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The choices one makes can dictate the course of history. Recent hard-won successes against the forces of the Old One have emboldened the factions in the occupied lands. Lord Mayor Marwald agrees to allow interested parties to meet in Hallorn to decide the next move. Some demand another strike against Riftcrag, but the shadow of That Which Slept looms large over the entire Combination of the Free Lords and perhaps the Flanaess itself. What course will heroes support? A one-round Bandit Kingdoms interactive set in Hallorn for characters level 1-15 (APLs 2-16).

Resources for this adventure [and the authors of those works] include Fiendish Codex I: Hordes of the Abyss [Ed Stark, James Jacobs, and Erik Mona], Complete Divine [David Noonan], Iuz the Evil [Carl Sargent], Libris Mortis [Andy Collins and Bruce R. Cordell], Magic Item Compendium [Andy Collins, Eytan Bernstein, Frank Brunner, Owen K.C. Stephens, and John Snead], Miniatures Handbook [Michael Donais, Skaff Elias, Rob Heinsoo, and Johnathan Tweet], Monster Manual II [Ed Bonny], Monster Manual III [Andy Collins], Monster Manual IV [Gwendolyn F.M. Kestrel]  and Spell Compendium [Matthew Sernert].

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D® campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First, it is an official game, and you can use the AR to advance your Living Greyhawk character. Second, players and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com. 

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so. 

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D rule books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Refer to Appendix 1 for full information on NPCs and monsters. For your convenience, Appendix 1 is split by APL


Along with this adventure, you’ll find a RPGA Session Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). You need one copy of this for each participating player.

 Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	1/4 & 1/6
	0
	0
	0
	1

	
	1/3 & 1/2
	0
	0
	1
	1

	
	1
	1
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	4
	5
	6

	
	4
	4
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


3. Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.
Throughout this adventure, APLs categorize the level of challenge the PCs face. APLs are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.


Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them and fight for them.

Time Units and Upkeep

This is a standard one-round Regional adventure, set in the Bandit Kingdoms. Characters native to the Bandit Kingdoms pay 1 Time Unit per round; all other characters pay 2 Time Units per round.


Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.


A character that does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild. If the character possesses four or more ranks in the Survival skill and succeeds at a DC 20 Survival check, the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking). The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

This section details any history that is relevant to your adventure.

Adventure Summary

Encounter 1: Strange Bedfellows

Lord Mayor Marwald invites all interested parties to meet in Hallorn and organize efforts to oppose the Old One.  Even as the gathering begins, General Hok returns, revealing his ties to the Horned Society and offering PCs some difficult choices about working together to defy Iuz and That Which Slept. (Presentation and LARP encounter 1.) 

Encounter 2: Lesser of Two Evils?

Leaders of the gathered factions express their thoughts on Hok’s proposal, and PCs are asked to help choose the next course of action for the group. (Presentation and LARP encounter 2.)

Encounter 3: Pick Your Poison

The votes are tallied and PCs must follow the majority… or not.  They may choose to cooperate with Hok and the Horned Society, attack them, or leave Hallorn in their hands. (LARP encounter 3.)

Encounter 4a: The Devils You Know, Part 1

PCs cooperate with Hok and the Horned Society; Iuz’s demonic troops attack in force. (Combat encounter 1.)

Encounter 4b: The Devils You Know, Part 2

A second wave of Iuz’s demonic troops attacks the city’s defenders. (Combat encounter 2.)

Encounter 4c: The Devils You Know, Part 3

A third wave of Iuz’s demonic troops attacks the city’s defenders. (Combat encounter 3.)

Encounter 5a: A House Divided, Part 1

PCs defy Hok and the Horned Society; during the battle for Hallorn, Iuz’s demonic troops attack to further the chaos. (Combat encounter 1.)

Encounter 5b: A House Divided, Part 2

The battle in the city streets continues, complicated by Iuzian attacks. (Combat encounter 2.)

Encounter 5c: A House Divided, Part 3

PCs push for certain key city objectives as the battle rages on. (Combat encounter 3.)

Encounter 6a: Better Part of Valor, Part 1

PCs leave Hallorn to Hok and the Horned Society.  Outside the walls, they encounter Iuz’s demonic troops on the way to attack the city. (Combat encounter 1.)

Encounter 6b: Better Part of Valor, Part 2

A second wave of Iuz’s demonic troops attack PCs outside of Hallorn. (Combat encounter 2.)

Encounter 6c: Better Part of Valor, Part 3

A third wave of Iuz’s demonic troops descend upon PCs. (Combat encounter 3.)

Conclusion A: A Nice Place to Visit 

Hok and the Horned Society are left in control of Hallorn, which is no longer a haven for the Free Lords factions.

Conclusion B: No Place Like Home 

Hok and the Horned Society are driven from Hallorn; remnants of the Army of the Warfields gather under the banner of Lord Mayor Marwald.

Conclusion C: There Goes the Neighborhood

Hok, the Horned Society, and the Free Lords factions are driven from Hallorn; the city is left to the forces of the Old One.

Preparation for Play

Determine if any of the characters have the following plot points:

· Find out if any PC is Wanted by the Church of Iuz and, if so, whether the PC intends to make a Disguise check (the PC may NOT take 20 on this). If anyone has a Wanted! score of Malcontent or higher, be sure to make an ominous “hmmmmm” noise, and roll a few d20s behind a screen. Cackle evilly for effect.

· Ask each player if his/her character belongs to any BK meta-orgs and, if so, which one(s). If the PC does not belong to any, ask the player with which meta-org the PC has the most Influence Points. Have the players write this information on slips of paper to maintain in-character secrecy. 

· Sunset occurs at approximately 6:30pm this time of year. Dawn occurs at approximately at 6:00am.

Monstrous Character Races

A “monstrous race” is any non-Core race that has an entry of “always”, “usually”, or “often” with an Evil (CE, NE, LE) alignment in its Alignment entry in its rules source stat block (i.e., kobolds are listed as “usually lawful evil” in the Monster Manual).


The people of Hallorn have seen a lot because a large portion of their population is comprised of adventurers; however, normal residents will be wary of any unusual characters. Towards these races, the common people in town start with an attitude of Indifferent. This attitude cannot be raised above Friendly by any mundane means. 


Furthermore, monstrous characters suffer a -2 circumstance penalty to social skill checks in the city of Hallorn during this event. Anyone perceived as their friend suffers a -1 penalty on their social skill checks as well. 


If a resident’s attitude is lowered to Hostile by the monstrous character or by one of his friends (perhaps by a botched Diplomacy or Intimidate check), the offending monstrous character is run out of town by a mob of residents, and the adventure is over for the monstrous character unless they have a means of disguising themselves and re-entering the city. Fighting the residents is a Chaotic and Evil act that must be notated on the PC’s AR. Please email the Bandit Kingdoms POC, bdkpoc@iuzlg.com, if this occurs. 

Unusual Character Races

An “unusual race” is any non-Core race that has an entry of “always”, “usually”, or “often” with a Neutral (CN, N, LN) alignment in its Alignment entry in its rules source stat block (i.e., deep dwarves are listed as “usually lawful neutral or neutral” in the Monster Manual).


The people of Hallorn will be wary of any unusual characters. Towards these races, the common people in town start with an attitude of Indifferent. This attitude cannot be raised above Friendly by any mundane means. 

Benign Character Races

A “benign race” is any non-Core race that has an entry of “always”, “usually”, or “often” with a Good (CG, NG, LG) alignment in its Alignment entry in its rules source stat block (i.e., unicorns are listed as “always chaotic good” in the Monster Manual).


The people of Hallorn will be openly curious about any benign characters. Towards these races, the common people in town start with an attitude of Friendly. This attitude cannot be lowered below Indifferent by any mundane means, except for outright hostility, crassness, boorish behavior, etc.


Furthermore, benign characters receive a +2 circumstance bonus to social skill checks during this event. Anyone perceived as their friend receives a +1 bonus on their social skill checks as well. 


Finally, benign characters receive a +2 bonus on living off the wild checks during this event.

Regional Warning

If your players are unfamiliar with the Bandit Kingdoms region, read the following aloud before running this event:

It is important to realize at all times that the Bandit Kingdoms are under the control of Iuz, the Old One, a chaotic, evil deity who revels in torture, depravity and trickery. Government officials tend to imitate many of the attributes of their dread lord. Things that you might take for granted in other lands, such as freedom of worship and the rule of law, are not valued by the rulers of the Combination of Free Lords. You may be able to strike at Iuz, but seldom can you strike at him overtly without paying the final price. Be warned, life is short for those who openly defy Old Wicked.

Introduction

For the past month, you could not go into a tavern or pass through a crossroads in the Bandit Kingdoms without seeing a copy of the same parchment posting: “It is time to put the ‘Free’ back into the Combination of Lords. Interested parties should gather in Hallorn on 8 Ready’reat. – Lord Mayor Marwald.”
Allow characters to introduce themselves to each other at this point. The PCs have been traveling together now for roughly a week. Allow the PCs to make any preparations they would normally make for traveling cross-country in the Bandit Kingdoms.  

1: Strange Bedfellows

Distribute copies of Player Handout 1 to the players. Ask each player if his/her PC will go to Hallorn on the date in question. Any PCs who do not go to Hallorn may collect their rather barren ARs at this time. 


Once the PCs remaining at your table have agree to travel to Hallorn, the following occurs:

Your curiosity has gotten the better of you, so you have traveled to the walled city of Hallorn. You know what they say about curiosity… Hallorn looks much the same as it has in recent days, except that it is much more crowded than you remember it. 

The characters may wish to Gather Information prior to the time of the gathering. Remind them that this takes 1d4+1 hours, and some mingling with the locals and merchants. Remember, you should make this roll for them behind a screen, including all applicable bonuses, to prevent the players from metagaming.

· DC 2: Barkeep at the Dingy Coffin: “The Mayor has called the whole country here to decide on how best to negotiate a truce with Old Wicked. Ev’rybody knows he has no stomach for a fight.” (False, he is speculating.)

· DC 5: Outside the Dingy Coffin, and old drunk named Percy tells anyone who will listen: “I’m tellin’ ya, I seen it myse’f. Night afore last, they wuz a big critter with glowin’ red eyes sittin’ on top o’ th’ Mausoleum.” (True, he did see such a creature.)

· DC 7: Unidentified man using the speaker’s platform in the square: “You should all leave now! It is far too dangerous to group up like this! Old Wicked has eyes everywhere!” (True, you had better believe it!)

· DC 10: A Hallorn Fencing Academy student: “Mistress Windstrider has not been the same since she came back from her encounter with That Which Slept. I think that horrible creature changed her somehow.” (False, humbled perhaps, but not changed.)

· DC 12: Shopkeeper: “A bunch of those fool halflings – what do they call ‘em? Gonagins! They have taken up residence in our sewers! You can hear ‘em scuttlin’ around down there after dark.” (False, there are things moving in the sewers, but they aren’t Gonagins.)

· DC 15: A soldier in the Army of the Warfields, over breakfast with a comrade: “Well, I hope we do hook up with the Johrase and march all the way to Riftcrag. I’ve heard the Mayor has called them here to seal that very deal.” (False, he is repeating speculation.)

· DC 20: A patron of the Dingy Coffin tells his drinking buddy: “It’s safer to walk the streets these days, but the Mayor didn’t have anything to do with it. Several unsavory types have been found dead in the last couple of weeks. Odd thing was, there wasn’t a mark on them.” (True, the gathering undead have been taking nighttime targets of opportunity.)

· DC 25: An officer near the gatehouse says to his comrade: “This gathering isn’t the Mayor’s idea. The couriers say he started sending them out just after receiving a message himself. Who it was from is anyone’s guess.” (True, General Hok asked Mayor Marwald to arrange the gathering.)

The Triad and certain judges will perform the scripted portion of this encounter. (SEE APPENDIX 3 for text.)

2: Lesser of Two Evils?

After Hok’s proposal is delivered, read the following:

All afternoon and late into the night, Hok’s proposal is the only topic of discussion in town, and much of the discussion is heated.


If needed, prompt your players to interact with roaming NPCs or other PCs, to try to decide which way to vote or to sway others to vote a certain way. 


The characters may wish to Gather Information. Remind them that this takes 1d4+1 hours, and some mingling with the locals and merchants. Remember, you should make this roll for them behind a screen, including all applicable bonuses, to prevent the players from metagaming.

(I may use this to seed more information about the Horned Society, The Sage, etc.)

· DC 2
“Rumor 1.” (False, the real fact is…)

· DC 5
“Rumor 2.” (False)

· DC 7
“Rumor 3.” (True)

· DC 10
“Rumor 4.” (True)

· DC 12
“Rumor 5.” (True)

· DC 15
“Rumor 6.” (True)

· DC 20
“Rumor 7.” (True)

· DC 25
“Rumor 8.” (True)

Development: Before the end of the night, the PCs must vote. Have them record their votes on the ballot provided in APPENDIX 3. Submit the completed ballot to the Triad. If PCs decide to initiate combat or do anything else that is way “off the page”, consult the Triad for instructions.

3: Pick Your Poison

When all table votes have been counted, the following occurs:

(If the vote goes in favor of joining Hok’s forces):

HOK:

Good morning. I am happy to report that the majority of you have the good sense to make the proper decision. Time is precious, and we will make good use of what little time we have. Commanders, see to the organization of the units.


Those of you who elect not to participate in our efforts are welcome to leave Hallorn. Now.

(If the vote goes against joining Hok’s forces):

HOK:

I will not waste time or words trying to make you see reason. I am sad to report that the majority of you have chosen to continue your small, barely effective efforts to combat the evil forces that oppress us all. Good luck to you, but you must take your fight elsewhere. Leave Hallorn now.


Any of you who change your minds about acting like sheep can see one of my Commanders about joining one of our units. Dismissed.

Development: If PCs choose to join Hok’s effort, go to Encounter 4A: The Devils You Know (Part 1).

If PCs choose to actively oppose Hok in Hallorn, go to Encounter 5A: A House Divided (Part 1).

If PCs choose to leave Hallorn, go to Encounter 6A: Better Part of Valor (Part 1).

4a: The Devils You Know (Part 1)

This encounter assumes that the heroes have decided to take the side of General Hok. He begins barking out orders to his lieutenants beckoning them to prepare for war. He rallies the PCs to his command post and assembles them in the courtyard of the main keep located near the center of Hallorn.


He begins portraying his battle plans for taking the fight to That Which Slept when a commotion arises from the gates. The Iuzians have got wind of what is transpiring here and decide that now would be a good time to strike back at their enemies.


This all happens suddenly and with hardly any time for preparation. Read or paraphrase the following.

General Hok wastes no time: he organizes his newly combined forces into groups for briefings and training. This must be an indicator of how seriously he takes the threat of That Which Slept.


Those choosing to leave the city can see the flurry of activity as you leave through the gates. Seems you’re on your own.


Those who throw their lots in with Hok find themselves mustered into one of several small units. As you stand in the street trying to hear your sergeant’s instructions, a new sound makes that effort impossible. People are screaming… apparently, a huge crowd of people.


The excitement of the moment is quickly suppressed by some commotion at the front gates. A sentry is banging on a nearby gong, as city guards move around hastily near the front gates and the city walls. An officer from the Army of the Warfields rushes forward to address General Hok expressing alarm, the terror is evident in his expression, “General, sir, we are under attack by demonic forces!”, it is then you hear the monstrous roars of the demonic denizens descending upon Hallorn. A battle breaks out at the city gates, soldiers manning the walls and the front gates in an effort to repel the demon forces attacking the walls, soldiers at the main gates fail in their efforts to close the gates as a horde of demons tears into them. You look skyward to see flying shapes in the distance, they will be within the city in a matter of seconds.


General Hok immediately takes charge, and begins barking out orders to his commanders, motivating everyone to arms and to move with haste… “The city is under attack! Man the walls and protect the citizens!”
Creatures: The Iuzians have decided that this is an opportune moment to strike so they have sent a large force of demonic shock troops to strike at the city of Hallorn, General Hok, and the Horned Society. Demons of all shapes and sizes descend upon Hallorn in an effort to tear it apart and to kill its leadership.


Depending upon the APL, Army commanders rush forth to give instructions to the PCs. Read the following:

A short, stout Oeridian man rushes forth and addresses the party, “I am Sergeant Repinski and I need your aid quickly before all is lost. Please follow me!”, and without looking back, he rushes off in the direction of the front gate.

APLs 2 and 4 will be assigned to the city walls to defend them against the attack. APL 2 (Lite) is for Level 1 parties or for underpowered groups of 1st and 2nd level characters. Read the following as the PCs make their way on top of the city walls.


City Walls (Superior Masonry Walls): 10 feet thick, 30 feet high; hardness 8; hp 90; AC 5; Break DC 35 (per 1 ft.); Climb DC 20.

Defending the city walls.

As you make your way up the ladder and stand atop the city walls, you can see out over the battlefield where those who have decided to leave the city are instead having to battle for their lives against the onslaught of demons rushing to attack the city.


You have precious few moments to give it much thought before the influx arrives; a horde of demons pours over the walls, rushing the front gate, and in some cases, demons appear instantly in the city itself and begin their rampage. Demons are everywhere as several flying demons have discarded more demons on the walls, who rush forward with the intent of tearing you apart.

APL 2 (EL 3)


Quasit: hp 13; Monster Manual 46.


Manes (3): hp 6 each; see Appendix 1.

APL 2 (Lite) (EL 2)


Dretch: hp 13; Monster Manual 42.


Manes (2): hp 6 each; see Appendix 1.

APL 4 (EL 5)


Babau: hp 66; Monster Manual 40.
Tactics: There are ladders leading up to the top of the city walls where small guard posts reside. There are two such ladders, one on each side of each gate of the city, there are additional ladders every 100 feet along the inside of the city walls.


Demons attack the city walls and the front gates, trying to force an entry into the city with their ground forces. Flying demons descend upon the city walls, dropping off lesser demons to deal with the troops guarding or defending the walls.


The Quasits will enter combat already invisible and will use its cause fear spell-like ability as soon as it can move into a good position to do so. It will use hit and run tactics, letting the manes do all of the grunt work; it will take advantage of its invisibility to strike with its stinger.


The Manes are near-mindless and will attack the closest enemies present with no apparent tactics involved.


The Dretches will start off by using their Scare spell-like abilities, then move closer and use their Stinking Cloud spell-like ability; they will follow this up with trying to summon more dretches before wading into combat, assuming any are still alive at this point.

The Babaus will teleport into combat near the end of the first round after the dretches have engaged the enemy, they try to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect.

Defending the city gates.

As you rush towards the city gates with all haste, you arrive in time to see the front gates bust open against a wave of demons, who pour forth intent on destroying anything in their path. You catch a glimpse of the battlefield beyond where you those who have decided to leave the city are instead having to battle for their lives against the onslaught of demons rushing forth to attack the city.


You have precious few moments to give it much thought before the influx of demons bull rush their way through the gates, city guards falling beneath a horde of demons, and in some cases, demons appear instantly in the city itself and begin their rampage.

APL 6 (EL 7)


Babau: hp 66; Monster Manual 40.


Dretches (5): hp 13 each; Monster Manual 42.

APL 8 (EL 9)


Vrock: hp 115; Monster Manual 48.


Babau: hp 66; Monster Manual 40.


Dretches (4): hp 13 each; Monster Manual 42.

Tactics: APLs 6 and 8 will be directed to defend the city gates against the assault. 


The Dretches will start off by using their Scare spell-like abilities, then move closer and use their Stinking Cloud spell-like ability; they will follow this up with trying to summon more dretches before wading into combat, assuming any are still alive at this point.

The Babaus will teleport into combat near the end of the first round after the dretches have engaged the enemy, they try to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect.


The Vrock will enter combat with its mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting into position, out of reach of melee, then releasing their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee.

Defending the main keep.

As the more inexperienced adventurers and soldiers are rushed off to defend the city walls and the city gates, Colonel Hennen takes charge and directs the more seasoned adventurers to hold back as reserve forces and to protect the central keep against the attack of more powerful demons.


You have precious few moments to take it all in before a horde of demons pours over the walls, rushing the front gate, and in some cases, demons appear instantly in the city itself and begin their rampage. Demons are everywhere and powerful demons are teleporting directly into the courtyard to attack the central keep.

APL 10 (EL 11)


Bebilith: hp 150; Monster Manual 42.


Vrock: hp 115; Monster Manual 48.


Babaus (2): hp 66 each; Monster Manual 40.

APL 12 (EL 13)


Hezrou: hp 138; Monster Manual 44.


Retriever: hp 135; Monster Manual 46.


Vrock: hp 115; Monster Manual 48.

Tactics: APLs 10 and 12 will be held back as reserve forces and to defend the central keep from attack by more powerful demons. All demons capable of teleporting into the city will do so, during a surprise round. Basically, there is not a surprise round, except for the demons’ arrival.


The Babaus will teleport into combat near the end of the first round after the dretches have engaged the enemy, they try to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect.


The Vrocks will enter combat with their mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting directly into the city and using their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee. If enough Vrocks are present, they will teleport into the city, approximately 30 feet in the air, and begin a dance of ruin; otherwise, their tactics are the same as outlined above.


The Bebilith enters the city by crawling over one of the walls and attacking the central keep. It leads off by trying to ensnare a weak-looking PC with its web attack, then follows up with an attack against the same PC, if possible.


The Hezrou will teleport directly into the city streets, following up with its Blasphemy spell-like ability, trying to catch as many as possible; they will follow this up with their chaos hammer or unholy blight spell-like abilities; if engaged in melee or after the above tactics have been executed, they wade into melee trying to make the best use of their Stench ability.

The Retriever teleports in next to the Hezrou and will engage the enemy in melee combat as quick as possible. It will use its improved grab ability, then pin its opponent at its first opportunity, then continue to attack other combatants around it with its other natural attacks. Once every round, it will fire one of its eye rays, preferably at a spellcaster, leading off with its petrification eye ray, then rotate through the rest.

Hok under attack.

Colonel Hennen approaches you, “We are in need of battlefield commanders. You are among the most experienced soldiers we have available, so I would ask that you remain vigilant and monitor the field of battle, assisting those in need, but most importantly, we must defend our command post from attack.


You have precious few moments to take it all in before a horde of demons pours over the walls, rushing the front gate, and in some cases, demons appear instantly in the city itself and begin their rampage. Demons are everywhere and powerful demons are teleporting directly into the courtyard to attack the central keep.

APL 14 (EL 15)


Glabrezus (2): hp 174 each; Monster Manual 43.


Vrocks (3): hp 115 each; Monster Manual 48.

APL 16 (EL 17)


Marilith: hp 216; Monster Manual 44.


Glabrezu: hp 174; Monster Manual 43.


Vrocks (3): hp 115 each; Monster Manual 48.

Babaus (3): hp 66 each; Monster Manual 40.

Tactics: APLs 14 and 16 will act as lieutenants defending key points in the city, primarily the main keep and General Hok’s command post, the Mausoleum, and if possible other groups having difficulty.


The Babaus will teleport into combat near the end of the first round after the dretches have engaged the enemy, they try to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect.


The Vrocks will enter combat with their mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting directly into the city and using their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee. If enough Vrocks are present, they will teleport into the city, approximately 30 feet in the air, and begin a dance of ruin; otherwise, their tactics are the same as outlined above.


The Glabrezu will enter combat with its mirror image spell-like ability in effect. It will lead off with its power word stun spell-like ability, then follow up with its other spell-like abilities until engaged in melee, then it will fight using its natural attacks.


The Marilith teleports into the courtyard (during the surprise round), with her see invisibility and unholy aura spell-like abilities in effect; she begins by using her blade barrier spell-like ability to control the battlefield, then she wades into melee combat. 

Treasure: The demons carry no treasure.
Development: With the exception of the Dretches, the other demons will not use their Summon Tanar’ri ability unless other tables become involved in their battle, at which point, they will attempt to summon reinforcements.

4b: The Devils You Know (Part 2)

When all judges have indicated that they have finished Part 1, allow the PCs three (3) rounds before the next wave arrives; when the PCs announce they are ready and have taken their three rounds of actions, the following takes place: 

There is a lull in the fighting, but it is a short one. Those outside the walls can see that the battle is far from over.


 Those still inside don’t have time to catch your breath before a Warfield soldier with a bloody face runs past, yelling…, “The wall is breached! They’re everywhere! Fall back!”

Looking that direction, you see stones flying as some impossibly huge, bull-headed creature smashes another hole in the outer wall; the gates at both ends of the city have collapsed as Army forces are sent backwards in retreat, more and more demons fly over the walls attacking everything in sight.

Creatures: The forces of demons have entered the city; at this point, they begin attacking relentlessly as a battalion of warmages has arrived to lend support to the demon shock troopers.

APLs 2-4:

The walls and gates have been breached, demons are everywhere. 


You are forced backwards; as you struggle to fall back, demons continue their rampage through the city, through the walls and gates march a battalion of men wearing armor and casting destructive spells.

APL 2 (EL 4)


Iuzian Apprentice Warmages (2): male human warmage 1; hp 7 each; see Appendix 1.


Rutterkin: hp 37; see Appendix 1.

APL 2 (Lite) (EL 3)


Iuzian Apprentice Warmage: male human warmage 1; hp 7; see Appendix 1.


Dretches (2): hp 13 each; Monster Manual 42.

APL 4 (EL 6)


Iuzian Novice Warmage: male human warmage 3; hp 16; see Appendix 1.


Rutterkin: hp 37; see Appendix 1.


Dretches (2): hp 13 each; Monster Manual 42.

Tactics: The Rutterkins burst through the gates and/or several holes that have been made through the city walls, they employ straight-forward battle tactics, trying to support each other’s attacks by singling up on a single foe until it is defeated; they prefer to use their exotic weapons as opposed to natural attacks but will do so if forced to; they will attempt to grapple opponents using their snap-tong weapons and hold them steady (ie, pinned) so its other allies can tear the foe apart.


The Dretches will start off by using their Scare spell-like abilities, then move closer and use their Stinking Cloud spell-like ability; they will follow this up with trying to summon more dretches before wading into combat, assuming any are still alive at this point.

The warmage(s) will stay back out of melee and use their ranged touch spells to inflict damage at a distance. Remember that their orb spells are close range so the warmages will stay within that range.

APLs 6-8:

The battle for the gates seems lost as you are forced backwards into the city streets, demons all around, both flying and on the ground.


You are forced backwards; as you struggle to fall back, demons continue their rampage through the city, through the walls and gates march a battalion of men wearing armor and casting destructive spells.

APL 6 (EL 8)


Iuzian Warmage: male human warmage 6; hp 33; see Appendix 1.


Juvenile Nabassus (2): hp 52 each; see Appendix 1.

APL 8 (EL 10)


Iuzian Warmage: male human warmage 8; hp 44; see Appendix 1.


Armanite: hp 85; see Appendix 1.


Arrow Demon: hp 135; see Appendix 1.
Tactics: The warmages begin combat with certain spells in effect (see stat block for details). They begin with their most destructive spells first.


The Juvenile Nabassus stay back to either side of the warmage (the warmages do not look at the nabassus, they do not need to); they use their death-stealing gaze on enemies that come within 30 feet and act as guards for the warmages and attack anyone who tries to engage them in melee combat, always keeping themselves between the enemy and the warmages, if at all possible; they also attempt to flank at all times to take advantage of their sneak attacks, but will not hesitate to use their death-stealing gaze as above. If the warmages are being engaged by ranged attacks, the nabassu target those enemies first.


The Arrow Demon stands next to the warmage and engages the enemy with its devastating ranged attacks.


The Armanite rushes forth attempting to make charge attacks on the enemy, and will use its Air Walk ability to set it up.

APLs 10-12:

The battle for the gates seems lost as you are forced backwards into the city streets, demons all around, both flying and on the ground.


You are forced backwards; as you struggle to fall back, demons continue their rampage through the city, through the walls and gates march a battalion of men wearing armor and casting destructive spells.

APL 10 (EL 12)


Iuzian Warmages (2): male human warmage 8; hp 44 each; see Appendix 1.


Chasme: hp 76; see Appendix 1.


Arrow Demons (2): hp 135 each; see Appendix 1.

APL 12 (EL 14)


Iuzian Elite Warmages (2): male human warmage 10; hp 65 each; see Appendix 1.


Kastighurs (2): hp 172 each; see Appendix 1.

Tactics: This group has entered the city through a hole in the city wall near the Mausoleum, and is moving to secure a position.


The warmages follow similar tactics as outlined above, using their most powerful spells to control the battlefield.


The Arrow Demons stand next to the warmages and engage the enemy with their devastating ranged attacks.


The Chasme will begin combat with their unholy aura, protection from good, and see invisibility spell-like abilities in effect. They use their speed and maneuverability in flight to maintain superiority while harassing foes with their insect plague and telekinesis spell-like abilities. For the first 3 rounds of combat, they also use quickened ray of enfeeblement against creatures that wear heavy armor. They use Power Attack against lightly armored foes. If severely wounded, the Chasme will use its Drone ability.


The Kastighurs are partially responsible for making holes in the city walls as they burst through into the streets causing all sorts of mayhem. The Kastighur(s) begin combat by charging a foe, stopping at the limit of its reach (15 feet). If it stuns its target, it charges again on the following round, closing the remaining distance to stand adjacent to its enemy. It then begins to make full attacks with its gore and slams, using its Power Attack. If it has the Shock Trooper feat, it will use it to its full effect, uncaring about dropping its AC. It is able to use its quickened spell-like ability (teleport) feat 3/day and will do so to set up more charge attacks.

APLs 14-16:

The battle for the gates seems lost as you are forced backwards into the city streets, demons all around, both flying and on the ground. 


You are forced backwards; as you struggle to fall back, demons continue their rampage through the city, through the walls and gates march a battalion of men wearing armor and casting destructive spells.

APL 14 (EL 16)


Iuzian Elite Warmages (2): male human warmage 10; hp 65 each; see Appendix 1.


Mature Nabassu: hp 202; see Appendix 1.


Kastighur: hp 172; see Appendix 1.

APL 16 (EL 18)


Iuzian Warmage Commander: male human warmage 13; hp 84; see Appendix 1.


Iuzian Warmage Lieutenants (2): male human warmage 10; hp 70 each; see Appendix 1.


Goristro: hp 300; see Appendix 1.


Mature Nabassu: hp 202; see Appendix 1.

Tactics: The Kastighurs are partially responsible for making holes in the city walls as they burst through into the streets causing all sorts of mayhem. The Kastighur(s) begin combat by charging a foe, stopping at the limit of its reach (15 feet). If it stuns its target, it charges again on the following round, closing the remaining distance to stand adjacent to its enemy. It then begins to make full attacks with its gore and slams, using its Power Attack. If it has the Shock Trooper feat, it will use it to its full effect, uncaring about dropping its AC. It is able to use its quickened spell-like ability (teleport) feat 3/day and will do so to set up more charge attacks.


The Mature Nabassu will begin combat with true seeing and unholy aura spell-like abilities in effect, and it will summon additional demons to help setup its own sneak attacks (it will try to summon Babaus); initially, it will attempt to use its death-stealing gaze during the first 3 rounds, if this isn’t working, it will retreat to regenerate if possible and continue to use its more devastating gaze attack from a distance.


The warmages stand back and utilize similar tactics as outlined above.

The Goristro busts through the city wall and uses its Stomp ability immediately; it follows this up with brutal slam attacks as it steps forward destroying buildings and killing anything in its path.


The warmage will stay back at least 100 feet until the Goristro has finished with its devastation, launching spells from a distance.

Development: When you have completed Encounter 4B, wait until the Lead Judge or Triad instructs you to continue.

4c: The Devils You Know (Part 3)

When all judges have indicated that they have finished Part 2, it seems that the heroes, combined with the forces of General Hok and the Horned Society, are beginning to turn the tide of demons back, until the main force of Iuzians marches through the gates, flying the banners of Old Wicked; allow five (5) rounds in between the second wave and this one as small skirmishes are still going on all over the city, but healers and medics are running about tending the wounded; if the PCs are low on healing allow them to get some healing from some of the NPC healers running about; when the PCs have finished a full minute worth of actions, continue with the following.

You can hardly walk without slipping in the ichor and the blood. The precious few priests among your fellows try to assist the wounded, and an unearthly hush falls over the area. You turn to see the third wave of demonic troops moving toward you, but this group is commanded by men in blood-red tabards emblazoned with ivory skulls.


Those outside the city have never felt so alone.


Those still inside hear the commanding words of General Hok, “Don’t stand there like you’re too tired to fight! We can’t stop till the last of this demon-spawn is out of my city! Attack!”
APL 2 (EL 5)


Priest of Iuz: human male cleric of Iuz 3; hp 24; see Appendix 1.


Iuzian Arcanist: human male evoker 1; hp 4; see Appendix 1.


Dretches (2): hp 13 each; Monster Manual 42.

APL 2 (Lite) (EL 4)


Priest of Iuz: human male cleric of Iuz 3; hp 32; see Appendix 1.


Iuzian Arcanist: human male evoker 1; hp 4; see Appendix 1.


Dretch: hp 13; Monster Manual 42.

APL 4 (EL 7)


Priest of Iuz: human male cleric of Iuz 6; hp 60; see Appendix 1.


Iuzian Arcanist: human male evoker 3; hp 21; see Appendix 1.


Weasel Familiar: hp 15; see Appendix 1.


Dretches (3): hp 13 each; Monster Manual 42.

APL 6 (EL 9)


Priest of Iuz: human male cleric of Iuz 8; hp 88; see Appendix 1.


Iuzian Arcanist: human male evoker 5; hp 31; see Appendix 1.


Weasel Familiar: hp 21; see Appendix 1.


Babau: hp 66; Monster Manual 40


Dretch: hp 13; Monster Manual 42

APL 8 (EL 11)


Priest of Iuz: human male cleric of Iuz 10; hp 120; see Appendix 1

Iuzian Arcanist: human male evoker 5/divine oracle 2; hp 44; see Appendix 1.


Weasel Familiar: hp 28; see Appendix 1.


Babaus (2): hp 66 each; Monster Manual 40

APL 10 (EL 13)


Priest of Iuz: human male cleric of Iuz 11; hp 132; see Appendix 1.


Iuzian Arcanist: human male evoker 5/divine oracle 4; hp 66; see Appendix 1.


Weasel Familiar: hp 40; see Appendix 1.


Bebilith: hp 150; Monster Manual 42


Vrock: hp 115; Monster Manual 48

APL 12 (EL 15)


Priest of Iuz: human male cleric of Iuz 11; hp 132; see Appendix 1.


Iuzian Arcanists (2): human male evoker 5/divine oracle 4; hp 66; see Appendix 1.


Weasel Familiar: hp 40; see Appendix 1.


Hezrou: hp 150; Monster Manual 42.


Vrocks (2): hp 115; Monster Manual 48.

APL 14 (EL 17)


Priests of Iuz: human male clerics of Iuz 12; hp 144; see Appendix 1.


Iuzian Arcanists (2): human male evoker 5/divine oracle 6; hp 80; see Appendix 1.


Weasel Familiar: hp 48; see Appendix 1.


Glabrezus (2): hp 150; Monster Manual 43.


Vrocks (4): hp 115; Monster Manual 48.

APL 16 (EL 19)


Priest of Iuz: human male cleric of Iuz 13; hp 156; see Appendix 1.


Moriana: female marilith fighter 1/dervish 1; hp 246; see Appendix 1.


Iuzian Arcanists (2): human male evoker 5/divine oracle 8; hp 89 each; see Appendix 1.


Weasel Familiars (2): hp 48 each; see Appendix 1.


Advanced Arrow Demon: male arrow demon fighter 4; hp 228; see Appendix 1.

Development: When you have completed Encounter 4C, proceed to the appropriate Conclusion: A if Hok’s forces control Hallorn; B if neither Hok nor Iuz controls Hallorn; C if Iuzian forces control Hallorn.

5a: A House Divided (Part 1)

General Hok has returned to Hallorn at the head of a small force from the Horned Society; little does the rest of Hallorn know that a larger Horned Society force is already present within the city. When the PCs have gathered near the main keep, General Hok addresses the gathering and the PCs must give their decision as to whether they will join Hok and the Horned Society, or will they defend Hallorn and try to keep it free of the Horned Society.


The following encounter assumes the PCs have decided to fight Hok and the Horned Society. Once the PCs have given their answer (in opposition to Hok), he, along with the Sage, Verlain, and Tomas, are whisked away into the Mausoleum as the Horned Society releases its denizens on Hallorn.


Screams erupt from the streets as a horde of devils emerge from the sewers and buildings all around the city; undead are streaming out of the graveyard and the Mausoleum to attack the PCs and any other opposition.

General Hok seems displeased with your decision, though hardly surprised, “Fools! You have not the strength nor the know-how to combat That Which Slept, and you are too stupid to realize what a grave mistake you have just made.” General Hok’s eyes flash red with anger, as a loud commotion arises all around; devils emerge from the sewers and buildings nearby, and undead stream out of the graveyard and from the Mausoleum.


Standing next to Hok, the hooded figure reveals himself as an emaciated gray elf lich, a devilish grin emerges from General Hok as he vanishes along with the gray elf lich, and two others standing nearby.


You have little time to contemplate the decision you have just made as devils and undead rush to attack you.

APL 2 (EL 3)


Imp: hp 13; Monster Manual 56.


Human Skeletons (4): hp 6 each; Monster Manual 226.

APL 2 (Lite) (EL 2)


Lemures (2): hp 9 each; Monster Manual 57.


Human Skeletons (3): hp 6 each; Monster Manual 226.

APL 4 (EL 5)


Bearded Devil: hp 45; Monster Manual 52.


Ghouls (2): hp 13 each; Monster Manual 119.

APL 6 (EL 7)


Chain Devil: hp 52; Monster Manual 53.


Wights (2): hp 26 each; Monster Manual 255.

APL 8 (EL 9)


Hellcat: hp 60; Monster Manual 54.


Wights (2): hp 26 each; Monster Manual 255.


Shadows (2): hp 19 each; Monster Manual 221.

APL 10 (EL 11)


Bone Devil: hp 95; Monster Manual 52.


Hellcat: hp 60; Monster Manual 54.


Cloud Giant Skeleton: hp 110; Monster Manual 227.


Shadows (4): hp 19 each; Monster Manual 221.

APL 12 (EL 13)


Barbed Devil: hp 126; Monster Manual 51.


Bone Devils (2): hp 95 each; Monster Manual 52.

Greater Shadows (2): hp 58 each; Monster Manual 221.


Cloud Giant Skeleton: hp 110; Monster Manual 227.

APL 14 (EL 15)


Ice Devil: hp 147; Monster Manual 56.

Barbed Devil: hp 126; Monster Manual 51.


Devourers (2): hp 78 each; Monster Manual 58.


Greater Shadows (2): hp 58 each; Monster Manual 221.

APL 16 (EL 17)


Horned Devil: hp 172; Monster Manual 55.


Ice Devil: hp 147; Monster Manual 56.


Devourers (2): hp 78 each; Monster Manual 58.


Greater Shadows (4): hp 58 each; Monster Manual 221.

Development: When you have completed Encounter 5A, wait until the Lead Judge or Triad instructs you to continue, then proceed with Encounter 5B.

5b: A House Divided (Part 2)

Following the attacks by devils and undead, the PCs are approached by Lord Marwald and asked to take the fight to the evil in Hallorn by assaulting the Mausoleum where the undead and devils have originated.


APLs 2-8 are directed to assault the graveyard and the Mausoleum directly (ie, front doors).


APLs 10-12 will attack the Mausoleum through the catacombs.


APLs 14-16 will enter through a secret passage to deal with the Horned Society and Hok directly.


Allow the PCs three (3) rounds of actions (ie, healing, buffing, etc.), then continue with the following.

DM’s Note: The graveyard, Mausoleum, and some of the chambers in the catacombs are protected by an Unhallow spell (Caster Level 20); in addition to the effects normally provided by an unhallowed effect, 1) magic circle versus good; 2) turn attempts at a -4, there is a Life Ward spell tied to the Unhallow effect as well; anyone entering these areas is targeted by this spell and must make a DC 18 Will save or suffer the effects of the spell. All undead are affected by this spell. The EL for this encounter has been raised by 1 to account for the increase in difficulty.

APLs 2-8:

As the screams die down a bit, the devils and undead are pushed back enough to where you can gain a foothold near the central keep.


Lord Marwald approaches, “Now, we must strike back and force them out of the city. I need you to mount an assault on the Mausoleum, that is where the attacks are originating from and that is where we will find General Hok and the other leaders from the Horned Society. We will engage them directly while our more powerful heroes slip inside to deal with Hok and the others.


You rush over towards the Mausoleum as several undead monstrosities emerge from the graveyard and the Mausoleum itself, being lead by Death Cultists.

APL 2 (EL 4)


Death Cultist: male human necromancer 1; hp 7; see Appendix 1.


Human Warrior Skeletons (2): hp 6 each; Monster Manual 226.


Human Commoner Zombies (2): hp 16 each; Monster Manual 266.

APL 2 (Lite) (EL 3)


Death Cultist: male human necromancer 1; hp 7; see Appendix 1.


Human Skeletons (3): hp 6 each; Monster Manual 226.

APL 4 (EL 6)


Death Cultist: male human necromancer 3; hp 27; see Appendix 1.


Rat Familiar: hp 16; see Appendix 1.


Ghouls (2): hp 13 each; Monster Manual 119.


Bone Rat Swarm: hp 26; see Appendix 1.

APL 6 (EL 8)


Death Cultist: male human necromancer 5; hp 41; see Appendix 1.


Rat Familiar: hp 26; see Appendix 1.


Shadows (2): hp 19 each; Monster Manual 221.

Corpse Rat Swarm: hp 52; see Appendix 1.

APL 8 (EL 10)


Death Cultist: male human necromancer 7; hp 55; see Appendix 1.


Rat Familiar: hp 34; see Appendix 1.


Slaughter Wight: hp 135; see Appendix 1.


Corpse Rat Swarm: hp 52; see Appendix 1.

APLs 10-12:

As the screams die down a bit, the devils and undead are pushed back enough to where you can gain a foothold near the central keep.


Lord Marwald approaches, “Now, we must strike back and force them out of the city. I need you to mount an assault on the Mausoleum, that is where the attacks are originating from and that is where we will find General Hok and the other leaders from the Horned Society. I need you to slip inside of the Mausoleum through the catacombs and clear a path for a strike team that will enter the Mausoleum through another secret passage that will lead them straight to Hok.


You rush over towards the Mausoleum as several undead monstrosities emerge from the graveyard and the Mausoleum itself, being lead by Death Cultists. Several groups of heroes and Army soldiers rush to engage the enemy. You enter the sewers through the basement in the Dingy Coffin Inn and make your way through the catacombs towards the Mausoleum.


Ahead, you enter a large chamber, one of many here in the catacombs, where you are obviously expected. Undead attack from all around being lead by Death Cultists.

APL 10 (EL 12)


Death Cultist: male human necromancer 9; hp 78; see Appendix 1.


Rat Familiar: hp 46; see Appendix 1.


Greater Shadows (2): hp 58 each; Monster manual 221.


Wraith: hp 32; Monster Manual 257.


Vampire Spawn: hp 29; Monster Manual 253.

APL 12 (EL 14)


Death Cultist: male human necromancer 11; hp 93; see Appendix 1.


Rat Familiar: hp 54; see Appendix 1.


Dread Wraith: hp 104; Monster Manual 258.


Greater Shadows (2): hp 58 each; Monster manual 221.

APLs 14-16:

As the screams die down a bit, the devils and undead are pushed back enough to where you can gain a foothold near the central keep.


Lord Marwald approaches, “Now, we must strike back and force them out of the city. I need you to mount an assault on the Mausoleum, that is where the attacks are originating from and that is where we will find General Hok and the other leaders from the Horned Society. I need you to slip inside of the Mausoleum through the secret entrance that will lead you deep into the Mausoleum where you will find Hok.


You rush over towards the Mausoleum as several undead monstrosities emerge from the graveyard and the Mausoleum itself, being lead by Death Cultists. Several groups of heroes and Army soldiers rush to engage the enemy. You enter the sewers through the basement in the Dingy Coffin Inn and make your way through the catacombs towards the Mausoleum.


Ahead, you enter a large chamber, one of many here in the catacombs, where you are obviously expected. Undead attack from all around being lead by Death Cultists.

APL 14 (EL 16)


Death Cultist: male human necromancer 12; hp 100; see Appendix 1.


Rat Familiar: hp 58; see Appendix 1.


Dread Wraiths (2): hp 104 each; Monster Manual 258.


Blasphemes (2): hp 147 each; see Appendix 1.

APL 16 (EL 18)


Death Cultist: male human necromancer 13; hp 107; see Appendix 1.


Rat Familiar: hp 61; see Appendix 1.


Advanced Dread Wraiths (2): hp 156 each; see Appendix 1.


Nightwing: hp 144; Monster Manual 197.

Development: When you have completed Encounter 5B, wait until the Lead Judge or Triad instructs you to continue.

5c: A House Divided (Part 3)

When all judges have indicated that they have finished Part 2, the PCs have entered the Mausoleum at this point and are attempting to seize control; allow the PCs 5 rounds in between to account for buffing and/or healing, then continue with the following:

DM’s Note: The graveyard, Mausoleum, and some of the chambers in the catacombs are protected by an Unhallow spell (Caster Level 20); in addition to the effects normally provided by an unhallowed effect, 1) magic circle versus good; 2) turn attempts at a -4, there is a Life Ward spell tied to the Unhallow effect as well; anyone entering these areas is targeted by this spell and must make a DC 18 Will save or suffer the effects of the spell. All undead are affected by this spell. The EL for this encounter has been raised by 1 to account for the increase in difficulty.

APLs 2-8:

After battling your way through the denizens of undead streaming out of the graveyard and the Mausoleum itself, you have fought your way into the compound and stand in the main chamber where you are met by more undead fighting alongside more devils, being lead by Horned Society priests wearing holy symbols of Nerull, not Wee Jas as you would have formerly expected them to be wearing.

APL 2 (EL 5)


Priest of Nerull: male human cleric of Nerull 3; hp 21; see Appendix 1.


Lemure: hp 9; Monster Manual 58.


Human Warrior Skeletons (2): hp 6 each; Monster Manual 226.


Human Commoner Zombie: hp 16; Monster Manual 266.

APL 2 (Lite) (EL 4)


Priest of Nerull: male human cleric of Nerull 3; hp 21; see Appendix 1.


Lemure: hp 9; Monster Manual 58.


Human Warrior Skeletons (3): hp 6 each; Monster Manual 226.

APL 4 (EL 7)


Priest of Nerull: male human cleric of Nerull 5; hp 35; see Appendix 1.


Ghouls (2): hp 13 each; Monster Manual 119.


Imp: hp 13; Monster Manual 56.


Lemure: hp 9; Monster Manual 58.

APL 6 (EL 9)


Priest of Nerull: male human cleric of Nerull 6/master of shrouds 1; hp 63; see Appendix 1.


Shadow: hp 19; Monster Manual 221.


Ghouls (2): hp 13 each; Monster Manual 119.


Bearded Devil: hp 52; Monster Manual 53.

APL 8 (EL 11)


Priest of Nerull: male human cleric of Nerull 6/master of shrouds 3; hp 81; see Appendix 1.


Vampire Spawns (2): hp 29 each; Monster Manual 253.


Owlbear Skeletons (2): hp 32 each; Monster Manual 226.


Chain Devil: hp 52; Monster Manual 53.

APL 10 (EL 13)


Priest of Nerull: male human cleric of Nerull 6/master of shrouds 5; hp 96; see Appendix 1.


Greater Shadow: hp 58; Monster Manual 221.


Shadows (2): hp 19 each; Monster Manual 221.


Bone Devil: hp 95; Monster Manual 52.

APL 12 (EL 15)


Priest of Nerull: male human cleric of Nerull 6/master of shrouds 5; hp 96; see Appendix 1.


Dread Wraiths (2): hp 104; Monster Manual 258.


Bone Devil: hp 95; Monster Manual 52.


Hellcats (2): hp 60; Monster Manual 54.

APL 14 (EL 17)


Priest of Nerull: male human cleric of Nerull 6/master of shrouds 7; hp 158; see Appendix 1.


Dread Wraiths (2): hp 104; Monster Manual 258.


Ice Devil: hp 95; Monster Manual 147.


Bone Devils (2): hp 95; Monster Manual 52.

APL 16 (EL 19)


General Hok: ??????; hp ???; see Appendix 1.


The Sage of Rookroost: male grey elven lich diviner 5/divine oracle 2/fatespinner 4/wayfarer’s guide 1/loremaster 1/archmage 2; hp 110; see Appendix 1.


Verlain Neighwood: hp 172; see Appendix 1.


Tomas The Black: hp 95; see Appendix 1.

Development: When you have completed Encounter 5C, proceed to the appropriate Conclusion: A if Hok’s forces control Hallorn; B if neither Hok nor Iuz controls Hallorn; C if Iuzian forces control Hallorn.

6a: Better Part of Valor (Part 1)

This encounter assumes that the heroes have decided to leave Hallorn. They are mustered into groups and are lead up to and out of the front gates.

General Hok wastes no time: he organizes his newly combined forces into groups for briefings and training. This must be an indicator of how seriously he takes the threat of That Which Slept.


Those choosing to leave the city can see the flurry of activity as you leave through the gates. Seems you’re on your own.


It isn’t long before you feel the trembling of the ground shaking beneath your feet; you look out at the horizon as Pelor rises in the sky, you see a mass of all shapes and sizes. You shudder at the spectacle before you, a horde of demons marching towards the city of Hallorn, and you are right in the middle.

Creatures: The Iuzians have decided that this is an opportune moment to strike so they have sent a large force of demonic shock troops to strike at the city of Hallorn, General Hok, and the Horned Society. Demons of all shapes and sizes descend upon Hallorn in an effort to tear it apart and to kill its leadership.


Those outside the city have little in the way of help as they are caught in the middle of this war as demons lay siege to the city.

APL 2 (EL 3)


Quasit: hp 13; Monster Manual 46


Manes (4): hp 6 each; see Appendix 2
APL 2 (Lite) (EL 2)


Dretch: hp 13; Monster Manual 42


Manes (2): hp 6 each; see Appendix 2

APL 4 (EL 5)


Babau: hp 66; Monster Manual 40

Dretches (2): hp 13 each; Monster Manual 42

Tactics: The Quasits will enter combat already invisible and will use its cause fear spell-like ability as soon as it can move into a good position to do so. It will use hit and run tactics, letting the manes do all of the grunt work; it will take advantage of its invisibility to strike with its stinger.


The Manes are near-mindless and will attack the closest enemies present with no apparent tactics involved.


The Dretches will immediately attempt to summon more dretches to improve their numbers, they will follow-up with their stinking cloud and scare spell-like abilities to sow confusion, then wade into melee.

The Babaus will teleport into combat, trying to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect and will use their dispel magic spell-like ability only against particular difficult opponents. Otherwise, they will just use straight-forward tactics, trying to use their sneak attack ability at all times.

APL 6 (EL 7)


Babaus (2): hp 66 each; Monster Manual 40


Dretches (2): hp 13 each; Monster Manual 42

APL 8 (EL 9)


Vrock: hp 115; Monster Manual 48


Babaus (2): hp 66 each; Monster Manual 40

Tactics: The Dretches will immediately attempt to summon more dretches to improve their numbers, they will follow-up with their stinking cloud and scare spell-like abilities to sow confusion, then wade into melee.

The Babaus will teleport into combat, trying to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect and will use their dispel magic spell-like ability only against particular difficult opponents. Otherwise, they will just use straight-forward tactics, trying to use their sneak attack ability at all times.


The Vrock will enter combat with its mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting into position, out of reach of melee, then releasing their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee.

APL 10 (EL 11)


Bebilith: hp 150; Monster Manual 42


Vrock: hp 115; Monster Manual 48.


Babaus (2): hp 66 each; Monster Manual 40

APL 12 (EL 13)


Hezrou: hp 138; Monster Manual 44.


Retriever: hp 135; Monster Manual 46


Vrocks (2): hp 115 each; Monster Manual 48.

Tactics: The Babaus will teleport into combat, trying to remain flanking with any other demons so they can make the best use of their sneak attack. They will begin combat with their see invisibility spell-like ability in effect and will use their dispel magic spell-like ability only against particular difficult opponents. Otherwise, they will just use straight-forward tactics, trying to use their sneak attack ability at all times.


The Vrocks will enter combat with their mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting directly into the city and using their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee. If enough Vrocks are present, they will teleport into the city, approximately 30 feet in the air, and begin a dance of ruin; otherwise, their tactics are the same as outlined above.


The Bebilith enters the city by crawling over one of the walls and attacking the central keep. It leads off by trying to ensnare a weak-looking PC with its web attack, then follows up with an attack against the same PC, if possible.


The Hezrou will teleport directly into the city streets, following up with its Blasphemy spell-like ability, trying to catch as many as possible; they will follow this up with their chaos hammer or unholy blight spell-like abilities; if engaged in melee or after the above tactics have been executed, they wade into melee trying to make the best use of their Stench ability.

The Retriever teleports in next to the Hezrou and will engage the enemy in melee combat as quick as possible. It will use its improved grab ability, then pin its opponent at its first opportunity, then continue to attack other combatants around it with its other natural attacks. Once every round, it will fire one of its eye rays, preferably at a spellcaster, leading off with its petrification eye ray, then rotate through the rest.

APL 14 (EL 15)


Nalfeshnee: hp 175; Monster Manual 45


Glabrezu: hp 174; Monster Manual 43


Vrocks (3): hp 115 each; Monster Manual 48

APL 16 (EL 17)


Marilith: hp 216; Monster Manual 44


Nalfeshnee: hp 175; Monster Manual 45


Vrocks (3): hp 115 each; Monster Manual 48
Tactics: The Vrocks will enter combat with their mirror image and heroism spell-like abilities in effect. They will begin combat by teleporting directly into the city and using their Stunning Screech ability. They will follow this up by wading into combat full-force, releasing their Spores at the first opportunity, then continuing in melee. If enough Vrocks are present, they will teleport into the city, approximately 30 feet in the air, and begin a dance of ruin; otherwise, their tactics are the same as outlined above.


The Nalfeshnee enters combat with its unholy aura spell-like ability in effect. It will immediately use its Smite ability, trying to get the most opponents within its radius, then it will follow-up with its greater dispel magic spell-like ability on casters and enemies that are difficult to hit. It will not use its summon ability. If it remains unthreatened, it will remain out of melee and follow-up with its other offensive spell-like abilities, beginning with slow.


The Glabrezu will enter combat with its mirror image spell-like ability in effect. It will lead off with its power word stun spell-like ability, then follow up with its other spell-like abilities until engaged in melee, then it will fight using its natural attacks.


The Marilith teleports into the courtyard (during the surprise round), with her see invisibility and unholy aura spell-like abilities in effect; she begins by using her blade barrier spell-like ability to control the battlefield, then she wades into melee combat. 

Treasure: The demons carry no treasure.
Development: With the exception of the Dretches, the other demons will not use their Summon Tanar’ri ability unless other tables become involved in their battle, at which point, they will attempt to summon reinforcements.

6B: Better Part of Valor (Part 2)

When all judges have indicated that they have finished Part 1, allow the PCs three (3) rounds before the next wave arrives; when the PCs announce they are ready and have taken their three rounds of actions, the following takes place: 

There is a lull in the fighting, but it is a short one. Those outside the walls can see that the battle is far from over.


 You hear yelling from within the city, “The wall is breached! They’re everywhere! Fall back!”

Looking that direction, you see stones flying as some impossibly huge, bull-headed creature smashes another hole in the outer wall; the gates at both ends of the city have collapsed as Army forces are sent backwards in retreat, more and more demons fly over the walls attacking everything in sight.


You have little time to wonder if it would be better inside the city or outside before more demons attack being lead by a battalion of Iuzians with red tabards wearing armor and casting spells.

Creatures: The forces of demons have entered the city; at this point, they begin attacking relentlessly as a battalion of warmages has arrived to lend support to the demon shock troopers.

APL 2 (EL 4)


Rutterkin: hp 37; see Appendix 1


Iuzian Apprentice Warmage: male human warmage 1; hp 7; see Appendix 1

APL 2 (Lite) (EL 3)


Dretches (2): hp 13 each; Monster Manual 42


Iuzian Apprentice Warmage: male human warmage 1; hp 7; see Appendix 1

APL 4 (EL 6)


Rutterkins (2): hp 37 each; see Appendix 1


Dretches (2): hp 13 each; Monster Manual 42


Iuzian Novice Warmage: male human warmage 3; hp 16; see Appendix 1

APL 6 (EL 8)


Juvenile Nabassus (2): hp 52 each; see Appendix 1


Iuzian Warmage: male human warmage 6; hp 33; see Appendix 1

APL 8 (EL 10)


Armanite: hp 85; see Appendix 1


Arrow Demon: hp 135; see Appendix 1

Iuzian Warmage: male human warmage 8; hp 44; see Appendix 1

APL 10 (EL 12)


Arrow Demons (2): hp 135 each; see Appendix 1


Chasme: hp 76; see Appendix 1


Iuzian Warmages (2): male human warmage 8; hp 44 each; see Appendix 1

APL 12 (EL 14)


Kastighurs (2): hp 172; see Appendix 1


Iuzian Elite Warmages (2): male human warmage 10; hp 65 each; see Appendix 1

APL 14 (EL 16)


Mature Nabassu: hp 202; see Appendix 1


Advanced Kastighur: hp 218; see Appendix 1


Kastighur: hp 172; see Appendix 1


Iuzian Elite Warmages (2): male human warmage 10; hp 65 each; see Appendix 1

APL 16 (EL 18)


Goristro: hp 300; see Appendix 1


Mature Nabassu: hp 202 each; see Appendix 1


Iuzian Warmage Lieutenants (2): male human warmage 10; hp 68 each; see Appendix 1

Iuzian Warmage Commander: male human warmage 13; hp 84; see Appendix 1
Tactics: The Rutterkins burst through the gates and/or several holes that have been made through the city walls, they employ straight-forward battle tactics, trying to support each other’s attacks by singling up on a single foe until it is defeated; they prefer to use their exotic weapons as opposed to natural attacks but will do so if forced to; they will attempt to grapple opponents using their snap-tong weapons and hold them steady (ie, pinned) so its other allies can tear the foe apart.


The Dretch(es) will begin combat by attempting to summon more Dretches, then following up with their stinking cloud and scare spell-like abilities, then wade into melee attempt to overwhelm their foes.


The Juvenile Nabassus act as guards for the warmages and attack anyone who tries to engage them in melee combat, always keeping themselves between the enemy and the warmages, if at all possible; they also attempt to flank at all times to take advantage of their sneak attacks, but will not hesitate to use their death-stealing gaze as above. If the warmages are being engaged by ranged attacks, the nabassu target those enemies first.


The Arrow Demon stands next to the warmage and engages the enemy with its devastating ranged attacks.


The Armanite rushes forth attempting to make charge attacks on the enemy, and will use its Air Walk ability to set it up.


The Chasme will begin combat with their unholy aura, protection from good, and see invisibility spell-like abilities in effect. They use their speed and maneuverability in flight to maintain superiority while harassing foes with their insect plague and telekinesis spell-like abilities. For the first 3 rounds of combat, they also use quickened ray of enfeeblement against creatures that wear heavy armor. They use Power Attack against lightly armored foes. If severely wounded, the Chasme will use its Drone ability.


The Kastighurs are partially responsible for making holes in the city walls as they burst through into the streets causing all sorts of mayhem. The Kastighur(s) begin combat by charging a foe, stopping at the limit of its reach (15 feet). If it stuns its target, it charges again on the following round, closing the remaining distance to stand adjacent to its enemy. It then begins to make full attacks with its gore and slams, using its Power Attack. If it has the Shock Trooper feat, it will use it to its full effect, uncaring about dropping its AC. It is able to use its quickened spell-like ability (teleport) feat 3/day and will do so to set up more charge attacks.


The Mature Nabassu will begin combat with true seeing and unholy aura spell-like abilities in effect, and it will summon additional demons to help setup its own sneak attacks (it will try to summon Babaus); initially, it will attempt to use its death-stealing gaze during the first 3 rounds, if this isn’t working, it will retreat to regenerate if possible and continue to use its more devastating gaze attack from a distance.


The Goristro busts through the city wall and uses its Stomp ability immediately; it follows this up with brutal slam attacks as it steps forward destroying buildings and killing anything in its path.


The warmage will stay back at least 100 feet until the Goristro has finished with its devastation, launching spells from a distance.

Development: When you have completed Encounter 4B, wait until the Lead Judge or Triad instructs you to continue.

6c: Better Part of Valor (Part 3)

When all judges have indicated that they have finished Part 2, it seems that the heroes, combined with the forces of General Hok and the Horned Society, are beginning to turn the tide of demons back, until the main force of Iuzians marches through the gates, flying the banners of Old Wicked; allow a full minute in between the second wave and this one as small skirmishes are still going on all over the city, when the PCs have finished a full minute worth of actions, continue with the following.

You can hardly walk without slipping in the ichor and the blood. The precious few priests among your fellows try to assist the wounded, and an unearthly hush falls over the area. You turn to see the third wave of demonic troops moving toward you, but this group is commanded by men in blood-red tabards emblazoned with ivory skulls.


Those outside the city have never felt so alone.

APL 2 (EL 5)


Priest of Iuz: human male cleric of Iuz 4; hp 32; see Appendix 1


Iuzian Arcanist: human male evoker 1; hp 4; see Appendix 1

Dretches (2): hp 13; Monster Manual 42

APL 2 (Lite) (EL 4)


Priest of Iuz: human male cleric of Iuz 4; hp 32 (currently 25); see Appendix 1


Iuzian Arcanist: human male evoker 1; hp 4; see Appendix 1

Dretch: hp 13; Monster Manual 42

APL 4 (EL 7)


Priest of Iuz: human male cleric of Iuz 6; hp 56; see Appendix 1


Iuzian Arcanist: human male evoker 3; hp 21; see Appendix 1

Dretches (3): hp 13; Monster Manual 42


Quasit: hp 13; Monster Manual 46

APL 6 (EL 9)


Priest of Iuz: human male cleric of Iuz 8; hp 88; see Appendix 1


Iuzian Arcanist: human male evoker 5; hp 31; see Appendix 1

Babau: hp 66; Monster Manual 40


Dretches (2): hp 13 each; Monster Manual 42

APL 8 (EL 11)


Priest of Iuz: human male cleric of Iuz 10; hp 120; see Appendix 1


Iuzian Arcanist: human male evoker 5/divine oracle 2; hp 41; see Appendix 1

Vrock: hp 115; Monster Manual 48

APL 10 (EL 13)


Priest of Iuz: human male cleric of Iuz 11; hp 132; see Appendix 1


Iuzian Arcanist: human male evoker 5/divine oracle 4; hp 51; see Appendix 1

Bebilith: hp 150; Monster Manual 42


Vrock: hp 115; Monster Manual 48

APL 12 (EL 15)


Priest of Iuz: human male cleric of Iuz 11; hp 132; see Appendix 1


Iuzian Arcanists (2): human male evoker 5/divine oracle 4; hp 51; see Appendix 1

Hezrou: hp 150; Monster Manual 42


Vrocks (2): hp 115; Monster Manual 48

APL 14 (EL 17)


Priests of Iuz: human male clerics of Iuz 12; hp 144; see Appendix 1

Iuzian Arcanists (2): human male evoker 5/divine oracle 6; hp 71; see Appendix 1

Glabrezus (2): hp 150; Monster Manual 43


Vrocks (4): hp 115; Monster Manual 48

APL 16 (EL 19)


Priest of Iuz: human male cleric of Iuz 13; hp 156; see Appendix 1


Moriana: female marilith fighter 2/dervish 2; hp 81; see Appendix 1


Iuzian Arcanists (2): human male evoker 5/divine oracle 8; hp; see Appendix 1

Advanced Arrow Demons (2): male arrow demon fighter 6; hp; see Appendix 1

Development: When you have completed Encounter 4C, proceed to the appropriate Conclusion: A if Hok’s forces control Hallorn; B if neither Hok nor Iuz controls Hallorn; C if Iuzian forces control Hallorn.

Conclusion A: A Nice Place to Visit 

Read this conclusion if Hallorn is left under the control of Hok and the Horned Society.

A decisive victory was won in Hallorn this day… or was it? As you watch, a Nerullite priest walks down the street, followed by a slow-moving formation of lesser undead. Your stomach turns as you realize they are carrying the bodies of fallen Warfield soldiers; you are certain this is no burial detail.


You gulp down your drink as you cannot help but think, “What have we done?”
Description of favors on AR.

Conclusion B: No Place Like Home

Read this conclusion if the Hok and the Horned Society are driven from Hallorn, and the forces of Iuz are repelled.

Victory is yours… for today. Both the Horned Society with their devils and the Iuzians with their demons have been banished from Hallorn for the moment. Still, having enemies on all sides strangely gives more credence to Hok’s words: unite and survive.


In days to come, more decisions must be made. Hopefully, this first one was the right one.

Description of favors on AR.

Conclusion C: There Goes the Neighborhood

Read this conclusion if the forces of Iuz overrun the city.

You came here with such high hopes, but those hopes and more have been crushed.  The Old One’s forces knew about the gathering and moved to strike down the rebellion before it began. So many of the advances made in the cause of good have been undone, and Hallorn has been lost. You have to wonder: is the fight worth the cost?

Description of favors on AR.

The End

Campaign Consequences
Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award. Award the total value (objectives plus roleplaying) to each character.

4, 5, or 6A: (Part One)

Defeat Opponents

APL 2 
00 XP

APL 4 
000 XP

APL 6 
000 XP

APL 8 
000 XP

APL 10
000 XP

APL 12
000 XP

APL 14
000 XP

4, 5, or 6B (Part Two)

Defeat Opponents

APL 2 
000 XP

APL 4 
000 XP

APL 6 
000 XP

APL 8 
000 XP

APL 10



          000 XP

APL 12



          000 XP

APL 14



          000 XP

4, 5, or 6C: (Part Three) 

Defeat Opponents

APL 2 
000 XP

APL 4 
000 XP

APL 6 
000 XP

APL 8 
000 XP

APL 10
000 XP

APL 12
000 XP

APL 14
000 XP

Story Award

Heroes help their leadership decide how the factions of the Free Lords will work against evil in the area.

APL 2 
00 XP

APL 4 
00 XP

APL 6 
00 XP

APL 8 
00 XP

APL 10
00 XP

APL 12
00 XP

APL 14
00 XP

Discretionary roleplaying award

APL 2 
00 XP

APL 4 
00 XP

APL 6 
00 XP

APL 8 
00 XP

APL 10
00 XP

APL 12
00 XP

APL 14
00 XP

Total Possible Experience

APL 2 
225 XP

APL 4 
337 XP

APL 6 
450 XP

APL 8 
562 XP

APL 10

APL 12

APL 14

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes. Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions. Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold. If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot. If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available. A normal adventuring party can usually gather this wealth in a round or so. If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed. Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure. Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it. Other times they may attempt to use the item blindly. If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure. Write the total in the GP Gained field of the adventure certificate. 


Loot = Looted gear from enemy; Coin = Coin, Gems, Jewelry, and other valuables; Magic = Magic Items. 

4A:  The Devils You Know, Part 2 


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

4B:  The Devils You Know, Part 2


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

4C:  The Devils You Know, Part 3


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

5A:  A House Divided, Part 1


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

5B:  A House Divided, Part 2


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

5C:  A House Divided, Part 2


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

6A:  Better Part of Valor, Part 1


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

6B:  Better Part of Valor, Part 2


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

6C:  Better Part of Valor, Part 3


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 8: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 10: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 12: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)


APL 14: Loot 000 gp; Coin 00 gp; Magic 000 gp – items (cost)

Total Possible Treasure


APL 2: Loot 000 gp; Coin 00 gp; Magic 000 gp; Total 200 gp (000 gp over-the-cap).


APL 4: Loot 000 gp; Coin 00 gp; Magic 000 gp; Total 325 gp (000 gp over-the-cap).


APL 6: Loot 000 gp; Coin 00 gp; Magic 000 gp; Total 450 gp (000 gp over-the-cap).


APL 8: Loot 196 gp; Coin 64 gp; Magic 3,918 gp; Total 1,300 gp (2,878 gp over-the-cap).

Adventure Record Items

Gratitude of the Army of the Warfield: For taking a stand against the vile Horned Society and the Army’s former leader General Hok, you have stood out amongst your peers and deserve a promotion. If you are a member of the Army of the Warfields, you may forgo any time requirements and advance to the next rank. You also gain regional access to the following: Items - scepter of obedience, magic sleeping bag, and helm of glorious recovery; Spells: 
Gratitude of the Horned Society: For the assistance you rendered in gaining control of Hallorn for the Horned Society and fending of the forces of Old Wicked, you have earned the gratitude of General Hok and his “new friends”. You gain access to the following: Feats - insightful reflexes; Spells: battlemagic perception, night’s caress, and nerveskitter; Items: wounding and maiming weapon enhancements, choker of life protection, and goggles of night.

Enmity of General Hok and the Horned Society: For taking a stand against the Horned Society, you have been deemed their enemy, and thus, they will refuse to associate with you in the future. All previous favors of General Hok are null and void if a PC earns this enmity.

Favor of General Hok: General Hok also considered it a personal favor that you sided with him and thus feels he owes you his personal favor. The tales of your deeds are spread far and wide, you gain a +2 great renown bonus when attracting a cohort with levels in the marshal class. General Hok also has powerful friends, and he sees to it that you have access to a trustworthy companion, you have one time access to attract a pixie as you cohort.

Wanted by the Church of Iuz: +1 Seditionist Level WCI Point.

Item Access

APL 2:

· Arcanist’s Gloves (Adventure; MIC; 500 gp)
· Safewing Emblem (Adventure; MIC; 250 gp)

· Brooch of Shielding (Adventure; DMG)

· Scroll of Benign Transposition (Adventure; MIC; 25 gp)

APL 4 (all of APL 2 plus the following):

· Bracers of the Entangling Blast (Adventure; MIC; 2,000 gp)
· Silkslick Belt (Adventure; MIC; 2,000 gp)

· Circlet of Persuasion (Adventure; DMG)

APL 6 (all of APLs 2-4 plus the following):

· Armbands of Might (Adventure; MIC; 4,100 gp)
· Bracers of Accuracy (Adventure; MIC; 4,000 gp)

· Bag of Tricks (Rust) (Adventure; DMG)

APL 8 (all of APLs 2-6 plus the following):

· Empowered Spellshard (Magic Missile) (Adventure; MIC; 1,600 gp)
· Dimension Stride Boots (Adventure; MIC; 2,000 gp)

· Boots of Striding and Springing (Adventure; DMG)

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

· Empowered Spellshard (Scorching Ray) (Adventure; MIC; 3,000 gp)
· Strongarm Bracers (Adventure; MIC; 6,000 gp)

· Bag of Tricks (Tan) (Adventure; DMG)

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

· Shirt of the Leech (Adventure; MIC; 8,000 gp)
· Vanguard Treads (Adventure; MIC; 3,100 gp)

· Boots of Speed (Adventure; DMG)

APL 14 (all of APLs 2-12 plus the following):

· Empowered Spellshard (Fireball) (Adventure; MIC; 6,000 gp)
· Third Eye Clarity (Adventure; MIC; 3,000 gp)

· Winged Boots (Adventure; DMG)

APL 16 (all of APLs 2-14 plus the following):

· Vest of the Master Evoker (Adventure; MIC; 10,000 gp)
· Robe of Arcane Might (Adventure; MIC; 21,000 gp)

· Vest of Free Movement (Adventure; MIC; 12,000 gp)

Appendix 1: APL 2

4A: The Devils You Know (Part 1)

Mane
CR 1

CE Small outsider (tanar’ri, extraplanar, evil, chaotic)

Init +0; Senses darkvision 60 ft.; Listen -4, Spot -4

Languages telepathy 100 ft.

AC 14, touch 11, flat-footed 14


(+1 size, +3 natural)

hp 6 (1 HD); DR 5/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10

Fort +4, Ref +2, Will -2

Race F+2, R+2, W+2; Abilities Con +2, Dex +0, Wis -4

Speed 20 ft. (4 squares);

Melee 2 claws +2[+1 size, +1 BAB] (1d3) and bite +0[+1 size, +1 BAB] (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Abilities Str 10, Dex 10, Con 14, Int 3, Wis 3, Cha 3 
SQ acidic cloud, damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, telepathy 100 ft.
Feats Multiattack1
Skills total ranks: class 16 Climb +4[+4 ranks, +0 ability], Hide +8[+4 size, +4 ranks, +0 ability], Jump +4[+4 ranks, +0 ability], Move Silently +4[+4 ranks, +0 ability],

Acidic Cloud (Su): When a mane dies, it dissolves into a cloud of noxious vapor. Anyone within 10 feet of a slain mane who fails a DC 12 Reflex save takes 1d6 points of acid damage.

4B: The Devils You Know (Part 2)

Iuzian Apprentice Warmage
CR 1

Male human warmage 1

CE Medium humanoid (oeridian)

Init +3; Senses Listen +0, Spot +0

Languages Common, Abyssal, Draconic

AC 18, touch 13, flat-footed 15


(+3 Dex, +4 armor, +1 shield)

hp 7 (1 HD)

Fort +1, Ref +3, Will +1

Class F+0, R+0, W+2; Abilities Con +1, Dex +3, Wis +0

Speed 30 ft. (6 squares)

Melee mwk morningstar +1[+0 BAB, +0 Str, +1 weapon] (1d8); or

Melee spiked gauntlets +0[+0 BAB, +0 Str] (1d4)

Ranged heavy crossbow +3[+0 BAB, +3 Dex] (1d10/19-20) or

Ranged ranged touch +3[+0 BAB, +3 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Masterwork morningstar

Warmage Spells Known (CL 1st; DC 12 plus spell level)):


1st (4/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike.


0 (5/day)—acid splash, disrupt undead, light, ray of frost.

Abilities Str 10, Dex 13 (17), Con 12, Int 14, Wis 8, Cha 15.

Feats Point Blank ShotBonus Human, Precise Shot1.
Skills total ranks: class 20 Concentration +5[+4 ranks, +1 ability], Knowledge (Arcana) +6[+4 ranks, +2 ability], Listen +1[+1 rank, -1 ability], Spellcraft +6[+4 ranks, +2 ability], Spot +1[+1 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor]. 

Possessions combat gear plus chain shirt, buckler, potions of cure light wounds (x2), potion of cat’s grace, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Rutterkin
CR 3

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +2; Senses darkvision 60 ft.; Listen +9, Spot +9

Languages Abyssal, telepathy 100 ft. 

AC 18, touch 12, flat-footed 16


(+2 Dex, +6 natural)

hp 37 (5 HD); DR 5/cold iron or good 

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 14

Fort +7, Ref +6, Will +5

Race F+4, R+4, W+4; Abilities Con +3, Dex +2, Wis +1

Speed 20 ft. (4 squares);

Melee mwk snap-tong +8[+5 BAB, +2 Str, +1 mwk weapon] (1d10+3) or

Melee 2 claws +7[+5 BAB, +2 Str] (1d6+2)

Ranged tri-blade +7[+5 BAB, +2 Dex] (2d4+2)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options snap-tong grapple

Special Actions summon tanar’ri
Spell-Like Abilities (CL 6th):


At will—darkness, cause fear (DC 11)


1/day—desecrate

Abilities Str 14, Dex 15, Con 17, Int 9, Wis 12, Cha 10 
SQ Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, summon tanar’ri, telepathy 100 ft.
Feats Exotic Weapon Proficiency (snap-tong)1, Exotic Weapon Proficiency (tri-blade)3
Skills total ranks: class 50 Balance +4[+2 ranks, +2 ability], Climb +10[+8 ranks, +2 ability], Intimidate +8[+8 ranks, +0 ability], Jump +12[+8 ranks, +2 ability, +2 synergy], Listen +9[+8 ranks, +1 ability,], Move Silently +10[+8 ranks, +2 ability], Spot +9[+8 ranks, +1 ability], Tumble +12[+8 ranks, +2 ability, +2 synergy].

Possessions masterwork snap-tong, 5 tri-blades

Summon Tanar’ri (Sp) Once per day, a rutterkin can attempt to summon can attempt to summon 1 rutterkin or 1d6 dretches with a 35% chance of success. This ability is the equivalent of a 3rd level spell (CL 5th). 

4C: The Devils You Know (Part 3)

Priest of Iuz
CR 3

Male human cleric of Iuz 3

CE Medium humanoid

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

Languages Abyssal, Common

AC 21, touch 12, flat-footed 21


(+1 Dex, +8 armor, +2 deflection)

hp 24 (3 HD)

Miss Chance 20% against ranged attacks

Fort +5, Ref +2, Will +5 (+2 vs Good-Aligned)

Class F+3, R+1, W+3; Abilities Con +2, Dex +1, Wis +2

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

Melee Mwk greatsword +6[+2 BAB, +3 Str, +1 weapon] (2d6+4) or

Ranged Heavy crossbow +3[+2 BAB, +1 Dex] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3 (+5)

Special Actions rebuke undead

Combat Gear Mwk greatsword

Cleric Spells Prepared (CL 3rd; DC 12 plus spell level): [4/3+1/2+1]

2nd—bull’s strength(, sound burst (DC 14), invisibilityD.


1st—entropic shield(, cure light wounds, shield of faith(, protection from goodD(.


0—cure minor wounds, detect magic, guidance, light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13 (17), Dex 12, Con 14, Int 10, Wis 15, Cha 8

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3.

Skills total ranks: class 18 Concentration +12[+6 ranks, +2 ability, +4 feat], Knowledge (Arcana) +4[+4 ranks, +0 ability], Knowledge (Religion) +1[+1 ranks, +0 ability], Knowledge (The Planes) +1[+1 ranks, +0 ability], Spellcraft +6[+6 ranks, +0 ability].

Possessions combat gear plus full plate, potion of cure moderate wounds (x2), heavy crossbow with 10 crossbow bolts, silver holy symbol of Iuz.

Iuzian Arcanist
CR 1

Male human evoker 1

CE Medium humanoid

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

Languages Abyssal, Common, Draconic

AC 16, touch 12, flat-footed 14


(+2 Dex, +4 shield)

hp 4 (1 HD)

Fort +1, Ref +4, Will +3

Class F+0, R+0, W+2; Abilities Con +1, Dex +2, Wis +1; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +2[+0 BAB, +2 Dex, +1 weapon] (1d8/19-20) or

Ranged Ranged touch +2[+0 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Wizard Spells Prepared (CL 1st; DC 12 plus spell level; +1 Evocation): [3+1/2+1]

1st—shield(, magic missile, burning hands (DC 14)S*.


0—detect magic, ray of frost (x3)S* (+2 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

Abilities Str 10, Dex 14, Con 13, Int 15, Wis 12, Cha 8 
SQ summon familiar (weasel)
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1
Skills total ranks: class 20 Concentration +9[+4 ranks, +1 ability, +4 feat], Knowledge (Arcana) +6[+4 ranks, +2 ability], Knowledge (Religion) +6[+4 ranks, +2 ability], Listen +3[+0 ranks, +1 ability, +2 feat], Spellcraft +6[+4 ranks, +2 ability], Spot +3[+0 ranks, +1 ability, +2 feat], Tumble +4[+2 ranks, +2 ability].
Possessions Masterwork light crossbow, dagger, arcanist’s gloves, potion of cure light wounds, arcane scrolls (magic missile x4).

5B: A House Divided (Part 2)

Death Cultist
CR 1

Male human necromancer 1

CE Medium humanoid

Init +1; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 11, touch 11, flat-footed 10


(+1 Dex)

hp 7 (1 HD)

Fort +4, Ref +1, Will +3

Class F+0, R+0, W+2; Abilities Con +2, Dex +1, Wis +1; Familiar F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Light crossbow +1[+0 BAB, +1 Dex] (1d8/19-20/x2) or

Ranged Ranged touch +1[+0 BAB, +1 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +0; Grp +0

Wizard Spells Prepared (CL 1st; DC 12 plus spell level; +1 Necromancy): [Spells Prepared: 3+1/2+1]


1st—color spray (DC 13), cause fear* (DC 14), ray of enfeeblementS* (+1 ranged touch).


0—detect magic, light, ray of frost, touch of fatigueS* (+0 melee touch) (DC 13);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

(Already cast

Abilities Str 10, Dex 13, Con 14, Int 15, Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar.

Skills total ranks: class 20 Concentration +6[+4 ranks, +2 ability], Knowledge (Arcana) +6[+4 ranks, +2 ability], Knowledge (Religion) +6[+4 ranks, +2 ability], Knowledge (The Planes) +4[+2 ranks, +2 ability], Spellcraft +6[+4 ranks, +2 ability], Tumble +3[+2 ranks, +1 ability].
Possessions Light crossbow, dagger, potion of cure moderate wounds, arcane scrolls (ray of enfeeblement, cause fear, magic missile x2), scroll of benign transposition.

5c: A House Divided (Part 3)

Priest of Nerull
CR 3

Male human cleric of Nerull 3

CE Medium humanoid

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

Languages Infernal, Common

AC 21, touch 11, flat-footed 21


(-1 Dex, +8 armor, +2 shield, +2 deflection)

hp 21 (3 HD)

Miss Chance 20% against ranged attacks

Resist fire 10

Fort +4, Ref +0, Will +5

Class F+3, R+1, W+3; Abilities Con +1, Dex -1, Wis +2

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

Melee Mwk morningstar +3[+2 BAB, +0 Str, +1 weapon] (1d8) or

Ranged Heavy crossbow +3[+2 BAB, +1 Dex] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Special Actions rebuke undead

Combat Gear Mwk morningstar

Cleric Spells Prepared (CL 3rd; DC 12 plus spell level; +1 Conjuration): [4/3+1/2+1]

2nd—resist energy(, summon undead II, spiritual weapon (scythe; +2 attack; 1d8+1)D.


1st—entropic shield(, cure light wounds, shield of faith(, cause fearD (DC 13);


0—cure minor wounds, detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [3d6] 1/day), Mysticism (+2 luck bonus on saves 1/day; free action).

(Already cast

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

SQ rebuke undead
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3.

Skills total ranks: class 24 Concentration +12[+6 ranks, +2 ability, +4 feat], Knowledge (Arcana) +6[+5 ranks, +1 ability], Knowledge (Religion) +7[+6 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +9[+6 ranks, +1 ability, +2 synergy].

Possessions combat gear plus full plate, heavy steel shield, potion of cure moderate wounds (x2), heavy crossbow with 10 crossbow bolts, brooch of shielding.

APL 4

4B: The devils you know (part 2)
Iuzian Novice Warmage
CR 3

Male human warmage 3

CE Medium humanoid (oeridian)

Init +3; Senses Listen +0, Spot +0

Languages Common, Abyssal, Draconic

AC 19, touch 13, flat-footed 16


(+3 Dex, +5 armor, +1 shield)

hp 16 (3 HD)

Fort +3, Ref +5, Will +4

Class F+1, R+1, W+3; Abilities Con +1, Dex +3, Wis -1; Magic F+1, R+1, W+1

Speed 30 ft. (6 squares)

Melee Mwk morningstar +2[+1 BAB, +0 Str, +1 weapon] (1d8) or

Melee spiked gauntlets +1[+1 BAB, +0 Str] (1d4)

Ranged heavy crossbow +4[+1 BAB, +3 Dex] (1d10/19-20) or

Ranged ranged touch +4[+1 BAB, +3 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Masterwork Morningstar

Warmage Spells Known (CL 3rd; DC 12 plus spell level)):


1st (6/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Abilities Str 10, Dex 13 (17), Con 12, Int 14, Wis 8, Cha 15.

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3.

Skills total ranks: class 30 Concentration +11[+6 ranks, +1 ability, +4 feat], Knowledge (Arcana) +8[+6 ranks, +2 ability], Listen +2[+2 rank, +0 ability], Spellcraft +10[+6 ranks, +2 ability, +2 synergy], Spot +2[+2 rank, +0 ability], Tumble +4[+2 ranks, +3 ability, -1 armor]. 

Possessions combat gear plus masterwork chain shirt, masterwork buckler, potion of cure moderate wounds, potion of cat’s grace, vest of resistance +1, arcanist’s gloves, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile, he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Rutterkin
CR 3

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +2; Senses darkvision 60 ft.; Listen +9, Spot +9

Languages Abyssal, telepathy 100 ft. 

AC 18, touch 12, flat-footed 16


(+2 Dex, +6 natural)

hp 37 (5 HD); DR 5/cold iron or good 

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 14

Fort +7, Ref +6, Will +5

Race F+4, R+4, W+4; Abilities Con +3, Dex +2, Wis +1

Speed 20 ft. (4 squares);

Melee mwk snap-tong +8[+5 BAB, +2 Str, +1 mwk weapon] (1d10+3) or

Melee 2 claws +7[+5 BAB, +2 Str] (1d6+2)

Ranged tri-blade +7[+5 BAB, +2 Dex] (2d4+2)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Atk Options snap-tong grapple

Special Actions summon tanar’ri
Spell-Like Abilities (CL 6th):


At will—darkness, cause fear (DC 11)


1/day—desecrate

Abilities Str 14, Dex 15, Con 17, Int 9, Wis 12, Cha 10 
SQ Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, summon tanar’ri, telepathy 100 ft.
Feats Exotic Weapon Proficiency (snap-tong)1, Exotic Weapon Proficiency (tri-blade)3
Skills total ranks: class 50 Balance +4[+2 ranks, +2 ability], Climb +10[+8 ranks, +2 ability], Intimidate +8[+8 ranks, +0 ability], Jump +12[+8 ranks, +2 ability, +2 synergy], Listen +9[+8 ranks, +1 ability,], Move Silently +10[+8 ranks, +2 ability], Spot +9[+8 ranks, +1 ability], Tumble +12[+8 ranks, +2 ability, +2 synergy].

Possessions masterwork snap-tong, 5 tri-blades

Summon Tanar’ri (Sp) Once per day, a rutterkin can attempt to summon can attempt to summon 1 rutterkin or 1d6 dretches with a 35% chance of success. This ability is the equivalent of a 3rd level spell (CL 5th). 

4C: the devils you know (Part 3)

Priest of Iuz
CR 6

Male human cleric of Iuz 6

CE Medium humanoid

Init +1; Senses Listen +3, Spot +3

Languages Abyssal, Common

AC 23, touch 14, flat-footed 22


(+1 Dex, +9 armor, +3 deflection)

Resist electricity 10, protected from fire (72 points)

hp 60 [+12 divine vigor] (6 HD)

Miss Chance 20% against ranged attacks

Fort +8, Ref +4, Will +8 (+2 vs Good-Aligned)

Class F+5, R+2, W+5; Abilities Con +2, Dex +1, Wis +2; Magic F+1, R+1, W+1

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +8[+4 BAB, +3 Str, +1 magic] (2d6+5) or

Ranged Mwk heavy crossbow +6[+4 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +5

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 6th; DC 13 plus spell level):


3rd—dispel magic, protection from energy(, searing light (+5 ranged touch), nondetectionD(.


2nd—bull’s strength(, resist energy(, sound burst (DC 15), spiritual weapon (greatsword; +7 melee; 1d8+2 damage), invisibilityD;


1st—entropic shield(, cure light wounds, cause fear (DC 14), shield of faith(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance, light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13 (17), Dex 12, Con 14, Int 10, Wis 16, Cha 8 
SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6.

Skills total ranks: class 27 Concentration +15[+9 ranks, +2 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +2[+2 ranks, +0 ability], Knowledge (The Planes) +2[+2 ranks, +0 ability], Spellcraft +11[+9 ranks, +0 ability, +2 synergy].

Possessions combat gear plus +1 full plate, potion of cure moderate wounds (x2), cloak of resistance +1, safewing emblem, masterwork heavy crossbow with 10 crossbow bolts.

Iuzian Arcanist
CR 3

Male human evoker 3

CE Medium humanoid

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

Languages Abyssal, Common, Draconic

AC 16, touch 12, flat-footed 14


(+2 Dex, +4 shield)

hp 21 [+9 false life] (3 HD)

Fort +3, Ref +6, Will +5

Class F+1, R+1, W+3; Abilities Con +1, Dex +2, Wis +1; Magic F+1, R+1, W+1; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +4[+1 BAB, +2 Dex, +1 weapon] (1d8/19-20) or

Ranged Ranged touch +3[+1 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Wizard Spells Prepared (CL 3rd; DC 12 plus spell level; +2 Evocation): [4+1/3+1/2+1]

2nd—glitterdust (DC 14), false life(, scorching ray S* (+3 ranged touch).


1st—shield(, burning hands (DC 15), shocking grasp(, magic missileS*;


0—detect magic, ray of frost (x4)S* (+3 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

Abilities Str 10, Dex 14, Con 13, Int 15, Wis 12, Cha 8 
SQ summon familiar (weasel)
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Greater Spell Focus (Evocation)3.

Skills total ranks: class 30 Concentration +11[+6 ranks, +1 ability, +4 feat], Knowledge (Arcana) +8[+6 ranks, +2 ability], Knowledge (Religion) +8[+6 ranks, +2 ability], Listen +3[+0 ranks, +1 ability, +2 feat], Spellcraft +10[+6 ranks, +2 ability, +2 synergy], Spot +3[+0 ranks, +1 ability, +2 feat], Tumble +5[+3 ranks, +2 ability].

Possessions Masterwork light crossbow, dagger, potion of cure light wounds, vest of resistance +1, wand of scorching ray (10 charges).

Weasel Familiar


N Tiny magical beast

Init +2; Senses Listen +1, Spot +3

AC 20, touch 14, flat-footed 18


(+2 size, +2 Dex, +2 natural, +4 shield)

hp 15 [+9 false life] (3 HD)

Fort +2, Ref +4, Will +4

Race F+2, R+2, W+3; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +5[+2 size, +1 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +1; Grp -11

Abilities Str 3, Dex 15, Con 10, Int 7, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +6[+6 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +5[+6 ranks, -1 ability], Knowledge (Religion) +5[+6 ranks, -1 ability], Listen +1[+0 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +7[+6 ranks, -1 ability, +2 synergy], Spot +3[+2 ranks, +1 ability], Tumble +5[+3 ranks, +2 ability].

5b: A House divided (Part 2)

Death Cultist
CR 3

Male human necromancer 3

CE Medium humanoid

Init +1; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 shield)

hp 27 [+9 False Life] (3 HD)

Fort +5, Ref +2, Will +4

Class F+1, R+1, W+3; Abilities Con +2, Dex +1, Wis +1; Familiar F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +3[+1 BAB, +1 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +2[+1 BAB, +1 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +1

Wizard Spells Prepared (CL 3rd; DC 12 plus spell level; +1 Necromancy): [Spells Prepared: 4+1/3+1/2+1]


2nd—mirror image(, ghoul touch (DC 15)(, false life(.

1st—color spray (DC 13), cause fear* (DC 14), ray of enfeeblementS* (+2 ranged touch), shield(;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 13);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

(Already cast

Abilities Str 10, Dex 13, Con 14, Int 15, Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3.

Skills total ranks: class 30 Concentration +8[+6 ranks, +2 ability], Knowledge (Arcana) +8[+6 ranks, +2 ability], Knowledge (Religion) +8[+6 ranks, +2 ability], Knowledge (The Planes) +4[+2 ranks, +2 ability], Spellcraft +10[+6 ranks, +2 ability, +2 synergy], Tumble +4[+3 ranks, +1 ability].
Possessions Masterwork light crossbow, dagger, potion of cure moderate wounds, arcane scrolls (ray of enfeeblement, cause fear, magic missile x2), vest of resistance, +1 silkslick belt, scroll of benign transposition.

Rat Familiar


N Tiny magical beast

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

AC 16, touch 14, flat-footed 14


(+2 size, +2 Dex, +2 natural)

hp 16 (+9 False Life) (3 HD)

Fort +2, Ref +4, Will +3

Race F+2, R+2, W+3; Abilities Con +0, Dex +2, Wis +1

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +6[+2 size, +1 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +1; Grp -11

Abilities Str 2, Dex 15, Con 10, Int 7, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +4[+6 ranks, -2 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +4[+6 ranks, -2 ability], Knowledge (Religion) +4[+6 ranks, -2 ability], Knowledge (The Planes) +0[+2 ranks, -2 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +6[+6 ranks, -2 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +5[+3 ranks, +2 ability].

Spells Active: ghoul touch (DC 15) (holding the charge), shield, mirror image, false life.

Bone Rat Swarm
CR 3

N Tiny undead (Swarm)

Init +3; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 15, touch 15, flat-footed 12


(+2 size, +3 Dex)

hp 26 (4 HD)

Fort +1, Ref +4, Will +4

Race F+1, R+1, W+4; Abilities Con +0, Dex +3, Wis +0

Speed 15 ft. (3 squares), climb 15 ft.

Melee Swarm (1d6)

Space 10 ft.; Reach 0 ft.

Base Atk +2; Grp --

Abilities Str 2, Dex 17, Con --, Int --, Wis 10, Cha 1

SA Distraction (DC 15).

SQ Damage reduction 5/bludgeoning, darkvision 60 ft., half damage from slashing and piercing weapons, immunity to cold, swarm traits, undead traits.

Distraction (Ex): Any living creature which begins its turn with a corpse rat swarm in its space must succeed on a DC 15 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.

5c: A House Divided (Part 3)

Priest of Nerull
CR 5

Male human cleric of Nerull 5

CE Medium humanoid

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

Languages Infernal, Common

AC 22, touch 11, flat-footed 22


(-1 Dex, +9 armor, +2 shield, +2 deflection)

hp 35 (5 HD)

Resist electricity 10, fire (protected 60 pts).

Miss Chance 20% against ranged attacks

Fort +6, Ref +1, Will +9

Class F+4, R+1, W+4; Abilities Con +1, Dex -1, Wis +4; Magic F+1, R+1, W+1

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

Melee Mwk morningstar +4[+3 BAB, +0 Str, +1 weapon] (1d8) or

Ranged Heavy crossbow +2[+3 BAB, -1 Dex] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Special Actions rebuke undead

Combat Gear Mwk morningstar

Cleric Spells Prepared (CL 5th; DC 14 plus spell level; +1 Conjuration): [5/4+1/3+1/2+1]

3rd—summon undead III, protection from energy(, animate deadD.


2nd—resist energy(, owl’s wisdom(, silence, spiritual weapon (scythe; +2 attack; 1d8+1)D;


1st—entropic shield(, cure light wounds, shield of faith(, lesser vigor, cause fearD (DC 15);


0—cure minor wounds (x2), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [5d6] 1/day), Mysticism (+3 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8, Con 13, Int 12, Wis 14 (18), Cha 16.

SQ rebuke undead
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3.

Skills total ranks: class 32 Concentration +14[+8 ranks, +2 ability, +4 feat], Knowledge (Arcana) +8[+7 ranks, +1 ability], Knowledge (Religion) +9[+8 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +11[+8 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 full plate, heavy steel shield, vest of resistance +1, potion of cure moderate wounds (x2), heavy crossbow with 10 crossbow bolts, brooch of shielding.

APL 6

4B; the devils you know (part 2)

Iuzian Warmage
CR 6

Male human warmage 6

CE Medium humanoid (oeridian)

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

Languages Common, Abyssal, Draconic

AC 19, touch 13, flat-footed 16


(+3 Dex, +5 armor, +1 shield)

hp 33 (6 HD)

Fort +4, Ref +6, Will +5

Class F+2, R+2, W+5; Abilities Con +1, Dex +3, Wis +0; Magic F+1, R+1, W+1

Speed 30 ft. (6 squares)

Melee mwk morningstar +3[+3 BAB, -1 Str, +1 weapon] (1d8-1/x2) or

Melee spiked gauntlets +2[+3 BAB, -1 Str] (1d4-1/x2)

Ranged heavy crossbow +6[+3 BAB, +3 Dex] (1d10/19-20/x2) or

Ranged ranged touch +6[+3 BAB, +3 Dex] (spell/x2) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Atk Options Spells

Special Actions Warmage Edge

Combat Gear mwk morningstar, spiked gauntlets and heavy crossbow with 10 crossbow bolts.

Warmage Spells Known (CL 6th; DC 14 plus spell level; +1 Evocation):


3rd (2/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (6/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 13 (17), Con 12, Int 14, Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (Evocation)6.

Skills total ranks: class 45 Concentration +14[+9 ranks, +1 ability, +4 feat], Knowledge (Arcana) +11[+9 ranks, +2 ability], Listen +2[+3 rank, -1 ability], Spellcraft +13[+9 ranks, +2 ability, +2 synergy], Spot +3[+4 rank, -1 ability], Tumble +3[+2 ranks, +3 ability, -1 armor]. 

Possessions combat gear plus masterwork chain shirt, masterwork buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +1, arcanist’s gloves, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Juvenile Nabassu
CR 5

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +6; Senses darkvision 60 ft.; Listen +10, Spot +10

Languages Abyssal, Common, telepathy 100 ft.

AC 18, touch 12, flat-footed 16


(+2 Dex, +6 natural)

hp 52 (5 HD); DR 5/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 16

Fort +10, Ref +6, Will +8

Race F+4, R+4, W+4; Abilities Con +6, Dex +2, Wis +2; Feats F+0, R+0, W+2;

Speed 40 ft. (8 squares), fly 60 ft. (average);

Melee bite +11[+5 BAB, +6 Str] (1d8+6) and 2 claws +6 (1d4+3)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +11

Atk Options sneak attack +2d6

Special Actions death-stealing gaze, feed

Spell-Like Abilities (CL 5th):


At will—darkness, obscuring mist

Abilities Str 22, Dex 14, Con 22, Int 14, Wis 15, Cha 17

SQ camouflage, damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, telepathy 100 ft.
Feats Improved Initiative1, Iron Will3
Skills total ranks: class 81 Bluff +11[+8 ranks, +3 ability], Concentration +14[+8 ranks, +6 ability], Diplomacy +5[+1 ranks, +2 ability, +2 synergy], Hide +10 (+18 in underground or barren environments)[+8 ranks, +2 ability, +8 racial (in underground or barren environments)], Intimidate +13[+8 ranks, +3 ability, +2 synergy], Jump +16[+8 ranks, +2 ability, +2 synergy, +4 speed], Knowledge (Local [IBS]) +10[+8 ranks, +2 ability], Listen +10[+8 ranks, +2 ability], Move Silently +10[+8 size, +2 ranks], Spot +10[+8 ranks, +2 ability], Tumble +12[+8 ranks, +2 ability, +2 synergy]. 

Camouflage (Ex): A juvenile nabassu has the ability to change the coloration of its flesh between various shades of black, gray, and brown. As a result, it gains a +8 circumstance bonus on Hide checks made in underground or barren environments.

Death-Stealing Gaze (Su): 30 feet, Fort DC 15 negates, bestows 1 negative level. Any humanoid creature drained to 0 levels by the juvenile nabassu’s death-stealing gaze dies and is immediately transformed into a ghoul (MM 119) under the nabassu’s permanent command. The death-stealing gaze has no effect on creatures that are not humanoids. The save DC is Charisma-based.

Feed (Su): A juvenile nabassu can fee on the body of a helpless living humanoid, devouring both its flesh and life force. To do so, the nabassu makes a coup de grace attack against the humanoid creature; this provokes an attack of opportunity from any creatures that threaten it. If the victim is slain by the coup de grace, a significant physical portion of its body is eaten by the nabassu while the remaining portions quickly rot away to a foul-smelling paste. This prevents any form of raising or resurrection that requires part of the corpse. A wish, miracle, or true resurrection can restore a devoured victim to life.


For every three humanoids the juvenile nabassu devours in this fashion, it gains the following benefits:



+1 profane bonus on attack rolls, saving throws, skill checks, and ability checks.



+5 hit points



+1 profane bonus to its natural armor



+1 effective level (whenever the nabassu’s level is used in a die roll or calculation, increase it by 1)

Sneak Attack (Ex): A juvemile nabassu can make a sneak attack as a rogue, dealing an extra 2d6 points of damage whenever a foe is denied his or her Detxerity bonus, or when the juvenile nabassu is flanking.

4c: the devils you know (Part 3)

Priest of Iuz
CR 8

Male human cleric of Iuz 8

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +3, Spot +5

Languages Abyssal, Common

AC 23, touch 14, flat-footed 22


(+1 Dex, +9 armor, +3 deflection)

Immune critical attacks and sneak attacks.

Resist electricity 20, protected from fire (96 points)

hp 88 [+16 divine vigor] (8 HD)

Miss Chance 20% against ranged attacks

Fort +10, Ref +4, Will +9 (+2 vs Good-Aligned)

Class F+6, R+2, W+6; Abilities Con +3, Dex +1, Wis +2; Magic F+1, R+1, W+1

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +11/+6[+6/+1 BAB, +3 Str, +1 magic, +1 morale] (2d6+5)

Ranged Mwk heavy crossbow +8[+6 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +9

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 8th; DC 13 plus spell level):


4th—divine power, freedom of movement(, confusionD (DC 17).


3rd—dispel magic, protection from energy(, ring of blades(, searing light (+7 ranged touch), nondetectionD(.


2nd—living undeath(, resist energy(, sound burst (DC 15), spiritual weapon (greatsword; +9/+4 melee; 1d8+2), invisibilityD;


1st—entropic shield(, bless(, cure light wounds, shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13 (17), Dex 12, Con 14 (16), Int 10, Wis 17, Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6.

Skills total ranks: class 33 Concentration +18[+11 ranks, +3 ability, +4 feat], Knowledge (Arcana) +6[+5 ranks, +1 ability], Knowledge (Religion) +7[+3 ranks, +1 ability], Knowledge (The Planes) +8[+3 ranks, +1 ability], Spellcraft +14[+11 ranks, +1 ability, +2 synergy], 

Possessions combat gear plus +1 full plate, potion of cure moderate wounds (x2), cloak of resistance +1, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2.

Powered Up (w/Divine Power): Str 19; +8 BAB; Melee +1 greatsword +14/+9[+8/+3 BAB, +4 Str, +1 magic, +1 morale] (2d6+7); Ranged Mwk heavy crossbow +10[+8 BAB, +1 Dex, +1 weapon] (1d10); hp 96 [+16 divine vigor, +8 divine power].

Iuzian Arcanist
CR 5

Male human evoker 5

CE Medium humanoid

Init +2; Senses Listen +3, Spot +4

Languages Abyssal, Common, Draconic

AC 20, touch 12, flat-footed 18


(+2 Dex, +4 mage armor, +4 shield)

Resist fire 10

hp 31 [+11 false life] (5 HD)

Fort +3, Ref +6, Will +6

Class F+1, R+1, W+4; Abilities Con +1, Dex +2, Wis +1; Magic F+1, R+1, W+1; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +5[+2 BAB, +2 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +4[+2 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Wizard Spells Prepared (CL 5th; DC 13 plus spell level; +2 Evocation): [4+1/4+1/3+1/2+1]

3rd—empowered shocking grasp(, fireballS* (DC 18) (x2).


2nd—glitterdust (DC 15), false life(, resist energy(, scorching rayS* (+4 ranged touch);


1st—shield(, burning hands (DC 16), mage armor(, magic missile (x2)S*;


0—detect magic, ray of frostS* (+4 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

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

SQ summon familiar (weasel)
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Empower Spell3, Energy Substitution (Acid)Wizard.

Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Greater Spell Focus (Evocation)3, Empower SpellWizard.

Skills total ranks: class 42 Concentration +13[+8 ranks, +1 ability, +4 feat], Knowledge (Arcana) +11[+8 ranks, +3 ability], Knowledge (Religion) +11[+8 ranks, +3 ability], Listen +3[+0 ranks, +1 ability, +2 feat], Spellcraft +13[+8 ranks, +3 ability, +2 synergy], Spot +4[+1 rank, +1 ability, +2 feat], Tumble +6[+4 ranks, +2 ability].

Possessions Masterwork light crossbow, dagger, potion of cure light wounds, vest of resistance +1, wand of scorching ray (10 charges), bracers of the entangling blast.

Weasel Familiar


N Tiny magical beast

Init +2; Senses Listen +1, Spot +3

AC 25, touch 14, flat-footed 23


(+2 size, +2 Dex, +3 natural, +4 mage armor, +4 shield)

hp 21 [+11 false life] (5 HD)

Fort +2, Ref +4, Will +5

Race F+2, R+2, W+4; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +5[+2 size, +1 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +2; Grp -10

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +8[+8 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +7[+8 ranks, -1 ability], Knowledge (Religion) +7[+8 ranks, -1 ability], Listen +1[+0 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +9[+8 ranks, -1 ability, +2 synergy], Spot +3[+2 ranks, +1 ability], Tumble +6[+4 ranks, +2 ability].

5b: a house divided (part 2)

Death Cultist
CR 5

Male human necromancer 5

CE Medium humanoid

Init +1; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 15, touch 11, flat-footed 14


(+1 Dex, +4 shield)

hp 41 [+11 False Life] (5 HD)

Fort +5, Ref +2, Will +5

Class F+1, R+1, W+4; Abilities Con +2, Dex +1, Wis +1; Familiar F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +4[+2 BAB, +1 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +3[+2 BAB, +1 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2

Wizard Spells Prepared (CL 5th; DC 14 plus spell level; +1 Necromancy): [Spells Prepared: 4+1/4+1/3+1/2+1]


3rd—fireball, fell drain ray of enfeeblement (+3 ranged touch), vampiric touchS*(

2nd—enervated lesser orb of acid (+3 ranged touch), mirror image(, glitterdust (DC 16), false lifeS*(.

1st—color spray (DC 15), cause fear* (DC 16), lesser orb of acid (+3 ranged touch), magic missile, shield(;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 15);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

(Already cast

Abilities Str 10, Dex 13, Con 14, Int 16 (18), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard.

Skills total ranks: class 42 Concentration +10[+8 ranks, +2 ability], Knowledge (Arcana) +12[+8 ranks, +4 ability], Knowledge (Religion) +12[+8 ranks, +4 ability], Knowledge (The Planes) +8[+4 ranks, +4 ability], Spellcraft +14[+8 ranks, +4 ability, +2 synergy], Tumble +5[+4 ranks, +1 ability].
Possessions Masterwork light crossbow, dagger, potion of cure moderate wounds, arcane scrolls (ray of enfeeblement, cause fear, magic missile x2), vest of resistance, +1 silkslick belt, scroll of benign transposition, headband of intellect +2.

Rat Familiar


N Tiny magical beast

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

AC 21, touch 14, flat-footed 19


(+2 size, +2 Dex, +3 natural, +4 shield)

hp 26 (+11 False Life) (5 HD)

Fort +2, Ref +4, Will +5

Race F+2, R+2, W+4; Abilities Con +0, Dex +2, Wis +1

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +6[+2 size, +2 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +2; Grp -10

Abilities Str 2, Dex 15, Con 10, Int 8, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +7[+8 ranks, -1 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +7[+8 ranks, -1 ability], Knowledge (Religion) +7[+8 ranks, -1 ability], Knowledge (The Planes) +3[+4 ranks, -1 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +9[+8 ranks, -1 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +6[+4 ranks, +2 ability].

Spells Active: vampiric touch (+6 melee touch) (holding the charge), shield, mirror image, false life.

Corpse Rat Swarm
CR 3

N Tiny undead (Swarm)

Init +1; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 13, touch 13, flat-footed 12


(+2 size, +1 Dex)

hp 52 (8 HD)

Fort +2, Ref +3, Will +6

Race F+2, R+2, W+6; Abilities Con +0, Dex +1, Wis +0

Speed 15 ft. (3 squares), climb 15 ft.

Melee Swarm (1d6 plus disease)

Space 10 ft.; Reach 0 ft.

Base Atk +4; Grp --

Abilities Str 4, Dex 13, Con --, Int --, Wis 10, Cha 1

SA Disease (DC 16), distraction (DC 15).

SQ Damage reduction 5/bludgeoning, darkvision 60 ft., half damage from slashing and piercing weapons, immunity to cold, swarm traits, undead traits.

Disease (Ex): Filth fever – swarm attack, Fortitude DC 16, incubation 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based and includes a +2 racial bonus.

Distraction (Ex): Any living creature which begins its turn with a corpse rat swarm in its space must succeed on a DC 15 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.
5c: A House Divided (Part 3)

Priest of Nerull
CR 7

Male human cleric of Nerull 6/master of shrouds 1

CE Medium humanoid

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

Languages Infernal, Common

AC 22, touch 11, flat-footed 22


(-1 Dex, +9 armor, +2 shield, +2 deflection)

hp 63 (7 HD)

Resist electricity 10, fire (protected 72 pts)

Miss Chance 20% against ranged attacks

Fort +9, Ref +2, Will +12

Class F+5, R+2, W+7; Abilities Con +3, Dex -1, Wis +4; Magic F+1, R+1, W+1

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

Melee Mwk morningstar +5[+4 BAB, +0 Str, +1 weapon] (1d8) or

Ranged Heavy crossbow +3[+4 BAB, -1 Dex] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Special Actions rebuke undead

Combat Gear Mwk morningstar

Cleric Spells Prepared (CL 6th; DC 14 plus spell level; +1 Conjuration): [5/4+1/4+1/3+1]

3rd—remove blindness/deafness, rapid summon undead II, protection from energy(, animate deadD.


2nd—resist energy(, bear’s endurance(, owl’s wisdom(, silence, spiritual weapon (scythe; +2 attack; 1d8+1)D;


1st—entropic shield(, cure light wounds, shield of faith(, lesser vigor, cause fearD (DC 15);


0—cure minor wounds (x2), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [6d6] 1/day), Mysticism (+4 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8, Con 13 (17), Int 12, Wis 14 (18), Cha 16 (18).

SQ rebuke undead, extra rebuking.
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3, Rapid Spell6.

Skills total ranks: class 40 Concentration +16[+10 ranks, +2 ability, +4 feat], Knowledge (Arcana) +10[+9 ranks, +1 ability], Knowledge (Religion) +11[+10 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +13[+10 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 full plate, heavy steel shield, cloak of charisma +2, vest of resistance +1, potion of cure moderate wounds (x2), heavy crossbow with 10 crossbow bolts, brooch of shielding.

APL 8:

4b: The devils you know (part 2)

Iuzian Warmage
CR 8

Male human warmage 8

CE Medium humanoid (oeridian)

Init +4; Senses Listen +3, Spot +4

Languages Common, Abyssal, Draconic

AC 20, touch 13, flat-footed 17


(+3 Dex, +6 armor, +1 shield)

hp 44 (8 HD)

Fort +5, Ref +8, Will +6

Class F+2, R+2, W+5; Abilities Con +1, Dex +4, Wis -1; Magic F+2, R+2, W+2

Speed 30 ft. (6 squares)

Melee Mwk morningstar +5[+4 BAB, +0 Str, +1 weapon] (1d8) or

Melee spiked gauntlets +4[+4 BAB, +0 Str] (1d4)

Ranged heavy crossbow +8[+4 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +8[+4 BAB, +4 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Mwk morningstar

Warmage Spells Known (CL 8th; DC 14 plus spell level; +1 Evocation):


4th (4/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (4/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (7/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 14 (18), Con 12, Int 14, Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (evocation)6, Sudden EmpowerBonus Warmage.

Skills total ranks: class 55 Concentration +16[+11 ranks, +1 ability, +4 feat], Knowledge (Arcana) +13[+11 ranks, +2 ability], Listen +3[+4 rank, -1 ability], Spellcraft +16[+11 ranks, +3 ability, +2 synergy], Spot +4[+5 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor].

Possessions combat gear plus +1 breastplate, masterwork buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +2, arcanist’s gloves, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Armanite
CR 7

CE Large outsider (tanar’ri, extraplanar, evil, chaotic)

Init +0; Senses darkvision 60 ft.; Listen +13, Spot +13

Languages Abyssal, telepathy 100 ft.

AC 23, touch 9, flat-footed 23


(-1 size, +0 Dex, +8 armor, +6 natural)

hp 85 (9 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18

Fort +11, Ref +6, Will +7

Race F+6, R+6, W+6; Abilities Con +5, Dex +0, Wis +1

Speed 40 ft. in plate armor (8 squares), base movement 60 ft.; Run, air walk

Melee Mwk lance +14/+9[-1 size, +9/+4 BAB, +5 Str, +1 weapon] (2d6+7/x3) and hooves +8 (1d6+2) or

Melee Mwk heavy flail +14/+9[-1 size, +9/+5 BAB, +5 Str, +1 weapon] (2d8+7/19-20/x2) and hooves +8 (1d6+2)

Ranged Composite longbow +9/+4[-1 size, +9/+4 BAB, +0 Dex, +1 Enhancement] (1d8+6/x3 plus 1d6 electricity [plus 2d10 electricity on a critical hit])

Space 10 ft.; Reach 5 ft. (10 ft. with lance)

Base Atk +9; Grp +18

Atk Options Improved Bull Rush, Power Attack, cavalry charge, sparkbolt

Special Actions summon tanar’ri
Abilities Str 20, Dex 11, Con 20, Int 8, Wis 12, Cha 13

SQ Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, telepathy 100 ft.
Feats Improved Bull Rush1, Power Attack3, Run6, Track9.

Skills total ranks: class 84 Intimidate +13[+12 ranks, +1 ability], Jump +17[+12 ranks, +5 ability, +2 synergy, +4 speed, -6 armor], Listen +13[+12 ranks, +1 ability], Search +11[+12 ranks, -1 ability], Spot +13[+12 ranks, +1 ability], Survival +13[+12 ranks, +1 ability], Tumble +8[+12 ranks, +0 ability, +2 synergy, -6 armor].

Possessions full plate, masterwork lance, masterwork heavy flail, composite longbow (Str +5) with 20 arrows.

Physical Description: This creature has the lower body of a muscular horse and the torso, arms, and head of a sickly human. Its flesh is pale and festers with sores. Heavy horns protrude from its brow, and it wears an intricate suit of full plate armor. Patches of bristly hair protrude from chinks in its armor.

Air Walk (Su): An armanite can use air walk , as the spell of the same name, for up to 1 hour per day. This time need not be consecutive.

Cavalry Charge (Ex): An armanite is considered to be mounted for determining the effects of charge attacks with lances. An armanite gains a +4 bonus on attack rolls when charging with a lance and does not take a penalty to its armor class as a result of its charge.

Sparkbolt (Su): An armanite can charge arrows it shoots from any bow with electrical energy at will. Arrows fired by armanite gain a +1 enhancement bonus and the shocking burst weapon quality.

Summon Tanar’ri (Sp): Once per day, an armanite can attempt to summon1d10 dretches or another armanite with a 30% chance of success. This ability is the equivalent of a 3rd level spell (CL 9th).

Arrow Demon
CR 7

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +4; Senses darkvision 60 ft.; Listen +16, Spot +16

Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 19, touch 14, flat-footed 15


(+4 Dex, +5 natural)

hp 135 (10 HD); DR 5/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18

Fort +16, Ref +11, Will +10

Race F+7, R+7, W+7; Abilities Con +9, Dex +4, Wis +3

Speed 40 ft. (8 squares);

Ranged 2 Large +1 composite longbows (+5 Str) +14/+14/+9/+9[+10 BAB, +4 Dex, +1 weapon, +1 feat] (2d6+6/x3) or

Melee 4 claws +15[+10 BAB, +5 Str] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15

Atk Options Close combat shot, oversized weapons, spell-like abilities, symmetrical archery

Special Actions summon tanar’ri
Spell-Like Abilities (CL 10th):


At will—dimension door (self plus 50 pounds of objects only)

Abilities Str 21, Dex 19, Con 29, Int 14, Wis 16, Cha 12

SQ Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 18, telepathy 100 ft.
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class 130 Balance +17[+13 ranks, +4 ability], Bluff +14[+13 ranks, +1 ability], Climb +18[+13 ranks, +5 ability], Concentration +22[+13 ranks, +9 ability], Hide +17[+13 ranks, +4 ability], Jump +22[+13 ranks, +5 ability, +4 speed], Listen +16[+13 ranks, +3 ability],  Move Silently +17[+13 ranks, +4 ability], Sense Motive +16[+13 ranks, +3 ability], Spot +16[+13 ranks, +3 ability].

Physical Description: Lean and wiry, this four-armed creature holds two powerful longbows in its left arms and draws the strings back in parallel with its right arms. The massive arrows notched in the bows draw the eye, and the emaciated limbs with which it holds obviously conceal an abyssal strength. The creature’s gray skin is oily and moist, and it is entirely hairless. The creature’s long legs end in four-jointed toes, and it grips the ground as it walks.

Close Combat Shot (Ex): An arrow demon does not incur attacks of opportunity for firing a bow while threatened. In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex): Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Spell-Like Abilities: At will – dimension door (self plus 50 pounds of objects only). Caster level 10th.

Summon Tanar’ri (Sp): Once per day, an arrow demon can automatically summon 1d6 dretches, or attempt to summon another arrow demon with a 35% chance of success. This ability is the equivalent of a 4th level spell.

Symmetrical Archery (Ex): The arrow demon has an amazing ability to wield two bows at once in unison. Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all of its attack rolls that round. For example, when making an attack action, an arrow demon can fire one arrow from each bow at its normal attack bonus minus 2, and when making a full attack action, it can fire one arrow from each bow for each of its normal iterative attacks (two arrows from each bow, each shaft at a -2 penalty). The statistics block above already includes these bonuses. The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.

Telepathy (Su): Arrow demons can communicate telepathically with any creature within 100 feet that has a language.

4c: the devils you know (part 3)

Priest of Iuz
CR 10

Male human cleric of Iuz 10

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +4, Spot +4

Languages Abyssal, Common

AC 24, touch 14, flat-footed 23


(+1 Dex, +10 armor, +3 deflection)

Immune critical attacks and sneak attacks, spells (scorching ray, ray of enfeeblement)

Resist electricity 20, protected from fire (120 points)

hp 120 [+20 divine vigor] (10 HD)

Miss Chance 20% against ranged attacks

Fort +11, Ref +5, Will +12 (+1 vs Good-Aligned)

Class F+7, R+3, W+7; Abilities Con +3, Dex +1, Wis +4; Magic F+1, R+1, W+1

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +10/+5[+7/+2 BAB, +1 Str, +1 magic, +1 morale] (2d6+2)

Ranged Mwk heavy crossbow +9[+7 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +7/+2; Grp +10

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 10th; DC 14 plus spell level):


5th—flame strike (DC 19), righteous wrath of the faithful, dispel goodD (DC 19).


4th—divine power, freedom of movement(, recitation, spell immunity(, confusionD (DC 18).


3rd—dispel magic, protection from energy(, ring of blades(, searing light (+9 ranged touch), nondetectionD(.


2nd—close wounds, resist energy(, living undeath(, sound burst (DC 16), spiritual weapon (greatsword; +14/+9 melee; 1d8+3 damage), invisibilityD;


1st—entropic shield(, bless(, cure light wounds, shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13, Dex 12, Con 14 (16), Int 10, Wis 17 (19), Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6, Improved Toughness9.

Skills total ranks: class 39 Concentration +20[+13 ranks, +3 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +4[+4 ranks, +0 ability], Knowledge (The Planes) +4[+4 ranks, +0 ability], Spellcraft +15[+13 ranks, +0 ability, +2 synergy]

Possessions combat gear plus +2 full plate, potion of cure moderate wounds (x2), cloak of resistance +1, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2, armband of might, periapt of wisdom +2.

Powered Up (w/Divine Power): Str 19; +10 BAB; Melee +1 greatsword +16/+11[+10/+5 BAB, +4 Str, +1 magic, +1 morale] (2d6+7); Ranged Mwk heavy crossbow +12[+10 BAB, +1 Dex, +1 weapon] (1d10); hp 130 [+20 divine vigor, +10 divine power].

Iuzian Arcanist
CR 7

Male human evoker 5/divine oracle 2

CE Medium humanoid

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

Languages Abyssal, Common, Draconic

AC 24, touch 14, flat-footed 20


(+4 Dex, +6 greater mage armor, +4 shield)

Resist fire 20

hp 44 [+13 false life] (7 HD)

Fort +3, Ref +8, Will +9

Class F+1, R+1, W+7; Abilities Con +1, Dex +4, Wis +1; Magic F+1, R+1, W+1; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +6[+3 BAB, +2 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +5[+3 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Wizard Spells Prepared (CL 7th; DC 14 plus spell level; +2 Evocation): [4+1/5+1/4+1/3+1/2+1]

4th—empowered scorching ray (+7 ranged touch), evard’s black tentacles, ice stormS*.


3rd—greater mage armor(, fireballS* (x2) (DC 19), vampiric touch(;


2nd—glitterdust (DC 16), false life(, resist energy(, see invisibility(, scorching ray (+7 ranged touch)S*.


1st—shield(, lesser orb of fire (+7 ranged touch) (x2), magic missile (x3)S*;


0—detect magic, ray of frostS* (x4) (+7 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

Abilities Str 10, Dex 14 (18), Con 13, Int 16 (18), Wis 12, Cha 8 
SQ summon familiar (weasel), oracle domain, scry bonus, prescient sense, trap sense +1.
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Skill Focus (Knowledge [Religion])3, Empower SpellWizard, Greater Spell Focus (Evocation)6.

Skills total ranks: class 54 Concentration +15[+10 ranks, +1 ability, +4 feat], Knowledge (Arcana) +14[+10 ranks, +4 ability], Knowledge (Religion) +12[+10 ranks, +4 ability, +3 feat], Listen +8[+1 rank, +1 ability, +2 feat], Spellcraft +16[+10 ranks, +4 ability, +2 synergy], Spot +8[+1 rank, +1 ability, +2 feat], Tumble +9[+5 ranks, +4 ability].
Possessions Masterwork light crossbow, dagger, potion of cure moderate wounds, potion of cat’s grace, vest of resistance +1, headband of intellect +2, dimension stride boots.

Weasel Familiar

N Tiny magical beast

Init +2; Senses Listen +1, Spot +3

AC 27, touch 14, flat-footed 25


(+2 size, +2 Dex, +3 natural, +6 greater mage armor, +4 shield)

hp 28 [+13 false life] (7 HD)

Fort +2, Ref +4, Will +8

Race F+2, R+2, W+7; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +7[+2 size, +3 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +3; Grp -9

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +10[+10 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +9[+10 ranks, -1 ability], Knowledge (Religion) +9[+10 ranks, -1 ability], Listen +1[+0 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +9[+8 ranks, -1 ability, +2 synergy], Spot +3[+2 ranks, +1 ability], Tumble +7[+5 ranks, +2 ability].
5b: a house divided (part 2)

Death Cultist
CR 7

Male human necromancer 7

CE Medium humanoid

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

Languages Abyssal, Common, Draconic

AC 21, touch 13, flat-footed 18


(+3 Dex, +4 mage armor, +4 shield)

hp 55 [+13 False Life] (7 HD)

Resist fire (protected 84 pts)

Fort +6, Ref +5, Will +6

Class F+2, R+2, W+5; Abilities Con +2, Dex +3, Wis +1; Familiar F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +7[+3 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +6[+3 BAB, +3 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +3

Wizard Spells Prepared (CL 7th; DC 14 plus spell level; +2 Necromancy): [Spells Prepared: 4+1/5+1/4+1/3+1/2+1]


4th—greater invisibility, enervation (+6 ranged touch), enervated fireball (DC 17).


3rd—enervated scorching ray (+6 ranged touch), fell drain ray of enfeeblement (+6 ranged touch), protection from energy(, vampiric touchS*(;

2nd—curse of impending blades*, enervated lesser orb of acid (+6 ranged touch), mirror image(, glitterdust (DC 16), false lifeS*(;

1st—color spray (DC 15), cause fear* (DC 17), lesser orb of acid (+6 ranged touch), magic missile, mage armor(, shield(;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 16);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

(Already cast

Abilities Str 10, Dex 13 (17), Con 14, Int 16 (18), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard, Greater Spell Focus (necromancy)6.

Skills total ranks: class 42 Concentration +12[+10 ranks, +2 ability], Knowledge (Arcana) +14[+10 ranks, +4 ability], Knowledge (Religion) +14[+10 ranks, +4 ability], Knowledge (The Planes) +10[+6 ranks, +4 ability], Spellcraft +16[+10 ranks, +4 ability, +2 synergy], Tumble +8[+5 ranks, +3 ability].
Possessions Masterwork light crossbow, dagger, potion of cure moderate wounds, arcane scrolls (ray of enfeeblement, cause fear, magic missile x2), vest of resistance, +1 silkslick belt, scroll of benign transposition, headband of intellect +2, potion of cat’s grace.

Rat Familiar


N Tiny magical beast

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

AC 26, touch 14, flat-footed 24


(+2 size, +2 Dex, +4 natural, +4 mage armor, +4 shield)

hp 34 (+13 False Life) (7 HD)

Resist fire (protected 84 pts)

Fort +2, Ref +4, Will +6

Race F+2, R+2, W+5; Abilities Con +0, Dex +2, Wis +1

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +7[+2 size, +3 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +3; Grp -9

Abilities Str 2, Dex 15, Con 10, Int 9, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +10[+10 ranks, +0 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +9[+10 ranks, -1 ability], Knowledge (Religion) +9[+10 ranks, -1 ability], Knowledge (The Planes) +5[+6 ranks, -1 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +11[+10 ranks, -1 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +7[+5 ranks, +2 ability].

Spells Active: vampiric touch (+6 melee touch) (holding the charge), protection from energy, shield, mirror image, false life.

Slaughter Wight
CR 8

CE Medium undead

Init +9; Senses darkvision 60 ft.; Listen +15, Spot +19

AC 19, touch 15, flat-footed 14


(+5 Dex, +4 natural)

hp 135 (18 HD)

Fort +6, Ref +11, Will +11

Race F+6, R+6, W+11; Abilities Con +0, Dex +5, Wis +0

Speed 30 ft. (6 squares)

Melee Slam +11[+9 BAB, +7 Str, -5 Power Attack] (1d8+15/17-20 plus energy drain)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +16

Abilities Str 24, Dex 21, Con --, Int 11, Wis 10, Cha 16

SA Create spawn, energy drain.

SQ Augmented critical, darkvision 60 ft., inescapable craving, undead traits, vicious slammer.

Augmented Critical (Ex): A slaughter wight is so practiced at dealing death that it has learned the trick of better aiming its blows to deal maximum damage. Coupled with its Improved Critical feat, a slaughter wight’s threat range for its slam attack is 17-20.

Create Spawn (Su): Any humanoid slain by a slaughter wight becomes a normal wight in 1d4 rounds. Spawn created by a slaughter wight are under its command and remain enslaved until their master’s destruction. They have the statistics of normal wights and do not retain any of the abilities they had in life.

Energy Drain (Su): A living creature hit by a slaughter wight’s slam attack gains one negative level. Removing the negative level requires a DC 21 Fortitude save. The save DC is Charisma-based. When a slaughter wight bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit). These temporary hit points last for up to one hour.

Inescapable Craving: A slaughter wight has an inescapable craving for life force, which it satisfies by using its energy drain attack.

Corpse Rat Swarm
CR 3

N Tiny undead (Swarm)

Init +1; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 13, touch 13, flat-footed 12


(+2 size, +1 Dex)

hp 52 (8 HD)

Fort +2, Ref +3, Will +6

Race F+2, R+2, W+6; Abilities Con +0, Dex +1, Wis +0

Speed 15 ft. (3 squares), climb 15 ft.

Melee Swarm (1d6 plus disease)

Space 10 ft.; Reach 0 ft.

Base Atk +4; Grp --

Abilities Str 4, Dex 13, Con --, Int --, Wis 10, Cha 1

SA Disease (DC 16), distraction (DC 15).

SQ Damage reduction 5/bludgeoning, darkvision 60 ft., half damage from slashing and piercing weapons, immunity to cold, swarm traits, undead traits.

Disease (Ex): Filth fever – swarm attack, Fortitude DC 16, incubation 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based and includes a +2 racial bonus.

Distraction (Ex): Any living creature which begins its turn with a corpse rat swarm in its space must succeed on a DC 15 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.
5c: A House Divided (Part 3)

Priest of Nerull
CR 9

Male human cleric of Nerull 6/master of shrouds 3

CE Medium humanoid

Init +0; Senses Listen +4, Spot +4

Languages Infernal, Common

AC 22, touch 13, flat-footed 22


(+0 Dex, +9 armor, +3 deflection)

hp 81 (9 HD)

Resist electricity 20, fire (protected 108 pts)

Miss Chance 20% against ranged attacks

Fort +11, Ref +5, Will +14

Class F+6, R+3, W+8; Abilities Con +3, Dex +0, Wis +4; Magic F+2, R+2, W+2

Speed 30 ft. in full plate (6 squares), base movement 40 ft.

Melee +1 scythe +8/+3[+6/+1 BAB, +0 Str, +1 weapon, +1 morale] (2d4+1/x4) or

Ranged Mwk heavy crossbow +8[+6 BAB, +0 Dex, +1 weapon, +1 morale] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Special Actions rebuke undead

Combat Gear +1 scythe

Cleric Spells Prepared (CL 8th; DC 14 plus spell level; +1 Conjuration): [6/5+1/4+1/4+1/3+1]

4th—divine power, freedom of movement(, rapid summon undead III, death ward(.


3rd—dispel magic, ring of blades(, wind wall(, protection from energy(, animate deadD;


2nd—resist energy(, bear’s endurance(, owl’s wisdom(, silence, spiritual weapon (scythe; +2 attack; 1d8+1)D;


1st—bless(, entropic shield(, cure light wounds, shield of faith(, lesser vigor, divine favorD;


0—cure minor wounds (x3), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [6d6] 1/day), Mysticism (+4 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8 (10), Con 13 (17), Int 12, Wis 14 (18), Cha 16 (18).

SQ rebuke undead, extra rebuking, summon undead (shadow; 7/day; Dur 12 rounds).
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3, Rapid Spell6, Exotic Weapon Proficiency (Scythe)9.

Skills total ranks: class 48 Concentration +18[+12 ranks, +2 ability, +4 feat], Knowledge (Arcana) +12[+11 ranks, +1 ability], Knowledge (Religion) +13[+12 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +15[+12 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 spiked full plate, spiked gauntlets, cloak of charisma +2, vest of resistance +2, potion of cure moderate wounds (x2), masterwork heavy crossbow with 10 crossbow bolts, gloves of dexterity +2, brooch of shielding, boots of striding and springing, 

Power-up Suite (w/divine power and divine favor): HP: 90 (+9 temp hps); BAB: +9; Str 16; Melee: +1 scythe +17/+12[+9/+4 BAB, +3 Str, +1 weapon, +1 morale, +3 divine favor] (2d4+8/x4)[+3 divine favor].

APL 10

4b: the devils you know (part 2)

Iuzian Warmage
CR 8

Male human warmage 8

CE Medium humanoid (oeridian)

Init +4; Senses Listen +3, Spot +4

Languages Common, Abyssal, Draconic

AC 20, touch 13, flat-footed 17


(+3 Dex, +6 armor, +1 shield)

hp 44 (8 HD)

Fort +5, Ref +8, Will +6

Class F+2, R+2, W+5; Abilities Con +1, Dex +4, Wis -1; Magic F+2, R+2, W+2

Speed 30 ft. (6 squares)

Melee Mwk morningstar +5[+4 BAB, +0 Str, +1 weapon] (1d8) or

Melee spiked gauntlets +4[+4 BAB, +0 Str] (1d4)

Ranged heavy crossbow +8[+4 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +8[+4 BAB, +4 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Mwk morningstar

Warmage Spells Known (CL 8th; DC 14 plus spell level; +1 Evocation):


4th (4/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (4/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (7/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 14 (18), Con 12, Int 14, Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (evocation)6, Sudden EmpowerBonus Warmage.

Skills total ranks: class 55 Concentration +16[+11 ranks, +1 ability, +4 feat], Knowledge (Arcana) +13[+11 ranks, +2 ability], Listen +3[+4 rank, -1 ability], Spellcraft +16[+11 ranks, +3 ability, +2 synergy], Spot +4[+5 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor].

Possessions combat gear plus +1 breastplate, masterwork buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +2, arcanist’s gloves, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Chasme
CR 10

CE Large outsider (tanar’ri, extraplanar, evil, chaotic)

Init +3; Senses darkvision 60 ft.; Listen +14, Spot +14

Aura fear (5 ft. radius, Will DC 16)

Languages Abyssal, Celestial, Common, telepathy 100 ft.

AC 26, touch 12, flat-footed 23


(-1 size, +3 Dex, +14 natural)

hp 76 (9 HD); DR 10/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 21

Fort +10, Ref +9, Will +8

Race F+6, R+6, W+6; Abilities Con +4, Dex +3, Wis +2

Speed 30 ft. (6 squares), climb 30 ft., fly 50 ft. (perfect); flyby attack

Melee 2 claws +17[-1 size, +9 BAB, +4 Str] (1d6+4 plus wounding) and bite +15 (1d8+2 plus wounding) and gore +15 (1d8+2 plus wounding)

Space 10 ft.; Reach 5 ft.

Base Atk +9; Grp +17

Atk Options Flyby Attack, Power Attack

Special Actions drone, summon tanar’ri

Spell-Like Abilities (CL 9th):


At will—contagion (DC varies), darkness, desecrate, detect good, dispel magic, fly, greater teleport (self plus 50 pounds of objects only), insect plague, ray of enfeeblement (+11 ranged touch), protection from good, see invisibility, telekinesis;


3/day—quickened ray of enfeeblement (+11 ranged touch);


1/day—unholy aura (DC 20)

Abilities Str 19, Dex 16, Con 18, Int 14, Wis 14, Cha 14 
SQ Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 21, telepathy 100 ft.
Feats Flyby Attack1, Multiattack3, Power Attack6, Quicken Spell-Like Ability (Ray of Enfeeblement)9
Skills total ranks: class 116 Bluff +14[+12 ranks, +2 ability], Climb +24[+12 ranks, +4 ability, +8 racial], Concentration +16[+12 ranks, +4 ability], Diplomacy +6[+0 ranks, +2 ability, +4 synergy], Hide +11[+8 ranks, +3 ability], Intimidate +16[, +12 ranks, +2 ability, +2 synergy], Listen +14[+12 ranks, +2 ability], Move Silently +15[+12 ranks, +3 ability], Search +14[+12 ranks, +2 ability], Sense Motive +14[+12 ranks, +2 ability], Spot +14[+12 ranks, +2 ability.

Physical Description: This large, flylike demon has buzzing wings and six limbs, two of which end in long, thin-fingered hands. Its head is vaguely humanoid, with a large hooked horn where its nose should be. Tufts of wiry hair sprout between the black plates covering its insect flesh.

Drone (Su): As a full round action, a chasme can beat its wings to create a droning buzz in a 60-foot radius spread. Each creature in this area must succeed on a DC 16 Will save or fall asleep for 2d10 rounds. Creatures immune to sleep effects are immune to this effect. The save DC is Charisma-based.

Fear Aura (Su): As a swift action, a chasme can create an aura of fear in a 5-foot radius around it. This effect is otherwise identical to a fear spell (CL 12th; Will DC 16 negates). If that save is successful, that creature cannot be affected again by that chasme’s fear aura for 24 hours. The save DC is Charisma-based.

Summon Tanar’ri (Sp): Once per day, a chasme can attempt to summon 1d4 rutterkins or another chasme with a 40% chance of success. This is the equivalent of a 4th level spell (CL 9th).

Wounding (Ex): A wound resulting from a chasme’s attack bleeds for an additional 1 point of damage per round thereafter. Multiple wounds from such attacks result in cumulative bleeding loss. The bleeding can be stopped by a DC 10 Heal check or the application of any form of magical healing. 

Arrow Demon
CR 7

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +4; Senses darkvision 60 ft.; Listen +16, Spot +16

Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 19, touch 14, flat-footed 15


(+4 Dex, +5 natural)

hp 135 (10 HD); DR 5/cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 18

Fort +16, Ref +11, Will +10

Race F+7, R+7, W+7; Abilities Con +9, Dex +4, Wis +3

Speed 40 ft. (8 squares);

Ranged 2 Large +1 composite longbows (+5 Str) +14/+14/+9/+9[+10 BAB, +4 Dex, +1 weapon, +1 feat] (2d6+6/x3) or

Melee 4 claws +15[+10 BAB, +5 Str] (1d6+5)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +15

Atk Options Close combat shot, oversized weapons, spell-like abilities, symmetrical archery

Special Actions summon tanar’ri
Spell-Like Abilities (CL 10th):


At will—dimension door (self plus 50 pounds of objects only)

Abilities Str 21, Dex 19, Con 29, Int 14, Wis 16, Cha 12

SQ Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 18, telepathy 100 ft.
Feats Feat#, Feat#, Feat#, Feat#, Feat# 

Skills total ranks: class 130 Balance +17[+13 ranks, +4 ability], Bluff +14[+13 ranks, +1 ability], Climb +18[+13 ranks, +5 ability], Concentration +22[+13 ranks, +9 ability], Hide +17[+13 ranks, +4 ability], Jump +22[+13 ranks, +5 ability, +4 speed], Listen +16[+13 ranks, +3 ability],  Move Silently +17[+13 ranks, +4 ability], Sense Motive +16[+13 ranks, +3 ability], Spot +16[+13 ranks, +3 ability].

Physical Description: Lean and wiry, this four-armed creature holds two powerful longbows in its left arms and draws the strings back in parallel with its right arms. The massive arrows notched in the bows draw the eye, and the emaciated limbs with which it holds obviously conceal an abyssal strength. The creature’s gray skin is oily and moist, and it is entirely hairless. The creature’s long legs end in four-jointed toes, and it grips the ground as it walks.

Close Combat Shot (Ex): An arrow demon does not incur attacks of opportunity for firing a bow while threatened. In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex): Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Spell-Like Abilities: At will – dimension door (self plus 50 pounds of objects only). Caster level 10th.

Summon Tanar’ri (Sp): Once per day, an arrow demon can automatically summon 1d6 dretches, or attempt to summon another arrow demon with a 35% chance of success. This ability is the equivalent of a 4th level spell.

Symmetrical Archery (Ex): The arrow demon has an amazing ability to wield two bows at once in unison. Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all of its attack rolls that round. For example, when making an attack action, an arrow demon can fire one arrow from each bow at its normal attack bonus minus 2, and when making a full attack action, it can fire one arrow from each bow for each of its normal iterative attacks (two arrows from each bow, each shaft at a -2 penalty). The statistics block above already includes these bonuses. The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.

Telepathy (Su): Arrow demons can communicate telepathically with any creature within 100 feet that has a language.

4c: the devils you know (part 3)

Priest of Iuz
CR 11

Male human cleric of Iuz 11

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +4, Spot +4

Languages Abyssal, Common

AC 24, touch 14, flat-footed 23


(+1 Dex, +10 armor, +3 deflection)

Immune critical attacks and sneak attacks, and spells (scorching ray, ray of enfeeblement)

Resist electricity 30, protected from fire (120 points)

hp 132 [+22 divine vigor] (11 HD) DR 10/adamantine (Stoneskin 90 pts)

Miss Chance 20% against ranged attacks

Fort +13, Ref +7, Will +14 (+1 vs Good-Aligned)

Class F+7, R+3, W+7; Abilities Con +3, Dex +1, Wis +4; Magic F+2, R+2, W+2

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +11/+6[+8/+3 BAB, +1 Str, +1 magic, +1 morale] (2d6+2)

Ranged Mwk heavy crossbow +10[+8 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +8/+3; Grp +11

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 10th; DC 14 plus spell level):


6th—blade barrier (DC 20), misleadD

5th—flame strike (DC 19), righteous wrath of the faithful, dispel goodD (DC 19).


4th—divine power, freedom of movement(, recitation, spell immunity(, confusionD (DC 18).


3rd—cure serious wounds, dispel magic, protection from energy(, ring of blades(, searing light (+10 ranged touch), nondetectionD(.


2nd—close wounds, resist energy(, living undeath(, sound burst (DC 16), spiritual weapon (greatsword; +12/+7 melee; 1d8+3 damage), invisibilityD;


1st—entropic shield(, bless(, cure light wounds (x2), shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13, Dex 12, Con 14 (16), Int 10, Wis 17 (19), Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6, Improved Toughness9.

Skills total ranks: class 42 Concentration +21[+14 ranks, +3 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +5[+5 ranks, +0 ability], Knowledge (The Planes) +4[+4 ranks, +0 ability], Spellcraft +16[+14 ranks, +0 ability, +2 synergy]
Possessions combat gear plus +2 full plate, potion of cure moderate wounds (x2), cloak of resistance +3, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2, armbands of might, periapt of wisdom +2

Powered Up (w/Divine Power): Str 19; +10 BAB; Melee +1 greatsword +17/+12/+7[+11/+6/+1 BAB, +4 Str, +1 magic, +1 morale] (2d6+7); Ranged Mwk heavy crossbow +11[+10 BAB, +0 Dex, +1 weapon] (1d10); hp 143 [+22 divine vigor, +11 divine power].

Iuzian Arcanist
CR 9

Male human evoker 5/divine oracle 4

CE Medium humanoid

Init +2; Senses Listen +8, Spot +9

Languages Abyssal, Common, Draconic

AC 22, touch 12, flat-footed 22


(+2 Dex, +6 greater mage armor, +4 shield)

Resist fire 20

hp 66 [+15 false life] (9 HD)

Fort +6, Ref +10, Will +11

Class F+2, R+2, W+8; Abilities Con +2, Int +4, Wis +1; Magic F+2, R+2, W+2; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +7[+4 BAB, +2 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +6[+4 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Wizard Spells Prepared (CL 9th; DC 14 plus spell level; +2 Evocation): [4+1/5+1/5+1/4+1/3+1/1+1]

5th—overland flight(, empowered fireballS* (DC 19).


4th—blast of flame (DC 18), empowered fireburst (DC 18), stoneskin(, ice stormS*;


3rd—greater mage armor(, protection from energy(, fireballS* (x2) (DC 19), vampiric touch(;


2nd—glitterdust (DC 16), false life(, fireburst (DC 18), resist energy(, see invisibility(, scorching ray (+6 ranged touch)S*;


1st—shield(, ray of enfeeblement (+6 ranged touch), magic missile (x3)S*, nerveskitter(.

0—detect magic, ray of frostS* (x4) (+6 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

Abilities Str 10, Dex 14 (18), Con 13, Int 17 (19), Wis 12, Cha 8

SQ summon familiar (weasel), oracle domain, scry bonus, prescient sense, trap sense +1, divination enhancement, uncanny dodge.
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Skill Focus (Knowledge [Religion])3, Empower SpellWizard, Insightful Reflexes6, Greater Spell Focus (Evocation)9.

Skills total ranks: class 66 Concentration +18[+12 ranks, +2 ability, +4 feat], Knowledge (Arcana) +16[+12 ranks, +4 ability], Knowledge (Religion) +19[+12 ranks, +4 ability, +3 feat], Listen +4[+1 ranks, +1 ability, +2 feat], Spellcraft +18[+12 ranks, +4 ability, +2 synergy], Spot +4[+1 ranks, +1 ability, +2 feat], Tumble +8[+7 ranks, +2 ability].
Possessions Masterwork light crossbow, dagger, potion of cat’s grace, potion of cure moderate wounds, vest of resistance +2, dimension stride boots, headband of intellect +2, empowered spellshard (magic missile), amulet of health +2.

Weasel Familiar

N Tiny magical beast

Init +2; Senses Listen +1, Spot +3

AC 27, touch 14, flat-footed 25


(+2 size, +2 Dex, +3 natural, +6 greater mage armor, +4 shield)

hp 40 [+15 false life] (9 HD)

Fort +2, Ref +4, Will +9

Race F+2, R+2, W+8; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +8[+2 size, +4 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +4; Grp -8

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +12[+12 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +11[+12 ranks, -1 ability], Knowledge (Religion) +11[+12 ranks, -1 ability], Listen +2[+1 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +13[+12 ranks, -1 ability, +2 synergy], Spot +2[+1 ranks, +1 ability], Tumble +9[+7 ranks, +2 ability].
5b: a house divided (Part 2)

Death Cultist
CR 9

Male human necromancer 9

CE Medium humanoid

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

Languages Abyssal, Common, Draconic

AC 23, touch 13, flat-footed 20


(+3 Dex, +6 greater mage armor, +4 shield)

hp 78 [+15 False Life] (9 HD); DR 10/adamantine (stoneskin – 90 pts)

Resist fire, electricity (protected 108 pts)

Fort +12, Ref +8, Will +9

Class F+3, R+3, W+6; Abilities Con +3, Dex +3, Wis +1; Familiar F+2, R+0, W+0; Magic F+2, R+2, W+2; Feat F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +8[+4 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +7[+4 BAB, +3 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Wizard Spells Prepared (CL 9th; DC 14 plus spell level; +2 Necromancy): [Spells Prepared: 4+1/5+1/5+1/4+1/3+1/1+1]


5th—greater fireburst (DC 19), wrackS* (DC 21).


4th—greater invisibility, enervationS* (+7 ranged touch), enervated fireball (DC 17), stoneskin(;


3rd—enervated scorching ray (+7 ranged touch), fell drain ray of enfeeblementS* (+7 ranged touch), greater mage armor(, protection from energy(, vampiric touchS*(;

2nd—curse of impending blades*, enervated lesser orb of acid (+7 ranged touch), mirror image(, glitterdust (DC 16), false lifeS*(, resist energy(;

1st—color spray (DC 15), cause fear* (DC 17), lesser orb of acid (+7 ranged touch), magic missile (x2), shield(;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 16);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

(Already cast

Abilities Str 10, Dex 13 (17), Con 14 (16), Int 17 (19), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard, Greater Spell Focus (necromancy)6, Great Fortitude9.

Skills total ranks: class 54 Concentration +15[+12 ranks, +3 ability], Knowledge (Arcana) +16[+12 ranks, +4 ability], Knowledge (Religion) +16[+12 ranks, +4 ability], Knowledge (The Planes) +12[+8 ranks, +4 ability], Spellcraft +18[+12 ranks, +4 ability, +2 synergy], Tumble +9[+6 ranks, +3 ability].
Possessions Masterwork light crossbow, dagger, potion of cure moderate wounds, arcane scrolls (ray of enfeeblement, cause fear, magic missile x2), vest of resistance, +2 silkslick belt, scroll of benign transposition, headband of intellect +2, amulet of health +2, potion of cat’s grace.

Rat Familiar


N Tiny magical beast

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

AC 29, touch 14, flat-footed 27


(+2 size, +2 Dex, +5 natural, +6 greater mage armor, +4 shield)

hp 46 (+15 False Life) (9 HD); DR 10/adamantine (stoneskin – 90 pts)

Resist fire, electricity (protected 108 pts)

Fort +6, Ref +7, Will +8

Race F+3, R+3, W+6; Abilities Con +2, Dex +3, Wis +1; 

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +8[+2 size, +4 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +4; Grp -9

Abilities Str 2, Dex 15, Con 10, Int 10, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +12[+12 ranks, +0 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +12[+12 ranks, +0 ability], Knowledge (Religion) +12[+12 ranks, +0 ability], Knowledge (The Planes) +8[+8 ranks, +0 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +14[+12 ranks, +0 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +8[+6 ranks, +2 ability].

Spells Active: vampiric touch (+8 melee touch) (holding the charge), protection from energy, shield, mirror image, false life, greater mage armor, stoneskin.

5c: A House Divided (Part 3)

Priest of Nerull
CR 11

Male human cleric of Nerull 6/master of shrouds 5

CE Medium humanoid

Init +0; Senses Listen +4, Spot +4

Languages Infernal, Common

AC 22, touch 12, flat-footed 22


(+0 Dex, +9 armor, +3 deflection)

hp 96 (+15 temporary hps) (11 HD); SR 22

Resist electricity 20, fire (protected 120 pts)

Miss Chance 20% against ranged attacks

Fort +12, Ref +6, Will +16

Class F+6, R+3, W+9; Abilities Con +3, Dex +0, Wis +4; Magic F+3, R+3, W+3

Speed 30 ft. in full plate (6 squares), base movement 40 ft.

Melee +2 GMW scythe +10/+5[+7/+2 BAB, +0 Str, +2 magic, +1 morale] (2d4+2/x4) or

Ranged Mwk heavy crossbow +9[+7 BAB, +0 Dex, +1 weapon, +1 morale] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +7/+2; Grp +7

Special Actions rebuke undead

Combat Gear +1 scythe

Cleric Spells Prepared (CL 10th; DC 14 plus spell level; +1 Conjuration): [6/5+1/5+1/4+1/4+1/2+1]

5th—stalwart pact(, slay livingD (DC 19), spell resistance(, 


4th—divine power, freedom of movement(, cure critical wounds, death wardD(, greater magic weapon(.


3rd—dispel magic, ring of blades(, wind wall(, protection from energy(, animate deadD;


2nd—aid(, resist energy(, bear’s endurance(, owl’s wisdom(, silence, spiritual weapon (scythe; +2 attack; 1d8+1)D;


1st—bless(, entropic shield(, cure light wounds, shield of faith(, lesser vigor, divine favorD;


0—cure minor wounds (x3), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [6d6] 1/day), Mysticism (+4 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8 (10), Con 13 (17), Int 12, Wis 14 (18), Cha 16 (18).

SQ rebuke undead, extra rebuking, summon undead (shadow, wraith; 7/day; Dur 12 rounds), improved summoning.
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3, Rapid Spell6, Exotic Weapon Proficiency (Scythe)9.

Skills total ranks: class 56 Concentration +21[+14 ranks, +3 ability, +4 feat], Knowledge (Arcana) +15[+14 ranks, +1 ability], Knowledge (Religion) +14[+13 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +17[+14 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 full plate, heavy steel shield, cloak of charisma +2, vest of resistance +3, potion of cure moderate wounds (x2), masterwork heavy crossbow with 10 crossbow bolts, gloves of dexterity +2, brooch of shielding, boots of striding and springing, 

Power-up Suite (w/divine power and divine favor): HP: 106 (+25 temp hps); BAB: +11/+6/+1; Str 16; Melee: +2 scythe +20/+15/+10[+11/+6/+1 BAB, +3 Str, +2 weapon, +1 morale, +3 divine favor] (2d4+9/x4)[+4 Str, +2 magic, +3 divine favor].

APL 12

4b: the devils you know (part 2)

Iuzian Elite Warmage
CR 10

Male human warmage 10

CE Medium humanoid (oeridian)

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

Languages Common, Abyssal, Draconic

AC 21, touch 13, flat-footed 18


(+3 Dex, +6 armor, +2 shield)

hp 65 (10 HD)

Fort +6, Ref +9, Will +8

Class F+3, R+3, W+7; Abilities Con +1, Dex +4, Wis -1; Magic F+2, R+2, W+2

Speed 30 ft. (6 squares)

Melee Mwk morningstar +6[+5 BAB, +0 Str, +1 weapon] (1d8); or

Melee spiked gauntlets +5[+5 BAB, +0 Str] (1d4); or

Ranged heavy crossbow +9[+5 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +9[+5 BAB, +4 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Masterwork morningstar

Warmage Spells Known (CL 10th; DC 14 plus spell level; +2 Evocation):


5th (3/day)—arc of lightning, cloudkill, cone of cold, mass fire shield, greater fireburst, flame strike.


4th (6/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (5/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (7/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 14 (18), Con 12, Int 14 (16), Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (evocation)6, Sudden EmpowerBonus Warmage, Sudden EnlargeBonus Warmage, Greater Spell Focus (evocation)9.

Skills total ranks: class 65 Concentration +18[+13 ranks, +1 ability, +4 feat], Knowledge (Arcana) +16[+13 ranks, +3 ability], Listen +4[+5 rank, -1 ability], Spellcraft +18[+13 ranks, +3 ability, +2 synergy], Spot +4[+5 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor].

Possessions combat gear plus +1 breastplate, +1 buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +2, arcanist’s gloves, headband of intellect +2, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Kastighur
CR 11

CE Huge outsider (tanar’ri, extraplanar, evil, chaotic)

Init -1; Senses darkvision 60 ft., scent; Listen +19, Spot +19

Aura frightful presence (60 ft.; DC 18)

Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 23, touch 7, flat-footed 23


(-2 size, -1 Dex, +7 armor, +9 natural)

hp 172 (15 HD); DR 10/cold iron or good

Immune acid, electricity, poison
Resist cold 10, fire 10; SR 17

Fort +16, Ref +8, Will +10

Race F+9, R+9, W+9; Abilities Con +7, Dex -1, Wis +1

Speed 30 ft. in breastplate (6 squares), base movement 40 ft.

Melee gore +21[-2 size, +15 BAB, +8 Str] (2d6+8) and 2 slams +19 (1d8+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +31

Atk Options Improved Bull Rush, Improved Overrun, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport), aligned strike (chaotic, evil), fear bolstered, stunning charge 5d6+12

Spell-Like Abilities (CL 18th):


At will—feather fall, teleport (self only)

Abilities Str 27, Dex 8, Con 25, Int 8, Wis 12, Cha 8 
SQ Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 17, telepathy 100 ft.
Feats Ability Focus (frightful presence)1, Improved Bull Rush3, Improved Overrun6, Multiattack9, Power Attack12, Powerful Charge15, Quicken Spell-Like Ability (teleport)B, TrackB.

Skills total ranks: class 128 Concentration +15[+8 ranks, +7 ability], Diplomacy +1[+0 rank, -1 ability, +2 synergy], Intimidate +17[+18 ranks, -1 ability], Knowledge (dungeoneering) +4[+5 ranks, -1 ability], Knowledge (nature) +6[+7 ranks, -1 ability], Knowledge (the planes) +5[+6 ranks, -1 ability] ], Listen +19[+18 ranks, +1 ability], Search +8[+9 ranks, -1 ability], Sense Motive +13[+12 ranks, +1 ability], Spellcraft +8[+9 ranks, -1 ability], Spot +19[+18 ranks, +1 ability], Survival +19 (+21 on other planes, +21 following tracks, +21 in aboveground environments, +21 underground)[+18 ranks, +1 ability].

Physical Description: This hideous demon’s body ripples with muscle. Its massive head is heavy with long horns while its powerful legs end in cloven hooves. Most of its head is hidden by an enormous steel helm that has been bolted to the creature’s neck. A breastplate fastened onto its body provides additional protection for its already tough hide.

Frightful Presence (Su): A kastighur can inspire terror by charging or attacking. Affected creatures must succeed on a DC 18 Will save or become shaken, remaining in that condition as long as they remain within 60 feet of the kastighur. The save DC is Charisma-based and includes the bonus from the Ability Focus feat.

Fear Bolstered (Ex): A kastighur delights in attacking terrified opponents and gains a +2 bonus on attack rolls against shakened, frightened, or panicked creatures.

Stunning Charge (Ex): A kastighur typically begins a battle by charging at an opponent. In addition to the normal benefits and hazards of a charge., this allows the kastighur to make a single gore attack with a +23 attack bonus that deals 5d6+12 points of damage. The struck creature must succeed on a DC 25 Fortitude save or be stunned for 1 round. The save DC is Strength-based. 

4c: the devils you know (part 3)

Priest of Iuz
CR 11

Male human cleric of Iuz 11

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +4, Spot +4

Languages Abyssal, Common

AC 24, touch 14, flat-footed 23


(+1 Dex, +10 armor, +3 deflection)

Immune critical attacks and sneak attacks, and spells (scorching ray, ray of enfeeblement)

Resist electricity 30, protected from fire (120 points)

hp 132 [+22 divine vigor] (11 HD) 

Miss Chance 20% against ranged attacks

Fort +13, Ref +7, Will +14 (+1 vs Good-Aligned)

Class F+7, R+3, W+7; Abilities Con +3, Dex +1, Wis +4; Magic F+2, R+2, W+2

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +11/+6[+8/+3 BAB, +1 Str, +1 magic, +1 morale] (2d6+2)

Ranged Mwk heavy crossbow +10[+8 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +8/+3; Grp +11

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 10th; DC 14 plus spell level):


6th—blade barrier (DC 20), misleadD

5th—flame strike (DC 19), righteous wrath of the faithful, dispel goodD (DC 19).


4th—divine power, freedom of movement(, recitation, spell immunity(, confusionD (DC 18).


3rd—cure serious wounds, dispel magic, protection from energy(, ring of blades(, searing light (+10 ranged touch), nondetectionD(.


2nd—close wounds, resist energy(, living undeath(, sound burst (DC 16), spiritual weapon (greatsword; +12/+7 melee; 1d8+3 damage), invisibilityD;


1st—entropic shield(, bless(, cure light wounds (x2), shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13, Dex 12, Con 14 (16), Int 10, Wis 17 (19), Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6, Improved Toughness9.

Skills total ranks: class 42 Concentration +21[+14 ranks, +3 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +5[+5 ranks, +0 ability], Knowledge (The Planes) +4[+4 ranks, +0 ability], Spellcraft +16[+14 ranks, +0 ability, +2 synergy]
Possessions combat gear plus +2 full plate, potion of cure moderate wounds (x2), cloak of resistance +3, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2, armbands of might, periapt of wisdom +2

Powered Up (w/Divine Power): Str 19; +10 BAB; Melee +1 greatsword +17/+12/+7[+11/+6/+1 BAB, +4 Str, +1 magic, +1 morale] (2d6+7); Ranged Mwk heavy crossbow +11[+10 BAB, +0 Dex, +1 weapon] (1d10); hp 143 [+22 divine vigor, +11 divine power].

Iuzian Arcanist
CR 9

Male human evoker 5/divine oracle 4

CE Medium humanoid

Init +2; Senses Listen +8, Spot +9

Languages Abyssal, Common, Draconic

AC 22, touch 12, flat-footed 22


(+2 Dex, +6 greater mage armor, +4 shield)

Resist fire 20

hp 66 [+15 false life] (9 HD); DR 10/adamantine (Stoneskin 90 pts)

Fort +6, Ref +10, Will +11

Class F+2, R+2, W+8; Abilities Con +2, Int +4, Wis +1; Magic F+2, R+2, W+2; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +7[+4 BAB, +2 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +6[+4 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +4

Wizard Spells Prepared (CL 9th; DC 14 plus spell level; +2 Evocation): [4+1/5+1/5+1/4+1/3+1/1+1]

5th—overland flight(, empowered fireballS* (DC 19).


4th—blast of flame (DC 18), empowered fireburst (DC 18), stoneskin(, ice stormS*;


3rd—greater mage armor(, protection from energy(, fireballS* (x2) (DC 19), vampiric touch(;


2nd—glitterdust (DC 16), false life(, fireburst (DC 18), resist energy(, see invisibility(, scorching ray (+6 ranged touch)S*;


1st—shield(, ray of enfeeblement (+6 ranged touch), magic missile (x3)S*, nerveskitter(.

0—detect magic, ray of frostS* (x4) (+6 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

(Already cast

Abilities Str 10, Dex 14 (18), Con 13, Int 17 (19), Wis 12, Cha 8

SQ summon familiar (weasel), oracle domain, scry bonus, prescient sense, trap sense +1, divination enhancement, uncanny dodge.
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Skill Focus (Knowledge [Religion])3, Empower SpellWizard, Insightful Reflexes6, Greater Spell Focus (Evocation)9.

Skills total ranks: class 66 Concentration +18[+12 ranks, +2 ability, +4 feat], Knowledge (Arcana) +16[+12 ranks, +4 ability], Knowledge (Religion) +19[+12 ranks, +4 ability, +3 feat], Listen +4[+1 ranks, +1 ability, +2 feat], Spellcraft +18[+12 ranks, +4 ability, +2 synergy], Spot +4[+1 ranks, +1 ability, +2 feat], Tumble +8[+7 ranks, +2 ability].
Possessions Masterwork light crossbow, dagger, potion of cat’s grace, potion of cure moderate wounds, vest of resistance +2, dimension stride boots, headband of intellect +2, empowered spellshard (magic missile), amulet of health +2.

Weasel Familiar

N Tiny magical beast

Init +2; Senses Listen +1, Spot +3

AC 27, touch 14, flat-footed 25


(+2 size, +2 Dex, +3 natural, +6 greater mage armor, +4 shield)

hp 40 [+15 false life] (9 HD)

Fort +2, Ref +4, Will +9

Race F+2, R+2, W+8; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +8[+2 size, +4 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +4; Grp -8

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +12[+12 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +11[+12 ranks, -1 ability], Knowledge (Religion) +11[+12 ranks, -1 ability], Listen +2[+1 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +13[+12 ranks, -1 ability, +2 synergy], Spot +2[+1 ranks, +1 ability], Tumble +9[+7 ranks, +2 ability].
5b: a house divided (part 2)

Death Cultist
CR 11

Male human necromancer 11

CE Medium humanoid

Init +7; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 23, touch 13, flat-footed 20


(+3 Dex, +6 greater mage armor, +4 shield)

hp 93 [+16 False Life] (11 HD); DR 10/adamantine (stoneskin – 110 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +13, Ref +9, Will +11

Class F+3, R+3, W+7; Abilities Con +3, Dex +3, Wis +1; Familiar F+2, R+0, W+0; Magic F+3, R+3, W+3; Feat F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +9[+5 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +8[+5 BAB, +3 Dex] (spell)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Wizard Spells Prepared (CL 11th; DC 14 plus spell level; +2 Necromancy): [Spells Prepared: 4+1/5+1/5+1/5+1/4+1/2+1/1+1]


6th—contingency(, fleshshiver S* (DC 22).


5th—quickened ray of enfeeblement* (+8 ranged touch), waves of fatigue, wrackS* (DC 21);


4th—fell drain scorching ray (+8 ranged touch), greater invisibility, enervationS* (+8 ranged touch), enervated fireball (DC 17), stoneskin(;


3rd—enervated scorching ray (+8 ranged touch), fell drain ray of enfeeblementS* (+8 ranged touch), greater mage armor(, protection from energy(, vampiric touchS*(, wind wall(;

2nd—curse of impending blades*, enervated lesser orb of acid (+8 ranged touch), mirror image(, glitterdust (DC 16), false lifeS*(, resist energy(;

1st—lesser orb of acid (+8 ranged touch), magic missile (x2), shield(, spirit worm* (DC 17), nerveskitter.


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 16);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

Contingency: displacement when combat begins (ie, attacked directly or indirectly).

(Already cast

Abilities Str 10, Dex 13 (17), Con 14 (16), Int 17 (19), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard, Greater Spell Focus (necromancy)6, Great Fortitude9, Quicken SpellWizard.

Skills total ranks: class 66 Concentration +17[+14 ranks, +3 ability], Knowledge (Arcana) +18[+14 ranks, +4 ability], Knowledge (Religion) +18[+14 ranks, +4 ability], Knowledge (The Planes) +14[+10 ranks, +4 ability], Spellcraft +20[+14 ranks, +4 ability, +2 synergy], Tumble +10[+7 ranks, +3 ability].
Possessions Masterwork light crossbow, dagger, potion of cure serious wounds, vest of resistance +3 silkslick belt, scroll of benign transposition, headband of intellect +2, amulet of health +2, potion of cat’s grace, dimension stride boots.

Rat Familiar


N Tiny magical beast

Init +6; Senses Listen +1, Spot +1

AC 30, touch 14, flat-footed 28


(+2 size, +2 Dex, +6 natural, +6 greater mage armor, +4 shield)

hp 54 (+16 False Life) (11 HD); DR 10/adamantine (stoneskin – 110 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +6, Ref +7, Will +9

Race F+3, R+3, W+7; Abilities Con +2, Dex +3, Wis +1; 

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +9[+2 size, +5 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +5; Grp -8

Abilities Str 2, Dex 15, Con 10, Int 11, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind, spell resistance 16.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +14[+14 ranks, +0 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +14[+14 ranks, +0 ability], Knowledge (Religion) +14[+14 ranks, +0 ability], Knowledge (The Planes) +10[+10 ranks, +0 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +16[+14 ranks, +0 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +9[+7 ranks, +2 ability].

Spells Active: vampiric touch (+9 melee touch) (holding the charge), protection from energy, shield, mirror image, false life, contingency, resist energy, greater mage armor, stoneskin.

5c: A House Divided (Part 3)

Priest of Nerull
CR 11

Male human cleric of Nerull 6/master of shrouds 5

CE Medium humanoid

Init +0; Senses Listen +4, Spot +4

Languages Infernal, Common

AC 22, touch 12, flat-footed 22


(+0 Dex, +9 armor, +3 deflection)

hp 96 (+15 temporary hps) (11 HD); SR 22

Resist electricity 20, fire (protected 120 pts)

Miss Chance 20% against ranged attacks

Fort +12, Ref +6, Will +16

Class F+6, R+3, W+9; Abilities Con +3, Dex +0, Wis +4; Magic F+3, R+3, W+3

Speed 30 ft. in full plate (6 squares), base movement 40 ft.

Melee +2 GMW scythe +10/+5[+7/+2 BAB, +0 Str, +2 magic, +1 morale] (2d4+2/x4) or

Ranged Mwk heavy crossbow +9[+7 BAB, +0 Dex, +1 weapon, +1 morale] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +7/+2; Grp +7

Special Actions rebuke undead

Combat Gear +1 scythe

Cleric Spells Prepared (CL 10th; DC 14 plus spell level; +1 Conjuration): [6/5+1/5+1/4+1/4+1/2+1]

5th—stalwart pact(, slay livingD (DC 19), spell resistance(, 


4th—divine power, freedom of movement(, cure critical wounds, death wardD(, greater magic weapon(.


3rd—dispel magic, ring of blades(, wind wall(, protection from energy(, animate deadD;


2nd—aid(, resist energy(, bear’s endurance(, owl’s wisdom(, silence, spiritual weapon (scythe; +2 attack; 1d8+1)D;


1st—bless(, entropic shield(, cure light wounds, shield of faith(, lesser vigor, divine favorD;


0—cure minor wounds (x3), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [6d6] 1/day), Mysticism (+4 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8 (10), Con 13 (17), Int 12, Wis 14 (18), Cha 16 (18).

SQ rebuke undead, extra rebuking, summon undead (shadow, wraith; 7/day; Dur 12 rounds), improved summoning.
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3, Rapid Spell6, Exotic Weapon Proficiency (Scythe)9.

Skills total ranks: class 56 Concentration +21[+14 ranks, +3 ability, +4 feat], Knowledge (Arcana) +15[+14 ranks, +1 ability], Knowledge (Religion) +14[+13 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +17[+14 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 full plate, heavy steel shield, cloak of charisma +2, vest of resistance +3, potion of cure moderate wounds (x2), masterwork heavy crossbow with 10 crossbow bolts, gloves of dexterity +2, brooch of shielding, boots of striding and springing, 

Power-up Suite (w/divine power and divine favor): HP: 106 (+25 temp hps); BAB: +11/+6/+1; Str 16; Melee: +2 scythe +20/+15/+10[+11/+6/+1 BAB, +3 Str, +2 weapon, +1 morale, +3 divine favor] (2d4+9/x4)[+4 Str, +2 magic, +3 divine favor].

APL 14

4b: the devils you know (part 2)

Iuzian Elite Warmage
CR 10

Male human warmage 10

CE Medium humanoid (oeridian)

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

Languages Common, Abyssal, Draconic

AC 21, touch 13, flat-footed 18


(+3 Dex, +6 armor, +2 shield)

hp 65 (10 HD)

Fort +6, Ref +9, Will +8

Class F+3, R+3, W+7; Abilities Con +1, Dex +4, Wis -1; Magic F+2, R+2, W+2

Speed 30 ft. (6 squares)

Melee Mwk morningstar +6[+5 BAB, +0 Str, +1 weapon] (1d8); or

Melee spiked gauntlets +5[+5 BAB, +0 Str] (1d4); or

Ranged heavy crossbow +9[+5 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +9[+5 BAB, +4 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Masterwork morningstar

Warmage Spells Known (CL 10th; DC 14 plus spell level; +2 Evocation):


5th (3/day)—arc of lightning, cloudkill, cone of cold, mass fire shield, greater fireburst, flame strike.


4th (6/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (5/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (7/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 14 (18), Con 12, Int 14 (16), Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (evocation)6, Sudden EmpowerBonus Warmage, Sudden EnlargeBonus Warmage, Greater Spell Focus (evocation)9.

Skills total ranks: class 65 Concentration +18[+13 ranks, +1 ability, +4 feat], Knowledge (Arcana) +16[+13 ranks, +3 ability], Listen +4[+5 rank, -1 ability], Spellcraft +18[+13 ranks, +3 ability, +2 synergy], Spot +4[+5 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor].

Possessions combat gear plus +1 breastplate, +1 buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +2, arcanist’s gloves, headband of intellect +2, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Mature Nabassu
CR 15

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +9; Senses darkvision 60 ft.; Listen +23, Spot +23

Languages Abyssal, Common, telepathy 100 ft.

AC 31, touch 15, flat-footed 26


(+5 Dex, +16 natural)

hp 202 (15 HD); regeneration 5; DR 10 cold iron or good 

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 26

Fort +20, Ref +14, Will +16

Race F+9, R+9, W+9; Abilities Con +9, Dex +5, Wis +5; Feats F+2, R+0, W+2

Speed 40 ft. (8 squares), fly 90 ft. (good)

Melee bite +24[+15 BAB, +9 Str] (2d8+9/19-20/x2) 2 claws +19 (1d8+4)

Space 5 ft.; Reach 5 ft.

Base Atk +15; Grp +24

Atk Options sneak attack +6d6

Special Actions death-stealing gaze, feed, summon tanar’ri, vampiric link

Spell-Like Abilities (CL 15th):


At will—darkness, enervation (+20 ranged touch), ethereal jaunt, greater dispel magic, greater teleport (self plus 50 pounds of objects only), hold monster (DC 20), obscuring mist, silence, true seeing, unholy aura, unholy blight;


3/day—blasphemy, energy drain (+20 melee touch; DC 25)

Abilities Str 28, Dex 20, Con 28, Int 20, Wis 21, Cha 23 
SQ Camouflage, damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 26, telepathy 100 ft.
Feats Ability Focus (Death-Stealing Gaze)1, Combat Casting3, Great Fortitude6, Improved Critical (bite)9, Improved Initiative12, Iron Will15.

Skills total ranks: class 212 Balance +7[+0 rank, +5 ability, +2 synergy], Bluff +24[+18 ranks, +6 ability], Concentration +27[+14 ranks, +9 ability, +4 feat], Diplomacy +8[+0 ranks, +6 ability, +2 synergy], Gather Information +8[+0 ranks, +6 ability, +2 synergy], Hide +23 (+31 in underground or barren environments)[+18 ranks, +5 ability], Intimidate +26[+18 ranks, +6 ability, +2 synergy], Jump +15[+0 ranks, +9 ability, +2 synergy, +4 speed], Knowledge (Arcana) +23[+18 ranks, +5 ability], Knowledge (Local [IBS]) +23[+18 ranks, +5 ability], Knowledge (Religion) +23[+18 ranks, +5 ability], Knowledge (The Planes) +23[+18 ranks, +5 ability], Listen +23[+18 ranks, +5 ability], Move Silently +23[+18 ranks, +5 ability], Spot +23[+18 ranks, +5 ability], Tumble +25[+18 ranks, +5 ability, +2 synergy], Use Magic Device +24[+18 ranks, +6 ability].

Camouflage (Ex): A mature nabassu has the ability to change the coloration of its flesh between various shades of black, gray, and brown. As a result, it gains a +8 circumstance bonus on Hide checks made in underground or barren environments.

Death-Stealing Gaze (Su): 30 feet, Fort DC 25 negates, bestows 1d4 negative levels. Any humanoid creature drained to 0 levels by the juvenile nabassu’s death-stealing gaze dies and is immediately transformed into a ghoul (MM 119) under the nabassu’s permanent command. The death-stealing gaze has no effect on creatures that are not humanoids. 


As a standard action, a nabassu can actively use its gaze to kill a single creature within range, regardless of the creature’s type. A creature that fails the DC 25 Fortitude save against this killing gaze is immediately slain. This is a death effect.


The save DC for either version of the gaze is Charisma-based and includes the +2 bonus from the nabassu’s Ability Focus feat..

Feed (Su): A juvenile nabassu can fee on the body of a helpless living humanoid, devouring both its flesh and life force. To do so, the nabassu makes a coup de grace attack against the humanoid creature; this provokes an attack of opportunity from any creatures that threaten it. If the victim is slain by the coup de grace, a significant physical portion of its body is eaten by the nabassu while the remaining portions quickly rot away to a foul-smelling paste. This prevents any form of raising or resurrection that requires part of the corpse. A wish, miracle, or true resurrection can restore a devoured victim to life.


A mature nabassu that kills a creature in this fashion gains the effects of a death knell spell (CL 20th).

Regeneration (Ex): Damage caused by good-aligned weapons deal lethal damage to a mature nabassu.

Sneak Attack (Ex): A mature nabassu can make a sneak attack as a rogue, dealing an extra 6d6 points of damage whenever a foe is denied his or her Detxerity bonus, or when the juvenile nabassu is flanking.

Summon Tanar’ri (Sp): Once per day, a mature nabassu can attempt to summon 2d4 babaus or 1d4 hezrous with a 70% chance of success, or one glabrezu with a 30% chance of success. This ability is the equivalent of a 7th level spell (CL 15th).

Vampiric Link (Su): As a standard action, a mature nabassu can establish a vampiric link between itself and any living creature within 30 feet that it can see. The targeted creature can resist the link with a DC 23 Will save; otherwise the link remains in place until the target moves out of range or the nabassu targets a different creature. A creature targeted by a vampiric link finds that whenever he damages the nabassu, be it with spell or weapon, he takes the same amount of damage. Additionally, if the creature targets the nabassu with a spell, , the effects of that spell are duplicated and affect the caster as well, even if the spell fails to penetrate the nabassu’s spell resistance or the nabassu makes its saving throw. This is a necromancy effect. The save DC is Charisma-based.

Kastighur
CR 11

CE Huge outsider (tanar’ri, extraplanar, evil, chaotic)

Init -1; Senses darkvision 60 ft., scent; Listen +19, Spot +19

Aura frightful presence (60 ft.; DC 18)

Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 23, touch 7, flat-footed 23


(-2 size, -1 Dex, +7 armor, +9 natural)

hp 172 (15 HD); DR 10/cold iron or good

Immune acid, electricity, poison
Resist cold 10, fire 10; SR 17

Fort +16, Ref +8, Will +10

Race F+9, R+9, W+9; Abilities Con +7, Dex -1, Wis +1

Speed 30 ft. in breastplate (6 squares), base movement 40 ft.

Melee gore +21[-2 size, +15 BAB, +8 Str] (2d6+8) and 2 slams +19 (1d8+4)

Space 15 ft.; Reach 15 ft.

Base Atk +15; Grp +31

Atk Options Improved Bull Rush, Improved Overrun, Power Attack, Powerful Charge, Quicken Spell-Like Ability (teleport), aligned strike (chaotic, evil), fear bolstered, stunning charge 5d6+12

Spell-Like Abilities (CL 18th):


At will—feather fall, teleport (self only)

Abilities Str 27, Dex 8, Con 25, Int 8, Wis 12, Cha 8 
SQ Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 17, telepathy 100 ft.
Feats Ability Focus (frightful presence)1, Improved Bull Rush3, Improved Overrun6, Multiattack9, Power Attack12, Powerful Charge15, Quicken Spell-Like Ability (teleport)B, TrackB.

Skills total ranks: class 128 Concentration +15[+8 ranks, +7 ability], Diplomacy +1[+0 rank, -1 ability, +2 synergy], Intimidate +17[+18 ranks, -1 ability], Knowledge (dungeoneering) +4[+5 ranks, -1 ability], Knowledge (nature) +6[+7 ranks, -1 ability], Knowledge (the planes) +5[+6 ranks, -1 ability] ], Listen +19[+18 ranks, +1 ability], Search +8[+9 ranks, -1 ability], Sense Motive +13[+12 ranks, +1 ability], Spellcraft +8[+9 ranks, -1 ability], Spot +19[+18 ranks, +1 ability], Survival +19 (+21 on other planes, +21 following tracks, +21 in aboveground environments, +21 underground)[+18 ranks, +1 ability].

Physical Description: This hideous demon’s body ripples with muscle. Its massive head is heavy with long horns while its powerful legs end in cloven hooves. Most of its head is hidden by an enormous steel helm that has been bolted to the creature’s neck. A breastplate fastened onto its body provides additional protection for its already tough hide.

Frightful Presence (Su): A kastighur can inspire terror by charging or attacking. Affected creatures must succeed on a DC 18 Will save or become shaken, remaining in that condition as long as they remain within 60 feet of the kastighur. The save DC is Charisma-based and includes the bonus from the Ability Focus feat.

Fear Bolstered (Ex): A kastighur delights in attacking terrified opponents and gains a +2 bonus on attack rolls against shakened, frightened, or panicked creatures.

Stunning Charge (Ex): A kastighur typically begins a battle by charging at an opponent. In addition to the normal benefits and hazards of a charge., this allows the kastighur to make a single gore attack with a +23 attack bonus that deals 5d6+12 points of damage. The struck creature must succeed on a DC 25 Fortitude save or be stunned for 1 round. The save DC is Strength-based. 

4c: the devils you know (part 3)

Priest of Iuz
CR 12

Male human cleric of Iuz 12

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +4, Spot +10

Languages Abyssal, Common

AC 24, touch 14, flat-footed 23


(+1 Dex, +10 armor, +3 deflection)

Immune critical attacks and sneak attacks, and spells (scorching ray, ray of enfeeblement, fireball)

Resist electricity 30, protected from fire (120 points)

hp 144 [+24 divine vigor] (12 HD) 

Miss Chance 20% against ranged attacks

Fort +14, Ref +8, Will +16 (+1 vs Good-Aligned)

Class F+8, R+4, W+8; Abilities Con +3, Dex +1, Wis +5; Magic F+2, R+2, W+2

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +1 greatsword +12/+7[+9/+4 BAB, +1 Str, +1 magic, +1 morale] (2d6+2)

Ranged Mwk heavy crossbow +11[+9 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +10

Special Actions rebuke undead

Combat Gear +1 greatsword

Cleric Spells Prepared (CL 12th; DC 14 plus spell level):


6th—blade barrier (DC 20), harm (DC 20), misleadD

5th—flame strike (x2) (DC 19), righteous wrath of the faithful, slay living (+10 melee; DC 19), dispel goodD (DC 19)


4th—divine power, freedom of movement(, recitation, spell immunity(, confusionD (DC 18)


3rd—cure serious wounds, dispel magic, protection from energy(, ring of blades(, searing light (+11 ranged touch), nondetectionD(.


2nd—close wounds, resist energy(, living undeath(, sound burst (DC 16), spiritual weapon (greatsword; +13/+8 melee; 1d8+4 damage), invisibilityD;


1st—entropic shield(, bless(, cure light wounds (x3), shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13, Dex 12, Con 14 (16), Int 10, Wis 18 (20), Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6, Improved Toughness9.

Skills total ranks: class 45 Concentration +22[+15 ranks, +3 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +5[+5 ranks, +0 ability], Knowledge (The Planes) +5[+5 ranks, +0 ability], Spellcraft +17[+15 ranks, +0 ability, +2 synergy]
Possessions combat gear plus +2 full plate, potion of cure moderate wounds (x2), cloak of resistance +3, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2, armbands of might, periapt of wisdom +2, third eye clarity.

Powered Up (w/Divine Power): Str 19; +12 BAB; Melee +1 greatsword +18/+13/+8[+12/+7/+2 BAB, +4 Str, +1 magic, +1 morale] (2d6+7); Ranged Mwk heavy crossbow +14[+12 BAB, +1 Dex, +1 weapon] (1d10); hp 156 [+24 divine vigor, +12 divine power].

Iuzian Arcanist
CR 11

Male human evoker 5/divine oracle 6

CE Medium humanoid

Init +8 (+4 nerveskitter); Senses Listen +5, Spot +5

Languages Abyssal, Common, Draconic

AC 22, touch 12, flat-footed 22


(+2 Dex, +6 greater mage armor, +4 shield)

Resist fire 30, electricity (protected 120 pts)

hp 80 [+16 false life] (11 HD); DR 10/adamantine (Stoneskin 110 pts)

Fort +8, Ref +12, Will +13

Class F+3, R+3, W+9; Abilities Con +2, Int +4, Wis +1; Magic F+3, R+3, W+3; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +8[+5 BAB, +2 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +7[+5 BAB, +2 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Wizard Spells Prepared (CL 11th; DC 14 plus spell level; +2 Evocation): [4+1/5+1/5+1/5+1/4+1/2+1/1+1]

6th--contingencyS*(, greater dispel magic.


5th—overland flight(, empowered fireballS* (DC 19), empowered vampiric touch(;


4th—blast of flame (DC 18), empowered fireburst (DC 18), enervation (+9 ranged touch), stoneskin(, ice stormS*;


3rd—battlemagic perception(, greater mage armor(, protection from energy(, fireballS* (x2) (DC 19), wind wall;


2nd—glitterdust (DC 16), false life(, fireburst (DC 18), resist energy(, see invisibility(, scorching ray (+9 ranged touch)S*;


1st—shield(, ray of enfeeblement (+9 ranged touch), magic missile (x3)S*, nerveskitter(;


0—detect magic, ray of frostS* (x4) (+9 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

Contingency: cast greater blink when combat begins (attacked directly or indirectly).

(Already cast

Abilities Str 10, Dex 14 (18), Con 13 (15), Int 17 (19), Wis 12, Cha 8 
SQ summon familiar (weasel), oracle domain, scry bonus, prescient sense, trap sense +2, divination enhancement, uncanny dodge, improved uncanny dodge.
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Skill Focus (Knowledge [Religion])3, Empower SpellWizard, Insightful Reflexes6, Greater Spell Focus (Evocation)9.

Skills total ranks: class 78 Concentration +20[+14 ranks, +2 ability, +4 feat], Knowledge (Arcana) +18[+14 ranks, +4 ability], Knowledge (Religion) +21[+14 ranks, +4 ability, +3 feat], Listen +5[+2 ranks, +1 ability, +2 feat], Spellcraft +20[+14 ranks, +4 ability, +2 synergy], Spot +5[+2 ranks, +1 ability, +2 feat], Tumble +11[+7 ranks, +4 ability].
Possessions Masterwork light crossbow, dagger, potion of cat’s grace, potion of cure moderate wounds, vest of resistance +3, dimension stride boots, headband of intellect +2, empowered spellshard (scorching ray), amulet of health +2, lesser rod of maximize, vest of the master evoker.

Weasel Familiar

N Tiny magical beast

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

AC 27, touch 14, flat-footed 25


(+2 size, +2 Dex, +3 natural, +6 greater mage armor, +4 shield)

Resist fire 30, electricity (protected 120 pts)

hp 48 [+16 false life] (11 HD); DR 10/adamantine (Stoneskin 110 pts)

Fort +3, Ref +5, Will +10

Race F+3, R+3, W+9; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +9[+2 size, +5 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +5; Grp -8

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +14[+14 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +13[+14 ranks, -1 ability], Knowledge (Religion) +13[+14 ranks, -1 ability], Listen +3[+2 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +15[+14 ranks, -1 ability, +2 synergy], Spot +3[+2 ranks, +1 ability], Tumble +9[+7 ranks, +2 ability].
Contingency: cast greater blink when combat begins (attacked directly or indirectly).

Spells Active: overland flight, stoneskin, protection from energy (electricity), resist energy (fire), greater mage armor, false life, see invisibility, shield.

5b: a house divided (part 2)

Death Cultist
CR 12

Male human necromancer 12

CE Medium humanoid

Init +11; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 23, touch 13, flat-footed 20


(+3 Dex, +6 greater mage armor, +4 shield)

hp 100 [+16 False Life] (12 HD); DR 10/adamantine (stoneskin – 120 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +14, Ref +10, Will +12

Class F+4, R+4, W+8; Abilities Con +3, Dex +3, Wis +1; Familiar F+2, R+0, W+0; Magic F+3, R+3, W+3; Feat F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +10[+6 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +9[+6 BAB, +3 Dex] (spell)
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +6

Wizard Spells Prepared (CL 12th; DC 16 plus spell level; +2 Necromancy): [Spells Prepared: 4+1/6+1/6+1/5+1/4+1/4+1/3+1]


6th—contingency(, fell drain enervation (+9 ranged touch), fleshshiver S* (DC 24), greater dispel magic.


5th—quickened ray of enfeeblement* (+9 ranged touch), night’s caress (DC 23), waves of fatigue, wrackS* (DC 23);


4th—fell drain scorching ray (+9 ranged touch), greater invisibility, enervationS* (+9 ranged touch), enervated fireball (DC 20), stoneskin(;


3rd—enervated scorching ray (+9 ranged touch), fell drain ray of enfeeblementS* (+9 ranged touch), greater mage armor(, protection from energy(, vampiric touchS*(, wind wall(;

2nd—curse of impending blades*, enervated lesser orb of acid (+9 ranged touch), mirror image(, glitterdust (DC 18), false lifeS*(, resist energy(, see invisibility(;


1st—lesser orb of acid (+9 ranged touch), magic missile (x2), shield(, silent image, spirit worm* (DC 17), nerveskitter;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 18);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

Contingency: displacement when combat begins (ie, attacked directly or indirectly).

(Already cast

Abilities Str 10, Dex 13 (17), Con 14 (16), Int 18 (22), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard, Greater Spell Focus (necromancy)6, Great Fortitude9, Quicken SpellWizard, Improved Initiative12.

Skills total ranks: class 66 Concentration +18[+15 ranks, +3 ability], Knowledge (Arcana) +21[+15 ranks, +6 ability], Knowledge (Religion) +21[+15 ranks, +6 ability], Knowledge (The Planes) +19[+13 ranks, +6 ability], Spellcraft +23[+15 ranks, +6 ability, +2 synergy], Tumble +10[+7 ranks, +3 ability].
Possessions Masterwork light crossbow, dagger, potion of cure serious wounds, vest of resistance +3 silkslick belt, scroll of benign transposition, headband of intellect +4, amulet of health +2, potion of cat’s grace, dimension stride boots.

Rat Familiar


N Tiny magical beast

Init +6; Senses Listen +1, Spot +1

AC 30, touch 14, flat-footed 28


(+2 size, +2 Dex, +6 natural, +6 greater mage armor, +4 shield)

hp 58 (+16 False Life) (12 HD); DR 10/adamantine (stoneskin – 120 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +7, Ref +8, Will +10

Race F+4, R+4, W+8; Abilities Con +2, Dex +3, Wis +1; 

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +10[+2 size, +6 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +6; Grp -6

Abilities Str 2, Dex 15, Con 10, Int 11, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind, spell resistance 17.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +15[+15 ranks, +0 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +15[+15 ranks, +0 ability], Knowledge (Religion) +15[+15 ranks, +0 ability], Knowledge (The Planes) +13[+13 ranks, +0 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +17[+15 ranks, +0 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +9[+7 ranks, +2 ability].

Spells Active: vampiric touch (+9 melee touch) (holding the charge), protection from energy, shield, mirror image, false life, contingency, resist energy, greater mage armor, stoneskin.

Blaspheme
CR 9

NE Medium undead

Init +1; Senses darkvision 60 ft.; Listen +10, Spot +10

AC 20, touch 11, flat-footed 15


(+1 Dex, +9 natural)

hp 147 (18 HD); DR 5/slashing

Fort +6, Ref +7, Will +13

Race F+6, R+6, W+11; Abilities Con +0, Dex +1, Wis +2; 

Speed 40 ft. (8 squares)

Melee Bite +18[+9 BAB, +9 Str] (1d8+13 plus blasphemous contact)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +18

Abilities Str 28, Dex 12, Con --, Int 5, Wis 15, Cha 10

SA Blasphemous contact, erratic charge.

SQ Darkvision 60 ft., damage reduction 5/slashing, immunity to cold, inescapable craving, undead traits.

Feats Improved Natural Attack (bite), Improved Toughness, Toughness (4), Track.

Skills Listen +10[+8 ranks, +2 ability], Spot +10[+8 ranks, +2 ability], Survival +7[+5 ranks, +2 ability].

Blasphemous Contact (Su): Each time a blaspheme bites a nonevil creature, the creature is dazed for 1 round and takes 1d6 points of Strength damage. There is no saving throw against this effect.

Erratic Charge (Ex): When a blaspheme charges, it can make one turn of up to 90 degrees during its movement. All other restrictions on charges still apply.

Inescapable Craving: A blaspheme has an inescapable craving for Strength, which it satisfies by using its blasphemous contact ability.

5c: A House Divided (Part 3)

Priest of Nerull
CR 13

Male human cleric of Nerull 6/master of shrouds 7

CE Medium humanoid

Init +4 (+4 sign); Senses Listen +4, Spot +4

Languages Infernal, Common

AC 25, touch 12, flat-footed 22


(+0 Dex, +11 armor, +4 deflection)

hp 158 (+28 temporary hps) (13 HD); SR 25

Resist electricity 30, fire (protected 120 pts)

Miss Chance 20% against ranged attacks

Fort +15, Ref +8, Will +18

Class F+7, R+4, W+10; Abilities Con +4, Dex +0, Wis +4; Magic F+4, R+4, W+4

Speed 40 ft. in full plate (8 squares), base movement 50 ft.

Melee +3 GMW scythe +13/+8[+9/+4 BAB, +0 Str, +3 magic, +1 morale] (2d4+3/x4) or

Ranged Mwk heavy crossbow +11[+9 BAB, +0 Dex, +1 weapon, +1 morale] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +9

Special Actions rebuke undead

Combat Gear +1 keen scythe

Cleric Spells Prepared (CL 12th; DC 14 plus spell level; +1 Conjuration): [6/6+1/5+1/5+1/4+1/3+1/2+1]

6th—rapid summon undead V, greater dispel magic, visage of the deityD.


5th—flame strike (DC 19), stalwart pact(, slay livingD (DC 19), spell resistance(, 


4th—divine power, freedom of movement(, cure critical wounds, death wardD(, greater magic weapon(;


3rd—dispel magic, ring of blades(, wind wall(, magic vestment(, protection from energy(, animate deadD;


2nd—aid(, resist energy(, bear’s endurance(, owl’s wisdom(, silence, spiritual weapon (scythe; +13 attack; 1d8+4)D;


1st—bless(, entropic shield(, cure light wounds, shield of faith(, lesser vigor, divine favorD. sign(;


0—cure minor wounds (x3), detect magic, guidance, light;

D: Domain spell. Deity: Nerull. Domains: Death (death touch [6d6] 1/day), Mysticism (+4 luck bonus on saves 1/day; free action).

(Already cast

Abilities Str 10, Dex 8 (10), Con 14 (18), Int 12, Wis 14 (18), Cha 16 (20).

SQ rebuke undead, extra rebuking, summon undead (shadow, wraith, spectre; 8/day; Dur 17 rounds), improved summoning.
Feats Spell Focus (conjuration)human, Augment Summoning1, Combat Casting3, Rapid Spell6, Exotic Weapon Proficiency (Scythe)9, Divine Vigor12.

Skills total ranks: class 64 Concentration +23[+16 ranks, +3 ability, +4 feat], Knowledge (Arcana) +17[+16 ranks, +1 ability], Knowledge (Religion) +16[+15 ranks, +1 ability], Knowledge (The Planes) +2[+1 ranks, +1 ability], Spellcraft +19[+16 ranks, +1 ability, +2 synergy].

Possessions combat gear plus +1 full plate, heavy steel shield, cloak of charisma +4, vest of resistance +3, potion of cure serious wounds (x2), masterwork heavy crossbow with 10 crossbow bolts, gloves of dexterity +2, brooch of shielding, boots of striding and springing, third eye clarity, shirt of the leech.

Power-up Suite (w/divine power and divine favor): HP: 106 (+25 temp hps); BAB: +11/+6/+1; Str 16; Melee: +2 scythe +20/+15/+10[+11/+6/+1 BAB, +3 Str, +2 weapon, +1 morale, +3 divine favor] (2d4+9/x4)[+4 Str, +2 magic, +3 divine favor].

APL 16

4b: the devils you know (part 2)

Iuzian Warmage Commander
CR 13

Male human warmage 13

CE Medium humanoid (oeridian)

Init +4; Senses Listen +5, Spot +6

Languages Common, Abyssal, Draconic

AC 28, touch 16, flat-footed 27


(+1 Dex, +10 armor, +2 shield, +5 deflection)

hp 84 (13 HD)

Resist fire 30

Miss Chance 20% (Blur)

Fort +8, Ref +11, Will +10

Class F+4, R+4, W+8; Abilities Con +1, Dex +4, Wis -1; Magic F+3, R+3, W+3

Speed 30 ft. (6 squares)

Melee Mwk morningstar +7/+2[+6/+1 BAB, +0 Str, +1 weapon] (1d8); or

Melee spiked gauntlets +6/+1[+6/+1 BAB, +0 Str] (1d4);

Ranged heavy crossbow +10[+6 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +10[+6 BAB, +4 Dex] (spell/x2) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Atk Options Spells

Special Actions Warmage Edge

Combat Gear mwk morningstar, spiked gauntlets and heavy crossbow with 10 crossbow bolts.

Warmage Spells Known (CL 13th; DC 15 plus spell level; +2 Evocation):


6th (4/day)—acid fog, blade barrier, chain lightning, circle of death, disintegrate, fire seeds, otiluke’s freezing sphere, tenser’s transformation, wall of force*


5th (7/day)—arc of lightning, cloudkill, cone of cold, mass fire shield, greater fireburst, flame strike, wall of force*;


4th (7/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (7/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (5/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (8/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Spells Active: ring of blades, wind wall, resist energy (CL 11th), blur (CL 3rd), cat’s grace (CL 3rd), shield of faith (CL 18th).

Abilities Str 10, Dex 14 (18), Con 12, Int 14 (16), Wis 8, Cha 17 (21).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, School Focus (evocation)6, Sudden EmpowerBonus Warmage, Sudden EnlargeBonus Warmage, Greater Spell Focus (evocation)9, Battle Caster12.

Skills total ranks: class 80 Concentration +21[+16 ranks, +1 ability, +4 feat], Knowledge (Arcana) +19[+16 ranks, +3 ability], Listen +5[+6 rank, -1 ability], Spellcraft +21[+16 ranks, +3 ability, +2 synergy], Spot +6[+7 rank, -1 ability], Tumble +3[+4 ranks, +4 ability, -5 armor]. 

Possessions combat gear plus +2 Full Plate, +1 buckler, potion of cure serious wounds, potion of cat’s grace, potion of resist energy (fire 30), potion of blur, potion of shield of faith +5, cloak of charisma +4, vest of resistance +3, bracers of accuracy, lesser rod of maximize, headband of intellect +2, spiked gauntlets and heavy crossbow with 10 bolts.
Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Iuzian Warmage Lieutenant
CR 10

Male human warmage 10

CE Medium humanoid (oeridian)

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

Languages Common, Abyssal, Draconic

AC 21, touch 13, flat-footed 18


(+3 Dex, +6 armor, +2 shield)

hp 70 (10 HD)

Fort +6, Ref +9, Will +8

Class F+3, R+3, W+7; Abilities Con +1, Dex +4, Wis -1; Magic F+2, R+2, W+2

Speed 30 ft. (6 squares)

Melee Mwk morningstar +6[+5 BAB, +0 Str, +1 weapon] (1d8); or

Melee spiked gauntlets +5[+5 BAB, +0 Str] (1d4); or

Ranged heavy crossbow +9[+5 BAB, +4 Dex] (1d10/19-20); or

Ranged ranged touch +9[+5 BAB, +4 Dex] (spell) (+1 attack and damage within 30 feet).

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +5

Atk Options Spells

Special Actions Warmage Edge

Combat Gear Masterwork morningstar

Warmage Spells Known (CL 10th; DC 14 plus spell level; +2 Evocation):


5th (3/day)—arc of lightning, cloudkill, cone of cold, mass fire shield, greater fireburst, flame strike.


4th (6/day)—blast of flame, contagion, evard’s black tentacles, phantasmal killer, shout, wall of fire.


3rd (5/day)—fire shield, fireball, flame arrow, gust of wind, ice storm, lightning bolt, poison, ring of blades, sleet storm, stinking cloud, wind wall*.


2nd (7/day)—blades of fire, continual flame, fireburst, fire trap, flaming sphere, melf’s acid arrow, pyrotechnics, scorching ray, shatter.


1st (7/day)—lesser acid orb, burning hands, chill touch, lesser cold orb, lesser electric orb, lesser fire orb, magic missile, shocking grasp, sleep, lesser sonic orb, true strike, ray of flame*.


0 (6/day)—acid splash, disrupt undead, light, ray of frost.

*Advanced Learning

Active Spells: ring of blades, wind wall.

Abilities Str 10, Dex 14 (18), Con 12, Int 14 (16), Wis 8, Cha 16 (18).

Feats Point Blank ShotBonus Human, Precise Shot1, Combat Casting3, Spell Focus (evocation)6, Sudden EmpowerBonus Warmage, Sudden EnlargeBonus Warmage, Greater Spell Focus (evocation)9.

Skills total ranks: class 65 Concentration +18[+13 ranks, +1 ability, +4 feat], Knowledge (Arcana) +16[+13 ranks, +3 ability], Listen +4[+5 rank, -1 ability], Spellcraft +18[+13 ranks, +3 ability, +2 synergy], Spot +4[+5 rank, -1 ability], Tumble +3[+2 ranks, +4 ability, -3 armor].

Possessions combat gear plus +1 breastplate, +1 buckler, potion of cure moderate wounds, potion of cat’s grace, cloak of charisma +2, vest of resistance +2, arcanist’s gloves, headband of intellect +2, spiked gauntlets and heavy crossbow with 10 bolts.

Armored Mage (Ex): Normally, armor of any type interferes with an arcane spellcaster’s gestures, which can cause his spells to fail (if those spells have somatic components). Warmages’ limited focus and specialized training, however, allow them to avoid arcane spell failure as long as they stick to light armor and light shields. This training does not extend to medium or heavier armors, nor to heavy shields. Nor does this ability apply to spells gained from a different spellcasting class.


At 8th level, a warmage learns to use medium armor with no chance of arcane spell failure.

Warmage Edge (Ex): Warmages are specialized in dealing damage with their spells. Whenever a warmage casts a spell that deals hit point damage, he adds his Intelligence bonus (if any) to the amount of damage dealt. For instance, if a 1st level warmage with 17 Intelligence casts magic missile , he deals 1d4+1 points of damage normally, plus an extra 3 points of damage due to his Intelligence bonus


A single spell can never gain this extra damage more than once per casting. For instance, a fireball deals the extra damage to all creatures in the area it affects. However, if a 3rd level warmage casts magic missile and produces two missiles, only one of them (of the warmage’s choice) gains the extra damage, even if both missiles are directed at the same target. If a spell deals damage for more than one round, it gains this extra damage in each round.

Advanced Learning (Ex): At 3rd, 6th, 11th, and 16th level, a warmage may add a new spell to his or her list, representing the result of personal study and experimentation. The spell must be a wizard spell of the evocation school, and of a level no higher than that of the highest-level spell the warmage already knows. Once a new spell is selected, it is forever added to that warmage’s spell list and may be cast just like any other spell on the warmage’s list.

Goristro
CR 16

CE Huge outsider (tanar’ri, extraplanar, evil, chaotic)

Init +3; Senses darkvision 60 ft; see invisibility; Listen +29, Spot +29

Languages Abyssal

AC 29, touch 7, flat-footed 29


(-2 size, -1 Dex, +22 natural)

hp 300 (24 HD); fast healing 5; DR 15 cold iron or good

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 27

Fort +22, Ref +13, Will +16

Race F+14, R+14, W+14; Abilities Con +8, Dex -1, Wis +2

Speed 40 ft. (8 squares)

Melee 2 slams* +29[-2 size, +24 BAB, +12 Str, -5 Power Attack] (3d6+28) or

*Attacks include the Power Attack feat

Ranged rock +21[-2 size, +24 BAB, -1 Dex] (2d8+12)

Space 15 ft.; Reach 15 ft.

Base Atk +24; Grp +44

Atk Options Awesome Blow, Cleave, Great Cleave, Improved Bull Rush, Improved Sunder, Power Attack

Special Actions stamp, rock throwing

Spell-Like Abilities (CL 12th):


At will—fear (DC 15), levitate, spider climb

Abilities Str 34, Dex 8, Con 27, Int 5, Wis 15, Cha 13 
SQ Powerful slam, damage reduction 15/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 27.
Feats Awesome Blow1, Blind-Fight3, Cleave6, Great Cleave9, Improved Bull Rush12, Improved Critical (slam)15, Improved Initiative18, Improved Natural Attack (slam)21, Improved Sunder24.

Skills total ranks: class 130 Diplomacy +3[+0 ranks, +1 ability, +2 synergy], Intimidate +28[ +27 ranks, +1 ability], Jump +34[+22 ranks, +12 ability], Listen +29[+27 ranks, +2 ability], Sense Motive +29[+27 ranks, +2 ability], Spot +29[+27 ranks, +2 ability].

Powerful Slam (Ex): A goristro’s slam attacks are treated as if they were two-handed weapons for purposes of applying modifiers to damage with Power Attack and from its Strength bonus.

Rock Throwing (Ex): A goristro is trained to throw rocks weighing 60 to 80 pounds. These missiles have a range increment of 150 feet.

See Invisibility (Ex): A goristro constantly sees invisible creatures, as if under the effect of a see invisibility spell. This ability cannot be dispelled.

Stamp (Ex): Up to three times per day, a goristro can produce a shock wave that sends its foes careening off-balance by stamping on the ground as a standard action. The shock wave lasts for 1 round and duplicates the effects of an earthquake spell in an 80-foot radius around the goristro. The goristro and others of its kind are unaffected by the earthquake.

Mature Nabassu
CR 15

CE Medium outsider (tanar’ri, extraplanar, evil, chaotic)

Init +9; Senses darkvision 60 ft.; Listen +23, Spot +23

Languages Abyssal, Common, telepathy 100 ft.

AC 31, touch 15, flat-footed 26


(+5 Dex, +16 natural)

hp 202 (15 HD); regeneration 5; DR 10 cold iron or good 

Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 26

Fort +20, Ref +14, Will +16

Race F+9, R+9, W+9; Abilities Con +9, Dex +5, Wis +5; Feats F+2, R+0, W+2

Speed 40 ft. (8 squares), fly 90 ft. (good)

Melee bite +24[+15 BAB, +9 Str] (2d8+9/19-20/x2) 2 claws +19 (1d8+4)

Space 5 ft.; Reach 5 ft.

Base Atk +15; Grp +24

Atk Options sneak attack +6d6

Special Actions death-stealing gaze, feed, summon tanar’ri, vampiric link

Spell-Like Abilities (CL 15th):


At will—darkness, enervation (+20 ranged touch), ethereal jaunt, greater dispel magic, greater teleport (self plus 50 pounds of objects only), hold monster (DC 20), obscuring mist, silence, true seeing, unholy aura, unholy blight;


3/day—blasphemy, energy drain (+20 melee touch; DC 25)

Abilities Str 28, Dex 20, Con 28, Int 20, Wis 21, Cha 23 
SQ Camouflage, damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, fire 10, spell resistance 26, telepathy 100 ft.
Feats Ability Focus (Death-Stealing Gaze)1, Combat Casting3, Great Fortitude6, Improved Critical (bite)9, Improved Initiative12, Iron Will15.

Skills total ranks: class 212 Balance +7[+0 rank, +5 ability, +2 synergy], Bluff +24[+18 ranks, +6 ability], Concentration +27[+14 ranks, +9 ability, +4 feat], Diplomacy +8[+0 ranks, +6 ability, +2 synergy], Gather Information +8[+0 ranks, +6 ability, +2 synergy], Hide +23 (+31 in underground or barren environments)[+18 ranks, +5 ability], Intimidate +26[+18 ranks, +6 ability, +2 synergy], Jump +15[+0 ranks, +9 ability, +2 synergy, +4 speed], Knowledge (Arcana) +23[+18 ranks, +5 ability], Knowledge (Local [IBS]) +23[+18 ranks, +5 ability], Knowledge (Religion) +23[+18 ranks, +5 ability], Knowledge (The Planes) +23[+18 ranks, +5 ability], Listen +23[+18 ranks, +5 ability], Move Silently +23[+18 ranks, +5 ability], Spot +23[+18 ranks, +5 ability], Tumble +25[+18 ranks, +5 ability, +2 synergy], Use Magic Device +24[+18 ranks, +6 ability].

Camouflage (Ex): A mature nabassu has the ability to change the coloration of its flesh between various shades of black, gray, and brown. As a result, it gains a +8 circumstance bonus on Hide checks made in underground or barren environments.

Death-Stealing Gaze (Su): 30 feet, Fort DC 25 negates, bestows 1d4 negative levels. Any humanoid creature drained to 0 levels by the juvenile nabassu’s death-stealing gaze dies and is immediately transformed into a ghoul (MM 119) under the nabassu’s permanent command. The death-stealing gaze has no effect on creatures that are not humanoids. 


As a standard action, a nabassu can actively use its gaze to kill a single creature within range, regardless of the creature’s type. A creature that fails the DC 25 Fortitude save against this killing gaze is immediately slain. This is a death effect.


The save DC for either version of the gaze is Charisma-based and includes the +2 bonus from the nabassu’s Ability Focus feat..

Feed (Su): A juvenile nabassu can fee on the body of a helpless living humanoid, devouring both its flesh and life force. To do so, the nabassu makes a coup de grace attack against the humanoid creature; this provokes an attack of opportunity from any creatures that threaten it. If the victim is slain by the coup de grace, a significant physical portion of its body is eaten by the nabassu while the remaining portions quickly rot away to a foul-smelling paste. This prevents any form of raising or resurrection that requires part of the corpse. A wish, miracle, or true resurrection can restore a devoured victim to life.


A mature nabassu that kills a creature in this fashion gains the effects of a death knell spell (CL 20th).

Regeneration (Ex): Damage caused by good-aligned weapons deal lethal damage to a mature nabassu.

Sneak Attack (Ex): A mature nabassu can make a sneak attack as a rogue, dealing an extra 6d6 points of damage whenever a foe is denied his or her Detxerity bonus, or when the juvenile nabassu is flanking.

Summon Tanar’ri (Sp): Once per day, a mature nabassu can attempt to summon 2d4 babaus or 1d4 hezrous with a 70% chance of success, or one glabrezu with a 30% chance of success. This ability is the equivalent of a 7th level spell (CL 15th).

Vampiric Link (Su): As a standard action, a mature nabassu can establish a vampiric link between itself and any living creature within 30 feet that it can see. The targeted creature can resist the link with a DC 23 Will save; otherwise the link remains in place until the target moves out of range or the nabassu targets a different creature. A creature targeted by a vampiric link finds that whenever he damages the nabassu, be it with spell or weapon, he takes the same amount of damage. Additionally, if the creature targets the nabassu with a spell, , the effects of that spell are duplicated and affect the caster as well, even if the spell fails to penetrate the nabassu’s spell resistance or the nabassu makes its saving throw. This is a necromancy effect. The save DC is Charisma-based.

4c: the devils you know (part 3)

Priest of Iuz
CR 13

Male human cleric of Iuz 13

CE Medium humanoid

Init +5 (+4 sign); Senses Listen +6, Spot +11

Languages Abyssal, Common

AC 25, touch 15, flat-footed 24


(+1 Dex, +10 armor, +4 deflection)

Immune critical attacks and sneak attacks, spell immunity (scorching ray, ray of enfeeblement, fireball)

Resist electricity 30, protected from fire (120 points)

hp 156 [+26 divine vigor] (13 HD) DR 10/adamantine (Stoneskin 130 pts)

Miss Chance 20% against ranged attacks

Fort +15, Ref +9, Will +18

Class F+8, R+4, W+8; Abilities Con +3, Dex +1, Wis +6; Magic F+4, R+4, W+4

Speed 30 ft. in full plate (4 squares), base movement 40 ft. (+10 ft. Divine Vigor)

Melee +3 acidic burst greatsword +14/+9[+9/+4 BAB, +1 Str, +3 magic, +1 morale] (2d6+4 plus 1d6 acid [plus 1d10 acid on a critical]/17-20/x2).

Ranged Mwk heavy crossbow +11[+9 BAB, +1 Dex, +1 weapon] (1d10)

Space 5 ft.; Reach 5 ft.

Base Atk +9/+4; Grp +10

Special Actions rebuke undead

Combat Gear +1 acidic burst greatsword

Cleric Spells Prepared (CL 13th; DC 16 plus spell level):


7th—radiant assault (DC 23), blasphemyD.


6th—blade barrier (DC 22), harm (DC 22), misleadD

5th—flame strike (x2) (DC 21), righteous wrath of the faithful, slay living (DC 21), dispel goodD (DC 21)


4th—divine power, freedom of movement(, greater magic weapon(, death ward(, spell immunity(, confusionD (DC 20).


3rd—cure serious wounds, dispel magic, protection from energy(, ring of blades(, searing light (+11 ranged touch), nondetectionD(.


2nd—close wounds (x2), resist energy(, living undeath(, sound burst (DC 18), spiritual weapon (greatsword; +15/+10; 1d8+4), invisibilityD;


1st—entropic shield(, bless(, cure light wounds (x3), shield of faith(, sign(, protection from goodD(;


0—cure minor wounds (x2), detect magic, guidance (x2), light;

D: Domain spell. Deity: Iuz. Domains: Evil (+1 caster level on evil spells), Trickery 

(Already cast

Abilities Str 13, Dex 12, Con 14 (16), Int 10, Wis 18 (22), Cha 8 (4)

SQ rebuke undead
Feats Exotic Weapon Proficiency (greatsword)human, Combat Casting1, Power Attack3, Divine Vigor6, Improved Toughness9, Improved Critical (greatsword)12.

Skills total ranks: class 48 Concentration +23[+16 ranks, +3 ability, +4 feat], Knowledge (Arcana) +5[+5 ranks, +0 ability], Knowledge (Religion) +6[+6 ranks, +0 ability], Knowledge (The Planes) +5[+5 ranks, +0 ability], Spellcraft +18[+16 ranks, +0 ability, +2 synergy]
Possessions combat gear plus +2 full plate, potion of cure moderate wounds (x2), cloak of resistance +4, mwk heavy crossbow with 10 crossbow bolts, amulet of health +2, armbands of might, periapt of wisdom +4, third eye clarity.

Powered Up (w/Divine Power): Str 19; +13/+8/+3 BAB; Melee +3 acidic burst greatsword +21/+16/+11[+13/+8/+3 BAB, +4 Str, +3 magic, +1 morale] (2d6+9 plus 1d6 acid damage [plus 1d10 acid damage on critical]/17-20/x2); Ranged Mwk heavy crossbow +15[+13 BAB, +1 Dex, +1 weapon] (1d10); hp 169 [+26 divine vigor, +13 divine power].

Iuzian Arcanist
CR 11

Male human evoker 6/divine oracle 6/loremaster 1

CE Medium humanoid

Init +8 (+4 nerveskitter); Senses Listen +9, Spot +9

Languages Abyssal, Common, Draconic

AC 23, touch 13, flat-footed 23


(+3 Dex, +6 greater mage armor, +4 shield)

Resist fire 30, electricity (protected 120 pts)

hp 89 [+16 false life] (13 HD); DR 10/adamantine (Stoneskin 130 pts)

Fort +10, Ref +16, Will +17

Class F+4, R+4, W+12; Abilities Con +2, Int +6, Wis +1; Magic F+4, R+4, W+4; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Ranged Mwk light crossbow +10[+6 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +9[+6 BAB, +3 Dex] (spell)

Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +6

Wizard Spells Prepared (CL 13th; DC 16 plus spell level; +2 Evocation): [4+1/6+1/6+1/5+1/5+1/4+1/3+1/1+1]

7th—spell turning(, energy admixtured fireballS* (DC 21).


6th--contingencyS*(, energy admixtured scorching ray (+10 ranged touch), fires of purity, greater dispel magic;


5th—overland flight(, empowered fireballS* (DC 19), empowered vampiric touch(, greater fireburst, energy admixtured lesser orb of acid;


4th—blast of flame (DC 20), empowered fireburst (DC 20), enervation (+10 ranged touch), stoneskin(( (x2), ice stormS*;


3rd—battlemagic perception(, greater mage armor(, protection from energy(, fireballS* (x2) (DC 21), wind wall;


2nd—glitterdust (DC 18), false life(, fireburst (DC 20), resist energy(, see invisibility(, scorching ray (x2) (+10 ranged touch)S*;


1st—enlarge person( (on priest), shield(, ray of enfeeblement (+10 ranged touch), magic missile (x3)S*, nerveskitter(;


0—detect magic, ray of frostS* (x4) (+10 ranged touch);

S: Specialization spell. *School of Specialization: Evocation; Schools of Opposition: Enchantment and Illusion.

Contingency: cast greater blink when combat begins (attacked directly or indirectly).

(Already cast

Wizard Spells Prepared (CL 13th; DC 16 plus spell level; +2 Evocation): [4+1/6+1/6+1/5+1/5+1/4+1/3+1/1+1]

7th—spell turning(, prismatic spray S* (DC 25).


6th--contingencyS*(, energy admixtured scorching ray (+9 ranged touch), disintegrate (+9 ranged touch; DC 20), empowered orb of force (+9 ranged touch);


5th—cone of cold (DC 23), greater fireburst (DC 23), mass fire shield, overland flight(, empowered fireballS* (DC 21);


4th—dimension door, enervation (+9 ranged touch), empowered scorching ray (+9 ranged touch), stoneskin (on priest and self) (x2)( (, ice stormS*;


3rd—greater mage armor(, haste, lightning bolt* (DC 21), protection from energy(, fireballS* (DC 21), wind wall;

Abilities Str 10, Dex 14 (16), Con 13 (15), Int 18 (22), Wis 12, Cha 8 
SQ summon familiar (weasel), oracle domain, scry bonus, prescient sense, trap sense +2, divination enhancement, uncanny dodge, improved uncanny dodge.
Feats Scribe ScrollWizard, Combat CastingHuman, Spell Focus (Evocation)1, Skill Focus (Knowledge [Religion])3, Empower SpellWizard, Insightful Reflexes6, Greater Spell Focus (Evocation)9, Energy Substitution (Acid)12, Energy Admixture (Acid)Loremaster.

Skills total ranks: class 84 Concentration +20[+14 ranks, +2 ability, +4 feat], Knowledge (Arcana) +18[+14 ranks, +4 ability], Knowledge (Religion) +16[+9 ranks, +4 ability, +3 feat], Listen +9[+6 ranks, +1 ability, +2 feat], Spellcraft +18[+14 ranks, +4 ability, +2 synergy], Spot +9[+6 ranks, +1 ability, +2 feat], Tumble +9[+7 ranks, +2 ability].
Possessions Masterwork light crossbow, dagger, potion of cat’s grace, potion of cure critical wounds, vest of resistance +4, dimension stride boots, headband of intellect +4, empowered spellshard (fireball), amulet of health +2, vest of the master evoker.

Weasel Familiar

N Tiny magical beast

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

AC 27, touch 14, flat-footed 25


(+2 size, +2 Dex, +3 natural, +6 greater mage armor, +4 shield)

Resist fire 30, electricity (protected 120 pts)

hp 52 [+16 false life] (13 HD); DR 10/adamantine (Stoneskin 130 pts)

Fort +4, Ref +6, Will +13

Race F+4, R+4, W+12; Abilities Con +0, Dex +2, Wis +1

Speed 20 ft. (6 squares), climb 20 ft.

Melee Bite +10[+2 size, +6 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +6; Grp -8

Abilities Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 5 
SA Attach

SQ Low-light vision, scent

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +10[+0 ranks, +2 ability, +8 racial], Concentration +16[+16 ranks, +0 ability], Hide +11[+8 size, +1 ranks, +2 ability], Knowledge (Arcana) +15[+16 ranks, -1 ability], Knowledge (Religion) +15[+16 ranks, -1 ability], Listen +3[+2 ranks, +1 ability], Move Silently +8[+2 ranks, +2 ability, +4 racial], Spellcraft +17[+16 ranks, -1 ability, +2 synergy], Spot +3[+2 ranks, +1 ability], Tumble +10[+8 ranks, +2 ability].
Contingency: cast greater blink when combat begins (attacked directly or indirectly).

Spells Active: overland flight, spell turning, stoneskin, protection from energy (electricity), resist energy (fire), greater mage armor, false life, see invisibility, shield.

Moriana
CR 19

Female marilith fighter 1/dervish 1

CE large outsider (tanar’ri, evil, extraplanar, chaotic)

Init +4; Senses Listen +31, Spot +32

Languages Common, Abyssal

AC 40, touch 14, flat-footed 36 [-1 size, +4 Dex, +6 armor, +4 shield, +16 natural, +1 dervish]
hp 246 (18 HD); DR 10/good and cold iron

Immune electricity and poison

Resist acid 10, cold 10; fire 10;  SR 25

Fort +21, Ref +16, Will +16

Class F+12, R+12, W+12; Abilities F+9, R+4, W+4

Speed 40 ft. (4 squares)

Melee Large +1 great scimitar of wounding +30/+25/+20/+15[-1 size, +18/+13/+8/+3 BAB, +11 Str, +1 magic, +1 focus] (2d6+12/18-20/x2)[+11 Str, +1 magic] and 5 large +1 corrosive great scimitars +30[-1 size, +18 BAB, +11 Str, +1 magic, +1 focus] (2d6+6 plus 1d6 acid damage/18-20/x2)[+5 Str, +1 magic] and tail slap +28[-1 size, +18 BAB, +11 Str, +1 magic, +1 focus, -2 secondary attack] (4d6+5)[+5 Str]
Melee 6 slams +28[-1 size, +18 BAB, +11 Str] (1d8+11)[+11 Str] and tail slap +26[-1 size, +18 BAB, +11 Str] (4d6+4)[+11 Str].

Space 10 ft.; Reach 10 ft.

Base Atk +18; Grp +31

Atk Options Constrict 4d6+13, improved grab, spell-like abilities, summon tanar’ri, dervish dance 1/day

Special Actions summon tanar’ri

Combat Gear 6 +1 longswords

Abilities Str 29 (33), Dex 19, Con 29, Int 18, Wis 18, Cha 24.

SQ: Damage reduction 10/good and cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 25, telepathy 100 ft, 

Feats: Combat Expertise1, Dodge3, Multiattack6, Multiweapon Fighting9, Power Attack12, Weapon Focus (longsword)15, MobilityBonus Fighter, Combat Reflexes18.

Skills: total ranks: class 234Bluff +22[+15 ranks, +7 ability], Concentration +28[+19 ranks, +9 ability], Diplomacy +24[+15 ranks, +7 ability, +2 synergy], Disguise +7 (+9 acting) [+0 ranks, +7 ability], Hide +20[+16 ranks, +4 ability], Intimidate +26[+19 ranks, +7 ability], Listen +31[+19 ranks, +4 ability, +8 racial], Move Silently +20[+16 ranks, +4 ability], Perform (Dance) +21[+14 ranks, +7 ability], Search +19[+15 ranks, +4 ability], Sense Motive +14[+10 ranks, +4 ability], Spellcraft +23[+19 ranks, +4 ability] (+25 scrolls), Spot +32[+20 ranks, +4 ability, +8 racial], Survival +4 (+6 following tracks) [+0 ranks, +4 ability], Tumble +18[+14 ranks, +4 ability], Use Magic Device +26 (+28 scrolls) [+19 ranks, +7 ability].

Possessions: Combat gear plus belt of giant strength +4, +1 mithral chainmail, thunderstone.

Constrict (Ex): A marilith deals 4d6+13 points of damage with a successful grapple check. The constricted creature must succeed on a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds thereafter. The save DC is Strength-based.

Improved Grab (Ex): To use this ability, a marilith must hit with its tail slap attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it succeeds on the grapple attempt, it can constrict.

Spell-Like Abilities: At will – align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, see invisibility, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25). Caster level 16th. The save DCs are Charisma-based.

Summon Tanar’ri (Sp): Once per day, a marilith can attempt to summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a 50% chance of success, or one glabrezu or another marilith with a 20% chance of success. This ability is the equivalent of a 5th level spell.

True Seeing (Su): Mariliths continuously use this ability, as the spell (caster level 16th).

Dervish Dance (Ex): A dervish can become a whirling dancer of death a certain number of times per day. While in this dervish dance, she can take a full attack action (for melee attacks only) and still move up to her speed. However, the dervish must move a minimum of 5 feet between each attack when using this ability, and she cannot return to a square she just exited (though she may return to that square later during her full attack). The dervish is subject to attacks of opportunity while dancing, but may tumble normally as part of her move. A dervish prevented from completing her move is also prevented from completing her full attack.



If a dervish wields a slashing weapon while in a dervish dance, she gains a bonus on her attack and damage rolls. This bonus is +1 at 1st level, and it increases by an extra +1 at every odd-numbered level thereafter.



A dervish may only perform a dervish dance while wielding a slashing weapon (she may use a double weapon, or multiple weapons, only if both ends of the weapon or all of the weapons are of the slashing type). She cannot perform a dervish dance in any armor heavier than light or if she is using a shield. While dancing, a dervish cannot use skills or abilities that involve concentration or require her to remain still, such as Move Silently, Hide, or Search. A dervish with the bardic music ability can, however, sing while she dances, and a dervish can also use the Combat Expertise feat while in a dance. A dervish cannot perform a dervish dance under the effect of a rage or frenzy ability.



A dervish can only perform a dervish dance once per encounter. A dervish dance lasts 1 round for every two ranks of Perform (Dance) that the character has. At the end of a dervish dance, the character becomes fatigued for the duration of the encounter.

Movement Mastery (Ex): A dervish is so certain of her movements that she is unaffected by adverse conditions. When making a Jump, Perform (Dance), or Tumble check, she may take 10 even if stress and distraction would normally prevent her from doing so.

Slashing Blades (Ex): A dervish treats the scimitar as a light weapon (rather than a one-handed weapon for all purposes, including fighting with two weapons.

Advanced Arrow Demon
CR 12

Male advanced arrow demon fighter 4

CE medium outsider (tanar’ri, evil, extraplanar, chaotic)

Init +7; Senses darkvision 60 ft; Listen +16, Spot +16

Languages Abyssal, Celestial, Draconic, telepathy 100 ft.

AC 26, touch 16, flat-footed 20 [+6 Dex,+5 armor, +5 natural]
hp 228 (16 HD); DR 5/good and cold iron

Immune electricity and poison

Resist acid 10, cold 10; fire 10; SR 18

Fort +21, Ref +16, Will +12

Class F+12, R+9, W+9; Abilities F+9, R+7, W+3

Speed 40 ft. (4 squares)

Ranged (w/ Rapid Shot) 2 Large +1 seeking composite greatbows (+6 Str) +23/+23/+23/+23/+18/+18/+13/+13/+8/+8[+16/+11/+6/+1 BAB, +7 Dex, +1 magic, +1 focus, -2 symmetrical archery, -2 rapid shot, +2 RWM] (2d8+11/19-20/x3)[+6 Str, +1 magic, +2 WS, +2 RWM]
Melee 4 claws +22[+16 BAB, +6 Str] (1d6+6)

Space 5 ft.; Reach 5 ft.

Base Atk +16; Grp +20

Atk Options Close combat shot, oversized weapons, spell-like abilities, summon tanar’ri, symmetrical archery

Special Actions summon tanar’ri
Combat Gear 2 large +1 composite greatbows (+6 Str) and 100 arrows.

Abilities Str 22, Dex 20 (24), Con 29, Int 14, Wis 16, Cha 12.

SQ: Damage reduction 5/good and cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 18, telepathy 100 ft, 

Feats: Point Blank Shot1, Precise Shot3, Rapid Shot6, Weapon Focus (Composite Greatbow)9, Improved Precise Shot12, Improved Critical (Composite Greatbow)F1, Quicken Spell-Like Ability (Dimension Door)15, Weapon Specialization (Composite Greatbow)F2, Ranged Weapon MasteryF4.

Skills: total ranks: class 150Balance +20[+15 ranks, +5 ability], Bluff +16[+15 ranks, +1 ability], Climb +20[+15 ranks, +5 ability], Concentration +24[+15 ranks, +9 ability], Hide +20[+15 ranks, +5 ability], Jump +24[+15 ranks, +5 ability, +4 speed], Listen +18[+15 ranks, +3 ability], Move Silently +20[+15 ranks, +5 ability], Sense Motive +18[+15 ranks, +3 ability], Spot +18[+15 ranks, +3 ability]. 

Possessions: Combat gear plus potion of cat’s grace, potion of cure serious wounds, quiver of ehlonna, +1 mithral chain shirt, thunderstone.

Physical Description: Lean and wiry, this four-armed creature holds two powerful greatbows in its left arms and draws the strings back in parallel with its right arms. The massive arrows notched in the bows draw the eye, and the emaciated limbs with which it holds its twin bows obviously conceal an abyssal strength. The creature’s gray skin is oily and moist, and it is entirely hairless. The creature’s long legs end in four-jointed toes, and it grips the ground as it walks.

Close Combat Shot (Ex): An arrow demon does not incur attacks of opportunity for firing a bow while threatened. In addition, the arrow demon can shoot its bows to make attacks of opportunity as if it threatened the squares adjacent to it with its bows.

Oversized Weapons (Ex): Arrow demons can use bows of any kind that are up to one size larger than their size would allow without penalty.

Spell-Like Abilities: At will – dimension door (self plus 50 pounds of objects only). Caster level 10th.

Summon Tanar’ri (Sp): Once per day, an arrow demon can automatically summon 1d6 dretches, or attempt to summon another arrow demon with a 35% chance of success. This ability is the equivalent of a 4th level spell.

Symmetrical Archery (Ex): The arrow demon has an amazing ability to wield two bows at once in unison. Any time the arrow demon could make a single attack with a bow, it can attack with both of its bows, at -2 to all of its attack rolls that round. For example, when making an attack action, an arrow demon can fire one arrow from each bow at its normal attack bonus minus 2, and when making a full attack action, it can fire one arrow from each bow for each of its normal iterative attacks (two arrows from each bow, each shaft at a -2 penalty). The statistics block above already includes these bonuses. The arrow demon takes no additional penalties for using multiple weapons as long as it is using only bows.

Telepathy (Su): Arrow demons can communicate telepathically with any creature within 100 feet that has a language.

5b: a house divided (part 2)

Death Cultist
CR 13

Male human necromancer 13

CE Medium humanoid

Init +11; Senses Listen +3, Spot +3

Languages Abyssal, Common, Draconic

AC 23, touch 13, flat-footed 20


(+3 Dex, +6 greater mage armor, +4 shield)

hp 107 [+16 False Life] (13 HD); DR 10/adamantine (stoneskin – 130 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +15, Ref +11, Will +13

Class F+4, R+4, W+8; Abilities Con +3, Dex +3, Wis +1; Familiar F+2, R+0, W+0; Magic F+4, R+4, W+4; Feat F+2, R+0, W+0

Speed 30 ft. (6 squares)

Ranged Masterwork light crossbow +10[+6 BAB, +3 Dex, +1 weapon] (1d8/19-20/x2) or

Ranged Ranged touch +9[+6 BAB, +3 Dex] (spell)
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +6

Wizard Spells Prepared (CL 13th; DC 16 plus spell level; +2 Necromancy): [Spells Prepared: 4+1/6+1/6+1/5+1/5+1/4+1/3+1/1+1]


7th—avasculate* (DC 25), waves of exhaustionS*.


6th—contingency(, fell drain enervation (+9 ranged touch), fleshshiverS* (DC 24), greater dispel magic;


5th—quickened ray of enfeeblement* (+9 ranged touch), night’s caress (DC 23), wall of force, wrackS* (DC 23);


4th—fell drain scorching ray (+9 ranged touch), enervated vampiric touch*(, greater invisibility, enervationS* (+9 ranged touch), enervated fireball (DC 20), stoneskin(;


3rd—battlemagic perception(, enervated scorching ray (+9 ranged touch), fell drain ray of enfeeblementS* (+9 ranged touch), greater mage armor(, protection from energy(, wind wall(;

2nd—curse of impending blades*, enervated lesser orb of acid (+9 ranged touch), mirror image(, glitterdust (DC 18), false lifeS*(, resist energy(, see invisibility(;


1st—lesser orb of acid (+9 ranged touch), magic missile (x2), shield(, silent image, spirit worm* (DC 17), nerveskitter;


0—detect magic, light, ray of frost, touch of fatigueS* (x2) (DC 18);

S: Specialization spell. *School of Specialization: Necromancy; Schools of Opposition: Enchantment and Transmutation.

Contingency: displacement when combat begins (ie, attacked directly or indirectly).

(Already cast

Abilities Str 10, Dex 13 (17), Con 14 (16), Int 18 (22), Wis 12, Cha 8 
SQ summon familiar (rat)
Feats Scribe ScrollWizard, Improved ToughnessHuman, Spell Focus (necromancy)1, AlertnessFamiliar, Enervate Spell3, Fell DrainWizard, Greater Spell Focus (necromancy)6, Great Fortitude9, Quicken SpellWizard, Improved Initiative12.

Skills total ranks: class 73 Concentration +19[+16 ranks, +3 ability], Knowledge (Arcana) +22[+16 ranks, +6 ability], Knowledge (Religion) +22[+16 ranks, +6 ability], Knowledge (The Planes) +20[+14 ranks, +6 ability], Spellcraft +24[+16 ranks, +6 ability, +2 synergy], Tumble +11[+8 ranks, +3 ability].
Possessions Masterwork light crossbow, dagger, potion of cure serious wounds, vest of resistance +4, silkslick belt, scroll of benign transposition, headband of intellect +4, amulet of health +2, potion of cat’s grace, dimension stride boots, robe of arcane might (necromancy).

Rat Familiar

N Tiny magical beast

Init +6; Senses Listen +1, Spot +1

AC 31, touch 14, flat-footed 29


(+2 size, +2 Dex, +7 natural, +6 greater mage armor, +4 shield)

hp 61 (+16 False Life) (13 HD); DR 10/adamantine (stoneskin – 130 pts)

Resist fire 30, electricity (protected 120 pts)

Fort +7, Ref +8, Will +10

Race F+4, R+4, W+8; Abilities Con +2, Dex +3, Wis +1; 

Speed 15 ft. (3 squares), climb 15 ft., swim 15 ft.

Melee Bite +10[+2 size, +6 BAB, +2 Dex] (1d3-4)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +6; Grp -6

Abilities Str 2, Dex 15, Con 10, Int 12, Wis 12, Cha 2

SQ Low-light vision, scent, improved evasion, share spells, empathic link, deliver touch spells, speak with master, speak with animals of its kind, spell resistance 18, scry on familiar.

Feats Weapon Finesse.

Skills Balance +10[+0 ranks, +2 ability, +8 racial], Climb +12[+2 ranks, +2 ability, +8 racial], Concentration +17[+16 ranks, +1 ability], Hide +14[+4 size, +4 ranks, +2 ability, +4 racial], Knowledge (Arcana) +17[+16 ranks, +1 ability], Knowledge (Religion) +17[+16 ranks, +1 ability], Knowledge (The Planes) +15[+14 ranks, +1 ability], Move Silently +10[+4 ranks, +2 ability, +4 racial], Spellcraft +19[+16 ranks, +1 ability, +2 synergy], Swim +10[+0 ranks, +2 ability, +8 racial], Tumble +10[+8 ranks, +2 ability].

Spells Active: vampiric touch (+9 melee touch) (holding the charge), protection from energy, shield, mirror image, false life, contingency, resist energy, greater mage armor, stoneskin.

Advanced Dread Wraiths
CR 13

LE Large undead

Init +13; Senses darkvision 60 ft; Listen +33, Spot +33

Languages Common, Infernal

AC 26[-1 size, +9 Dex,+8 deflection], touch 26, flat-footed 16 (+2 vs Good-Aligned)

hp 156 (24 HD)

Immune cold, undead immunities

Fort +8, Ref +17, Will +18 (+2 vs Good-Aligned)

Class F+8, R+8, W+14; Abilities F+0, R+9, W+4

Speed 60 ft. (12 squares) (Good)

Melee Incorporeal touch +21[-1 size, +12 BAB, +9 Dex, +1 focus] (2d6 plus 1d8 Constitution drain).

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp --

Atk Options Constitution drain, create spawn.

Abilities Str --, Dex 28, Con --, Int 17, Wis 18, Cha 26.

SQ: Darkvision 60 ft., daylight powerlessness, incorporeal traits, lifesense 60 ft., undead traits, unnatural aura.

Feats: AlertnessB, Blind Fight1, Combat Reflexes3, Dodge6, Improved InitiativeB, Improved Natural Attack (incorporeal touch)9, Mobility12, Spring Attack15, Ability Focus (Constitution Drain)18, Flyby Attack21, Weapon Focus (incorporeal touch)24.

Skills: Diplomacy +10[+3 ranks, +7 ability], Hide +32[-1 size, +24 ranks, +9 ability], Intimidate +35[+27 ranks, +8 ability], Knowledge (Religion) +30[+27 ranks, +3 ability], Listen +33[+27 ranks, +4 ability, +2 feat], Search +30[+27 ranks, +3 ability], Sense Motive +31[+27 ranks, +4 ability], Spot +33[+27 ranks, +4 ability, +2 feat], Survival +4[+0 ranks, +4 ability] (+6 following tracks).
Unnatural Aura (Su): Animals, whether wild or domesticated, can sense the unnatural presence of a wraith at a distance of 30 feet. They will not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they remain within that range.
Daylight Powerlessness (Ex): Wraiths are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it. 
Lifesense (Su): A dread wraith notices and locates creatures within 60 feet, just as if it possessed the blindsight ability. It also senses the strength of their life force automatically, as if it had cast deathwatch.
Constitution Drain (Su): Living creature’s hit by a dread wraith’s incorporeal touch attack must succeed on a DC 32 Fortitude save or take 1d8 points of Constitution drain. The save DC is Charisma-based. On each such successful attack, the dread wraith gains 5 temporary hit points.
Create Spawn (Su): Any humanoid slain by a dread wraith becomes a wraith in 1d4 rounds. Its body remains intact and inanimate, but its spirit is torn free from its corpse and transformed. Spawn are under the command of the wraith that created them and remain enslaved until its death. They do not possess any of the abilities they had in life.

5c: A House Divided (Part 3)

Morgan Silverlaine (“The Sage of Rookroost”)
CR 17

Male gray elf lich diviner5/divine oracle2/fatespinner4/loremaster1/wayfarer’s guide1/archmage2

NE Medium undead

Init +2; Senses Listen +13, Spot +16

Languages Common, Abyssal, Auran, Celestial, Draconic, Elven, Giant, Gnome, Ignan, Infernal, Terran, Undercommon, Amedi, Ancient Baklunish, Cold Tongue, Flan, Keolandish, Old Oeridian, Olman, Rhopan, Ancient Suloise, Tuev.

AC 31, touch 15, flat-footed 29


(+2 Dex, +6 natural, +6 greater mage armor, +4 shield, +2 deflection, +1 insight)

hp 110 (15 HD) DR 15/magic and bludgeoning

Immune acid, cold, electricity, polymorph, mind-affecting effects (charms, compulsions, phantasms, patterns, and morale effects), poison, sleep, paralysis, stunning, disease, death effects, critical hits, nonlethal damage, ability drain or energy drain, ability damage, fatigue, exhaustion, turning, and massive damage.

Resist +4 turn resistance; fire 30.

Fort +7, Ref +21, Will +24

Class F+2, R+2, W+18; Abilities F+0, R+12, W+1; Item F+5, R+5, W+5; Familiar F+0, R+2, W+0

Speed 30 ft. (6 squares)

Melee paralyzing touch +4/-1[+6/+1 BAB, -2 Str] (1d8+5 plus paralyzing touch/x2, DC 17 save for half)

Ranged +8 ranged touch (ray)[+6 BAB, +2 Dex]
Space 5 ft.; Reach 5 ft.

Base Atk +6/+1; Grp +4

Special Actions paralyzing touch (DC 17), fear aura (DC 17).

Wizard Spells Prepared (4+1/7+1/7+1/7+1/6+1/6+1/5+1/4+1/2+1; DC 22 plus spell level; CL 16th [+1 evocation / +2 transmutation spells]):


0—detect magic (x2)*, mage hand, message, touch of fatigue;


1st—comprehend languages*; lesser orb of acid, magic missile (x2), ray of enfeeblement, scholar’s touch, shield, true strike*, identify**;

2nd—detect thoughts[image: image1.emf], false life[image: image2.emf]; glitterdust, resist energy [image: image3.emf](extended), scorching ray (x2), spectral hand[image: image4.emf], see invisibility*[image: image5.emf](extended), augury**;


3rd—displacement, fireball (x3), greater mage armor[image: image6.emf], slow, vampiric touch, tongues*, divination**;


4th—bestow curse, dimension door, greater invisibility, orb of force, orb of fire, stoneskin[image: image7.emf], unluck*, scrying**,


5th—arc of lightning, greater fireburst, overland flight[image: image8.emf], teleport, wall of force, quickened shatter, quickened true strike*, commune**;


6th—disintegrate, greater dispel magic, quickened glitterdust, quickened scorching ray, repulsion[image: image9.emf], true seeing*, legend lore**;


7th—energy immunity[image: image10.emf], project image, glass strike, spell turning[image: image11.emf], greater arcane sight*[image: image12.emf], greater scrying**;


8th—superior invisibility[image: image13.emf], mind blank[image: image14.emf], moment of prescience*[image: image15.emf], discern location**.

[image: image16.emf]Already cast and included in the stats

S: *Specialization spell. School of Specialization: Divination; School(s) of Opposition: Enchantment.

D: **Domain spell. Oracle domain.

Abilities Str 6, Dex 14, Con --, Int 26 (32), Wis 12, Cha 10.

SQ: oracle domain, scry bonus, prescient sense, trap sense +1, spin fate, fickle finger of fate, spin destiny, deny fate, resist fate, secret (bonus feat), enhanced capacity, improved range, high arcane (mastery of shaping), high arcana (mastery of elements), summon familiar (weasel), undead traits,

Feats: AlertnessFamiliar, Scribe ScrollBonus Wizard, Skill Focus (Knowledge [Religion]1, Skill Focus (Spellcraft)3, Spell Focus (Evocation)6, Spell Focus (Transmutation)9, Quicken SpellBonus Wizard, Sudden Maximize12, Insightful ReflexesBonus Loremaster, Greater Spell Focus (Transmutation)15.

Skills: total ranks: class 153 Concentration +18[+18 ranks, +0 ability], Decipher Script +22[+10 ranks, +12 ability], Hide +10[+0 ranks, +2 ability, +8 racial], Knowledge (Arcana) +30[+18 ranks, +12 ability], Knowledge (Architecture and Engineering) +13[+1 ranks, +12 ability], Knowledge (Dungeoneering) +13[+1 ranks, +12 ability], Knowledge (Geography) +22 [+10 ranks, +12 ability], Knowledge (History) +13[+1 ranks, +12 ability], Knowledge (Nature) +13[+1 ranks, +12 ability], Knowledge (Nobility and Royalty) +13[+1 ranks, +12 ability], Knowledge (Religion) +33[+18 ranks, +12 ability, +3 feat], Knowledge (The Planes) +22[+10 ranks, +12 ability], Knowledge (Local [IBS]) +25[+13 ranks, +12 ability], Knowledge (Local [Core]) +17[+5 ranks, +12 ability], Listen +13[+0 ranks, +1 ability, +10 racial, +2 feat], Move Silently +10[+0 ranks, +2 ability, +8 racial], Profession (Gambler) +6[+5 ranks, +1 ability], Profession (Sage) +3[+2 ranks, +1 ability], Search +27[+5 ranks, +12 ability, +10 racial], Sense Motive +9[+0 ranks, +1 ability, +8 racial], Spellcraft +35 [+18 ranks, +12 ability, +2 synergy, +3 feat], Spot +16[+3 ranks, +1 ability, +2 feat, +10 racial].

Possessions: Headband of intellect +6, lesser rod of extend, normal rod of empower, lesser rod of maximize, heward’s handy haversack, quiver of ehlonna, boccob’s blessed book, ring of counterspells (2; greater dispel magic and disintegrate), vest of resistance +5, orange prism ioun stone (+1 caster level), dusty rose prism ioun stone (+1 AC), ring of protection +2, amulet of natural armor +1.

Paralyzing Touch (Su): Any living creature a lich hits with its touch attack must succeed on a Fortitude save or be permanently paralyzed. Remove Paralysis or any spell that can remove a curse can free the victim (see the bestow curse spell description, page 203 of the Player’s Handbook). The effect cannot be dispelled. Anyone paralyzed by a lich seems dead, though a DC 20 Spot check or a DC 15 Heal check reveals that the victim is still alive.

Fear Aura (Su): Liches are shrouded in a dreadful aura of death and evil. Creatures of less than 5 HD in a 60-foot radius that look at a lich must succeed at a Will save or be affected as though by a fear spell from a sorcerer of the lich’s level. A creature that successfully saves cannot be affected again by the same lich’s aura for 24 hours.
Turn Resistance (Ex): A lich has +4 turn resistance.
Appendix 3: judges’ script for encounter 1

NARRATOR:

The morning of the 8th of Ready’reat dawns crisp and clear. As the appointed hour arrives, the square near the keep is crowded with a mix of people: soldiers, townspeople, beggars, shopkeepers, and the rough-and-ready types who can only be adventurers. It is not long before a man in robes steps onto the small platform erected to raise a speaker above the heads of the crowd.

LORD MAYOR MARWALD:

“Good morning, citizens and friends of Hallorn. I am Lord Mayor Marwald. Thank you for coming in response to my rather mysterious proposal. I have invited you here to discuss some matters of great import, matters which concern us all. However, as most of you know, my expertise is in administration, not military strategy. For that, I turn to Colonel Hennen, who will lead the first part of our discussion. Colonel.”

COLONEL HENNEN:

“Thank you, Lord Mayor. I am Colonel Hennen, acting commander of the Army of the Warfields in the absence of General Hok. The Lord Mayor asked me here today to advise you of the strategic situation in our region. Several groups have begun to take open stands against the current faction in power, and events are in motion that will soon make it impossible for Hallorn and the Army of the Warfields to stay safely off to the side.”

SOLDIER:

“Colonel, Colonel! Begging your pardon, Sir!”

COLONEL HENNEN:

“What is it, soldier?”

SOLDIER:

“Sir, General Hok is back! He’s just come through the gatehouse!”

NARRATOR:

The crowd parts as a tall man in dark armor strides forward. A single figure in robes on one side and two others, a human dressed in white robes, and a female half-orc with a bow, follow him to the platform, while several hooded figures stop to wait behind a portion of the crowd. The Colonel offers a stunned but heartfelt salute before stepping aside. 

GENERAL HOK:

“Any day that I can walk the streets of home is a fine day, and this is one, for I am home. And such a fine welcome you arranged for me! Actually, I know why Lord Mayor Marwald and Colonel Hennen, my most worthy comrades, have asked you here today. They are exactly right in their reasons, though somewhat wrong in their priorities. If I may, Colonel, I will take over your briefing.”

COLONEL HENNEN:

“Of course, sir.”

NARRATOR:

At this point, the tall man removes his helm to make it easier for all to hear his voice. It is undoubtedly General Hok; however, he has undoubtedly changed. The skin of his face is dark and looks tough, almost scaly, while his eyes are alight with a reddish glow.

GENERAL HOK:

“I would like to start by thinking back on some of the things we have accomplished in the last few years. Not that long ago, this was an occupied city, with undead roaming the streets night and day. People just like you – hell, maybe some of you – made a Boneheart flee and bought the very ground on which we stand with their blood. That is a victory.”


“The Johrase, with some help from Molaho Khem himself, liberated the city of Kinemeet and chose their own king in open defiance of Old Wicked. They are mercenaries no longer, and that is a victory.”


“During the Battle of the Tangles, a single dwarven warrior fought and died facing impossible odds. The bodies of half a dozen demons lay sprawled beneath his on the ruined forest floor. A defeat, you say? No, for his brethren discovered, fought for, and founded the city of Morakduum in his honor. Remember Ulfar! That is a victory.”


“The ravens have returned to Rookroost, Duke Gellor seeks to revive his holdings in the Artonsomay, and I am told that the new Baron of Morannon won’t be having the Bonehearts over to drink from his moat anytime soon, and these are victories.”


“Perhaps the greatest victory of all occurred when groups of unlikely allies stood together to face a dire threat. I speak of a time when the Death Cultists sacrificed an object of great power, which was used in a ritual led by the clergy of Dimre, an effort that succeeded because of the defense mounted by you and your comrades. Many of you do not know how many lives you saved that day, by blocking only a portion of the negative energy blast created by That Which Slept. That, my friends, is a victory.”


“And yet, as far as we’ve come, the steps we’ve taken have been small. All these victories only have meaning when you see them as a whole. That is how we need to see our efforts – not as singular actions, but as parts of a greater whole. If we can take all the energy, power and pure guts we pour into each small effort and put it together behind a single fighting force, then – then, my friends – we will have victory!”


“That is why I am here today, to call upon the members of each faction – the Army of the Warfields, the citizens of Redhand, the elves of the Fanlareshan, the dwarves of Morakduum, Fort Hendricks, the Defenders of Greenkeep, the Khemites, the Dimrites, the Fellreev Druids, the Druids of the Old Faith, and all of the citizens of the Western Reaches – I call upon you all to join me and my allies in opposition to the greatest threats we all face: That Which Slept, and the Bonehearts who rule in the name of the Old One. What say you?”

NPC 1:

“And who are these new allies?”

GENERAL HOK:

“Patience, my friend, I was coming to that. To call my allies “new” is incorrect, for they are not new to this fight. They have been a part of the fight against the factions of the Old One, as well as leaders in the efforts to contain That Which Slept. While some of you may have issues with the Horned Society, I assure you, they are quite dedicated to the causes I champion here.”

NPC 1:

“The Horned Society is evil! They consort with devils!”

NPC 2:

“Most of them are evil. How do we know they are on our side?”

NPC 3:

“How do we know they will stay on our side?”

GENERAL HOK:

“You ask for proof of their commitment? I can tell you this: some of their members have been working quietly on our side for years. Are there any members of the Death Cultists present? Please step forward.”

The Death Cultist Leader will greet each PC and hang a medallion around his/her neck, saying, “Welcome brother/sister. Accept this in the name of our patron.” The medallion is a symbol of Nerull. We will ask who can make a Knowledge: Religion check of 15 by Taking 10 to recognize it.

GENERAL HOK:

“The Death Cultists are part of the Horned Society. Without their help, thousands of lives would have been lost to That Which Slept. Their entire faction is a valuable resource we cannot afford to ignore.”

NPC 1:

“He’s wearing a symbol of Nerull! You want us to go to bed with one evil to defeat another? We’d be no better than the Bonehearts!”

NPC 2:

“What did they do to you, Hok? The General I knew would never have taken this deal, much less try to trick others into taking it.”

GENERAL HOK:

“I am part of this pact because it is our best, possibly our only opportunity to fight back against the forces set against us. This alliance has many powerful friends. High Lady Xavendra and Veth are at the forefront of the effort to stop That Which Slept.”

NPC 2:

“Are you crazy? Veth is a vampire and Xavendra worships Old Wicked!”

GENERAL HOK:

“Not any longer. If you have a hard time believing that such as she would help us, hear from one of your own. I am also allied with the Sage of Rookroost. You cannot tell me he would willingly abide working with the Old One.”

NARRATOR:

The figure at Hok’s side lowers its hood and standing to Hok’s side is an emaciated gray elf wearing tattered black robes. This being was once Morgan Silverlaine, the Sage of Rookroost. His face is a putrid pale color and his eyes glow with an inner fire.

PCs may make a DC 20 Knowledge [Religion] check to identify him as a lich. Players whose characters have not adventured with Morgan as a PC may also make a DC 20 Knowledge (Local [IBS]) check to remember hearing tales of the Sage of Rookroost.

THE SAGE OF ROOKROOST:

“For those who do not know, I was a former guest of Old Wicked, I was captured by his minions and taken to Dorakaa where I was hung from the walls and left there for demons to feast on my flesh, never to die, and seemingly never to get my revenge, until now! I have dedicated myself to the eradication of the Old One’s forces in the Combination, however, even I must acknowledge this fact: That Which Slept is a much greater threat to all of us.”

NPC 3:

“Good gods, man, that’s a lich!”

GENERAL HOK:

“I understand that all of you must think on this decision, but we have no time to waste in this war. I will give you until dawn tomorrow to decide. At that time, you must decide in favor of victory or a life worse than death. I know which I will choose.”

NEED TO DECIDE:  Which NPCs and what attitudes they have.  The deck should be “stacked against” Hok unless PCs manage to change their attitudes.

Appendix 3: New Rules Items

Feats

List alphabetically. Include source and page reference like so:

Scorpion’s Resolve 

Like the scorpion, you are not easily distracted.


Benefit: You gain a +4 bonus on saving throws against mind-affecting spells and abilities.


Source: Sandstorm 53

Magic Items

List alphabetically; see above.

Mundane Equipment

List alphabetically; see above.

Spells

List alphabetically; see above.

Player Handout 1

DM Maps
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