and repair; fine rope

Plarrny’s Guide and Taxidermy: Hunting guides that
know the mountains well

Clothing
Caprice Sisters: Fancy clothing favored by nobility
Southern Skies Fabrics: Sells mundane cloaks, robes,
and so on
Acorn Stamp: Simple garb known for durability

Legal Troubles |

Borrin Dautram: Attorney for the defense

Fyrona Vitriel: Thrann Carstellan’s paramour; takes
bribes for her influence

Ilya Markrunsel: Halfling riverboat captain; can get
someone out of town, no questions

1llicit Goods and Contraband
Uthra the Herbalist: Limired supply of poisons
Tenklor Hundivarst: Halfling smuggler of untaxed ale
Ollie the Shakes: Fences stolen goods for the Stilerto
Crew



LUMINOUS ORDER

“This valley is proof that no place ts safe from the touch of dark-
ness. Any place—and any heavt—can find itsell on the front
lines of the battle between good and evil.”

— Luminary Captain Armin Harrak

The Luminous Order is the last remnant of the host that
destroyed Slaughtergarde, and it's still devoted to keeping
the Valley of Obelisks safe from evil. Members of the order
are known as Knights of the Luminous Order, Knights
Luminous, or Luminaries. Demons haven't come back to
the valley, of course. but the order has kept busy, protect-
ing the region from mundane evils.

Luminous Order Affiliation

It's likely that the PCs undertake oné or more missions on
behalf of the Luminous Order, and some characters might
even aspire to knighthood. The affiliation system described
here is a way to measure how tight the link between a
given PC and the order is. (Player's Handbook 11 describes
a general affiliation system you can use for organizations
you create, along with a group of sample organizations,
starting on page 163 of that book.)

PCs can improve their affiliation scores by complering
certain objectives. Tell the players whenever their char-
acters have earned affiliation points, and they can keep
track of how many points they've accumulated. Their
incentives for doing are the rewards they earn when they
reach certain thresholds of affiliation, as derailed in the
Player's Guide and this section.

The Luminous Order takes an interest in the PCs when
they return with antiquities from the Slaughtergarde labo-
ratory ot when they start asking questions in Sumberron
about the history of Slaughtergarde.

Condition Modifier
Character level bonus +1/2 PC’s level
Cleric or paladin of good-aligned deity +1
Discover Slaughtergarde laboratory +1
Prevent further access to Slaughtergarde laboratory  +1
Defeat wererats infiltrating Sumberton +1
Destroy the altars in the Slaughtergarde temple +1
Destroy the gate in the Slaughtergarde armory +3
Let Laurazhi escape from armory -1
Refuse to help the Luminous Order -4
Repair the gate in the Slaughtergarde armory -3
Luminous Order learns PCs are working -2

with the Ebon Cabal

Notes: I you're adding an adventure that involves defeat-
ing the forces of evil, especially supernatural antagonists,
you can add irs successful conclusion as a 1-point goal,
replacing the wererat infiltration goal.

A rival organization, the Ebon Cabal, is described later.
It vies for the PCs' allegiance and offers affiliation rewards
as well. PCis can earn affiliation points from both organi-
zarions, but doing so is a dangerous game. The Luminous

Order doesn't trust the Ebon Cabal, and the Ebon Cabal
doesn't trust anyone.

As the characters earn affiliation points, they gain access
to spells, magic items, and powerful weapons. By the time
they reach the end of Shatieved Gates of Slaughtergarde, the
PCs might be able to join prestige classes detailed in the
Player's Guide.

Affiliation

Score Title: Benefits and Duties'

1 orlower None.

2-4 Knight Luminous or Luminary: Character

is eligible for quests and can purchase
spellcasting from the clerics of the order at
reduced cost.

5-8 Luminary Captain: Character receives a
Luminary tabard and gains expanded access
to the order's NPC spellcasters.

9 or higher Luminary Champion: Character receives
one weapon of the celestial host (his or her
choice). A Luminary champion meets one
of the requirements for taking levels in the
serene guardian and solar channeler prestige
classes.

1 Items and prestige classes mentioned here are

described in the Player’s Guide.

LUMINOUS ORDER BENEFITS

In addition to the specific rewards based on their affiliation
scores, PCs receive a set of general benefits from being in
the order’s good graces.

Quests: As mentioned before, when the PCs are done
exploring the Slaughtergarde laboratory, a Luminary cap-
tain named Armin Harrak contacts them. He offers them
the chance to find and clear out Slaughtergarde’s temple
section. 1{ they accept, the characters can join rhe Lumi-
nous Order and earn affiliation rewards from it.

When the PCs return from the Slaughtergarde temple,
Armin offers them another quest. Wicked creatures are
striving to repair a gate to the Abyss deep within the
Slaughrergarde armory. This must be stopped, and the
PCs, as familiar as they are with Slaughtergarde, are petfect
agents.

While the characters are busy, Armin sends a contin-
gent of Knights Luminous to make sure the laboratory
and temple are secure and cleansed of evil. The Luminous
Order also continues work against the evils of the valley,
including the Surrinaks. Any such tasks could involve
the PCs.

Gear: The Shining Citadel, home of the Knights Lumi-
nous, is the equivalent of a small town (purchase limit
800 gp}, except where weapons and armor are Cuncurncd.
Because it houses whar is essentially a military organiza-
tion, the citadel has a purchase limit of 3,000 gp for arms
and armor. In exchange for an appropriate donation for
the order’s good works, the PCs can obtain +1 weapons, +1
shields, and +1 armor from the Shining Citadel's arsenals.

Some gear the order simply doesn't have, such as unusual
magic items, as well as poisons or any sort of contraband.




Let logic be your guide. The Shining Citadel is a well
stocked fortress maintained on the edge of the wilderness
by an order dedicated to stamping out evil. It's not a full-
fledged community.

Services: The most powerful spellcasters in the Lumi-
nous Order are 13th-level clerics, but they're frequently on
errands outside the Valley of Obelisks. A 7th-level cleric is
always at the citadel and willing to cast spells for the cost
of the material components required. Less powertul cler-
ics are assigned to help those with needs that can be met
with lower-level spellcasting, but the price doesn't change.
Characrers who have earned the rank of Luminary captain
or Luminary champion can count on greater aid from more
powerful Luminaries. In any case, donations to the order
are appreciated when such services are rendered.

Information: Few in the Valley of Obelisks know about
the Battle of Slaughtergarde, but every knight within the
Shining Ciradel’s walls can recite the story of the clash in
detail. Once the PCs discover that part of Slaughtergarde
survives on the Material Plane, the clerics of the Luminous
Order start doing divinations. Thus, they learn abour the
temple section and the armory.

Access: Anyone on Luminous Order business—or
resting after an order-commissioned quest—is welcome
to the austere but clean quarters at the Shining Citadel.
The stronghold also houses a library detailing the events
around the Battle of Slaughtergarde and other demonic
invasions stretching back thousands of years. For mundane
needs, the Luminous Order maintains a staff of craftsper-
sons, such as blacksmiths and carpenters, useful to a largely
selEsufficient bastion.

Status: Those who have distinguished themselves in
service to the Luminous Order can call themselves Lumi-
nary captains. The term is one of honor, not a specific rank
within the order, though such notable Luminaries often
lead other Knights Luminous into battle. And the greatest
heroes of the Luminous Order, the Luminary champions,
can have a hand in leading the whole order’s efforts if they
wish.

LUMINOUS ORDER IN THE WORLD

“We were halfway done building our stronghold when the

Kmights Lummous appeared, viding out of the west. I turns oul

someone was watching the Slaughterscar after all.”
—Thrukala the Vampire

With a broad mandate and lack of specific duties, the Lumi-
nous Order is a good patron for the PCs. The order sends
capable agents on interesting missions. It doesn't ask the
PCs to pull garrison duty or to do anything that would-be
heroes wouldn't do anyway.

The PCs can use the order’s Shining Citadel asa safe base
of operations. Even when the PCs' adventures take them
beyond the Valley of Obelisks, they can always return to
find camaraderie and aid within the stronghold’s walls.

Organization: Currently, a group of twelve Luminary
champions sets overall policy for the Luminous Order.

But one of the order’s precepis is that volunteers make the
best allies, so the twelve champions offer quesis to willing
agents before officially delegating the tasks to duty-bound
knights. A Luminary captain often makes the offer.

The number of champions on the ruling council fluc-
tuates as new members become champions and old ones
retire or undertake long missions away from the citadel.
PCs who reach the rank of Luminary champion can join
the ruling council if they wish. But unlike the rest of the
Luminous Order, the ruling council is tied to the Shin-
ing Ciradel and the mundane tasks of running the order.
Councilors are supposed to be available for consultation
on short notice.

At any given time, about a hundred Luminaries are at
the citadel, with twice that number away on missions or
oft duty. Those at the fortress engage in weapons exercises,
small-unit drills, and occasional patrols into the Slaughters-
car to the east. While in that accursed place, they destroy
any undead they find and watch for monsters attracted 1o
the raint that still lingers in the area.

NPC Reactions

The Luminous Order is a small force, bur its members are
respected because they're always willing o aid the com-
munities of the valley. If a hamlet’s people are suffering
from a marauding monster or unchecked banditry, they
sometimes send a messenger to the Shining Ciradel for
aid. The knights that respond are usually equal 1o the
rask, and thus rhe Luminous Order earns goodwill across
the valley.

Bandits out in the hinterlands know whart the order’s
tabard looks like, and they often flee rather than test the
mettle of a Luminary. But ironically, the appointed foes of
the Luminous Order—demons from the Abyss—haven't
shown themselves in eight centuries. The knights that
founded the Shining Ciradel accepted the charge of guard-
ing the valley from further demonic incursion shortly
after the Battle of Slaughtergarde. They never imagined
that centuries could pass without the demons invading
again.

LUMINOQUS ORDER LORE

Characters with ranks in Knowledge (local) can research
the Luminous Order to learn more abourt it. When a char-
acter makes a skill check, the following lore is revealed,
including the information from lower DCs.

DC 10: “The Luminous Order? Yeah, it's a noble sect of
knights based somewhere downriver. They have a castle
called the Shining Citadel."

DC 15: "Whenever the local lords have a monster or other
menace they can't handle, out goes a call to the Shining
Citadel, and the Knights Luminous arrive soon after, bless
‘em. The order’s castle is across the river from Jewelford.”

DC 20: “The Shining Citadel was built and the Luminous
Order founded to guard against a demonic invasion. That's
why the knights patrol the Slaughterscar—they think
demons might spawn from its rainted ground.”



EBON CABAL

“Good and evil, light and dark—they're just abstractions. You
know what's concrete? The wand Ui pointing at you right
now.”

— Ebon Factotum Naryalla

A mysterious faction, the Ebon Cabal is an organization
devoted to the acquisition of magic power on hehalf of irs
members. Though it is cloaked in sinister trappings, the
cabal isn't evil. But it is completely amoral, willing to do
whatever must be done to advance its collective power.

Ebon Cabal Affiliation

The Ebon Cabal respects power, and eventually the PCs
come to the attention of its many agents. PCs who align
themselves with the cabal and do the group’s bidding can
carn an affiliation score within the Ebon Cabal. Especially
[or ambitious PCs who want no part of the “do-gooder”
attitude of the Luminous Order, the Ebon Cabal can be
a useful patron,

Tust as with the Luminous Order, PCs can earn an
affiliation score with the Ebon Cabal that entitle them to
certain rewards. When the PCs change their affiliation
scores, tell the players so they can keep track of it on their
character sheets. PCs can earn affiliation points with both
the Luminous Order and the Ebon Cabal, but it's hard to
keep both organizations happy.

Condition Moadifier

Character level bonus +1/2 PC's level
Character is a wizard, sorcerer, or rogue +1
Circumspect when inquiring about Slaughtergarde  +1
Give an Ebon cabalist some twistroot +1%
taken from Slaughterscar

Working for the Luminous Order -2
Agree to report on Luminous Order activities +2
Destroy the gate in the Slaughtergarde armary -6
Secure the armory gate for the Ebon Cabal +4

*This modifier can be earned only ance, but the cabal
appreciates additional twistroot.

Notes: The “circumspect” entry refers to any research
the PCs do after they discover the laboratory and the
temple. PCs aren't being circumspect it they march
through Sumberton announcing, “Hey, we found this
weird demon-fortress.” They're being circumspect if they
inquire delicately, asking something like, “Have you seen
this sort of architecture before?”

In the eyes of the Ebon Cabal, characters are working
for the Luminous Order if any of their comrades are. Bur
PCs can cancel our that penalty if they figure our a way
to keep Naryalla or another cabalist up to speed on whar
the Luminous Order is doing. Such devious dupliciry is
respectable in an Ebon cabalist.

Those working for the cabal quickly learn that many
members value twistroot, which grows only in Slaugh-
terscar. Collecting the perverse herb is dangerous—it's
hard to find, and the undead are everywhere. It takes a DC

20 Survival check and an hour's time to find a twistroot
plant. A searcher has a 12% chance of encountering undead
during that rime.

1f you design an adventure that involves the acquisition
of magical power, the PCs can earn Ebon Cabal affiliation
points for it. Simply replace the “twistroot” entry on the
table with an entry relevant to your adventure.

Affiliation

Score Title: Benefits and Duties’

1 orlower None.

2-4 Ebon Initiate: Character is given a ceremonial

black robe and is eligible for quests. An Ebon
initiate can buy magic items from the wizards
of the Ebon Cabal at reduced cost.

5-8 Ebon Factotum: Character receives a cloak of
the Ebon Cabal.

9 or more  Ebon Master: Character receives one rod
of the Tower (his or her choice), along with
a diamond-studded black mask worth
500 gp. An Ebon master meets one of the
requirements for taking levels in the dark
scholar and twisted lord prestige classes.

1 lterns and prestige classes mentioned here are

described in the Player's Guide.

EBON CABAL BENEFITS

Atits heart, the Ebon Cabal is merely a murual-aid society
for ambitious, amoral spellcasters. Those who have just
joined the organization don't see most of the benefits,
because they're largely beneath the notice of the mysreri-
ous wizards that run the cabal. All members have access
to the cabal’s base, the Black Tower.

While wizards and the occasional sorcerer make up
the majority of the Black Tower's residents, association is
open to members of other classes. Ambitious characters
whoaren'tarcanists can still benefit from having powerful
wizards as patrons and allies. The Ebon Cabal also has
a nonspellcaster sect of secrer agents known as rwisred
lords.

Economics: The Black Tower's main library conrains
wizard spells of up to 5th level, and Ebon initiates can copy
spells into their spellbooks at a 10% discount (see Adding
Spells to a Wizard's Spellbook, PH 178).

Low-level functionaries at the tower can provide arcane
scrolls and wands that contain up to 3rd-level spells fora
price that's usually 80% of market value. Such function-
aries need a few days for unusual requests such as rwelve
scrolls of muisibility.

Gear: When within the Black Tower, everyone affiliated
with rthe Ebon Cabal wears black robes. Elaborate embroi-
dery and fancier cloth indicate rank. The most powerful
cabalists wear black masks when deliberating with their
fellows inside the tower walls.

Services: PCs who want a particular magic item can
often commission its creation from a fellow cabalist if the
item has arcane spells as prerequisites. Members expect
to be compensated for their expertise and effort, but the




asking price is usually 80% of market value. The item’s cre-
ator certainly considers the work a favor to the PC.

Conversely, an Ebon cabalist might ask a PC capable of

such a task to fashion a magic item. Other cabalists expect
adiscount, but the gap between creation price and asking
price is profit. Deeper discounts than the usual 20% can
earn PC cabalists more favor among their peers.

Information: PCs secking to delve into the arcane
secrets of the universe can learn a great deal from the
Black Tower's main library, which hasa number of impor-
tant texts about cosmology, arcane magic, and ancient
history, Ebon cabalists gain +4 circumstance bonuses on
Knowledge (arcana), Knowledge (history), or Knowledge
(the planes) checks if they spend a few hours rescarching
inside the Black Tower's main library.

The master spellcasters of the Ebon Cabal have private
libraries as well. Access to them is by invitation only. They
hold books that contain secrets too esoteric or too danger-
ous to be shelved in the main library.

Access: The Black Tower is a fortress, although it relies
on the potent spellcasting of irs residents for protection,
not traditional armed guards. Those wearing the black
robes of the Ebon Cabal have access ro every part of the
stronghold except the private aparrments reserved for the
seniorwizards and the roof. Upon the roof, the senior Ebon
masters meet and, it's said, perform riruals beyond the ken
of lesser arcanists.

Status: Ebon Cabal membership isn't somerhing to
be flaunted beyond the walls of the Black Tower. On the
inside, a cold-blooded sort of meritocracy has emerged.
Those rising through the ranks of the cabal quickly learn
that the masked masters are only impressed by results.

THE EBON CABAL IN THE WORLD

“That black-robed wizard was handy when the dvagons came—
she probably saved half the village. But after the fighting was
done, she was more infevested in dissecting a dragon’s corpse than
pidting oul the fives"

—Captain Yarrick, formerly of the Andrushel militia,

Some players chafe at being ordered around by virtuous
NPCs, and others like the vicarious thrill of playing sinis-
ter characters. The Ebon Cabal is for them. It's ruthless and
ambitious without actually being evil. Its members can be
as helpful or as antagonistic as you need them ro be.
Organization: The council that commands the Ebon
Cabal consists of seven powerful spellcasters: Borrak One-
Eye, Van'kalia, Shinsestra Fireplume, Brunfiliader, and
three arcanists that the others refuse to name, This coun-
cil issues periodic orders to the Ebon masters and quells
disputes, but their affairs are otherwise theirs alone.
Other cabalists are much more active within the organi-
zation. Ebon masters frequently petition the cabal for aid
in one endeavor or another. About half of the Ebon masters
live within the Black Tower. The rest, including almost all
the twisted lords, live elsewhere in the Valley of Obelisks
or in the great cities to the south. Atany given rime, about

fifty Ebon factotums, mostly low- to mid-level wizards, are
on hand. Another fifty or so are agents of the Ebon Cabal,
but they live and scheme outside the stronghold walls.

NPC Reactions

The Ebon Cabal is an arcane organization literally and
figuratively. Other wizard colleges and secret societies
know about it, and many of the nobles in the valley have
heard of the Ebon Cabal, even if they dismiss the tales as
folklore. The twisted lords are occasionally mentioned as
peetless assassins, but they're still regarded as the stuffof
camphire tales.

The Luminous Order has some limited knowledge
about the Ebon Cabal. They know that it's made up of
power-hungry wizards and that it's based in the Black
Tower north of Silvermont. Many Knights Luminous
suspect that the Ebon Cabal is capable of consorting
with demons, but no clear evidence has surtaced chat
the cabal is actually doing so.

EBON CABAL LORE

Characters with ranks in Knowledge (arcana) can research
the Ebon Cabal 10 learn more about it. When a character
makes askill check, the following lore is revealed, includ-
ing the information from lower DCs.

DC 15: “That's a secretive sect of wizards housed in
the Black Tower near the headwarers of the Marrilach
River”

DC 20: “The Black Tower is north of Silvermont. Those
living there are wizards—scary, the lot of them. On a few
occasions, members of the Ebon Cabal have helped the
people of the valley. Some showed up when the dragons
attacked Andrushel.”

DC 25: “The cabal has assassins and spies within irs
ranks. These twisted lords, as they're called, are often pare
of the intrigue in the sourhern cities”

SLAUGHTERGARDE
ARMORY

The gnoll warchief Gashkarr and his minions uncovered
the Slaughtergarde armory on the edge of Slaughterscar.
Surrounded by twisted vegetation and tainted earth, a
dark cave opens into the western side of the crater, and a
tunnel winds downward (see below). Signs of excavation,
such as piles of dark dirt, stand nearby as proof to recent
activity in the tunnel.

DUNGEON FEATURES

When they explore the armory, the PCs eventually see
familiar architectural elements. The first part of the adven-
ture takes place in the tunnels the gnolls used to access
the site. Specific room descriptions might detail changes
from these generalities.

Entry Tunnel: The tunnel spirals downward from the
surface for 500 feet until it reaches AL It's steeply sloped
and littered with gravel, so it takes 2 squares of movement
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to ascend each square. Creatures running or charging
downhill must succeed ona DC 15 Balance check, ending
their movement 1d2x5s feet later if they fail. Those thar fail
by 5 or more fall prone at the end of that movement. The
DC of Tumble checks increases by 5, and the DC of Move
Silently checks increases by 2. Creatures gain a +1 bonus on
melee attack rolls against foes below them on the slope.

Hlumination: Gashkarr and his gnolls came upon a
colony of giant fire beetles when they explored the armory.
The beetles were docile due to Slaughtergarde’s lingering
magic, so the gnolls corralled and caged the insects to use
them for light rather than killing them. While the gnolls
can see in the dark, they prefer the light for various reasons,
such as being able to see enemies from a distance near the
stockades.

Light changes as described in each room. Most halls are
unlit, except for ambient light from other areas.

Ceilings: The ceilings in and around the armory are
composed of Slaughtergarde’s typical gray or gray-green
stone, but they vary in height. As in the other remnants of
Slaughrergarde, the ceilings are usually 15 feet high. The
entry tunnels have ceilings of earth and stone.

Walls: The walls are finished masonry (Climb DC 20)
that is the color of the ceilings. These walls are usually 1
foor thick (break DC 35, hardness 8, 90 hit points), excepi
for the rower rooms (A5, Aa, A10,and A11), which are rein-
forced masonry tharis 2 feer thick (break DC 60, hardness
8, 360 hit points). Those walls were exposed when Slaugh-
rergarde was intact. Beyond all the masonry is solid earth
or stone.

Rooms A1, A2,and A3 are natural earth and stone cham-
bers (Climb DC 15}, although the gnolls have done some
excavation in these tunnels to improve them and make
them easily traversable.

Doors: Burnished copper doors stand in some doorways,
while demon arches leer over others, Fiery arches in the
armory are particularly fearsome, but the gnolls uncovered
away to pass through them unimpeded (see Slaughtergarde
Medallions below).

Floors: The floor of the armory is either flagstone or
packed dirt, depending on the location. Neither type of
floor impedes movement, so the floors are rarely detailed
except when they're covered with some other substance.

Lingering Magic: Just as in the laboratory and the
temple, living creatures don't need to eat or drink in the
armory section of Slaughtergarde. The trolls might eat just
for the pleasure of it—or just to be nasty.

ORGANIZATION

Gashkarr’s minions are organized, and as detailed on the
next page, the armory is parrolled. However, the layour of
the complex and the demon arches make it difficult for
the armory's inhabitants to know what's going on in areas
other than theirs.

Once the PCs reach the elevator room (A4), they can
easily reach the central and southern rooms. To make it
to the more difficult northern rooms, though, they've got
to either deal with the fiery demon arches on the north-
ern elevators or fight their way through one of the central
arsenals (A7 through A9 and A12 through A14).

If you want to customize the armory, here are some
suggestions.

Add Antagonists: Gashkarr and his allies are in control
of the entire armory. This doesn't have to be so. The easi-
est place to add more rooms is along the long stairways
heading to and from the western and eastern arsenals.

Create Rivalries: If the players relish the chance 10
negotiate and work factions against one another, antago-
nism among the denizens of the armory can be fun.
Orcharix can be more of a free agent, vying for power
with Gashkarr. Maybe the derro are driving a hard bar-
gain for the repaired gate sigil, and they've hired the
troll mercenary in AL5 to keep the gnolls from taking
it by force. However, such rivalries aren't worth the
trouble if the PCs are going to be uniformly hostile o
the monsters.

Customize the Treasure: The arsenals are good places
ro add magic weapons and armor. Of course, the gnolls or
troglodytes are probably using such items.

SLAUGHTERGARDE MEDALLIONS

Many denizens of the armory wear medallions tharallow
them ro pass through the fiery arches in the armory.
Each is an electrum chain and a pendant that has a sigil
on it—either a stylized claw or a stvlized eye. The sigil
determines how effective the medallion is for passage
through the complex, as indicated in the appropriate
encounters. Each medallion has a fainr aura if viewed
using detect magic (DC 18 Spellcraft check to determine
it's abjuration) and is worth 100 gp.

GNOLL PATROL (EL7)
By Gashkarr's order, the armory complex is patrolled at
all times. A typical patrol includes a flind soldier and rwo
gnoll barbarians. The patrol starts in the elevator room

FLINDBAR

‘to disarm an enemy. A proficient wielder that threatens a critical
hit with a flindbar can make a free disarm attempt against the
same foe before confirming the critical hit. This disarm attempt
doesn’t provoke an attack of opportunity.

Flinds treat the flindbar as a martial weapon.

The flindbar is a set of iron bars linked by a chain, similar to a
flail or nunchaku. It's a one-handed exotic weapon that deals
2d4 points of bludgeoning damage, has a threat range of 19-20,
costs 30 gp, and weighs 2 pounds. When using a flindbar, the
wielder gains a +2 bonus on opposed melee attack rolls made




(A4), goes down the northwestern elevator to check on
the troll guarding the foundry (A15), then up the stairs
and through A14, A13,and A12. Then the patrol continues
upstairs to check with the fang dragon in A 10, returning
down to the southwestern elevaror. The patrol then takes
the elevator back down 1o A4. x

From A4, the parrol walks out to the entrance (A1),
then buack to A4, The patrol takes the southeastern eleva-
tor to check on the haltfiend ogre (A3), then heads down
the stairs to check on the troglodyres (A7). Gnolls on the
patrol shout to the troglodyres from the corridor—rthey
don't want to be closer to the troglodyres than they have
to. After this, they head back upstairs o the sourheastern
clevator and go back o A4.

The final leg of the patrol partern is a trip down the
northeastern elevator to check on the troglodytes in A9
and report to Gashkarrin A19. Patrolling gnolls then head
back to A4 1o start the process all over again.

This route takes berween 45 minutes and 90 minures
to walk, depending on how much rthe patrollers stop to
ralk. In theory, yvou could track where rhe patrol is ar all
times, but it's nor worth the trouble. Instead, if the PCs
spend more than 10 minutes in any room, they have a 10%
chance to meet the patrol. The patrollers artack intruders
on sighr.

If the PCs leave carnage in rooms along the patrol
circuit, then the patrol discovers that evidence 2d4x10
minutes later. They report to Gashkarr immediately (a 5-
minute trip), and he orders them to put everyone on alert.
The patrol then spends 2d10 minutes alerting creatures
from A19 to where the PCs are. When the patrol finds
the PCs, it attacks. 1f it doesn’t find the PCs, it resumes
its normal course.

If the PCs destroy the patrol, then Gashkarr becomes
suspicious 3d4x10 minutes later. He sends the mezzoloth
in Al9 1o alert the other rooms, which works as it did with
the patrol except that the mezzoloth returns to A19if it
doesn't find the PCs.

Alerts last for 2 hours, measured from the point that
Gashkarr hears about or suspects trouble.

FLIND SOLDIER CR5S

MM3 62

hp 50 (5 HD)

Male flind fighter 3

CE Medium humanoid (gnoll)

Init +6; Senses darkvision 60 ft; Listen +6, Spot +6
Languages Common, Gnoll

AC 20, touch 12, flat-footed 18; Dodge, Mobility
Fort +10, Ref +3, Will +2

Speed 30 ft. (6 squares)

Melee +1 flindbar +12 (2d4+7/19-20)
Base Atk +4; Grp +10

Atk Options free disarm

Combat Gear potion of cure light wounds

Abilities Str 22, Dex 15, Con 18, Int 10, Wis 12, Cha 8

Feats Dodge®, Improved Initiative, Mobility*, Weapon
Focus (flindbar)

Skills Intimidate +5, Listen +6, Spot +6

Possessions combat gear plus masterwork studded
leather armor, +1 heavy wooden shield, +1 flindbar,
Slaughtergarde medallion (eye)

Free Disarm (Ex) With a flindbar, a flind soldier that
threatens a critical can make a free disarm attempt
(+14 on the opposed attack roll; PH 155) without
provoking an attack of opportunity

2 GNoLL BARBARIANS (RAGING) CR3

MM 130
hp 47 each (4 HD)

Male gnoll barbarian 2

CE Medium humanoid

Init +5; Senses darkvision 60 ft.; Listen +6, Spot +4
Languages Gnoll

AC 16, touch 9, f’lat-footea_m_:u;c;nny dodge
Fort +11, Ref +1, Will +3

Speed 30 ft. in breastplate (6 squares), base speed 40 ft.
Melee mwk greataxe +12 (1d12+10/x3)

Base Atk +3; Grp +10

Special Actions rage 1/day (8 rounds)

Combat Gear potion of cure moderate wounds

Abilities Str 24, Dex 13, Con 20, Int 8, Wis 12, Cha 6

Feats Improved Initiative, Weapon Focus (greataxe)

Skills Intimidate +1, Listen +6, Spot +4

Possessions combat gear plus +1 breastplate, masterwork
greataxe

When not raging:

AC 18, touch 11, flat-footed 18

hp 39

Fort +9, Will +1

Melee mwk greataxe +10 (1d12+7/x3)
Grp +8

Abilities Str 20, Con 16




OuTer Srockaoe

Encounter Level 6

SETUP

If the characters are trying to be stealthy in the entry
tunnel (see Dungeon Features), they take a -2 penalty on
their Move Silently checks due to the rocky tunnel floor.
If they beat the gnolls' Listen checks, the barbarians (B)
are surprised.

When PCs reach the entry tunnel’s bottom, read:

In the red glow issuing from a giant beetle ina
cage-nearthemorthern wall, you see three gnolls
wearing breastplates and wielding greataxes.
They stand in front of a wooden stockade. Double
doors that have massive wooden handles are buill
into the middle of the stockade. Those doors have
astylized three-headed flail painted across them
in red, along with the threat “Turn back or die!”
painted in Conumon.

3 GNoLL BARBARIANS (RAGING) CR3
MM 130

hp 47 each (4 HD)

Male gnoll barbarian 2

CE Medium humanoid

Init +5; Senses darkvision 60 ft.; Listen +6, Spot +4
Languages Gnoll

AC 16, touch 9, flat-footed 16; uncanny dodge
Fort +11, Ref +1, Will +3

Speed 30 ft. in breastplate (6 squares), base speed 40 ft.
Melee mwk greataxe +12 (1d12+10/x3)

Base Atk +3; Grp +10

Special Actions rage 1/day (8 rounds)
Combat Gear potion of cure moderate wounds

Abilities Str 24, Dex 13, Con 20, Int 8, Wis 12,
Chat

Feats Improved Initiative, Weapon Focus
(greataxe)

Skills Intimidate +1, Listen +6, Spot +4

Possessions combat gear plus +1 breastplate,
masterwork greataxe

When not raging:

AC 18, touch 11, flat-footed 18

hp 39

Fort +9, Will +1

Melee mwk greataxe +10 (1d12+7/x3)
Grp +8

Abilities Str 20, Con 16

TACTICS

Raging immediately, the barbarians atrack when they
see the PCs.

A barbarian that's down to 15 hit points takes a 5-foot
step, then takes out and drinks his potion of cure moder-
ate wounds. When two gnolls here have gone down, the
remaining barbarian flees toward A2, barring the stockade
doors behind him if he has time.

FreATURES OF THE ROOM

'I‘]'JL‘ room l'll'l‘_; []'Il' !'n“n\l'ing i‘L"ElI.III't‘E.

Hlamination: Fire boetle cage; 10 [eet af l\l'i;;"'tl illumi-
nation; 10 feet of shadowy illumination. The giant fire
heetle is alive (MM 285) and docile,

Ceiling: The ceiling here is 20 [eet high.

SI'OC'Ixa(lc Walls: | lardness S 20 |:p. 15 fect Izigh;
Climb DC 21,

Wooden Doors: Hardness 8; 20 hp. Open: westward;
vertios Bandleson the eastern side o“)'ql{) doors near where
they meet; iron brackets on the west: The doorsare closed
but unlocl::e({; tllcy have no latch or Iv\:l::‘

A DC 15 Knowledge (rulig?c_m} checleis suflicientto know
that the symbol an the doors is that of ‘I'ucnug_‘l‘m. the demon
prince and deity of _ﬁlm“s.

A wooden bar leans against the wall.on the western side
to the north of the doors. It takes a move action ta piclz up
the bar and another to place the bar into the brackets, 1 the
1.1001'5 are IJ“Irl‘uLI, it lal:t‘s aDC 25 5[1'«'11g[!1 l.'l".?l.']-' e I.lrudla

the bar and open them.




[nNER STOCKADE

Encounter Level 7

SETUR

A DC 10 Listen check is sufficient for the gnoll archers
(A) to hear a battle on the other side of the stockade
in AL If the characters have a light, the gnolls easily
see them.

When the PCs enter, read:

More glowing beetles in cages line this broad hall,
which leads to another wooden stockade. This one
has a portcullis in the'center. Two gnolls aim their
longbows over the stockade at you.

PIT TRAP

The pit has a dirt-covered wooden lid . If a PC moves into
a pit square, don't reveal the entire extent of the lid.

Camouflaged Pit Trap: CR 4; mechanical; location
trigger; manual reset; DC 20 Reflex save avoids; 40 fr. deep
(4de, fall); multiple targets; Search DC 25; Disable Device
DC 17 DC 15 Climb checks are required to scramble our
of the pit unaided.

2 GNOLL ARCHERS CR 4
MM 130

hp 42 each (5 HD)

Male gnoll ranger 3

CE Medium humanoid

Init +3; Senses darkvision 60 ft.; Listen +6, Spot +7

Languages Gnoll

AC 19, touch 13, flat-footed 16
Fort +9, Ref +6, Will +2

Speed 30 ft. (6 squares)

TACTICS

The archers shoot from cover (+4 to AC, +2 on Reflex saves),
trying to draw enemies into the pit trap. They focus their
attacks on those who didn't fall in.

If one archer is down and the other has 10 hit points
or fewer, that gnoll flees to A3, warns the mountain troll,
goes down the elevator, and warns the hill giantin A4. He
makes his stand with the hill giant.

CONCLUSION

If the PCs make it to the western side of the stockade in
the middle of the battle, describe A3. The mountain troll
just cocks his head and listens ro the ongoing fight. Once
combat is over, start the encounter in A3.

FeATuRES OF THE RooMm

The room has the I-n”uw?ng [eatires.

Hlumination: Fire beetle cages; 10 feet of bright illu-
mination; 10 feel of sl'ml.luw_v illumination. The giant fire
beetles ave alive (MM 285) and docile.

Ceiling: The ceiling here is 20 feet high.

Stockade Walls: Flardness 5, 120 I’TE. 18 feet high;
Climl DC 21. Twa [JIﬂl'.El‘!rl'l‘l.% 10 feet off !.}m'grmmlj on the
western side provide cover against attacks from east of the
stockade.

Porteullis: Hardness 5; 30 hp. A winch on western side
of the northern wall lifts the part-.‘u”is up and backward. A
DC 25 ‘:_"l.runglh check is ruquircd to Lift the |1:_\rtanis

without the wingh,

7V Y1LNNODNA
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Melee mwk longsword +8 (1d8+3/19-20)

Ranged mwk composite longbow +7/+7 (1d8+3/x3) or
Ranged mwk composite longbow +9 (1d8+3/x3)

Base Atk -+4; Grp +7

Atk Options favored enemy humans +2

Abilities Str 17, Dex 16, Con 16, Int 8, Wis 12, Cha 6
SQ wild empathy +1 (-3 magical beasts)
Feats Endurance®, Improved Initiative, Rapid Shot®,

Track®, Weapon Focus (composite longbow)
Skills Hide +5, Listen +6, Move Silently +5, Spot +7,
Survival +4
Possessions mithral breastplate, masterwork longsword,
masterwork composite longbow (+3 Str bonus) with
40 arrows

()He s‘il‘lmre.=
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ENCOUNTER A3
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Buino Trott

Encounter Level 8

SETUP

Describe the area, then have the players roll initiarive while
you do so forthe troll (T). You need to control the order of
actions as the PCs try to talk or sneak their way past the
monster. The troll doesn't listen to any smooth ralking
from the PCs ifa fleeing archer already warned him.

Mountain trolls are normally Challenge Rating 10
However, this mountain troll was left for dead as a juvenile.
Gashkarr took him in and raised him as a loyal guardian,
but the troll lost his eyesight in his brush with death. So
he's blind, unarmed, and chained to one spot near the wall,
as accounted for in his statistics. He's still a deadly foe.

I'he blue, green, and red numbers marked on the mapare
for your reference during any battle against the troll (see
Tactics). Don't put them on a map the players can see.

Thisarea is pictured in the illustration handouts. Show
the illustration as you describe the room.

When the PCs can see the area, read:

A massive troll that has thick, gray skin is chained
to the northern wall. Its clawed fists are each
as big as a man, and its lorso is @ mountain of
muscle. An iron helmet that has a closed visor and
no eye slits covers the top of the troll's head and
his eyes. The monster is manacled to the wall by
an immensely thick chain that’s too short to allow
him to move far. ;
The floor behind the troll drops off; you can’t see
how far. Near the northern wall, just beyond the
troll, is another glowing beetle in a cage. On the
wall next to the cage is a winch. Ropes from the
winch connect fo a wooden platform on the edge of
the drop-off.

PRrONE

A prone attacker takes a —4 |s_un.1|ly on melee attack rolls
and can unly use a crosshow or shuriken for rangcd dtltnclzs,
A prone defender tahes a —4 penalty to Armor Class against
mmelee .1ll.1uiz_=, but dains a +4 honus to AC against r.'mgt\-r\l
attacks. Standing up is a move action that |Jm\-uL-u5 anattack
of oppartunity. A character can instead arawl into an adjacent
square as.a move aclion, which also |1r0\-nlw=i an attack of

opporluniby.

BLinD MouNTAIN TROLL

CR38
MM3 180

hp 217 (15 HD); Fast Healing 9

CE Huge giant

Init +1; Senses scent; Listen +21

Languages Gnoll

AC 19, touch 6, flat-footed 19
Immune gaze attacks, visual effects, illusions
Resist +4 against bull rush and trip attempts
Fort +19, Ref +6, Will +7

Weakness 50% miss chance (blind)

Speed 15 ft. (chained to wall, can't move until chain breaks)

Melee 2 claws +21 each (1d8+12 plus knockdown) and

bite +16 (1d8+6)

Space 15 fL.; Reach 15 ft.

Base Atk +11; Grp +31

Atk Options Awesome Blow, Cleave, Improved Bull Rush,
knockdown, Power Attack

Abilities Str 35, Dex 12, Con 31, Int 6, Wis 11, Cha 6

Feats Awesome Blow, Cleave, Improved Bull Rush, Iron
Will, Power Attack, Skill Focus (Listen)

Skills Listen +21

Possessions steel helmet with visor (riveted shut)

NEGOTIATION

After the PCs reach the western side of the stockade, unless
he was already warned, the mountain troll doesn't know
whether they're gnolls or enemies. He can be fooled by
Bluff, Diplomacy, or Intimidate checks made by someone
who can speak Gnoll.

Starting Attitude: Unfriendly.

Modifiers: PCs are gentle in manner (—2); PCs ask ques-
tions the gnolls should know answers to (—4); PCs feed the *
troll (+2).

If Hostile (4 or lower): Attacks immediarely, howling
in fury. .

If Unfriendly (5-15) or Indifferent (16-24): Says, “You
no come closer. Wait for other guys. Come soon. They see
who you be” The troll attacks if he senses anyone moving
toward the elevator, but he gives another warning before
doing so if he's indiflerent.

If Friendly (25 or more): Says, ‘Okay guys, you go
down. Tell me what you kill. Good eats? Crunchies?” The
troll works the elevator for the PCs.




TACTICS

The mountain troll attacks whenever he thinks
enemies are within reach. Scenr allows him
to know when a crearure is adjacent at the
start of his turn. Ifhe can, he attacks adjacent
targets.

Ifa rargetisn't adjacent to the troll, then he
takes a move action to sniff the air. Doing so
tells him the general area his foes are in—the
castern area (a group of squares surrounded
by a dash-dot-dash line and containing num-
bers 1 to 12), the southern area (a group of
squares surrounded by a dotted line and
containing numbers 1 to 10), or the western
area (a group of squares surrounded by a
dashed line and containing numbers 1 to
12). If the troll can smell PCs in more than one area, then
he prefers western to southern and southern to eastern.
Once he smells a foe and has chosen an area to artack, he
randomly chooses a square to artack in thar area (roll 1d12
forsquares in the western or eastern areas, or 1d10 for the
squares in the southern area). Because he used a move
action to sniff the air, the troll can only make a single claw
artack.

Against PCs in the western area, the rroll rakes a —4
penalry on hisartack roll to use Awesome Blow. If the troll
hits, the blow deals damage normally. Then the struck
character must succeed on a Reflex save that has a DC
equal to the damage dealt. If the PC fails the save, then
the force of blow knocks that character 10 feet backward
and down the 50-foot cliff (5d6 points of damage).

The troll uses knockdown against foes in squares within
the southern and eastern areas. If he hirs with a claw attack,
he deals damage and can make a free trip attempt (+20;
doesn't provoke an attack of opportunity), opposed by the
target’s choice of a Strength or Dexterity check. Tripped
characrers are knocked prone. If the trip attempt fails, the
troll can't be reactively tripped.

If the troll takes damage for 2 rounds in a row but
can'tsmell any PCs within range, then he starts trying to
pull his chain out of the wall. Doing so requires a DC 30

Strength check, and the troll hasa +12 Strength bonus. 1f

he succeeds, he rampages around the eastern part of A3,
thrashing about and sniffing for enemies,

The troll fights until slain. He becomes progressively
angrier until he falls below 50 hit poinrts. After that, he
starts to wail piteously as he fights.

()r]g bq"ﬂfl_

FEATURES OF THE RooMm

—I‘l‘lk.‘ rooin Ilaf H]L‘ I‘u”u'.\-'inl'f |-l:.:| nres.

Hlumination: Fire beetle cages; 10 feet of In'iglll illa-
mination; 10 feet of -.=|1m1m\'y illumination. The gianl firve
beotles ave alive (MM 285) and docile,

Ceiling: The ceiling here is 20 feet high, <o it's 70 feet
aboye the [loor twymu] the cliff.

CLiff: 1ts a 50 -foot drop Lo the weslern part of the room.
A fall from the top deal= 546 points of {Janmgu, Clmraclcré
in the bottom face DC 20 Climb checks to < ramble back

up.

Elevator: Anyone can lower the elevator to the floor

below thee cliff in one vound;the winch is ratcheted so the
platform won't fall too fast. Raising the elevator takes a
full-round action while the operator makes a St rength check
to work the winch. Each Z=poinl incremenl ol thie ch_'i.-uIa
result allows the operator to raize the elevator 1 fuot. The
elevalor moves on the operator’s turn, :
The troll usually takes 10 on the check for a total of 22.
Fe has had suflicient practice to work the winch Mim“_v

without penalty.

CY YLINNODNT
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LEVATOR Room

Encounter Level 7

SETUP

If the hill giant (G) succeeds on a DC 15 Listen check,
he heard the ruckus in A3. In that case, or if an archer
retreated here, he expects intruders and watches the
stairs closely. Otherwise, the giantis just daydreaming.
If a fiery demon arch scans for a medallion or its flames
go out, he notices.

You might need to know where the elevators are ar a
given moment during a combar. They're described in the
Fearures of the Room.

This area is pictured in the illuscration handouts. Show
the illustration when the PCs reach the bottom of the

stairs.

When the PCs reach the bottom of the stairs, read:

Directly in front of you is the head of a toppled
statue—a warrior in heavy armor—and you can
see the other parts of the statue farther north. Neay
the stairs, orb-shaped steel cages that contain firelike
radiance hang from the room's cavernous vaulted
ceiling. A chandelierlike construction dangles from
the ceiling deeper in the chamber, its brighter blaze
casting cerie shadows on the far wall. Demon arches
stand near each of the room’s four corners, thick
flames dancing in them. Large braziers occupy
niches in the walls between the arches, their fives
finishing off the weird interplay of light in this vast
hall, A stooped giant stands guard near the western
wall, leaning on his massive club.

TACTICS

The giant throws rocks until the PCs either engage him
in melee or it becomes apparent that he's losing a ranged
battle. He can grab suitable rocks from any square that is
within reach and has rubble in it.

As he moves about the room, the hill giant must squeeze
through areas where the statue pieces only provide S-foor
gaps. To do so, he must move at half speed and take a —4
penalty on attack rolls and to AC. He prefers not todo this
if he can avoid ir.

If 2 PC winds up between the hill giant and one of the
fiery arches, the giant bull rushes thar PC through the
flames and into the elevator shaft. The hill giant has +15
on the opposed Strength check, counting the bonuses
from his size and from Improved Bull Rush. First, the hill

HiLe GIANT CR7
MM 123

hp 102 (12 HD)

CE Large giant

Init —1; Senses low-light vision; Listen +3, Spot +6

Languages Giant

AC 20, touch 8, flat-footed 20
Fort +12, Ref +3, Will +4

Speed 30 ft. (6 squares) in hide armor, base speed 40 fi.

Melee greatclub +16 (2d8+10)

Ranged rock +8 (2d6+7)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +20

Atk Options Cleave, Improved Bull Rush, Improved Sunder,
Power Attack

Abilities Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

Feats Cleave, Improved Bull Rush, Improved Sunder, Power
Attack, Weapon Focus (greatclub)

Skills Climb +7, Jump +7, Listen +3, Spot +6

Possessions hide armor, greatclub

giant moves into the PC's space, which doesn't provoke
an attack of opportunity from that PC. It might provoke
attacks of opportunity from other PCs who threaten the
giant, but PCs who take those atracks have a 25% chance of
hitting a comrade by mistake. Then the hill giantand the
defender make opposed Strength checks. The defender’s
check is modified as follows: +4 for each size category above
Medium, —4 for each size category below Medium, +4 for
more than two legs or exceptional stability. If the hill giant
wins, he pushes the PC s feet backward. If the giant moves
with the defender (up ro his movement limit), he pushes
the defender back an additional 5 feet for each 5 points
by which he won. If the giant doesn't win the opposed
Strength check, he moves back into the square he started
in, falling prone if that square is occupied.

If the hill giant takes significant damage from a single
PC's melee attacks; he attempts ro sunder that character’s
weapon. The hill giant and the PC make opposed artack
rolls. For the purposes of this roll, the hill giant has a +28
bonus against Medium PCs and a +32 bonus against Small
PCs. If the hill giant wins, he deals 2d8+10 points of
damage to the targeted weapon. See PH 158 for the hard-
ness and hit points of weapons. Each +1 enhancement
bonus adds 2 to the weapon’s hardness and 10 to its hit
points. Ifa weapon is still intact after rwo sunder attempts,
the hill giant gives up on this tactic.

Proud to be part of Gashkart's “mighty army,” the giant
refuses to surrender of flee.

1



FEATURES OF THEE ROOM

The raom has the I-u”r-wil‘rg features,

lumination: Fourradiant orbs and flaming chandelier;
height illumination to within 10 feet of the floor; 10 feet of
:‘ll.u,lu\\'_\' illumination. Bach of these constructions has a

faint aura il viewed using detect magic (DC 165 sellaraft
E < L 2

check to determine it's evocation), hut it ceases to function y

il removed [rom where it I!.‘m;:'ﬁ.

Wall l.)rnziur:-; 20 feet of 11:’5:_"11 illumination; 20 feet ol
.-‘!mdn\\'_\‘ illamination; function like the orhs.

Demon arches; 20 feel ol |nri-;lsl illumination; 20 faet
of 5‘1.“"\\\-'_\' illumination. If an arch is disabled, it slops

shedding light.

Ceiling: The ceiling here is 50 fect lliql't,

Gradual Stairs: The stairs the PCs descend aren't sleep
cnuugi‘n to alllbn:cl movement. Urcaturps gnin a+l lmnus oan
melee attack rolls against foes below them on the stairs.

Rubble: Between the statue pieces are sgjuares full of
rubble. Bach square marked with rubble costs 2 squarcs of
||1l|\’\”ﬂl_’|1l.|ll enler. Hd].mcc nru.l Tmn]'lll.' DCs increase I:_v 5,
and Move f‘]lunl‘i_\' DCs increase 1‘1_\' 2.

Statue Pieces: Once a likeness of a I‘lll”-:ing humanoid in
spi!:e&l plnlc armor, this statue was a gianl version of the one
on the altarin T21. Fach picce is 10 leet high and takes DC
10 Climb checks to clamber atop. Those atop the statue
picces gaina + | honus on melee attack rolls against foes on
the floor.

Fiery Demon Arches; The arches over the elevators' doorways
are carved to look like the face and open mouth of 1h\mgunl demouns.
Eveson cach face _~:me |.'ct.l-o1'angc. Thick sheets of flame swathe
cach tlnm'wa_\.f, I1t:wL’ing lineof sight and tlu:lhm: 0d6 points of
fire \I.'mmgv Lo anyone passing through, Cl'acL:Iin,:_‘ from the
[lamies increases the Listen DCs to hear nn_\*tI'lil!; 13:.‘.\-':”1(! then
by 10, Bach arch has a strong aura if viewed using detect magic
(DC 21 ;.“:pu”cml.t check to determine it’s evocalion).

\\”Iwu:'\'cl‘ a creature steps .]Llim.‘n‘ﬂ' teran arcl'n, Llw eyes
of the demon cast a s[ml[?glt} ou that creature’s chest, looking
I--_Jr a Slauglﬂurg;lri]i' Irlull.l]]}un. .-'\rl}' [ll\.'t.la”it.!ll \\’nl‘l:':" fnr
the southeastern and southwestern nl‘u'l‘lu‘.-', andan eve medallion
works for the northeastern and northwestern elevators. What
!'Iilp]'lu[l_-' next depends on whether the creature is wearing a
::laushlvrg:arulc medallion.

= If the creature isn't wearing the r'l,_:jl][ Slaughtergarde
mc(}.l] I 1on, 1l1<: spot [igl‘ll Llifupps-n rsallend i‘u\\' _=L-L'um|:‘, alltl i‘l‘lv
arch remaine J_iur_v. The -:pnl[]é]\{ doesn't come back unless the
crealures r—'llf[l.—: AWy .lmi mMoves ﬂL{]'dCL‘I\t to l‘]‘k‘ m'i.‘l'l i‘_ér‘!lln.

+ Il the creature is wearing the correct 51&:1_{hlcrgnnlu
mctJa”inn, the |:‘~|)nili_l:!1l' remains on forafew SCeOnyE (unt il

initiative count 10 if a fight is going on), thenithe Hames

Llisappcar. The flames stay ofFfor 1 round.
A D 30 Disable Device check is sufficient to disable

the flames. That these arches are coursing a lot more energy

than those in the drow l'umplu is ohvious to anvone who has
seen the latter.,
NP Note: Whenever the PCs disable or take damage

s tln'nu-_-:]'.

!-'I'l 11

a _-'puci{‘ic riL'r_\r demon arch for the First tinme to pas
it, a\\'anl X1 agif tlw_\- avercamea CR O trap.

Elevators: The {our elevators in this room lead to four
different places. They move every round on initiative count
)y gu'm_é up on L\L}L{ nlun(l:i aml LI{‘“‘II an even rmm({::. TImir
entire movement occurs during their turn. It's visually abvi-
ous whether an elevator |\[.‘1l [orm iz present. A DC 20 Disable
Device check that takes 2d4 rounds is sufficient to stop an
elevator p]ai form's movement.

Southeastern and Southwestern Elevators: These elevators
vise toward the towers in the southern part of the [ortress,
0 when the ¢levators are up, these elevators aren't present
in Ad. Those :‘i.ma.ling in one ol these shafts when the c.-I_uvﬂlnl'
comes down take 12d6 points of damage (no saye).

Northeastern and Northwestern Elevators: These elevators
lep toward the dale chamber and the Fxﬂlﬂdr}’, |’cspn'ti\’01_\«'.
so when the elevators are Llu\\’ll, these elevators aren't presenl
in Ad. Someone who enters oneof these shalts when no
plaf.l-m‘m 15 present falls 70 fect to the hottom (7d6 points

nf lena‘:u],
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Encounter Level 6

SETUP

If the ogre (O) hears the PCs, he stops moving and waits
to see who's coming. Otherwise, a DC 12 Listen check is
sufficient for someone outside the fiery arch to hear him
working and walking. The half-fend artacks as soon as he
sees the characters.

When the PC can see into this room, read:

A giant that has leathery wings, has a distended
jaw, and wears plate armor stands i the center

of this room. Standing skeletons of horses line the
northern wall, and a jumble of bones shaped like

a huge hoyse lies near an ivon portcullis to the east.
Beyond that gate is a jumble of earth and rock. The
southern wall supports a sleep stairway leading up
to copper doors that ave barred on this side.

TACTICS

The halffiend ogre wades directly into the PCs, flying
only ro gain a good position to make full attacks. He casts
darkness on his falchion if he feels doing so gives him an
advantage against tough PCs. Blind-Fight allows him to
reroll the 20% miss chance. He mightalso try to bull rush
(PH 154) a PC through the fiery arch.

If the half-fiend is reduced to 15 hit points or fewer,
he flies to the top of the stairs and casts darkness on his
falchion. He then takes a round to remove the bar on the
double doors and open the door to let the redspawn fire-
belcher from Aé into AS. After drinking his potion of cure
moderate wounds, he rejoins the fight, battling until he's
slain.

HALF-FIEND OGRE CR6
MM 147 and 198
hp 53 (5 HD); DR 5/magic
Male half-fiend ogre fighter 1
CE Large outsider (native)
Init +2; Senses darkvision 60 ft., low-light vision; Listen +8,
Spot +8
Languages Common, Giant

AC 25, touch 10, flat-footed 24

Immune poison

Resist acid 10, cold 10, electricity 10, fire 10; SR 14
Fort +11, Ref +3, Will +2

Speed 30 ft. in full plate (6 squares, run at 3 x speed), base
speed 40 ft., fly 30 ft. (average) in full plate, base fly
speed 40 .

Melee falchion +15 (2d6+16/18-20) and
bite +11 (1d8+5) or

Melee 2 claws +13 each (1d6+10) and
bite +11 (1d8+5)

Space 10 ft.; Reach 10 ft.

Base Atk +4; Grp +18

Atk Options Blind-Fight, magic strike, smite good 1/day (+5
damage against good foe)

Combat Gear potion of cure moderate wounds

Spell-Like Abilities (CL 4th):
3/day—darkness
1/day—desecrate

Abilities Str 30, Dex 15, Con 20, Int 10, Wis 12, Cha 6

Feats Blind-Fight, Multiattack, Weapon Focus (falchion)®

Skills Bluff +1, Climb +12, Hide —4, Intimidate +2, Listen +8,
Move Silently +0, Ride +6, Spot +8

Possessions combat gear plus +1 full plate, +1 falchion,
Slaughtergarde medallion (claw)

Magic Strike (Su) A half-fiend's natural attacks are
considered magic for the purpose of overcoming
damage reduction.



FEATURES OF THE ROOM
The room has the following features.

Hlamination: Demon arch (glowing eves): 20 feot of
bright illumination; 20 feel ‘!fz-'lmr.lm\'_\‘ illumination. If the
arch is dizabled, the area is dark.

Cciling\': The uci]in; here iz 30 feel Ilig[l inithe section
of the room east of the upper story, [nder that story, toward
the parteullis, the ceiling is 15 feet high.

Fiery Demon Arch: The arch over the western (luur\\‘il_\‘
1= c.‘l]'\-'L'Ll Lo IUHL‘ [il\'t‘ l]'lv I.-1L.'L' ;‘!IIJ apen Inulllll u|l il I.;lnn:-fm.l
demon, Eyes on the face giu\\' 1‘L-L{—n1u1|1_;_iu. Thicl: sheets of
flame swathe this c]unr\\n‘l_\'_ ]1'.\-_'Icin_g line of sight and dealing
0d6 points of fire damage to anyone passing through it.
L'rnu_'L‘]'mg rr'nm 1||L' ”.unuz- increases 1.|‘1£' E.'Isiﬂ‘l ”CS to ]mnr
C!I]}'!ll;ll; |1|-_\'.rml them by 10. 'Hu? m'ci! has a strong aura if
viewed using defect magic (DC 21 '..:pc”cm ft check to deter-
mine it's evocaltion). '

Whenever a creature steps a EIiax_‘unl to an arch, the eyes
of llw demon casta .-‘]_‘N\tligl!ll on Lhat crealure's L'Iu.‘r‘l, looking
for a Slaughtergarde medallion. Any medallion works.

oI\ ecreatifre tan't waaring a :‘_:Iciughlul‘::ﬂl't.le 111cc1ﬂniun,
the spothight disappears after a few seconds, and the arch
remaines |‘iL‘1'_\'. The _ipniliglﬂ doesn't come back unless the
creatures steps away and moves adjacent to the arch again.

« If the creature iz wea ring a 5]aughlur;;n-d.- medallion,
the ::;wiii:;_‘t!l vemains on for a few seconds (until initiative
count 10 if a fig]ﬂ is goingd an), then the flames disappear.
The Hames =lay alf for 1 round.

A DC 30 Disable Device check is sufficient to disable the
[lames. That thesearches are conrsing a lot more energy than
those in the drow l.'t'mp]t‘ iz obvious to anyonce who has seen
the latter,

NP Nate: Whenever the PCs disable or take damage from
a -_:]_wuific }‘iL‘TI\' demon arch for the first time to pass through

it, award XD asif i.I‘JL‘I\f overcame a CR 6 trap.

Skeletal Horses: The necromancers of :;lnuglﬂvrga rde
never gol around to animating these mundane sleletons
into steeds. -I‘]w_v'!‘v held lngurflwr by crumbling resin, o
a ]'Hl::t'l 18 ::nou..:l‘l to I.'npplv them into a ]1i]v of bones.

The half=fiend ogre is lrying in_.l:‘r‘umlllv a Huge

shelotal steed from parls ol othersheletons. His c]um:‘_\-‘
ellorts are on the flooe in the castern part of the room.
Amang the old bones are some \:ul1:=|!ic11nt151_\' new ones
that have been gnawed cicnn——-pruimal‘»!_\- by the troll in
A3. These new bones are the remains of puor -]‘_\-]mll.’.-'
horse (see Tybaltin A9).

Steep Stairs: It takes 2 squares of movement to
ascend each square. Creatures vunning or charging
down sheep stairs must ucceed on a DC 10 Balance
checl, ending their movement 1d2%3 feet later if
[ln-l\' fail. Those that fail 1!_\' 5 or more fall pronc and
take 1d6 poinks of damage at the end of that move-

ment. _[‘llc l‘}\._'. \i[ ]-III'I'II)]L‘. L'I‘IL'L'LT:: ;HL'I'l-'.‘iM‘:- l)\' :_\

One

Creatures gaina +1 honus on melee attack rolls against foes
below them on the stairs,

Burnished Caopper Doors: | Jardness 5; 60 ]1p cach. Open
easlw :II'Ll} \'vrtiuﬂl l1.1|‘IL”cs un ]mll'1 sitlur‘ of both lli'\”'.‘- near
where l!lc)‘ meet. The doors are closed and unlocked; []wy
have no lateh or lock, but llu'_\' are barred (sechelow).

An iron haris threaded thronglithe handles on the western
side. It takes a move action to'removerthe bar ora DC 25
St rvm_.fl!} check to break the bar.

At the top of the stairs, a DC 22 Listen checkeis sulficient
to hear the slow, .-‘lvmiy l)rurl!.lliug of the I'l'LIr'!.‘I\\'I'I firehelcher
in AO.

Porteullis: The winch to open the purtcu“is is just south
ul. H on In- \\'.I”, Inll npul!il‘.l.{ il lﬂ]\‘cs a I)‘«: 25 "_':'{'I‘L'Th‘_‘ll'l L.']'l\.'n_‘l-t
]u'l'[ul'lllL'L] a= a full=round action. Divk and stones start Lo
pourinto the rapm as s0on as the lml'lu_‘u”i_: budges, Liint ing
at the disaster to fallow if the gate is H]ll_‘ll('ll fully. IFitis, all
characters within 20 feet must succ ced on a DE 15 Reflex
save or [;1ch 3;1(‘) }Hlilllh l_IE. :me_gu []'l]'ll'l an .1\"1]‘111.:'1\- Ui.
I.‘.‘il'i.IL

-l-]ll.' arca wil [Ilirl 10 [l'L'l uf tll\.‘ pt‘l'lg‘li”i:‘- i)cct‘mu? i 1‘I'in\l.ll'ld
ol carth and stone, [t takes 2 squares of movement to ascend
cach sSiuare there. Creatures running or c]mrging downhill
must succeed ona DC 16 Balance check, um'ing their move-
ment 1d2x5 feet later if l‘hc_\' fail. Those that fail t1_\' 5 or
more fall prone at the end of that movement. The DC of
Tumble checks increases Ir_\' 5, and the DC of Move t:iluni]_\;
checks increases by 2. Creatures gain a +1 bonus on melee
attaclurolle against {oes below them on the .-‘In_\}h.',

The area from there to 20 feet away from the gale hecomes

strewn \\'ill! I‘l!l}])lc. Il {.‘114:1;':,-' 2 squares nf.nm\'crm-ui Lo enter

a square in t']]ﬂt areda.

Square = 5 {l'L'l = - V
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Encounter Level 6

SETUP
The redspawn firebelcher here (R) is a rampaging monster
that atracks the first creature it sees after the doors open.
The gnolls lured it into this room and locked it up, hoping
to somehow tame or train it later.

oy

-

ENCOUNTER A6

When the PCs open the doors, read:

"

An enormous red lizard hurls ifself toward the
doorway, smoke curling from the nostrils above its
massive jaws. Charred furniture litters the floor.
Arrow slits pierce the eastern walls, bul beyond
them is eavth and vock. In the northern part of the
room is a badly burned and very big gnoll.

TACTICS

The firebelcher artacks anyrhing that moves, focusing on
whoever dealt it the largest amount of damage during the
previous round. It belches fire on the first round, target
ing a cluster of foes. Whenever it can after thar, it belches
fire at an enemy with one or more creatures adjacent. The
berserk dragonblood fights until slain.

Reospawn Prison

REDSPAWN FIREBELCHER CR6

MM4 154

hp 84 (8 HD)

CE Large magical beast (dragonbloed, fire)

Init —1; Senses darkvision 60 ft., low-light vision; Listen +5,
Spot +6

Languages —

AC 18, touch 8, flat-footed 18

Immune fire, paralysis, sleep

Fort +11, Ref +5, Will +2

Weakness vulnerability to cold

Speed 40 ft. (8 squares), swim 30 ft.

Melee bite +12 (2d6+6 plus 1d6 fire)

Ranged belch fire +7 (see below)

Space 10 ft.; Reach 5 ft.

Base Atk +8; Grp +16

Atk Options Power Attack

Abilities Str 19, Dex 8, Con 21, Int 1, Wis 11, Cha 6

Feats Power Attack, Weapon Focus (bite), Weapon Focus
(ranged touch)

Skills Jump +8, Listen +5, Spot +6, Swim +12

Belch Fire (Su) 60-ft. (no range increment), 6d6 fire
(no save); creatures adjacent to target take 3d6 fire
(Reflex DC 19 half).

FEATURES OF THE ROOM

}“E'IL' raom t]ﬂ:' 1[‘[!_‘ I‘(‘”I]\\';ll-:-! ]-(‘)1E res:

Hlamination: Shadow v illumination comes th |‘m|gll the :
apen doars 13 feet into the room if the demon arch in A5
is active. [t= dark otherwise.

Arrow Slits: At one time; these arrow slits looked out
over one of the great ramps that led down from the Iwig}ﬂ:'
of 'L“‘Iallg‘llf.'cl'gﬂrtiv'. When this section of t:imlgllll‘rgnn!c was
f.'l'ﬂi‘li{h):ict{ (IL‘cp muls»rgmuml, I]w Lower was buried. Now the
<lits open Lo countless _\'ar'ul:‘ of earth and stone,

Caorpse: The carpse is actuallya {lind that was a casualty
of the effort ta lock the rul;'-pa\\'n firebelcher in tlt_-is room.
Since the firebelcher doesn't become hungry, it didn't con-
sume lI'It..' |.'l11'[‘."'.', J\] ;‘E;:{'L'I'“'(II'IQ -jtll[lt[t‘ll IUJIITL‘T' Armaor ("I'IH.l el

II‘IE!."‘.'UI’\WH']C :'-Ihl]"l _-&wur:.l gatn 111- IIUIIIIII o1 {In' lmll_\_'. Bul 1|111
. mosl interesting item on the corpse is a sorap of paper
inside a tattered leather satchel.

The nate gontains divections for the _fno” ;ml‘ruli
l]lruu(:'I1 this section of 51.111;E1tcrgnrclu. Translated into
L‘(\I'I'Ir‘l‘hll'l, ii rL'al.l‘_-". -Sj.ﬂ |'i. ;l'l l.‘Ilf\"dl.‘ll' oo, L'ill'i'l" IIlIHIH{!‘_V'
then check .|rnu|r_-.r.-T|1un goup to Orcharix (be respect-
Full) kL enthack tortheselevators=Gorta entrance; then

up to the ogre.Go through weapons area, back to elevators,
to other arsenal, then down to Gashkarr.”




QOUTHEASTERN ARSENAL

Encounter Level 6

SETUP

Unless they expect danger, the troglodytes here (T) are
examining weapons. A DC 11 Listen check is sufficient
to hear them from beyond the demon arch (DC 6 from
underwarer in A8).

When the PCs enter, read:

A cloying odor surrounds the three reptilian
humanoids that crouch here, Racks of bladed
weapons line the walls. Water rushes down the
eastern wall and flows over the flooy, and a dark spof
near the room's center indicates a water-filled hole.

3 TROGLODYTE BARBARIANS (RAGING) CR3
MM 246
hp 51 each (4 HD)
Female troglodyte barbarian 2
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Listen +5, Spot +0
Languages Draconic

AC 19, touch 12, flat-footed 19; Dodge, uncanny dodge
Fort +12, Ref +1, Will +2

Speed 40 ft. (8 squares)

Melee 2 claws +8 each (1d4+4) and
bite +5 (1d4+2)

Base Atk +3; Grp +7

Special Actions stench, rage 1/day (9 rounds)

Combat Gear 2 potions of cure moderate wounds, potion of
water breathing

Abilities Str 18, Dex 13, Con 22, Int 10, Wis 10, Cha 8

Feats Dodge, Multiattack®, Weapon Focus (claw)

Skills Climb +8, Listen +5, Spot +0, Swim +8

Possessions combat gear plus +1 studded leather armor,
Slaughtergarde medallion (claw)

Stench (Ex) 30-ft. radius, all living creatures (besides
troglodytes) must succeed on a DC 17 Fortitude
save or be sickened. Success on the save against
one troglodyte's stench confers immunity to that
troglodyte's stench for 24 hours, but it doesn't protect
against the stench of other troglodytes. Creatures
immune or resistant to poison are similarly resistant to
the stench. Delay poison or neutralize poison removes the
effect from a sickened creature.

Not raging:
AC 21, touch 11, flat-footed 21
hp 42
Fort +10, Will +0
Melee 2 claws +6 each (1d4+2) and
bite +3 (1d4+1)
Grp 45
Abilities Str 14, Con 18
skills Climb +6, Hide +10 (+14 in rocky areas), Swim +6
Stench (Ex) DC 15

TACTICS

The troglodytes rage at the sight of intruders, each exud-
ing sténch as a free action on her turn.

When a troglodyte has no potions of cure moderate wounds
left and is reduced to 10 hit points or fewer, she drinks her
polion of water breathing and flees down into AS.

CONCLUSION

If a battle occurs here, the troglodytes in AB ascend the
stairs after the cleric casts spells (see Tactics in A8), so they
arrive at the end of the fifth round. They remain in A8 if
the battle ends before they ascend.

FEATURES OF THE ROOM

The room has the following leatures.

Hlumination: Demon arch (glowing eyes); 20 feet of
I\riglﬂ. illumination; 20 feet of 5]1.1(1:)\\'_\" illumination.

Demon A rch: The arch over the western doorway is carved
to look like the face and open mouth of a fanged demon.
Eves in the face glow rc(E-mrangc, and a _g|mm-r ol .awir]ing
dark violet energy fills the mouth. The arch has a moderate
aura if \'icwud using Jefcci‘ maagic (DG .‘_"‘!p{:”c.ralrt check to
determine it's illusion). A low hum un‘l_i_l'lu&] IJ_\' the arch in-
creases Listen DCs Lo hear anything beyond it by 10,

Shallow Water: Each square costs 2 squares of move-
ment. Tumble and Move Silently DCs increase by 2.

Weapon Racles: The racks againsl the wall cantain lI1_ ree
nl- t:ﬂcil 5Iﬁsl1i1"lg aml |_}ivn:i||_=j rneluu weapon m tl‘u: PH A
masterwork grualswurrl here IJcIungE lo T_\flm!l in A9,

Waterlall: Freshwater ie pouring into this room through
acraclkin thewall.

Flooded Stairway: Creatures have to swim

into' A8. The stairwell is dark.
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FLooDED ARSENAL

Encounter Level 8

SETUP

This room is completely underwater, but the rroglodytes
(T) are able to stay down here due to a water breathing spell
that the cleric (C) casta few minutes before the PCs arrived
(about 3 hours of duration remain for each troglodyte).
They're collecting any bits of steel they can find, but when
they heara battle in A7 or A9, they swim up the srairs and
attack as indicated in those rooms.

The PCs have to swim here, holding their breath or
using magic to facilitate breathing. They mighralso have
trouble with light. Illumination that relies on fire doesn't
work unless it comes from a spell or source that indicates
otherwise.

UNDERWATER ACTION

Creatures without a Swim speed have to make Swim checks
L‘\’L"I"V I_'(\llﬂLI t\T move ﬂl'[‘]llltl‘ _\ ='“I.'L'L‘55[l|| !)'A: I‘) ::\\'i"]
c!rcc[c ':LlEil].‘l]U unl.r:linml asi ._“:truu:_‘i |1 L'||w:]c] |L-l:-' a crealure
move al quarter _-'|wm] as a move action or half :‘pucd asa
[ull-found action. Armor check ]wllﬂ“.‘ics are doubled for
the Swim skill. Creatures that fail a Swim check are Flailing
about in the water. They lose their Dexterity bonus to Armor
Class, and foes fain a +2 bonus on attack rolls against
l[ll'l"»

Attack rolls with slashing and lslmlgunning weapons Lake
a-2 pulmlll\' underwater, and such attacks deal hall leimgjc.
Piercing weapons (including the l'ruc'lntl_\'tc::' claw and bite
attacks) Function normally. Thrown weapons ave completely
ineflective. Attack rolls with other ranged weapons take a
-2 pl."l‘lﬂh‘_\' l—m'cvm‘_\' 5 feet of water the shot passes I_'flrnugh,
inaddition to normal |!L'Ih‘ll! s or range.

“nllling‘ Breath: A creature can hold its hreath for 2
rounds per point of Constitution il it does nothing other
than take move actions and free actions. IFit takes a stan-
dard or [ull-round action, it cxpcnds 2 rounds of breath.
Have the players keep track of how much breath their char-
acters have L‘xpmulutl‘ A creature must make o DC 10
Gons b hnrahedls every round allerits hreathlis (mpl*nlll-.‘(l,
and the DC of the checlsinereases I]_\- | every fnl):‘uquunt
round. Failure indicates the creature falls unconscious, A
creatire that falls unconscious cIrupz' to =1 Iip at the begin-
ning of its next turn. If still unable to breathe at the hegin-

ning ol the ::u]::‘cqm.-nl turn, the creature dies.

When the PCs swim down into A8, read:

This room is completely filled with cold water.
Wooden racks on the walls hold unstrung bows

and crossbows, bloated and warped by the water,
along with their ammunition. Another staircase
leads upward into a lit voom, indicated by the bright
patch of water near the cetling.

If the troglodytes are still present, read:

Three veptilian humanoids in leathers swim nearby.
One has a spear, while the other two seem fo have
no weapons at all.

TrRoGLODYTE CLERIC CRE6

MM 246

hp 56 (7 HD)

Male troglodyte cleric 5

CE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft,; Listen +5, Spot +3
Languages Draconic

AC 22, touch 12, flat-footed 21
Fort +10, Ref +2, Will +7

Speed 30 ft. (6 squares)
Melee +1 spear +7 (1d8+2/%3) and
bite +3 (1d4) or
Melee 2 claws +5 each (1d4+1) and
bite +3 (1d4)
Base Atk +4; Grp +5
Special Actions rebuke undead 2/day (-1, 2d6+4, 5th),
spontaneous casting (inflict spells), stench
Cleric Spells Prepared (CL 5th; 6th for chaos and evil
spells):
3rd—bestow curse (DC 16), magic circle against good®,
water breathing
2nd-——cure moderate wounds, hold person (2; DC15),
shatter® (DC 15)
Tst—cure light wounds (2), protection from law®,
sanctuary (DC 14), shield of faith
0—detect magic (3), detect poison (2)
D: Domain spell. Domains: Chaos, Evil. " Already cast.

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

Feats Athletic, Brew Potion, Multiattack®, Weapon Focus
(spear)

Skills Concentration +6, Climb +3, Hide +8 (+12 in rocky
areas), Listen +5, Spot +3, Swim +4

Possessions +1 studded leather armor, +1 spear, ring of
protection +1, Slaughtergarde medallion (eye)

St_e_m:-h (Ex) Fort DC 14; doesn't work underwater, See
troglodytes in A7 or A9 if the cleric fights in one of those
rooms.




2 TROGLODYTE THUGS CR4
MM 246

hp 39 (5 HD)

Male troglodyte rogue 3

CE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Listen +6, Spot +6
Languages Draconic

AC 21, touch 11, flat-footed 20
Resist evasion
Fort +7, Ref +4, Will +2
Speed 30 ft. (6 squares)
Melee 2 claws +7 each (1d4+3) and
bite +4 (1d4+1)
Base Atk +3; Grp +6
Atk Options sneak attack +2d6
Special Actions stench
Combat Gear potion of cure moderate wounds

Abilities Str 16, Dex 12, Con 17, Int 8, Wis 12, Cha 8

SQ trapfinding, trap sense +1

Feats Athletic, Multiattack®, Weapon Focus (claw)

Skills Climb +9, Hide +8 (+12 in rocky areas), Listen +6,
Move Silently +6, Spot +6, Swim +9

Possessions combat gear plus +1 leather armor, amulet of
natural armor +1, Slaughtergarde medallion (claw)

Stench {Ex} Fort DC 14, doesn't work underwater. See
troglodytes in A7 or A9 if the thugs fight in one of those
rooms.

TACTICS

Whether these troglodytes fight here or move up to A7
or A9, they have several rounds before they start hight

ing. The troglodyte cleric casts some spells on himself

beforehand.

Round 1: Magic circle against good.

Round 2: Shield of [aith.

Round 3: Profection from law.

The troglodyte thugs try to flank enemies so they can
deal sneak artack damage. They keep close to the clericto
take advantage of the magic circle.

I'he cleric casts beslow curse (—4 penalty on all checks,
rolls, and saves) on the PC who looks the strongest. He
stays close to the thugs so he can heal them. When he
thinks he is abour to be attacked, he casts sanctuary. If a
PC successfully attacks the cleric, he responds with hold
person, followed by a spear attack.

As long as the cleric is up and present, the thugs stand
their ground. They're confident his healing can keep them
fighting. A rroglodyte flees if reduced to 10 hit points or
fewer, running to whichever of A7 or A9 the PCs didn't
come from, even if doing so means swimming back
through this room from another.

One

Square = 5 feet

FEATURES OF THE ROOM

'I‘l'lc raom l‘la.= l.]'l!.' l"{‘”ﬂ“’ing [l‘.‘-]i I TESy

[[lul‘ni]lﬂ'l’i{l": ]l“‘_" II‘II'L' I'lL"l'C.

Water-Filled Room: The room is filled with water. PCs
who take time to observe bits of ”n_lallug debrizs notice that
the water is slowly moving. [t's pouring in from A7 and out
throush A9,

Flooded Stairways: Water rises to a few inches a.lm\t
the top step of cach stairway in this room. Demon arches
|1.J|i ronms AT and A9, but PCs peering up thestsirsean
sew un]_v stone walls and weapon racks from the hottom of
the stairs.

Weapon Racks: The racks against the wall contain
longhows, crosshaws, and ammunition for S!aug'ltur;a rde’s

army, but the water has itined them'all.

gV NALNNOONI




INORTHEASTERN ARSENAL

Encounter Level 6

SETUP

Bodyguards of the troglodyte cleric live here, guarding
the cleric’s new prize possession—Tybalt. PCs might hear
the guards talking softly in Draconic and the occasional
clinking of their armor by making a DC 11 Listen check
from beyond the demon arch or a DC 7 Listen check
from underwater at the base of the stairs into this room
from AS.

The troglodytes (T) might hear approaching PCs near
the demon arch, but they don't hear an underwater battle
in A8. Even if they hear a bartle occurring in A7 through
the wall (Listen DC 8), they prepare for a fight bur don't
investigate. They can't swim well in their heavy armor.

When the PCs enter the room, read:

[wo reptilian humanoids in plale armor guard

this room. Wooden racks containing warhammers,
flails,and other bludgeoning weapons line the walls.
A few inches of water cover the whole floor, and
dark spot under the water near the room's center
indicates a hole there. Apparently unconscious, a
human man in half-plate is tied to a rack in the
northwestern corner.

TACTICS

These troglodytes are confident, and if they win initiative,
each one steps back and takes a ready standard action to
set her halberd against charges. Each exudes stench as a
free acrion on herturn. 1fa PC charges, the troglodyte can
attack before the charge is resolved, dealing double damage
if she hits, Her new initiative count is just before the charg-
ing PC’s. If nobody charges, the troglodytes attack on their
original initiative count during the next round.

They might trip with their halberds, making a melee
touch attack and pitting a Strength check against the
victim'’s choice of a Dexterity or Strength check. If the
troglodyte wins, the target is knocked prone. If the target
wins, the troglodyte can drop her halberd to avoid being
tripped in return. She then fights using her claws. If a
soldier trips an opponent, she focuses her attacks on that
foe until he manages to stand.

2 TROGLODYTE SOLDIERS CR 4

MM 246

hp 45 each (5 HD)

Female troglodyte fighter 3

CE Medium humanoid (reptilian)

Init +5; Senses darkvision 90 ft.; Listen +3, Spot +1
Languages Draconic

AC 25, touch 11, flat-footed 24
Fort +10, Ref +3, Will +3

Speed 20 ft. in full plate (4 squares, run at 3 x speed), base
speed 30 ft.

Melee mwk halberd +9 (1d8+4/x3) and
bite +6 (1d4+1) or

Melee 2 claws +7 each (1d4+3) and
bite +6 (1d4+1)

Base Atk +4; Grp +7

Atk Options Power Attack

Special Actions stench

Abilities Str 16, Dex 12, Con 17, Int 8, Wis 12, Cha 8

Feats Improved Initiative, Multiattack®, Power Attack,
Weapon Focus (bite)®, Weapon Focus (halberd)®

Skills Hide +3 (+7 in rocky areas), Intimidate +2, Listen +3,
Spot +1

Possessions masterwork full plate armor, masterwork
halberd, cloak of resistance +1, Slaughtergarde medallion
(claw)

Stench (Ex) 30-ft. radius, all living creatures (besides
troglodytes) must succeed on a DC 14 Fortitude
save or be sickened. Success on the save against
one troglodyte's stench confers immunity to that
troglodyte's stench for 24 hours, but it doesn't protect
against the stench of other troglodytes. Creatures
immune or resistant to poison are similarly resistant to
the stench. Delay poison or neutralize poison removes the
effect from a sickened creature,

Against lightly armored or prone enemies, the troglo-
dytes maximize their Power Attack. They continue to use
Power Attack unril they miss a foe twice in a row.

Since they can't swim well in plate, they can't retrear
through A8. They can't use the northeastern elevator to
A4 without eye medallions. Retreating toward A18 means
showing their cowardice to the merciless Gashkarr. Given
these factors, the troglodytes make a last stand here.

CONCLUSION

If a bartle occurs here, the troglodytes in A8 ascend the
stairs after the cleric casts spells (see Tactics in A8), so they
arrive at the end of round 5. They remain in A8 if the battle
ends before they ascend.



TYBALT CR2
hp 19 (2 HD)

Male human fighter 2

NG Medium humanoid

Init +5; Senses Listen +0, Spot +0

Languages Common

AC 18, touch 11, flat-footed 17

Fort +5, Ref +1, Will =1

Speed 20 ft. in half-plate (4 squares, run at 3 x speed); base
speed 30 ft.

Base Atk +2; Grp +4

Atk Options Cleave, Power Altack

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

Feats Cleave®, Improved Initiative, Power Attack®, Weapon
Focus (greatsword)

Skills Intimidate +3, Listen +0, Ride +4, Spot +0

Possessions hall-plate

TYBALT

Tybalt is unconscious and tied to the racks in the north-
western corner of the room. The gnolls caught him near
the armory’s entrance yesterday, and after they beat him,
they amusedly give him to the troglodytes. The troglodyre
cleric hasn't decided what ro do with his new slave yet.

Tybalt is unconscious and stable at—4 hit points when the
PCs find him, obviously the victim of cruelty. 1f the char-
acters bring him back to consciousness, he's immensely
grateful (initial attitude friendly) and does anything rea-
sonable that the PCs ask. His first act is to inquire after his
horse, which was eaten by the troll in A3 as evidenced by
the bones in A5. He also enquires after his greatsword,
which he truthfully claims is an heirloom and can be
found in A7.

Tybalt is a native of Sumberton who has long dreamed
of joining the Knights Luminous. He thought a one-man
crusade into the heart of the Slaughterscar would impress
the leaders of the order. Clearly braver than he is smarr,
Tybalt is no match for the armory's challenges, a fact that
should quickly became apparent to the PCs. The unlucky
fighter can also be a source of some information you wish

to impart to the players.

If needs be, you can replace Tybalt with a new PC. Like
Tybalt's greatsword, the equipment a new PC's needs to be
an effective party member should be kept nearby.

One Square = 5 feet

FEATURES OF THE ROOM

The room has the Ln”.nwing [eatures.

[Humination: Demon arch {glv\v‘lr‘lg‘, eyes); 20 feet of
I]rig]ﬂ. illumination; 20 feet of s}mdm\'y illumination.

Demon Arch: The arch over the western doorway is
carved to lool like the face and apen mouth of a |I;mgml
Llumnl'l. E_\'us in Ll‘lu 1::1\.‘{_' g]uu' I.‘U(l—l.ll‘illl.gl.', -'l!lll | gl.lmvr uf
swirling dark violet energy fills the mouth. The arch has a
moderate aura if \riu_wml using defect magic (DC 21 Spt.'“cra{f:
check to determine it's illusion). A low-Hurmemittdd by the
arch increases Listen DCs to hear ﬂn_\'l}lin; ]juyuml it }1)-
10.

Shallow Water: Fach square cosls 2 squares of move-
ment. Tambleand Move Silcntly DCsincrease by 2. A .-71.\:"1‘1_\"
stream of water a few inches tlcep pours th rnn:]'- the denion
arch, cascading down the stairs toward A18.

Weapon Racks: The racks against the wall contain two
of cach bludseoning melee weapon i the PLL Most of the
weapons arc :‘ih‘d }-L"l" :\"‘L‘Llillm crealures, II!II SOHIE Wedpos
are for Large creatures or Small creatures.

Flooded Stairway: Creatures have to swim into A8, The

stairwell is dark.

6V ALILNNOONT
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Encounter Level 6

SETUP

Orcharix found the Slaughtergarde entrance shortly after
the gnolls dug it, and he agreed to help due to Laurazhi's
guile. He wants to be part of the carnage that's bound to
ensue when the gate in A19 opens.

The fang dragon (D) can sense through the fiery demon
arch, so he's almost certainly ready for the PCs when they
pass through it. A DC 12 Listen check made by someone
pausing at the fiery arch is sufficient ro hear Orcharix
cast shield. Those who make the check by 10 or more can
make subsequent DC 16 Spelleraft checks to know what
spell was just cast, After he casts the spell, the fang dragon
chuckles. He's supremely self-assured and finds the PCs'
caution amusing.

Thisareais pictured in the illustration handouts. Show
the illustration when Orcharix arracks.

When the PCs enter, read:

In the center of this chamber is a gray-brown
dragon coated in wicked spikes. The room otherwise
appears emply. A porlcullis is in the southern wall,
but you can see only rock and earth beyond its bars.
The western wall supports stairs that lead up to a
pair of closed copper doors.

TACTICS

Orcharix uses the time from when he senses the PCs to
when they enter the room to cast shield. When characters
enter, Orcharix shouts in Draconic, “Leave them to me!
Don't interfere!” It's not immediately apparent whom he's
shouting to, but the tieflings in A11 hear him.

In battle, Orcharix tries to position himself with as
many PCs in reach as possible; he wants to make a full
attack every round. Each time he hits with a claw or tail
slap, he receives a free trip attempt on the struck foe. Thart's
a +8 check (Strength bonus and an additional +4 for his
size) against the victim's choice of a Dexterity or Strength
check. If Orcharix wins, the target is knocked prone. If the
target wins, nothing happens. If Orcharix trips an enemy,
he focuses his artacks on thar foe, maximizing his Power
Attack.

The dragon reserves dispel magic for use on ongoing spells
thar make it hard for him to Aight.

WEsTerN JowER

ORCHARIX CR6

Draconomicon 159

hp 114 (12 HD)

Male juvenile fang dragon

CN Large dragon (air)

Init +0; Senses blindsense 60 ft., darkvision 120 ft., keen
senses; Listen +19, Spot +19

Languages Draconic

AC 20, touch 9, flat-footed 20
Immune paralysis, sleep

SR 16

Fort +11, Ref +8, Will +10

Speed 60 ft. (12 squares), fly 120 ft. (poor)
Melee bite +15 (2d8+4 plus ability drain) and
2 claws +10 each (2d6+2/19-20 plus trip) and
2 wings +10 each (1d8+2) and
tail slap +10 (2d6+6 plus trip)
Space 10 ft.; Reach 10 ft.
Base Atk +12; Grp +20
Atk Options ability drain, Cleave, Power Attack, trip
Spell-Like Abilities (CL 4th):
At will—detect magic, read magic
2/day—shield
1/day—dispel magic
Abilities Str 19, Dex 10, Con 17, Int 10, Wis 15, Cha 10
SQ sound imitation
Feats Alertness, Cleave, Improved Critical (claw),
Improved Initiative, Power Attack
Skills Bluff +5, Diplomacy +4, Jump +16, Knowledge
(arcana) +15, Knowledge (the planes) +15, Listen +19,
Search +15, Sense Motive +7, Spot +19
Ability Drain (Su) Bite; Fort DC 16 negates; 1d4 points of
Constitution drain.
Sound Imitation (Ex) Can imitate any sound he has heard.
Will DC 16 to detect the ruse.

At the beginning of round 2, the tieflings in Al1 open
their doors so they can watch their master fight the PCs.
You can use the read-aloud for encounter A1 ro describe
them. They obey Orcharix’s order not to interfere, but they
take defensive measures as show in A11's Tactics section.
If PCs attack the tieflings, Orcharix focuses his fury on
those characters, bellowing in Draconic, “Fight me, you
cowards, not the bysranders!”

For all his bravado, Orcharix has a keen sense of self-
preservation. If reduced to 50 hit points or fewer, he orders
the tieflings to attack, and he grabs the medallion from
his treasure pile as soon as they do. He then heads down
the stairs toward the southwestern elevator and eventually
the surface.




FEATURES OF THE ROOM
The room has the [u[[nwin; foatures.

Humination: Demon arch; 20 leel of hright illumina-
tion; 20 fect of :'Imdnw_\' illiimination. [ thé avehis tli_-'nlalutl_.

the area is darl:,

Ceiling: The ceiling here is 30 feet high in the section of

the room east of the upper story. | Inder that story, toward
the |mrIL'||”i.«, the u.'iliu;, i 15 feet Ili,-_‘]l.

Fiery Demon A rch: The arch over the northern LI\?(H‘\N!_\'
i= carved to look like the face and open mouth of a fanged
t{L’IlI\‘Il. E_\'us on tln- racc ;Io\\‘ 1‘ut{-n1'zm§u_ Thiel: ':'}'IL'I.'[_-' uf
flame swathe this doorway, [)]n-_‘lcin; line of _-ig{ﬂ and
L[n.‘ﬂlil‘l.‘, ‘_.’Llﬁ |_\uil‘|1-:‘ UI‘ i.ir'\' :[anl.‘ld" Loy anyvone 1:.L.—'.—irlg

o= the Listen

|[|1'[1ng|: it. Crac Hing |-I‘_|]III 1.I|v E-I.illll..'.-' nere
DCs to hear nn_\-il*Jing ])u_\-‘nml them I)_\f 10. The arch has
astrong aura il viewed using defoct magre (DC 21 :"pu”urn[l
check to determine it's evocation).

Whenever a creature sbeps &'tf.{ii!icﬂ{ to an arch, the
cves of the demon casta El'\r_‘\llilﬁl‘ll on that crealure’s L:t'll"-ir
]m:]ciu.} [ora 5]nll§!:h~r:§nn10 medallion. .v\n)' medallion
\\'f‘I‘L."‘-.

« If the creature isn't wearing a S]l‘lll-_:['ll'\‘r;fnl'tlt'
]'l'lL‘LL'l”i(JIl_, the :'pvliig'}ll difﬂppe.lrr‘ after a few seconds,

and the arch remaing ery. The -.:pulfiglit doesn't come

back unless the ereatures steps away and moves .u'ian_'unl

to the arch again.

.| l llw arealire s \\'u.n"mg a .‘;];m;i]hrl"_—jnl lJL' ]'l'.l!.f(lﬂ” 101,
the spit »I!igl:l remains antfor a few seconds '[Llnli] initiative
count |0 {ig!ﬂ 1= doingd an), then the flames Lli-.mppcnr.
The Hames stay off for 1 vound.

A DC 30 Disable Device check iz sufficient to disable
the Hames: That these arches are coursing a lab more enerdy
1]1.1!1 l||11:-m i I||u :lr'n\\- iulll;llv is \lI!\'iﬂll.—' to anyone \\'I!n ]m:‘
seenthelatier.

NP Note: Whenever the PCs disable or take (Inm.l_iu From
aspecific fiery demon arch for the first time to pass lin'nngll
it, award NPas.if ll]c_v overcame a CR 6 trap.

Burnished Copper Doors: [Hardness 8; 60 E:p eadh.
L\pcn snulll\\'anl: \‘vrlica1 Imm”n.-f (818! Imlla 51111-.: n|‘ Imlll
doors nicar where l!w}- mcel. The LI:!.:Y::. are clozed and un-
II‘\.]\'L'L!; l{ll?_\' lln]\'i’ 1o ]{1LL'[] or ]I‘(‘.I;‘.

Steep Stairs: [t takes 2 squares of movement to ascend
cach square, Creatures running oy c[mr;iu; down steep stairs
must suceeed ona DC 10Balance cheek, cm_[in,_.f their move-
ment 1d2x5 feet later if l‘iu.'_\’ fail. Those that fail l)_v S ar
more fall prone and take 146 points al damageat the end
ol that movemenlt. The DC ol Tumble checks increases I)_\'
5. Crealures gain a+1 bonirs on melee attack rolls against
foes below them on the stairs.

Hoard: Orcharix's hoard iz a pilu underneath the stairs.
It isn't much; because the dragon is still voung and moves

around a lot, Orcharix considers himsell all the sccurity his

treasure needs, The }‘Jilc has 25 gp, 18 pp, a sel ol feral

bracers (Player's Guide 18}, and a Slaughterga rde medallion

(eve).
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One square = 5 feet

Porteullis: The winch toopen the |'n||'h:!||h- is just south
ol it on the wall, bul vpening il !.1|.‘c§ a D@ 25 511'1::13[!1
check |!L'tl-lr!'lllut| ag a Full-round action. Dirt and stones
ztart to pour into the room as soon as the |h:1rtcuHi_-' budges,
l‘linlinx_‘_‘ at the dizaster to follow il the gate 1s u;u-nm] [11”_\',
If it 18; all characters within 20 [eel musl Shocetdion 3@
15 Reflex save or lake 346 pioinibs ol d amage from an ava-
I:I[il;}ll.’ II[ l_'ill'lll.

The area within 10 feet of the porteulliz becomes a mound
of earth and stone. It takes 2 squares of movement to ascend
¢ach sqfuare there. Creatures running or cha reing downhill
must succeed ona DC 18 Ralanee check, -:mling their move-
ment 1d2%5 feet later if liu-)' fail. Those that il II_\' & or
more fall prone al the end of that mavement. The DC of
Tuml:lv L !h'a L'm increases l'r_\r' ._':‘, dlll.l ti'l.u DC ul. ‘\111\-'0 Siluﬂll_\f
checks increases by 2. Creatures gaina +1 honus on melee
attacl volls agdainsl [oes below them on the :‘i\‘pf.'.

The area from there to 20 feet away from the gate becomes
strewn with rubble, It takes 2 sguares ol movement Lo enter

a square in thatarca.
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Encounter Level 6

SETUP

The tieflings here are loyal servants of the fang dragon.
Although it’s just the three of them, they call themselves
the Order of the Fang, They might actually fight the PCs
in A10, but if the characters rush up the stairs, the battle
occurs here.

When PCs start up the stairs, read:

Three humanoids that have short horns on
their forcheads glare menacingly at you from
alop the staivs—one female and two males. The
males are wearing studded leather armor and
wield swords in both hands, while the female
wears simple brown robes. Their tabards depict
a stylized gray-brown open maw. Beyond them,
you can make out an austere chamber with
arrow slits in the southern wall. The slits are

filled with dirt.

2 TIEFLING BLADEMASTERS CR3

MM 209

hp 19 each (3 HD)

Male tiefling rogue 3

CE Medium outsider (native)

Init +2; Senses darkvision 60 ft.; Listen +7, Spot +7
Languages Common, Draconic, Infernal

TierLinG (QUARTERS

TierLING WIZARD CR3

MM 209

hp 12 (3 HD)

Female tiefling wizard 3

CE Medium outsider (native)

Init +0: Senses darkvision 60 ft.; Listen +1, Spot +1
Languages Abyssal, Common, Draconic, Gnoll, Infernal

AC 11, touch 10, flat-footed 11
Fort +2, Ref +1, Will +4

AC 16, touch 12, flat-footed 14
Resist cold 5, evasion, fire 5, electricity 5
Fort +3, Ref +5, Will +2

Speed 30 ft. (6 squares)

Melee mwk longsword +3 (1d8+2/19-20) and
mwk short sword +3 (1d6+1/19-20)

Base Atk +2; Grp +4

Atk Options Combat Reflexes, sneak attack +2d6

Combat Gear potion of barkskin +3

Spell-Like Abilities (CL 3rd):
1/day—darkness

Abilities Str 15, Dex 15, Con 14, Int 12, Wis 12, Cha 6

Feats Combat Reflexes, Two-Weapon Fighting

Skills Balance +10, Bluff +6, Diplomacy +2, Hide +10,
Jump +10, Listen -+7, Move Silently +8, Sense Motive +7,
Spot +7, Tumble +10

Possessions combat gear plus +1 studded leather,
masterwork longsword, masterwork short sword,
Slaughtergarde medallion (claw), key to a footlocker

Speed 30 ft. (6 squares)

Melee mwk dagger +2 (1d4/19-20)

Ranged mwk light crossbow +2 (1d8/19-20)

Base Atk +1; Grp +1

Combat Gear potion of protection from arrows 10/magic,
potion of spider climb, scroll of alter self, scroll of mage
armor, 3 scrolls of protection from good

Wizard Spells Prepared (CL 3rd):
2nd—flaming sphere (DC 15), scorching ray (+1 ranged

touch)

1st—color spray (DC 14), magic missile, shield
0—detect magic, flare (2, DC 13), read magic

Spell-Like Abilities (CL 3rd):
1/day—darkness

Abilities Str 10, Dex 10, Con 12, Int 17, Wis 13, Cha 12

Feats Combat Casting, Deceitful, Scribe Scroll”

Skills Bluff +3, Concentration +7 (+11 casting defensively),
Disguise +6, Forgery +8, Hide +2, Knowledge
(arcana) 49, Listen +1, Spellcraft +11, Spot +1

Possessions combat gear plus bracers of armor +1,
masterwork dagger, masterwork crossbow with 20 bolts,
Slaughtergarde medallion (claw), key to a footlocker

Spellbook spells prepared plus 0—all in PH; 1st—cause
fear, charm person, identify, mage armor, protection from
good; 2nd—alter self

ORDER OF THE FANG

As written, the Order of the Fangisjust a minor curiosity—
ticflings in the satvice ol a fang dragon. But if you're adding
an elentent of intrigue to your dame, the Order of the Fang
can serve as Orcharix’s eyes and ears in Sumberton. By
extension, f.'i'n_-y become Gasghlkarr's spies as well. That's wh'\‘
l[n.-.\r'w.- gol unusual clothing in their footlockers. »

The tiellings can lurk in Sumberton withoul _ltr'.'lwin;_:f
undue notice, If the PCs retreat to Sumberton bebween
|‘nr.|y_= into the ..:I.ulghtt:rgardc ATINOTY, the tieflings can
attack them on the strects of the cily orattempl to assassinate
them when they letdown llu-irguar(l inan inn. Alternatively,
you can intrmlnm; the tieflings of the Order of the Fang
]ung before the PCs ma]:c it to the armary.

Also left Llu]ilwratclg undelined is the Order of the Fang's
|argur purpose. On Ll)u:nm- hand, they study the combat arts
under Qrcharix’s tutelage. On the other hand, they're ticflings.
T}‘lu_\' could be descendants of some iTFSIﬂUgI'ItCI‘gﬂl‘(lL“:% ‘_GUILI;PI‘:*;

eager to follow in the footsteps of their demonic ancestors.



TACTICS

If they're watching Orcharix fight, the blademasters (B)
stand in front of the wizard (W). They take out and drink
their potionsof barkskin on the first round, while the wizard
drinks her potion of protection from arrows. The wizard then
does the following. '

Round 1: Casts shield.

Round 2: Takes out and uses her scroll of mage armor.

Round 3: Takes out and uses her scroll of prolection from
_ﬁﬂurf.

If she has more time, she uses her remaining scrolls of
protection from good on the blademasters. She also uses her
potion of spider climb, ¢limbing to escape melee or maneu-
ver to a good position.

If the tieflings don't have time to prepare, they still try
to drink potions on the first round. Then they enter the
fight. Instead of preparing beforehand, the wizard gets a
few defenses up over the course of the battle, in the order
described eatlier.

FEATURES OF THE ROOM
The room has the |‘¢\H:'|\l’i|1g features.

Hlumination: Fire beetle cage: 10 feet of bright illumina-
tion; 10 foetiaf :‘Iml.l'_n\"\- ilumination. The dlant ru'u haetle
15 -\'IIi\'l' {r’\'h\l 285} a l‘ll.l [IUL']]I‘.

‘5'1.1(1nwy illamination comes through the open doors 15
feet into the room if the demon arch in A L0 is active.

;L'l' "\ [{]_

Arrvow Slits: At one Lime, these avrow =lits looked out

Burnished Copper Doors:

aver one al l!u- greal ramps f]l.tl lt":] Ji‘r\\-‘l‘i {.'rmn 1'1\: ]1l.:ig:|'lt&
ol glnug]ltur'gnrdu. When this sectionof 'Sldu_r:‘]ll‘cl';al‘tlc wials
‘tr(‘lll:']'u.':'t.‘Ll .;lecp undcmmuncl, the tower was buried. Now the
slits open to countless _\*ards of carth and stone,

Beds: The beds here are a mess, sinoe the ticflings sleep
and sit on them.

Underneath the middle bed is a lourth footlacker. This
Ore ||.1:- ia lll'llL‘l'll ll.h[]lu.l.' on l]n‘: Illl 1‘|‘15il.!.L‘ iga l.‘llml'tl \\-"Illi
I]]L‘ saime gl's'll\‘—ﬂ]l(lhl'irl‘“'n maw ti'lﬂl {I‘L’ I)L:‘:' I‘IEI\"(.' {'I]I'L'ntl_\"
seen on the tieflings and two other changes of clothes.

This footlocker |w]m1_:ed to a fourth member of the
Order of the Fang. When she disappcarut' LIUJ'in; 4 Epy
mission in :'.:urnl‘lurtnn, the other liL'I.Iilli:j:"- broke apen her
[ootlocker and divided her valuables.

I:(':ul I!)l.‘[{L‘]'S: .Ill'll'.-?u L]‘n'uv snm” {unl‘}ﬂ\:]ﬂ'!‘s Iﬂil\‘\' tl'll.‘
pur.-'mm] cffects of the tieflings, rrmstl_\' changes of ¢loth-
ing, mementoes, and so on. Bach chestis locked (1DC 20),
but it can be bashed open (hardness 5, 20 |1p]_

Fu:.‘!fm‘i’rr [: L‘Iull‘lillg. a I‘Il'IULlL'ti n.‘]n:l}'.', lwir lunics

marked with the crest of the Sumberton city walc h, and

vz
33 dp,

The blademasters enter the fray by making Tumble
checks to move ar half speed into flanking positions (DC
15, check for each enemy passed, DC increases by 2 per
enemy afrer the first). Success against a particular foe
means the tiefling doesn't provoke attacks of opportunity
from that enemy.

In combat, the blademasters sneak attack, each maneu-
vering to help the other. If they can't flank a foe, they might
resort to making Bluff checks to feint. They only do so if
they think it improves their chances of ending the fight
quickly.

If the fang dragon is dead, the tieflings fight until
slain. Bur if the dragon fled and two or more tieflings are
reduced to 10 hit points or fewer, all the tieflings follow
their master. They cast darkness on the keys they have on
their belts, subsequently tossing them into various corners
of the room to improve their chances of escape.

Bootlocker2: Clothing {[umalu, iucluding acourlier's Ulll.{il),

a hoodead c]naf“, pul”mu]: (see the tiefling wi?,eu'fh. a (Iisguise
leit, and 50 Spi [nside ascaled cnvclnpc is aletter iL{ent'H'ying
the bearer az Aanali Barvan, a merchant in good standing

with the Hundivarst clan of viver traders. The letter of transit

is a forgery (Forgery DC 18 to detect).
Foatlacker 3: ':|nl||i|1g', ahooded uIm_I_I:, and 65 ap.

One Suarg = 5§ l.cul




SOUTHWESTERN ARSENAL

Encounter Level 6

SETUP

If they heard a battle, the gnolls here are silent and actively
listening, awaiting enemies. If they're unaware of intrud-
ers, they're going through the armor.

As the gnolls rummage, the PCs might hear sporadic
clanks of metal on metal. From beyond the demon arch,
a DC 13 Listen check is sufhcient. From Al3, it's a DC 3
Listen check.

While the gnolls are busy, they aren't totally distracted,
and they might hear the characters in turn. 1f they do, the
gnoll priestess starts to cast her preparatory spells. Hearing
her do so requires a DC 13 Listen check from PCs outside
the demon arch (from within A13,it's DC 3). A character
who makes the check by 10 or more can make a Spellcraft
check (DC 15 + spell level) ro tell what spell is being cast
during a given round.

Through this room’s wall, a DC 28 Listen check is suf-
ficient to hear the chanting of the shrunken heads on the
Ark of the Resurgenl Mountain (if they're not stowed).

When the PCs enter, read:

A female gnoll bearing a flail and shield stands
near a red-furred, muscular gnoll in this room,
which is clearly used to store armor. Wooden racks
on the walls hold greaves, epaulets, chainmail,
leather leggings, and other armor pieces. A
stairway leads down from the northern part of
this chamber.

TACTICS

If the gnolls hear intruders nearby, the flind (F) moves to
where he thinks he blocks a clear movement to the gnoll
priestess (G). The cleric then does the following:

Round 1: Casts shield of faith on herself.

Round 2: Casts divine favor on herself.

Round 3: Casts bear’s endurance on herself.

Round 4; Takes out and uses her scroll of bull's strength
on the flind soldier.

FLIND SOLDIER CR5

MM3 62

hp 50 (5 HD)

Male flind fighter 3

CE Medium humanoid (gnoll)

Init +6; Senses darkvision 60 ft.; Listen +6, Spot +6
Languages Common, Gnoll

AC 20, touch 12, flat-footed 18; Dodge, Mobility
Fort +10, Ref +3, Will +2

Speed 30 ft. (6 squares)

Melee +1 flindbar +12 (2d4+7/19-20)

Base Atk +4; Grp +10

Atk Options free disarm

Combat Gear potion of cure light wounds (2; 1d8+1)

Abilities Str 22, Dex 15, Con 18, Int 10, Wis 12, Cha 8

Feats Dodge”, Improved Initiative, Mobility®, Weapon
Focus (flindbar)

Skills Intimidate +5, Listen +6, Spot +6

Possessions combat gear plus masterwork studded
leather armor, +1 heavy wooden shield, +1 flindbar,

Slaughtergarde medallion (eye)

Free Disarm (Ex) With a flindbar, a flind soldier that
threatens a critical can make a free disarm attempt (+14
on the opposed attack roll; PH 155) without provoking
an attack of opportunity

Round 5: Casts profection from good on herself.

Once battle begins, the priestess doesn’t cast any of the
preparatory spells she might have. She instead targets an
archer or spellcaster with spirifual weapon (a flail). She then
casts doorn on a dangerous melee combatant. Hold person
she reserves for later in combat, targeting whomever she
feels is her most dangerous foe. X

The flind soldier just whales away with his flindbar. He
tries 1o keep the priestess [rom being tied up in melee, bur
he doesn't tigk arracks of opportunity to do so.

If either the priestess or the soldier is reduced below
10 hit points, both gnolls flee down the stairs into Al3,
withdrawing if possible. They want to protect the Ark of
the Resurgenl Mounlain, but they don’t want to die unaided.
Leaving the ark to retreat through the arch isn't an option
either considers, however.



GNoOLL PRIESTESS CR3
MM 130
hp 41 (5 HD)
Female gnoll cleric 3
CE Medium humancid
Init +1; Senses darkvision 60 ft.; Listen +6, Spot +5
Languages Gnoll

AC 18, touch 17, flat-footed 17

Fort +9, Ref +2, Will +6

Speed 30 ft. (6 squares)

Melee mwk flail +8 (1d8+3)

Base Atk +3; Grp +6

Special Actions rebuke undead 1/day (-2, 2d6+1, 3rd),
spontaneous casting (inflict spells)

Combat Gear scroll of bull’s strength

Cleric Spells Prepared (CL 3rd; 4th for evil spells):
2nd—bear's endurance, hold person (DC15), spiritual

weapon® :
Ist—divine favor, doom (DC 14), protection from good",
shield of faith

O—cure minor wounds (4)
D: Domain spell. Domains: Evil, War

Abilities Str 17, Dex 12, Con 16, Int 8, Wis 16, Cha 6

Feats Combat Casting, Martial Weapon Proficiency (flail)®,
Scribe Scroll, Weapon Focus (flail)®

Skills Concentration +6 (+10 casting defensively), Listen +6,
Spot +5

FEATURES OF THE ROOM
The room has the [f»”uwiug features.
Hlumination: Demon arch {glm\';ng eyes); 20 feotof

Possessions combat gear plus +1 studded leather armor,
heavy wooden shield, masterwork flail, Slaughtergarde
medallion (claw)

in’igllt illumination; 20 [eet of shadowy illumination.
Demon Arch: The arch over the eastern tlrrurwn_v is carved

to lsok like the face and open mouth of a fanged demon.

Eyes in the face slow red-orange, and a glamer of swirling

dark violet enersy fills themouth. Thearch has a moderate
CONCLUSION aura if viewed using detect magic (DC 21 Spelleralt check
If a battle occurs here, the gnoll barbarians and flind sol-
dier in A13 start putting on their armor. It takes the flind 5
rounds to hastily don studded leather. The gnoll barbarians
take 1 minute to hastily don their breastplates. 1f they're
still doing this when the battle ends, a DC 5 Listen check
is enough to hear them.

If the battle continues for more than 1 round, the priest-
esses in Al4 hear it. They start dismantling the Ark of the
Resurgent Mounlain, a process that takes them 1 minute.
Then they start casting preparatory spells as described in
their Tactics. If the gnolls are still casting when the battle
ends, the PCs might hear them through the wall by suc-
ceeding on DC 18 Listen checks. A characrer who makes
the check by 10 or more can make a Spelleraft check (DC
15 + spell level) to tell what spell is being cast.

If 2 minutes pass after the end of a battle, and the PCs
still haven't gone down the stairs, the gnolls and flind in
A13 take time to properly don their armor. This takes 4
minutes. Then they head up the stairs to this room and
investrigare.

todetermine its illusion). A low huny'emitted I)_\' the arch
increases Listen DCs to t'ludl' ﬂl'i}'l:}ﬂl‘:; IJ\.'_\'UI‘.lll it IJ_\' 10,

Steep Stairs: [t takes 2 squares of movement to-ascend
cach square. Creatures running or charging down steep stairs
must suceeed ona DC 10 Balance check, ending their move-
ment 1d2x5 feet later if |.'I‘IU}’ fail. Those that fail |1_\r S ar
more fall prone and take 1d6 poinls af ([.lnmgu at the end
of that movement. The DC of Tumble checks increases l:}-‘
5. Creatures gain a +1 honus on melee attack rolle against
[:_u-rc 1}:-Iuw lllmn 1ole] l}'l\.' stairs.

Armor Racks: The racks against the wall contain armor
that the evil army of Slnughlm'gnrdc never got around to
using. On the racks are two each of every kind ol armorand
shield described in the PH. The armaor i=n't n.»'_»n.-ml]'r\-(],
i‘lm\-‘n.‘\'ul'. so it takes 3 minules Lo pul any sorl of mediumor
]wm'y armor luguliwr. Most of the armor i= sized for Medium
crealures, bt the racks have a smattering of gear for Laree

crealures ﬂl'l(! :‘l‘l’lﬂn creatures,




Rerair SHop

Encounter Level 7

SETUP

The flind (F) and gnolls (G) in this room are using the
magic tables to maintain their armor, having been helped
in the task by a derro from A16. They have to hastily don
that armor when they hear battle in A12. This takes the
flind 5 rounds and the gnoll barbarians 1 minute. Their
statistics assume they donned theirarmorin this way, but
initial parenthetical values show their AC if the gnolls
had plenty of time to get ready. It's possible that the PCs
reach this room before the inhabitants have their armor
on at all, in which case they fight without it and use their
unarmored AC value,

From this room, 2 DC 13 Listen check is sufficient to
hear the chanting of the shrunken heads on the Ark of the
Resurgent Mountamn (if they're not stowed).

FLIND SOLDIER CR5
MM3 62
hp 50 (5 HD)
Male flind fighter 3
CE Medium humanoid (gnoll)
Init +6; Senses darkvision 60 ft.; Listen +6, Spot +6
Languages Common, Gnoll

AC 19 (20, 14 unarmored), touch 12, flat-footed 18 (17, 12

unarmored); Dodge, Mobility
Fort +10, Ref +3, Will +2

Speed 30 ft. (6 squares)

Melee +1 flindbar +12 (2d4+7/19-20)

Base Atk +4; Grp +10

Atk Options free disarm

Combat Gear potion of cure light wounds

Abilities Str 22, Dex 15, Con 18, Int 10, Wis 12, Cha 8

Feats Dodge®, Improved Initiative, Mobility?, Weapon
Focus (flindbar)

Skills Intimidate +5, Listen +6, Spot +6

Possessions combat gear plus masterwork studded
leather armor, +1 heavy wooden shield, +1 flindbar,
Slaughtergarde medallion (eye)

Free Disarm (Ex) With a flindbar, a flind soldier that
threatens a critical can make a free disarm attempt (+14
on the opposed attack roll; PH 155) without provoking
an attack of opportunity

2 GNOLL BARBARIANS (RAGING) CR3
MM 130
hp 47 each (4 HD)
Male gnoll barbarian 2
CE Medium humanoid
Init +5; Senses darkvision 60 ft.; Listen +6, Spot +4
Languages Gnoll

AC 15 (16, 10 unarmored), touch 9, flat-footed 15 (16, 10
unarmored); uncanny dodge
Fort +11, Ref +1, Will +3

Speed 30 ft. in breastplate (6 squares), base speed 40 ft.
Melee mwk greataxe +12 (1d12+10/3)

Base Atk +3; Grp +10

Special Actions rage 1/day (8 rounds)

Combat Gear potion of cure maderate wounds

Abilities Str 24, Dex 13, Con 20, Int 8, Wis 12, Cha 6

Feats Improved Initiative, Weapon Focus (greataxe)

Skills Intimidate +1, Listen +6, Spot +4

Possessions combat gear plus +1 breastplate, masterwork
greataxe

When not raging.

AC 17 (18, 12 unarmored), touch 11, flat-footed 17 (18, 12
unarmored)

hp 39

Fort +9, Will +1

Melee mwk greataxe +10 (1d12+7/x3)

GCrp +8

Abilities Str 20, Con 16

When the PCs descend the stairs, read:

Two gnolls that carry grealaxes share this chamber
with a big ved-furved gnoll, and they all bare their
teeth at you. The many stone tables here have
hammers, pliers, and piles of unconnected chain
links on them, as well as glowing runes on their
edges. Anothey* stairway rises to a chamber above
this one.



TACTICS

If the PCs descend the stairs between the fifth round
{when the flind has armor on) and the tenth round (when
the gnolls have armor on), the flind fights defensively and
interposes himself between the PCs and the gnolls.

In battle, the flind attacks whoever appears ro be thé
strongest (ighter. The gnoll barbarians just rage and tear
into whichever PC is closest.

FEATURES OF THE ROOM

'|'|1c room Im;‘- the |‘u“m\'iug |Ivnlurr.~.

imisation: Bire |;vel|v cago; 10 feet of l)l'i';_-fllt illumina-
tion; 10 feet of :=|1mlf1wy illumination. The drant fire beetle
i= alive (MM 285) and dociles

Steep Stairs: It takes 2 squares of movement to ascend
cach square: Creatures running or Clmrgillg down steepstairs
must succeed on a DC 10 Balance check, ending their move-
ment 1d2%35 feet lateril 1|1\'_v fail Those
that fail I‘;_\' 5 or more fall prong and take

CONCLUSION

If a battle occurs here, everyone that's alive among the
gnollsand flindsin A12 and A14 hearsit. The priestesses in
Al4 start dismantling the Ark of the Resurgent Mountain, or
the cleric in A12 starts casting her preparatory spells. Once
the ark is disassembled, the priestesses in A14 begin casting
preparatory spells. Hearing the spellcasting coming from
either toom requiresa DC 3 Listen check. A character who
makes the check by 10 or more can make a Spelleraft check
(DC 15 + spell level) to tell what spell is being cast.

placed upon them, given proper tools and spare parts. Qbvi-
ously magical, the tables have faintly glowing runes around
their cLch-.i and a slrong aura if viewed using detect magie ([
22 f‘pc”cra[l‘ chieck ta determine il's transmulalion). Oc-
caainna“_\' the hammers, plivr:&, and other tools on the tables
shift of their awn valition, even'when the tables aren'’t work-
ingd on armor. A DC 10 Spot check is sufficient to notice

tool movement.
Any damaged or incmnplclu set of armor plm-m' on the
table is repaired. Someane with the Cralt

(a rlm_n'snlillﬂng} =L|” minsthe present

1d6 points ol (1.1111.1-!,!1_- al the v1_1cI af that - : ¥ ; Y
movement. The DC of Tumble checks —T at the start of the ipt‘.' to select the ”gl]t
ereacaa L AN ot road AT ARl honus & F —0t " tools and make suieallthe chain links,
Sy L AT B et hua las wid S L e TRk S ave preacal
on melee attack volls against foes below T B | EIYELra R CE, ERESICE pm’«: SEBresLd
R e i S , ; 3 5 ); in the correct quantitios. Select ing the
5 bl S uarss that Thalhd e st skle & ) |'}g_l1t items o ||I-1u- an the table reqiires
T el UG =1 ! a4 I o Cralt {.|rnnn'snﬁi.lling) checl I:Imt,'[ms
A ; D 4 f ]§| WO o DC 5 points lower than the DC o actu-

areature can jump atop a table, caining o | [— i M SR AL R il

ally repair the armor, Then the table

a +1 bonus onmelee attack rolls agamst Wl |

those on the floor. Doing sais automatic
for someone who takes a move action
from any ol the tahle's squares, or ik
Cdln I'll' LI!IIII' (5.3 !)n] f'i. l|I- o lrll'g{_‘l' move

actionwithaDC 24 |ump check (D¢

animates the tools to do the jnla, The lzish

G ! 4 takes the table twice as ng as it would

t.!}c:‘: a Ii\'in; armorsmith. Eeu_'ll |a|1l|- I!els
a Cralt Llrn]n.lr::lllillxillg] honus |!|-+|5,
bt it can m||_\- use the skill for repairs and

routine maintenance. The tables can't

12 with a 20-fool running start).

Atop the tables are armorsmithing

create items.

These tables weigh 2,000 pounds each.
P

tools and spare armor parts that are

collectively worth 100 gp to an ar-

morsmith. -Hn.-_\' \\'i_'i,-:Fl 100
I'll I'l'['l'H.I.“:.

The stone tables themselves are

real wonders. They've been ensor-

celled to lowly repair any armor

Even if the PCs dr.ng them out of the room,

4 the clevators luatling to Ad can'l carry that

much wl.-h_élul. Maving them out of ‘S.Ian::]l—
terdarde is pu.:.cilr[c but unlilely. [f the PCs
manage to Ea]:u l]w lﬂ!)]u:‘ Lo l]u-. sur[dm:,

theyre worth 5800 gp each.

One St u
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NORTHWESTERN ARSENAL

Encounter Level 6

SEIUP.

The gnolls (G) don't want the Ak of the Resurgent Mountain
to fall into enemy hands. 1f they hear intruders coming,
they take the shrunken heads (which bite and nip, so the
priestesses have to be careful) off hooks and stow them in
drawers in the side of the platform. That done, the gnolls
store the obelisk tip on a shelfon the underside of the plat-
form. Dismantling the ark in this way takes a minute, so
if danger is close, the gnoll priestesses instead cast spells
as indicated in the Tactics section.

From outside the demon arch, a DC 13 Listen check is
enough to hear the shrunken heads on the ark chanting,
unless they're stowed. Hearing the gnoll priestesses dis-
assembling the ark or casting spells also requires a DC 13
Listen check. A character who makes the check by 10 or
more can make a Spellcraft check (DC 15 + spell level) ro
tell what spell is being cast during a given round.

The ark is pictured in the illustration handouts. Show
the illustration when the PCs see the ark in its assembled
state.

When the PCs enter the room, read:

Three female mm”x in this room snarl at you as you
enler, their ﬂmi\.md shields al the ready. Behind
them, next to the northern wall, is a carved wooden
platform that has long wooden handles.

If the gnolls had time to dismantle the aik, read:

An iron [ramework has been buill atop the
platform.

1f the gnolls didn't dismantle the ark, read:

An iron framework has been built atop the
lfulfmm and Ii(mr it many distended, shrunken
It{!tl'\ hang. They chant i unison, speaking in

a language you don’t understand. Suspen ded in
midair above the cenler of framework is the tip
of one of the obelisks you've seen throughout your
travels. It’s floating upside down.

3 GNoOLL PRIESTESSES CR3

MM 130

hp 41 each (5 HD)

Female gnoll cleric 3

CE Medium humanoid

Init +1; Senses darkvision 60 ft.; Listen +6, Spot +5
Languages Gnoll

AC 18, touch 11, flat-footed 17
Fort +9, Ref 2, Will +6 . o

Speed 30 ft. {6 squares)

Melee mwk flail +7 (1d8+3)

Base Atk +3; Grp +6

Special Actions rebuke undead 1/day (-2, 2d6+1, 3rd),
spontaneous casting (inflict spells)

Combat Gear Priestess 1: wand of cure light wounds (9
charges)

Priestess 2: scroll of hold person (DC 15)

Priestess 3: scroll of spiritual weapon

Cleric Spells Prepared (CL 3rd; 4th with evil spells):
2nd—bear’s endurance, bull's strength, invisibility"
1st—divine favor, doom (DC 14), protection from good®,

shield of faith

0—cure minor wounds (4)
D: Domain spell. Domains: Evil, Trickery

Abilities Str 17, Dex 12, Con 16, Int 8, Wis 16, Cha 6

Feats Combat Casting, Martial Weapon Proficiency (flail)

Skills Concentration +6 (+10 casting defensively), Listen +6,
Spot +5

Possessions combat gear plus +1 studded leather armor,
heavy wooden shield, masterwork flail, Slaughtergarde
medallion (eye)

TACTICS

Once the priestesses are done dismantling the Ark of the
Restrgent Mountam, they cast some preparatory spells on
themselves. |

Round 1: Shield of faith.

Round 2: Divine favor.

Round 3: Bear's endurance.

Round 4: Bull's sirength.

When they fight the PCs, the two priestesses that have
scrolls quickly use them. One priestess targets aheavily
armed and armored foe with hold person, while the other
targets an archer or spellcaster with spivitual weapon (a flail).
Each priestess also casts doom on a different opponent.
Then they enter melee, bur the priestess that has the wand
of cure light wounds keeps it handy to heal herself and her
comrades.



The priestesses stay near the ark at all times. 1f the PCs
look like they're getting the upper hand, two cast invis-
ihility on themselves, while the third casts mvisibilily on
the ark. The invisible gnolls pick up the arkand run down
the stairs toward the northwestern elevator to A4. If they
make it, they flee to A19 with the ark. They stay in A19 if
they make it, but Gashkarr sends the mezzoloth to kill the
intruders.

Covering their retreat as best she can, the third priest-
ess fights defensively (-4 penalty on attack rolls, +2 to AC).
She tries to block easy access to the demon arch.

FEATURES OF THE ROOM
The room has the [n”vwinc__*, features.
umination: Demon arch (glowing eves); 20 feet of
l':l'i;‘lli illumination; 20 feet of sllmluu',\' illumination.
Demon Arch: The avch over the castern doorway is carved

Lo lllL‘L‘ Ii]cu 1.]10 {:IU-L' Eltul apen mulll]\ \JII a l‘-’ll!g\‘ll [ll'llllll]_ F,'\'v.-

i lllv l..u'l- :_'In " |'v||~nl'.'1|1r_jv, .!IllI a dlamer ni- F\\’il'[in_é Jm‘l:
violet energy fills the mouth. The arch has a moderate aura
il viewed using detect magie (DC 21 :‘:‘pu”\:rn“ check to de-
termine it illusion), A low hum emitted I)y the archincreases
Listen DCs to hear nn_\'tl1inﬂ lac_\h\nd il ])_\' 10.

Steep Stairs: [t lakes 2 sguares ol movement to ascend
each square. Crealures running or clmrgin-_—‘_ down steep stairs
must succeed on a DC 10 Balance check, ending their move-
ment 1d2x%35 feet later if lllc_\' fail. Those that fail 1:_\' 8 or
more fall prone and take 1d6 points of Llanm_:.r at the end of
that movement, The DC of Tumble checks inereases by &.
Ureatures gaina +1 bonuzon melec attack rolls adainsl foes
below them an the stairs,

Arkalthe Ru:-‘llrg_;'vnl Mauntain: Thearkis an impartant
part of the gm:”:" p!nn:: for opening the gale to the Abyse,
Containing an obelisk plece cnrrnplud ]1_\' foul magic, it is
the “force for good, hound and reversed.” It weighs 80
]mnm[s, and it's so0 cumbersome that it takes two people to
carry, r'l;Llllcillg l]wir _-'pt:ctl [)I\-‘ 10 r.;-vl. -|‘I1u ark Im:‘ astrong
evi [ aura il. \-'iu\\'cnl !Ir’ill_;_‘ Li'r.-‘s‘cc'f uf'r'}f:uul aslrong magic aura
;i- \‘il-\\-'ml u:~i|!=_f !!'I.']rl.ll'l' H'J'u‘:ﬂ.i' “)L‘- 22 :"“'IL‘“CP'-!IIl L'flt.‘\_'l\‘ Lo

determine it's conjuration).

CONCLUSION

1f a battle occurs here, the flind and gnolls in A13 hastily
don their armor as described in that encounter. If they're
still doing this when the battle ends, a DC 5 Listen check
is enough to hear them.,

1f the battle continues for more than 1 round, the gnolls
in A12 hear ir. The priestess there starts casting prepara-
tory spells as described in A12's Tactics. If she's still casting
when the battle ends, the PCs might hear her through the
wall by succeeding on DC 18 Listen checks. A character
who makes the check by 10 or more can make a Spell-
craft check (DC 15 + spell level) to tell what spell is being
cast.

ark requires recognizing it and a successful DC 20 Spc”\:l'a“
checls.

If the PCs wish [nt.lu'.-‘lrn'\' the ark, it haz hardness 10 and
200 ]1[1, [t can also be destroyed by smashing the heads (an-
tomatic with any blow)and theabelisls piece {]t.u'ulm-s.& 8,40

hp). [eaving the Framework, hawever, leaves the }m:'.-'il‘.lii]f..\'

of the ark heing rehuilt.

walitis requires a successful

Recoenizing the ark forw
DC 2§ SI)cllci-a}l check if it’s assembled, or a DC 30 One

5}10”..'1‘11[[ check if it's dizassembled. I\‘cnssum]‘]in; the

Square = =
Tuare = 5 fuqy
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Founory Fover

Encounter Level 7

SETUP

The PCs can hear the foundry from quite a disrance.
Describe the sounds to the players as the characters
descend the stairs toward the doors here.

A troll mercenary (T), one of Gashkarr's favorite servants,
guards the foundry against anyone but Orcharix or Gash-
karr. Sharp-eyed, the troll also relies on scent to identify
intruders. Noise from the foundry increases the DC ofany
Listen check the troll has ro make by 10, so she’s unlikely
to hear stealthy PCs. If the PCs carry light, however, the
troll becomes suspicious (she knows the other members
of her group can see in the dark) bur waits ro see if it's a
patrol. She notices if the doors to the foundry open.

DERRO CONVERSATION
Starting on the round after the devro bar the door, the PCs

: : ' :
lw;‘,m lwarmg the mad dwarves' converzation. r\plmrwnlty

the characters are meant to hear—the derro are yelling. A
high, squeaky voice works well for the derro, but follow your
own sense of darl comedy. Flere iza :‘-nm]v[u conversation.

“Oh, I think she's cating someone!”

“Five gold on the troll!”

“You're crazy! I think she just lost a limb!”

.'Iilwy'rv still fighting oul there!”

“If f.lw_v beal Fu-r, should we let them in?”

“Of conrse, but only if they knock.”

“Ten gulcj on the intruders! A ny takers!”

“That's worse than your lirst offer.”

*She'll win if she doesn't get distracted by cating her
kille.” ;

“Hey, you! You out there! Having fun detbing tralled
oyer?”

“Is that the troll sureanming, or one of them?”

“Who's cleaning up all the blood? Not it!”

“She'll clean it up . . . well, sort of.”

Feel free to invent your own dialogue, of course. Non se-
quitur is just fine for your nt'-]il:l:-iug—llw derro are nuls.

1f the PCs strike up a conversation withthe dervo c_]uring
oralter the battle, the mad dwarves l‘tappily engagde. Tllc_\r
promise a grim demise for anyone foolish enough to come
illnmg]l l]w d('mr-;, bhut f.']h.:y won't rc\'cal “'ilnfls in tl'lcir roon,
and tlmy have no reason to leave the I’i‘ltl\t{r}-’. Continue the

conversation as long as everyone is enjoying il, then end it

with a series of I]iil1—1]1lkﬁ|!l.‘l| and recedi ng g ,._,,IL.':‘ From the

(lcrrn, |In“_m\rm| 11)' ominous silence!

TrROLL MERCENARY CR7

MM 247

hp 106 (8 HD); Regeneration 5

Female troll fighter 2

CE Large giant

Init +4; Senses darkvision 60 ft., low-light vision, scent;
Listen +0, Spot +9

Languages Giant, Gnoll

HD &
AC 23, touch 12, flat-footed 20
Fort +16, Ref +6, Will +2

Speed 20 ft. in breastplate (4 squares), base speed 30 fL,
Melee +1 greatsword +16/+11 (3d6+14/19-20) and
bite +13 (1d6+4) or
Melee 2 claws +14 each (1d6+9 plus rend) and
bite +13 (1d6+4)
Ranged mwk composite longbow +10 (2d6+9/x3)
Space 10 ft.; Reach 10 ft.
Base Atk +6; Grp +19
Atk Options Cleave, Power Attack, rend

Abilities Str 28, Dex 18, Con 26, Int 4, Wis 10, Cha 6

Feats Cleave®, Multiattack, Power Attack®, Weapon Focus
(bite), Weapon Focus (greatsword)

Skills Listen +0, Speak Language (Gnoll), Spot +9

Possessions +1 breastplate, +1 greatsword, masterwork
composite longbow (+9 Str bonus), Heward's handy
haversack, Slaughtergarde medallion (eye), 75 gp

Regeneration (Ex) Fire and acid deal normal damage to a
troll.

Rend (Ex) If the troll mercenary hits with both claw attacks,
she latches on and tears flesh, dealing an extra 2d6+14
points of damage.

A DC 23 Listen check is sufficient to hear the troll's*
heavy breathing from around the corner, over the foundry’s
machinery. If PCs peek around the corner, pit their Hide
checks against the troll's Spot check. The troll attacks
anyone that doesn't look like part of the gnoll band, but
it's possible to surprise her.

When the PCs hear the foundry, read:

You hear loud clanking and a sound like the’
rhythmic and rapid breathing of some huge beast.



When the PCs round the corner, read:

A thin, wiry giant that has green skin
stands in front of four copper doors

at the end of this wide hallway. She
has a greatsword as tall as a man in
her clawed hands, and she's wearing
a shining breastplate. The sounds
you've been hearing come from
IT{'}'LT!H{ the doors.

TACTICS

()I?L' 2qu

are = 5§ f(.‘l._'l = INET,

Because the troll has regeneration, track lethal damage (fire
and acid) separately from nonlethal damage (everything
else). She goes down when her total damage exceeds her
hit points. .

She loves to maximize her Power Attack, and she’s dumb
enough to do so against héavily armored foes. If she misses
three times in a row with that tactic, though, she gives up
and makes regular attacks.

The troll fights until slain, She thinks she can bounce
back from anything the PCs can dish our.

CONCLUSION

If a battle occurs here, the derro in A16 might hear it
(Listen DC 5; Listen +1). 1f they do, they bar the doors on
initiative count 0 during the next round. Then they start
yelling (see the sidebar). If you really want to play out
the derro conversation detailed in the sidebar, instead of
rolling their Listen checks, just assume the derro hear
the battle.

FEATURES OF THE ROOM

The room has the following features.

Hlumination: Fire beetle cage; 10 foet of }\rfglﬂ. illiami-
nation; 10 feet of .~‘|1:||.1n\\'_\' illumination: Tlu: dianl fire
beetle iz alive (MM 285) and dogile.

Smoke Stains: A DC 15 Spot check iz sufficient to notice
that the uppermost fow feet of the corridor walls are dingier
than elsewhere. A DC 10 Search check made [rom a square
a(liaccnl to l']n- t]m‘r;-‘ rcwale the presence of soot and smoke
stains on the Masonry.

Burnished Copper Doors: Hardiness 8; 60 hp cach.
Opvn \\'cstwﬂni; voerl ;rnl ha ru”uf an both sitlu:: nf Imii‘t doors
near w}n-n' iIn*_\' meeth. TIIL‘ dnnr:' are c]nsml Eml 1.1211\':('&'[1}
llu-.y have no latch or lock, but they might be barred (see
Cunclu:‘inn}.

If the doors are barred, it takes a DC 30 Strength check
to 1)1‘&1!: l}lc I!a!‘ .1IIEE open .ll‘u.-m_ IF the doors aren't |mrrc(|,
a DC 21 Listen check iz sulficient Lo !_'il'-.‘sr' the derro chat-
tering, gigg]ing, and babbling aver the machinery of the
f‘.mr‘l«lry.

A DC 25 3pot or Search check reveals thin wisps of
énml:c emerging |-|'nm f.'Iw crac].:z' I)utwt'i.'l! aml amum[ I'l]w
doors. A PC who has seent :lulunmli-.'n”_v smells the Sl!'l“t.!L‘L‘
from the [uuntlr_v. The doors are IIJ:IHL.‘L'.III!_U warm Lo the
touch:

Steep Stairs: [l takes 2 squares of movement to ascend
cach square. Creatures running or \‘Ila!'sil‘lﬂ down steep stairs
must succeed ona DC 10 Balanee check, ending their move-
ment 1d2x35 feet later if they fail. Those that fail by 5 or
more fall prone and take 1d6 points of LIﬂlﬂﬂgi_' al the end
of l'lh‘ll movement. The DC n[ Tunihle cheald increaszes I:_v

5. Urcatures ;‘n}n a -+l Elllllllt‘- (811} IIII‘I‘.‘.l' .ll.lduL’ T'n”r ay_j.lillsi

J.IH‘:‘ 1“‘[1!“' ‘III‘IH oun l.IIL' :"Jl.ﬂil'.:..
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Founory

Encounter Level 6

SETUP

Gashkarr hired derro artisans—a minor mistake on his
part—to create a replacement for the missing sigil on the
gate in A19. The derro (D) have just recently finished a sigil
based on the designs shown in the Tome of Slaughtergarde,
but they haven't left the complex. Instead, they're romp-
ing around the foundry, unaware the fire elemental that
has powered the machinery for many lonely centuries has
taken a liking to them.

1fthe derro heard a battle in A15, they barred the doors
and taunted the PCs. Then they hid. The PCs must bear
down the door.

When you call for initiative checks, remember that the
bellows move on initiative counts 10 and s, and the crane
and crucible move on initiarive count 0. Make this move-
ment clear to the players so they can rime their characters'
actions appropriately.

When the PCs open the doors, read:

This huge foundry is lit by the orange glow of

the molten material that must be contained in

lwo rail-lined pits centered along the northern

and southern walls. To either side of the doors

are immense furnaces with attached bellows that
slowly compress, then spring upward with great
force. On the far end of the room ave hwo drum-
shaped crucibles. Above you 1s a crane that is slewly
dipping an attached bucket into the northern pit. A
massive anvil in the center of the room appears lo
have a stone atop it.

When the PCs see the derro, read:

Three blue dwarflike creatures are heve, each aiming
a crossbow at you.

TACTICS

The derro open with sound burst. They then move within 30
feet of flar-footed or stunned foes and shoot their crossbows
asranged sneak attacks. Avoiding melee as long as possible,
the crazed ereatures continue shooting poisoned bolts.

Ifa derro is caughr in melee, another joins him so they
can flank their foes and make sneak atracks. If pressed,
they cast darkness on their swords and rely on Blind-Fight
to ler them reroll the associated 20% miss chance.

3 DERRO ARTISANS CR3

MM 49

hp 21 each (4 HD)

Male derro expert 1

CE Small monstrous humanoid

Init +6: Senses darkvision 60 ft.; Listen +1, Spot -3
Languages Common

AC 18, touch 13, flat-footed 16

Immune confusion, insanity

SR15

Fort +2, Ref +5, Will +8

Weakness vulnerability to sunlight (1 Con/hour)

Speed 20 ft. (4 squares)
Melee short sword +4 (1d4/19-20)
Ranged repeating crossbow +6 (1d6/19-20 plus poison)
Base Atk +3 ; Grp -1
Atk Options Blind-Fight, poison (greenblood oil; Fort
DC 13,1 Con/1d2 Con), sneak attack +1d6
Spell-Like Abilities (CL 3rd):
At will—darkness, ghost sound
1/day—daze, sound burst

Abilities Str 11, Dex 14, Con 13, Int 10, Wis 5, Cha 16

SQ madness (use Charisma bonus on Will saves)

Feats Blind-Fight, Improved Initiative

Skills Bluff +6, Craft (*) +6, Hide +12, Listen +1, Move
Silently +9, Spot -3

* One derro has Craft (armorsmithing), another Craft
(masonry), and the other Craft (blacksmithing)

Possessions masterwork studded leather armor, short
sword, repeating light crossbow with 5 poisoned bolts,

25¢p

Understanding how the foundry works, the derro try
to lure PCs (or bull rush Small opponents, PLHL 154) into
positions where they wind up catapulted by the bellows
or covered in magma poured from a crucible. Darkness is
their friend inthis too. PCs mightinadvertently maneuver
into a dangerous area in the dark.

Derro that are hard pressed might risk being catapulted
by the bellows in hopes of grabbing onto the crane. See
Furnaces and Bellows in the Features of the Room.

While playing out the combar, ad-lib the derro’s dark
humor, even at their own misfortune. Continue along the
lines of the conversation that occurred in A15.

CONCLUSION

If on ly one derro.remains conscious, the entire chamber

: starts to quake. Go to encounter A17.



FEATURES OF THE RooM

The roon has the following features.

Hlumination: L_;Iuwirlg magima; the magma pits pnwidr
I}riglﬂ iliimination |.I|'|l'||'11~:j]h‘!lll this room.

Ceiling: The ceili ng here s 50 feet I‘ii:_‘_ll.

Burnizhed Copper Doors: See A15.

Two iron bars are either Iuarting against the wall to the .

11.||'L]1 u[ I[u_- L|m|r~_—' {:! il::- l|l'l'l'l.‘ are tnaware) or l|1rcadml
|Ill'|]tl_;f|l |1ur tmm”u:‘ {ll !]11: lIl'I'TI‘ I‘JL‘JI'\I a Fiii‘l[ in A18). It
takes a move action to piclc upa bar and another to thread
the bar through the handles. If the doors are barred, it takes
a DC 30 Strencth check to break the bar and open them.

Magma Pits: The rgilin; lining these pits is iron, and it
'|\I'ﬂ\'it.l¢.::' a +4 circumstance bonus on the St runglli check to
resist Iwing bullrushed intoa pit (PH 154). The railingisn't
harmed l"." SoImeone ln-ing hull vughetl over it

F.l”ing‘ into oneofthese pits deals 2d6 points of I.lﬂﬂlfl_ﬁt‘
from the 20-foot fall. Creatures that m:.:ru!}' touch the magma
take 2d6 points of Fire Jamn;c, [mniersed creatures take
20d6 points of fire dm‘fh‘!gc per rountd, Damage from magma
continues for 1d3 rounds alter exposure ceases, but this
dnn‘lagu 18 unly 1o poinkts alifire xt,nn.lgv per rountl (Em‘ a
touch) or 1046 points of fire damage per round (for
inumersion).

Moving th rr-n;h the magma requiresa DC 10 Swim check.
Climbing back up to the [oumll'y takes a DC 15 Climb
checks.

Furnace and Bellows: The exterior ol these furnaces are
pﬂini-u”’\-' hot to the touch, llcalin:_‘ 1d6 points of Tire damage.
Toithe castiof the furnaces are-attached bellows that -_-']n\\'!_\'
compress downward until initiative count 10, then spring
back up on mitiative count 5.

During their time working in the f:nnulr_v, thedeera have
Icarnud i‘l‘lt‘; lw“m\‘:' work as more Ilmu sl bellows. ”. a
creature stands on the !'Ii'”l‘\\':-, whichiare sml}' a
[nni ]1;?;'1 \l'lu-!n LI!III[]IL':-::I‘I.i_. l.]'l.ﬂ.f creature 1s
L'.‘I.I..l]'flll{('[! across the room when the bellows
expand. Xs mark the squares on the map where
creatures have to stand atop the bellows; cor-
responding Lmdin;‘ spols are marked with Ls.
The bellows hurl ereatures 60 leet through the
air to land in Front ofa crueible—the flight
lit'n‘ll‘_—' hL[!".‘ [nﬁn!- Uil l].t[ﬂr‘l-_—f:' .nu] lhr creature
Inlll[[": |'T|'I IITEE .

A hurled eveature can makea DC 20 Reflex
save to .u_‘irala the erane or the track on which
the erane rides. Which one tlu;!cnds on where
the crane is at the time (see Urane and Cru-
cibles), Success means that ercature is ha nging
from the track or the crane above one af the

magima pil--‘. S r.iml:!'mg :'-ai-vly onto l]w

Crale I'L:{]ni.r'l.':: il ::IIL'L'.L.'.‘:.‘I‘H] l)l._‘ 15 I\‘Illll'll)

check. Those unfortunate enough to grab

tl‘lr: Ir:u_'[.: must nmL‘c‘ aDC 15 Rr”cx save Olle

Square = 5 j‘m

Loy -;mi: the crane as it comes n[uug the track. Those who fail
fall into the magma pit 70 feet helow (7d6 points ol damage),
but those who succeed can al Lempl Bo climb sa [uly anto the
cranc.

From the crane, a DC 13 Climb check is sufficient to
clamber o theend. Doing =o gives the climber the opportunity
to juimp ko :=a{uty when the eranc’s bucket lowers to empty
into a crucible.

‘Anvil: The massive anvil has upon it a chunl of stone
that has a silver sigil on it—a replaccmunl part for the
tI.nu.l.»__uI datein A 19, The ]l)-puilml sigil has a strong aura
if viewed nsing detect magic (DC 21 E‘pc”ct‘a]’[ cheek to
determine it's conjuration). The 5igi| has hardnese 10 and
40 hyp.

Crane and Crueibles: Overhead in this room isa crane
with a bucket that lliil':— into the magina and [ills the crucibles
in the western parl al the room. When ru“, the erucibles tip
over to dump nagma bhack into the magma pit.

The crane follows a set palltern, ﬂI\\'n_\'s moving on initia-
tive count 0,

Round I: Crane t.lump_: magma into northern crucible.

Kound 2: Crane dumps magma into northern erncible.

Rownd 3: Northern crucible Lips over, llumpinu,_j_ magma
back into pil. Crane <hilie tosouthern side of roon. Crucible
Fi;i!ir ilsell.

Round 4: Crane \.hnnp:-‘ magma into southern crucible.

Round 5: Crane L!LI:I‘E‘I]‘!'S magma into southern erucible.

Round 0: Southern crucible tips over, L!umping magma
backinto pit. Crane shifts to northern side of room. Crucible
rights itsell. b

Any creature standing hetween the crucible and the pit
when it Jump:-: takes 546 points of fire L!nlns'l;t' from the

magma and 2d6 points of fire damage per round for 1d3

rounds thereafter.




| ving Fire

Encounter Level 7

SETUP

The shaking that started during encounter A16 contin
ues into a second round, At the start of the third round,
everyone in the room must succeed ona DC 15 Dexterity
check or fall prone, and throughout that round, spellcasters
must succeed on Concentration checks (DC 20 + spell
level) to cast a spell successfully. At the start of the fourth
round, the shaking stops, the machinery halts, the magma
starts ro rise, and a Huge fire elemental emerges from the
magma. The fire elemental (F) arises from the magma in
the northern pit and immediately starts climbing the wall
there. Roll initiative for it at that point.

The magma in the magma pits starts to rise at the begin-
ning of this encounter. On initiative count 0, the magma
rises 2 feet. That means thar ar the end of the eleventh
round, magma covers the floor of A16 and spills out into
A15. To avoid taking damage from the magma (see Magma
Pits in the Features of the Room), the PCs must reach the
stairs southeast of A15 by then.

Anyone adjacent to a pir sees that the magma has risen.
Others know only that the light in the room is becoming
brighter, and it’s not just the fire elemental.

CATCHING ON FIRE :

A creature that catches on fire from the elemental's attachs
takes 1d6 points of fire t.lnma;c immcdiatcly and burns for
up to 1d4 rounds. Each subsequent round, the burning
creature must gucceed on another DC 22 Reflex save or take
another 1d6 points of fire damage. Success means the fire
goes out, and llw crealitre is no |m\_p:cr on fin:. ]\M“in;ﬁ an
the gn:uml to nxl;nglliﬁh the fire grants a ereature a +4
bonus on the save. If the creature is wearing flammable
\'.ll'll.]'lllilg or equipment, a DC 22 Reflex save is ruqu?rl'll for
cach piece of equipment. Failure indicates the equipment
also takes 1d6 points of firve Llnln.:gu (divided l:_\' 2 before
applying the abject’s hardness).

When the shaking stops, read:

The bellows stop compressing and the crane halts.
With a blast of flame, a 30-foot being of living fire
emerges fram the northern magma pil. It begins to
clamber out, bellowing in a crackling hiss, “Kar ka
chaan! Thru hau kar ka chaan!” (Anyone who
speaks lgnan understands this as, “My tiny
friends! You killed my tiny friends!”)

TACTICS

It takes at least a standard action and a move action for the
fire elemental to make two DC 15 Climb checks to climb
out of the magma pit (losing its Dexterity bonus to AC as it
does s0). Once out of the pit, the elemental moves to where
it has as many foes as possible within its prodigious reach.
Using Combat Reflexes, it can make up to eight attacks of
opportunity per round, which ir uses ptjimarily against
foes thar try to close for melee combar.

The elemental uses Dodge against whoever dealt it the
largest amount of damage with a ranged or melee artack in
the previous round. It uses Spring Attack to move toward
the closest enemy, attack, and move again to keep its foes
at reach. With this technique, it doesn't provoke attacks
of opportunity from the opponent it attacks, and Mobility
gives it a +4 bonus to AC against attacks of opportunity
from other combatants. It can also maneuver away from
those engaging it in melee, opening them up to attacks of
opportunity if they try to close again.

Enraged beyond reason, the fire elemental fights until
slain. However, it doesn't chase its enemies beyond the |
doors of the foundry— it can't stand up in Slaughrergarde’s
15-foot-high hallways.



HuUGE FIRE ELEMENTAL CR7

MM 98

hp 136 (16 HD); DR 5/—

N Huge elemental (fire)

Init +11: Senses darkvision 60 ft.; Listen +11,
Spot +12

Languages Ignan

AC 19, touch 15, flat-footed 12; Dodge, Mobility

Immune fire

Fort +9, Ref +17, Will +7

Weakness vulnerability to cold (+50% damage)

Speed 60 ft. (12 squares); Spring Attack

Melee 2 slams +17 (2d8+4 plus 2d8 fire plus
burn)

Space 15 ft.; Reach 15 ft.

Base Atk +12; Grp +24

Atk Options burn, Combat Reflexes

Abilities Str 18, Dex 25, Con 18, Int 6, Wis 11,
Cham

SQ elemental traits (MM 308)

Feats Alertness, Combat Reflexes, Dodge, Improved

One Suare =

5 feot

Initiative®, Iron Will, Mobility, Spring Attack, Weapon
Finesse®

Skills Climb +4, Listen +11, Spot +12

Burn (Ex) Those who strike the elemental with natural
weapons or unarmed attacks take 2d8 points of fire
damage and might catch fire as if struck by a slam.

Those struck by a slam must succeed on a DC 22 Reflex
save or catch fire (see the Catching on Fire sidebar).

CONCLUSION

[f the PCs destroy the fire elemental, then the magma
immediately starts to recede at a rate of 2 feet per round.
Over the course of several hours it all seeps away, leaving
two pits several hundred feet deep with a jumble of rock
at the bottom.

If the magma rises to the point where it spills onto the
foundry floor, then it stops rising. After 24 hours, it recedes
at the rate of 2 feet per hour until it rerurns to its original
level, 20 feet below the floor of the foundry.

FEATURES OF THE ROOM

The roam has the following leatures.

[lumination: Glowing magma; the magma pils provide
In’iglﬂ illumination llu'uuglmul this room.

(_‘Dilillg': I'he a.'uilin_g here is 50 feet ]1'|‘~_111.

l]l‘l'llisl]t‘l’ Cnp[:ur l)l'll—ll's: SL'L‘ I\ 15 all(} f\ 1(}

Magma Pits: Falling into one of these pits deals 2d6
points of damage from the 20-foot fall. Creatures that
merely touch the magma take 246 points of fire damage.
Imumersed ereatures take 2046 points of fire damage per
r(‘un!.l. l,)ilﬁmgu [rnm magina continues [ul‘ 1\] 3 l'\'ﬁll'l'l(ie.= ﬂFt"_'l'
exposure ceases, hut this damage is only 1d6 points of [ire
ll;un.‘lgu pet nriim‘I “"m‘ a hm\.‘ll} or IU'CI('J [)(\inl:‘» Ur Firu cIam-
age per round (for immersion). i

Moving throush the magma requires a DC 10 Swim
check. Climl‘lin; bacl up to the [uululrl\' takes DC 15 Climh
checks, Creatures without a climb spnecl climh at quarter
speed—half speed if they aceepta -5 penalty on the Climb
CI‘J.L‘L‘LT.

Furnace and Bellows: The furnaces stop functioning
and cool off once the fire elemental emerges. The bellows
1o Inlh_:]ci‘- move.

Anvil: The massive anvil has upon it a chunk of stone

a rL'I_IIﬂI.'L'IIlt_'Ill parl for the dam-

that hasa silver sigil on it
n_f_f:.'(.l gate in A19: The 10 punml :!i;il has a strong aura if
viewed using deteal magic (DC 21 EpL‘“\:ra[l to determine
it's conjuration). The sigil has hardness 10 and 40 hp.
Crane and Crucibles: The crane is still overhead, but it
no ]:'nn_.:n:r moves. The crucibles don't tip over anymore cither.
Depending on when encounter A16 ended, one erucible

might still have magma in it.
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(GATE ANTECHAMBER

Encounter Level 7

SETUP

Describe the area, and let the characters do what they will.

When the PCs look around the corner at the bottom
of the stairs, read:

Divectly in front of you 1s a pool of waterthat
stretches beyond the crumbling wall to the
northwesl. Sagging timbers brace the ceiling. Across
the pool 1s a beautiful woman in purple vobes; She's
standing next to a fire beetle cage. Behind her, to the
east, are four copper doors,

“If you got this far, you must be capable,” she says.
“Ineed capable allies.”

UNMASKING THE SUCCUBUS

Laurazhi (S) is pretending to be a sorceress who used
“illusion magic” to sneak down this far because she heard
of a "gate of great power.” The PCs have ways to learn the
truth, though.

« She has a strong evil aura if viewed using defect evil.

+ A Spot check that beats Laurazhi’s Disguise check lers
a PC know she isn't human, but no more. Laurazhi takes a

-2 penalty on the Disguise chieck because she's disguised
as a different race.

* She can't actually cast spells. An observer who beats
Laurazhi's Bluff checl with a Spelleraft check (both checks
made secretly by you) knows the succubus is faking her
spellcasting.

If found out, Laurazhi admits to being a demon. She says
she only wants to return to the Abyss and “couldn’t care
less about petty squabbles among childish mortals.”

NEGOTIATION
Laurazhi's primary goal is to get back to the Abyss. She’s
close, bur Gashkarr has intimated that she’s going to have
to “earn” her way back home. She's a demon in distress.
Enter the PCs. They re capable of taking down the gnolls
and getting the ark, tome, and sigil required to reopen the
gate. On the other hand, if Gashkarr defeats the PCs, Lau-
razhi wanrs credit for luring them into a trap. So Laurazhi
is unsure how much help she should provide. The PCs’
negotiations can swing herattitude.

Starting Attitude: Indifferent.

Modifiers: PCs have the Arkof the Resurgent Mountain
(+2); PCs have a sigil (+4); PCs look badly wounded (—2); a
PC is obviously a cleric or paladin of a good deiry (-2); a
PC is obviously a cleric or paladin of a lawful deity (—4).

If Unfriendly (1 or lower): "What you seek lies beyond
the door. Do not tarry, lest they prepare for your arrival "
Laurazhi says whatever it takes to get the PCs past the
doors. Then she turns on the PCs when they appear
vulnerable.

If Indifferent (2—-14):"The gate is restless now with the
gnoll warchiet’s meddling. Defeat the guardian and the
warchief, and it's yours to do with what you will.” Laurazhi
tries to avoid antagonizing the PCs. Once lht‘}f enter A19,
she stays out of the fight until it's clear who's going to win.
Then she joins the winning side.

If Friendly (15-29): “The gnoll and his mezzoloth
minion can manipulate the gate, but they currently lack
two items required to open it.” Laurazhi briefly explains
how the gate works with relation to the Ark of the Resurgent
Mountain and the missing sigil (see Intact Gate in A19's
Features of the Room), but she leaves out how the Tome of
Slaughtergarde controls the gate. She fights alongside the
PCs against the mezzoloth and Gashkarr, and she tries to
grab the Tome of Slaughtergarde from Gashkarr if she gets
a chance.

If Helpful (30 or more): As friendly, except that Lau-
razhi also explains that the Tome of Slaughtergarde controls
the gate (but not how). Aftera battle against the mezzoloth
and Gashkarr in which the PCs are victorious, she helps
place the sigil and the ark, and she volunteers 1o use the
tome to close the gate. She closes it all right—{rom the
other side, after she has absconded with the tome.

TACTICS ;
Laurazhi knows thar a stand-up fightisn't her forte, so she
avoids melee. Ethereal jaunt and greater teleport let her put
distance between herselland her foes, and charm monster
and suggestion can ger others to fight on her behalf.



LAURAZHI THE SUCCUBUS CR7
MM 47
hp 33 (6 HD); DR 10/cold iron or good
CE Medium outsider (chaotic, extraplanar, evil, tanar'ri)
Init +1; Senses darkvision 60 fL.; Listen +19, Spot +19
Languages Abyssal, telepathy 100 ft., tongues
AC 20, touch 11, flat-footed 19; Dodge, Mobility
Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18
Fort +6, Ref +6, Will +7

Speed 30 ft. (6 squares), fly 50 ft. (average)

Melee 2 claws +7 each (1d6+1) ar

Melee touch +7 (starts grapple to energy drain)

Base Atk +6; Grp +7

Atk Options aligned strike, energy drain

Special Actions summon tanar'ri

Spell-Like Abilities (CL 12th):
At will—charm monster (DC 22), detect good, detect
thoughts (DC 20), ethereal jaunt (self Rlus 501b.),
suggestion (DC 21), greater teleport (self plus 50 |b.)

Abilities Str 13, Dex 13, Con 13, Int 16, Wis 14, Cha 26

SQ change shape

Feats Dodge, Mobility, Persuasive

Skills Bluff +19, Concentration +10, Diplomacy +12,
Disguise +17 (+19 acting), Escape Artist +10, Hide +10,
Intimidate +19, Knowledge (the planes) +12, Listen +19,
Move Silently +10, Search +12, Spot +19, Survival +2 (+4
to follow tracks), Use Rope +1 (+3 to escape bindings)

Aligned Strike (Su) A succubus’s natural attacks and any
weapon it wields are considered chaotic-aligned and
evil-aligned for the purpose of overcoming damage
reduction.

Energy Drain (Su) Living creatures kissed by a succubus
gain one negative level. A succubus must grapple an
unwilling target, proveking an attack of opportunity. A
DC 21 Fortitude save is required to remove a negative
level.

The kiss also subjects the target to a suggestion Lo
accept another kiss from the succubus. A DC 21 Will
save negates this effect.

Summon Tanar'ri (Sp) A succubus can summon a vrock
(MM 48) once per day with a 30% chance of success.
The vrock arrives the same round and serves for up to
an"hour. It cannot use its summon ability during that
hour. This ability is the equivalent of a 3rd-level spell.

Change Shape (Su) A succubus can assume the
form of any Small or Medium humanoid. +10
on Disguise checks when using this ability.

One square = 5 fect

FEATURES OFF THE ROOM

The room has the fu”mving features.

umination: Fire beetle cage; 10 feet of Ijl'ig!'tl.' illumi-
nation; 10 feet of slmc{m\'_\' illumination. The grant fire
beetle is alive (MM 285) and docile.

Burnished Copper Doors: [Ha rdness 5; 60 |1|| cach.
Qpen castward; vertical handles an both sides of hoth doors
near where [11(:_v meet. The doors are closed but lln]..!cL:c&l:
t]ﬁr,\-' have no latch or lock.

Pool: Water running down From AQ sceps nmlcri_!rmnut
at this point, and it has carved oul parl of the wall. T PCs
observe samething foating in the pool, l]u‘r}' can see that
the water is :'lm\'ly ”nwin_,j to the northwest.,

The MNoor drops of [ quicl:]_\' where the water starts; the
|n|u| is about 4 feet cluup 1|1I'uu_;:‘l1uul'.. [t costs Medium or
Im';_'ur creatures 4 squares of movement to move into a water
square, or they can swim if they wizh, Small-or smaller
creatures must swim.

Atits Llcr\t‘lL the water Iﬂ'[‘\’;ljl':" cover (£4ibonus to AC,+2
banus on Rellex saves) for Medium or 1ﬂr§,ur creatures, Small
or smaller creatures gain improved cover (+8 bonus to
AC, +4 bonus on Reflex saves), Medium or larger creatures
can crouch as a move action to gain improved cover. Creatures
that have il‘l‘l|\l'll\’t'tl cover due to the water takea — 10 IJI.'I}.'!Il_\'
on attacks against creatures that aren't also mu:-l]’\- under-
water. The pool imposesa -2 circumstance |1un.1]l'y on Move
Siit'ull_\' checks. Tumbling is i:11pu:'si])]c within the pool.

Posts: Timber posts hald up the chamber's cci]in;, which
still sags Lo ml[y 10 feet above the ;mnl. A character can
stand in the same square as a post, gaining at+2 bonus to
Armor Class and a 41 bonus on Reflex saves (as il it were
a tree, DMG 87).

Each post is AC 4, hardness 3, and 78 hp. [f one post is
||.=.~i1-n_\-uL|, duvet and pL-I'an.- fall from lilc cci]iu;, aml _i‘lw
reimaining tinihers c.:'i.-rni: nmirmus]y. I{ a 3ucm1cl post fa]ls,
eVery square an.liaccnl. to and inc|||tling a postissu Iaj-.-ul Lo a
cave-in (DMG 66). The room becomes i'"lpﬂ::::\'lllll' until it's
<|ug out. Because of the risk of [uture cave-ins, it takes one
person an hour to clear each - 8-foot section of the room.

[Doubletthe 1|iggin,§ Limeifthe excayators don't have picl.‘s

|llll| "ll(!\'l'l.".
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SHarTERED (GATES

Encounter Level 6

SETUP

Encounters A19 and A20 take place in the same room,
but they're split up because the PCs must tackle each of
them separately.

The encounter begins when the PCs open the doors
from the western corridor. The mezzoloth (M) immediarely
artacks.

The nearly intact gate is pictured in rthe illustrarion
handouts. Show the illustration when the PCs actually
see the gate.

When the PCs open the doors, read:

An upright insectile creature treads the center

of this room, wielding a trident with one of its
two pairs of arms and carrying a large metal
shield. In deep alcoves to the north and south are
immense, crumbling gate arches like the ones you
saw in the ruins inhabited by the goblins and the
drow. Similar alcoves are set in the northeastern
and southeastern corners, but you can'l see what's
in them.

UsING THE ToME

The Tome qu:"un,}frfcrgurJ.: lias extensive lists that corvelate
':ii_g‘iI combinations with nsl‘rnlogy. and the book is Llccip}u'r—
able ll_\' anyone who can read. f:intling the I'Eglﬂ combination
takesa successful DC 20 Intel ligvnn- check. No consequences
exist lor [ailure, soeven a person of ayerage lnl.'t:”tgun.;c can
eventually find the riglit combination, Callingout tl‘ip sicils
requires O consecutive rcmnds nf caru[ul intonation; one
sigil glow-:- after cach round is cumpiulcd, '

Ca”in; out the rig’ﬂ combination without the other
components rcquircd toopen the gale Hn-rrly 111'ing.- a por-
tiom of the A I.L\':‘-:‘ to the Material Plane far 1d6 rounds. The
intoner mustcanlinue o chant to I:uup the :\I)yss malerial-
ized for that time, as Gashkarr does in the next scene. The
contents of the materialized A l}_\_'e‘-a‘ function as the hezrou
in A20 does, but Gaghkarr just gets lucky when the hezrou
materializes, The -.snl_\-’ constant is that any creature I-(I_II'L‘L'lI
to materialize 1_1_\' theintonation is nothostile to theintoner,
and il returns to the r\}myerc after 1d6 ronnde.

Qf all the items in this adventure series, the Tonie Uf
Sfaug»’ricrgmu’c is the most difficult to clusl'my. Since the
minor artifact contains the workings of Slaughtergardes
gates to the A 11)',4,:, gmu[ characters will want todo so. How
||u')-r musl go .llmu_l thal task.is another slory—one far Vou

tordevise.

The vaulted ceiling is at least 100 feet high. Iron
spival staiveases ascend to a lit balcony high on the
eastern wall.

MezzoLoTH CR6
MM3 201

hp 95 (10 HD); DR 10/good

NE Medium outsider (evil, extraplanar, yugoloth)

Init +5; Senses darkvision 60 ft.; Listen +13, Spot +13

Languages Abyssal, Draconic, Infernal, telepathy 100 ft.

AC 21, touch 11, flat-footed 20

Immune acid, poison

Resist cold 10, electricity 10, fire 10; SR 22
Fort +12, Ref +8, Will +7

Speed 40 ft. (8 squares)
Melee +1 trident +15/+10 (1d8+4/19-20) or
Melee 2 claws with produce flame +13 each (1d4+3 plus
1d6+5 fire)
Ranged +1 trident +13 (1d8+4/19-20) or
Ranged produce flame +11 touch (1d6+5 fire)
Base Atk +10; Grp +13
Atk Options aligned strike, Power Attack
Special Actions summon yugoloth
Spell-Like Abilities (CL 10th):
At will—cause fear (DC 13), darkness, desecrate, produce
flame, see invisibility
2/day—cloudkill (DC17), dispel magic, greater teleport
(CL 14th, self plus 50 Ib.)

Abilities Str 16, Dex 12, Con 21, Int 7, Wis 10, Cha 14

Feats Improved Critical (trident), Improved Initiative, Power
Attack, Weapon Focus (trident)

Skills Hide +12, Intimidate +15, Knowledge (the planes) +11,
Listen +13, Move Silently +12, Spot +13

Possessions heavy steel shield, +1 trident, Slaughtergarde
medallion (eye)

Aligned Strike (Su) A mezzoloth's natural attacks and any
weapon it wields are considered evil-aligned for the
purpose of avercoming damage reduction.

Summon Yugoloth (Sp) A mezzoloth can summon another
mezzoloth once per day with a 40% chance of success.
The new mezzoloth arrives the same round and serves
for up to an hour. It cannot use its summon ability
during that hour. This ability is the equivalent of a 3rd
level spell.

TACTICS

Since it's immune to poison, the mezzoloth centers clowd-
kill on itself first, filling a 20-foot-radius spread with gas
that obscures all sight beyond 5 feetand provides conceal-
., ment within 5 feet (20% miss chance). It's willing to take
the miss chance because those within the cloud take 1d4
points of Constirution damage (Fortitude DC 17 half). (If
a PC is lower than 6th level, the save prevents death, and
that character rake 1d4 points of Constitution damage per
round.) The cloud lasts for 10 minutes, and it moves away



form the mezzoloth at 10 feet per round, but it can't climb Intelligence check to do so. Those who are 6th level or

stairs or sink into warer. The mezzoloth moves with the higher are immune to the ability.

cloud. 1f the PCs manage to deal with the doudkill, the [f the mezzoloth has 10 hit points or fewer remaining,

mezzoloth can always use grealer feleport to get away, then it casts darkness on its shield (unless it’s still concealed by

cast a second cloudlill to repeat the tactic. cloudkill) and then uses greater teleport to get away. It might
If the mezzoloth is somehow disarmed or elects fo return to Slaughtergarde later if you wish.

throw its +1 trident, it casts produce flame. It then makes

claw attacks or ranged attacks with that spell. Each time “"CONCLUSION

it uses the ranged version, it spends 1 minute of duration. On the third round of the fight, Gashkarr begins chant-
The mezzoloth can use its claws without the extra fire ing while crouching on the balcony. The partially intact
damage provided by produce flame, but it usually just uses gate starts to respond. It takes a DC 15 Listen check for
the spell-like ability again as needed. someone on the floor of the chamber to notice the chant-
Against a party ohviously dripping with protective ing over the battle. A DC 15 Spot check is enough to see
magic, the mezzoloth uses an area dispel magic (30-foot baleful flashes from the gate.
radius, 1d20 + 10 against 11 + caster level, eliminate up to While Gashkarr doesn't have the gate working, the Tome
one spell per creature or object, eliminate ongoing spells). of Slaughtergarde can let him briefly transpose a bit of the
It saves the other dispel magic in case it needs to get rid of Abyss onto the Material Plane. That's why he's chanting.
some harmful ongoing spell the PCs caston ir. He keeps chanting until the mezzoloth falls. Encounter
Once in the fight, the mezzoloth might be foolish A20 starts when that happens.

enough to try cause fear against a PC. It has to fail a DC 10

FEATURES OF THE ROoOM L17 and T24. Despite being broken, the gates lmyu fRRE

The roont has the following features. auras il viewed using detect magie (DC 24 Spelleralt check
lumination: Fire beetle cages; 10 fepl ol ]11‘i,~j]1{ illumi- to determine it's conjuration). _
nalian; 10 oy b A e i“uminaliun. The -_:fi.lnl-riru beetlcs Spira] Staircases: |t ta]au_':' 2 squares of movementtoascend
Ao AL (MM 285) .1r1|;lvdnci1u. 3 cach square. Creatures running down the stairs must succeed
ona DC 10 Balance check, ending their mévement 1d2x5
feet later if ll‘u_'_\r fail. Those that fail I’I_\«" 5 or more fall proue

and take 1d6 points of damagv al IIIL' end of thal movement.

Ceiling: The cc.i!il‘l_: here is 100 feet I1ig11, bul the -L'[-iliug'
of the balcony is only 10 fect high.

Burnished Copper Doors: Sce Al8: = i) Sk i
Nl latact Gato: Che dalein N orE g e lerialeave [he DC of Tumble checks increases ||_y.:.‘. Creatures dain
isn'bas :'|.-1|n.lgl-1[ as the other anes, and the anolls or the PCs a+1 honus on melec attack rolls against foes below them on
mi_g]ll gabit working, To do s0: the stairs.

Balcony: Gashkarr, the anoll warchief, is up here studying

* Bomeone must rcp]m‘c the missing :‘-igil, cither with the

r . - (T, - 4 Tl o] M v 11 . - r
copy the derro made in A16 or with a picce taken from the _tlu' T“f”" "fb’:‘“‘!?‘i”"-"‘i"“"jt‘- F Lscan tsee him yet. l 1:“ I-‘ﬂlu_'”_\
date in T24. It takes a DC 10 Craft (masonry) check to (it i« 90 feet above the chamber floor and has no railing. A fall

|_-]1L. ;f}.],h into |1L"u‘c. . |.1'("I‘r‘l t]w top I.ll..’('l[S QJ(’] ]minl:: ol Llam-‘lgs-.

. ,r\ H |-Urcc n\!- guull, Inll:lul Jlll.] l'u\-‘rl'r‘.ul.l" must

Ill' [n':m,jtll inla 1.|u= \'il'.ill“.ll' |]1I 1.'|!L' g_‘ntu. T!'I.ia‘ i= '.I'IL‘
purpose ol the Ark uf the Resuraent Mowntarm. [f
the ark isn't available, _\_‘_\‘\‘tl-nhg‘.‘lh.‘\.l clerie or
}‘mlnllin can lw En‘nu;}ﬂ, lmuml a.n(] ga_ﬁgcd, before
the gate.

* Finally, someone on either side of the gate
must call out the correat combination of :‘i-gi]s‘
This combination L'Imngu_-' constantly, haged on
the alignment of the stars. See the sidebar on
the Tome e}'.S .mg;‘r!fn'_ghmlfc.

Onee the conditions have been met and the
:‘ui;il combination is :_‘.'_nnplulu, the dale opens
hetween the ;\']nlt-riul Plane and the r\l]_\'s:‘-. It

remains open in one direction or l'mtl'l, as the

intoner of the sir,_‘iis choozes, for 1 minute.
Shattered Gates; The other gates areir-

i‘f.:h‘ic\-'aI)ly ruined, _l_}1t-}"r‘= similar ta dalesin

One square = 5 [eel




THE WarcHiEF

Encounter Level 9

SETUP

This encounter starts as soon as the PCs finish fighting
the mezzoloth. On initiative count 0, Gashkarr (G} Ain-
ishes his intoning and extrudes a small part of the Abyss

through the intact gate. The intent of the initial part of

the encounter is to scare the players. When the PCs see
the hezrou (H), a DC 21 Knowledge (the planes) check is
sufficient to identify the creature as a fiend that is very
powerful compared ro the characters. The players should
then know theircharacters are overmatched, and if they're
smart enough to act on their observations, they won't con-
tinue to engage the hezrou.

After the mezzoloth falls or flees, read:

“If you can't go to the Abyss, by Yeenoghu, bring the
Abyss to you!” bellows a powerfully built gnoll who
suddenly stands up atop the castern balcony, ending
his rant with a howl of diaboli hm.s}hhl_ Then he
begins chanting as he ducks down again.

Before you can react, the remaining sigils on
the northeastern gate flash briefly. A blast of fetid
and hot wind slams into you, carrying on it the
screams of the tormented. In a wavelike mass, a
vast pile of skulls crashes through the gate. The
sleulls spill across a large portion of the raom,
many crumbling to dust as the v tumble. Amid
all the skulls lurches @ massive toadlike creature
that has wicked spines running down tts back. It
rumbles and growls, turning its awful gaze on you
as it extends its clawed frm,u» A ”id\l ring bubble
of translucent energy surrounds it and the skulls,
and a tendril of the same energy extends back into
the center of the gate.

TACTICS

Gashkarr has to chant to keep the hezrou on the Material
Plane, and he takes cover deeper on the balcony so the
PCs no longer have line of sight on him from the floor.
His summoning fails after 4 rounds anyway.

The hezrou is actually still partly on the Abyss; it can't
move beyond the squares that have skulls in them. Ini-
tially, skulls cover every square within 8 squares of the
northeastern gate. On initiative count 0 during every
round after the hezrou appears, the skulls move back 10

Hezrou CR 11

MM 44

hp 138 (10 HD); DR 10/good

CE Large outsider (chaotic, evil, extraplanar, tanar'ri)
Init +0; Senses darkvision 60 ft.; Listen +23, Spot +23
Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 23, touch 9, flat-footed 23
Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 19
Fort +16, Ref +7, Will +9

Speed 30 f1. (6 squares)

Melee bite +14 (4d4+5) and

2 claws +9 each (1d8+2)

Space 10 ft.; Reach 10 ft.

Base Atlc +10; Grp +19

Atlc Options aligned strike, Blind-Fight, Cleave, improved
grab, Power Attack

Special Actions stench, summon tanar'ri

Spell-Like Abilities (CL 13th):
At will—chaos hammer (DC 18), greater teleport (self

plus 50 |b.), uriholy blight (DC 18)

3/day—blasphemy (DC 21), gaseous form

Abilities Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18

Feats Blind-Fight, Cleave, Power Attack, Toughness

Skills Climb +18, Concentration +22, Hide +13, Escape
Artist +13, Intimidate +17, Listen +23, Move Silently +13,
Search +15, Spellcraft +15, Spot +23, Survival +2
(+4 following tracks), Use Rope +0 (+2 with bindings)

Aligned Strike (Su) A hezrou's natural attacks and any
weapon it wields are considered chaotic-aligned and
evil-aligned for the purpose of overcoming damage
reduction.

Improved Grab (Su) To use this ability, a hezrau must hit
a Medium or smaller opponent with both claws. It can
then attempt to start a grapple as a free action without
provoking an attack of opportunity.

Stench (Ex) 10-ft. radius, all living creatures (besides
demons) must succeed on a DC 24 Fortitude save or
be nauseated as long as they remain in the area and for
1d4 rounds afterward. Creatures that successfully save
are sickened as long as they remain in the area. Those
immune or resistant to poison are similarly resistant to
the stench. Delay poison or neutralize poison removes the
effect from a sickened creature.

Summon Tanar'ri (Sp) A hezrou can summon 4d10 dretches
(MM 42) or another hezrou once per day with a 35%
chance of success. The summoned creatures arrive
in the same round and serve for up to an hour. They
cannot use their summeon abilities during that hour. This
ability is the equivalent of a 4th-level spell.

feet roward the gare. After 4 rounds, the fiend is forced
against the gate and must return to the Abyss along with



GASHKARR, GNOLL WARCHIEF CR9
MM 130

hp 80 (10 HD)

Male gnoll ranger 5/blackguard 3

CE Medium humanoid

Init +2; Senses darkvision 60 ft.; Listen +10, Spot +10
Aura despair

Languages Common, Draconic, Giant, Gnoll

AC 19, touch 12, flat-footed 17
Fort +15, Ref +9, Will +4

Speed 30 ft. (6 squares)

Melee +1 falchion +16/+11 (2d4+10/15-20)

Ranged +1 composite longbow +10[+10/+5 (1d8+7/x3 [plus
poison for 12 shots))

Base Atk +9; Grp +15

Atk Options Cleave, favored enemy humans +4, favored
enemy elves +2, Improved Sunder, paison (Large
scorpion, DC 18, 1d6 Con/1d6 Cor), Power Attack, smite
good 1/day (+2 attack, +3 damage) |

Special Actions rebuke undead 5/day (+4, 2d6+3, 1st)

Combat Gear potion of cure moderate wounds, pation of
shield of faith

Spell-Like Abilities (CL 3rd):
At will—detect good

Abilities Str 22, Dex 14, Con 16, Int 14, Wis 11, Cha 14

SQ wild empathy +7 (+3 magical beasts)

Feats Cleave, Endurance®, Improved Critical (falchion),
Improved Sunder, Power Attack, Rapid Shot”, Track”

Skills Hide +10, Intimidate +8, Knowledge (the planes) +4,
Knowledge (religion) +5, Listen +10, Move Silently +9,
Spot +10, Survival +10

Possessions combat gear plus +1 mithral chainmail, +1
falehion, +1 composite longbow (+6 Str bonus) with 12
poisoned arrows and 20 arrows, gauntlets of ogre power,
Tome of Slaughtergarde, Slaughtergarde medallion (eye)

Aura of Despair (Su) Enemies within 10 feet of Gashkarr
take a —2 penalty on all saves.

the skulls. The skulls crumble into dust when
stepped on.

The hezrou exudes stench and attacks a PC every
round. It casts chaos hamnier or unholy blight if the
PCs refuse to engage it in melee. It's aware its time
isshort, so it doesn't use its summon or blasphemy
abilities. It wants to kill.

Gashkarr arracks the PCs as soon as the hezrou
is gone. He no longer needs to chant. 1 he's still
at range, he fires poisoned arrows at those climb-
ing the stairs. Once melee is joined, Gashkarr
uses Improved Sunder against capable combat-
ants, giving up if a weapon is still intact after
two sunder attempts. He might also try to bull
rush PCs off the balcony,

Gashkarris on the cusp of realizing his evil
dream. He fights until slain, unless you wanr

One Suare

to save him as arecurring villain. In that case, he might be
able to use the fome in a way that allows him to flee through
the gate. He could emerge from the Abyss months or years
later, horribly changed by the demons there.

CONCLUSION

With Gashkarr out of the picture, the PCs control the
armory gate. What they do to or with the ancient gateway
is up to them. Destroying the gate is as easy as removing
and destroying its sigils (each has hardness 10 and 40 hit
points). The Tome of Slaughtergarde is the real problem,
since it contains instructions on how to rebuild and work
the gares.

FEATURES OF THE ROOM

I].I'li_' room I'h'l:' l.]‘ll.' [l.\”t.‘“'i”g [L'i'll.l”'t"‘_;.

Ceiling: The ceiling hereis 100 feel 11ig|1, but the m-iling
of the 11.‘:'(1:[13- i= only 10 feet ]11_9,11.

Spiral Staircases: It takes 2 squares of movement to
ascend cach square. Creatures running down the staivs must
suceeed ona DC 10 Balanee check, ending their movement
1d2%5 feet later if they fail. Those that fail by 5 or more
[ﬂll ]‘1‘01‘“_’ ﬂ]']f.] [ﬂl'\'L‘ lll() I',Ii'lil'll':" Ur i_ldl'llx'lgl_'. al t1'll.' L'Ill.l I_II‘ f.}]ili
movement. The DCof Tumble checks increases 1‘1'\' 5. Urea-
tures gaina +1 bonus on melee attack rolls against foes below
them on the stairs.

Balcon-\': The |!a|cm1_v i= 00 feet Iiigl'i and has no rai“ng,

A fall from the top deals 946 points of (!:ml.‘lgm
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SLAUGHTERGARDE
LABORATORY

The entrance to the Slaughtergarde laboratory is in a
box canyon on Kurkle Ridge. It's a rough opening seem-
ingly hewn from the ground, and signs indicate that it
might have once been a natural fissure or crack in the
earth. Around the opening and above the laboratory, the
atmosphere feels tainted with a hint of otherworldly evil,
which might explain why the goblinoids gathered here
in the first place.

DUNGEON FEATURES

The laboratory complex has several features that remain
similar throughout. Deviations from these norms are noted
in the description of a particular room.

Illumination: Light changes as described in each room.
Halls are unlit excepr by ambient light from other areas.
The goblinoids keep torches lit in various chambers so
they can see color for their work or play.

Ceilings: Ceilingsare 15 feet high. L1, L2,and L13 have
ceilings made of earth and rock shored up with nnmbers.
They might collapse, as derailed in the room descriprions.
L9, L10,and L14 have rocky and irregular ceilings like those
found in any natural cavern. In other areas, the ceilings
are made of smooth gray or gray-green stone. The stress
of Slaughtergarde’s destruction cracked the stone enough
that ir's possible fora skilled climber o climb upside-down
on the ceiling by making a DC 25 Climb check. Ceilings
are unadorned, although smoke stains and srrange scorch
marks appear periodically throughout the laboratory.

Walls: Rooms that have natural ceilings also have natu-
ral rock walls (Climb DC 15). Constructed sections have
walls of finished masonry (Climb DC 20) similar in color
to the ceilings. The walls are usually 1 foor thick (break
DC 35, hardness 8, 90 hit points), but beyond the masonry
is solid dirt or rock, so breaking a hole in a wall rarely
accomplishes anything. A few of the walls are partially
caved in.

Doors: Two significant types of doors exist in the labo-
ratory. Most common are sets of burnished copper doors
engraved to depict leering demonic faces. Carved arches
that look like demonic faces adorn other doorways. These
were once ensorcelled, but their magic didn't survive
Slaughtergarde’s destruction or the long years of the lab's
existence on the Material Plane.

Floors: The unworked chambers, such as L2, have floors
of packed dirt, with occasional clumps of light rubble
or other obstacles. Intact sections of the Slaughtergarde
laboratory have flagstone floors that have weathered
Slaughtergarde’s destruction and transposition into the
Material Plane well.

Lingering Magic: When Mu-Tahn Laa ruled Slaugh-
tergarde, he employed all sorts of dark sorcery to keep his
invading army strong and ready for battle. Most of that
magic faded when Slaughtergarde was rent asunder. One
key bit remains.

While within the Slaughtergarde laboratory, including
the excavated and narural chambers, living creatures don't
need to eat or drink. Appetite and thirst disappear. Such
creatures can consume food and waterif they wish—rtaste
and elimination are normal. 1f creatures leave Slaughter-
garde, they regain their thirst and appetite as if they had
eaten the moment they left the laboratory. They aren't
instantly ravenous and parched.

Animals and vermin, and other creatures that have Intel-
ligence scores of 2 or lower, are driven 1o eat by instinct.
They sometimes consume food or attack prey even though
they don't need to.

ORGANIZATION

*

The goblinoids are bandits, and they're poorly organized.
Theretore, they don't mount an etfective defense of their
home. On a room-by-room basis, they fight effecrively, but
they usually don't come to one another's aid. Obstacles
posed by dangerous creatures and treacherous areas keep
the goblinoids from moving around much. Internecine
fights are common enough that the sounds of battle don't
necessarily arouse suspicion or even curiosiry. The gobli-
noids know thar specrators are ofren drawn into such
conflicrs.

If the players need an extra challenge, or you want the
goblinoids to be more organized, go for it. It's your game,
and you can customize Slaughtergarde as you like. Here
are some ways you can change the adventure to make the
laboratory into a more demanding adventure site.

Add a Patrol: Three goblin scroungers (EL 1) make a
good patrol. The patrol's simple path starts in Le, heads
through L17 and Lts, then turns south all the way to L15.
It then goes west past the entrance through L13 all the
way to L9, then north to Li1. The patrol goes back along
the same path to the beginning. Assume thar the patrol-
lers have mushrooms to hold off the lizard in L13, and they
take their time in L14. If you prefer, the patrol can instead
ignore L15 and leave the complex through L18, reentering
through L1 to patrol L2, L3, L5, L9, and L11.

It's not worth the effort required to track the location of
the patrol at all times. Simply stipulate that the PCs have
a 10% chance of meeting the patrol for every 10 minutes
the characters spend in a room along the patrol path.

1f the patrollers meet the PCs, they attack. 1f they run
across evidence of intrusion, they run back to inform their
leader, the cleric in Lie.

Add More Rooms: If you've got encounters you'd like
to add to the Slaughtergarde laboratory, it's easiest to add
them along the western edge of the map. If you want more
chambers that the goblins excavated themselves, extend
the hallway from L3 west beyond L9, adding whatever
you like. If you want more intact laboratory rooms, con-
nect them to L11 heading west, L15 heading east or south,
or L8 heading north. Areas beyond L& probably have no
goblinoids, since they fear the howler.



“JREACHEROUS JUNNEL

SETUP

Laboratory inhabitants use this steep tunnel as their main
entrance. The tunnel is usually unoccupied, but you might
need to run a battle here if the characters retreat and the
goblins pursue. See the Tunnel in the Features of the

Room section.

When the characters are 60 feet in, warn them that light
is diminishing and establish what light sources they're
carrying, as well as what else they have in hand. Refer the
players to PH 164 if they need to know how good their

lights are. '

The PCs know they're going into danger, so they might
try to be stealthy as they descend through the tunnel. No
monsters are here, but this is a good opportunity for the
players to make Hide and Move Silently checks (basically

to build some tension).

FEATURES OF THE ROoOM

The room has the following features.

Ilamination: Tinhel ehtrance (nnly l_iurin: (!{l_\'liﬁ]l”;
60 va..-|. l.)[‘ Ilri_.itl‘.li i”lllnilmlinll; (618] 1‘”1.‘1 11[ :'-I!.'nln\\'_\‘ ]”lilniim -
tion. Al Ili,‘_‘|1l, the tunnel is dai‘]z, and the PCs need ]igh{
immcdialci_\' if t;n;_v don't have darkvizion.

Ceiling: The ceiling here is 10 feet high.

Tunnel: This tunnel, steeply sloped and littered with

gra vt-l,

it reache

square. Creabures running ar clmrgin_g downhill must sue-
ceed on a DC 15 Balance check, ending their movement
1d2x5 leet later if they fail. Those that fail by & or more
fall prone at the end of that movement, The DC of Tumble
by 3, and the DC of Move Silently checks

incn-.n.-m:— I?\ ) Ureatures gﬂfll <l +l I]Ul‘l'l.'lé oun I'IlL‘l(.'L' ﬂftﬂ.CL‘.

5 i'll’k.["\'_‘: i noereases

rt.\”s adainst {mn: In-].:lw them an the :—'Imi_u'.

Rope: The goblinoids have fastened 200 feet of |:um|mn
rope (2 I‘L].'.‘; DC 23 Strendth check to breal) to the middle of
the tunnel’s floor with eleven pitons. Creatures that grab onto
the rope from any square next to it gain a +2 bonus on Bal-

ance checks and can move at their normal r'r'L'.l.'d up]1i”. A

creatirre must have a free hand to grasp the rope this wav.
ETas] I g

*

Jies lIll\\'ll\\’-’lt’lI Frlllﬂ |E'IL' ‘:'ll]‘!‘dl..’.\.‘ fm' _-’.”U {'L"."t 'L'll'.ltil

EZalt laicw.»‘ 2 sqpuares al movemenl Lo .1:'L'\'IILI cach

The check results don't marter. Guards in L2 at the
bortom of the runnel are used to goblin scroungers coming
and going, so they barely notice the sound of footsteps and
é|:|llering stones. Even a conversation, if it's reasonably
quiet, won't alert the hobgoblins. Sounds in the runnel
echo enough that the guards aren’t able ro tell what Jan-
guage they're hearing,

When the PCs peer down into the tunnel, read:

This 10-foot-wide tunnel descends into the darkness.
Timbers shove up ils walls and ceiling, and loose
stone litters the floor. A long rope has been attached
to the middle of the tunnel floor with pitons every
20 feel or so.

I ¥ALNNODONT
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Encounter Level 2

SETUP

As soon as a PC rounds the corner, describe the room,
but don't show the archer (A). He tries to hide from the
intruders (see Tactics). If the character doesn't peek far
enough around the corner, don't show the alcove or the
ladder yet.

The hobgoblins (H) attack anyone who isn't a member
of their band.

When a PC reaches the end of the tunnel, read:

The tunnel opens into a roughly square chamber
shored up by timbers. Four similar posts hold up the
ceiling. A forch sel in a stonce to the east of the doors
lights the room. Two hobgoblins in heavy armor
lean on the far wall, g mmhm, burnished copper
daors engraved with leering demonic faces. Unlike
the earthen walls in the other pmh of the room, the
walls thal flank the doors are made n_f.;_,m_y—giun
masonry. A hay bale is sel near the eastern wall,
arrows sticking out of it.

If a player asks about the hay, read:

This bale of hay has three arrows sticking sideways
oul of it, their fle Iching pointing west. At least two
others'are on the floor nearby.

TACTICS

The impalers charge the nearest foe, or they move and
attack if they can't charge. They don'ruse the posts for cover
until they see a PC do so (see Posts in the Features of the
Room). Then they grunt (in Common), “Good ideat® They
then fight from a square that has a post if possible.

The hobgoblin archer tries to hide until he hasa chance
to shoot an arrow at someone who isn'r in melee. Shadowy

illumination is required for him ro make a Hide check. If

the torch in this room is the only light source, the alcove
is shadowy. But if the PCs bring a light that sheds bright
illumination on the alcove, he doesn't have the necessary
concealment to hide. He can't effectively hide from char-
acters who have darkvision (PH 164).

2 HOBGOBLIN IMPALERS

CR1/2
MM 153

hp 6 each (1 HD)

Male hobgoblin warrior 1

LE Medium humanoid (goblinoid)

Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Common, Goblin

AC 19, touch 10, flat-footed 19
Fort +4, Ref +1, Will =1

Speed 20 ft. in half-plate (4 squares, run at 3 x speed), base
speed 30 ft.

Melee heavy pick +2 (1d6+1/x4)

Base Atk +1; Grp +2

Abilities Str 13, Dex 13, Con 14, Int 10, Wis 9, Cha 8

Feats Alertness

Skills Hide -7, Listen +2, Move Silently -3, Spot +2

Passessions half-plate armor, heavy wooden shield, heavy
pick

The archer prefers to shoot at foes not engaged in melee.
It he makes melee attacks from the alcove against PCs on
the floor, he getsa +1 bonus on hisattack rolls due to higher
ground. Conversely, the lip of the alcove affords him cover
(+4 to AC, 42 on Reflex saves) against melee attacks from
the ground. :

The archer’s best defense is to take a move action to kick
the ladder away from the alcove. He does that as soon as
he thinks a foe might engage him in melee. Ifa character
is on the ladder, then the archer provokes an attack of
opportunity as he kicks the ladder away.

Picking the kicked ladder up and setting it in place takes
rwo move acrions. Attacking from the ladder causes a PC
to lose his Dexterity bonus to AC, and a climbing charac- -
rer can't use a shield. If the character moves off the ladder
into the alcove, he provokes an attack of opportunity
from the archet for moving from one threatened square
ro another. .

Climbing into the alcove without the ladder takes a DC
5 Climb check. While doing so, a character loses his Dex-
terity bonus ro AC and provokes an attack of opportuniry
from the archer.



HOBGOBLIN ARCHER CR1/2
MM 153
hp 6
Male hobgoblin warrior 1
LE Medium humanoid (goblinoid)
Init +2; Senses darkvision 60 ft.; Listen +0, Spot +0
Languages Common, Goblin

HD 1
AC 17, touch 12, flat-footed 15
Fort +4, Ref +2, Will -1

Speed 20 ft. in breastplate (4 squares), base speed 30 ft.
Melee handaxe +1 (1d6/x3)

Ranged shortbow +4 (1d6/x3)

Base Atk +1; Grp +1

Abilities Str 11, Dex 15, Con 14, Int 10, Wis 9, Cha 8

Feats Weapon Focus (shortbow)

Skills Hide ~1, Listen +0, Move Silently +3, Spot +0
Possessions breastplate, handaxe, sHortbow with 12 arrows

FEATURES OF THE ROOM
The room has the following features.

Hlumination: Torch; 20 feet of brisht illumination; 20
feetiof s]mulow_v illumination. The torcl ison a wall seonce
to the castof the northern doors,

Cl.-iling': The c-.-ihng here e 10 feot Iligll.

HuJ'rlislm'{[-(‘:np[mr Daors: Hardress 5; 60 |:|| cach. Open
soul:llward; varbealihandlesniihob Esides ol hothidnors near
where they meet. The doors are closed but unlocked:
llmy have no latch or lock.

[ the gu}:hns in L3 aren't aware of impumling
L]all-:.!l:-r, a DC 7 Listen check is sullicient to hear the
clink of coinz and the g':illins ||.1|11urin-|,; in: Gablin,
A DC 17 check allows the listener to autua“y hear
what's Iwing said, and those that make such a check
and speak Goblin know the soblins are talking about
the game they're playing.

Posts: Timber posts hold up the center of the
L_‘I'I.}II'II'IHI"F K:i:‘ili”:_;, -‘I\l i.'llﬂl’-‘lL'l(:r an fl\'lnll ill tl“..' same
sgfuare as the post, daining a +2 bonns to Armor
Classand a1 Lonue oo Rellex Eaves(asilitwere
a tree, DMG 3?).

Fach postis AC 4, hardness 5, and 75 hp. If
one post is r.ll.‘r'l.'l'l‘_\’l.’(l. dust and pela!alv-:- fall from
the \'L‘;Iillg. and the remaining timbers creak
nminnnpl_\;, Il a seoond posl falls, every sguare
J(.Iiﬂcmll L .ll\ll ill;'llll[]{l}__‘ a post i= :‘I]Ilil—'\_'l Lo a !:r\
cave-in (DM@ 66). Theroom becomes impassahle
until it’s dug out. Becanse of the risk of [uture

d
'-'ﬂ“"-"inf‘r TI L‘I]:Uﬁ une person an I‘I\'.‘III' to L‘i\.‘r‘ll‘ % ¥

One S

are = 35 foap

CONCLUSION

If a hobgoblin is down to 1 hit point and can arrive at the
copper doors ina single move, that hobgoblin risks attacks
of opportunity to do so. Another move action is required
to open one of the doors, and the hobgoblin then yells for
help at the goblins in L3,

cach 8-foot section of the room. Double the t[iggin;:j Lime il
the excavators don't have picL‘:: or shovels.

Hay Bale: A normal bale of hay is set next to the castern
wall. Six usable arrows and two broken ones are in or near
the I'my bale.

f\rt‘ll(.‘]"'_: 1‘\ ]C('IVL‘: _r\l'l ('IIL'U\"L‘ i:' 5 l—:t_'(.'t up on t]'ll_‘ WL‘:—'tr\:rll

wall= T he Taclice seckion :I.;I.'!il-_-a the ml\'nuiagus ol the nook:

A small ladder makes it easy to climb inko.

Z1I2INNOONE
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Encounter Level 1

SETUP

The goblins here (G) are waiting for some com rades to wake
up and join them on a raid down in the valley. While they
wait, they're amusing themselves with a Three-Dragon
Ante card game.

If the goblin scroungers are aware of the PCs from a
bartle in L2, they're hiding in the corners behind crates
and barrels, as shown on the map. PCs who can see into
the room must make Spot checks opposed by the goblins'
Hide checks. If the PCs don't see the scroungers, the gob-
lins can take one action each before the PCs can react (a
surprise round)—see Tactics. Then roll initiative; each PC
is flat-foored until he acts.

If the goblins aren't expecting danger, they're playing
cards at the round table in the middle of the room. Sneaky
PCs can pit their Move Silently checks against the gob-
lins' Listen checks. If the PCs open the doors without the
scroungers hearing them, the characters are the ones who
receive a surprise round, and the goblins are flat-footed
until they act.

When the PCs open the doors from L2, read:

Torchlight reveals a wide and high chamber of
gray-green stone. Chains and manacles hang from
the walls. A round wooden table surrounded by

four chairs sits in the middle, and copper doors are
set in the northermwall beyond. Painted in red
across those doors is a word of some sort. (The word
painted on the doors is skruun, which is Goblin
for “danger.”)

When the PCs can see the corners, read:

Piled in the corners of the voom are crates and
burlap bags, some of them marked with the same
moon-and- \hm}( sigil you saw on the Sumberton
city pennants. To the east and west are passages; the
arches over them:are fashioned to look like demons’
AL'ITPFH.‘E; s,

3 GOBLIN SCROUNGERS CR1/3
MM 133
hp 5 each (1 HD)
Male goblin warrior 1
NE Small humanoid (goblinoid)
Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Goblin

AC 15, touch 12, flat-footed 14
Fort +3, Ref +1, Will -1

Speed 30 ft. (6 squares)

Melee short sword +2 (1d4/19-20)
Ranged javelin +3 ranged (1d4)
Base Atk +1; Grp -3

Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6

Feats Alertness

Skills Hide +5, Listen +2, Move Silently +5, Spot +2

Possessions studded leather armor, short sword, 3 javelins
One of the goblins has a card (the druid) hidden in his
sleeve (Search DC 11 to find). Another goblin has the
key that opens footlocker 2 in L7.

When the PCs sce the goblins read:

These goblins wear mismatched pieces of leather,
and they carry javelins and notchéd short swords.
(Describe whether the goblins are attacking,
hiding, or playing cards.)

TACTICS

If the PCs surprise the goblins, the scroungers fight how-
ever they're forced to, ganging up on a single opponent
to gain flanking bonuses if possible. They like to rarger
whoever dealr them the most damage in the previous:
round, but they have a slight preference for taking out
other Small characters.

If they hid and remain unseen, the goblins wair until
they think everyone's in the room before throwing their
javelins from the cover of their hiding places (see Con-
tainers in the Features of the Room). They keep throwing
javelins until the characters engage them in melee,
then they fighr much as they would have had they been
sulprised_



Fearures or THE RooMm

The raom has the (o“u.u\'in; features.

{”lllllillﬂ“llll: T:n'rh,' 20 l':;-{_'[ :r[ ]Jr'r_-__‘lﬂ '||]n|nin.'1i 1on; 20
[eet of _-'Imclnwy illumination. The torch is on a wall sconce
to the west of the northern doors. k

Burnished Copper Doors (both sete): Hardness 5; 60
|1]| cach. Open couthward; vertical handles on both sides
l‘J- I]l F{I'| (1\?\”'." near “']".'FR‘ 1 I”».."\" !'I'Il!l.‘!. “I‘FIL‘ l[lfl TS are t-l'_ifR'L]
lml Llnlucj:ul; t|1c)' im\-‘r no latch or Inc]:.

Northern Doors: Since lllcy haven't disarmed the trap
in L4, the cobline pa'n_ilvnl the warning and barred these
doors. A woaden bar iz threaded L]:rwu;il the handles on
the southern side. [t takes a move action ta remove the
bar I.[Irmn the south un[}'] ora DC 25 ,_"““ll'k'llglll checl to
breal: the bar.

Demon: Arches: Thetarches over the castern and
western exits are caryed to look like the faces and apen
mouths of Fan_._:ul demons. Tln-_v look dan;:urnu.:, but
they're harmless. .

Chains: On the walls of this room are cight pairs of
dark ivon manacles attached to rings driven into the
stone. All have Im.-:ps fora p:u”m'l\-. but naneare actu-
a“_\' im‘km‘l. Mozt are .1H.u'.|m[! .|[mul 7 leet up the \\-.:”,

Immi'lih: l.!m\'n el‘lum_‘_l‘l tor .\lu(Iium creatures. But [IIL'

ones on l]:c suul}acrn wn” arc scp_nraictl more l\'itlc!)f gef

and are attached 11 feet up the wall.

The chains are 8 feet long, and cach link has hardness 10
and 8 hp, A DC 26 Strength check is required to burst
then.

Containers: The lmrrc]s, S.‘l\‘l{é, and erates in the corners
are piled high enough to provide cover (44 to AC, +2 on
Reflex saves) for Small creatures. The squares they occupy
vosl 2 squarcs of movement to enter,

.I.IJ rec III. { EH' m i.‘*'.‘:i T'I_h: L‘I'I I.'Cﬂ e (:i 4] i II.I vrates are IlL'l'(.', I..Eﬂc]\
contains spives and \\-1:i5§|1:~ 30 pounds—a DC 20 Appraise
check is sufficient to tell the spices are worth 20 dp per
pl‘l!nd.

The other containers hold mundane trade soods, including
w]wai In;-rrio_-‘_, c]cst]t. [uallwrs, lui:accr:, raw copper ore, .'m:]
the like. 1f the PCs want to take any or all of it, they need a
wagoir. l” L F}illg iIlL’ L'-l'll'll.ail'lL'l':; I_'L“'I'Ii\l'i:‘t' l'll'!l."lll 8(][’ pl"l.] ﬂd:;
n}. fl‘(n.]u \_;m'rr.lr wonrd || () g

Table: The tablois ,;'u]}|in—.4iyml —about 2 feet tall. Squ.lrus
that include the table cost 2 Sqjuares of niovement to enter.
A Greature can jump atop the table, gaining a +1 honus on
melee attack rolle against those on the floor. Doing o ie

automatic for someone who takes a move action from any of

the table's squares, or it can he doneas partof a Im’gul' maove
action witha DC 16 Jump x‘iux']c{”(__' 8 with a 20-foot run-

ning start).

()I'Iu -‘:‘lll-lr@ o= 5 }_L.c! —— ¥ - i

Atop it are a fine -r]n"co-l'.‘rn;nn Ante deck (10 £p) and
150 =p. The deck has sisty-nine cards, each painted with a
representation of a dragon, dragon Jcit_\‘. or mortal—the
seventieth card iz in a goblin's sleeve. PCs recognize the deck
as a popular gaml)ling game in which p]n}rvrs p[a_\' cards to
win each round stakes and uilima[ul'\' amass the Iargcii
]]l'lsll‘l!. .[.]ll’.‘;l‘ (‘\II'LI." \\'l‘f'l‘[l'l ||]A|ll(‘ ])_\‘ _g:t'lil|‘|||.", l|l[| il..l* 1‘!.1\"il.!l|‘:-

Built into the floor underneath the tableisa box thal has

the soroungders knew how to |]1d}'.

a stane lid. A DC 15 Search check is enoush to find it. Tt's
Jacked, The key iz long gone, and the lid hasseen some abuse.
A DC 30 Open Lock check is sufficient to open the lid,
\\'I!;L'II 1111:' I!ﬂr([”l‘:‘:' (:"‘ ("[U.I .-;L] I'|E‘. Il]fillL‘ 1:: o il”“i‘lt‘ l‘r r(‘CL‘
!‘I[ill] \\-'lh‘l'l_' |m|'| Hl- [lll‘ I]nx Wils L sl as ‘:h‘lnul.;lﬂcr_.:nrtiu: cxplntJL'Ll.
.-\ :‘-ill_glt' Qm!tl p.‘tLH(u:[.‘ [SU’ §|r:| ||,(llll' (Ji- 1[.‘11'].‘ iromn Iil"‘:; -‘Itnp

the rubble.
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ENCOUNTER L4

)

CYTHE Room

Encounter Level 1

SETUP

When you provide the players a map, don't put the num-
bers shown on your map on the players’ map. Describe
the room, then wait for the PCs to move in. It's important
that you know where the PCs are standing when they’re
dealing with the trap in this chamber.

This area is picrured in the illustration handouts. Show
the illustration when the PCs trigger the trap.

When the PCs open the doors, read:

As the doors open, flame ignifes atop six tiny
copper braziers resting in heles cut into and equal
number of short partitions jutting from the eastern
and western walls of this dusty room. In the
illumination they provide, you see thal youghly
parallel scratches run along four sections of the flooy,
perpendicular to sets of copper doors—aone you
entered through and another across the room. The
ceiling has four dark slots cut into it along matching
paths. You can't see into the slots, which are about 3
inches wide and run the length of the room.

SCYTHE TRAP

The trap triggers when someone steps into the room. When
that happens, roll 1d4 three times and compare the result-
ing numbers to those on the map. Scythe blades drop out
of the slots in the indicated columns and sweep threugh
those columns.

The scythes sweep from north to south. If two or more
PCs are in the path of the same scythe, then the scythe
atracks the first one normally. If the first character takes
damage, PCs farther down that path gain a +4 bonus to
Armor Class. The northernmost character soaked up
some of rhe scyrhe's momentum, providing cover to the
others.

Ifthe same number comes up twice or three times, then
just send the scythe along that path once. For example,
if all the dice come up 1, a single scythe swings through
the three squares along the western wall—the Lolumn of
squares marked with a 1.

Each square of the floor is a pressure plate that can
acrivate the trap independently,and each plate resets auto-
marically when weight is taken off it. If a PC steps into
the room and triggers the trap, that square won't trigger
the trap again until the character steps out of that square
and someone steps back into it. However, the trap can't be
triggered more than once per round.

Scything Blade Trap: CR 1; mechanical; location trig-
ger; automatic reset; Atk +8 melee (1d8/x3); Search DC 21,
Disable Device DC 20.

BEATING THE TRAP

The PCs have lots of options at their disposal to foil the
trap.

Disable Device: Someone that knows this skill can
use materials from L3 to improvise shims to place in
the cracks in the floor masonry. That keeps the pressure
plates beneath the floor from activating. One check rakes
2d4 rounds and is sufficient to disarm the triggers along
a single path to the northern doors.

Lucking Out: The PCs might just decide to brave the
blades. Thisisn't too risky except that the northern doors
are barred from the other side, so the'characters have to
break them open.

Ceiling Slots: A permanent image of black clouds blocks
the PCs' view of the scythe mechanism, and simply poking
up into the slots won't damage the machinery. The slots
have a moderate aura if viewed using detect magic (DC 21
Spelleratt check to determine it's illusion).

Attacking Scythes: If PCs want to attack the scythes
when the blades swoop down, they can ready an action to
do so. Those that do can make a single attack against one
scythe whoqe path takes it adjacent to that PC. The scythes
have AC 8, hardness 10, and 5 hit points.

Blockmg Scythes: The PCs can scrounge debris to
place the path of a scythe. This is trickier than it sounds,
because the scythes don'rarc downward along exactly the
same path each time, as the scratches on the floor demon-
strate. It rakes abour 400 pounds of solid material to catch
a scythe, preventing it from continuing along its path or
retracting back into the ceiling. If the PCs g gather all the
contents of L3, they've gor enough to block two scythes
in this way.




Bypass Switch: Behind a concealed panel (Search DC
25) to the west of the northern doors is 2 simple lever in
the up position. If it's moved to the down position, all the
floor triggers are disabled. The PCs need to find the switch,
and they must open the panel to flip the lever.

CONCLUSION

[f the PCs set off this trap, the hobgoblins in Lé hear it,
and it might awaken the goblins in L7 (Listen DC 16;
Listen +2), but anyone who hears just continues to listen.
Subsequently breaking open the northern doors in this
room alerts goblinoids that are awake, and they prepare for

FEATURES OF THE ROOM

_!-PIL' rerom Ih'l:: |I'IL'. Fl.!”l_l'.\'hlg [L'i]] ALLES

Hlamination: [ either set of doors is u[!ullud, the cqui\-‘a]c:nt‘
ofa continual flame spell springs forth from each of the six tiny
copper hraziers set into the wall partitions, filling the room
with bright lisht. Each brazier has a faint aura if viewed using
detect magre (DC 16 L":[_w”craft check to determine it's evaca-
tion), bul it ceases to function if removed [rom its resling
place. The braziers can uasil_\' b pil:L-utl up, and each piece of
ancienl llf-‘l“r’lildll:-’ltip isworth 50 gp to a collector.

Partitions: Thewall partitions that contain the braziers
are 6 inches thick and about 2 [ect wide. They don’t hamper
mavement or pr(‘\'inlc cover from the :‘L‘.\f'll'li.':i.

Dust: A DC 10 Scarch check reveals that the dust near
the door has heendisturhed and that the center two seratches
11.‘1\*1* fl l)!'uwn stain near llurﬂj_. ,‘\ c]mractur can ma.]cc IIHS
check frony the }‘m”way.

Someone that has the Track feat can learn even more 1)}'
makinga DC 20 Survival check. A Small humanoid wearing
boots tooka few stepsinto the room; was knocked prone, and
was then Jlragg‘cd back out the southern doors !1_v its feet,

The tracker’s assessment is accurate. Foun Ju_\-:s agn, one
nl- | Iu- gnlllill.-' COTTe 1 ol (!.l re,; was Flicull to rinns l)}’ |.'|!L':
trap, and was llm,_z-gurl out ]1)’ his heels.

Pmrni:‘l]ucl Cnppur Doors (lmlll sels): {'lardncs:-‘. 5; 60
hp each. Vertical handles on both sides of both doors near
where l]w_\' meet. The doors are closed and unlocked; l]wy
Im\'u no |ntc]1 ar Iucl{. l\ui t]lc_\-' are Lnrrcti (see }wh.n\'j,

Soathern Daars: Open southward. 1 the PCs enter [rom
the north without lmving ni_:uum! oruntharred these diors
\\'|1.|]lf in [,'3, a4 Wi HlLIL‘H Iml is ||ll'|'.'||.|ml ii‘l 1‘0!.1;‘]1 f;]‘l\‘ l‘ml‘lt“u.:i

o the southern side. Tt takes a move action to remove the

battle. If the goblins in L7 didn't awaken to the sounds of
the trap, they do when the northern doors break open.

It takes the goblins in L7 6 rounds to ready for a fight—s3
rounds to don armor hastily and | round to ready their
weapons. If they wait more than a few minutes for intrud-
ers to show up, they spend another 5 rounds donning their
armor properly.

()m_-

Square = 35 [oq

bar (From the south nll|y} oraDC 25 Slrungtll b i bt
the bar.

Northers: Doors: C‘}wn nnl‘{li\\'drzl, A waoden l)m' isthreaded
I.ln'mnglx the handles on the northern side. It takes a move
action to remove the bar (From the north onl_\f} ora DC 25
Strunglh check to break the bar.

A DC 13 Listen check is sufficient to hear occasional
murmuring from the l‘ml)gnmins in LO. 1 the listener ::pL'aIic-_:
(.‘!c.\l\]in, that character lllig}l' hearsnalchts phaconversation
.‘Il)-.ll.ll Arrows Il_\.' r.l“;ng A 23 o ITi!-_"Ilul' on lln-‘ L[WL'.L‘. 'l']u.-
|Iuilg:!1}|ill.~'~ in L6 are [letching in their spare time.

Scratches: The scratches are about a qunr{cl'-incli [I(:cp
at their deepest. No individual scratch runs the entire length
of the floor; most are between 5 feet and 10 feet long.
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ENCOUNTER L5

R

()m.: squar

BArrACKS

Encounter Level 2

SETUP

The goblins (G) are both distracted— one is sorting through
goods, and the other is rolling dice—and they assume
battle sounds are results of their comrades’ mischief. Once
the party is at the bottom of the stairs from L3 or the far
side of the bridge in L9, each goblin makes a Listen check
every round against the PCs' Move Silently checks +5, The
goblin that is rolling dice can make a Spot check each
round against the PCs' Hide checks, but he sees anyone
carryingalight. In either case, DCs for the goblins increase
by 1 per 10 feet of distance from the characters.

When the PCs can see into the room, read:
Lit by a gently flickering tovch, the nearby chamber
is indeterminately wide from your vantage. You
can see a heavily armored goblin. He's crouched,
and he’s picking up something and dropping it on
the floor in front of him neara battleaxe. (If the
PCs continue to watch, tell the players that he's
rolling dice.)

When the PCs reach a doorway, read:

Similarly armed, another goblin stands near crates
and barvels on the southern wall. A row of four
triple-bunk beds lines the northern wall.

¢ = 5 [ecl

2 GoBLIN TROOPERS CR1
MM 133

hp 12 each (1 HD)

Male goblin fighter 1

NE Small humanoid (goblinoid)

Init +2: Senses darkvision 60 ft.; Listen +4, Spot +4

Languages Gablin

AC 19, touch 11, flat-footed 19
Fort +4, Ref +2, Will +1

Speed 20 ft. in half-plate (4 squares, run at 3 x speed), ase
speed 30 ft.

Melee battleaxe +4 (1d6+1/x3)

Base Atk +1; Grp -2

Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6

Feats Alertness, Weapon Focus® (battleaxe)

Skills Hide -1, Listen +4, Move Silently -1, Spot +4

Possessions half-plate armor, light steel shield, battleaxe
(one has dice)

CONCLUSION

Lf either goblin is reduced to 1 hit point, he flees into L9
and then L11, All the remaining troopers make a stand
in LI1.

FEATURES OF THE ROOM
The room has the Fu”m\'ing features.

|]lumin.1l;iun:'|lm:11; 20 fuul'ni- l]rigiﬂ i”LIIlliFthl!ll; 20
feet of silatlm\'y laminationadhe toreh isonawalllscanes
to the north of the eastern .u'rin\-.:_\n

Demon Arch: The arch over the castern doorway is carved
to look like the face and open mouth of a Jlt‘l”‘_:l;'(.l demon.

Bunk Beds: Most members of the gang sleep here. These
bheds are a undersized for Medium ereatures and roomy for
Sma” ONES, Mudium creatures musl :'|l|.'!1|.1 a4 nove l"ll_'i.Ellll Lo
crnw] (6] fw.-l I:l‘lruu,._.,*-li hed squares, |lrn\'n]‘-in_§_:' .1H.n-lé.- ui. ap-
portunity for :Ining so. Small creatures can wall:.

Containers: [Lcosts 2 squares of movement to enter a square
where the Imrml:‘, sacks, and crates are pilt‘tl m Llis-nrl'a‘\‘.

One open box contains two shovelsand two pic]c.—‘. A small
stronghox that has a broken padlock on it holds 225 gp.
Three of the missing Chicane Guild crates are also here.
Each contains spices ill!l_lJ wcigl'a:' 30 pounds—a DC 20 Ap-
praise checl is ElI”.iL‘iL‘pt to tell the spices are worth 20 ap
per |_1uum]. In 1.‘.)_tal, all the other containers comprise about
500 pmlll(ls of trade _»_‘:.u\!].-'. worth unl'\f 50 gp.
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2 HOBGOBLIN IMPALERS

CONCLUSION

Encounter Level 1 ;

SETUP

Abartle in L7, L8, or L17, or the sound of a breaking doorin
L4, alerts the hobgoblin impalers (H). Otherwise, they're
sitring 10 feer from the closed doors, increasing their
Listen DCs for hearing sounds from beyond those doors
by 6. Goblins in L7 might become involved in this fight
{(see Conclusion).

When the PCs can see the room,read:

Two hobgoblins, each wearing half-plate and
carrying a shield and pick, occupy this torchlit voom.
A table here has a stool at either end, as well asa
pile of arrows alop it. Unusual fools are mounted

on the walls, a bloodstain running from each to the
floor. Channels avound the edges of the room lead to
a-drain in the center. A railed balcony overlooks the
northwestern corner, explaining the high ceiling.

CR1/2
MM 153

hp 6 each (1 HD)

Male hobgoblin warrior 1

LE Medium humanoid (goblinoid)

Init +1; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Common, Goblin

AC 19, touch 10, flat-footed 19

Fort +4, Ref 1, Will -1

Speed 20 ft. in half-plate (4 squares, run at 3 % speed), base
speed 30 ft.

Melee heavy pick +2 (1d6+1/<4)

Base Atk +1; Grp +2

Abilities Str 13, Dex 13, Con 14, Int 10; Wis 9, Cha 8

Feats Alertness

Skills Hide -7, Listen +2, Move Silently -3, Spot +2
(one has Hide —8 and Craft [fletching] +1)

Possessions half-plate armor, heavy wooden shield,
heavy pick

If a battle occurs here, the goblins in L7 wake
and ready for barttle. It takes them 6 rounds ro do
that—s5 rounds to don armor hastily and 1 round
to ready their weapons. Once they're ready, they
throw javelins from the balcony.

One Squ

(OreraTinG Room

FEATURES OF THE ROOM

The room has the following leatures,

. Hlumination: Torch; 20 feet ul-IJ}‘i_}‘_!Ill illumination; 20
feet of shadowy illumination, The torch is on a wall sconece
on the eastern wall, just south of the stairs.

Ceiling: The ceiling here is 25 feet high.

Burnished Copper Doors: Hardness 5; 60 Im each:
Opuu cnst\\‘artl; \‘t'rii-_'al me“u:- on hoth sides ol hoth doors
near wi]t‘.l'l' ”u_'_\' el TI!L’ l.'llH'lT:: are L'E(?E'L'li ]‘.H.I‘( lll1|\.)u]\'cll
[iu-y have no lateh orlock.

Balcony: The balcony is 10 feet high and Il_s‘l.-‘ a sturdy
wooden railing. A fall from the top deals 1d6 points of
tlamagc. DC 20 Clim]r c}n-clcs are rf:c[uirczj to scale tlw walI;
DC 15.in the northwestern corner.

Sl‘f:t‘p Stairs: It takes 2 s(uares ol movement Lo ascend
cach square. Urealures running or c]mru_jing down steep stairs
must succeed ona DE 10 Balance CI‘lL‘L‘E:, umlin,ui tl!n."lr move-
menl |ij2>(5 [\'ul Iﬂlm‘ lr l}lf:)' [(‘li]. TI'I\\:-Z{: tl‘li‘l[ FMI I‘l}" C—‘ ar
more fall prone and take 1d6 points of dm\m;u at thetend
of that movement. The DC of Tumble checks inereases by
8. Creatures gdain a +1 honus on melee attack rolls againsl
foes below them on the stairs.

Table: A cveature can jimp onlo the I..il![u, but the table
brealks il someane does (DC 15 Reflex save or fall prone).
Jumping this way i= automatic as a move ‘attion-From an
adjacent square, or it can be done as part of a larger move
action witha DC 24 Jump check.

.\lup f.lw l'aHu.- are a Illlll(l!"l_'ll l'u'm'I jonal arrows.

Demonic Instruments: Mounted on the walls are lh ree
::x.'alpui::, [uur 11.1gg1-t'5, two [m'ceps, and three Iigilt Imm mers,
All are masterwork, but the scalpels (250 gp each) and
forceps (180 gp each) aren't weapons.

These 1111|1[0111ci1t.= seepa few (lrnps of blood cach hour,
s0 the goblinoids think tllc_\"l'c cursed. fviewed using detect
magic, each has a faint aura (DC 20 Spelleralt check to de-

lermine its conjuration).

are = 5 rl‘.’t.'t
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BAaLcony

Encounter Level 1 i s Bt e
FEATURES OF THE RoOM

SETUP The room has the .|:n|Inwin;.{luatu.res. . .

; [Humination: Shadowy illumination from the torch in

The gl}biil‘lﬁ here (G) are Sli;‘cping. Their statistics assume 1.6, It's davk if that torch is out. Darkness I.wr\'m{t.‘s the

they donned their armor hastily after being awakened by northwestern corner of this room rug.nrt“u::r- ol that torch.

anearby disturbance, but initial parenthetical values show R heill(op ner Dosre:iLlar dneeara: 00 hpleaal:

the same statistics if the gublins had PICnty of time. Open castward; vertical handles on both sides of hoth daors

An exceptionally stealthy party might surprise the gob- near where they meet. The doors are closed hut unlocked;
lins in their sleep. In this case, the goblins aren't wearing they have no latch or lock.

armor (use unarmored AC). They surrender and acquiesce Balconies: Its a 10-foot drop (1d6 points of damage)

to reasonable demands. down into L& and L6, DC 20 Clith checks are ruquirctl ta

climh tluwn; DC 13 in anather room's corner.
When the PCs can see onto the balcony, read: The !'.1i|i|1,:_' provides a2 circumstance bonus on the

Slruugth check to resizt l‘u’ing‘ bull rushed off the }mlcnny
(PH 154). Creatures puched off the balcony breal the railing
for that 5-fool square,

Footlockers: The footlockers are all locked (Open Lack
DC 15). ‘I-llu_\' oanhehashed open (hardness 5 20 11]1}, but

A dozen simple bedrolls are spread on the floor.
Wooden rails guard balconies to the northwest and
southeast. Four small footlockers are here as well.
(Add the goblins, sleeping or otherwise, if
[1‘](‘)"1'@ still here.) r.{uillg so to loatlocker 3 ruins the p!.ﬂu inside.

Footlocker I: Goblin clothing and an ivory [igurimn

3 GOBLIN SCROUNGERS CR1/3 (50 gp).
MM 133 Footlocker 2: Goblin clothing, opal garrings (100 ap);
hp 5 each (1 HD) and 12 gp. )
Male goblin warrior 1 Footlocker 3: Goblin clothing and a parcelain plate
NE Small humanoid (goblinoid) (350 gp).
Ini+1; Sansas darlo/ision 50,1t Listan +2, Spot Faotlocker 4: Gablin clothing and 33 dp. This lockers

Languages Goblin

AC 14 (15, 12 unarmored), touch 12, flat-footed 13
(14, 11 unarmored)

Fort +3, Ref +1, Will -1

Speed 30 ft. (6 squares)

Melee short sword +2 (1d4/19-20)

Ranged javelin +3 ranged (1d4)

Base Atk +1; Grp -3

Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6

Feats Alertness

Skills Hide +4 (+5, +6 unarmored), Listen +2, Move
Silently +4 (45, +6 unarmored), Spot +2

Possessions studded leather armor, short sword, 3
javelins {one has a key to footlocker 1)

TACTICS
The goblins prefer to throw javelins from the balcony.
If forced into melee, they flank enemies to bring down
one at a time. They avoid putting their backs to the
balconies' railing while fighting,

CONCLUSION

If a battle occurs here, the hobgoblins in Lé hear
it il theyre still alive, and they join the battle
immediately.

owner is notin the cnn‘lp]u,\;.

One s(uare
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Howier Jrar

Encounter Level 3 .

SETUP

If the PCs are carrying a light or the howler (H) becomes
aware of them, itattacks, howling as it goes. The goblins in
L7 might become involved in this fight (see Conclusion).

This areais pictured in the illustration handouts. Show
the illustration whenithe howler attacks.

When the PCs can see most of the room, read:

This immense chamber's floor is inscribed with

a mazelike pattern, the lines of which glow
purple. A large doglike monster that hias a mane
of long quills paces in the center of the pattern.
Overlooking the southeastern portion of the room
is a railed balcony.

TACTICS

When the howler moves, the center point ot its miniature
must follow the path of the howler trap on the map exactly.
Constrained by the pattern, the howler tries to maneuver
so it's adjacent to as many PCs as possible. 1f the PCs retreat
and use ranged weapons, the howler flees as far as it can.

CONCLUSION

1f a battle accurs here, the hobgoblins in L6 are alerted,
and the goblins in L7 wake and ready for battle. It takes
them 5 rounds to don armor hastily and 1 round to ready
their weapons. Once they're ready, they throw javelins at
PCs here,

HowLER CR3
MM 154
hp 39 (6 HD)
CE Large outsider (chaotic, evil, extraplanar)
Init +7; Senses darkvision 60 ft.; Listen +13, Spat +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 (1d6+2 plus quills)
Base Atk +6; Grp +15

Special Actions howl (free action)

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

Quills (Ex) Those hit by quills must succeed on a DC
16 Reflex save or a quill sticks in the victim's flesh,
imposing a -1 penalty on attacks, saves, and checks per
quill. A DC 20 Heal check removes the quill without it
dealing another 1d6 points of damage as it's removed.
Howl (Ex) 1 point of Wis damage (Will DC 12 negates) if
heard for an hour or longer. Save required each hour.

FEATURES OF THE ROOM
“The room has the follows g < features.

- Ilumination: ..-Ih'ldﬂn_v illumination Iighlb the s(uares
the howler trap touches. [1's dark otherwise.

Lu]lu e u‘lllng]luuh 25 {etllnizh

Steep Stairs: It takes 2 squares of movement to ascend
each square, Ureatures running or c|mrging down steep stairs
must succeed ona DC 10 Balance check, ending their move-
ment 1d2%5 feet later if I:Iu'_-_v fail. Those that (ail IJ}' S or
more (all prone and take 1d6 poinls af lI.llllxl_t-:L‘ abthe end
of that movement. The DC of Tumble checks increases l}y
5. Creatures gain a +1 honus on melee attack rolls against
foes helow themon the stairs.

Howler Trap: The magic pattern traps the howler, If
viewed using defect magic, the pattern has astrong aura (DC
21 Spc“craft CIIL‘CL' to determine it's nl:liurnliun‘.l,

Balcony: The baleony that leads to L7 is 10 feet upand
hasa sl‘urd_\v “'nmlun mil}ng, A fall from: the top deals 1d6
points ol tlunmgu, DC 20 Climb checksare rcr|uirml to scale
the \\’.1”; DC 15 in the southeastern corner.

Precipice: [ts a 20-foot J‘ro].‘l to L12—a fall from the
top deals 246 points of (inmag‘.c. Characters at the bottom
face DC 20 Climb chec L to scramble back up. A ladder
It..:l(l-a (luwn to L12. (Jomg up or :_Iuwn l]u |ad ler takes a
DC O Climb check.

Characters can peer down into 12 2 [I rom here.

i ~I‘4_
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ENCOUNTER L3

"

Rier

Encounter Level 1

SETUP

This is the northern section of a big chamber (L10 describes
the southern area). Show only as much of the room as
the PCs can see. If they head north, roll a Listen check
every round for the dire rats (R}, adding 1 to the DC for
every 10 feet the characters are from the rats. Once the
dire rats hear someone coming, they climb the cliff and
attack nongoblinoids.

When the PCs enter, read:

A wooden plank bridge suspended from posts leads
into this natural cavern. You can see vocks and dirt
about 20 feel below the bridge. It looks like this
cavern stretches north and south. Running through
the middle is a raised earthen pathway.

CONCLUSION

PCs might decide to overnight here, since this is one of the
most defensible rooms available. A DC 15 Survival check
is sufficient to determine that removing the bridges makes
this room a good place to rest.

If the PCs wreck the bridges, then the goblins don't
attempt to reclaim this room. They post guards in L5

FEATURES OF THE ROOM
The room has the following features:
Hlumination: ".::Ilmluw'\- illumination fram:the tarch in
L5 extendsto i\lsl 1u-ynm| the southeastern suspension I)ridf_"a.
s dark otherwise. g
Suspension Bridges: The l!ritl;:c:‘ are stu I'(J_\' L‘Imu_-:ll S0

that they impose no movement pcnn’i_v. .1][]10;!;11

3 DIRE RATS CR1/3

MM 64

hp 5 each (1 HD)

N Small animal

Init +3; Senses low-light vision, scent; Listen +4, Spot +4

Languages —

AC 15, touch 14, flat-footed 12

Fort +3, Ref +5, Will +3

Speed 40 ft. (8 squares), climb 20 ft.

Melee bite +4 (1d4 plus disease)

Base Atk +0; Grp —4

Atk Options disease

Abilities Str 10, Dex 17, Con 12, Int 1, Wis 12, Cha 4

Feats Alertness, Weapon Finesse®

Skills Climb +11, Hide +8, Listen +4, Move Silently +4,
Spnt +4. Swim +11

Disease (Su) Filth fever; bite, Fortitude DC 11, incubation
1d3 days, 1d3 Dex and 1d3 Con.

if the goblins in that room were killed. The guards are
three goblin scroungers, much like those in L3. Due to
the howler and the maug, they don't reinforce L11 even if
the goblins there were slain.

If the PCs wreck the bridges but leave rope, the goblins
wait several hours then send three goblin scroungers to
climb across the rope and attack the PCs.

I|1.-y sway -:liglﬂly whenever someone steps on them. The

PC: or their foes mig‘ll[ try to destroy a bridge. Doing so

means tliscunn-:clin; two ropes either 11y untving them (two
ru”-rmmr.i actions that ;n'm'f_]L‘.r_- attacks of opportunity) or

cutting them fr.l.‘.-a]ing 8 I.n.ﬁnl:: of ({.‘lm.l_ev with an attack

from a 51a.~']1ing. weapon). Hitking a rope is automalic; just

roll (l:lm.u_!l',

[f |:|‘l!)’ one rape is disconnected, it takes a DC

(One squar

13 Balance check to cross a bridge. Each success
allows a character to maove at half speucl as a full-
round action or at quarter ;4[!1.-:.‘[.{ as a move action.
J\ J.ailcd L'[\L‘CFC means no Pl‘l‘;l'(.':'_—'. r'i‘ll"[l'['l"lf.; T\_\u‘ 5 or

more meansa 1-.1“ intal IIL' tlupflr- olthe cavern [or

2&“) |:1:I.| nks :II- l.la'lll"lal\;l_‘.

Cliffs: It's a 20=foot drop off the raisedcarthen
pail:way. A fall Trom the top deals 2d6 points of
damage. Characters in the bottom face DC 10
kﬂlinlh L'I]L'L'L": Lo \'Llllllh'l‘ II-ll.'I;’ ‘||'|-

c:%fcc\




Encounter Level 3

SETUP

This encounter occurs in part of the same chamber as LY.
L9's dire rats fear the ankheg (A), and they won't come
near the midden heap.

The ankheg has tremorsense (MM 316), so it senses any
PC in contact with the ground who's within 60 feet. It's
used to goblins throwing garbage here, so it doesn't attack
those on the raised path until it's arracked or someone
comes too close. |

When the PCs peer over the cliff to the south, read:

About 20 feet below you is an insectile creature that's
10 feet long, and it has pincers as large as a human
arnt. The creature sits half-buried in a massive pile of
debris—Iots of rolted food, smashed crates, and a few
corpses. A ladder lies on the ground near the edge of

the cliff.
TACTICS

The ankheg prefers to bite, so it doesn't spit unless it has
fewer than 15 hit points left or can't reach anyone to bite.

1f the PCs stay atop the ledge and make ranged attacks,
the ankheg spits acid then burrows into the base of the
earthen pathway and up to the PCs. It takes a round for
the ankheg to accomplish this. When it reaches the top,
it emerges and attacks.

FEATURES OF THE ROOM
The room has the [u”uwing [eatures.

Hluniination: [ts dark here.

Cliffs: It's a 20-foot Lll'l)].l off the raised earthen |mt|‘l\\'ﬁ_\'.
Afall Brom the top deals 2d6 points of damage. Characters in
the bottom face DC 10 Climb checks to clamber back up.

[t takes a move action to grab the ladder and another move
action to set itin place. Qnee that'’s done, going up or down
the ladder takesa DC O Clinh check,

Midden ”r.'up: This s a nasly, _;”w”_\: pilr of trash. It
costs 2 squares ol movenieit toentera square in the Ewap.
The gnla!'m_- have aceumulated wm‘l‘]1|uss 1 nl: (Iu rine their
raids, and lin-)-' put an_vl‘hmf: l:]n:_\' can't use or u\'unf.m\”_\-
trade here. 1 'ul‘l\'mg of value can be found here, and all of

iin- Im([i:-.c are |:!|1:_‘—:lumI guHi:m

Miooen Hear

ANKHEG CR3

MM 14

hp 28 (3 HD)

N-Large magical beast

Init +0; Senses darkvision 60 ft., low-light vision,
tremorsense 60 ft.; Listen +6, Spot +3

Languages —

AC 18, touch 9, flat-footed 18

Fort +6, Ref +3, Will +2

Speed 30 ft. (6 squares), burrow 20 ft.,
Melee bite +7 (2d6+7 plus 1d4 acid [if it hasn't spit acid])
Base Atk +3; Grp +12

Atk Options improved grab

Special Actions spit acid

Abilities Str 21, Dex 10, Con 17, Int 1, Wis 13, Cha 6
Feats Alertness, Toughness

Skills Climb +8, Listen +6, Spot +3

Improved Grab (Ex) To use this ability, an ankheg must
hit a Medium or smaller opponent with a bite. It can
then attempt to start a grapple as a free action without
provoking an attack of opportunity.

Spit Acid (Ex) 30-ft. line, 1/6 hours; 4d4 acid (Reflex DC 14
half). Bite doesn’t deal acid damage for & hours after spit.

It can't occupy enemy squares, so it squeezes into a
smaller space if it must (PH 148). It can occupy a space 2
squares long and 1 wide, but doing so forces it to take a —4
penalty to AC and on atrack rolls. Ifir can't find a suitable
space, it continues to burrow unril it can.

The ankheg doesn't chase fleeing PCs. If it drops to §
hit points or fewer, it burrows into the ground and flees.

One squ

are = 5 ll('{.'l



Mirror HaLL

Encounter Level 2

SEFUR

The goblins here only react to sounds such as footsteps on
the stairs (or a flecing fellow trooper from Ls). A battle in

L9 causes them to assume their comrades are up to mischief

with the dire rats. They're assigned to make sure the maug
down in L12 doesn't leave that area, so they're focused on
doing just that.

If PCs enter L12 and interact with the maug, make Move
Silently checks for the goblin troopers and position them
in the squares marked B on the map. Make Hide checks for
them there. If the PCs don't beat the goblins' Move Silently
and Hide checks with respective Listen and Spot checks,
the goblins receive a surprise round when the characters
climb the precipice from L12 to L1 1.

Ifthe PCs sneak up rthe stairs after fighting the dire rats
in L9, pit their Move Silently checks against the goblins’
Listen checks. If the troopers don't hear the PCs, place the
goblins in the squares marked A on the map. Give the PCs
a surprise round.

If the goblins hear someone coming up the stairs, they
become suspicious. They know other goblins aren't sup-
posed to come here any time soon, so they try to hide and
ambush inrruders as described above. If the “intruder”
rurns out to be a trooper from L5, all the goblins that are
here prepare an ambush in the areas marked B.

When PCs reach the room, read:

Four mirrors that have green, glowing frames are
mounted on the western and northern walls. Mos!
are cracked. The castern povtion of the room has no
wall. Instead, the precipice there apparently leads
to a much larger room. A long ladder lies flat near
HH H[‘Q“‘ -

When PCs see the goblins, read:

Two goblins.in half-plate armor move toward you
with grim resoluve.

TACTICS

Whether the goblins were able to ambush the PCs or not,
they flank their foes whenever possible, trying to bring
down one enemy at a time. A trooper might try to bull
rush a Small opponent off the precipice (PH 154) into L12,
hoping the maug kills that PC. The maug won't.

2 GOBLIN TROOPERS CR1

MM 133

hp 12 each (1 HD)

Male goblin fighter 1

NE Small humanoid (gablinoid)

Init +2; Senses darkvision 60 ft.; Listen +4, Spot +4
Languages Goblin

AC 19, touch 11, flat-footed 19
Fort +4, Ref +2, Will +1

Speed 20 ft. in half-plate (4 squares, run at 3 < speed), base
speed 30 ft.

Melee battleaxe +4 (1d6+1/x3)

Base Atk +1; Grp -2

Abilities Str 13, Dex 15, Con 14, Int 10, Wis 12, Cha 6

Feats Alertness, Weapon Focus® (battleaxe)

Skills Hide 1, Listen +4, Maove Silently -1, Spot +4

Possessions half-plate armor, light steel shield, battleaxe
(one has the key that opens footlocker 3 in L7)

1f a trooper is knocked down into L12 and survives the
fall, he cowers at the bottom of the precipice, awaiting his
doom at the hands of the maug. Heavy armor prevents the
trooper from climbing out of L12. Themaug does indeed
artack and kill the fallen goblin, subsequently tossing the
trooper’s body back up into L11.

Unless they can retreat toward L9, the goblins fight to
the death. They fear the maug more than anything, so they
won't retreat through L12. I{ they make it to LY, they try to
cover their escape by cutting the suspension bridge there
(see L9).

CONCLUSION

If a goblin actually escapes this chamber, he runs all the
way to Nambrakh in L16. The hobgoblin cleric then warns
the emissary in L18. A dark creeper then bars the door to
118, and Nambrakh takes his skeletons to L7. If he doesn't
find the PCs there, he exits through L18, reenters the
complex through L1, and heads for L11, trying to find the
characters and rousing his minions along the way.

When this encounter ends, flip ahead ro T25 and make
a note of the condition the PCs leave L11 in. When they
reach T25, they have the chance to peer back into this
room.



FEATURES OF THE ROOM

‘-lllil.’! roon I‘I-li- tI'IL' !‘l')”ﬂ“’i[l}! {'Ul‘ltll res.

[lumination: Glowing mirror [rames; shadowy
illumination fills the room. Darkness pervades
.12 to the cast, except for the [aint g]:u\\' of the
summaoning circles there.

("'uiling': The ceiling here i 25 {eet Ili;l't.

Precipice: Itz a 20-foot t.ll'n\p to 124 fall
from the top deals 246 points of damage. Char-
acters at the bottom face DC 20 Climb, checks

to scramble back up.

It takes a move action to gra b the ladder at

1 NAUNNODNT

the edseland another mave action to set it in

p‘l:h‘.u. Onee that's d".-n'e; goIng up or down the
laddertakes a DC O Climb checle.

=¥ " 1 v "
Characters can peer down into L12 [rom

I'II.!l'l..'. v

Steep Stairs: I takes?2 sqpuares of move-

ment Lo \'l:il.'L'TlLl {!;‘IL.‘]\'ﬁl’llhll't'.. (‘.‘ﬂ:ﬂl.'\[l‘li‘:‘ I‘lll‘llliﬂf,‘

or t:{mr'gi ng down steep.stairs must succeed on

a DC 10 Balance check, ending their move-

ment 1d2%5 feet later if they fail. Those that

fail l:_v 5 or more fall prone and take 1d6 X . . ! |

points of clnn‘lil;t' at the end ol that movement. The DC of One Square = 5 feet X -

Tumble checks increases by 5. Creatures gain a +1 bonus

on melee attack rolls against foes below them on the in thecenleris a metallic beetle the size LTII“L] di.‘fg.

slairs. Glowing mirrors line the walls. A corvidor leads
Brolien Mirrors: Bach mirror has a faint aura if viewed fo your }-{‘g‘ht' and a [11‘jgm hghf (mm'_\'fmm

using detect magic (DC 18 "::pc”cm{t check to determine it's somewhere down thal ‘passage.

illugion). They once enabled communication with other parts e bl 2 L El o i
| ’ ol SIﬂLl_gIllur‘gﬁ!"l_lp, bt lin-l\‘ wuere J.u:‘-ir'n_\:cd when the fortress If a creature sh_uul_-: AP 1|1_1'- ||z|’r£ur Ak ?c SRS
it rl[l.‘ll'L C’t:l:ur l[‘l.}l‘l tlwit‘g:luw. tllc_\' tll'l'l.l l.ll‘ ;‘ti‘t.\«'lhi'{l;. .'!Ilnf.l'll.‘r ;t:ll‘l(l-s }JL"UrL.' ‘T'I'I1T1‘[.}|' Iin 1 L0 L‘?IL']1 s ai?]c l_'o £CC
“l‘ vou wish, vou can make more mirrors here functional to and talk to the other. The mirvor hasa strong aura if viewed
A 51, M 3 i . = 5 . e L _ jF

| foreshadow other events in your campaign or to simply show: using defect magic (DC 20 Spelleraft check to determine it's
‘ some interesting scene.) dw'”'}t“'“}' P T ST 5
[ulacl Marars: -[‘“_tJ B nIOTS Ahe li ST \JL-J lmt "i‘i” {um: Mirror 2:71 I‘u-;-' MIrror was a]so a communicabion le'l\:u-.

" - 2K i axt = - = s 2
tional. Il characters spuml any time in the room when tiw}' Fhe room it connected to was dustm-\ml with the rest of
\ aren’t distracted |_1_\- combal, have them make DC 15 Spot

Slau::’htcl‘_iar(le, but the mirror rul1[.1_v_~ distorted images of

the last three creatures to useil. Those whawatch the mirror

| -:lwci\--;

imagdes in mirror =D Llwy know at [&ast one of the mirrors

Suooe

- means that they catch a :!impse the moving :
W ' for ahout a minute see a beautiful, black-haired woman (DC

e aEe 13 Spat chuck o tell she's Aot human: .-‘-ulm.-'uqmml DC 16
| ey e Ty 4 ledde » s=| check o = = sUCC 3
| Mirror 1: This mirvor retaing a connection ta T28: The I\””“_It lge [the PI‘]“L“I ch L‘L to tell she’ ‘1 ‘u“"“l’““l’ a
drow would know that the mirrors in the lmﬂhlu cection worl, toadlike creature whos¢ massive maw nem‘l_\' fills the mirror
i (To5 image (a_hezrou, picture MMA3: DC 21 Knowledge
but they haven't gained control of T25. Because the electrum image (a hezrou, pictured on MM 43; DC 21 Know led g
i L‘luCL‘n'l_\TI:_‘ l‘l(lr}'ur l!h_'rn‘ nmever maoves, tin‘ _l-'fnli“l‘l.:: Lll’l‘llt L'FI\}\\' |1.Il\.’ pl‘“w::l L'lw"'l.“ to iclh' ﬁﬂlJ a ]‘.IL';I ri.it'xl s “II,H:‘U o m"'l
! B AR i e B B L e T ‘-‘I.'all-r.l* m!jdcenl Foithe nose arc obscured ll}’«:t black cloak, Each appearsin the mirror
A peers i, te 2l fora few sccnmls and scemsto he s.lwulin_cf allg‘ril}', all‘lmual‘l
[ —4 -] ¢ reads - -

e :h‘l.lllll l.']T'II_'l‘,L__!l‘:‘ I‘ll!lll 1|1L‘ ]'I'Iil'rl‘l'.

Lﬂﬂiﬂl'lg mta the mirvoer, you don't see your Mirror 2, like the broken mirrors, has a faint illusion
reflection, bul instead you see a square room that aura.

has piles of ruined armor on the floor. Squatting
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Encounter Level 3

SETUP

The encounter begins with the PCs standing above the
summoning pit on a ledge, either to the north (it they're
in L8) or the west (if they're in L11). Place the maug (M)
as indicated on the tactical map. When it is not otherwise
engaged, the maug slowly walks a parrol in this room,
circling clockwise and always avoiding rthe summoning
circles, not pausing even while it talks to the PCs.

The maug fights only if PCs attack it first or it has reason
to believe that the party is in league with demons. 1t thinks
the goblins are allies of demons, s it's suspicious of anyone
who cooperates with them.

This area is pictured in the illustration handouts. Show
the illustration when the howler attacks.

When the characters can see the chamber, read:

Four circles of glowing red sigils are carved on
the floor of the large chamber 20 feet below you.
A massive creature seemingly formed of stone
walks around them, a two-bladed sword held in
its vocky aauntlet. It pauses and turns its head
to look at you, then resumes ils walk among the
glowing circles. On the far side of the chamber
(specity “to the north” or “to the west,” as
appropriate) is another ledge like the one you're
standing on.

Wiy Is1iE MAuG HERE?

This maug is a mercenary from the plane of Acheron, hired
i)y the celestial army for the battle that ended with SIaugh-
tcr;:arclc's destruction, In the middle of the Imti]u, the maug
was nrderml to guﬂrcl this chamber againsl sumimoners that
n!igl‘lt arrive and call demaons using the summoning circles.
That was cenluries aga. T[lul maug is still waiting, and it
continues to follow its orders until a superior of ficer—now
]nn_;.j done to .L\clwrnn-—ruliu\'c:' it UF :.]ut_v.

Not a mindlese automaton, the maug is conscious that
centuries have passcd. and it's keenly aware that no battle
seems to bealoot. Butit's undluss'_v patient, anidl recent clashes
with the gul'llins have led it to suspecl that the demons are
refurning.

Dupuudinq On YOUF fenge of the dramatic, you can play
the matg az a patient il zomewhat 1\'-.ITIL1—‘\'L-ar_v soldier, as a
machinelike creature driven mad l;_\‘ it ]snl,:.j wail in the

u]‘laml:lcr, or -_:r.un-:ilﬁng inhelween.

Summoning Prr

Mauc CR3

Fiend Folio 121

hp 41 (2 HD); rapid repair

LN Large construct (extraplanar)

Init -+2; Senses darkvision 60 ft., low-light vision; Listen +7,
Spot +7

Languages Common, Draconic, Giant

AC 25, touch 10, flat-footed 24

Immune ability damage and drain, critical hits, death
effects, disease, energy drain, exhaustion and fatigue,
Fort save effects that don't affect objects, mind-
affecting spells and abilities, necromancy effects,
nonlethal damage, paralysis, poison, sleep, stunning

SR 14

Fort +0, Ref +2, Will +0

Speed 40 ft. (8 squares, can't run)

Melee mwk two-bladed sword +5 (2d6+5/19-20) or
Melee mwk two-bladed sword +3/+3 (2d6+5/19-20) or
Melee slam +6 (1d8+7)

Space 10 ft.; Reach 10 ft.

Base Atk +1; Grp +10

Atk Options locking hand

Abilities Str 20, Dex 15, Con —, Int 13, Wis 11, Cha 12

SQ construct traits

Feats Alertness®, Two-Weapon Fighting

sSkills Intimidate +6, Listen +7, Profession (soldier) +5,
Spot +7, Survival +5

Possessions masterwork full plate armor, masterwork two-
bladed sword

Rapid Repair (Ex) Repair 1 hp per hour when resting.

Locking Hand (Ex) A maug gets a +5 bonus on rolls to avoid
being disarmed and catch itself when falling, on grapple
checks to maintain the grapple, and on Climb checks to
hang on when damaged while climbing.

NEGOTIATION

The maug is focused on its duty of guarding the summon-
ing circles, but if the PCs want to negotiate, it talks to those
who aren't overtly threatening. Let the conversation run as
long as everyone seems interested, then call for the relevant
skill check (usually Diplomacy), applying circumstance
modifiers and results from the following information.

Starting Attitude: Indifferent. 3

Modifiers: PC is obviously a paladin or cleric of a neu-
tral good, lawful good, or lawful neutral deity (+2); the
PCs fought the goblins in L11 (+2); PCs tell maug about
the howlerin L8 (+8); PCs demonstrate that the circles are
harmless (+2); PCis obviously a cleric of a chaotic neutral,
chaotic evil, or neutral evil deity (—4); PCs threaten the
maug (-2); PCs urge maug to desert its post (=2); PCs don't
seem concerned about demonic invasion (~2); PCs deface
the summoning circlgs (—4); maug sees the PCs cooperat-
ing with goblins (-8)."




If Unfriendly (1 or lower): Warns PCs to leave the
chamber immediately. If they tarry, it attacks.

IfIndifferent (2—14): Says, "Do not interfere with my
mission. Your presence will be reported.” Then it resumes
its circuit around the chamber and ignores further dia-
logue. The PCs can move about the chamber freely.

If Friendly (15-29): Explains, “I was ordered by
the Thulkarr to guard this chamber against intrusion
during the battle that destroyed most of Slaughtergarde.
I remain here until the Thulkarr orders me otherwise.”
The maug can also answer basic questions about the
history of Slaughtergarde.

If Helpful (30 or more): Regards the PCs as allies
in the war against thé demons. Willing to assist in 2
battle against the howler in L8 or the goblins in L11,
but it won't move any farther away from the summon-
ing circles.

TACTICS
The maug attacks a single foe until that enemy goes
down, then moves on to the next. Given a choice, it
attacks archers first, melee combatants second, and
spellcasters last.

Believing that the circles mightstill function, the
maug won't enter any square that has a summoning
circle in it, even if it sees others do so. It doesn't chase foes
beyond L12, mindful of its orders.

flflIlJlfl LI

2l WAINNODNA

One Suare = 5 Ful.‘[

FEATURES OF THE RoOM

CONCLLJSION 1‘1|l3 rooin l'lx'.l:' llh_' lllJ“U“'il‘Ig [L'Fli.l.l res,

Hlumination: Shadowy illumination illsthe sunmmon ing

If the PCs improve the maugs attitude to friendly or
helpful, or they defear it in combat, then they earn full
experience, If they otherwise bypass the encounter with-
our defeating the maug, then they earn no experience.

cireles within their bounds. 1ts dark otherwize.

Ceiling: The ceiling here is 45 feel from the floor.

Precipices: Itz a 20-foot climb from L12 to L8 or to
L11. A fall from the top deals 2d6 points of damage. Char-
acters in the bottom face DC 20 Climb checks to scale the
wall.

A ladder lies at the top of the wallin L11 (see Precipice
in L11); and another ladder leade from 151240 LS. Going
3 up or down a ladder takes a DC 0 Climb check.

Summoning Circles: At the height of Slaushtersarde’s

power, t]u‘:‘u ch’c]us were u_:m_i to cﬂ” tlul‘nm‘i.—', -I‘]‘IL'_\' t.lun'[

work ANY MOre, but cach <till hasa faint avra il viewed using
dotect nagic (DC 21 f:.'pu”-_ raftlcheck fa determine it's

conjuration ih,
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Encounter Level 2 MoNITOR LiZARD CR2
MM 275

SETUP hp 22 (3 HD)
The monitor lizard (L) is ready for intruders unless the PCs 3 ‘Medrum animal - .
: R : Init +2; Senses low-light vision; Listen +4, Spot +4
approach stealthily and without light. When you describe

b doREb e thad d L
the room, dont show the p JYL[S the LE‘P miu Sqllari‘s. AC _|5' tOLICh ]2. ﬂat-footed _|3

Fort +8, Ref +5, Will +2
_ Speed 30 ft. (6 squares), swim 30 ft,
The flagstones flooring the passage give way toa Melee bite +5 (1d8+4)

natural cavern that has a muddy floor. A fat green Base Atk +2; Grp +5
lizard almost five feet long restsin the mud to.the ‘:bi"tieﬁ Str 17, Dex 15, Con ”(-j'”t 1, Wis 12, Cha 2
b1 : : -1: o A eats Alertness, Great Fortitude
1ost. a0 wrs brace the cetling. 2 Y1y O : : h .
tfufEP;IH’fH_HI.t‘l} lf“;}l‘”‘“ tf}f{ ng :\I}{' o e skills Climb +7, Hide +6, Listen +4, Move Silently +6,
copper dooys is sel into the southern wall near the Spot +4, Swim +11

southeastern corner.

TACTICS

The lizard artacks anyone not bearing gray truffle mush:
rooms, fighting until slain. It knows of and avoids the

When the PCs can see the room, read:

2
=
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deep mud.
FEATURES OF THE ROOM Deep Mud: The squares marked as clm-i: mud cost 2 squares
T e s Al b p e N e ol movement to enter, and the DC of Tumble checks in such
s toml Sy ket squaresiincreases by 2. As a move action, a PC can prod an

Ceiling: Thecelling hereis 10 fectthiaht adjacent square with a long implement to see whether it has

Grav LealtleMishrooms: Alencersatial D20 aral nlt:cp mud. Moving into the square gives thesameinlormas
dheck I- sulficient to notice the button-sized mushrooms tion. Mark cach SEL AL of ‘qu[' mud as the PCs discover it.
growing in the mud near the doorways, The monitor lizard
can't stand the smell of the mushrooms, so it won't cross vither
threshold and leave the room.

Bllrll isl'“.‘f.l (.Y(’p]‘cl' l)()[‘l's: ! lﬂl'lll'll':—r- t:‘; ()l] Illl I_'ﬂL'.II. Ol'IL'II
southward; vertical handles on bot h sides of both doors near
where ”w'\- meoel. The doors are cloged but unlocked; fI‘ic_\f
have no lalrll or lock: i

Posts: Timber posts hold up the center of the chamber's
ceiling. A character can stand in the same square as a post,
caininga +2 bonus to Armor Class and a +1 bonus on Rellex
saves (asif it were a tree, DMG &7).

L‘:aui\ |li.1~_=[ is J\C -i», tl.lT'lIIll'_ﬁ:’- 5, aIILI 75 il}). II one I}u:‘f:‘ 15
Llu:'-trr_l_\'ud, (Iu.«:l .-uul |u.-1}|1|c-s~. {-aH [‘rﬂm l}m L:L‘i]ilh‘., i\:‘lcl i’l‘lc
remaining timhers creale onlim"usl_\h Il asecond post falls,
every square adjacent to and including a post is subject to
a cave-in (PMG 66). The room becomes illl{'raivsal:l]t‘ until
it's dug out, Because of the risk of future cave-ins, it talees
one person an hour to clear each 5-loot section of the
room. Double the lligglng time il the excavators don’t have

piC L‘S a l!(] :']1[1\"('.‘15.

One Suare = 5 [‘c'ul




Qinking Prr

Encounter Level 2

SETUP

With its steeply sloping southern ingress, this room is a
dangerous obstacle. A DC 8 Survival check is sufficient to
tell that the watery mud here is like quicksand. When rthe
PCs start heading over the planks, have them roll initia-
tive so everyone acts in turn. Where people are standing
is important.

When the PCs reach the edge of the room, read:

Little more than awide spot in the narrow tunnel,
this room'’s floor is nothing but watery mud.

| Rivulets of water run down the walls. A series

} of narrow planks stretches across the mud to

| another passageway.

\

\

SINKING PIT

\ Rickety planks cross this sinkhole.

Tools: Three shovels, three unlit torches, and 20 feet of
‘ muddy rope lie near the southern entrance.
| Plank Bridge: A DC 15 Balance check is required to
| walk along the planks across the mud; each successful
check lets a PC move at half speed for 1 round. PCs who
getaresult between 11 and 14 teeter precariously and don't
make any progress that round. Those who fail by § or more
fall into one of the sinking pit squares. Determine which
one by rolling 1de and consulting the map.

Falling In: A character who falls into the sinking pit
canattempt a DC 10 Swim check every round to stay at the
surface or a DC 15 Swim check to move § feet. Someone
who fails the check by 1 to 4 makes no progress, buta PC
who fails by 5 or more sinks below the surface and begins
to drown (see the Swim skill, PH 84),

Rescuing: A rescuer needs a long tool that

Rescuing while standing on the plank bridge takes a DC
20 Balance check. If the check fails by 1 1o 4, the rescuer
can't actempt the rescue that round. Failure by 5 or more
means the rescuer falls in too.

CONCLUSION

If the PCs head roward L16, and Nambrakh is still there,
they hear chanring. It's a repetirious intonation of a couple
statements. PCs who make DC 10 Listen checks and speak
Goblin undersrand it as, “Oh, Maglubiyet! Great Maglu-
biyer!" Any PC who makes the Listen check and a DC 10
Knowledge (religion) check can pick our “Maglubiyet” and
recall thar Maglubiyer is the evil deiry of all goblinoids.

FEATURES OF THE ROOM

The room has the fg“o\\'in; features,

Hlumination: It's dark here.

stccp SI()pc: The southern passage is ::Il.‘('|li_v s]upl-(l, It
|ﬂl\'ll':: <2 ::l.lllil'l'l.': UE‘ !'II(’\"{'I'I'IHIII Ly :'I.‘:.Cl"llll l’..'dl.'.I'l .“"lf'lh'll'E.'. “.I'E!ﬂ[ll res
running or u!mlging downhill must succeed on 2 DC 10
Balance chaals umhng their movement 1d2X5 feet |al|_,;r if
they fail. Those that {ail by & or more fall prone al the end
of that movement. The DC of Tumble checks increases by
2. Creatures gaina +1 bonus on melee attack rolls against
foes below them on the _-‘lupe.

C;Ti!dllﬂ] SIU]](‘: hrlll' ”l'l'll'll_!l'!'l ihi:'\sﬂg\.' i?" HIL}IIL‘II |J|Ii not
t.'ln:m;f]l to alfect movement, Creatures still daina +1 bonus

ot elee attadk ralle against foes below them on the slope.

is sufficient o pull an adjacenr victim out, but
the victim must succeed on a DC 10 Strength
check to hang on. [f the PCs use a rope, others
can assist using the aid another action (DC 10
Strength check, +2 on the rescuer's check for
each successful helper). If both rescuer and
victim succeed, the victim moves 5 feet roward
safety. If either check fails, rhe victim is still
at the same place in the mud.

|
can reach the victim. A DC 15 Strength check
f
|

|
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Encounter Level 2

SETUP

Ranking members of the goblin band live in this chamber,
buronly the goblin underboss, Bruntalgoik (B), is here now.
Bruntalgoik answers solely to Nambrakh, the hobgoblin
cleric currently in L16. The others respect the underboss
because he has a knack for leading successful raids.

If he heard a battle in L13 or a commotion in L14, he's
standing in the middle of the room with his hyena (H)
at his side. He's expecting an opporrunity to ridicule his
underlings for bumbling about in the sinking piror run-
ning afoul of the monitor lizard. However, if he recognized
the sounds he heard as coming from nongoblinoids, he's
instead ready for battle. In either case, he'sarmed wirh his
scimitar and carrying his shield.

Otherwise; he’s lounging in a hammock, amusing
himself with the pictures on some of the papers here. His
hyena is resting underneath the hammock. In rhis larrer
case, the underboss and the hyenaare surprised if the PCs
arrive in the room unheard.

When the PCs enter, read:

Massive bookshelves and burgundy carpet
distinguish this chamber from others you've seen.

A few books lie on the shelves, and you spy a couple
boxes with the Sumberfon sigil on them. Papers are
scattered across the floor, and the carpet has muddy
tracks on il thal from a path through the room.
Hammocks hang between the bookshelves. (Based
on their location, describe Bruntalgoik, a stour
goblin clad in chain and armed with a scimitar
and shield, and his hyena.)

PrONE
A prone al tacker takes a —4 pu:ml[)f on melee attack rolls
and can |~|1])’ use a crosshow or shuriken for ran_ﬁ‘.ecl at-
tacks. A prone defender takes a —4 penalty to Armor
Class asainst melee attacks, but gains a +4 honus to AC
against l'angfed attacks. Sk'anchng_‘ upisamaove action that
pruvnlccs an ‘1lti‘icl:(.\|:-'lpp.\rtll nity, A character can instead
crawl into an adjacent square as amove action, whichalso

p:'n\'nlms an attack of opportunity.

BRUNTALGOIK, GOBLIN UNDERBOSS CR:

MM 133

hp 9 (1 HD)

Male goblin ranger 1
NE Small humanoid (goblinoid)

Init +3; Senses darkvision 60 ft.; Listen +5, Spot +5
Languages Goblin

AC 19, touch 14, flat-footed 16
Fort +3, Ref +5, Will +1

Speed 30 t. (6 squares)

Melee mwk scimitar +5 (1d4+1/18-20)
Ranged mwk shortbow +6 (1d6/x<3)
Base Atk +1; Grp -2

Atk Options favored enemy humans +2

Abilities Str 13, Dex 16, Con 13, Int 10, Wis 12, Cha 6

SQ wild empathy -1 (-5 magical beasts)

Feats Track®, Weapon Focus (scimitar)

Skills Handle Animal 42, Hide +9, Listen +5, Move
Silently +9, Spot +5, Survival +5

Possessions masterwork chain shirt, light steel shield,
masterwork scimitar, masterwork shortbow with 15
arrows, pouch with gray truffle mushrooms (which repel
the lizard in L13)

HyenaA CR1

MM 274

hp 13 (2 HD)

N Medium animal

Init +2; Senses low-light vision, scent; Listen +6, Spot +4
Languages —

AC 14, touch 12, flat-footed 12

Fort +5, Ref +5, Will +1

Speed 50 ft. (10 squares)

Melee bite +3 (1d6+3 plus free trip)

Base Atk +1; Grp +3

Abilities Str 14, Dex 15, Con 15, Int 2, Wis 13, Cha 6
Feats Alertness

Skills Hide +3, Listen +6, Spot +4

Tricks (Ex) This hyena understands the attack, defend,
down, guard, and track commands (PH 74).



TACTICS

Speaking in Goblin and attempting a DC 10 Handle
Animal check made as a move action, Bruntalgoik orders
the hyena to attack. The hyena does so if the check is suc-
cessful. Bruntalgoik continues to use move actions to order
the hyena to attack until he succeeds. ;

If he goes first in the initiative order, the underboss uses
a standard action to ready an attack against the first PC
to approach him. I his readied attack happens, his new
place in the initiative order becomes the count on which
his attack occurred. Bruntalgoik prefers human targets
for himself and his hyena. He also prefers to attack PCs
whom the hyena has tripped (see below).

FE.—\'I'URIES OF THE Room
'FE'IL' TOOom ]'ld,_‘"- l]]\' }.UHU\\’III'IE E.L'a’.'llru."-

Hlumination: Torch: 20 feet of bright illumination; 20
fect of shadowy illumination. The torch is on a wall sconce
Lo the cast of the northern passageway.

R-im]l: Tiw western passageway IS it rang lIm! isn’ | sleep
(‘nnu,;h to a”-r.:c! movement. Crealures L_min a+1 honus on
melee attack rolls against foes below them on the slu!pu‘.

Carpet: The library has wall-to-wall burgundy carpet that
lllu gullfiris Em\'u | I'i‘l.L'L!E.‘t{ T‘I'H.lLl deross, mn,-:t].\' |n.-{'u-'u.-n l']'u.- two
‘Illl"'l"\\"-"_\":'. .‘\ IT,C “'I‘.IH IIEE:'! ll'il.‘ -I‘I'ﬂt'lu.’ Ill.‘ﬂl “‘Ilt‘ :'lIL'L'KI('I.l‘& on a
Slll'\'i\'(]] L'Illfl L’t dll ll':ll'" 1 Ill‘ |I|'IIII'I\\';I[E: il'll-lll'lllull il”'l, illi.'illlli[l-_;
that from lawer DCs.

DC 10: Lots of Small and Mediam creatures

The hyena attacks once Bruntalgoik successfully handles
it, but it fights back if it takes damage before it's success-
fully handled. It then engages whoever injured it.

1f the hyena hits with a bite, it deals normal damage
and makes a free trip attack (PH 158). To do so, it makes a
Strength check opposed by its target's choice of a Strength
or Dexterity check. If the hyena wins the opposed check,
its target falls prone.

His reputation at stake, Bruntalgoik grimly fights to the
death if he must. The hyena won't leave its master's side.

The partv can instead carry all 30 pnuml:‘ of rn-mliu,»_: material
away to sort il later,

Among the worthless and meaningless bits are eight vare
I‘li:il.dl"\’ texts (50 gp u.1u11} and a ,-‘]u'”lumlc. The .-‘pe”lh.m!:
conlains fwm-nfng hands, cause Jear, charm persar, chill touch,
L'I?”F;Tr-"}h'”n"!:f”:j“(fgl'&-; l-'“'ifr”rl"' f..'f[.'”h'”r.‘—‘, ”hf:”‘l ”‘r._"!f;?””, ;_'.'T'l_"f!_‘fl‘f‘u”
fram _qmm‘l. ;:m!.n:r:]:ufmlu fates, re 1w ﬂ_fcu_.-‘;'cHl.rn.-:mL reduce persan,
dml stommon monster [ [t's t\'m‘ll'i 615 :p ami a i\-‘izarLI can
try to learn the 3})(:”5 within (PH 179).

Containers: Two of the missing Chicane Guild crates are
here on the lower shelves of a bookshell: Each contains spices
o IN’I \\'l‘il_-_‘:l“‘: ::(! I](‘l]ll{l."—'nl I)\‘ 2t} .'\i‘llrﬂi."(" [:Ill't'l\' I:‘ .‘\UIIIIiL'IL’”I

to tell the spices are worth 20 &p per puul‘u.l.

pass this way. It looks like their boots are I'IlllLllI'\'

from sources in both directions.
DC 15: A hyena passes through hére too.
DC 20; Some of Medium creatu Fes are nlrrl;gi ng
[!‘H.'ir 1['{." as .|I 1I!l.'}'.rl" [Il'l'l‘L[ or \\'[H]”lll'll. (I)lf“‘l "
tell the PCs, but theserare zombie i]'.u'L*.-'.L e
Books and Papers: The [illmr_v was looted long g
before the ;nl:]ins arrived, but some valuables o
remain. Qnly those who can read the Abyssal y
Ta nguage can tc” \\']ml's \'a}tmlalc‘ among t]w )
1‘1”“(];”“\' Ih’\l.iL':' :ll'll.l |'IEII|L'T‘_:. l“lt' ﬂl'\_\' \\"i'f.r]r(] aan |
l.t” llml the —~1u'|”nm]c 15 pnll-'rl“-‘l“_v nseful. Il e
takes one PC 2 hours tocheck out the nwatertals ;" e
ll!runslwul' the Iil)ml‘_\r. Divide the time la_\' the . <
number of able PCs who take partin the sorting. <
)...*
2
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SHRINE

Encounter Level 4

SETUP

Nambrakh (N), the bandit gang’s leader and priest, is
chanting and praying loudly and ecstatically, so he isn't
making effective Listen checks. The embalming strips
hanging from the ceiling might obstruct his sight enough
to allow the PCs ro sneak very close (and the strips might
affect combar as detailed in Features of the Room). Ordered
to attend him, the skelerons (S) aren't paying attention
to their surroundings either. Even if a battle occurred
in L17 or a commotion wenr on in L14, the cleric didn't
hear it. PCs receive a +10 bonus on their Move Silently
checks against the crearures here, but Nambrakh and his
skeletons readily notice any new light sources. It the PCs
arrive in the room without drawing attention, they receive
a surprise round.

When the PCs enter the room, read:

The chanting you've been hearing comes from

this large chamber, which appears to be roughly
octagonal and walled with worked red stone. A
dim light issues from the east. Strips of gauzy cloth
that look like bandages hang from rows of iron reels
on the ceiling, draping down to the floor in places.
They form veritable curlains

If embalming strips block line of sight to Nambrakh,
read:

The curtains of bandages block your view of
whoever is chanting here.

When any PC can see Nambrakh, read:

A hobgoblin in a chain shirt is the chant's source;
he holds a mace aloft in front of a black altay as

he sways and intones. Black candles on the altar
flicker in unison with his swaying. Three hobgoblin
skeletons in chain shirts survound him, holding
spears up and silently maving their jaws as if
joining in the unholy praise. A pile of coins lies at
the base of the altar.

NAMBRAKH CR3

MM 153

hp 23 (3 HD)

Male hobgoblin cleric 3

LE Medium humanoid (gablinoid)

Init +1: Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Common, Goblin

AC 15, touch 11, flat-footed 14
Fort +5, Ref +2, Will +5

Speed 30 ft. (6 squares)

Melee spontaneous inflict moderate wounds +4 touch
(2d8+3, Will DC 14 half)

Melee mwk heavy mace +5 (1d8+3 [used two-handed])

Base Atk +2; Grp +4

Special Actions rebuke undead 4/day (+1, 2d6-+4, 3rd),
spontaneous casting (inflict spells)

Cleric Spells Prepared (CL 3rd; 4th with evil spells):
2nd—animate dead, hold person (DC 14), invisibility®
1st—cause fear (DC 13), cure light wounds, protection
from good”, shield of faith
0——cure minor wounds (3), guidance
D: Domain spell. Domains: Evil, Trickery

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

Feats Combat Casting, Skill Focus (Concentration)

Skills Concentration +9 (+13 casting defensively), Listen +2,
Move Silently +4, Spot +2

Possessions chain shirt, masterwork heavy mace

3 HOBGOBLIN SKELETONS CR1/3

MM 225

hp 6 each (1 HD); DR 5/bludgeoning

NE Medium undead

Init +6; Senses darkvision 60 ft.; Listen +0, Spot +0
Languages understands creator’s commands

AC 19, touch 12, flat-footed 17

Immune ability damage to physical ability scores, ability
drain, cold, critical hits, death effects, disease, energy
drain, exhaustion and fatigue, Fort save effects that
don't affect objects, mind-affecting spells and abilities,
nonlethal damage, paralysis, poison, sleep, stunning

Fort +0, Ref +2, Will +2

Speed 30 ft. (6 squares)
Melee spear +1 (1d6+1/x3)
Base Atk +0; Grp +1

Abilities Str 13, Dex 15, Con —, Int —, Wis 10, Cha 1
SQ undead traits

Feats Improved Initiative

Skills Listen +0, Spot +0

Possessions chain shirt, light steel shield, spear



TACTICS

Skeletons interpose themselves between the PCs and
Nambrakh, whom they're instructed to guard. Theyattack
the closest enemy and provide the cleric with flanks.
Nambralh casts shield of faith, defensively if opponents
beset him in melee, then protection from good if he thinks he
has time. If he sees a good cleric among the PCs, he casts

When he has raken 13 or more points of damage, Nam-
brakh casts cure light wounds on himself. If reduced to 10
hit points or fewer after that, he casts invisibilily and makes
his escape. He sneaks our of Slaughtergarde and doesn't
return. You can have him make an appearance in a later
adventure if you wish.

hold person on that character. Hoping to ‘prevent turning “-CONCLUSION

attempts, he subsequently orders his skeletons to destroy
the enemy cleric. He uses cause fear on the most threatening
melee combatant or a cleric against whom hald person failed.
After spontaneously exchanging animate dead for inflict
moderafe wounds, he touches a foe in melee with him. He
spends the rest of the fight using his mace two-handed.

FEATURES OF THE ROOM

The room has the {'u”m\'inﬁ features,

Hlumination: Candles; 8 [eet of S}mcln\\-_\: illumination.
The candles are on the altar.

l:‘:l“]‘]ﬂ[lﬂiﬂg Strips: Strips ol cloth I|mng [rom the L'l-.-ilin,_:
where indicated on the map. Tlluy provide concealment (209
miss n‘.lmm!l--) for anvone hehind them, but 'l'lw_\' don't obetruct
movement,

Burnished Copper Doors: Hardness 5; 60 hp cach. Open

westwa r(l: vertical handles on both sides ol hath daorsnear
where t]wy meet. '1‘111_- doors are closed bul ||||1uc.|cm'l; Llle-_\-
have no-latch or lock, but l!u.-y mi::l‘lt' be barred (see
Clnu‘.lu;inll}.

Demon Arch: The arch over the northern doorway
ie carved to lock like the face and open mouth of a
fanged demon.

Altar: .r\lup the altar are two candles and a L‘lﬂ)‘
;igll I"Iil'IL' \P{ (2} Inll_:i.‘il.‘-—llul'll'l(.{ ;]U}Jgﬂl}lill. hl_llr‘ xI[I.H r E!tl:'-
a strong aura i viewed using detect magic (DC 22
::pv”u raft check to determine it's necromancy), al'u.i
it has a strong evil aura if viewed using detect euil,
The altar can be destroved (hardnes= & 250 11|)_‘.l.
Dealing it half this much damage defaces itenough
to ruin its magic,

_'\I'I'\" L'\"IFI l.'ll"l'ic \\']'Il.! r.\l'L‘Pﬂl'L'f :'I_'Il_'“i‘: ill !"I'l.llll I!I‘
the altar can prepare necromancy 5]_“'.“5 as il they
were one level lower. ]_'.--ing' the power of the altm‘,
l\\!-llﬁlﬂ'-‘lbll prepares l””‘l”d!u‘ l.'{L"lJn. ds d 2]1(}']0\'3]

:‘])L'“. But the altars power comes at a price—a

;
2

One 5'-Jllm.'u =

Ifa bartle occurs here, the dark creepers in L18 hear it. One
bars the copper doors from the western side on initiative
count 0 during the third round of combat. Once the doors
are barred, a PC must make a DC 25 Strength check to
break the bar and open them from the east.

DC 20 Will save is rm-|.|nirmi with each use. Failure on the
save dranks the clerie a negative level that does away after 24
I'lllll.r:_*.

A broken statuette is just north of the altar, By taking a
minute to piece the statuette lngutlmr, a PC discovers that
it was a robed figure with four arms wielding kris daggers.
This statuette matehes the statue on analtar in T1L in the
Slnughtergardu lum|l_l]|_-. f

['napile at the foot of the altarare 355 ¢p, 82 pp, 6 hlack
candles, ajade bracelet (200 ¢p), and three decorative silver
arrowheads (not weapons, 50 gp each). Under the coins is a
divine scroll that has defay poison and resist energu on it (caster

level 3rd).

917 YLLNNODONT




ENCOUNTER Li7

)

Encounter Level 2

SETUP

The zombies here (Z) serve Nambrakh, and tHey attack
anyone who isn't a goblinoid. Nambrakh suspects that the
shattered gate is important, so he keeps it under guard.

The gate is pictured in the illustration handouts. Show
the illustration when the howler attacks.

When the PCs reach the room, read:

Four zombies, all obviously once hobgoblins,
shuffle listlessly across the flooy of this room. An
ornately carved arch takes up the entirve western
wall. It's a larger; more detailed version of the
demon arches you've seen, but this arch doesn'l
just has a blank wall beyond it. Two of the smaller
demon arches, one you came through, pierce the
southern wall.

CONCLUSION

Ifabattle occurs here, the hobgoblins in Lé hear itand pre-
pare as indicated in that encounter. The goblins

in L7 might hear it (Listen DC 12;
Listen +2),awakening and preparing
for battle if they do. 1t rakes them 6
rounds to prepare—s rounds to don
armor hastily and 1 round ro ready
their weapons. Once they're ready,
they hunker down and await intrud-
ers. If they wait for more than few
minutes, they take another 5 rounds
to don their armor properly.

If the PCs head toward Li6, and
Nambrakh is still there, they hear
chanting, It’s a repetitious intonation of
a couple of statements, PCs who make
DC 10 Listen checks and speak Goblin
understand it as, “Oh, Maglubiyet! Great
Maglubiyet!" A PC who makes the Listen
check and a DC 10 Knowledge (religion)
check can pick out “Maglubiyet” and
recall that Maglubiyet is the evil deity
of all goblinoids.

4 HOBGOBLIN ZOMBIES

L QHaTTERED (JATE

CR1/2
MM 265

hp 16 each (2 HD); DR 5/slashing

NE Medium undead

Init +0; Senses darkvision 60 ft.; Listen +0, Spot +0
Languages understands creator's commands

AC 14, touch 10, flat-footed 14

Immune ability damage to physical ability scores, ability
drain, critical hits, death effects, disease, energy drain,
exhaustion and fatigue, Fort save effects that don't
affect objects, mind-affecting spells and abilities,
nonlethal damage, paralysis, poison, sleep, stunning

Fort +0, Ref +0, Will +2

Speed 30 ft. (6 squares, can't run)
Melee battleaxe +3 (1d8+2/x3)
Base Atk +1; Grp +3

Abilities Str 15, Dex 11, Con —, Int —, Wis 10, Cha 1
SQ single actions, undead traits

Feats Toughness

Skills Listen +0, Spot +0

Possessions leather armor, battleaxe

Single Actions (Ex) One move or attack action per round.
Can move its speed and attack if charging.

- FEATURES OF THE RooMm

The réom has the following [eatures.
Hlumination: [t's dark here.

l‘.)_l.'"'l(!['l {\ I‘(_'IIE::: -I.IIU Jl'C!‘l aver L‘ﬂ.l:|1 ft.]LItI'lL'rI‘l
doorway is carved tolook like the face and open
mouth of a [nngucl demon.

»
l"‘. Shattered Gate: Thisis a gate is irretricevably

t‘llilwd. It's similar to the gates in 124 and
=1 AIl9, Despite being broken, it hasa laint aura
if viewed using detect magic (DC 24 ‘5[1(.-“crafl'

SN e - .
check Lo determine its comjuration).

(Ine squar

I.‘=5 [L‘L‘t




E missary’s Room

Encounter Level 5

SETUP

One of the dark creepers (D) is an emissary from the drow
in the Slaughtergarde temple, sent to learn about this part
of Slaughtergarde. The other is his companion and body-
guard. Their work isn't done, so they don't immediately
flee. When they hear a battle in L16, one bars the doors
and the other douses the candle on the desk. They're curi-
ous as to what's going on, but they know the darkness is
to their advantage. '

When the PCs burst in, read:

[he doors fly open to reveal a small, black-
cloaked humanoid with pallid skin and sinister
fealures. Next to him is a similar creature thal
appears to be female. Beyond them is a room that
contains a wooden desk and a single wide bedroll.
[ the southwestern corner is a narrow tunnel
that leads upward. By the smell of the room,
which is fresher than other areas of this forsaken
ruin, and the shght draft, you'd guess that tunnel
leads to the surface.

2 DarRK CREEPERS CR3

Fiend Folio 38

hp 5 each (1 HD)

CN Small humanoid

Init +3; Senses blindsight 60 ft.; Listen +3, Spot +3
Languages Dark One, Goblin, Undercommon

AC 17, touch 14, flat-footed 14
Miss Chance shadow cloak
Resist evasion

Fort +1, Ref +7, Will +2
Weakness light sensitivity

Speed 30 ft. (6 squares)

Melee dagger +2 (1d3+1)
Ranged dagger +4 (1d3+1)
Base Atk +0; Grp -3

Atk Options sneak attack +2d6
Special Actions shadow cloak

Abilities Str 12, Dex 17, Con 13, Int 10, Wis 15, Cha 10

Feats Lightning Reflexes

Skills Hide +8 (+16 in shadows), Listen +3, Move Silently +4
(+8 in shadows), Sleight of Hand +4, Speak Language
(Goblin), Spot +3, Tumble +4

Possessions leather armor, 6 daggers
he female has a filigreed gold ring (50 gp) and a naga
bone ring (snake biting its tail, 250 gp); the male has a
platinum ring set with a ruby (800 gp).

Shadow Cloak (Su) 3/day for 1 minute; provides 20% miss
chance in bright light and 40% miss chance in shadows,

Light Sensitivity (Ex) —2 morale penalty on attacks, damage,

saves, and checks within sunlight or a daylight spell.

TACTICS

Maneuvering to provide each other flanking, the dark
creepers continue to fight as long as they can make sneak
attacks. When both are wounded, they flee up the south-
western tunnel, withdrawing if possible (PH 143). 1f one
dies, the other tries to escape in the same manner.

FeATURES OF THE ROOM

TIIL’ rerormn lh‘l‘.‘: lIIL‘ r[?llil\\’] e [(.'-'!{Hi'l‘.::A .

Hlumination: Candle; 5 feet of slladnwy illumination.
Thie candleison the desls. [fa dark creeper L']ml_-‘\.‘d the cam“u,
its dark here.

Desk: Squares that include the desk cost 2 squares of
movement to enter. A creature can jump alop the Lic.sl.:,
gaining a +1 bonus on melee attack rolls againsl those on
the fHloor, Daing so is aulomatic for someone who takes a
move -1lf!.il"|l I‘I'l]l'l'l aly l}!— tI'IL' l'll:::l:':_? suares, or ]t can I]{: (J.IT['IL‘
as part of a larger move action with a DC 16 Jump check
(DC 8 with a 20-foot ru nning start),

Inside the desk are thirteen parchment sheets, a pen,
challk, and ink (PH 128). A mong the parclmwnls are two
notes. One is‘a sketoh of the ::;m[lvrc(!'gaic in 17, with a
note that reads, “Ruined! No :‘dlvdg{ud“& :ldll:" The other
ie a shetched map marked “Surrinak Hunting Lodge” shows
a path tln'uu__q'h the forest to a sgquare marked "cal’:in." then
ascrawled “trapdoor hearthstone,” stairs leading down, ;I1c1
a demon arch. Both notes are in Undercommon. ;

TannelilheBouthvesternybane L i'llll__lll{ 3 leel Wh.lu,
and g:-;nlfu.-l“_v slopes, wimling its way upwaruj for 600 fect,
where it emerdesina hallow tree on the surface. l:ig‘l‘llingﬁ 1
the tunnel is unwise and requires squeezing for Medium and
Small ercatures (PH 148). Creatures still gain a +1 honus
on melee attack rolls against foes below them on the s|opc.




SLAUGHTERGARDL
TEMPLE

In a copse about § miles from Castle Surrinak is a simple
hunting lodge that the Surrinak family uses each aurumn.
A few nobles used to come here to brave the demonic ruin
of Slaughtergarde’s temple section, but now that the drow
have come, the Surrinaks stay away unless they're called.
A few young Surrinaks are working with the drow, and
once a week, a Surrinak guard and a careraker check on
the lodge, bur it's otherwise unvisired.

The lodge's front door is unlocked, and the inside is
bare except for a stone hearth and chimney. It's clean and
maintained, but ir feels creepy. Surrinak hunters bring
their gear and [furniture with them when they plan on
staying in the lodge for a significant amount of time.

Access to the temple is simple. The lodge’s hearth is
made of an old millstone that's hinged and opens to reveal
astairway down to T1. A DC 15 Search check is sufficient
to notice the unusual placement of the millstone, but the
PCs probably already know it’s there from the information
found in L18.

The staircase down is actually 50 feet long; the last 15
feetare in T1. Light from the demonarch in Tt can be seen
from the top of the stairs as a dim glow, but the staircase
is dark until the PCs enter T1.

Further, these stairs are steep. It takes 2 squares of move-
ment to ascend each square. Creatures running or charging
down steep stairs must succeed ona DC 10 Balance check,
ending their movement 1d2x5 feet later if they fail. Those
that fail by 5 or more fall prone and take 1dé points of
damage at the end of that movement. The DC of Tumble
checks increases by 5. Creatures gaina +1 bonus on melee
attack rolls against foes below them on the stairs.

DUNGEON FEATURES

When the PCs delve into Slaughtergarde’s temple sec-
tion, some of the architectural features seem familiar. But
players who expect the same experience are in for some
surprises. Changes from these norms are found in specific
room descriprions.

Hlumination: Light changes as described in each
room. Halls are unlit, except by ambient light from other
areas,

Ceilings: Ceilings are 15 feet high. They're made of
smooth gray or gray-green stone. Ceilings here are not
cracked, and they're impossible to climb wirhour a narural
climb speed or the aid of magic. Only T10 has a ceiling of
earth and stone in part of the room. '

Walls: Finished masonry (Climb DC 20) makes up the
walls. The walls are 1 foort thick (break DC 35, hardness
8, 90 hit points), but beyond the masonry is solid dirt. A
few of the “walls" are actually cave-ins.

Doors: Burnished copper doors are common in the
temple, as are demon arches. Most of the arches here have
active magic, however. Demon arches within the temple

come in two varieties—illusory curtains and fiery curtains.
The arches are described in detail where they appear.

A hery demon arch is pictured in the illustration hand-
outs. Show the illustration when the PCs first see an active
fery arch.

Floors: The temple section uses the same sort of flag-
stone floors that the PCs saw in the laboratory section.
Some chambers and corridors have an inlaid mosaic of
clawed footprints. When the temple was an active part of
the mountain-fortress, the mosaic was intended to guide
worshipers from shrine to shrine and direct them away
from off-limits sections of the temple.

Lingering Magic: As with the laboratory, living crea-
tures don't need ro eat or drink within the Slaughtergarde
temple. The spiders in T19, T20, and T21 still kill and ear
prey.

ORGANIZATION

The drow think they have the run of the place. They now
prefer static guards, and Lanthurrae, rheir priestess and
leader, has directed them to protect certain sections from
intruders. They react to nearby battles by preparing for
battle themselves, but they don't usually leave their posts.
The penalty for failure is too dire.

The temple section radiates ourward from a central point.
1f you want to tailor the temple, be careful to keep tougher
encounters on the outer edges of the map. You don't want
the PCs stumbling into such encounters before they're
ready. I you want to tinker with the dungeon, consider
the following options.

Add a Patrol: If you want to keep the PCs from camp-
ing out in the temple, add a patrol that walks through the
rooms under drow control. A group of two arcane guards
or of three Lolth’s stings (both EL 3) makes a good patrol.
The PCs have a 10% chance to meet the patrol every 10
minutes the characters spend in a room that the drow
control. If the patrol runs across evidence of intrusion,
they warn Lanthurrae first, and she sends them to find
the invaders.

Add More Rooms: 1f you want to add more drow, the
casiest place to do so is among the barracks in the south-
eastern corner of the map. If you want to add more demonic
strangeness, anything south of the magma hutler in T22
is fair game.

Customize the Shrines: Intentional vagueness exists
about just whom the shrines in this temple are devoted
to. They could be dedicated to obscure demon-princes,
demigods, or forgotten aspects of existing gods. The altars
might be places of worship, or they might just be monu-
ments to champions of evil. It's up to you. Change the
shrine decorations to match the chaotic evil entities in
your campaign. You could even invent a ritual that activates
the crone statues in T16 and place that ritual in another
adventure—or this one.




Jarestry HaLL

Encounter Level 2

SETUP

The PCs can see T1 from the final 15 feet of the stairs. 1f
the guards (C) hear intruders, they load their bows to shoot
as soon as they see enemies.

A demon arch that has violet energy in its archway is
pictured in the illustration handouts. Show the illustration
when the PCs can see this room.

When the PCs near the bottom of the stairs, read:

About 15 feet from the battom of the stairs, you pass
beneath the ceiling of a room of gray stone: Two
dusky-skinned waryiors with longbows guard a
demon arch that has glowmg eyes and a violet gas
swirling in its mouth. Burnished copper double
doors are set into the walls fo the north and south.
Tapestries hanging from the walls in this room
depict horned, crimson-skinned humanoid warriors
marching across voleanic mountains.

CONCLUSION

If a battle occurs here, the grimlocks in T2 hear ir. On
initiative count 0 during the third round, one grimlock
bars the southern doors. A PC must then make a DC 30
Strength check to break the bar and open the doors.
The Lolth's stings in T15 might hear (Listen DC 17;
Listen 47). If they do, they sneak into the hall toward T1
(Hide +7, Move Silently +7), retreating to T15 and wairing

2 SURRINAK House GUARDS CR1
Races of Faer(in 62
hp 9 each (1 HD)
Male half-drow ranger 1
CE Medium humanoid (elf)
Init +2; Senses darkvision 60 ft., low-light vision; Listen +6,
Spn'r +6
Languages Common, Elven
AC 17, touch 12, flat-footed 15
Immune sleep
Fort +3, Ref +4, Will +1

Speed 20 ft. in breastplate (4 squares), base speed 30 ft.
Melee mwk longsword +5 (1d8+2/19-20)

Ranged composite longbow +3 (1d8+2/x3)

Base Atk +1; Grp +3

Atk Options favored enemy elves +2

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

SQ wild empathy +0 (-4 magical beasts)

Feats Track®, Weapon Focus (longsword)

Skills Diplomacy +3, Gather Information +1, Hide +3,
Listen +6, Move Silently +3, Search +1, Spot +6, Survival +5

Possessions masterwork breastplate, masterwork long-

sword, compasite longhow (+2 Str bonus) with 20 arrows

in ambush if they see intruders. However, the PCs might
meet them in the hall.

FEATURES OF THE ROOM
The room has the ¥s)”owin;:' features,

Hlumination: Demon arch (glowing eyes); 20 feet of
Ll'ig]‘ll i”llmilmtiou; 20 feot ol 5}1&LILH\"\; It miasn tiom,

[)(’“]L‘]'l ;‘\l'l.'ll: TF]L' lil't-'l'[ aver lI“-' eastern lf“l“'\\'il‘\f ]."
carved Lo loal like the face and apen mouth of a {an‘_:ccl
(Ium:m. }:__\-(-:: i1 llu- [m:\- glnw rcd—m‘nllgc. am.l a glamur oi:
swirling dark violet energy fills the mouth. The arch has a
moderate aura if viewed using detect magic (DC 21 Spelleraft
check to determine it's illusion). A low hum emitted by the
arch inercaszes Listen DCs to hear nn_vtlling IJL‘_\-'UII(! ik I'I_\' 10,
but a DC 13 Listen check is sullicient to hear occasional
grunts and hisses [rom the riding lizards in T4

Burnished ('\npper Doaors {lmt]n sets): Hardness 5; 00
hp each. Vertical handlee on hoth sides of both doors near
where they meet, The doors are closed but unlocked; they
have no latch ar lock.

Northern Doors: Qpen northward.

Sauthern Doars: Opt‘ll -_-"uulluvzlrtl. Thosedoors miglil be
harred fram the south (see Cum'ln:'—]nn_}v.

A DC 8 Listen check is sufficient fo hear occasional
grunts from the srimlocks in T2, whether a light in this
room has alerted them or not. A DC 11 Listen check is
sufficient to hear the quaggoth in T6 breakinga rock every
other round, hut thiz sound is hard (o iL!cnli[_\' .'u;ullr.‘ll.:._,-ly,

Tapestries: Eiglnl Lapesiries here measure 15 feet Ilil,‘-;‘]l
and 8 Toel across; each is worth 100 P The tapestries woigh
100 pounds each and are quite cumbersome.

L Y3 LNNOONT
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Encounter Level 2

SETUP

The grimlocks here (G) are filling containers for an upcom-
ing expedition. If the PCs bartled in T1, Té, or T22, the
grimlocks expect trouble.

From the doors exiting T1 or T22,a DC 6 Listen check
is sufficient hear the quaggoth in T6 break a rock every
other round.

When the PCs can see the center of the room, read:

In the.centey of this widenfersection stand fwo
muscular, gray-skinned humanoids in loincloths.
They have blank sockets where therr eyes should be,
and they carry greataxes:

FeaTuRrES oF THE ROOM
The room has the fallowing features.
umination: Demon arch f;lnwing eyes); 20 feet of
brightillumination; 20 feet of shadowy illumination—just
enough to reveal the pool in the middle of the intersection.
Burnished Copper Daoors (Imtll sels): Hardness 5; 60
}l[l each. Vertical handles on bath sides of both doors near
where I]m_\' meet. The doors are closed but 1111]13\;"{‘:‘1; {Iit-}'
have no latch or lock.
a\"un';"h:r'u .I'.r)t"ﬂl':?-,' O]WH S(lllll'l‘\'ﬁl'll, .'\[1 iran Imr is I';|I|:‘I‘
luaninﬂ against the wall tothe west of the doors Gl the grim-
Jocks are unaware) or th readed llmmgla the

2 GRIMLOCKS CR1
MM 140

hp 11 each (2 HD)

NE Medium monstrous humanoid

Init +1; Senses blindsight 40 ft., scent; Listen +5, Spot +3

Languages Common, Grimlock

AC 15, touch 11, flat-footed 14

Immune gaze attacks, visual effects, illusions
Fort +1, Ref +4, Will +2

Speed 30 ft. (6 squares)

Melee greataxe +4 (1d12+3/x3)

Base Atk +2; Grp +4
Abilities Str 15, Dex 13, Con 13, Int 10, Wis 8, Cha 6
Feats Alertness, Track”

Skills Climb +4, Hide +3, Listen +5, Spot +3
Possessions greataxe

A mosaic of clawed footprints runs through the
hallway from east fo west. The floor in the middle of
the intersection slopes gently downward ta a pool of
water that bubbles softly.

handles Gl the griml.:. ks heard a [h_-jlﬂ in T1), [t takesa move
action to picl up the har and another to thread the bar l]mmgh
thelandles, I the doors are barred, it takésa DC 30 5t‘rcu§t!‘l
check to break the bar and apen them.

Western Doors: Open castward. “Alhuriam—Tuathil Van-
naesh”iswrittenin chalk on the eastern side of one door. That's
Undercammon f ", 'l-i.mgur—-tmasn['ran.‘al elemental”

Anviron har is threaded lill'ou;:'ll the imm”cs on the eastern
side [t takes a move action to remove the bar (from the east
nn]_\'} ora DC 30 5!11-11;{]1 check to break the bar.

A DC 8 Listen check is sulficient to hear the rnmllling

of the magma hurler in T22.

l)l.‘l'l]()l'l "\l‘t'll: _I‘!H‘ .II'\ZIJ over |.IIL' ."l'llltl'.lt‘i']'l |h‘|.:':'ﬂ.tfl.' 15"

carved to look like the face and open mouth of a fanged
demon. Eves in the face ¢low red-orange, and a glamer of
_-'wil'lim_j dark violet energy fills the mouth. The arch has a
moderate aura if viewed using detect magic | DC21 Spc“-_‘mfl
check to determine it's illusion). A low hum emitted by
the arch increases Listen DCs to hear anything 1n:_vnmj il
I)’v 10,

Spring: The flagstone floor in this room has settled

|1_\= several Teet and water zeeps up l|!rnu¢]1 the c:'aclcs_.
creating a natural spring, Abits .'.Ivcpcsl point, the |mul
i= about a foot deep. It costs 2 squares of movement to
move ilﬂ;\' a |1-!f.![ squarce, .‘lntl l]l-.‘ DC “1- hI_IIIIII!Il' C Ilm 1.'7
in such S(UAares Imcreases |1}' 2. Four canteens and two

small casks are scal tered about the cllgcs of the pnu].

(One syuare

= ’5 ['L‘i.'l
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Encounter Level 2

SETUP

Fighting in T2 alerted the guards here (G), burt they don't
leave their post.

When the PCs come through the demon arch, read:

Guarding this roon¥ are two dusky-skinned men
wearing breastplates and carrying longswords.
Crates line the eastern wall, and a round table and
four chairs sit in the middle of the room. In the
southwestern cornerisan ironbound chest that has a
glowing rune onvits top.

TACTICS

If one guard goes down and the situation looks hopeless,
the other maneuvers toward the warded chest. [f he arrives
at the chest before the PCs stop him, he opensitand shouts,
“I'm taking you with me!” His opening the chest provokes
an attack of opportunity—the glyph doesn’t go offif such
an attack knocks out or kills the guard.

2 SURRINAK House GUARDS CR1
Races of Faeriin 62
hp 9 each (1 HD)
Male half-drow ranger 1
CE Medium humanoid (elf)
Init +2; Senses darkvision 60 ft., low-light vision; Listen +6,

Spot +6

Languages Common, Elven
AC 17, touch 12, flat-footed 15
Immune sleep
Fort +3, Ref +4, Will +1

Speed 20 f1. in breastplate (4 squares), base speed 30 ft.

Melee mwk longsword +5 (1d8+2/19-20)

Ranged composite longbow +3 (1d8+2/%3)

Base Atk +1; Grp +3

Atk Options favored enemy elves +2

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

SQ wild empathy +0 (-4 magical beasts)

Feats Track®, Weapon Focus (longsword)

Skills Diplomacy +3, Gather Information +1, Hide +3,
Listen +6, Move Silently +3, Search +1, Spot +6,
Survival +5

Possessions masterwork breastplate, masterwork
longsword, composite longbow (+2 Str bonus) with
20 arrows

Fratures oF THE RooMm

T|:Ju room has the following [eatures

Hlumination: Demon arch (glowing eyes); 20 feet of
bright illumination; 20 foet of ::I\mlnwy illomination.

Demon Arch: See T2,

Crates: Most of these crates are muudanc gmads—i.rmcl,
ahainidinks forarmor repair, harnesses for lrcdsts l.‘I’I)HFLL‘.I'!,
and excavation tools. None of the food has been opc:wtl or
caten, but it’s all preserved so it's still goad.

All told, these guntls wcig!‘l ahout 200 |mum1~_= i are
worth 400 gp. A DU 12 Appraise check i safficient to
deteemine this, but that takes 30 minutes and requires some
ol l]ll' crales Lo he n]}('l'lut‘l.

Table: Squares that include the table cost 2 squares of
movemenl Lo enter. A creature can jump atop the table,
daining a +1 honus ou melee attack rolls against those on
the floor. Doing so is automatic for someane wha takes a
move action from any of the table’s squares, orit canbe done
as part ol a larger move action wit ha DC 24 Jump check.

lronbound Chest: The chestis unlocked; it has hardness
10 and 60 Ilp. [t's warded with a _qfllup 1 nfuum’r'n;? that foes
off if anyone other than Lanthurrae opens ik, If viewed using
detect magic, the glyph has a faint au ra (DC 18 Spelleraft
check to determine it's abjuration). [Fsomeone uses read
magic on the giig;;r!rr, ailDES Sppllcmrt checle iz sufficient
to identify it and its ef foct (acid blast). Inside the chest are
a scroll of restaration (caster [evel ?l]l, 800 gp), 20 pp, a nd
a sapphire necklace (450 gp). :

Glyph of Warding (Blast): CR 4; spell; spell triggeri no
reset; s_pe” effect I:_a}ypﬁr afﬂ'anl’:’ug HJIJEI'], Sth-level cleric,
21.15 nuitl, Rv”ux DU 14k |1a||h}; mu'lip'u bardets {J” Lardels
within 8 [l.}; Search DC 28 Disable Device DC 28,

One Square = 5 {L'L".

¢ MAINNODNT
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Encounter Level 4

SETUP

I the drow rider (D) hears battle in T1 or Té, he takes 3
rounds to saddle up and take a position where he can charge
those who enter the room. He remains battle ready, his
mount saddled, but he dismounts after 10 minutes of silence.
He cares about the lizards (L), so he doesn't leave them.

If the characters manage to sneak into this room, the
rider is adjusting the saddle on the riding lizard. It takes
him a full-round action that provokes attacks of opportu-
nity to buckle the saddle down. On the following round,
he artempts a fast mount as a free action (Ride DC 20), then
moves to attack. If he fails the Ride check, he has to use a
move action to mount up.

When the PCs enter the room, read:

Three upright lizavds the size of horses are tied to
the northern wall, each nosing a pile of mushrooms
on the floor there. Another stands nearby on ils
powerful hind legs, ridden by a drow in heavy
arnior who's carrying a lance.

A mosaic depicting clawed footprints emerges
from undey copper double doors to the east, heads
into the middle of the voom, then lurns south, where
it disappears under double doors there.

Drow RIDER CR3

MM 103

hp 15 (2 HD)

Male drow fighter 2

NE Medium humanoid (elf)

Init +3; Senses darkvision 120 ft.; Listen +3, Spot +3
Languages Abyssal, Common, Elven, Undercommon

AC 19, touch 11, flat-footed 18

Immune sleep

SR13

Fort +3, Ref +3, Will +1; +2 against spells and spell-like
abilities

Weakness light blindness

Speed 20 feet in full plate (4 squares, run at 3 x speed),
base speed 30 ft.; Ride-By-Attack

Melee mwk lance +6 (1d8+2/x3) or

Melee mwk longsword +5 (1d8+2/19-20)

Reach 10 ft. with lance

Base Atk +2; Grp +4

Atk Options Mounted Combat

Combat Gear potion of cure light wounds

Spell-Like Abilities (CL 2nd):

Abilities Str 15, Dex 16, Con 11, Int 12, Wis 12, Cha 10

Feats Mounted Combat®, Ride-By Attack®, Weapon Focus
(lance)

Skills Handle Animal +5, Intimidate + 5, Listen +3, Ride +10,
Search +3, Spot +3

Possessions combat gear plus masterwork full plate,
masterwork lance, masterwork longsword, key
(to footlocker 1in T7)

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

4 RIDING LIZARDS CR2

Fargotten Realms Campaign Setting 308

hp 30 each (4 HD)

N Large animal

Init +2; Senses low-light vision, scent; Listen +3, Spot +3
Languages —

AC 14, touch 11, flat-footed 12
Fort +7, Ref +6, Will +2

Speed 40 ft. (8 squares), climb 40 ft.
Melee bite +6 (2d4+4) and
2 claws +1 each (1d3+42)
Space 10 ft.; Reach 5 ft.
Base Atk +3; Grp +11

Abilities Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Feats Alertness, Fndurance
Skills Climb +14, Hide +0, Jump +11, Listen 43, Spot +3



TACTICS

The drow rider prefers to initiate combar by charging
and thereby dealing double damage with his lance. He
can charge while mounted and move his mount’s speed
alter making the artack, taking no attacks of opportuniry
from the loe attacked (Ride-By-Attack). Once per round,
the rider can try to beat the attack roll of someone who
attacked his mount by making a Ride chéck, negating the
hit if he succeeds (Mounted Combar). While he's mounted,
lie gains a +1 bonus on melee attack rolls against Medium
and smaller foes on the ground. He reserves his longsword
for fighting adjacent foes.

His riding lizard is trained for war, and it attacks any
enemy within reach It attacks on the same initiative
count as but alter the rider, favoring the rarget the rider
attacked.

]

FeATURES OF THE ROOM
TI\:: O Il.lr- l!u' I-l"“i'r“'ill?_ {L‘ﬂ.hll‘u.-"
Mumination: Demon arch f_;lu\\'ing eyes); 20 foct of
I}l‘i._cfl'lt illumination; 20 feet of ;i!lm.ln\\'y illumination:
Demon Aireh: The arch over the western L|-_mr\\-".|y iz carved
ta look like the face and apen mouth ol a fanged demon. Eyes
in the face glow rml—urnn;c, and a glamer of 5\\'ii‘1ing dark
vialel enerdy fills the mouth. The arch has a moderate aura
il viewed using detoct magic (DC 21 Spelleraft check to de-
termine ill;-‘ l”usinn]. .-\ In\\' I'il.ll'l'l L‘I'I'I.Iti'i_'d I}_\' i}w. a I't.'Il inoreases
Listen DCs to hear any El‘ling I)u_\'nntl it ]J_\' 1),
Hul'nisilccl L‘n]}pcr Doors {]1::[!1 sels): ]'|.1rdnes;-‘ 8;
60 l‘l]l cach. Verlical handles on both sides af hath doors
near \\‘11L’I'L‘ lle’ meel ‘Hh' I.IDE'II": are CII‘:‘\.:LI I‘Jllt ll'l‘l.lt.‘u,‘L:u(Il
IIlL"\' I'll"i\'l' ey I-I{L!T nr II‘JL-IT.
Fastorn Doors: Qpen westward. [ the PCs somehow

arrive at this doorway without those in TS hearing

The other three riding lizards are tied to spikes driven
into the northern wall, and they ignore the fight unless
one of them is attacked. In that case, the lizards attack
their attacker if they can reach. The leads around their
necks prevent them from moving but don'timpede them
in combat against adjacent foes. A lizard can pull irs lead
loose by succeeding on a DC 15 Strength check. If thar
happens, the free lizard moves to keep fighting those who
attacked it.

The rider fights to the death to protect the lizards from
intruders. 1f reduced to 10 hit points or fewer, a riding
lizard that has no rider instinctively flees south to Té and
into the Underdark through the tunnel there.

are barred, it takesa DC 30 Strength check to break the bar
xlll‘t opeEn IIn-n‘L

A DC 3 Listen check is sufficient to hear the quaggoth
in T6 break a rock every other round.

Underdark Morels: These edible mushrooms are a sldplu
of the ridill; lizard dict, and two :I.:_\'s worth of feed is here
[viglll dn)'_: for a :]nglv lizard). The lizards aren’t ‘ll.ln;:l'y
beoause ilu-_\"ru w‘llllin §I<1l1§]1i't:lfg.ll'llt.’, ]mt t}u‘_\’ iL”_V nuzzle

the mushrooms. They enjoy the smell, and it gives them

sm'ncl.‘iiin:- to do.

them, a DT 24 Listen checkis s syt tohear the
arcane guard and doom [i 1. Making that
check E)_\' 10 or more allows & PC to make out a mun-
danic canvirsation i Commonion the tediousness of
_,_ju.nr(l 1]n|_~.-. ||.‘ d [ighl nccurrul Iml'u in T4, |1uu-c\'cr.
the denizens of TS are silent.

Southern Doors: Open southward. An iron bar
leans against the wall ta the west of the doors. [t
takes a move action to pi..']'.: up the barandanather

to thread the bar l]!ruu;]I the handles. IF the doors
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Encounter Level 4

SETUP

Unless the PCs were quiet in T4, the drow and hobgoblins
stationed here are ready for them. They prepare as described
in Tactics and stand in the center of the intersection. The
read-aloud text assumes this.

If the PCs can catch the guards unaware, the arcane
guard (A) is standing along the northeastern wall of the
intersection, and the doom fist monks (D) are sranding
along the northwestern and southwesrern walls. This
means that PCs coming from T4 probably don't see the
monks from their initial vantage.

When the PCs open the doors from T4, read:

Two corridors cross ahead of you. Standing in the
intersection are two burly hobgoblinsin simple red
breeches and tunics. Beyond them is a male drow in
a shining chain shirt. He has a spiked chain in one
hand and a piece of parchment in the other.

Mosaic footprints lead from the northern
passageway into. the intersection, where they turn
west and head toward you.

2 Doowm FisT MoNKks CR1

MM 153

hp 10 each (1 HD)

Male hobgoblin monk 1

LE Medium humanoid (goblinoid)

Init +7; Senses darkvision 60 ft.; Listen +5, Spot +1
Languages Common, Goblin

AC 14, touch 14, flat-footed 11
Fort +4, Ref +5, Will +3

Speed 30 ft. (6 squares)

Melee unarmed +2 (1d6+2) or

Melee unarmed +0/+0 (1d6+2)

Ranged mwk dagger +4 (1d4+2) or

Ranged dagger +3 (1d4+2)

Base Atk +0; Grp +2

Atk Options Stunning Fist 1/day (DC 17)

Combat Gear potion of cure light wounds, potion of mage
armor

Abilities Str 15, Dex 16, Con 15, Int 10, Wis 12, Cha 8

Feats Improved Initiative, Stunning Fist®

Skills Hide +7, Listen +5, Move Silently +11, Spot +1,
Tumble +7

Possessions combat gear plus masterwork dagger,
3 daggers

EAsTERN INTERSECTION

ARCANE GUARD CR3

MM 103

hp 14 (2 HD)

Male drow fighter 1/wizard 1

CE Medium humanoid (elf)

Init +1; Senses darkvision 120 ft.; Listen +5, Spot +5

Languages Abyssal, Common, Drow Sign Language, Elven,
Undercommon

AC 15, touch 11, flat-footed 14

Immune sleep

SR 13

Fort +3, Ref +1, Will +3; +2 against spells and spell-like
abilities

Weakness light blindness

Speed 30 ft. (6 squares)

Melee mwk spiked chain +5 (2d4+3)

Reach 10 ft. with chain (can attack adjacent)

Base Atk +1; Grp +3

Combat Gear potion of cure moderate wounds, scroll of
fireball

Wizard Spells Prepared (CL 1st; 10% spell failure chance):
Ist—expeditious retreat, ray of enfeeblement (+2 ranged
touch), shield
0—detect magic (3)

Spell-Like Abilities (CL 2nd):
1/day—dancing lights, darkness, faerie fire

Abilities Str 15, Dex 12, Con 12, Int 15, Wis 12, Cha 10

Feats Exotic Weapon Proficiency (spiked chain), Scribe
Scroll®, Weapon Focus (spiked chain)®

Skills Concentration +5, Listen +5, Search +4, Spellcraft +6,
Spot +5

Possessions combat gear plus mithral chain shirt,
masterwork spiked chain, key (to broken footlocker in
T8, where his spellbook is stared)

Spellbook spells prepared plus 0—mending, message,
prestidigitation, read magic; 1st—cause fear, Tenser's
floating disk

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

[l



TACTICS
If the drow and hobgoblins hear a battle in T4, they pre-
pare as follows.

Round 1: The arcane guard casts shield. Monks take out
and drink potions of mage armor.

Round 2: Monks draw masterwork daggers. The arcane
guard takes out his scroll of fireball.

When the PCs appear, the hobgoblins throw their
daggers if they must wait for the arcane guard to use the
scroll of fireball. Safely using the scroll requires the guard
to make a DC 6 level check, followed by a DC § Wisdom
check if he fails. Failing the Wisdom check causes a burst
of illusory blue fire to engulf the intersection harmlessly.
When the fireball goesoff, the monks rush into melee.

On round 2 of battle, the arcane guard casts ray of enfecble-
ment on a strong PC. After that, he joins the melee, trying
to disarm capable melee combatants. He has a +11 bonus
for the opposed attack roll to disarm a foe.

FEATURES OF THEE ROOM
The room has the |--|Hm\.‘in|_: features.

Hlamination: [t dark here, If the southern F'tcr_\' demon
archis reactivated, it ])1'|_wi(11::-‘ 20 feet of 1)1'i_g‘}‘|l illumination
and 20 feet of slmtlow_\' illumination.

From the intersection, the glow of the liery archat T10
is visible in the narthern corridor. Tt provides hadow y illu-
mination almost ta the intersection.

Burnished Copper Doors (both sets): Harduess 8; 60
hip cach. Open westward; vertical handles on both sides of
both doors near where they meet. The doors are closed but
unlocked; I'Im_v have no latch or lock.

IFiery Demon A wch (Di:‘-n[:lml]:‘rlw arch over the southern
&l-u.:rwny is carved Lo loak lilke'the face and vpen mouth of a

[.m:;m[ demaon, |)n.-'i_gnu&{ to burn those who pass l'iu'nl.u:l'l.

it has been disabled l‘:y the drow, \\'Imvcaruf.ul]y melted ""‘

If two of the three NPCs here fall in battle, the third
one withdraws to the sourth, kicking away the melted wax
under the demon arch as a free action. This reignites the
fiery curtain in the arch. Then that NPC joins the arcane
guards in T7.

. CONCLUSION

If a battle occurs here, the wererats in T11 hear it. They
observe the bartle while hiding in the intersection north
of T5 (Hide +5), bur they're too cowardly to aid the guards.
1f the PCs then head north, the wererats shoot crossbows
down the hall, then flee into T11.

c::\‘plm‘(' this part of 5|:|1|._:]|l¢-1-g.u-:|1.-, two of the arches are
disabled: this one and the one in T13.

[f someone reactivates this one, sheets of Flame swathe the
daon way, E}Inc]:ing line of :‘i}_‘;ili, and it deals 246 poinks of fire
damade to anyone passing through it (Disable Device DC 14).
The activated arch’s [lames-emit -:rm:lcling‘ that incrieases the
Listen DCs to hear any l'l1ing ]'JL'_\'HI:Il_l I}u.-.m Il_}_j 10.

,-\ |"L‘. \\'!nl |n.'lL‘|-r:‘ d SL‘GI‘CI'I. Or Di:‘.‘ll‘]lc Dc\'iCC C]‘IGCI{ on
ane ol the arches automatically notices if another seems
hotter or coaler.

X P Note: Whenever the PCs disable or take damage from

aspecilic fiery demon arch for the First time to pass through

it, award X P as if they overcame a CR 3 trap.

a candle over some runes in the threshold. The arch  J£
haz a.moderate aura if viewed using deteot magie (DC |5,
21 SIJU”\.'I“!'I check to determine it's evocation).
The E‘iur_\-' demon arches in this park of :‘-‘[auglit‘er-
gnr(]u n” connect Lo 1|1L' Samme IITHI] |1iEl'lt.'(I energy
souroe —-\\’llt'll {!11‘._‘"!'1-.' .lI[ \\'l'll'I;“II'IE. t.':lL'I1 Ll(‘i\]? Itl()
points of fire (Jamngc to anvone who passes '.I'Il'l!ltgl‘i.
Anarch can be LIienl?Ich 1))’ COVEring some of the faint
runes on the Floor at its threshold (base Disable Device
DC 12), When an arch is dizabled, however, more
energy enters the other ones. For cach Lli:.nir]u-w_l a rcl‘l.
add 1d6 [ive leudg\- to the other arches and increase

|;n' r)f:-'d[l]u Device |)L‘ 11}' ‘3 \\'”mn II‘IU PC-‘- I.ir:‘-l

One square = 5 fuop




SHRINE OF THE SINUOUS SERPENT

Encounter Level 3 QUAGGOTH CR 3
Monsters of Faeriin 75
SETUP hp 19 (3 HD)
NE Medium monstrous humanoid
Init +4; Senses darkvision 60 ft., scent; Listen +5, Spot +3
Languages Undercommon
AC 14 (10 if raging), touch 10, flat-footed 14
Immune fear

If the PCs battled in T2 or T4, or they approach with a light
source, the quaggoth (Q) expects them. It's breaking rocks,
so it hears only the noise of its work every other round.

g
oZ
=
% _
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Z
e

When the PCs enter the room, read: Fort +3, Ref+3, Will +4
A tall gray-furred humanoid that has an ursine Speed 30 ft. (6 squares), climb 30 ft,
head and carvies a hammerlike club is this Me:ee grel'f‘tC|Ub7+7'{]hd10+_5]r]' 5 Yo, O] T
octagonal roont'’s only inhabifant. It stands amid Me:nedzc st sach: (eI aRing) Ylode 4 fra ik ragingl)
crushed rock. | R A bite +2 (+4 if raging) (1d4+2 [+3 if raging])

Intertwining snakes of differing sizes are carved Special Actions rage

in relief on the walls and ceiling. A black marble Base Atk +3; Grp +7 (+9 if raging)
altar is set against each défthe room's remaining Abilities Str 18 (22 if raging), Dex 11, Con 15, Int 7, Wis 12,
walls. Each altar has a strange object on it. Cha 10

3475 . A % s o Ly eSS Feats Alertness, Improved Initiative
AVI0S ¢ i s le > o 4 ! j : :
; .M?tiuf L.«{;m[;d,'f?.mlp.l .I}I;:I.JL.{!?;_J]U.?;i‘”“ ,;.h‘ ll”;}. ]‘”, Skills Climb +12, Hide +2 (+4 in shadows), Listen +5,
passageay to e cenier of the cRamoer, wiere tney Spot +3, Survival +3

turn west and head out of the yoom. Possessions greatclub

Rage (Ex) A quaggoth has a 1in 6 chance to rage at the start of
its next turn when wounded, If it does, it drops its greatclub
and uses its “if raging" statistics. It can't voluntarily end the
rage; the rage ends when all foes are slain.

[:]f,-\'l'[_.'le[js OF THE R(')('_),\[ on ;]EjnuEhwusturn altar. These Ubiecls are worth 100 gp
The roam:has the |‘0Hnw1n£ foatures. each (500 gp as a set). y
I niat o s Nl LAvA: The altarshave a dim evil aura if \*ic\\'cc! uf'itxg detect evil, and
Ceilin,;f: Tkl ey g ol e, - — tlwy have a dim aura if viewed using detect
|1ig|1. - . ." I":-’ .. _"“."-——f-__._".r'; - | —- ramg:}_'[l-.)c 21 .'::pu”cml'k
Burnished Copper Doors: Hardness |+ 75 - : f : § check todetermine it's-
3 . PR T T ; i VB hcaltay
5;6() |1|'l cach. L‘\pcn southward; verti- AR L % ¢ 3 " N AT AVIHRUOD L aactial Lol
(al ]mrl:”r: (el] l::_nl || :-'-;(L.":- ||l |u.:ll: J:-m-; ." - .'. - A 4 { - 2! 1 ___-LP (o "‘v' ) ‘: § can ll-‘t‘ l'[}u..-‘lrnyud (I'I{'H'(I—-
near where I]m_\' meet. The doors ave L &, Mes Y Ry AR ok Fe, ness §, 250 E"p}'
I FoRuR * ey e T
alosed but Lmluc]:ml; tlwy have no '~,-I__ M LA T "‘! r & / Dig Site: Each Fquare
latehor lock [ eahe s B ! A marked with rubble costs
> = v j 4 %A > J R, (s e F i )
A DC 9 Listen checkissufficient Is 4 ‘ “- { ‘é'( l‘—i || [ S ‘c'\’"'.'u g aiequarcs L'j movement
to hear occasional grunts and hisses f" SR J ; )‘;"‘_f “Q’ : —l:: enler, J‘mII.uu:u and
from the ri(}ing lizards in T4 fi! o III ||"'_ “‘—ll—-—-—al _____,I ‘ _|umI1Eu DC il_ufn"]s” ii\
Altars: Each ﬂlli{I' pavs 11::1!1.1g{- .j-_“_*:v_'[':n:‘!:‘— _J:__Jll_:._ﬂ[: !' ii P L '5—" 'Ur and '\'li“’e"blleml," DCs
part of a snake’s life. The north- | || | |J -'|| .-Jl v {_‘__ :‘_ .',“}“2 £ ln‘:‘ll:c.‘lsc IJ"I ‘.‘['1 ARk
western altar has three fzt-sized 1 Ty o Jl-__ s a, ""’ ¢ T to Underdars:
silver cgds. On the lmrt_]wash‘rn }' 4 “j "i‘f: <y \ _J___ | ( .5 -T,.I, } \H;.lra I(l}nl‘.m.t]‘jt?_‘%". ll‘l"‘
altm- isaimsa]l ._-m-\,in.é{ﬂ a h‘n‘lgic iy 3 -...__t-_, R } l"‘———j:— oy X A s g .w:lll IL!’I1.1III1IIIL escends
of tiny snakes in a ball that \';1gut‘|)' LN - "J-jt_a-'i.'. 5 1] j T B, 11 i Thz‘l the Une NII'IHIL’L’ ! ?"T
resenthles a hnmanoid head. The I | ¥ =3 Pt/ i thedrowsetupa makeshitt
lie 7 n lavatng ARG -
southeastern altar has two i‘ll])_\'- IJ —= ¢ - 3 ¢ elevator made of "“I’e: ‘11?4
c_\'t'l.l enakes carved in sranite, cach ) : I ||“‘— '\;l 4 ‘1 ,":t_m"-‘ T‘L}t[ﬂ"'" to m'-! mn
swallowing the other's tail. An | 1 e | et L j lifting. About 40 "“_IL'-‘-"
i\.l“.'\, T e e Sl?t.'}l.'lﬂll. | iy % ; % \'._'--!’] ; A0 0 away, |.I.'Ir|-|||E“_ll mazelike
skl l.m&}, Fotstrike, sibs IO v L& i :v,_l_ a5 xt C..:]\'L‘I:I\‘I‘J:%, isthe dmwmltpn::L
! oo | s g - Karkanna Amon.
i, e | - "
One Square = 5 .rm.'! - .




NORTHERN (QUARTERS

Encounter Level 5

SETUP

Two arcane guards (A) here are preparing for an expedition
out of the complex. They're ready for battle anyway, but
they're awaiting trouble if a bartle occurred in T5.

When the PCs open the door, read:

Two male drow in chain shirts glare at you, spiked
chains at the veady. Six beds take up most of the
roont, and fwo footlockers are set' against the
eastern wall. '

2 ARcANE GUARDS CR3
MM 103
hp 14 each (2 HD)
Male drow fighter 1/wizard 1
CE Medium humanoid (elf)
Init +1; Senses darkvision 120 ft.; Listen +5, Spot +5
Languages Abyssal, Common, Drow Sign Language, Elven,

Undercommon

AC 15, touch 11, flat-footed 14

Immune sleep

SR 13

Fort +3, Ref +1, Will +3; +2 against spells and spell-like
ahilities

Weakness light blindness

Speed 30 ft. (6 squares)
Melee mwk spiked chain +5 (2d4+3)
Reach 10 ft. with chain (can attack adjacent)
Base Atk +1; Grp +3
Combat Gear potion of cure moderate wounds
Guard 1: scroll of fireball
Guard 2 scroll of deep slumber, wand of magic missile (25
charges)
Wizard Spells Prepared (CL 1st; 10% spell failure chance):
1st—expeditious retreat, ray of enfeeblement (+2 ranged
touch), shield
0—detect magic (3)
Spell-Like Abilities (CL 2nd):
1/day—dancing lights, darkness, faerie fire

Abilities Str 15, Dex 12, Con 12, Int 15, Wis 12, Cha 10

Feats Exotic Weapon Proficiency (spiked chain), Scribe
Scrall®, Weapon Focus (spiked chain)®

Skills Concentration +5, Listen +5, Search +4, Spellcraft +6,
Spot +5

Possessions combat gear plus mithral chain shirt,
masterwork spiked chain, travel spellbook

Spellbook spells prepared plus 0—mending, message,
prestidigitation, read magic; 1st—cause fear, Tenser's
floating disk

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

TACTICS

If they have warning, the guards cast shield. Guard 1 moves
to cover the door with his chain.

When the PCs enter, guard 2 unleashes the scroll of decp
slumber as soon as possible. Safely using the scroll requires
the guard to make a DC 4 level check, followed by a DC
5 Wisdom check if he fails. Failing the Wisdom check
means the spell's burst is centered on him.

In subsequent rounds, guard 1 fights at'the door, dis-
arming opponents if he can (+11 on the opposed attack
roll). Guard 2 casts spells or uses his wand, only joining
the melee when he has to. If the situation looks hopeless,
guard 1 uses his scroll of fireball to engulf the whole room.
He must make a level check (as above ) to do so. Failing
the Wisdom check deals him 3dé points of fire damage.

FEATURES OF THE ROOM

The room has the following features.

Hhimination: 1t's dark here.

Burnished Copper Door: Hardness 5; 60 hp. Opens
castward; vertical handles o the .w'nlll}'ll‘._l‘il side of hoth sides
olitliedane The dabris ;:iusurl and unlfltlwcl;-it has.no ]al\:h
or lock.

Footlockers: The footlockers are lacked (Open Lock
DE20). ’I.lle_\' can be bashed open “lal'lll‘lt"‘:‘_‘ 504 ]l|1}<

Footlocker I: Drow ulul{ﬁng and 170 gp. -

f'-('u!fucfecr 2 Diaw L'Inilliug cll'll;l an i\?or'\f lu'néll (30 gp).

One square = 3 fo0




SouTHErN (QJUARTERS

Encounter Level 4

SETUP

A gargoyle (G) recently slipped in through the tunnel in
T10, and it was slightly burned by the fiery arch there. It
has since been sneaking around, taking whatever it can.

The gargoyle might have heard a battle in T5 (Listen DC
6),and it certainly heard one in T7. If so, it’s hiding behind
the table in the norrheastern corner (use the higher Hide
bonus). 1f not, the PCs might surprise it pilfering the
pewter flatware.

When the PCs open the door, read:

Two beds are set against the noythern wall of this
small chamber, footlockers at their feel, while three
beds are set against the southern wall with no
accompanying lockers. A round table sits in the
northeastern corner. Three places on it are set with
pewter flatware.

If the PCs surprise the gargoyle, read:

A grofesque, winged humanoid thal has stony skin,
claws, and horns stands next to the table. Over its
shoulder is a leather satchel.

TACTICS

The gargoyle prefers to attack PCs whoare blocking a clear
path out of the room. It keeps fighting until it can flee,
making for T10 when it can. It doesn't fly while in T8, but
as soon as it gets into the hall, it starts flying.

FEATURES OF THE ROOM

The room has the fnllu\ving features.

Mumination: 1t's dark here.

Burnished Copper Door: Qpens castward; see 10,

Table: '.'_:l‘.]llc‘ll'l.‘i that include the table cost 2 squarcs ol
movemenl Lo enter, A crealure can jump atop the l.1|1|[-,
gaining a+1 bonus on melee attack rolls against those on
the floor. Doing so is automatic for someone who takes a
move action [rom any of the tables squares, oritcan be done
as part of a larder move action with a DC 24 Jump check
(DC 12 with a 20-foot running start).

Alnp it are three |1]:|CL' seltings of pewter flatware worth
5 Ep L!E!.L'I'J.

Footlockers: One is unlocked and empty. The other has
a broken lock and contains drow clothes.

GARGOYLE CR4

MM 113

hp 30 (full normal 37) (4 HD); DR 10/magic

CE Medium monstrous humanoid (earth)

Init +2; Senses darkvision 60 ft.; Listen +4, Spot +4
Languages Common, Terran

AC 16, touch 12, flat-footed 14
Fort +5, Ref +6, Will +4

Speed 40 ft. (8 squares), fly 60 ft. (average)
Melee 2 claws +6 each (1d4+2) and
bite +4 (1d6+1) and
gore +4 (1d6+1)
Base Atk +4; Grp +6
Abilities Str 15, Dex 14, Con 18, Int 6, Wis 11, Cha 7
SQ freeze
Feats Multiattack, Toughness
Skills Hide +7 (+15 near stone), Listen +4, Spot +4
Possessions satchel (contents described in Conclusion)

Freeze (Ex) A gargoyle can appear to be a statue; DC 20
Spot check to tell it's not.

CONCLUSION

If the gargoyle flees to T10, it once again braves the fiery
arch, flees from the dire bats, and heads to the surface.

If the PCs take the gargovle’s satchel, they discover
it contains two kris daggers (each has a dim evil aura if
viewed using delect evil), an arcane guard'’s travel spellbool
(see the statistics in T7 for the spells within), and 66 gp.

One Square = 5 fm;-l



Priestess (QUARTERS

Encounter Level 2

SETUP

FEATURES OF THE RoOM

The rotm ]'ms lllu {n”uwing l-ualnn:s,

This room conrtains two zombies (Z) that don't react to
occurrences outside this chamber unless they're atracked
from the hallway—see Tactics. Since they're better armed
than typical zombies and this unholy room duplicates the
effects of a desecrate spell (see Features of the Room), these
zombies are more of a challenge.

When the PCs open the door, read:

Two drow in heavy armor, each carvying a
shield and longsword, guard this chamber. Their
shuffling gait and unsettling pallor mark them
clearly as undead. Beyond them are five beds
along the southern wall and a small table thal
has a box on il.

TACTICS

The zombies just attack anyone that enters other than
Lanthurrae or her acolytes, If they're attacked from the
hallway, they fight back. They fight until slain, but they
don't leave the room to pursue retreating PCs. A zombie
closes the door behind fleeing characters.

2 DrROwW ZOMBIES CR1
MM 265

hp 18 each (2 HD); DR 5/slashing

NE Medium undead

Init +0; Senses darkvision 60 ft.; Listen +0, Spot +0
Languages understands creator's commands

AC 20, touch 10, flat-footed 20

Immune ability damage to physical ability scores, ability
drain, critical hits, death effects, disease, energy drain,
exhaustion and fatigue, Fort save effects that don't
affect objects, mind-affecting spells and abilities,
nonlethal damage, paralysis, poison, sleep, stunning

Fort +1, Ref +1, Will +3

Speed 20 ft. in half-plate (4 squares, can't run), base speed
30 ft.

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

Base Atk +1; Grp +3

Abilities Str 15, Dex 11, Con —, Int —, Wis 10, Cha 1

5Q single actions, undead traits

Feats Toughness

Skills Listen +0, Spot +0

Possessions half-plate armor, light steel shield, longsword

Single Actions (Ex) One move or attack action per round.
Can move its speed and attack if charging.

'|”umi1mlinn: [t's Llan-_ |wn_‘.

Burnished Copper Door: Hardness 5; 60 I1p. Opens
.:uui.l]u'drd; vertical handles on the western side of bothsides
of the door. The dooris closed and lll‘llﬂ\.'!(‘t_'(.!; it has no latch
or lock.

Desecrated: Thiz room once housed demonic pricsts
and the evil here is |_1a|pn|1[‘c. Charizma checks made to
turn undead takea -3 |_:r|_1]-.1|w |u.-n,1h_‘\r, and undead gain
a+l I\ruilnm.‘ lmnu.—-‘ an .11'1.111]“ rn”::, tjama-_.:u- rn”s, am}
saving throws (inu]mlrd inithe 7.|u11lli|;::"5tatis|.ic.-‘}. Undead
created here, such asthe room's _v:lla}'dian-:i, gain +1 ll]l per
Hit Die. The room has a faint evil aura if viewed using
detect evil.

Table: This table Functions lilke the one in T8.

Atop the table isa ikulry hox with o ]mz‘z_lu cl.l:;p that
involves pressing the L'iglli studs on the lid in a 5|1cuiric
order. A DC 20 Open Lock check is sufficient to open it
or it can be smazhed (I'mr:J ness 5, 10 ]‘m]. Trying all the
pussil)lc combinations n]s‘v w.n’l-:.—‘. l)ui it takes 3 hours to
open the hox that way. Inside the box are a set of fine silver
u:.l.ing uf;unsi]s (50 gp}, a silver nu-‘:lzlncc \V”i] a ‘;‘IJ‘[I.!L'.I’
pcml;ml‘ (150 gpl, and three uncut ||i.\|up_m|_e- (100 gp wu.‘li}.

The box alone is worth 30 S8

One square — 5.f;-.-ul

61 WAINNODNT



Bar | AR

Encounter Level 4

SETUP

Noise made near the arch might alert the dire bats (D).
They pay no attention to sounds that are farther away
than that.

When the PCs come through the fiery arch, read:

('ff.‘m'l[}-' \Hi]_jr(l to a cave-in, the eastern parl of the
room 1s cavelike. Two horse-sized bats hang there.

TACTICS

The bats hover (DMG 20) to fight.

FEATURES OF THE ROOM
The room has the following features.

Hlumination: Demon .11‘\:]1; 20 feet of bright illamina-
tion; 20 feet of shadowy illumination. If the arch is disabled,
the area iz dack.

FEL‘T.\' DL‘]“{_'III J\ rt'l!: _Hu' ﬂl't'i'l aVer lI'Il‘ lit‘l_!i'\\’ﬂ'\' iS k'('ll'\'t'l.l
to looklike the face and pen mouth of a [.111_,1:-1.1 demaon. Eyes
on the face _fluw rcd-uran_ﬁc. [f none of the other fiury demon
arches have been activated or disabled (see below), sheets of
flame swathe this doovway, blocking line of sight and dealing
3d6 points ol fire (L‘lllhl;t_‘ Lo anyone passing I[1mu;|‘l it.
'k-rm:l.'htlg From the [lames increasesthe Listen DCs to hear
ﬂny{'lﬁllg I)uynm_l them 1‘1_\-‘ 10. The arch has a moderate aura
il viewed using detect magic (DC 21 Spelleralt check

to determine it's evocation). = >

2 DIRE BATS CR2
MM 62

hp 30 each (4 HD)

N Large animal

I_nit +6: Senses blindsense 40 ft____;_ Listen +12, Spot +8
AC 20, touch 15, flat-footed 14

Fort +7, Ref +10, Will +6

Speed 20 ft. (4 squares), fly 40 ft. (good)
Melee bite +5 (1d8+4)

Space 10 ft.; Reach 5 ft.

Base Atk +3; Grp +10

Abilities Str 17, Dex 22, Con 17, Int 2, Wis 14, Cha 6 g
Feats Alertness, Stealthy
Skills Hide +4, Listen +12, Move Silently +11, Spot +8

CONCLUSION _
If a dire bat is reduced to 10 hit points or fewer, it flees
through the tunnel, revealing the fissure’s presence.

A DC 16 Dizable Device check disables this arch, _:u|15\r(|uenl|y
increasing the danger ;mscd by the remaining active ones.

The fiery demon arches in this part of Slaushtercardeall
cannect to the same diminished energy source—when they've
all \\'nrlu'mg, cach deals 146 poinls ol fire :_[anm.:c to anvone
who passes iln'mlg[l, An arch can be cl%fuiilml |1y covering
some of the faint runes on the floor .1[??!'5- threshold (11.1:“-
Dizable Device DC 12). Whenan arch is dizabled, however,
more energy enters the other ones. For each disabled m'-.:]l,
add 1d6 fire Llnnm;_u to the other arches and increase the
Disable Deviee DC i1_\- 2. When the PCs first cxpluru this
part af ‘.‘:I.lu_\_‘illt‘!'g:ltllt'. kwo ol the arches are disahled: one
in T5 and onein T13.

A PC who makes a Scarch or Disable Device check on
one of the arches n‘llll‘:'ll'lh\li\.:d“'\‘ notices if another seems
hotter or cooler, .
NP Note: Whenever the PCs disable or take LlamﬂgL‘ fram
a :-[lm‘il-.h.' |Iir'r'v tII?IUHTl .'|n.|| for the First time to pass ”1 rl.lug-l'\
it, award XP as if |.IH?I\' overcame a CR 3 trap.

CLiff: It's a 20-foot drop to the eastern part of the room.
A fall from the lnlp deals 246 points of damage. Characters
in the bottom face DC 15 Climb checks to climb back
up.

Rubble: The area cast of the cliffisa Geld of dense rubble.
Each square eas{ of the cliff costs 2 S(quares ol movenment
to enter. Balance and Tumble DCs increase Ir_v 9, and Move
Silently DCs increase by 2.

Tunnel: More of a natural fissure, the northern tunnel
isabout 5 feet wide in most places—it was a tight squeeze
[or the dire bats, F?miin; il [rom the [oor requirves a DO
25 Scarch check. 5(.:“11; the 30 [uel up to the tunnel
entrancerequires DC 15 Climb checke. A fall Front that

lu‘iéllt llc-‘l[;-‘ 3({(‘1 points ui. J.\ma;u. Q

neein the tuun-.-],
characters must make DC 10 Climb checks to reach
the surlace alter 200 feet. Falls in the tunnel are for

1410 [ael.

e 4 &

One square = 2 feet



SHRINE OF THE FOUR ARMS

Encounter Level 4

SETUP

The wererats (W) have been pressed into guarding T12. 1f

they're somehow unaware of the PCs, they're watching T12,
and the eastern doors are open. Otherwise, the doors are
closed and the wererats are aiming crossbows at them.

When the PCs enter, read:

[wo furry, rat-headed humanoids armed with
crossbows are here. Turned on its side in the
middle of the room issa table surrounded by
broken chairs and other debris. Nearby, a small
lamp provides soft light. A ved stone altar is
set against the western wall, topped by a four-
armed statue that has wavy daggers. Red stone
streaked with purple makes up the walls, looking
disturbingly like flesh.

Mosaic ﬁl:ﬂpi ints emerge from the nor thern
hallway, pass under the debris pile, and head out the
dooy where you are.

2 WERERATS CR2
MM 171
hp 12 each (2 HD); DR 10/silver
Male wererat warrior 1
LE Medium humanoid (human, shapechanger)
Init +3; Senses low-light vision, scent; Listen +4, Spot +4
Languages Common, rat empathy

AC 16, touch 13, flat-footed 13; Dodge
Fort +6, Ref +5, Will +4

Speed 30 ft. (6 squares)
Melee rapier +4 (1d6+1/18-20) and
bite =1 (1d6 plus disease and curse of lycanthropy)
Ranged light crossbow +4 (1d8/19-20)
Base Atk +1; Grp +2
Atk Options curse of lycanthropy, disease

Abilities Str 13, Dex 17, Con 14, Int 10, Wis 11, Cha 8

5Q alternate form

Feats Alertness, Dodge, Iron Will®, Weapon Finesse®

Skills Climb +3, Handle Animal +3, Hide +5, Listen +4,
Move Silently +4, Spot +4, Swim +11

Possessions rapier, light crossbow with 10 bolts

Rat Empathy (Ex) Communicate with rats and dire
rats. +4 on Charisma checks against them.

Curse of Lycanthropy (Su) A humanoid or giant bitten
by a wererat must make a DC 15 Fortitude save or
contract lycanthropy (wererat).

Disease (Su) Filth fever; bite, Fortitude DC 13,
incubation 1d3 days, 1d3 Dex and 1d3 Con.

Alternate Form (Su) Can assurne human form, hybrid
form, and dire rat form (MM 173).

One square = 5 feet

TACTICS

If a wererar takes any damage, he tries to withdraw through
the eastern doors, attacking anyone in the way rather than
raking attacks of opportunity.

CONCLUSION

1f a bartle occurs here, Garanaach in T12 watches around
the corner with glee (Hide +8) so the PCs might see her.
See Serup for T12,

If the wererats run, they flee through TS, T4, and T1 to
T15. At T15, they either join the Lolth's stings or make a
last stand by themselves.

FEATURES OF THE ROOM
The room has the following features.

Humination: Fi]igrcud Iamp (100 gp); 15 feet of l)rigl‘ll
i”nmitmiim:; 30 feet nr elm-.lm\'}' i“uminal‘ion. It's on the
floor near the debris.

Ceiling: The ceiling here 1s 20 [eel |1ig||

Burnished Copper Doors: Sce T3,

Broken Doors: See T12.

Debris: T Hisinalies 11:'! fart gives the wererats caver (44
to AC, 42 on Rellex savés) against attacksfrom the north.
Debris squares function li Jee vubble squares in 110

Altar: A marble statue of a cloaked, four-armed figum
stands on this a]l;‘ll‘, \\'ic]tlillg akris Jaggw in each hand. The

altarhasadim evil aura if viewed usi ng dotect cvil. This fig‘__ure
is stmilarto the broken statuein L16(DC 15 lutc”igcnce
chieck). The altar can be destroyed (hardness8, 250 hp).

@
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COUNTER TI2
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Encounter Level 4

SETUP

Garanaach the dragon (D) and her adoptive father, the
yuan-ti Shenn (see T13), discovered the temple section of
Slaughtergarde before the drow arrived. They spent two
months in blissful supplication in Té before Shenn decided
to withdraw to this area rather than face the encroaching
drow and their spiders.

Garanaach watches the battle in T11, but when the bartle
ends, she moves to a spot along the northern wall where the
corners near the southern entrance provide enough cover
to enable a Hide check. The PCs might hear her move, so
make a Move Silently check for her as she does.

When the PCs are about to enter, read:

From the gloom comes a black dragon almost the
size of a man, its gullel wide open. Beyond the
dragon is a room that has suffered a cave-in along
the northern wall. A passageway leaves the room
to the easl, passing under a demon arch that has
neither dark enevgy nor flames in it.

The western wall has a fresco of a ziggurat, a
starry sky is painted on the southern wall, and
roiling clouds and lightning adorn the eastern
wall. To the north, mosaic foolprinis emerge
from under tons of rock and dirt; heading south
toward you.

TACTICS

Garanaach initiates combat as soon as the first PCs reach
the broken doors (see the Features of the Room). She starts
by breathing a line of acid at them, and she uses her breath
weapon again whenever it’s ready and she can hit two or
more foes with the line. If Garanaach aims the line along
the border between two squares (due south, for example),
she effectively makes a line that's 10 feet wide—the line
affects every square it touches.

Garanaach uses Flyby Attack to mancuver into good
positions for using her breath weapon. The feat allows her
to take a standard action anywhere along the course of a
move.

Dracon’s | AR

GARANAACH CR 4
MM 70
hp 52 (7 HD)

Female very young black dragon

CE Small dragon (water)

Init +0; Senses blindsense 60 ft., darkvision 120 L., keen
senses; Listen +6, Spot +8

Languages Draconic

AC 17, touch 11, flat-footed 17
Immune acid, paralysis. sleep
Fort +6, Ref +5, Will +5
Speed 60 ft. (12 squares), fly 100 ft. (average), swim 60 ft.
Melee bite +9 (1d6+1) and

2 claws +7 each (1d4)
Base Atk +7; Grp +4
Atk Options Flyby Attack
Special Actions breath weapon

Abilities Str 13, Dex 10, Con 13, Int 8, Wis 11, Cha 8

5Q water breathing

Feats Ability Focus (breath weapon), Flyby Attack,
Multiattack

Skills Hide +8, Intimidate +7, Listen +6, Move Silently +6,
Search +5, Sense Motive +6, Spot +8, Swim +15

Breath Weapon (Su) 40-ft, line, once every 1d4 rounds, 4d4
acid, Reflex DC 16 half.

Water Breathing (Ex) A black dragon can breathe
underwater indefinitely.

On the wing, Garanaach can't hover and she must fly 50
feet per round to stay aloft. She can make 45-degree turns
every 5 feet; 90-degree turns cost her s feer of movement,
She must fly level for 5 feer before she can ascend, and vice
versa. She flies at half speed when ascending. ‘

Shenn in T13 certainly hears the battle. Roll initiative
for him. Starting in the second round, Shenn observes
from around the corner, first using the chanieleon power
spell-like ability to receive a Hide bonus of +20.

If Garanaach is reduced to 20 hit points or fewer, Shenn
begins casting cause fear on his next turn, targeting those
who look like they're hurting Garanaach the most. He uses
catise fear three times before joining the melee,

If reduced to 10 hit points or fewer, Garanaach flees into
I'13. There she fights alongside Shenn.




FEATURES OF THE RoOM

'nlc rocim |1a.~' llw !In”uw]ng l‘u.lllll'\‘:?.

[lurmination: It's dark here, 1f the Fiery
demonarchiis :'uduli\'nlu(l, it prm‘i(lcs 20 feet
of 1:ri_-:‘]1t illamination and 20 feet of shadawy
illumination.

Brnl:cl‘l [)0()!'5: -I‘\\'i.‘ I}lll'lliﬁ]'lt‘tl copper
thlﬂ}'-_: h(' in ”Il' rl\:lllu‘l'u tlm!l'\\’.‘.l_\', '['lw_\";‘c
lving nnevenly and smooth despite the en-
draving on them, o0 moving through the
squares they occupy requires a DC 12 Bal-
ance L}\l C]

I Ii.l'\ I)Lln(lll \ILII“)'I‘-;I!)IL(“ ]!H III_II

aver II!L castern LLMI}\\'H ie carved talook

I:l-.'l: ||w. |-I( e nm.l open |mrl|[]l :TF o [nl'l;;\.l.l

demon. Shenn, the yuan-tiin ['13, (l}-s.l]piul

thizarch 1}_\' carc[u”y defacing some of the

tunes carved on the floor at the threshold. Tt still has a
moderate aura if viewed using detect magic (DC 21 Spelleraft
cheek to determine it’s cvocation).

The liery demon archesin this part of Slaughterga rde all
commnect tothe same diminished energy source—when t11L‘.\"i‘c
all \\-m-l.-hl;, cach deals 1d6 points of fire damage to anyone
who passes through. An arch can be disabled ]w covering
sonme olv l]n: f.\i;ll rUnes on lln.- Hoor at it= threshold (Im&t‘
Disable Device DC 12). When an arch is t[ir‘.s‘l]‘lluil, however,
more encrgy enters the atherones. For each disabled .‘chll,
add 146 [ire Llﬂnmgu to the other arches and inerease the
Disable Device DE by 2. When the PCs first explore this
part |){- ::lnughtergardc, two l)[ []K‘ (‘Ifs.‘lh.'.: arc L[i::nil]\'il: !11}-1
one and the onein T3.

[f someane reactivates this one, sheets of flame swathe

the doorway, IJlng]ciug‘ linie of 5]_._:"11. and it deals 2d6 points

ol Fire damage Lo anvone passing throughit (Disable Device

DC 14). The activated arch’s flames emit erackling that iu-
creases the Licten DCs to hear nn_\'lhing ]w_vnm[ them by
10,

A PC who'malkes a Search or Wisable Device checkion
one of the arches nutunml'u_'nﬂ\' notices if another seems
l‘lullu’ ar cooler.

NP Note: Whenever the PCe dis l‘li’lL or take damage [rom
a 5|u-r11 ic fi lery demon arch for the first time to pass Illrnugh
it, award XP as if they overcame a UR3 trap.

Wall Frescoes: The castern, outhern, and western walls

have elaborate frescoes on them.

.Ii_:d.:'-f\'r” lll!r:'.l'l'rl; L)EITL‘ :;'T;l}' L'Illllllh' d{ln]']'l ililﬂ \\’(‘I“ !bﬁ"l'l'l ﬂi!l‘l'

to uihn.., and 1

demanarchs L dghtning moves across ll!c wall and the clouds
“}11. frezco has a laint
iu_”n |I| chieck to

roil when the demon m‘;}i is active.
aura il viewed using dofect nagic (DC ]
determine it's 1”11.—1."1).

|red ]ig!liuing’ arcs outward [rom the

One square = 5 foel

Southern Wall: A starry, cloudless sky is |_1c|inh.'m] on this
wall, and some of the stars scem to twinkle or [ml::u. A DC
25 Knuw]m{;c (arcana) checlis sullicienl Lo reveal that this
arrangement of stare lasi ocourred ]Ill]u!l'i:(l.‘ u{. years ago,
5|1.\1'll)' before lIn- Battle of ‘.:|m|5]'.lcr-:m‘clc. Tlu- l.'l'usc.l lms-
a faint aura il viewed using detect magre (DC 18 Spelleratt
checl to determine it's illusion).

Wostorn Wall: A massive ziggurat stands in the middle of
a green |1Enin. and thousands of humans bow helore it or
strugsle to move its final blocksinto place. Next to the zig-
gurat iza red and scaly biped a= tall as the Ziggiirat—probably
-'(-\'c-r.ll lmmlrml I.L'L‘l., iutlcinc {brnm lllc size nf the humans.
It has wings and a serpentine tail, and it's !mming a -:fs-u{-n
capstone just above the structure: The wall ks been rjuuéul
dway “‘I‘Icl'x‘ 1.'!1.!.' Qii\l'll‘ L'l'unll.n'l_": t!t'.ll1 wuulll i)u. i-_)n:]!l‘i:' I.fi‘IT]
thiz section of the paintingis <till on the flaor—Garanaach
defaced the [reso:

Cave-ln: This voom was pnce :I‘J‘HI.\JI‘I I.‘lr:('l‘, 1)111 it was ocul
in 1..;” when ::Lll.l?ffhll‘l'i‘-s‘ll‘nj\‘ was (1L'51.T<!}-'L‘(1. The northern
wall is amix of natural rock and diet (Climb DC 13).
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Encounter Level 5

SETUP

Shenn the yuan-ti (Y) has been spending his time here
plotting what to do about the wererats and drow. He
probably enters the fight in T13, but he considers the
PCs possible tools, so he might not kill them if it comes
down ro that.

When PCs arrive at the doorway, read:

Beyond the demon arch is a snake-headed man
with a scimitar and shield, appearing seemingly out
of nowhere. The room he guards has a lectern at the
northern end and four long pews. A tunnel leads
upward from the northéastern corner of the room,
which apparently collapsed in the past.

TACTICS

It's likely Shenn used cause fear during the battle in T12. If
he has some cause fear uses left, he employs them as soon
as possible to split the PCs up and attack them piecemeal.
Then he takes a turn to activate produce acid. Once engaged,
Shenn makes a full attack every round he can, trying to
poison all his foes.

If Garanaach fled here, she prefers to keep her distance
and use her breath weapon. Shenn orders her to escape as
soon as he thinks he's going 1o lose the bartle. She retreats
through the tunnel to the surface.

When reduced to 10 hit points or fewer, Shenn with-
draws out the tunnel ro the northeast. As he leaves, if he
believes one of the poisoned or severely injured characters
hasa poor Will save, he uses suggestion on that PC, saying,
“You must save yourself. Go back and surrender tothe first
drow you can find." Shenn hopes that the characters worry
about their comrade rather than pursuing him.

If Shenn doesn't think that suggestion can work, he casts
deeper darlness on his shield, hoping the 20% miss chance
provided by the shadowy illumination improves his odds
of surviving until he can reach the surface. His Blind:
Fight feat means he can reroll his miss chance, giving him
an advantage against pursuers. If that doesn't seem to be
working, he transforms into a Tiny viper while within the
darkness and slithers away.

1f Shenn believes he can win, he offers the PCs terms.
If Garanaach has been killed, he only does so after taking
ar least one PC down.

Yuan-Ti | AR

SHENN CR5S
MM 264
hp 38 (7 HD)
Male yuan-ti halfblood
CE Medium monstrous humanoid
Init +5; Senses darkvision 60 ft., scent; Listen +16, Spot +16
Languages Abyssal, Common, Draconic, Yuan-Ti

AC 20, touch 11, flat-footed 19; Dodge
SR 16
Fort +3, Ref +6, Will +9

Speed 30 ft. (6 squares)
Melee mwk scimitar +10/+5 (1d6+2/18-20) and
bite +4 (1d4+1 plus poison)
Ranged mwk composite longbow +9 (1d8+2/x3)
Base Atk +7; Grp +9
Atk Options poison (DC 14; 1d6 Con/1d6 Con)
Special Actions produce acid
Spell-Like Abilities (CL 8th):
3/day—animal trance (DC 15), cause fear (DC 14),
entangle (DC 14)
1/day—deeper darkness, neutralize poison, suggestion
(DC 16)

Abilities Str 15, Dex 13, Con 13, Int 18, Wis 18, Cha 16

SQ alternate form, chameleon power, detect poison

Feats Alertness®, Blind-Fight®, Combat Expertise, Dodge,
Improved Initiative

Skills Concentration +11, Disable Device +9, Hide +10,
Knowledge (arcana) +14, Listen +16, Spot +16

Possessions masterwork studded leather, masterwork
heavy steel shield, masterwork scimitar, masterwork
composite longbow (+2 Str bonus) with 20 arrows

Produce Acid (Sp) Shenn has the ability to psionically exude
acid from his body, dealing 3d6 points of acid damage
to the next creature he touches, including a creature hit
by his bite attack. If Shenn is grappling or pinning a foe
when he uses this power, his grasp deals 5d6 points of
acid damage. The acid becomes inert when it leaves
Shenn's body, and Shenn is immune to its effects.

Alternate Form (Sp) Shenn can assume the form of a Tiny,
Small, Medium, or Large viper.

Chameleon Power (Sp) Shenn can psionically change the
color of his equipment and skin, granting him a +10
circumstance bonus on Hide checks.

SHENN’S TERMS

Shenn doesn't negotiate in the traditional sense; But he
has no love for the drow, and he's smart enough to realize
that the PCs might be able to break the dark elves’ grip on
Slaughtergarde's temple section. He wants the characters

. to leave him alone and kill the drow. If Garanaach is still
alive, the yuan-ti even offers to use neulralize poison on a
PC he poisoned.



Shenn doesn't know anyrhing about Slaughtergarde’s
history, nor does he care overmuch. He just wants to pray
with Garanaach ar the snake shrine in Té until he learns
where more dragon eggs are located. Shenn does know or
believe the following.

* “Roughly twenty drow now occupy this ruin. There
used to be more, bur we have killed many a foolish dark
elfl” (This is an exaggeration; Shenn and Garanaach killed
a few.)

*“The drow high priestess is named Lanthurrae. She has
recently used her dark power to create undead guardians.
She also rravels with a fiery-eyed undead creature.”

= “Most of the drow are warriors, but a few clerics and
wizards are among them. A couple hobgoblins recently
arrived, and you've seen that the drow have other allies.”

» “Spiders, accursed pets of the accursed drow, occupy
chambers to the west. One among them is of immense
size and supernarural origin.” :

» “At least three shrines remain in the temple section,
and they all rerain a measure of their power from a bygone

age.

FEATURES OF THE RooM
The room has the I|‘=_1”uwing, features.

Mlumination: It's davk here. IT the |‘irr)' demon arch is
reactivated, i pr.'l\rhlus 20 feet of bright illumination and
20 feet of Slh'ldt"\\‘_\' illumination.

Fiery Demon Arch (Disabled): :

o 112,

Pews: .l-l"!{.'.‘:'-L' \vmn.lun pLws ]}rL‘\'iLIt:‘. cover (+4 to AC, +2
on Refles saves) [or Small PCs, bt IIIL"_\' make maneuvering
diffioult. Tt tales 2 squares of moyement to move t‘iwnu_\:ll a
pew Square. As a move action, a creature can step up and
stand on a pew. Creatures on the pews gain a +1 honus on
nh:lcu allncl: rolls against foes on the floor.

Lectern: The carved wooden lectern has a hidden drawer
{Scarc]*l DC 10). The drawer is empty unless vou want to
plncu some cryplic notes Shenn has on dragons Ii\'in_».*_ in the
\'r11r1f|1\\’lllill, | ..mg’l:inn_._" \Y"I"II'LIF.. ar B]au!creauh 4\]{.‘\5I1Lﬂ'ii1:‘- 11&.‘I'\‘.
Mﬂyl)u the yuan-ti is involved with the dark presence in the
Vaathwood, or he knows about it.

\Y’om[\\-m-kin; on the leetern is nice uunugll and the wood
exotic enough that the whaole picee 1= worth 100 4p, hut the
demonic ic.nm;mpil_\‘ mi_.:lll make il hard to sell, Tt's Im“"y
and \\-'L‘igll-_- IS [_mmuls.

Rubble: Squrares marked on the map and the tu nnel to
the northeast have loose rocks strewn on the ”.mr. E‘:m:ll

square ma rked with rubble costs 2 squares ol movement to

Even if the PCs agree to leave Shenn be and drive our the
drow, the yuan-ti uses suggestion to reinforce his desires,
saying, “This is a good deal for you, and you should fulfill
it to the letter by killing all the drow and leaving this place
to me.

. CONCLUSION

If Shenn escapes, he doesn't come back to Slaughrergarde.
He's obsessed with dragons and dragon eggs. Unless the
PCs killed Garanaach, he doesn't let his personal desires
for revenge interfere with his obsession. But if your cam-
paign needs a recurring villain, Shenn has the power and
motivation to make a good one.

enter. Balance and Tumble DCs increase by 5, and Move
Silently DCs increase by 2.

Tunnel: This tunnel stretehes about a :|u.|riu.r—mi|u Lo
the surface. It '.-'Iu;u::& up\\‘ﬂnl.geni ly, 20 0o ;;]im})ing i= T'L‘f]llil't.‘LI.
About 5 et in diameter in most plnce.-‘, the tannel sometimes

squeczes down to 2 feet wide or tall.




BeLL CHAmBER

Encounter Level 4

SETUP

2 WERERATS CR2
MM 71
hp 12 each (2 HD); DR 10/silver |

The wererats here (W) are trying to figure out how the
bells work; so their Listen check DCs increase by s. If they
heard a battle in T1 (Listen DC 16) or T15 (Listen DC 20),
or they hear noise near the arch, they can’t be surprised.
They don't leave this room to investigate.

The PCs see the empty vials in front of the arch. A DC
5 Listen check at the arch is sufficient to hear sporadic
chimes from the bells, and a DC 25 Listen check is enough
to hear the wererats whispering. Making that check by 10
or more allows a character to hear that they're conversing
about the bell mechanism.

The numbering on the map is for your reference when
bells start to fall off the bell mechanism during combarin
this room (see Bell Mechanism in Features of the Room).
Don't put those numbers on a map the players can see.

Thisarea is pictured in the illustration handouts. Show
the illustration when the PCs pass through the fiery arch
and into the room.

When the PCs reach the arch, read:

You face a demon arch, its crackling curtain of
flame cascading to the floor. Two empty glass vials
lie abandoned on the floor nearby.

When the PCs pass through the arch, read:

Two furred humanoids that have the heads of
rats are using rapiers to poke upward at massive
bells hanging from two racks about 10 feet off the
chamber floor. Wooden struts connect each bell to
a cluster of levers on the far end of each rack. The
northern end of the voom angles to the northeast.

TACTICS

These wererats stay in hybrid form— their best form for
combat, One wererat rushes the PCs while the other shoots.
If the wererats see aspell being cast, the one hanging back
starts pulling levers, trying to deafen the PCs (see Bell
Mechanism in Features of the Room).

If reduced to 6 hit points or fewer, a wererat withdraws
through the fiery arch to T1, then east toward his brethren
in T11. If the PCs disabled the demon arch, the retreat is
straightforward. But if the arch is active, the wounded
wererat must take out and quaff his potion (2 move action
and a standard action, both of which provoke attacks of
opportunity) and make for the arch on the following
round.

Male wererat warrior 1

LE Medium humanoid (human, shapechanger)

Init +3; Senses low-light vision, scent; Listen +4, Spot +4
Languages Common, ral empathy

AC 16, touch 13, flat-footed 13; Dodge
Fort +6, Ref +5, Will +4

Speed 30 ft. (6 squares)
Melee rapier +4 (1d6+1/18-20) and
bite -1 (1d6 plus disease and curse of lycanthropy)
Ranged light crossbow +4 (1d8/19-20)
Base Atk +1; Grp +2
Atk Options curse of lycanthropy, disease
Combat Gear potion of resist energy ([ire)

Abilities Str 13, Dex 17, Con 14, Int 10, Wis 11, Cha 8

SQ alternate form

Feats Alertness, Dodge, lron Will®, Weapon Finesse®

Skills Climb +3, Handle Animal +3, Hide +5, Listen +4,
Move Silently +4, Spot +4, Swim +11

Possessions combat gear plus rapier, light crossbow with
10 bolts

Rat Empathy (Ex) Communicate with rats and dire rats. -+4
on Charisma checks against them.

Curse of Lycanthropy (Su) A humanoid or giant bitten by a
wererat must make a DC 15 Fortitude save or contract
lycanthropy (wererat).

Disease (Su) Filth fever; bite, Fortitude DC 13, incubation
1d3 days, 1d3 Dex and 1d3 Con.

Alternate Form (Su) Can assume human form, hybrid form,
and dire rat form (MM 173).

CONCLUSION

1f the bells reverberate (just ringing them isn't enough), the
sound alerts 0t!1e1' intelligent denizens in Slaughtergarde.
The guards in T3 check on the grimlocks in T2, then return
to T3 and anxiously await orders. In T4, the rider saddles up
and remains on alert for 10 minutes, Guards from T5 do a
quick walking patrol of rooms T4, T11, and the open area
outside T7 before returning to their post. The rogues in
T15 sneak toward T14 (Hide +7, Move Silently +7). I they
see intruders, they sneak back and try to ambush-anyone
who comes into T15.



[FEATURES OF THE ROOM
The room has the [.:”uwing features.

Hlumination: Demon .ln'i:; 20 fect of brightillimina=
tion; 20 feet ol shadowy illumination. If the archis dizahled,
the area is dark.

Ceiling: The ceiling here is 25 feet high to accommodate

the massive bell mechanism bolted to it.

Ficr_\' I}L‘ﬂ'llll'l .\ l‘L‘]l? -[-IN' i I‘t.‘i‘l over {I‘Il’ sonl ll{-'l" n lIﬂ{ mway. ss

is carved to lool like the face and open mouth of a fanged
demon. Eyes on the face g]-v\\' 1‘u¢1-1!r:|n_-;‘\'. If none of the other
fiery demon arches have been activated or disabled (see helow),

sheets of flame swathe this :.l.mr\\'a_\', blocking line of siglﬂ

and Jn.-alin; 3d6 points of fire damage Lo anyone pass

sithe Listen

t]‘n'nu_.:ll T L-ma.'iclin; £mm tho Hames incre
DCs to ln.'-lr .'|l'1_\'|t1'|||;.j ln:yuml E|n'm l!_\' 10. 1 I'u‘ m'uh l'lﬂ:‘ a
moderate aura if viewed using detect magic (DC 21 S‘;M.‘“cr.ﬂ‘t
check to determine it'sevocation). A DC 16 Disable Device
check dizables this arch, subsequently increasing the danger
|‘l‘3‘t'd ]‘_\" the remaining active ones.

The [iel'_\' demon arches in this parl ol Slaughtergarde all
comneet to the same diminished cnergdy source—wlien t]ll.‘}"l'u
‘1” \\ulrL‘irlg, L'd('lil lI(‘.II:- ]ll(} pn}tll:‘- lli. 1-'11'\_‘ Llﬂllmél_' to anvone
\\'Im [Fasses [!n-nngll, An .1|'.'|1 can ]lc Lli:‘nl‘alutl 13}' covering
some of the faint runes on the floor at its {I‘n‘u:'»iwini |:|Ja:'|.-
Dizable Device DC 12), When an arch iz disabled, however,
more energy enlers the other ones, For cach disabled a rch,
dL!Ll ILl() i.il'L’ Lls'll}‘li‘l_él.' to El'l(.' LI[]'[L‘Y {'II‘L'}}L‘:- .1!11_] increase iln-
Disable Device DC Il_\' 2. When the PCs First uxplm‘u this
part i."{ :-;Iﬂlig}1|L'1'g?ll'{|l', bwao s_l[ the .n\'[u-r are mli_&n Hml: one
in -[“:‘ .'1111' one in ‘II 3

A PC who malkes a Search or Disable Device check on
a1e \‘{ [‘i]'\' nl’i.'l'll.':" :1.{I|.n|'l1.'lli-.‘<‘l”l\-' notices H almilwr =eems
]1;-[[01‘ or -\,'nu]cr.

XF Note: Whenever l:'l-_' PEs ‘]]._-.1]1|u or take Ll.unar_*_c l.rsnm
a ?:En,‘t'illir “vr}' {tL'lIIUTI .ln.ll !-‘Jl' 1 Ih.‘ ['ll'.:f. time to pase !.I'U'L'l.l::‘l'l
il, award X P as il lllu_\' overcame a CR 3 brap.

Bell Mechanism: The bells were once an important part
of CCremonies, and f‘i‘lv'\' still function. But p]ayin; them is
fiendizhly complex.

I‘U”i ng .:ncll IL‘\’U'I‘ 1'iT‘I§;‘s some 0}- []T:.' Ilt-”-_-, iln[ \\'|1;|:|1 Ill;'| |.-
ring isa function of the position ol all the ather levers. For
.-xnlnplu, the leltmuost lever mi;lﬂ ring bells 3, 0, and 7 il
the next lever is in the up position, but bells 3, 8,9, and 11
if the next lever is pointed down. Unless a }w”-ring_‘m' has
specilic training on this mechanism, it takes a half-hour of
trial and error and a DC 30 Perform check to make the hel s
;11a3- any sort of recogniza ble tunc.

[\‘i.[lgin;_*_ 1.!1-.' 1!L'H:= Lao \'igurnllnl_\' II.I:- nllwl' l'i::L‘r'. ” a

crealure :illl'lll]:‘- a full=cound action just _\-'.1nl<it1_o on levire

as fasl as pn.e.—-i[;L-_, which prmfnl:u:‘ attacks of opportunity,
the reverberation of the bells reaches a pain}ul volume, and

the rickety bell rack starts ko fall apart.

» While bells teverberate, and for 1d4 rounds thereafter,
all creatures in T4 are deafened.

+ At the end of the ringer’s turn, bells fall of [ the rack.
One l'n:“ l.n”:' dm'ing the lirst mmu! Iln- lw”,~ rrvurimmlu,
and two hells |I‘1N cm'|1 raund .||.l|-r that. \\:F!wn a ln'” [a”:‘,
ol 1d1 2 and consultthe nle]wring‘ on the map to determine
which bell falls. A creature in that square takes 3d6 points
of damage from the heavy iron bell (Reflex DC 15 half).

IL}HCU EIBS I.’u.'”;: 1111\'L' [EIHL'H n” il g;vull I'-h‘.].‘. |I1l‘ l'u\-vl'l]ul'it—
tion endz. The bells can <till toll after t]ml, but {lwy'ru no
]nmg‘l-l' Irunl n':h!u_,_i[l Lo Lil'sl[k'l1 or 'lllll'l]K'l‘ dama:c l'I'IC I'n‘l\.‘lC.

Cave-ln: The northern passageway used to lead to a special
chamber where the denizens of Efnu_ﬂ!ﬂcr;arnlc could listen
to the lwllr, but the ]mll\m_\r broke in two when 5'nuq!ﬂurgnrde
L-,\;])Io(lul. T!w no]'l]"u.‘l'll \Vﬂ” 1s'amix Ul. T}.1lul'.1] t’l_lL'L‘ .iT1l] ll.ll'l

(Climb DC 15).

( )ch

Square = 5 [0 .
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Encounter Level 4

SETUP

The drow rogues here (R) are carefully searching the
room, eventually intending to disable the fiery arch, so
they take a—S penalty on their Listen checks in addition to
the penalty from the arches. If they're expecting trouble,
they have their hand crossbows out and are waiting to
ambush the PCs. If they're still working, a DC 26 Listen
check (from beyond the southern arch) ora DC 25 Listen
check (from beyond the western arch) is sufficient to hear
them whispering. Succeeding on the check by 10 or more
allows a PC to discern that the rogues are conversing in
Elven abour their work and the room.

When the PCs enter the room, read:

Two drow in studded leather armor crouch near

a demon arch in the southwestern corner of this
room. They have vapiers and hand crosshows. In the
middle of the room is a pool of still liquid. The pool
has an iridescent, oily sheen on the surface, and you
can't tell how deep it is.

In the northeastern and northwestern corners
of the room are massive statues of sinister elephants.
Their trunks point downward, ending just above
the surface of the water. They have spiked collars
carved around their necks.

TACTICS

On the first round, these two rogues use their hand cross-
bows against flat-footed PCs if possible, dealing both a dose
of poison and 1dé points of sneak attack damage. Then
they flank a foe and attack with their rapiers, maneuver-
ing as necessary to maintain flanking positions as long as
possible, When one can't flank, she might Bluff (standard
action against an opponent’s Sense Motive) to deny her
opponent his Dexterity modifier to AC. 1f she succeeds,
she sneak attacks that foe on her next turn.

If reduced to 2 hit points or fewer, a rogue shouts (in
Elven), “Aid us, oh favored of Lolth!" Due to the proximity
of Lanthurrae, both rogues fight until slain.

2 LoLTH’s STINGS CR2

MM 103

hp 7 each (1 HD)

Fernale drow rogue 1

CE Medium humanoid (elf)

Init +7; Senses darkvision 120 ft.; Listen +7, Spot +7
Languages Abyssal, Common, Elven, Undercommon

AC 16, touch 13, flat-footed 13

Immune sleep

SR 12

Fort +1, Ref +5, Will +1; +2 against spells and spell-like
abilities

Weakness light blindness

Speed 30 ft. (6 squares)

Melee mwk rapier +2 (1d641/18-20)

Ranged hand crossbow +3 (1d4 plus poison)

Base Atk +0; Grp +1

Atk Options poison (drow sleep poison, DC 13,
unconsciousness/unconsciousness for 2d4 hours),
sneak attack +1d6

Spell-Like Abilities (CL 1st):
1/day—dancing lights, darkness, faerie fire

Abilities Str 13, Dex 17, Con 12, Int 12, Wis 12, Cha 10

Feats Improved Initiative

Skills Balance +7, Bluff +4, Disable Device +5, Hide +7,
Jump +5, Listen +7, Move Silently +7, Search +3, Spot +7,
Tumble +7

Possessions masterwork studded leather, masterwork
rapier, hand crosshow with 4 poisoned bolts

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

CONCLUSION

1f a battle occurs here, Lanthurrae hears it from T16. She -
casts shield of faith the next round. If the battle is over, a
DC 12 Listen check from near the fiery demon arch is
sufficient to hear her doing so. A DC 22 Listen check, fol-
lowed by a successful DC 16 Spelleraft check, is enough
to know she cast shield of faith.



[FEATURES OF THE Room
'”w room Ims the [a”owing features.

Nhumination: Both demon arches; 20 faet of I)!"l_ri]\l il-
limination: 20 Teet of .=.I|m|;lﬂw_\' illumination. 1{ an arch iz
dizabled, it stops shedding li_,:lll.

FiL‘I‘)’ ].)(.'I'l't(atl .r\ |‘c!1: TIW .‘ll'ci1 aver tlll.' weslern Lllll’]l'\\u'-:l'\'
iscarved to look like the face and open mouth of [.-111,_&-1'
demon. Eyvee on the face glow red-orange. I none of the other
{ii_-r)' demon arches have been activated or disabled (see below),
sheets of (lame swathe this Jnm'\\'a_\'. H'.\c!cing line of sig|1i
and dealing 3d6 points of fire damage Lo anyone passing
th |‘ui|;11 ik, Cl'n\:]r:]iu_ﬁ [rom the flames increases the Listen
DCs to hear an_\*[llin; ln:j.‘unf.[ them i}y 10. The arch has a
moderate anra il viewed using delect magic (DC 21 S1_:\~Hc1‘a{i
check to determine it's evocation): A DC 16 Disable Device
checl disables this arch, Flli).—'-L‘L|l.lL’l'll|}’ increasing the danger
[m.-ml by the remaining active ones. '

The fiery demon arches in this part of Slaughtergarde all
connect to the same diminished energy source ~when they're
all wan‘in_e. cach deals 1d6 paints ol ire damage to anyone
who passes tlwnuglx Au arch can he disabled by covering
some of the faint runes on the floor at its threshold (base
[:”:-.‘I.Mu Device DC | ,2} \\‘?"i“.n an a l‘C!'ﬁ 15 Llﬁﬂi)[i‘(l, l'll!\\'i.'\"i.‘i'r
more enerdy enters the other ones. For each dizabled ﬂl'C]l,
B(Itl It}(l [il'\' xldl'l.h'l.;\: to i]h.' ﬂl]h.'r AI'L‘}'IL‘:' nnL[ inorease lIh‘
Disahle Device DC l!_\' 2. When the PCs first explore this
part of 5’aug|1lu1-_;ardu. two of the arahies are disabled: one
in'18 and onein T13.

A PC wha niakes a Search or Dizable Device check on
one obitherarches ﬂl:h"nmlica”)' notices il another seems
hatter or canler.

X Note: Whenever the PCs disable or tale da mage from
a spccil'ic Itit_‘l'_\' i.ll'lﬂ:lll G 11'|1 }-ur Illl.’ |-ir:=l' time to pass ll'll'ﬂl.hf}‘l
it, ot I]m_\- overcame a CR 3 trap.

Demon Arch: The arch over the southern doorway is
carved talaak like the face and apen mouth of a i-nn;-.-tl de-
mMoi. E_\'c:‘ 1 l‘I‘I\‘ F:Ic(: C!m\' rt'd-i_n'angc, am] i ;I.um-r nl-
swil‘liﬂ:: (Iilrlz \’in]cl CNergy f1”- f.}‘ll.‘ mrml|1. T]w .111‘.‘1 Im:‘ a
moderate aura if viewed using detect magic (DC 21 Spelleralt
check to determine it's illusion). A Ilt“' hum emitted la_v the
arch inereascs Lislent DCs toshear an_\'ti'i‘ln_,: 110_\'0!&[ it I)_v
10).

Pool: This p:m] aof dummlica“}-‘ tainted water was uscd to
Imp[izc new thralle of Mu=Tahn Laa. It's 3 feet deep and still
radiates a strong evil aura il viewed using detect eoil, as well
aga strong magic aura if viewed using detect magic (DC 21
‘:‘i‘w”cra ft check to determine it's transmutation).

I a character \\-I“iugi_v steps into the ponl, roll on the
[ollowing table. Rall for a new effect cach minute the PC
remainsin the water. A creature that unwillingly enters the
punl miist make a DC 20 Will save and another saving throw
L'ﬂh'l'l. minule to :|\'|~it_l tiu- u','{[n.'c_'l.':-: ol the water. A ny L'[l‘L'Cl f.]u'

Pl‘l‘] _CL'IIUI'J.[L‘:‘ can I)L‘ C(\lllll.L']'l_‘({ l}_\' ranoue curse.

J

Doy

I)rin[:in_g from the }_n_m1 has the saime effectias \\'i”in\:l_\'
entering it, and those who are forced to drink can make a
saving throw as indicated earlier. The water tastes foul.

for another. Water taken from the baptismal pool is na longer

Anyone who drinks it is nauseated for 1 minute and sickened

magic,

do Effect Duration
01-05 —6 decrease to a random ability 1 hour
. score (minimum 1)

06-28 l.‘lmmctcr':—' hair turns white | month

20=40 Character's skin turns hriglll red | week

41-65 Character'’s eyes lurn white I month

S6-065 ':-Im racter e:]\r.}].‘.-‘ A 1})":‘&';11 ] Wuclc
;llr—{l..‘.'ltl u[‘ Common

6675 Character grows a sixth finger 1 week
QT \'-ih.‘l'l ]‘h‘l.:m.l

76-85 Character’s ears ncuasiunu”y emil Fmeonth
\\'i:‘]’e u{ steam

86-00 Character leaves wet ]humtprini's 1 week

Q1-95 Character drools and 1 week
<pils constantly

96100 -4 putm]t_v on attacks, saves, b

a E'I(I \.'I'ICCIC:‘

E]L‘p[).‘ml Statues: When ,‘:-_‘.I.mglslvr,_farll{- wasa fu nctioning
fortress, the trunks on the statues magiun“y circulated the
water in the |3;1||!'|.=m.'1] pnn]. The magic faded since Slmigli-
lerda I'i.l ¢ was LE('F-I P'ﬂ_\"L‘Ll, 20 l]u: water in l]'le p:_‘-(!l 15

.—«'fdgn.llll_

e

are = 5 F(‘ul




UNTER TI6

&,
[

Encounter Level 6

SETUP

Lanthurrae (), high priestess and leader of the drow explor-
ers, is trying to activate the altars here by putting offerings
in the bowls. Ifany disturbance happened nearby, Lanthur-
rae has already cast shield of faith, Disabling the fiery arch
between T15 and T16 also alerts the priestess. Otherwise,
stealthy PCs might surprise her.

When the PCs enter the room, read:

A dvow female wearing chammail and elaborate
vobes stands in the middle of this octagonal room.
To either side of her ave muscular gray humanoids
wearing loincloths and bearing greataxes. These
creatures have no eyes.

Four altars are evenly spaced around the walls.
Each has a statue depicting an elderly woman
holding a crooked staff. Mosaic footprints lead from
southern doors into the middle of the room, then
turn west and head underneath double doors in the
western wall.

TACTICS

Assoon as she senses danger is near, the high priestess casts

shield of faith. Then she assesses her foes, casting contagion

(blinding sickness, DMC 292) on someone who seems to be
arogue or arcane spellcaster, and bestow curse on someone
who looks like a fighter. She follows up by casting spiitual
weapon (creates a whip), favering a spellcaster as the rarget.
Her wand of sound burst is reserved for clustered PCs she
can hit without harming her bodyguards. She uses hold
person and cause fear to buy time and possibly create a good
grouping for her wand.

In melee, Lanthurrae favors spontaneously casting inflict
spells, and her statistics show the damage she deals for
exchanging a spell slot of the indicated level for an inflict
spell. Her dagger attack is weak, and she knows it. She can
use her smite power on the first touch attack she malkes
to deliver an inflict spell. Lanthurrae also likes to kill held
enemies using her inflict spells.

If reduced to 15 hit points or fewer, the high priestess
casts invisibility, She then takes out her potion of cure mod-
erate wounds and drinks it. Then she flees through T20 to
T21.

SHRINE OF THE (CRONE

HicH PRIESTESS LANTHURRAE CR6

MM 103

hp 31 (5 HD)

Female drow cleric 5

CE Medium humanoid (elf)

Init +2; Senses darkvision 120 ft.; Listen +5, Spot +5
Languages Abyssal, Common, Elven, Undercommon

AC 18, touch 12, flat-footed 16
Immune sleep
SR 16
Fort +5, Ref +3, Will +7; +2 against spells and spell-like
abilities
Wealkness light blindness
Speed 20 ft, in chainmail (4 squares), base speed 30 ft.
Melee spontaneous inflict spell +5 touch (3rd 3d8+-5, Will
DC 16 half; 2nd 2d8+5; Will DC 15 half; or 1st 1d8+5, Will
DC 14 half) or
Melee mwk dagger +6 (1d4-1/19-20)
Base Atk +3; Grp +2
Atk Options smite 1/day (melee attack, +4 attack, +5
damage)
Special Actions rebuke undead 5/day (+4, 2d6+7, 5th),
spontaneous casting (inflict spells)
Combat Gear potion of cure moderate wounds, pearl of power
(1st), 2 scralls of resist energy (fire), wand of sound burst
(10 charges)
Cleric Spells Prepared (CL 5th):
3rd—bestow curse (DC 16), contagion” (DC 16), dispel
magic

2nd—nhold person (2, DC 15), invisibility®, spiritual
weapon

1st—cause fear (2; DC 14), cure light wounds, inflict light
wounds®, shield of faith

0—detect magic (2), cure minor wounds (3)

D: Domain spell. Domains: Destruction, Trickery

Spell-Like Abilities (CL 5th):
1/day—dancing lights, darkness, faerie fire

Abilities Str 8, Dex 15, Con 12, Int 12, Wis 16, Cha 14

Feats Combat Casting, Weapon Finesse

Skills Concentration +9 (+13 casting defensively),
Knowledge (religion) +9, Listen +5, Search +3,

Spellcraft +9, Spot +5

Possessions combat gear plus +1 chainmail, masterwork

dagger

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

The grimlocks (G) interpose themselves between the
PCsand the high priestess, protecting her as best they can.
[f an enemy is out of commission from hold person, they

" prefer to attack active foes, They fight as long as Lanthur-

rae does, then they cover her retreat even if it means their
deaths.



2 GRIMLOCKS CR1
MM 140

hp 11 each (2 HD)

NE Medium manstrous humanoid

Init +1; Senses blindsight 40 ft., scent; Listen +5, Spot +3
Languages Common, Grimlock

AC 15, touch 11, flat-footed 14

Immune gaze attacks, visual effects, illusions

Fort +1, Ref +4, Will +2

Speed 30 ft. (6 squares)
Melee greataxe +4 (1d12+3/x3)
Base Atk +2; Grp +4

Abilities Str 15, Dex 13, Con 13, Int 10, Wis &, Cha 6
Feats Alertness, Track®

Skills Climb +4, Hide +3, Listen +5, Spot +3
Possessions greataxe

FEATURES OF THE ROOM
The room has the [u”u\\'in?,- features.

|”lu‘|1in:|linn: Demon .11"_'E|; 20 J-m'l. |I|- t'rr'Iglﬂ iHllmin.l—
Lo 20 feret n|-.~'|:.u|m\-_\- ilionination. T the arch is tlisai}]ud,
the area i= dark.

Ceiling: The ceilinghere is 20 teet high.

Fiery Demon Arch: See T15.

Burnished Cop]ler Doors {l‘mt[: sets): la rlnEas 5. 00
]1]1 cach. Qpen southward; vertical handles an both sides of
both doors near where I]IL"\" mecls The dvors ate closed but
nn [l ‘I..'l\'lf(I; iI'l[‘}' ]'Il'l\'l.' a0} In'lll.l‘ or Il‘L:]\'A

Southern Doors: An iron bar leans againskt the wall to the
west of the .(lm\r:i. It takes a move action ta plcl: up the har
and anather to thread the bar tl‘n'nugll the handles. If the
doors are barred, it takes a DC 30 3 rengl bicheuls to hreak
l]n' Il.ll' .!HII apen {hem:

A DC 15 Listen checl ie sufficient to hear the low rum-
Iriinq of the magna hurler in T22.

Western Doors: A DC 22 Listen check is sufficient to hear
scuttling from the spiders in T19 and 120,

Altars: The four altars have statuce that lepia.‘[ ahideous,
hent ulnlu;'l_v woman 1umling Gila crookaiiheiexast pose af
thestalue varies [romaltar to allar. Each statue hasa silver
howl (:2() gp) at ils hase. What the madic of the altars does is
lost to iliftnl'_\'.

Northwestern Altar: The erone is Ih.vldin_ﬂ her right arm out
with her palnl up. Her eyes are closed. The howl holds
25 pp.

Northeastern Altar: The crone is halds ng her riglﬂ arm oul
with her p:liill oul and [ingvrs curlediita L']awing pose. Her
I-.lng':_'l[ ll1rn1l!\ i,—- apenn. Tllu I:u\\-‘l I1sr]|.|-_= a t:'il]d nu;‘l“lﬂcc wn}‘ii'l
(400 gp).

Southeastern Altar: The crone iz holding her ¢rook out
with bath hands like it’s a divining rod. Here eyes are wide.
The bowl halds a vial of }\l'c-.s.-'urizuc.{ ungul dust (DMG 297;
inhaled puison, DC 15, initial danmgc 1 |1ﬂi|1lﬂl'c']mri:‘nm,

.-tm'.nml.n'_\-' L];Itlldr;‘t' |Llﬁ |luin|::‘- |=[ Clmrisma ])Illf | point nI"

CONCLUSION

[f a battle occurs here, the drow in T15 (if they're still alive)
hear it and starr ro disable the fiery arch. Doing so takes
them 6 rounds. They then artack intruders still in this
room or try sneak around and find intruders elsewhere
in the complex.

If Lanthurrae makes it to 121, she carefully moves past
the floor webs and casts cure light wounds on herself if she
needs to. She hopes the Huge fiendish spider can kill
intruders who chase her.

Charizma Lfmir:} that'flies into the face of the holder i it's
opened.

Southwestern Statue: The crone is clutching her crook to
her chest with both hands, Her eye sockets are empty. The

bowl holds two '.-‘(‘lpl'li‘lit‘l.‘ rings (130 gp c?tc]ﬂ and 50 gp.

;i.'

Each of the altars hasa strong aura if viewed using

magic (DC 22 ._':[l:'”l.'l'.l“ check to determine it's conjuration).
Analtar can hedest r'n_\'m‘l ”mrclnus:‘ 8, 250 l‘lp]. Dcaliné‘_ it

half this much damn;u defaces it enULtEI‘I to ruin its magic.

One Square = 5 !"l{l'l
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Encounter Level 3

SETUP

Lanthurrae stationed a wight (W) here to watch T22. Tt
certainly heard any nearby battles, bur it doesn't leave its
post. Il PCs approach from the north, it can hide at the
nearby corner, potentially surprising them.

This area is pictured in the illustration handouts. Show
the illustration when the PCs see the wight.

CoU

ENC

When the PCs reach the alcove , read:

A pale drow that has burning ved eyes menaces you
from the corner of a sizable alcove in the western
wall. Beyond the drow are three large frescaes
depicting disturbing images. A demon arch filled
with violet energy thrums'in the wall to the east.
Clawed mosaic footprints run down the hall’s
center.

CONCLUSION

IFa battle occurs here, the acolytes in T18 and Lanthurrae
in T16 hear it. They cast spells as shown in their Tacrics. A
DC 12 Listen check outside the demon arch is sufficient to
hearthe acolytes preparing for battle. A DC 22 Listen check
is sufficient to actually make
out what they're casting, and
asubsequent DC 16 Spellcraft
check is enough to tell whar

FEATURES OF THE
Room

The room has the En”m\'iné

features.
Hlumination: Demon arch
(.L_j[l'-\\-‘in_!; eves); 20 [eet of
I)I'i_c!l‘ll i“un‘lina[iml; 20 feat
of .‘i‘laclnw)’ illumination.
Burnished Copper
Doors (hoth sets): Sec
T16.

l)ullll‘lll .'\ l't'll: TIIL‘I il I'Ci‘l.
over the castern lluurwa_\:
is carved to look like the
face and apen mouth of a
f.mgcd demon. Eyesin the

I.d(.?t' g[(‘\\' FL‘.lI—IJI'E‘HI_S_,‘L', ﬂl‘l(l

| ving PicTures

WIGHT
MM 255
hp 26 (4 HD)
LE Medium undead
Init +1; Senses darkvision 60 ft.; Listen +10, Spot +10
Languages Common, Elven, Undercommon

AC 15, touch 11, flat-footed 14

Immune ability damage to physical ability scores, ability
drain, critical hits, death effects, disease, energy drain,
exhaustion and fatigue, Fort save effects that don't
affect objects, mind-affecting spells and abilities,
nonlethal damage, paralysis, paison, sleep, stunning

Fort +1, Ref +2, Will +5

Speed 30 fi. (6 squares)

Melee slam +3 (1d4+1 plus energy drain)
Base Atk +2; Grp +3

Attack Options energy drain

Special Actions create spawn

Abilities Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15
SQ undead traits

Feats Alertness, Blind-Fight

Skills Hide +8, Listen +10, Move Silently +16, Spot +10

Energy Drain (Su) Bestows 1 negative level; grants wight 5
temporary hp.

Create Spawn (Su) Humanoids slain become wights in 1d4
rounds.

CR3

spells are being cast on a given round.

At the copper door, a DC 6 Listen check is sufficient to
hear Lanthurrae’s casting (DC 16 to be able to make the
DC 16 Spellcraft check).

a glamer of swirling dark violet energdy [ills the mouth. The

Spelleratt check to determine it's illusion). A low hum emit
Spelleraft chock to det teill ) A low |

Led ]1_\- the arch incregses Listen DCs to hear anj.flliing [u-_\'mul
it hy 10,

Frescoes: The painl ing on the northwestern wall depicts
I : p

. . 3 1 [

arch has a moderate aura if viewed using dotect magic (DC 21 ‘
|

|

rctl tlf:‘lE‘.LIIIE :II‘I(I win_g'm] L!L‘I]lllllF ::l_h‘li'in; over a cil}'_ Qn lh\;
western \\'a”, two marilith demons {picture on MM 1) have

their arms and tails intertwined. Angels hanging [fom gal-

lows and chained to torture racks are slmwn_ to the |
southwest.

Whenever blood i spilled within 30 feet of the Frescoes, J
the d ragons breathe fire un the city, the mariliths writhe in
Jucic}cdl}’ unwholesome ways, and the .1||§u|5 twist in their
hooses and strain against the racks.

Each image hasa strong aura if viewed using dofoct magic
(DC 18 Spelleralt check to determine it illusion).

'



3 DrROW ACOLYTES

Auvoience HaLL

Encounter Level 5

SETUP

If the PCs somehow arrive here without alerting the aco-
lytes, the acolytes (A) are working on searching the room’s
papers for valuable information. In that case, a DC 12
Listen check at the arch is sufficient to hear them talking,
Those who make the check by 10 or more can discern that
the conversation is in Elven and abour the scrolls and the
rediousness of the work.

When the PCs enter the room, read;

Three female drow in robes and chainmail
stand before the vacks of scrolls that line the
walls of this room. On the eastern wall is a
massive tron chair, bolted to the floor and
buttressed with thick beams. Loose pieces of
parchment litter the floor.

CR2
MM 103

hp 9 each (1 HD)

Female drow cleric 1

CE Medium humanoid (elf)

Init +2; Senses darkvisian 120 ft.; Listen +4, Spot +4
Languages Abyssal, Common, Elven, Undercommon

AC 17, touch 12, flat-footed 15

Immune sleep

SR 12

Fort +3, Ref +2, Will +4; +2 against spells and spell-like
abilities

Weakness light blindness

Speed 20 ft. in chainmail (4 squares), base speed 30 ft.

Melee mwk dagger +2 (1d4+1)

Ranged mwk hand crossbow +3 (1d4 plus poison)

Base Atk +0; Grp +1

Atk Options poison (drow sleep poison, DC 13,
unconsciousness/unconsciousness for 2d4 hours),
smite 1/day (melee attack, +4 attack, +1 damage)

Special Actions rebuke undead 3/day (+0, 2d6+1, 1st),
spontaneous casting (inflict spells)

Cleric Spells Prepared (CL 1st; 2nd with evil spells):
1st—divine favor, protection from good®, shield of faith
O0—-cure minor wounds (2), message
D: Domain spell. Domains: Evil, Destruction

Spell-Like Abilities (CL Tst):
1/day—dancing lights, darkness, faerie fire

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

Feats Combat Casting

Skills Concentration +5 (+9 casting defensively), Knowledge
(religion) +5, Listen +4, Search +3, Spellcraft +5, Spot +4

Possessions masterwork chainmail, masterwork dagger,
masterwork hand crossbow with 4 poisoned bolts

Light Blindness (Ex) Blinded for 1 round in daylight, then
dazzled while still in daylight.

I:

TACTICS

If the acolytes have forewarning of intruders, they cast
spells on themselves, limited by the time they have.
‘Round 1: Shield of faith.

Round 2: Divine favor.

Round 3: Protection from good.

In a battle, two rush forward and attack with daggers,
using their smite power on the first attack. The third one
hangs back, firing her hand crossbow. Desperate to impress
the high priestess, they fight until slain.

FATURES OF THE ROOM
The room has the f.\”n\\riug features.

Hlumination: Demon arch (_QIO\\-’in_.;‘ eyes): 20 feet of
bright illumination; 20 feet of slmclm\-_v illamination.

Demon Arch: See T17.

Scroll Racks: The wooden racls hold hundreds of serolls
urigina“y pIacw! here for the relerence of the deman lord
Fn'.lring pelilions. During the Battle of Slauglﬂ'(rrgdr(}e, this
roont was sacked, so the scrolls are in disnrmy, some Iying
on the ”m‘rr, others lmrnc('l, and still others torn apart.

PCs who examine the scrolls am_l can read the ;‘\i)}rﬁ.‘ll
Im‘lguagc see t‘l‘mi tlu'._\f a” IiEl llanws—l]u' uuil?sl:&, merce-
narics, mul l.‘\';]lllrl‘l“_-i who [u_mglrt |‘nr f:lduglllm'ga rllu \\f'IlL‘II
il was | l'-1||,.-'|1n:il-{1 to the Material Plane.

Throne: Fashioned for a Large creature, this chair retaine
a dim aura of evil ifviewed using detect evil.

One sqy

are =5 {l'l.‘[




(CoLLapsen Room

Encounter Level 3

SETUP

Their tremorsense alerts the spiders (S) to the PCs right after
the characters come out of T16. They don't attack drow, so
they wait to see who's coming.

When the PCs leave T16, read:

Mosaic footprints depicting clawed feet run west to a
wide t-intersection. Theve they turn south

When the PCs reach the doorway, read:

Three spiders the size of wolves creep along the

floor of this chamber, the northern end of which
has clearly collapsed. Marble debris litters the
southwestern corner, and a stafue of a robed human
male sitting cross-legged 1s in the southeastern
corner. Carved into the southernwall are
mscriptions in a strange language.

CONCLUSION

1f a battle occurs here, you can have the spiders from T20
join the fight. Roll initiative for them ar the start of the
third round, placing them in the hall just outside 1T20.

3 HUNTING SPIDERS CR1
MM 288
hp 11 each (2 HD)
N Medium vermin
Init +3; Senses darkvision 60 ft., tremorsense 60

ft.; Listen +0, Spot +8

Languages —
AC 14, touch 13, flat-footed 1
Immune mind-affecting spells and abilities
Fort +4, Ref +3, Will +0

Speed 40 f1. (8 squares), climb 20 ft.
Melee bite +4 (1d6 plus poison)
Base Atk +1; Grp +1

Atk Options poison (DC 12, 1d4 Str/1d4 Str)

Abilities Str 11, Dex 17, Con 12, Int —, Wis 10, Cha 2
SQ vermin traits
Feats Weapon Finesse®
Skills Climb +11, Hide +7, Jump +14, Listen +0,
Spot +8

FEATURES OF THE Room

The room has the following features.

Hlumination: [t's dark here.

ave-In: T]lis room uzed Lo IJU a Inl ]}iﬁgcr, ﬂl1l| it I‘h‘lL[
more statues. The northern wall isa mix of natural rock and
dict (Climb DC 15).

Statue: The statue in the coutheastern part of the room
clepiul:‘ abald, u]tlu']_\» human male. He's wearing ornale robes
and sitking cross-lesged vn a carpet {1':0 details of which are
carved into the stone [loor). A DC 15 Search check is sul-
ficient Lo see l]ml the statue isan extruston wiihe ﬂ.mr, nol
3| :'l.‘p"l'rﬂlt‘ ]T.II.'L'I.‘ ”l. :-ll”“',

Aninseriptionin A l‘J}'F.—\.’II on the castern wall hehind the
statue rcml.-‘, "Fimlul Balll:[mt l]w .\lml, :\rullif_c\.‘[ n|"
SIRIIEi]tL‘I’in‘LI('.“

Broken Statue: This statue waz once thal of a succubus
clad inrobes, butit was dashed into hundyeds of picces when
:"1nl|[;11ii.’l'gﬂrtlu was dt‘ilru_\'utl_ Nul[ling short of amake whole
:'[1-.-“ or simi la.r |1m=j1|.' rt-vl-nls what the stalue was .-'uppusml
[Ib ILI-J]-.' |il\'L‘. -rl'll.' II:[I! I'Hlll\]l’ 11l L’l'lt o I.l'll'.' III-'ll] IIICI'{‘..!:-'(‘.:—‘
l]'ll.' r‘\“ I‘I- I;.]IﬂnL‘L‘ ﬂl'll't 'l‘i.il"IT]L' Ct'l(_'cli‘:" IT}' 2

An inscription in ;\E)_\-ssal on the western wall near the
debris reads, “Minauchtra the Brazen, Corruplor ol-Souls?

Inscription: Carved into the masonrvialong the southern
wallin imposing ,‘\]1_\f.~.~.|] lettersisa message that |'0.ul.-4, “‘Gaze
and be in:i:il-m“ The L-lmmpimn in this chamber have served
Mu-Tahn Laa long and well. They have been found worthy
in his fiery daze. Treat their words as the u:(pl‘c:-‘:'u‘(l will of
Mu-Tahn Laa. Strive ficrcu[.\' for Slﬂtagl1ler;nrdm that -.:cnm-r.ln_\*

you might join the champions assembled here!”

One square = 5 feel



SANCTUARY

Encounter Level 3

SETUP

Hiding among the cobwebs are web-spinning spiders. 1f

the PCs don't spot them, the spiders (S) receive a surprise
round. Like their cousins in T19, they wair until they see
intruders or sense a fight before attacking.

When the PCs near the room, read:

The hallway widens to reveal a room wheve
cobwebs hang from the ceiling, and slightly sticky
webbing blankets the floor. To the dast are pews
running north-south. Despile the u-'vll{mlg. YOLL can
see that mosaic footprints continue south through
this yoom to a set of copper doors.

When the spiders reveal themselves, add:

Three spiders as big as dwarves skitfer out from
behind the cobwebs.

3 WEB-SPINNING SPIDERS CR1
MM 288
hp 11 each (2 HD)
N Medium vermin
Init +3; Senses darkvision 60 ft., tremorsense 60 ft.;

Listen +0, Spot +4

Languages
AC 14, touch 13, flat-footed 11
Immune mind-affecting spells and abilities
Fort +4, Ref +3, Will +0

Speed 30 ft. (6 squares), climb 20 ft.

Melee bite +4 (1d6 plus poison)

Ranged web +4 touch (entangle)

Base Atk +1; Grp +1

Atk Options poison (DC 12, 1d4 Str/1d4 Str)

Abilities Str 11, Dex 17, Con 12, Int —, Wis 10, Cha 2

SQ vermin traits

Feats Weapon Finesse®

Skills Climb +11, Hide +7 (+11 in webs), Jump +0, Listen +0,
Move Silently +3 (+11 in webs), Spot +4

Webs (Ex) A spider can throw a web up to eight times per
day. This is similar to an attack with a net but has a
maximum range of 50 feet, with a range increment of
10 feet, and is effective against targets of up to Small
size. The web anchors the target in place, allowing no
movement.

An entangled creature can escape with a DC 12

Escape Artist check or burst the web with a DC 16
Strength check. The web has 6 hp.

TACTICS

These spiders try ro entangle Small PCs first, and then they
move in to bite entangled enemies. They don't risk attacks
of opportunity to do so, however.

Fratures orF THE RooMm

The room has the following features.

[lumination: Its dark here.

Burnished Copper Doors: Hardness 3; 60 hp cach.
Qpen E:)uii‘m’m‘t{; vertical handles on both :iiLIL“: of both
l.l“('”':‘! near “'hl‘l't’ I.'}'lL'_\' mecet. —|1||(_' ||l'l:'lr§ dre L'IIF:‘I![I I]lil 1=
]n:.'l-cu]; l]w_\' havernialatchior lack.

A DC 23 Listen checle i= sufficient to hear the raepy
ln'ufll.lling of the Huge :‘pitler in'T21.

Cobwebs: These sheets of webbingaren't .al'icL:y. bt llu-_v
ohstruct vision, They provide eoncealment (2000 miss
clmm:t:} for anyone hehind them, hut llu.*_\' don't ohstruct
movement. ‘lhlw_v aren b magic wehs, s0 lln.-_y don't hurn.

Pews: These woaden pews pnw]tlv cover (+4 to AC, +2
on Reflex saves) for Small PCs, but they make mancuvering
difficuli. T takes 2 sguares of movement to move iI]mug:l}
a pew square. As a move action, a creature can step up and
stand on a pew. Creatures on the pews gaina +1 bonus on
melee attack volls againzl foos on the floor.

Cocoon: Inside is a Medium humanoid, hanging upside
down. If the PCs cut open the webbing (6 hp), they find the
corpse of a drow male who angered Lanthurrae. He has a
masterwork rapier, masterwork studded leather, and a icc_v

that opens footlocker 2 in T7.

One El'}lh‘ll‘l.\‘ =35 I'.ul-[



Sririne oF THe [Deari-Deater

Encounter Level 7

SETUP

The fiendish spider here (S) doesn't react to sounds outside
the doors. When you show PCs the map [or this room, don't
show them the floor webbing marked on the map. See the
Floor Webs section.

When the PCs enter the room, read:

A red-eyed spider the size of a small hut crouches

lo the south. Beyond il, upon.a black altar, an idol
of a hulking figure wearing spiked armor and
wielding a halberd glows with baleful green light.
The western wall of the room is an avalanche of
stone and dirt, and this ¢cavernous chamber might
be natural. If's hard to make out details. Thick webs
that have bones among them enshroud the room
and obscure the floor, but it seems like something on
the altar is glittering in the green light.

FLOOR WEBS

Sticky webbing is spun across the floor as marked on the
map. When a character is about to step into a square that
has floor webs, have that PC make a DC 20 Spot check. Suc-
cess indicates the character catches a glimpse of webbing
on the floor and can choose whether o proceed. Anyone
who doesn't spot the webbing walks right into it.

Walking into one of the webbed spaces entangles as
the spider’s web (see Webs in the statistics). In addition
to making Escape Artist or Strength checks to pull free,
an entangled PC can attack the floor webs. Hitting them
is automatic; they have hardness § and 14 hit points.

Scanning the room for more webs takes a standard action
and a successful DC 20 Spot check. Success reveals the
floor webs nearest the PC, and a character can describe
its location to allies as a [ree action. Put the floor web on
the map when that happens.

The fiendish spider can walk through its floor webs with
impunity.

HuGEe FIENDISH SPIDER CR7

MM 107 and 289

hp 52 (8 HD); DR 5/magic

NE Huge magical beast (augmented vermin, extraplanar)

Init +3; Senses darkvision 60 ft., tremorsense 60 ft.;
Listen +0, Spot +4

Languages —

AC 16, touch 11, flat-footed 13

Immune mind-affecting spells and abilities

Resist cold 10, fire 10; SR 13

Fort +8, Ref +5, Will +2

Speed 30 ft. (6 squares), climb 20 ft.

Melee bite +8 (2d6+6 plus poison)

Ranged web +7 touch (entangle)

Space 15 ft.; Reach 10 ft.

Base Atk +6; Grp +18

Atk Options poison (DC 16, 1d8 Str/1d8 Str), smite good
1/day (+8 damage against good foe)

Abilities Str 19, Dex 17, Con 14, Int —, Wis 10, Cha 2

SQ vermin traits

Feats

Skills Climb +12, Hide -1 (+7 in webs), Jump +4, Listen +0,
Move Silently +3 (+11 in webs), Spot +4

Webs (Ex) A spider can throw a web up to eight times per
day. This is similar to an attack with a net but has a
maximum range of 50 feet, with a range increment of
10 feet, and is effective against targets of up to Large
size. The web anchors the target in place, allowing no
movement.

An entangled creature can escape with a DC 16
Escape Artist check or burst the web with a DC 20
Strength check. The web has 14 hp.

TACTICS

The fiendish spiderisa cunning killer. On the first round,
it skitters to one side of the room, then shoots an entan-
gling web at the nearest foe. During the second round, it
moves to the othenside, hoping to draw its artackers into
another section of floor web, Berween the floor webs and
the webs it slings, the spider tries to keep the PCs splir up.
It then uses its superior reach and potent poison fo ta ke
them down one by one. .

The spider is smart enough to fling the doors open or
slam them closed with its legs.



FEATURES OF THE Room “Beneath the mark left by this dread mountain, a doorway

- K, "y 1 . 2 .
The room has the [n”m\'ing features. to our home will APl LR

Hlumination: Glowing ol 10 feet of bright illumina- “Within Sumberton, a tenebrous evil grows. Seek allies

Hun; 1“ ]-on_’l uI‘ 7—||.‘1{in\\"\.' i“unlillﬂli:'ln. llwr_"‘: 5 - 1 e .
Ceiling: The ceiling here is 20 feet high. “The Regalia of the Screaming Sarcerer will oneday be
!-‘h.l |']1i5[]&:(l (‘.()pl)l.‘l_ ]_)(}(JI“."; SU‘.? .]—‘2{).

Walls: Unlike the masgonry prominent ll‘lnmglulnl this =

rcnnilmj, but ul'lI_\' ﬂ'{tt‘l' his seepter 15 rolrieve Erum the
depthe of the Vaathwood "
“Beware the red poppies that travel on the wind.”

part of Siﬂll;llll_‘rg;ll'L[t'r this room is walled with solid slabs e Rl s
“When songhirds fall from the sky, sharpen your hlade,

that have intentionally been carved tolook like natural stone. %
A DC 20 Scarch check made on any section ol wall issuf- and loosen YL boots.

Atop the altarare 300 gpand silver bracers that are inlaid
with i.ilt]t' (200 gp). If the PCs take the items, the halberdier

savs; Leave the ]mmagu _\n_m'vn |:.|i:| for [{ll'l?Fl§11[, or face the

ficient to find a stray chizel mark or other indication thal

the walls aren't as natural as llhr‘s' appear.

2L d1ILNNCON3E

skeaboul the mosaic,

Mozaic Ft)o!pl'iul;: If the plii_\'ul'-: ;

erves as a hint that the

future without knowledge.” This

tell them the \\n:l)l!ing in'the room obscures the floor. The : . e
mosaialactuallv il Gesicaniue Eh rough e A o sy stalue can 5|u.-.1|.r, but the halberdier won't spcnlc to the 511Uc1[ic
westani t]i*d'lill‘.(ll‘ill\" T TR R s PC who taok the treasure un]cst- the itemsz are 1't‘tL1rl1t'L] to

O e Sianl‘:‘]}tel'é‘.nrtlc% dc;ﬂl-rudit‘n. ll‘.i,—‘.-‘.lll"im' the .1]L1t-_ [t [lln::'ll bt give a ppnpl‘lu.,.y wl‘ll.“l:‘l Ll‘u.: iems are
led to more passageways a nd more shrines, but t}wyr:'u st rctu::nud. : . LT !
T b L e \\'.1” Aol rid | e s e I .ul(ll'c::sml witha question about its | unelion, the statue

[Lj]iml: DE 15):

Altar: The altar radiates a strong aura if viewed using
detect magic | pDC22 S[‘\'”t'}'ﬂj-i check to determine it's divina-
Iinn}, TI]V .'1|1.1|' can he th'::ll'l'_\"L‘ll ”‘rdlt.] ness &, 250 llp}.

Dealing it hall this much damasge defacesitenough to ruin

gEﬂ transcendst ime, bt 1y advice comes :)11}_\,'

its magio.

Aniy evil eleric who prepares spellsin Front ol the altar i, SRR STRRE e
can prepare divination .cpc:”s asil they were ane level lower. :
[ the last tew mmltlxs, Lanthurrae hasased the power of R I 'f B

l_‘l]u nIl‘ar to prepare (i’;;'fuu!;.m as.a :'H'L]—]L‘\-'L'I :‘|1l.'”. But :‘lw -{ e ¢ -
sensesithie riskanvolved with using the altar, so she's re- t TN [
A

luctant to dwit too often.
A eleric must suceeed ona DC 20 Will save every time

¥
. ‘} 3 =T ’ o
the altars power is used to prepare fpu”--. Each lailed save |85 N -
carns the cleric a negative Jevel that goes away automati- ﬂf’
o

l_'ﬂ]]_\v' “'1“_'“ 2‘:!‘ lltl'l]l':‘ ]'I-'l\'[! k!IlIITFL‘ll. b

The statue ol the halberdier atop the altar hasa divi-
natory quality as well. 1 a creature p!m:vs an ilem or

items worth at least 50 2p on the altar, the halberdier L : Wi jis SEHNSAT 7

intones a sentence or two ol |n'op|wtiu Niaad anienG e Aty -

accurate, the altar doesn't l'L‘.“]l(‘Hl] tospecilic questions. AR ; ; : 7

It :‘pualt:‘» without |‘u-gz|n| ta those standing before it, and » i o T, i

it treats fl” COMmers as H lIn:)'

/
1
Ty

-I-il i]: U L IITIIl'\'.ik‘F Lo sptci{ iceventsin your campa E_EIL —

If Vol have l]lmt_:. for events l)u)'r:rml Shattered Gates slf

S.J"ll.‘.l_JfJr‘L?i'_i‘}{TJ'n.{L', you can foreshadow themhere. You can
add hints about the armory section of Slaughtergarde,
as well as meaningless or humorous phrases. For

L‘:\‘dll‘lpi{.‘l

™ L
- LWt

':"“f% %NS SR~

Lc-_l;:p s Ln'pvur 1n||'i1_-|.L" One Suare = 5 rl_‘r:l

“Beware the ]{nighlf Liminaus, for tlw_\' seek to
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Srarue HaL

Encounter Level 4

SETUP

This isa room beyond the control of the drow—it's home to
amagma hurler (M) that has guarded it since the destruc-
tion of Slaughtergarde. The magma hurler doesn't react
to PCs until they enter the room or attack it. Stealthy PCs
might be able to surprise or sneak past the hurler.

This area is pictured in the illustration handouts. Show
the illustration as you describe the room.

When the PCs have a good view of the room, read:

A figure made entirely out of molten lava strides
among the statues in this room, leaving a pall
of smoke behind it. In tlie novthern section is a
massive sarcophagus with a marble statue atop if
of a cloaked figure wielding a scythe and riding
a horse that has fiery hooves. In the southern
part is a collection of macabre statues, most
depicting fiends. Two fiery demon arches are in the
southwestern corner. Near these appear to be chests
and scattered coins

The mosaic footprints lead from the double
doors in the east past the sarcophagus and up the
narthern corridor.

TACTICS

The magma hurler prefers to hurl its magma balls, so it
takes 5-foot steps to make its ranged attack while avoiding
attacks of opportunity from melee combatants. If ir would
take an attack of opportunity for making a ranged atrack,
it dees soona 1 to3onade. _

If the PCs flee beyond the room, the magma hurler
doesn't chase them. Tt does keep hurling magma balls at
them as long as it has line of sight to do so.

FALSE TREASURE

Four chests of coins appear to be in this room, two at the
base of the hezrou's sratue in rhe norrhwesrern corner
and two in rhe southwestern corner. Fach isa lure for the
unwary thar rhe original inhabitants of Slaughtergarde
knew to avoid.

Coins picked up off the floor (35 of them are scat-
tered about) disappear in a flash of baleful green light

ADVANCED MAGMA HURLER CR 4

Miniatures Handbook 65

hp 69 (6 HD)

CE Medium elemental (earth, extraplanar, fire)

Init +5; Senses darkvision 60 ft.; Listen +6, Spot +5
Languages Ignan

AC 15, touch 17, flat-footed 14; can't be flanked

Immune critical hits, fire, paralysis, poison, sleep, stunning
Fort +12, Ref +6, Will +5

Weakness vulnerable to cold (+50% damage)

Speed 20 ft. (4 squares)

Melee slam +12 (1d6+12)

Ranged magma ball +6 (3d10+8 plus 1d6 fire)
Base Atk +4; Grp +12

Abilities Str 26, Dex 13, Con 24, Int 7, Wis 12, Cha 11

Feats Improved Initiative, Iron Will, Weapon Focus
(magma ball)

Skills Listen +6, Spot +5

Magma Ball (Ex) A magma hurler can spit a ball of magma
into its hand as move action; it can throw the ball as
standard action. Range increment 30 feet (150 feet
maximurm).

accompanied by a scream of agony. Ifa chest is opened
and the coins wirhin touched, all it's contents scream
and disappear similarly in a cascade of screaming and
light, creating an effecr like a thunderstone comhined
with a glitterdust spell. Each character within a 10-foot-
radius spread musrt succeed on a DC 14 Will save or be
blinded and rake a —40 penalty on Hide checks for 10
rounds. Further, every creature within a 10-foot radius
must succeed on a DC 15 Fortitude save or be deafened -
for 1 hour. These chests radiate a faint aura if viewed
using detect magic (DC 16 Spelleraft checl to determine
it's conjuration). No way exists to “disarm” the coins,
which do not reappear once they go off.

The chests are ancient relics that might be worth 50 gp
each to a collector once their noisy contents have been
removed.

CONCLUSION

If a bartle occurs here, or screams issue from the room's
strange treasure, the acolytes in T18 hear it and Lanthur-
rae and her grimlocks might hear it (T16; Listen DC 7;
Listen +5), Those who hear cast their preparatory spells

* as described in their Tactics.



[_:F_.‘\Tl IRES OF THE ROOM
The room has the following features.

Ilumination: .\L‘lgmd ]mrlul‘; 20 Feet of |n-'|g||| iumina-
tion; 20 feet of _—'Iunln\\'_\ illuminaltion.

Demon Ard }nw; 20 feet of bright illumination; 20 feet
ol shadowy illumination. If an archis dizabled, it slops .—'lh:rl.l-

ding light.

Ceiling: The ceil ing hare iz 20 faet ]1ig11.

Burnished Copper Doors: | [ardness5; 60 |1p cach. Open
L'LIE[\\'.]T[I; vierd iml Ih!]ll”\.'r- on Inll [1 sitlc:' ui- lmi]l (Io:\ri near
\\'In-rl- ill{'}' meet T]IL' |Juui':' are \.'!l\:‘L‘Ll ]'IH.I u llli'c]-?.l..'tl: illl’..'_\'
have no latch or lock, but l]n:_\' are barred (see below).

Anivon bar is threaded through the handles on the castern
side. It takes a move action to remove the bar (Fram the east
um]_\'} or a DC 30 Strength check to hreak the bar.

\ DC 8 Listen L'IIL‘-\_'L’ = -n”ixiul1[ to llu:l.]‘ uu‘\'ﬂiii’ll.‘ll
grunts [rom the grimlucksin T2 if they're still alive.

':il.'l"\_’ ”vnlnll .--\ I‘c:l!uﬁ: TI'\L‘ .11'\.'11 aver A.'l'l\.'i'l Ul. l]k‘ weslern
and southern J:n.-ru-‘a_\-':' is carved to look like the face and
apen mouth of a fanged demon. Eyes on cach face glow red-
orange. I none of theother Hu'y demon arches have been
activated or dizabled (zee below), cheets of lameswatheeach
dﬂnr\\'a_\', I)]ncl:inq line of _~'i;I1I and ||v.|iing 3d6 pornls of
fire lenagi: Lo anydne passing through it. The arches emit
I\ r-.u:l.‘“n_._" that increases Listen DCs to hear any l'l1i|1::' I)o'\rum]
them by 10. Each haz a moderate aura if viewed using detect
magic (DT 21 ..‘:p'c“c:'n[l check to determine it's evocalion).
."\ DC 1(‘) Disnlllf.‘ Dt.’\'i.i.‘u C!'lt.'»‘[t (liiﬂlllu:: dama l’L'|'l. :"-Hlil?l'lllll.'l}t]_\'
increasing the tlal!gul‘ |m_~'ut| Ia'\' the remainingactive ones.

I'he {icrl\l demon arches in this part of Slaughtergardeall
connecttothe samediminished energy source—swhen {Iu:y'rc
all working, each deals 1d6 points of fire damage ta anyane
\\']‘Iu passes llu'uu_-:i]. An m’ch can Im L]i:‘n[m]:»:! |:_\-— x.m-ming
S0Ime of the faint runes on the floor al it threshald {_[m::v
l)ltéﬂiila: | J.:\'i.:u ”l_ I_E:I \v‘u'n an .:l'r|1 i l.Ii.-'(.ll‘JIL:(.l, ]'tt\\\"c\'?l‘.

maore energy enlers | Iu- al ll(’l OIes. I‘t'n‘

|||ig||l I.-mn.\-' Wlm{ I\'iml u[ Llcllln]‘l:‘ {!w statues |'cp_1'i_-:'unl: (eli=
cryone else just knows that tlw_\*'t'u “fiends” .'5||uc'll-icu||_\', the
statues are:

A I-argc toadlike ercature withan immense maw and spines
running down itz batkelhisis whezron (pictureon MM 43).
The Knowledge (the plam-s} DC to itlrnlii',\' is 21,

N eautiFls |m{-\\-ingcal woman, Thisisa succubus (picture
on MM 45), The Knowledse (the planes) DC s 17

A four-armed insectile ]ﬁpml with a trident. This ic a
mezzoloth |:1_1i'uluri_- an MM3 201). Tliu KnU\\']Cchi‘ (i‘]‘w
pl:llw:‘} DC iz 16.

gaunl creature with vicious Falla—‘ and a curved horn

rising [rom the back of its head. This is a babau (picturce an
MM 43). The Enowledge (the p]anus) DC s 16,

A distorted version of a human woman that has warty
skin and clawed hands. This is a night hag (picture on MM
193). The Knowledge (the planes) DC is 17,

\ I_.u-gu \'nli IIJ'l‘—IIlhI.th'[I LIL’II'IUI'I t]lﬂ.l |‘l“l:= l\'il‘l‘::‘.‘\\"il’_\' Iiml)s;
and long claws. Thie i a vrock (picture on MM 48). The
K nmviudﬁu ll.lw p|.'mt‘;=) DOz 19,

Snru')plmg‘usz The statue atop the sarc I|:]:(|g,'-u.~ stratches
ncm’ly to the -.‘uilill;,, anda DC 15 |\ruu\\-ludgu (the plam‘:‘}

check identifies the “horse” asa ni-_;hlnmn-. An Abyszal in-

scriptiona round the base ,“Here lies Goramnus, harvester

ol guml and evil alike. Figlﬂ. well for 5|n||;[1lcr;£1 vde, lest he
awaken and find you anworthy.”

Inside are the bones of Goramnus, a blackguard of greal
repute who died several centurics hefore 5!;:11;|1{L.-r.,z.1 rdesvas
built. Goramunus is just an ordi nary skeletallcor pse. He was
interred with some ceremenial ri-:»jalia. a L{mgom'fa or shicld
(red dragon, J"_'.'Iugm"s Gride 18), and a +1 {’01?&}5!!’0!1{

Because of the statue, the :‘-.‘ll".‘u|11m;u.= lid wui;]ls about
6,000 pounds. Lilting it requiresa Strength score far beyond
what the PCs can muster, Curious PCs won't lst a heav v lid
stop lllum, im\l'c\'cr.

They can usel b diguing tools From T3 to erack npcl‘l'lhc

e |1 lli---lllll'l[ .n'L'h, .uILI lLI(} i.ir(e !.I.‘Il't'l-
ade o thie other arches and increase
the Dizable Device DC by 2. When
the PCs firet explore this part of
51.11!;11lu1’£(1|'nic, two u{. tllu :.'I]‘L‘[li.'r are
disabled: one in T8 asd one in
Tl EY
ATPE \\']n‘ nmL‘r:é i ::1'.‘.1!‘\'11 or
”'l—.lls[v I)t’\']\'L' L'['It'k'l\‘ un une i’[ tI‘It_'
arches Ju{unm[icn”_v notices if
another scems hotter or cooler.
XP Note: Whenever the PCs
dizable or take damage from a
.—'|1L-L"|F'n.' 1.]::1"\- demon arch for the
first'timeto piss l!‘mlnéh it, award

XPiasif l']w}- overcame a CR 3

trap.

Statues: Not including the
_—"11‘cu|_1|1.1§u_~. the statues here are
artworks, not depictions of spe-

: 'Imnl|liu1|:— nlh f.'l'lv SIJLIF‘__I‘I-

tergarde forces. PCs who have

ranks in Knowledse (the planes)

side of thesarcophagus (hard-

ness 8, 120 hp). If

the PCs tie a rope o

the lup olithe statue
andall [m“ in'cancert,
a DC 30 Strength
check is enough to tip
the statue and Ial'ing it
crashing down. One PC
t‘tm]:t:‘ t]!u check while
other make DC 10
S| |'|']1,-_ftll n.'Iu:(:l:.-‘-, TI'JHE('
who succeed on the DC
10 511‘\*115_?‘111 checks grant
the PC |11«1l«:in; the over-
all Strength checl a +2
bonus. The PCs know that
uilhcr l||. {I'Il':‘-l‘ Lactics an

make alot ol voize,

One square — 5 feet
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6 STIRGES CR 1/2

MM 236

hp 5 each (1 HD)

N Tiny magical beast

Init +4; Senses darkvision 60 ft., low-light vision; Listen +4,
Spot +4

Languages —

AC 16, touch 16, flat-footed 12 (AC 12 when attached)

Fort +2, Ref +6, Will +1

Speed 10 ft. (2 squares), fly 40 ft. (average)
Melee pincers +7 melee touch (attach)
Space 2-1/2 ft.; Reach O ft.

Base Atk +1; Grp —11 (+1 when attached)
Special Actions drain blood (see Tactics)

Abilities Str 3, Dex 19, Con 10, Int 1, Wis 12, Cha 6

Feats Alertness, Weapon Finesse®
Skills Hide +14, Listen +4, Spot +4

FEATURES OF THE ROOM

The room has the fu”nwing foatures.

Hlumination: Demon arch; 20 feet of bright illumina-
tion; 20 feet of shadowy illumination. If the arch is disabled,
the area is dark.

I:if.‘l'_\' !)(‘_‘ll]l"ll] f\ l‘l.'ll: ;l‘.l_’ !‘2.)..

Cave-In: This was a much la reer room belore Slmlglrivr—
gnrde was rent asunder. The western wallis a mix of natural
rock and dirt (Climb DC 15).

Light Rubble: The light rubble marked on the map in-
creases the DC of Balanee and Tumble checks by 2.

Tunnel: Thistunnel isa foot in diameter. [t rises 5[;!*.:]1‘_\!,
I.‘L‘.‘ll:llill:_:“ the surface in about 200 leet.

Beds: The beds were for those waiti ng Lo be sacrificed at
one of Slaughtersarde’s altars. By Mu-Tahn Laa%.order,
victims were L:cpl comfortable until their turn. Seven sets
of silk sheets here are worth 50 gp each, but it takes a DC
20 :\pprai:‘-c check to realize this.

(One square =

Sacririce (JUARTERS

Encounter Level 4

SEGE

One stirge (S) is just inside the tunnel shown on the
map, and if it notices the PCs, all the stirges fly into the
room. Stealthy groups without light sources might avoid
notice.

When the PCs enter the room, read:

Neatly made beds ling this voom'’s northern and
southeyn walls. A padded manacle with a four-foot
chain bolted to the floor is at the foot of each bed.
The western wall is an avalanche of rock and dirf
unlike the masonry on the other walls.

Strange creatures that look like bats with
needlelike snouls suddenly fly from a crevice
there.

TACTICS

The stirges split up among the PCs. Stirges have no reach,
so they have to enter their target’s square to attack. PCs
who aren’t flat-footed can make attacks of opportunity
against stirges that do so. The stirges can't hover, so they
have to fly at half speed each round to stay aloft, possibly
provoking attacks of opportunity.

If a stirge starts its turn attached to a PC, it automati-
cally deals 1d4 points of Constitution damage. Even if the
damage rollindicates a stirge could deal more than 4 points
of Constitution damage, no single stirge can deal more
than that—it's full of blood. A stirge that has consumed 4
points of Constitution detaches and flies for the tunnel, -
withdrawing if possible.

REMOVING A STIRGE
Characters can grnpplu altached stirges or attack them
with melve weapons. Those who make a sucoesclul unarmed
melee touch attack adainst an attached sbirge can make a
‘_g:rapplw check to gain a hold, Attached stirges can'l male
attacks of opportunity. A PC who has a hold on a stivee
can remove Lhal shirde I)'\' mﬂlﬂng another successful gl'npplc

checls ta pin ik



GHarTERED (GATE

Encounter Level 5

SETUP

The whitespawn hordelings are incapable of moving or
acting until the PCs free them. The Shattered Gate in Fea-
tures of the Room describes how that might happen.

The gate is pictured in the illustrarion handouts. Show
the illustration as you.describe the room.

When the PCs enter the room, read:

A massive stone gate, like the ore you found among
the goblins, dominates the western end of this
room. Partsof the arch have sagged and crumbled,
and entive blocks ave missing. This gate has a
shimmering gray field. Black cracks radiate oul
from the center, making it look like an immense
shattered mirror.

Four small figures have emerged halfway from
whatever lies beyond the gray freld. They have
dragonlike heads, white scaly skin, and stubby
wings.

The flooy is littered with crumbling skeletons.

4 WHITESPAWN HORDELINGS CR1
MM4 156
hp 13 each (2 HD)
CE Small monstrous humanoid (cold, dragonblood)
Init +0; Senses darkvision 60 ft.; Listen -1, Spot -1
Languages Draconic

AC 13, touch 11, flat-footed 13

Immune cold

Fort +2, Ref +3, Will +2

Weakness vulnerability to fire (+50% damage)

Speed 40 f1. (8 squares), fly 20 ft. (clumsy)

Melee short sword +3 (1d4/19-20) and
bite +1 (1d4) or

Melee short sword +1/+1 (1d4/19-20) and
bite +1 (1d4)

Ranged dart +3 (1d3)

Base Atk +2; Grp -2

Special Actions breath weapon

Abilities Str 11, Dex 10, Con 14, Int 4, Wis 9, Cha 9

Feats Multiattack, Two-Weapon Fighting®

Skills Balance +10, Climb +5, Hide +4, Jump +4,
Listen -1, Spot -1

Possessions 2 short swords, 4 darts

Breath Weapon (Su) 30-ft. cone, once every 1d4
rounds, damage 1d6 cold, Reflex DC 13 half.

FEATURES OF THE ROOM

“Fhe room has the fo“uwing features.

. Hlumination: Shattered dale; 10 [eet of In'i_._fld illumina-
tion; 10 [eet of :‘IIFILII_I\\')' illumination.

Shattered Gate: The gate on the westernwall is irretriev-
.1|:|)- ruined. [ts similarto the gatesin .17 and A 19, Despite
heing broken, it has a [aint aura if viewed using delect magic
(DC 24 2pelleraft check to determine it's conjuration).

The gate has four \\-‘}‘li’cuspa\\'n lmrdcling; sk icl'.-ing hral [\vily
out of it, caughl between p]ilrlt':-‘ when the gale was shattered.
_l-llL‘}"l'L' paral_\rzcd when the PCs first enter the, room, and
llw._\r stay that way until the PCs do what's l‘uquil.'(:l.l to release
them.

The faintestamount of kinetic energy frees a whitespawn
I‘IOI'LICI'III_;‘L H‘{"‘it'l._\fl'l'lill_ﬂ' touches or attacks one, it {u]I'\r emerges
from the shattered gate and attacks. .

Proximity to an ongoing <pell or :-]11.‘”-]”.11’ ability also
frees a \\'Iliic:'-pa\\'n hordeling. 1Fa PC steps ddiaccnt to a
w]ﬁlnspm\'n ]mnlu]ing, find out whether that PC has any
angoing magdic effects. 1T =0, then the shattered gate makes
a dispel check against cach effect in turn (1420 + 10 for
the Jispc' check: the DC is 11 + the spc“} caster lovel),
Each successful dispel check ends the effect it dispelled and
frees one whit'cspa\\m }mnluling.

This shatterad date has the sigil that the gate'in A 19
lacks. It takesa DT 10 Craft (masonry) check to remove
the -;‘I_VP!'J..

Skeletons: The skeletons were all soldicrs who [.IL']'i::_Ill.'tl
ina grcnl:i.'xplu_-‘»iun when the gale shattered: PCs who make
successful DC 15 Spal checks notice that tlw_\"ru: all i.'acing
the same direction and that many of the bones have been
sawed apart (by the horror in T25). None are armed or
armored.

Every square is filled with bones. They increase the DC
of Balance and Tumble checks by 2, but they just crumbhle

when ste ppe d on.

One Square =
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Mirror HaLL

Encounter Level 4

SETUP

The electrum clockwork horror (E) was rrapped here after
the fiery arches stopped responding to its medallion. It
shoots any creature that enters. It’s silent until ir arracks,
so it probably surprises the characrers.

PCs who make DC 15 Intelligence checks realize they
saw this room through the magic mirror in L11.

When the PCs move into the room, read:

In the center of the voom is a metallic scavablike
creature the size of a dog. 1t squats ameng scveral
piles of metal. With a whiy, it lurches to life, a blade
buzzing where its mouth should be.

The corpse of a drow female in studded leather
armor lies at your feet. Mirrors thal have green
glowing frames hang from the walls.

ELECTRUM CLOCKWORK HORROR CR 4

MM2 47

hp 32 (4 HD)

LE Small construct
Init +2; Senses darkvision 60 ft.; Listen +2, Spot +2
Languages Clockwork Horror

AC 19, touch 12, flat-footed 18

Immune ability damage and drain, critical hits, death
effects, disease, electricity, energy drain, exhaustion
and fatigue, Fort save effects that don't affect objects,
mind-affecting spells and abilities, necromancy effects,
nonlethal damage, paralysis, poison, sleep, stunning

SR 17

Fort +1, Ref +2, Will +3

Weakness shatter blinds it for 1d4+1 rounds

Speed 30 ft. (6 squares)

Melee razor saw +5 (1d8+1)
Ranged pressure dart +5 (2d4+1)
Base Atk +3; Grp +1

Abilities Str 12, Dex 13, Con —, Int 5, Wis 14, Cha §
5Q construct traits

Feats Paint Blank Shot, Precise Shot

Skills Climb +8, Listen +2, Spot +2

Possessions built-in Slaughtergarde medallion (claw)

MEDALLION

This round picce of electrum has a stylized claw sigil on it,
is worth 75 a1, and has afaint aira if viewed using detect
magic (DC 18 Spc”&.‘m{t check to determineit's ai'rinr.li ion).
If the PCs take the medallion, they can use it in the Sl.un_:[l—

Lerga rde a FIOry.

FEATURES OF THE Room " *anare = 5 [og
The room has the following features.

Hlumination: Demon ul'c}‘l: 20 feet of 1)1‘59!1[ illumina-
tion; 20 feet of shadowy illumination. If the arch ie disabled,
il stops :ilctuin; light.

Glowing Mireor Frames; shadowyillumination fills the
room if the mirror [rames are the nll[_\' Ii;l'ﬂ.

Fiery Demon Arch: See 122,

I)l'(]\" (‘-(Il‘l}fe: ‘I.F'Il' L'It"L_In'“'i'rL' Ill'?'l'l”' L']”l_’ll t]\i": l{rl“\’.
She has masterwork studded leather amj ahand crosshow.

Serap Piles: The dlockwork horror seavenged arms from
the fallen .:i'mrl]_v alter Slaughtergarde’s destruction. It cut
most of the metal into pieces. A }n'p.u-.lpl.m-. a masterwork
rapier; a chain .-'I‘lirt, and two Iwn\'}' stealishiclds remain,

Squares on the map show the piles. Each stpuare marked
aza pile costs 2 squares of movement to enter, Balance and
Tumble DCs increase 11)' 5, and Move Siluutl_\' DCsincrease
J]‘\' .2.

i\“rrnl‘s: \” |I|{‘ lllirl'llr: l'lﬂ\'L' d I-t.'lii'lt aunra |[ \'ii‘."VL'(I lle‘ln:}
dotect magic (DC 118 ::‘]‘L‘”\'I'-'l“ check to determine it's
illusion). 3

Intact Mirror: The mirror marked with a 1 Functitns,
It loaks into 11, When someone looks into it, read:

Cracked mirrors ave:mounted on. the walls of

a shadowy room, and each mirror has a frame
glowing with green light. That glow is the only
illunination for the chamber. The room ends

m a precipice that apparently dvops into a much
larger room. A long ladder lies flat near the édge.

(Remember to add the condition in which the
PCs left L11.)

The clockwork horror continues firing pressure darts until
the PCs engage it in melee. It prefers targets that have meral
armor and weapons.

Dungroxs 8 Dratoss, DE&D, Duseros Masteg, .i'_‘d, d20 Sysrem, Wizanps 0p tie Coast, Player's Handbook, Dingeon Masler's Guade, Monster Manual, Shattered Gates of Slaughtergards

all other Wizards of the Coast product nay

5, and their respective logos are trademarks of Wizards of the Coast, Inc., in the U.S.A. and other countries.
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This product is 4 work of fiction. Any sumilarity to astual people, organizations, places, or events is purely coincidental. Printed in the U8S.A. 2006 Wizards of the Coast, Inc.



L#: Seythe Room (Adventure Sites page 8)

L8 Howler Trap (Adventure Sites page 13)

MN-USTURTHENE EN




Violet Energy Demon Arveh (Adventure Sites page 29

Frery Demon vl (Adventure Sites page 28

0-G3TORTAO-004 EN




ALZ: Nearly Intact Gate (Campaign Guide page 60)

Swmnberton, City of Bridges . .. and ale! (Campaign Guide page ¥

SO-GATUETAO0L EN




AMLUFTUETAO-04 BN




AU0GATUS T EN




L17: Shattered Gate (Adventure Sites page 26)

S0-95TORTA008 EN



A+ Elevator Room (Campaign Guide page 37)

AN-DFTISTAOANM BN




T'22: Statue Hall (Adventure Sites page yE)

T 24: Shattered Gate (Adventure Sites page 61

WSS TOR T N



OREST ENCOUNTERS

While rraveling through the woodlands in the Valley of Obelisks, characrers have an 8% chance per hour of having an encounter,

Each forest has a selection of possible encounters below. Roll d% to determine what the PCs meet.

Andrall Forest

01-20 1d3 wolves

21301 krenshar

31-40 1 black bear

4#1-60 1 boar

61-70 1 dire badger

71-80 1 dire wolverine

81-90 1 dire wolf

91-100 1d3 tst-level half-elf druids

Chance Forest

01-10 1d4+4 kobolds

[1-20 1d3 grigs

21-30 1d3 wolves

31-40 1 krenshar

41-70 1d3 tst-level forest gnome bards
71-80 1 black bear

81-90 1 boar

91—-100 1 dryad

Cloudhoof Forest

01=101 pixie

11-20 1d3 dire wolves

21-30 1d3 dire boars

=401 d 3 owlbears

41-50 1d3 black bears

$1-70 1d3 centaurs r'Sr;u'ﬂ!ialﬁps'.-
71-90 1d3 centaurs (Gurgan)
91-100 giant stag beetle

Dapplewood

01-201d3 dire apes

21-30 1d442 wolves

31—-40 1d3 krenshars

41-50 1d3 black bears

51-60 1 dire wolf

61—-70 1d3 boars

71-80 1 giant praying mantis
81—100 1 owlbear

Forest of Turlel
01-10 1d4+2 orcs |
11-201 ogre

21-30 1 allip

31-40 1d3 ghouls
41-501 gm‘gm)’lrs

§1-60 1d3 worgs

61-70 1d4+2 wolves
71-90 1 werewolf
91-100 1d3 werewolves

Grove of Icicles

V 01-10 1d3 grigs

11-30 1d3 albino wolves

3140 1 krenshar

41-50 1 black bear

§1-60 1 boat

61-70 1 Large monstrous spider
71-80 1 dryad

81-90 1 assassin vine

91—100 1 albino dire wolf

Laughing Woods
01—101d3 dire wolves
11-20 1d3 dire boars
21-30 1d3 wereboars
31-40 1d3 pixies

41-50 1 pixie (has Otio's irresistible dance),

§1-60 1 nymph
61-90 1 treant
91-100 1 juvenile green dragon

Oakwood

01—10 1d3 grigs
1120 1d3 wolves
21-30 1 dire wolf

31-40 1 boar

41-60 1d3 1st-level elf rangers

#1-80 1d3 Medium monstrous .«'pith»:'x
§1-90 1d2 Large monstrous spiders
91-100 1d3 unicorns

Redbark Grove
01-10 1d3 grigs
11-20 1d4+2 wolves
21-30 1d3 krenshars
31-40 1d3 black bears
11-50 1 dire wolf
51-60 1d3 boars
61-80 1 assassin vine
81—1001 dryad

Vaathwood

01—101d3 black hears

11-20 1d3 dire wolves

21-30 1d3 dire boars

31-40 1d3 werewolves

41-60 1d4+2 1st-level elf rangers
61-70 1d3 owlbears

71-80 | pixie

§1-90 1d3 wyrmling green dragons
91-100 1 young green L[l‘:lgmn

West Oakwood

01-101d3 grigs

11—20 1d3 wolves

21-30 1 krenshar

1140 1 black bear

k1-501 boar

§1-60 | Large monstrous spider
61-70 1d4+2 bandits'

71-80 1d3 tst-level half-elf druids
§1-920 1 satyr (no pipes)

91-100 1 satyr (with pipes)

I Bandits are often 1st-level human or goblineid warriors

but they're vecasionally ores and halFores



HILL AND MOUNTAIN ENCOUNTERS

While traveling through the hills and mountains in the Valley of Obelisks, characters have an 8% chance per hour of having an

encounter. In the Slaughterscar, this chance increases to 12%. Each region has a selection of possible encounters detailed below.

Roll d% to determine whar the PCs meet.

Areshau Valley
01—10 1d4+2 displacer beasts
11-20 1d4+2 griffons
21-30 1 bulette

31-40 1 chimera
41-50 1 ogre barbarian
51—60 1d3 wyverns
61-70 1 behir

71-80 1d3 gauths
81-90 1d3 ertins
91-100 1d3 ogre magi

Blackreach Mountains
01-10 1d3 bugbears

11-20 1d3 giant eagles
21-40 1 ogre

41-50 1 displacer beast
S1-601 ertin

61-80 | young white dragon
§1-100 1d3 trolls

Headwater Hills

01-10 1d4+2 ogres

t1-20 1d3 displacer beasts
21-30 1d3 griffons

11-40 1 wyvern

41-50 1 gauth

51—60 | behir

#1-70 1 chimera

71-20 | bulerte

91—100 1 athach

Jurorakk Foothills
01-10 1d3 hippogriffs
11-201 displacer beast
21-60 1d4+2 gnolls
61-70 1d4+4 bandits'
71-80 1 ogre

81-90 1 phase spider
91-100 1 rast

Kurlde Ridge

01—10 1 hippogriff
11-20 1d3 ghouls
21-301 ;1”1']3

3 1-40 1d3 dire weasels
41-80 1d4+2 bandits'
81-90 1d3 wolves
91-100 1 ogre

Painted Canyons
01-10 1d3 ogres
11-20 1d3 hippogriffs
21-30 1d3 displacer beasts
31-40 1 phase spider
41-501 rast

51-60 1 wyvern
61-70 1 ettin

71-801 g;unh

§1-90 1d4+2 ogres
91—100 1d3 wyverns

Sardarian Hills

01-10 1 hippogriff
11-201d3 g}mulh

21-30 1 ogre

M—60 1d4+2 bandits'
61—70 1d442 dwarves
71—80 1d3 dire weasels
81-90 1 shadow

91-100 1 carrion crawler

Slaughterscar

0110 1d3 allips

11-20 1d4+42 ghasts
21-30 1d3 shadows

31-50 1d3 wights

51-70 1d3 vampire spawn
71-80 1d3 wraiths

8§1-90 1 spectre
91-100 1 greater shadow

Strezabo Foothills
01-10 1d3 ogres
11-20 1d3 hippogrilfs
21-301 Lli':«'pliIL‘L‘l' heast
31401 ph;m' .H}H\ll.'l
#1-50 1 rast

51-60 1 wyvern

61-70 1 ettin

71-80 1 g_.luth

81-90 1d3 ogres
91-100 |Ll3t“:‘}1|m’cl beasts

Tangletuft Mountains
01-10 1 giant eagle
11-30 1 ogre

31-70 1d3+2 bugbears
71-80 1 displacer beast

5

§1-100 1 ettin

Titania Foothills
01-10 1d3 ogres

1 1—20 1d3 hippogriffs
21-30 1 displacer beast
31-40 1 phase spider
41-501 rast

51-60 1 wyvern

61-70 1 gauth

71-80 1 errin

§1-100 1 hill giant

Vermilion Ridge
01-20 1d3 hippogriffs
21-30 1d3 ghouls
31-40 1d3 dire weasels
41-80 1d4+2 bandits’
81-90 1d3 wolves
91-100 1 ogre

1 Bandits are ofren Lst-level human or goblinoul

warriors, but they're occasionally orcs and half-ores
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.t Explore a Shattered
Dungeon with a
Dark Secret :

£ Centuries ago, forces of good and evil collided in a titanic y
. battle at the mountain fortress of Slaughtergarde. Armies of
martals and angels fought and defeated a rampaging demon

horde, banished its demon prince, and tore Slaughtergarde
apart, hurling it back into the Abyss. However, the destruction '
| of Slaughtergarde was incomplete. Parts of the fortress were |
» embedded underneath the Valley of Obelisks, buried for all %
| time. Now, malign forces have found Slaughtergarde’s dark
% chambers, and they tail ceaselessly to restore the magic gates @
that will reconnect Slaughtergarde to the Abyss. If they aren’t
stopped, a new demon horde may emerge from the shattered ||
fortress to rampage across the world.

A This adventure takes characters from lIst level to 6th level, ™

and it includes material that can be used to expand the B
story to an entire campaign. Inside this folder are a 64-page
' Adventure Sites boak, a 64-page Campaign Guide, a 16-page ¥,
Player’s Guide, 8 pages of illustrations to enhance the

8 adventuring experience, and a double-sided battle map
designed for use with D&D Miniatures. 71
7 1
For use with these Dunceons & Dracons® core books / r. :
4 1 . Player’'s Handbook™  Dungeon Masler's Guide® Monsler Manual™ o
| 8\ 7’; A \§
O 5
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