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48 INTO THE MAW
Robert J. Schwalb :
In order to Tescue a friend, the

built by the Prince of Dem_ij:;is; A
Tide Adventure Path scenario for
level characters.

ADVENTURES

16 THE AUNDAIRIAN JOB
Craig Shackleton
A powerful artifact lies deep in
the vaults of a House Kundarak
bank. Can the PCs steal it without
getting captured in the process?
An EBErrON adventure for sth-
level characters.

30 DREAD PACODA OF THE

INSCRUTABLE ONES

Torm Ganz, Stefan Happ, Stephen
S. Greer, B. Matthew Canklin 1l
and Ashavan Doyon

Atop a distant mountain peak,

a monstrous entity plots dark
deeds. The final chapter of the
Seeds of Sehan campaign ar,
this is a D&D adventure for
1oth-level characters.
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Vanthus Vanderboren
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here by Marc Sasso.
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FROM THE EDITOR |

hat's how many hit points
I Demogorgon had back in
first edition D&D. Why is

that significant? Well, it so happens that
that's more hit points than anyone else
in the first edition Monster Manual. When
the Fiend Folio camne out, that upstart Ygorl
broke the record with his faney 210 hit
points, but by that time Demogorgon's
rule as Prince of Demons and Hit Points
had been cemented in my mind—and
with it, my love of all things demonic
in D&D.

Now, that doesn’t mean that I ran out
and bought a crate of black candles and
drew pentagrams on the basement floor
of my parents’ house (we didn't have a
basement). I didn’t turn into a devil-wor-
shiper because of D&D (devils are lawful
evil, after all, and have less hit points),
My delight in the demonic wasn't as
much one of adoration as it was of eyil
Dungeon Master glee. Here were the bad-
dest of the bad the book had to offer. The
game may have been called DunceoNs
& DRAGONS, but even the biggest dragon
in the Monster Manual only topped out at
168 hit points (sorry, Bahamutl).

Of course, it takes more than hit points
tomake something great, and the demon
lords certainly had greatness in their
appearance. We had a towering mound
of slime, a fat bat-winged goat man
armed with an artifact, snake ladies with
six arms, dog-faced guys with pincers,
buzzard men, frog men, naked girls with

““,’?f?’

Demogorgon, (Prince of Demons)

FREQUENCY: Very rare

NO. APPEARING: 1

ARMOR CLASS: -8

MOVE: 15"

HIT DICE: 200 hit points.

% IN LAIR: 50%

TREASURE TYPE: R, S, T, V

NO. OF ATTACKS: 3
DAMAGE/ATTACK: All special
SPECIAL ATTACKS: See below

wedpon to hit
MAGIC RESISTANCE: 95%
INTELLIGENCE: Supra-genius
ALIGNMENT: Chaotic evil
SIZE: L (18" tall)
PSIONIC ABILITY: 150/head

bat wings, and best of all, a two-headed
monkey dinosaur with octopus arms.
"The devils, by comparison, couldn't hold
a candle; as far as T could tell, they were
all just guys with horns and goatees.

Over the decades, my appreciation of
the more humanistic evil of D&D's dev-
ils has certainly grown, and these days
dragons probably hold the trophy for
most hit points, but first impressions
are hard to forget. Demons remain my
favorite monsters in D&D (froghemoths
being the exception to the rule, of course),
Many a rainy afternoon was spent design-
ing new demons and demon lords to aug-
ment what the game already had to offer.
Some of those creations are (thankfully)
lost to time—D&D. doesn'’t really need
another carbon-copy of the monster from
Alien, after all. But others have served me:
well through the years, in particular a
little menace named Obox-ob.

I got Mr. Ob's name from the best
page in the Monster Manual II. That
would be page 35, which had that won-
derful list of Other Demon Lords and
Princes. At the time, T had it in my mind
to write up gazetteers for all 666 layers
of the Abyss, including stat blocks for all
their rulers. I only got to layer 2 before
being derailed by Obox-ob, and ended
up liking him so much that I rolled
him into my first big campaign (see my
editorial in issue #140). Since then, he's
become the main bad guy deity in my
homebrew campaign world, and most

SPECIAL DEFENSES: 42 or betfer

Attack/Defense Modes: All/all

recently he's hit the big time in Fiendish
Codex I: Hordes of the Ahyss.

When we were generating the plot for
Savage Tide, my first inclination was to
avoid the demons. We'd alreadyused them
plentyin Shackled Cityand Age of Worms,
and doing so again for Savage Tide almost
seemed lazy. Yet here we are, heading into
the Abyss for the ninth installment of the
Adventure Path, and 1 have to admit that
I couldn'’t be happier with the decision to
go all-out demonic for the campaign’s final
are, With this issue’s “Into the Maw,” the
Savage Tide more or less stays in the Abyss,
and with each adventure going forward, the
authors do a great job of raising the stakes.
I've got all of the remaining manuscripts
for the Savage Tide in my demon-greedy
hands now, and I can guarantee that fans
of all things demonic will not be disap-
pointed over the next few months.

Hmmm... I wonder if 1 can justify
giving Demogorgon more than 838 hit
points when we get there, just so he’ll
have more hit points than any other
monster that's appeared in Dunceon's
first 150 issues?

James Jacobs
Editor-in-Chief
Jjames;jacobs@paizo.com
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Tell us what you think of _t_hl_s‘i'i?._\sueﬁ"_ i

Write to: Prison Mail, Paiza Publishing, 2760~

Richards Road, Suite 201, Bellevué-,-WA‘?S@@j—"-_h *
4200 or send an email to dungeon@paizoicom.

Check out the Dungeon messageboards at
paizo.com/dungeon

Prison IMTilail

Welcome Back!

I picked up the recent issue of DUNGEON
magazine by chance today. Partly because
I am getting back into D&D and partly
for pure curiosity. I read your editorial
about “transvirtuals” and really liked
what you had to say.

1 was raised by my mother and grew
up with strong female role models in
my life. I am a fan of the whole sword
and sorcery genre, but have often been at
odds with the common theme of “lady-
in-distress-and-he-man-hero-must-
save-her!” idea.

I try and play well-developed charac-
ters, both male and female, who are not
the norm. As I stated, T am getting back
into D&D after a hiatus.

Iwas in a group of players and decided
to play a female half-orc fighter, because
I wanted the strong female character,
and also to play against type, My half-
orc wasn't slow and dumb; she was a
fierce warrior with a strong will and a
kind manner. The rest of the group was
less open to my character and I left after

deciding that1 didn't really enjoy playing

with that particular group.
Transvirtual seems to me to be
another term invented by some people
to make someone else feel left out.
Just because a girl wants to play a male
paladin or a boy wants to play a female
ranger doesn’t say anything REALLY
about that person, other than they like
to mix things up in their roleplaying.

Cause after all, that, in my mind, is
the idea of the game—to step outside
yourselfand get pulled into this world
through the eyes of your character.
I'm rambling on, so I just again want
to say thank you for the editorial.
' Hughes Crawford
Via Email
The term “transvirtual” was actually invented
by a friend of mine after he found out | was
playing a female character in Werld of War-
craft, soit’s not really a term invented to make
peaple feel left out. As for bailing on that group
that wasn't mature enough to accept a fernale
half-ore into their band—you made the right
choice. The game’s only as fun as the company
it brings together, and f you're in a gaming
group that’s no fun to game with, what’s the
point? In any event, I'm glad you enjoyed the
editorial, and more to the point, welcome back
to DeD!

Bargle Will Return

Thank you so much for the recent Critical
Threat on Bargle the Infamous. I have
hated this man since my very first D&D
adventure when I failed a save vs. charm
and allowed Aleena to die, T have thought
of him many times over the years, and
have even heard about him in various
articles and adventures, so I am pleased
to not only have a compiled history, but
updated stats as well. If at all possible,
could you list the references of his
other appearances over the years? I look
forward to using him with his current
stats, but I would love to instill the same
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amount of hatred for him in my younger
players by using classic adventures
including my first arch-rival.
Joseph F. Collins, Jr.
(Alexandre the Fighter)
Via Email
Whew... that's a tall order, Joseph. Probably
too tall to go into in much detail here, alas. In
a nutshell, Bargle was first mentioned in the
sample adventure in the “Red Box,” the DD
Basic Set released in 1983, This boxed set came
out at the height of the DgD craze, so it’s no
wonder that so many gamers remember him
today. He appeared multiple times thereafter,
most notably in adventure X10: Red Arrow,
Black Shield (1985) and.in the Karameikos:
Kingdom of Adventure boxed set (1994).
He also had cameo appearagnces in severgl
Known World gazetteers gnd even in issues
of DracoN magazine (#206 and #216), and
then finally in issue #144 of DUNGEON.
Actually, | shouldn't say finally, because
in issue #150 of DunGeon we'll be running
an updated version of that first adventure
from the Red Box, which should give a new
generation of gamers a chance to hate one
of DeD’s most infamous villians,

Mid-Year Review

I have to admit it, I haven't been nearly
as cxcited about DuneEeonN over the
last year as I was the year previous. The
Savage Tide Adventure Path hasn't held
my attention nearly as well as the Age
of Worms did, so I haven't been quite
as eager to jump on the latest issue to
see what is happening next. Its not that
I felt the quality of the magazine was
suffering, but the ideas just werent
sparking the same creative fever that the
Age of Worms era adventures did.

At the same time, I had also become
a bit leery of ForcoTTEN REALMS
adventures as well. While “Within the
Circle” was a great adventure on its own,
it didn’t quite fit, in my mind, with how
Featherdale should be according to
what we know about it. “Man Forever”
was another good adventure on its own,
but it really had little to tie it to the
Realms other than mechanical options
(shadow weave users) and that, coupled
with what felt like way too much of an
inside joke, just made it hard for me to
enjoy the adventure.

- rrisonval RS T
- NEXTHONTH I DUNGEDN

That brings us to the latest two
Realms adventures. I believe that both
of them have struck just the right
line between having Realms ties and
being “generic” adventures that can be
used by others. The Realms elements
in them have been strong, and the
adventures have been solid ones. I liked
how “Muster of Morach Tor" had a very
important feel for it for characters of
4th level. They may not be fighting
powerful threats to save the town, but
getting timely information to them is
just as important.

This issue’s installment of the Savage
Tide caught my attention more than
othersin the series, perhaps because I've
always liked aberrations; and especially
aboleths. Don't get me wrong, I love
illithids, but I always felt that aboleths
didn't have a chance to really, um, shine
by comparison. I liked the information
that Lords of Madness introduced on
them, so Tam happyto see it used in the
adventure as well. And the koprus are
really interesting antagonists as well.

“Diplomacy” was a great adventure as
well. Not onlywas ita completely off-beat
adventure and really a great idea, but it
used a lot of iconic planar creatures that
we haven't seen in this kind of setting
since PLANESCAPE. Good to see a modron
in an important role as well (although I
always have a hard time with the arcane/
mercane name change),

Finally, I want to say that T really
enjoyed the artwork throughout, and
it seemed to be much more even and
matched to the tone of the adventures
than it has at other times. Great work
on this.

Jared W. Rascher

Champaign, Illinois

Aboleths have been one of my favorite

monsters ever since | first discovered

them back in the Forhidden City so

many years ago. Being able to write the

aboleth chapter of Lords of Madness

was a career highlight for me, so it's

good to hear that the creepy fishies are
gaining popularity.

And thanks for sticking it out with us! One
of the big nervewracking truths about doing
Adventure Paths is the simple fact that they
have an enormous footprint in the magazine.
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If a reader isn't into that particular Adventure
Path, g third of the magazine for an entire
Yyearis "wasted” for him. Which is the primary
reason we remain devoted to printing at least
two other adventures in each issue (even
though, at times, it can be tricky fitting all
those words in!).

Gender Bender

Just read your editorial in the latest
DunceoN with some amusement.
I quite agree with what you wrote,
though I have not found one gender to
be huckier than the other.

Character gender makes little
difference to me, and I enjoy playing
both. My most memorable character
of all time was a female elf in a long-
running Faptasy Hero campaign. My
soon-to-be wife was playing a young
male kmight in that same game,
although our characters had no interest
in each other.

T tend to switch character gender
each time I create a new character. But
many factors play into gender choice.
As you wrote, some character concepts
best fit one gender. [ am often inspired
by a miniature. For example, a Reaper
mini inspired a female elf rogue/
fighter/deepwood sniper character,and
I have to say that she is a lot of fun to
play, and just wouldn't have been the
same had that character been male.

Mike Sprague
Via Email
In related news, both of my current (female)
characters are still alive and kicking,
despite Erik Mona's use of extra mimics
and treacherous confusion spells and Jason
Bulmahn's robot chimeras and thug-filled
submarines. Sure, hero points and high
Constitution scores have helped, but I'm not
ready to let go of the superstition that girls
are luckier quite yet.

Drowning in Sidebars

Please include a “running this in the
ForgoTTEN REaLMS” and a “running
this in EBERRON" (and GREYHAWK to0)
for every adventure. This would help
a lot, and it would be well worth the
space to give specific details, names,
the best location or city to use for each
world, and so on.

Personally, I pass on alot of adventures
in DungEoN because I run a FORGOTTEN
ReALMS game, and | like info tying the
adventure to my world of choice (and
don't want to do the work myselfl). It's
rare for you to include ForcoTTEN
ReaLys adventures (although more
of those would be GREAT), so at least
this way I would be able to use the
other adventures.

Bob

Old Bridge, NJ

I'm wary about introducing too many conversion
sidebars into adventures for three reasons.

First of all, they take up g fair amount of
room that takes away from the adventure
itself, and I'd rather not put myself in the
position where | have to cut a ceol encounter
from an adventure just to put in a sidebar.
Including conversion notes for 2—3 campaign
worlds could easily rob an entire page from
an advertture.

Second, if we put in conversion notes for
three campaign settings, that implies that
the adventures don't work for other settings.
By keeping the majority of our adventures
generic, we promote the fact that these
adventures can be used in any setting, not
Just in a few: And since a not-insignificant
part of our readers run adventures in their
own homebrew settings, this is an important
step to take.

Third, as you mention above, creating
conversions is a lot of work. A poorly done
conversion to the FORGOTTEN REALMS or
EeerroN setting sidebar can do a lot of
damage, especially considering the fact
that, since DuNGEGN carries the “100%
Official Content” stamp on the cover,
anything we print in a conversion sidebar
is very likely to be taken as canon for that
setting. Which would mean that we'd have
to make absolutely sure about each of these
conversions and the implications of their
contents before we could publish them.
For the Adventure Paths, we handle this by
having experts on each setting provide us
our conversions, but we wouldn't be able
to do that with every adventure, since I'm
sure Eric and Keith don't have time to read
an exira 20,000 or so words a month and
provide conversions as well.

And in the end, customizing a pre-written
acdventure is'one of the fun parts about being
a DM, isn't it? —James Jacobs
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BY CRAIG SHACKLTON

In these dark times, the
Flame calls us all to do what
e can. There is a task suited
o you, and a reward suited
to the task. Chis messenger
~ can lead you to me, or tell you
where to find me.
- Silver Flawme guide you,
' Solinthas,
Holy Exorcist

Ruzin at all, but sees few alte i
The ?wycharm whlch Soll.nlha

.:_'c‘o‘jh-po und -
_guards




Solmthas

_ Semncﬂy, Rurin tells the patty about

ﬂm loose window i m h.m ofﬁc {e aprees - grou
= to leave his door unlocked on sp cified

- night several days later, and to instruct

e _hls tool swarm to staml r:lcuwn butbeyond &
 that the party is on its own—he plans to
""'rtz:umn m the dining hall to ensure }llS

. 'iﬁs"rm*:"rhn COMPOUND
All interior walls in the compound are.'=-____ ? _
“made of 1-foot ffhl_ﬂ{ stcme Daors ~ the
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THE AUNDAIRIAN JOB:. [l BY CRAIG SHACKLTON

20 DUNGEON JUNE 2007




Ranged mwk. hcavy crossbew +3 (ldlo
20 plus sleep)

Base Atk+2; Grp +3

Atk Optlons +Lon attacks Vs. orcs and
gobimmds '

Combat Gear potien of cure light waunds

_%b'liﬁes St 13, Dex 11, Con 14,109, Wis

~ 10,Chab .
' Q stability, stonecunnmg
Feats Alertngss -
kills lnhmldate +2, L:sten 42 :Spot +2
Possessions cambat gear, mastery

- banded mall, buckler, masterwork heavy‘

cmssbow with 10 sizep boits masterwo;
dwa ver waraxe, key rmg
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a!ly, intentionally demenbtrmng that it

- is animated. Standard orders cons

opening and closing the main doc and -

operating the winch mechamsm for thc' -

lift platform (area 8). -
Atnightthe statue attacks anyone o’rher -

_.-'thar). a recogmzed TCSldC]lt of the com- :
_pound who enters the lobby. Although it .
—cannot see invisible creatures, it attacks

- ; .'11 it hears someone that it can’t see. Oth-

aTe :_erw:se it behaves exactly as it does in the
e daytime. The statue does not leave the

ed and rem—' -
uonbars as-

lobby under any circ __mstanceq -
_ Animated Statue hp 52; Monster Man

he ua__l..14. {Large animated object).

the vaults, completely bypassmg the 1:1351—---'-'-
‘dential level. These stairs and the House (8
~ Kundarak stairs (area 17) spiral ;n*ound '
-~ the same axis but never meet. -

'_?B. PUBLIC STAIRS DOWN

These stairs spiral down two levels to

7c. LOBBY SBCLRIT’Y (EL2) -
~ This area is separated from the rest af '
~the lobby by a 3-foot-tall counter with

du:ectly aeross;

A wa srﬂa]l

iron bats extendmg to the ceiling, This  §

room has 3 speaking tubes that transmit

: :Iﬁeqsages by whispering wind to areas 5,14,
and 39, The door lt:admg north to area
16 is locked.

~ Creatures: Two of the guard:a fmm:._

the unit stationed on this: ﬂ.npr rcmmr_; &
‘here at all times. They carefully watch

obby for intruders or suspicious

_ “individuals, and directthe other guards -
s to question any customer who moves
5 toward the stairs (area yb) without first

,pmmng OF m&dramng;
n care of by the clerks at the
_a&y Thorina d‘Kundamk .

_;‘alb Mﬂ'.l investments and loans in area

9, and strongbox rentals are dealt with by
ollak (area 12), People applying for jobs

ar 'J_tccted to Lm:d Branmck {:u'ea 13)
THE GUARDIAN (EL 3)

e doors to the lift platform.

speaking to one of the dwarves in the
lobby. In a fight, the guards use the
counter as cover against enemies in the
lobby. The rest of their unit is in area 1 -
or patm]lmg the lobby narmﬂly '

Guards {z) hp 13 each, see page 21,

= 7. _BAHﬁ SERVICE AREA
~ Thisareais sepaxated fiom the rest of the N
ed stone statue stands

1obby by a 3-foot- tall counter with iron

_ bars t:xfendmg to the ceiling During the
mb}e ag-fuot-tall dwarf -

u__r' to elght dmes (expert z) are

: b sic. bemlcma needs The dam: ltadmg__ﬁ'

josition occasion-

E.rum here to area 16 is locked. =
‘Each clerk here has a small metal ch

containing coins, gems, documents, efe.

Dab Mmlamres at..

- 29%-39% off!

e Shippin
Elrieal?lsurders o\ger §75!

' We canythe largest variety of D&D

miniatures on the web!

 Booster packs and cases from

every setincluding:

Harbmger Archfiends Giants
of Legend and more!

Ip} siiejelis,

WWW. mmlaturemarket com




BY CRAIG SHACKLTON

._:r 'move the souemgn glue on the 3- f'oot- SR
y square skylight in his office ceiling, 1-
- 'a]lowmg it to be epened N(}tlcmg I_hat -
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stockf:d with drinks and glasses.

tomers, internal H

gcal dwarven community.

vard. members of House Kundarak

1 ﬁ'eren’cmf'his: attltude is adjusted
-(_jf_ﬁ.r_s. the applicant a
npound. Dwarves get a +2
Diplomacy checks dealing
it Lm’d Brannick, as do characters
2 _dr_a_gnnmuk of warding or
cribing, or the feat Favored in House

ord Bramnick’s attitude becomes
nﬁmndly at any point, he calls for

iirned away without exception.

asic security interview, in whu,]_l L_o_},d

Brannick immediately becomes hostile
has them escorted out, putting

Lorb BRANNICK D’KUNDARAK

€s and hneages A ]arge cupboa_rd :
ra_nmck rermains hu:e during the -
ay and deals primarily with high profile

S, 1sé Kundarak
5, and matters pertaining to the

rd Brannick’s initial attllude '

¥ House Sivis who ask for empleyment =

Kundarak). These bonuses stack, If

guards to escort the offender out of
the compound All other applicants are

Anyene offcrcd a job is subjected toa

rannick casts zone of fruth and then
asks a series of questions about the
laracter’s intentions and history, Ifhe
or she declines to be interviewed, Lord

1€ gua_rds on a.'lert ﬁ}r thc foIlowmg_

A lever under lhc -counter can DBypass

_C_R 6

Male dwarf cleric 6 (Sovereign Host) -

LN Medium humanoid =

Init —1; Senses darkvision 60 fL.; Listen +3,
Spot +3

Languages Common, Dwarven

_AC 13, touch 10, flat:footed 13; s, .gi"ants ..

hp 42 (6 HD)

Fort +7 (+9 vs. porson) Refq-l WlII +8; 42

~ vs.spells

Spd 20 .
Melee mwk mornmgstar +6 (1d8+l)

Base Atk +4; Grp +5

Special actions turn ﬁndead_"efda_y (1

_ 2d6+7), protective ward

_.Spells Prepared (CL 6th; +5 melee touch +3

~ranged touch)
- 3rd—dlspel magic, _mwsam lity: purge mqgic_ '
uestment, fongues® .
_and—hold person (DC 15}, make who!e, -
_ sound burst (DC 15); spiritual weupon,
zone of truth® (DC 15)
15t—bless, command (DC 14) protectron
from chaos (DC 14), protection from evil
(DC 14), sanctuaryP (DC 14) .
o—detect magic, detect poison, guidance,
purify food and drink, resistance

D domain spell; Domains Comimerce,

Protection
Spell-like Abilities (€1 1st)
1/day—areane lock
Abilities Str 12, Dex 8, Con 15, Int 10 Wis
16, Cha 12
SQ stabjhty, storecunning
Feats Favored in House (Kundarak), Least
Dragonmark (mark of wa rding}, Negotiator '
Skills Diplorriacy +11, Profession (banker) +7
- (+17 to earn a living), Sense Motive +11
Possessions douk_ofresf'st._r_mce_ﬂ_; +1 'hen'uy

steel shield, masterwark morningstar, ring
of protection +1, vault-security ke_ycharm
key ring

14, MAIN SECURITY OFFICE (EL 2)

_This is the main security office for the
. compound Two guards are stationed

here at all times. The doors: leading to :

areas 7 and 17 are locked with arcane
Jock spells. The north door is locked

good lock (DC 30).
om is divided into twa bectu)ns'_

.;:"_'Z-by a a,nfoot tall counter with iron bars

extending fo the ceiling. The guards
remain in the north half of the room.

' F‘TH&‘T:
- mm

s

'-'-'Sta:;c-k'gﬁ};e magnetic markers

to depict game information
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THE TIGERBREATH

~ CRUCIBLE

26

The Tigerbreath Crucible is an adaman-

tine amulet with an apparent value

of 1,000 gp; although a collector of

Xen'drik artifacts might pay up to

twice that. The back side of the amulet
is-covered with runes in ancient Giant

arning about its inhabitant. Inside

the amuletis a large ruby with a value

of 20,000 gp. The ruby contains the

trapped soul of Tyrankalis, a powerful
_rakshasa (rakshasa sorcerer 12).

 20. MAIN HALLWAY

T]_us h’l]lway 1ead3 to the variotis raems_ '
on the resm'lenha] leva!_

20A. HOUSE KUNDARAK

'STAIRWAY . = :

Asmall landing opens m’fc the remden-
tial level from the sialrway The stairs v

lea north dowu to area 34 and east up -

o arf:a 17

"_-"21 DIHING HALL

'- _-group are sl
- these £OOTHS.

. -Several clerks shar. th_;xs Spaf:e

L 23. LOED BBAPH‘IICK’S

_ CHAMBERS
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This living space is divided intoa main

floor and a loft. The furmsh_mgs aze' s

Rurin’s under




xcess water

33.VAULT ENTRANCE. (EL'S)'

The public access: stairs (area 71:1)-

dcnwn to this area. A barred wmduw
rupts the north wall, and largt- douhlc

'dﬂms lead east and west. The dcmrs to

the east lead to Lhe ]J_[t platform (area'

32

During the day, aguard: greets custom-

ers through the window in the north wall

~ (seeareaqo) He can have the d(}cr toarea

_ 35 opened for them.

jaier carries waste
ject smalles ."-nf] -inch-thick steel and secured by an

- arcane lock spell and a fire irap. The speﬂs

':_ «can be bypassed from area 39 with one

of the vault security keycharms held by

Brannick and the gua:rds in t.he vault

Trap: The doors to the west are made.

sgcunty ofﬁce
- Fire Trap: CR 3 spell: spt:ll ‘mager, no

'; reset; spell effect (fire trap, 3rd- Jevel dmad
'1d4+3 fire, DC 13 Reflex save for half

- damage) Search DC 15, Dlsable Dev1ce

' DC2y.

':-3'4. v;a-m SECURITY ?A'-S_SRGE:*- 3
_ This passage connects all of the vault
_ guard stations to the vault security room.

— _'-_:FE does not com'lect to the pubhc area of
: :t_he vaults,

4 _far hau ging wet c]othEs
: day there are 2-4 household

his room is piled w1th barrels,:

boxes and bags contammg a variety

Oodqtu‘fﬁ, ]eamng supphes and:.-

héi‘ basic household goods. Shelves
Smaﬂer comntainers.

31 KITCHEN

35. VAULT CHAMBERS {EL 7] _
Creature: An invisible stalker lives in thlsj
chamber and roams the public secfion of

th e yzuﬂt's During the c'lay, i’f keéps'to t"fié'

- "lo chmb up the wallq %rﬁ the b;mk
closes, Lord Brannick: puts it on guard, -
causing it o attack anyone in _ﬂle__vault '
- area unless ordered not to by a guard.
ne the upper walls, stocked with

If the invisible stalker is destroyed, i it"s'

o long time before anyone notices. L{)rd
~ Brannick continues to order it on guard

~ evetynight, assuming it is still present.
This room contams alarge Stove. and wahh -
tub, as well as counters and cupboards filled
with kitchen implements. During the day
it I:oom is a]wayb busy w1tJ:L JGtchen work« -

~ Tnyisible Sta]ker: hp 52, Momter Man-

-:.ial 160

'3_'6-; STRGHQBQXES: (EL3) :

'This area holds all of the lockboxes that

~ House Kundarak rents out, Eachismadeof

- 1-mch thick steel and secured with a good
lock (DC30), an arcane lock spell, and a fire
--"'.tmp Using the correct keycharm. bypas
_ the spells and the lock, but a mechan:
'_dats not allow the !’eey_chqrm to be

~ unless the vault security keycharm is used

20 Mubilishing, LLE,




28




Rurin
eavmg-

SCALING THE
ADVENTURE

ard—4th level: Reduce each guard
patrol to four guards. Replace the
invisible stalker with a phantom fin-
gus. Replace the tool swarm with six
tiny animated objects. Remember
to reduce the total reward to match
the encounters.

Meie swarm ?dé
Spac lGﬁ Reach@f’c
Base Atk +7; Grp — —

;k thl_ons_c_bstra_ctmn

VHS, s LASERDISE,
THE WAY IT'S THE WAY
OF THE G [} -
FUTLRE. 1 FUTLRE. W vou musT

BE 50
PROLID.

You RIPPER
ALL YOUR MOVIES
AND PUT THEM IN

THAT TINY BOKX?
YOU MUST BE S0
FROUD.
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To a mind that is still, the whole universe surrenders.

T he terrifying monsters spawned
Jfrom extraplanar madness lie
dead in the dungeon beneath Cdir
Pahor'an. Their master, a bloated grotesque
monstrosity that commanded their unthink-
ing layalty, has likewise been destroyed. Yet
the danger posed by the insidious life form
continues to grow. Another mysterious and
alien civilization has discovered the addic-
tive:substance of Sehan, and even now
works to harness its power. But in Sehdn
the masters of manipulation may have

- mef their match, for now' it has an empire

to consume:

The final installment of the 3-part
Seeds of Sehan campaign are, “Dread
}"‘a‘_g'oda of the Inscrutable Ones” is
intended for a group of four 1cth-
level characters.

\Chuang-Tzu

ADVENTURE BACRCROUND

For centuries, the vast yak-folk empire
has gone unnoticed by the outside world.
Confined ta remote mountain peaks and
inaccessible glades and valleys, only the
hardiest explorers and most dedicated
pilgrims have the perseverance neces-
sary to reach their retreats. In these idyl-
lic hideaways, the yak folk rule. Despite
their isolation, the yak folk maintain
an intricate network of spies and infor-
mants throughout the land, ever alert for
threats to their society and new oppor-
tunities to expand their power. Taking
full advantage of their ability to consume
identities, the yak folk have become
masters at manipulating politics from
behind the scenes. Meanwhile, in the
comfortable confines of their motntain

pagodas, they are worshiped as divine
beings by their slaves.

The yak folk enclave Shambhala-na is
peacefill, serene, and totally controlled by

-the master manipulators. Thisenclaveds

home to a librarian caste, whose respon-
sibilities include culling the best cul-
tural achieyernents from other races by
kidnapping talented young artists and
scholars before their native sacieties
naotice them.

But appearances can be deceiving. The
spyArghakot Annapuma recently returned
from his mission o Exag and brought
with him a sample of a powerful halluci-

nogenic substance called Sehan. Buring

the yak foll’s attempts to experiment on
the drug, a mishap caused the accidental
infection of one of the enclave's leaders.
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As hefights to containthe poison before it
destroys his mind, the newest Sehan mon-
strosity struggles to escape. Madness now
{esters in the enclave, and Sehan begins to
spread throughout the world once again.

ADVENTURE SYNOPSIS

Arghakot (while still disguised as
Pan'Phar Thrissek, the drug dealer),
arranges for ogres to ambush the

characters as they exit the necropolis. If

defeated and interrogated, the assailants
confess to working for Thrissek, who
they last saw riding north with a woman
and a mysterious confainer.

Pon' Phar,

T cannct Thank yeu encghi
for the ad you have provided' do
rre and A Fin. Yoer -'nS.rB/TE\S )
Zhe naditre of Feality were bt h
profocnd and tnexpected. I dant
looking Foredard to ascending the
steps of Shaméhala and speafing
with the masters of en/.-'ﬁ/,'fer}—
ment. The jottrney 2hirough Cratt—
er's Canyon will be diffcult, e
with ol asvice T am confident
we eoill regeh ooy destinddion b
500&" order. %;’o(?ev‘l{//y T will See
Yo Zhere.

3
Shen 2en

Arghakot abandons Thrissek’s body
to die at the ogre camp. Characters can
discover Thrissek's hodyand glean clues
to the Arghakot’s destination,

- The trail leads to the Pagoda of
the Insérutable Omes. Situated in the
‘heights of Shambhala-na, the pagoda is
accessible via a stone staircase etched
‘into the cliff face,

Within the pagoda the yak folk experi-
ments with Sehan have created a hor-
‘rible monster. In order to destroy the
Jast known remnants of the Sehan entity;

..J

=i,
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the PGy must infiltrate the pagoda and
destroy the yak folk’s supply as well as
the abomination itself:

ADVENTURE HOORS

If you are running thisas a stand-alone
adventure, the following hooks can
bring the characters into the story.

*  On the trail of 2 Green Welcome
drug ring, the PCs learn that
Thrissek is a dealer. By the time
the characters try to confront
him, he has shut down his
operation, leaving orders with
hig minions to kill anyone that
comes looking for him. This
leads the characters to a run-in
with the ogre ambush party.

= An ally of the characters is
abducted by yak folk via body
melding, Clues lead the characters
inte: the Yatils and eyentually to
Shambhala-na.

THE TRAIL OF SEHAN

The characters emerge from the necropolis
only to discever that the dungeon doesn't
alwéys end when you reach the surface.

AMIBUSH! (EL o)

Creatures: The yak folk spy Arghakot has
artanged a post-dungeon ambush of a
pair of ogres.

Ogre Barbarians (2): hp 79 each; Mon-
ster Manual 199

'Tactics: The ogres have left their camp-
tire burning just over a loyw hill across
from the entrance to Cair Pahor'an. They
hope the PCs will move directly up the
hill to investagate the fire, allowing them
to leap out from among the surrounding
rocks and attack from behind.

Treasure: HEach of the ambushers has
500 pp (payment from Arghakot), and
one of the ogres has a briefnote that has
physical descriptions of the PUs. There
1§ no signature, but the note bears the
personal glyph of Pan'Phar 'Thrissek. A
DG 15 Knowledge (local) or Gather Infor-
mation check made in Exag isenough to
recognize the symbol.

Development: If interrogated, the
ogres admil to working forArghakot,and
that he was i1 fact 2 yak folk. Theyknow
he headed north with a human woman

BY GREER, GANZ, CONKLIN, HAPP, AND DOYON

(his janni slave Alyah) several hours ago
after leaving his human body behind for
the ogres to eat.

The ogres' campsite contains two.
moldy bags and the butchered corpse of
Pan’Phar Thrissek. Arghakot abandoned
Thrissek’s body here as an additional
payment for the hungry ogres and met
up with a jann seryant mounted on 4
trained roc. The massive bird's tracks
on the ground around the campsite are
obvious. A search of Thrissek's body turns
up a note, sent to him by the pilgrim
leader Khan Shen'zen Ammarat a week
ago (see the Exag backdrop in Dungeon
#145), and forgotten by Arghakot in his
haste to retiirn to his people.

If the PCs do mot discover Thrissek’s
body, they may have to resert to
divination spells to discover where
the Sehan sample was taken: Use the
results of these spells to point them in
the direction of Crafter's Canyon: and
Shambhala-na.

CRAFTER’S CANYON

The mysterious Crafter's €anyon
provides the only pass north from Exag
through the Yatil Mountains to the base

of Shambhala-na some go miles away.
The colossal stone slabs that maike up!

the canyon floor were onee cut and
fitted by the hands of expert craftsmen,.
but over the centuries the earth has
shifted so.that manyof the blocks now:
lie-at odd angles while others are buried.:
The gorge varies from 30 to 50 feet wide,
averaging about 4o feet.

Travel within Crafter's Canyon is
treacherous. It is filled with elemental
spirits; giants, and roes. It is whispered
that the spirits of travelers claimed by
flash snowstorms haunt the pass. Every.
24 hours there is a 15% chanee of an
encounter while in the canyon. 15%
of these encounters are with pilgrims,
otherwise use the told mountains
encounter table on page 9o of the
Dungeon Master’s Guide to determine
what the PCs meet. If the pilgrims are
encountered, there is a 50% chance
they already fighting somf;thiqg; else.
The pilgrims (N human commuoner 3)

are lead by Khan Shen'zen Ammarat (LN

male human monk 4},

i
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THE STONE FOREST (EL 11)
A1l ancient stomie pagoda-shaped stele
erected in honor of the mountain spirits

- Stands 1o the center of'a stone garden
~ at the base of the stairs leading up to
- Shambhala-na, Known at the Forest of

Stone, ﬂ:is'gardpr_;_.seryes to reinforce
the solemnity of enlightenment. It is

~ also the first line of défense for the

Dread Pagoda. The yak folk quietly
wateh the area and attack visibly
armed adventurers who approach.

 Only pilgrims (and those disguised as

pilgrims) ave allowed to pass. Captured
adventurers are questioned and then
killed, enslaved, or body melded for use
a8 yak follspies.

Creatures: Three earth elementals
are comcealed within the stone here,
waiting for orders from the yak folk
guard on/duty.

- The Guardian, male yak folk sorcerer

- 5thp48;see page 37 (Arghakot Annapuma)
- with the following changesi the guardian
“doesimot-have a staff of charming, Teplace

Weapon Focus (staff) with Weapon Focus

~ (falchion), replace minor image with glit-

terdust (DC 17), and replace identify with

“burning hands (DC 16).

Huge Earth Elementals (3): hp 152

S each; Monster Manual 98.

THE 9,009 STEFS TO ENLIGHTENMENT
(EL 1a}
Hewn from the mountain itself, each 10-
foot-wide step up the mountain is 1 foot
high and relatively shallow (being made
for yak folk hooves). Medium and Large
characters can progress up at halfspeed.
Such charjeters attempting to move faster
up the steps need to make DC 10 Balance
checks (DC 15 if raining or snowing).
Failure indicates the character slips and
falls prone. Small or smaller characters
need to'make D 5 Climb cheeks, and
cannot move quickly up the steps.

 Everyiaai steps aag-foot-square landing
decorated with small stone pagoda-like
steles provides a place to rest.

Creatures: Although the yak folk keep

~ domesticated rocs to carry messages or

A I'-sup_p]ies from the lands around their

‘enclave, a few wild ones nest in the area
s well. One such pair nests in the cliffs

overlooking ‘the stairs. Experience has

taught them to leave the yak folk alone,
but pilgrims traversing the stairs offer
a welcome treat. They swoop down
to attack, trying to grab something
(preferably a pack animal) to take back
to their nest.

Wild Rocs (2): hp-207 each; Monster
Manual 215.

Treasure: Three hundred feet above the
trail, the rocs’ nest is visible with a DE 30
Spot check. It takes a series of DE 25 Climb
checks to scale the cliff: Within this nest
rest a féw remains and belongings of past
victims, including a threadbare backpaclk
contaming 14 gold bars worth 100 gp each.

THE DREAD PACODA

The staircase opens out onto a broad
shelf’ nestled more than halfway up
the side of the mountain. In stark

contrast to the icy surroundings; the
temperature on the plateau is warm
and comfortable. Narrow streams and
footpaths wind among well trimmed
hedges, small trees, and formal
gardens. Pilgrims dressed in plain

brown robes meditate throughout the
park, The overall atmosphere is onie of

peaceful contemplation.

In the center of the plateau stands an
ornate stone pagoda; painted darkredand

green. The building has been scu.lpte& 50
gracefully that it seems to grow from the
platean like an exotic plant.

Thewalls ofthe pagoda are s-foot-thick
stone and almost completely soundproof;
to allow for maximum concentrationand
amillennium of wear. The doors are large,
wood-framed paperaffairs that slide along
wooden tracks set into the deorframe

JUNE 2007 DUNGEON 323




HELLO, PILCRINM

Perhaps the easiest way for the
characters to penetrate the pagoda's
defenses is to disguise themselves
as, pilgrims seeking guidance. The
\  vak folk teach that it is important

o

{J
i

il 1Wf" =

E to  embrace the moment and let
g - the past be. Using this philoso-
L . phy, one cap reach enlightenment
o just as the yak folk have. The yak
; folk believe that anyone can attain
. -~ enlightenment, but that enlighten-
- . ment begins by acknowledging that
- '\ yak folk are supréme. Most making
E_ . the pilgrimage to Shambhala-na
2 . are ordinary people who believe in
% ’ peace, understanding, and living in
e . the present. All show. reverence to
i " anyyak folk they encounter by bow-
.

ing or kneeling.

The yakfolk are no strangers to infil-
tration, often planting moles amonhg
the pilgrims who visit them. Moles
can be yak folk melded into actual
- pilgrims’ body, but more frequently a

| mole is just a pilgrim who has come
. toaccept the yak folk’s elitist dogma
and helps them because he believes

i

~  it's best in the long run for all con-
. cerned. Moles point out particularly
" talented or skilled pilgrims for study
= and'recruitment,” as well as inform-
i ing on those who do not show proper
~  respect. As people who try to “live in
= the moment,” most pilgrims don’t bot-
- © tle up their feelings, but instead vent
- them as quickly and constructively as
: E possible, after which the devout hold
o little or noill feelings.

and floor. The doors along the exterior
are fitted with netting rather than paper,
- allowing fresh air and sunlight in. They
also feature heavy red curtains that can
be drawn as needed. While frail-looking,
the doors are affected by a permanent

strong as iron portcullises. The doorsare
a set offabstbat locks the door into its

shielded from the ravages of the harsh
- temperatures and thin air by an effect that
* mimies conirol weather (CL 2cth).

- pagoda's g-foot-tall yak folk masters.
Furniture consists of floor mats and
= G
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ironwood spell (CL 14th), making them as,
rarely barred, though each doorframe has

- current position, The plateau is magically

The stairs and doors are scaled ta the

~ DREAD PAGODA BY GREER, GANZ, CONKLIN, HAPP, AND DOYON

low tables, usually kept stacked along
the edge of the room or in hidden
‘compartments. Beds are simply longer,

. ‘more cushioned mats.

Tronwood deors: Hardness 10; hp 60;
Open DC 25, Break DC 28,

. DOORWAY TO ENLIGHTENMENT
(EL 4)

Large sliding wood-frame daors allow
entrance to the pagoda. just inside the
daor sits a brass gong,

The gong has a permanent alarm cast
‘on it _that audibly nofifies the oceupants
of areas 6, 7,and 10. A DC 26 Spot check is
sufficient to see the peephole between this
area and area 6.

(Creatures: One servant is stationed here
“to welcome new arrivals, announcing their
entry by ringing the gong, During the day
the gong summons Heskein, the janni
majordome, who arnves 2d4 roundslater to
arrange for the guests’ accommodations,

The epitome of style and gentility,
Heskian greets the characters and
asks about their business at the
pagoda. If the characters are armed
(or he has prior warning about them),
he dispatches the seryant to area 10
to feteh the guards while he shows

the PCs around the temple! If h];e £
characters are posing as pilgrims and ==

make Bluff checks against his opposed

Sense Motive check, he shows them =

around and arranges for lodging if they

plan on staying the night (in areazsor -
22 depending on how important the

characters appear to be). If he suspects
the characters, he tries to get word to

the guards in area 6 or 1o, using his

spell-like abilities ifnecessary.
Servant, human commoner 1: hp 3.

Heskein, male janni: hp 31; AL LE;f

Profession (bookkeeper) #11, Profession
(innkeeper) +11; Monster Manual 116
Development: The ogre mage in area 6

keeps watch on this area during the day.

a, HALL OF THE ENLIGHTENED ONES
(EL 10) ' ]

This hall is decorated ‘With nineteen large

birass statues of bovingsheaded monks

seated in thelotus position:

Creature: The third statue from the left

on the southern wall is actually a brass

golem. It has been instructed to attack :

any non-residents who c{_)me_'.'d"t}.
hall from area x and proceed to
or 5 witheut first ringing the gong of
allowing a servant to do se. '




. BrAss GOLEM

- N Large construct
‘Manster Manual 1 117

~Init1-0; Senses darkvision 60 fi., scent; Spot

FPagoda of the
Inscrutable Ones

CR 10

+1, Listen +1

~ Languages Common (does not speak)

AC 31, touch 9; flat-footed 31

" hp 118(16 HD); DR 10/adamantine

Immune construct trajts, magic
Fort +5, Ref +5, Will +7

Spd 30 fi. (can't run)

Melee +3 wounding greataxe +19/+14/+9

(3d6+10/19-20/x3) or

gore +16 (1dB+7)
Space 10 f.; Reach 10 ft.
Base Atk +12; Grp +21

_ Spell-Like Abilities (CL 16th)

1[day—maze (DC 16)

Abilities Str 20, Dex 11, Con —, Int 3, Wis

14 Cha7

- Feats Cleave, Great Cleave, Improved Critical

(greataxe), Improved Sunder, Power
Attack, Track.

Skills Survival 421

Possessions +3 wounding greataxe

Magic Immunity (Ex) A brass golem is
immune to any spell or spell-like ability

- that allows spell resistance, n addition,

electricity effects slow it (as the slow
spell) for 3 rounds, with no saving throw.
A fire effect breaks any slow effect on the
golemiand ires 1 point of dariage for

every 3 points of damage it would have

otherwise dealt.

Maze (Sp)A brass /gelemican {"reelyenter

a maze spell that it casts, and useits

Survival skill to track-down [ts foes Within

the maze.

Skills A brass golem gains a 420 competence
bonus.on Sumvival checks for the

purpose of tracking a designated foe

or in conjunction with any ather goal

designated by its master. This bonus is not

reflected in the stat block.

Tactics: The golem hides its greataxe
under its vobes until it stands. It uses its
mize ability before stariding if its target
is still visible. Against targets that appear
unarmed, it attacks to subdue and tries to

corral the targetin the pagoda. The pagoda

yak folk can instruct the golem to do‘any
simple task, Tikewise, it can be instructed
to kdll rather than captitre;

3. THE MEDITATION CHANIBER

This large meditation chamber is adorned
with rows of simple mats and plain finni-
ture. Three statues stand on the opposite
wall. The centerstatue is of ayak folk monk
in the [otus position with his hands rajsed;
smaller
statues depict seated human monks going

palms out toward the viewer. The

through theirdevotions, theireyes elosed.

2 i

most visitors see when Lhey arrive: The 4
scene ismeant torepresent the ignorance
of humans (and other humanoids in
general) for not listening to the yak folk.
The hiimans aré so intent upon their:
selfish quest for enlightenment that they
do notacknowledge the enlightened yale
folk in their midst.

4. INNER NIEDITATION CHAMBER

This chamber seems much like the
previous meditation chamber except
that the statues are in different poses.

- In this room the statue of the yalc ﬁ‘ﬂlc'

rema.ms the same except that it holds a
the neck of the human statue on that suie
The statue of the human is portrayed on
all fours with the yak folk guiding it The
human statue to the left is-in a similar
prayer posture to the ones in room 3,
but this statue sports short horns and is -
otherwise disfigured to look like a yak

folk. This represents the two ways that

the yak folk use humanoids;: possession :_ o

and slavery.

5. HALEWAY

A stairwell here leads up to the second
floor. The doors to-area 6 are qoii&" inon-
wood witha decorative lion design carved
into them. They are locked (Open Lock
DG 25),

0. CUARD ROONE (EL 10 OR 11}

This plain, oddly shaped roamis completely
bare of any furnishings. The floor and walls
are unadorned.

The north end of this room is a com-
mon ared for the ogre mage guards and
visiting yak folk spies. Personal bdcng-
ings, supplies, and bed mats are stored
in hidden floor and wall compartments
(Search DC 22) when not in use.

The southern end of fhe area is a
guardroom used by the ogre mages
to' watch for potential trowblemakers

‘entering the pagoda. They have a small,

high peephole from which to observe the
entryway:

ADC 26 Spot check is sufficient to see
the peephole.
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. If Arghakot -]i'afé_-'survixred, he is here
with his janni slave Alyali, awaiting
new orders.

ARGHAKOT ANNAPUMA

Male yak folk sorcerer 5

NE Large-monstraus humanoid

Manster Manuai [ 200

Init +6; Senses darkvision 60 ff.; Spot +5 (+3
in shadows), Listen +5

Languages Common, Draconic, Flan

CR7

- AC20, touch 13, flat-footed 18
. hp48 (10 HD)
~ Fort +3, Ref 17, Will 411

Spd 30 ft.

Melee staff of charming +13/+8 (1d6+7) or
+1 falchion melee +12/+7 (2d4+7[18-20)

Ranged +9/+4 mwk composite longbow
(2d6+5/x3)

Base Atk +7;'Grp +16

Atk Options Power Attack

Special Actions body meld

: i Ct-)ll_fnb‘it Gear staff of charming (37 charges)

‘Sorcerer Spells Known (CL 5th, +11 melee
~ totich, +8 ranged touch)
* 2nd (5/day)—detect thoughts (DC 17); minor
image (BC 17)
15t (8/day)—identify, magic missile, ray of
enfeeblement, shield
o (6/dayy—daze (DC 15), detect mugic,
mage hand, read magic, touch of fatigue
- YBCis)
Abilities Str 21, Dex 14, Con 12, Int 14, Wis
16, Cha 20
SQ command genie, summon familiar (owl
named Tubeak), use staff
Feats Alertness(as long as Tubeak is within

armi's reach), Exterid Spell, Improved
Initiative, Power Attack, Scribe Scroll,
Weapon Focus (staff)

Skills Bluff 415, Concentration +11,
Diplomacy +9, Disguise +13, Heal +11,
Intimidate +7, I(no@!edge (arcana)+10,
Listen +5, Sense'Mative +8, Spot +5 (48 in
shadows), Use Magic Device +13

Possessions cofmbat gear, rifg of protection
+2, +1 falchion; ring.of mind shielding, twa
100 gp pearls

Body Meld (Sp): Once per day a yak folk can
merge its body with that of a- humanoid

* orgiant of Small to Large size. Except
witere noted here, this power functions
like a magic jarspell heightened fo 9th
fevel (caster level 20th; Will save DC 24
negates). Toiuse this ability, the yak folk

must tatch the intended target for 20
minutes without interruption. At the
end of this period, the-ta'rget must make
a Will save to remain conscious. On'a
failed save, the host's mind becomes
unconscious, and the yak folk assimes.

control. There is no magic jar per se—the

yak folk physically merges its body with
the victim’s body without use of an
intermediate vessel. Body meld |asts until
dispelled or dismissed.

The process warks only.on humans, elves,
dwarves, half-ores, and any ereature of
the giant type. The vak folk shares all the
victim's knowledge, memories, skills, feats,
and extraordinary abilities, but none of its
spell-like or supernatural abilities: The yak
folk retains all of its own supernatural and
spell-like abilities, The merging does niot
shed a magical aura (so a detectimagic spell
does nat reveal it), but a trie seeing spell
reveals the victim's dual nature.

If the host bedy is slain, the yak folk dies
with it. Separating the two bodies
takes 10 minutes. The host regains
consciousness 1d6 minutes afterthe
separation |s complete.

Only characters who know the victim
persanally have any chance to realize
something is wrong, by making a Spot
check opposed by the yak folk's Disguise
check (which in'this:case represents how
well the yak folk impersonates its host).

Command Genie (Su) Once per day, a yak
folk can summen and command & janni
of evil alignment, but it can rever have
more than one janni under its control
at one time. The janni is a slave baund
to serve until the second sunriseafter
the summoning. The yak folloare greatly
disliked by all genies, but for reasons lost
in-antiquity, no genie can attack a yak folk.

Use Staff (Ex) A yak folk can Use'any magic
staff. This ability is similar to the Use
Magic Device skill except that it applies
only to magic staffs and the yak folk does
not require a skill check.

Alyah, female janni: hp36; AL NE; Craft

(trapmaking) +11, Profession (guide) +11;

Maonster Manuyal 116,

Ogre Mage Guards (2): hp 39 each;
Monster Manual 2c0.

Tactics: At the first sign of trouble
the ogre mages turn invisible and open
the secret door, either allowing the

troublemaker to come fo thent (at wh}ch
point the target is srappled and dragged
inside) or, if the disturbanée is serious,

~moving to attacls

Arghakot commends the PCs resource-
fulness in making it this far and suggests
they waill make excellent “hosts” He helps
the ogre mages as best he can, but not at
the cost of his life. Ifhe escapes, he makey
forthe guardroom (drea 10).

Treasure: A secret compartment under
the floor (Search DC 22) contains 3,400

~ 5p,a platinum ring worth 3,000 gp; a pair

of gold and ivory earrings worth 2,000 gp.
for the set, and three flasks of alchemist!
fire. The ogre mage on duty cacries a set
of keys that unlocks the sliding doors.

7. THE SERVANTSSWAY (EL 4)

This. room .cantains tables for meal
preparation and shelves fulli ol dry foods
andspices. Two large bovine-headed stafues
surveythe scenefrom the center ofthe north

andsauth walls,

Reserved forhuman servants, this area
is overseen by the strict janni taskmas-
ter Hibah. Once travelers or pilgrims
who offended the inscrutable ones, the
humans are now charged with cleaning
and preparing meals for the othér deni-
zens of the pagoda and their guests.

Hibah, female janni overseer: hp 2g; AL
LE; Graft (cook) +11, Profession (servant)
+11; Monster Manual 116:

Servant, human commoner 1 {10):

b2

8. MIAIN STAIRWELL

This is the main stair for the pagoda.

On each ofthe first three floors, the stair

opens into a lounge and medifation area

before proceeding to a further stairway.

The doors on the second floor connect-

ing to the library are solid woed with'a
decorative mountain design carved info

them, They are usually locked (Open
Lock DC 25).

9. GRANP LIBRARY (EL 10)

This fantastic chamber is cleaply the
centerpiece of the papoda. The'main floor
is crowded with rows of shelves, and ratusal
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= light filters through windows set into the
pagoda’s roofsixty feet above. Balconies
on twpdifferent-levels vverlook the library
oot The shélves, as well as every flaok
afidiclibby, arestuffed with sqUare ceramic

=% plates, each aboubelght inches wide.

' Eachofthe tens of thousands of plates
bears a bit of information gleaned from
the yal folk's slayes over the centuries,
2 written in ‘a strange symbolic code
knpwn to few outside the library's staff
(Decipher Script DC 30). The slaves,
seven-human scholars, spend their days
seated on pillows etching the ceraniic
plates with a branding stylus.

The pagoda’s library is one of many
“branches” of the Great Library hidden
i the yak foll's seeret city to the
north, Much of the information in ‘this
100 i8S so esoteric as to be useless to
the characters, covering the lives and
.~ movements of humanoids and giants
4 fiom all strata of society going back a

~  dozen centuries. The yak folk .hc:pe to
find patterns in these histories to such

T !
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mercurial things as innate magical
potentialand the divine spark ofcreation.
Unless the characters have divination
Tnagic or a way of coercing the Catalogue
(ared 14), librarians, or scriveners to help,
they will have to get very lucky to find
anything useful.

Creatures: During the day, the scriven-
ers toil at their duties while gauths handle
organization. Four zombies (former scriy-
eners now enslaved to the Catalogue) han-
dle the menial tasks. At night the scriveners
are locked in theirroom (area 13) while the
gauths sleep in the higher reaches of the
library. The Catalogue uses the zombies to
restock the plate racks atnight.

Librarian, gauth beholders (4): hp 45
each: Monster Manual 26.

Human Zombies (4): hp'18 each; Mon-
ster Manudl 266.

Evets, Mott, Naphets, Navahsa, Sirx,
and Tam, male human expert 4 (6): hp 14
each;Int 14; any one Knowledge +12.

Nalnorn Arktas, venerable male expert
2fwizard 2: hp 12; Int 19, Knowledge
(dungeoneering) +14.

BY GREER, GANZ, CONKLIN, HAPR, AND DOYON

10, WATCH ROOM (EL 10)

cushians provide seating around the

ol T

ges of this room. The corners cortain

oversized weapon racks and display stands

for ogre-sized armorn

Plain when compared to the rest of the
pagoda, this room seryes as a watch post
and living area for the puards,

Creatures: Six yak folk warriors and
theirjann slaves call this Toom heme. The
guards are imported from the yak folk's
kingdom to the north through the portal
on level four (area 18) and rotated out every
four months. Only four are-encountered
here at any given time; the other two are
on patrel with their jann §laves, Unless
on alert, only halfthe guardsencountered
here are equipped when the characters
arrive (the others are either asleep or oth-
erwise off duty). :

YAK FOLK GUARD (4)
NE Large monstrous humanoid
Monster Manual || 200

CR4




Init +4; Senses darkvision 60 ft.; Spot +2,

- Listen +2.

Languages Celestial, Cormmion, Infernal

* "AC 19, touch 9, flat-footed 19

; HP:: & HD)

Fort +3, Ref+4, Will +6.

Melee mwk quarterstaff +10 (1d8+6) or
falchion +8 (2d6+6/18-20)

Ranged light crossbow (2d6/19-20)

~ Space 10 ft; Reach 10 ft,

Base Atk +5; Grp +13

 Special Atk body mield (DC 21)

- Atk Options Power Attack

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

SQ command genie, use staff

 Feats Jmpmved Initiative, Power Attack,
Weapon Focus (quarterstaff)

Skills Disguise +10, Heal +10, Knowledge
‘(arcana) +10, Use Magic Device +10,

" Possessions masterwork quarterstaff,

masterwork studded leather; light
-~ crossbow, 20 bolts, set of keys to the
sliding doors
Janni Warrior (4): CR 4; hp 33; AL
*NE; AC 19, flat-footed 17; melee +10
‘masterwork scimitar; masterwork
Scimitar, masterwork light steel shield;

5 - Monster Manual 126.

. Tactics: The room contains a staff
- of fire, which is always within reach of
‘one of the yak folkion duty. The guard
wielding it tries to divide and slow the
chatacters using wall offirewhile the fire-
‘resistant janmi dive through and into
imelee with the group. The guard with
the staff only uses fireball if desperate
or if the characters are bunched up,
hitting the jann if necessary to get at
the characters.

If all Tooks lost the yak folk fall back,
commanding  the jann to fight to
the death,

Treasure: The party can find miost ofthe
guards' belongings stowed underthe floor
panels(Search DC 22). Amongst these are a
large-scale game board with pieces made
of polished black and white opals worth
1,8co gp, 4o pp,and 2,600 sp.

HEAD LIBRARIAN'S OFFICE (EL 13)

Stacksfboaks, tablets, and scrolls stretcls
like suppert colurnns from floor to ceiling.
Alarge, well-ordered desk sits in the cen-

tetiof the room, but'ne chair is apparent.
Ameng the quills; ink; ledger and various
knick-knacks sits a partially reconstiucted
stone tablet.

This room has been soundproofed

using a vartation of the silence spell -

(CL 14th), A secret trapdoor in the floor
provides thelibrarian with a convenient

boltholeto area 3. A DC 26 Search check

reveals the door.
Creature: Unless previously
encountered, the head librarian of

the pagoda, the beholder Xotkil, is

here. Xotldl spends most of its time
organizing the master catalogue and
patching together the remains of
ancient books and scrolls so that they
may be transcribed,

Sitting on the desk in plain view
and ready to use 1s a branding stylus, a
small rusty orb (iron bands of Bilarro),
and Xotkil's meticulous daily log, which
contains a nete about the “Sehan-
substance” in the “Chamberof Answers”
(area 28) and the “Vault of Worldiy
Things" (area 29). In one of the desk’s
latger drawers the beholder keeps its
payment for services rendered. The
drawer is unlocked but smeared with
contact poison (see below). The rest
of the drawers are free of poison and
contain well-organized office supplies.

Xotkil, beholder: hp 93; Monster
Mantual 26. '

Tacties: Xotkil isn't paid to perform
security duties, but the cranky old
aberration gets positively onery if
anyone disrupts it, ‘its library, or ils

staff. Xotkil goes to nearly any length

to destroy such individuals quickly
and thoroughly. ©n the first round
of combat it uses telekinesis to toss the
iron bands of Bilarro at the first target
to present itself. Should it fall to half
its hit peints, the beholder flees and
summons the puards in area 1o.

Trap: The handle of the drawer
containinig Xotkil's horde is smeared with
deadly black lotus extract. The beholder
opens the drawers with telekinesis and
never needs to touch the handle,

Black Lotus Drawer CR g; mechanical;
touch trigger (attached); manual reset;
poison, (DC 20 Fortitude save Tesists,

NEW MACIC ITENMS

BRANDING STYLUS
This item looks like an oversized
bronze stylus bound in leather. On
command, the item funetions as a
heated writing instrument used to
etch ceramies. The branding tip.can be
used as an improvised weapon doing
1d4 points of fire damage on a suc-
cessful hit. The item ceases function-
ing-the round it is put down.

Faint evocation; CL zrd; Craft Wor-
drous Item, heat metal; Market Price

110 gp.

ENERVATING STYLUS
This item looks like an overly large iron
stylus bound in leather. It is unusually
cold to the tolich. Once the command
word is given, the item functions as
a branding stylus (see above). If used
to recount an anecdate jn which the
user played a part, the stylus extracts
the essenceiof the experience socom-
pletely that the author gainsa negative
level. The DC is 15 for the Fortitude
save to remove the negative level,
The Writing process takes at least one
hourand the user must make a DC 10
Craft (calligraphy) check to transeribe
the experience clearly. The experience
is.rendered so perfectly that anyone
reading the etching gains a temnporary
+3 competence bonus on the Craft,
Knowledge, Profession, or Perform
skill that most closely resembles the
situation depicted in the text by the
author. The bonus lasts for 24 hours.
Maderate nécromancy; CLyth; Craft
Wondrous [ter, enervation, heat metal;
Market Price 25,650 gp.

3d6 Con/3d6 Con); Search DC 18; Disable
Device DC 26.

Treasure: The drawer contains 2,c0e
gp, a small bar of silver worth 5 gp, an
enervating stylus; and 14 pearls worth 0o
gp each.

12, JANNI QUARTERS (EL VARIES)

This rookiis 2 rickily appointedliving space
that coptains two beds and a priVacy cur-
tain drawn between them. The furnishings
include two foot-chests, dozens of plush
pillows; anda low table.
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Hibah and Heskein reside here whennot
out enforcing the will of the inscrutable
_ ones on indentured slaves. Each has a
~ smallstash oftreasure buried in their foot-
J—__.__ chests. There is 2. 50% chance that one or

: “both are here when the characters arrive.

Heskein, male janni: hp 31; see page 34.
" Hibah, female janni overseer: hp 29;
: See page 37.
' Treasure: Heskein's trunk contains 100
gp in a drawstring sack. Hibah's chest
holds a small, locked (Open Lock DC 30)
jewelry box; which contains 6oo'gp in

fine jewelry,

15. CONTRIBUTORS ROOM

Clearly a large dormitory room or barracks,
a half-dozen uncomfortable, human-sizec
bunk beds and footlockers make up the
furnitiire here.

This room houses the scholars who
transcribe the knowledge that the yak

the library. At one time most of
these men were experts in
one field or another, bul what
useful information they had
©  has béen sucked out of them
by the yak folk's enervating
stylus; Nalnorn Arktas, once
- a mighty loremaster, has
- beenreduced toamere
shell of himself
: * aver his 54 years
in - captivity.
Tired and bitter,
he sides with the
characters if they
prove competent.
~ Ifit s night the scriveners are
here intheir room (locked in by the
guards, Open LockDC 25) Durinig
the day theyseurry around. the
library attending to their duties;
lest the gauths punish them.
Only those on special errands are
‘allowed out at night.
- * Human expert 4 (6): bp 14;
© . scepagess
; Nalnorn Arktas, venerable
male expert z/wizard 2: hp

b i A
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Development: The senior library slave,
Nalnorn Arktas, hasn't had access to a
spellbook in over fifty years and has no
spells prepared. The other scriveners are
younger, but equally helpless. If freed
and left to their own devices, they are
quickly recaptured.

14. STUDY HALL (EL 8)

A circle of floer mats and low siands sit
quietlyin the center ofthe floor. Each stand

The Catalozue

has a tray full of sand with a stylus used to
trace in it. In the center of the south wall
stands a brass statue representing 2 |al'ge
yak-headed monk with an engraved plague
in one hand'and a transparent coptainer
halding a brain suspended in clear liguid
in the other,

The scriveners use the trays of sand
to practice the calligraphy tanght to
them by Wulan Cheng,

If‘the plague is deciph ered (Decipher
Script DC 30)itreads: “The fundamental
delusion of base beings is to suppose
that T am in here and they are
oul there."

Creature: The “brain” is actually
a hollowed-out container directly
attached to the stafue. Il confains
a nccromantica]ly preserved brain,
the Catalogue. The Catalogue assists

in finding and organizing the
information inthe library. One simply
asks a question of the Catalogue, which:
telepathically replies with where to
find the answer in the libravy. The

Catalogue hasa photographic memory ==

- and the librarians update it daily. It

. controls the four zombie servants in

area 9.

THE CATALOGUE CR &8
Advanced elite evolved brain in
ajar

NE Tiny undead

Libris Mortis 90, 89

Init +7; Senses blindsight 60
ft. darkvision 60 ft.; Spot +14,
Listen +14

Languages telepathy 100 ft.

AC 18, touch 16; flat-footed 15

hp 58 (9 HD); fast healing 6

Immune undead traits

Resist +4 turn resistante
Fort 43, Ref +6, Will +10"

-~ Spd 0 ft. (while in statug); fly 30'f. (good)

Space 2 12 ft.; Reach 0 ft.

Base Atk —; Grp—
Special Atk mind thrust, rebuke undead

11/day (+10, 2d6+17, 5th)

PsizLike Abilities (Manifester Leye| 10th)
3/day—suggestion {DC 20), telekinesis (BC 24) =
P 1/day—dominate person (DC 22)

. Spell-Like Abilities (CL 9th)

1/day—cloudkill (DE 22), confuision




-

Ly A

(DE 21)
Abilities Str —, Dex 16, Con —, Int 20, Wis
L5, Cha 27

. 'SQ madness, turn resistance +4

Feats Ability Focus (tefekinesis), Alertness,
fm prov'éd Initiative, Iron Will
Skills Bluff+20, Diplomacy 422, Knowledge
(arcand) +12, Knowledge (dungeoneering)
+12; Knowledge (history) +18; Knowledge
(religion) +18, Listen +14, Sense Motive
+8, Spot +14

_ Madness (Su) Anyone targeting the

Catalogue witha thought detection; mind
control, orany other sort of telepathic or
pslonic power that makes direct contact
with its mind takes 1d4 points of Wisdom
damage but gains the Bardic Knowledge
ability for 10 minutes. This finctions as the
bard class ability by the same name. The

“character’s Bardic Knowledge modifier is

-equal toher character level or HD. Each

level in a class'that has Bardic Knowledge
- or Lore as a class ability counts as two

levels for determining this modifier.
Mind Thrust (Su) Range 45 fi., 2d10 damage,

* DE 22 Will save negates.

‘Tactics: Immobile while encased
in the statue, the Catalogue uses its
‘senses as if the statue were a part of
'i_:_l::_,g.eﬁ If it identifies an intruder, it
summons the gauth librarians and
zomibies from area g, then eavesdrops
on the frespassers while it waits for
help to arrive. It helps as best it can
when battle is joined. It defends
itself against direct attacks by using
copfusion followed by cloudkill for
groups or mind thrusts for individual
beings. It also uses telekinesis to toss
foes over the balcony into area g. If
separated from the statue it takes
flight and tries to flee through library.
Its: prime comcern is the survival of
theinformation it contains: If any PCs
damage the Catalogue and are later
captured, they are sent to a special
yak folk temple and turned into a
réplicement.

15, QUEST CONINMION CHANBER,

" This large common room is reserved

for pilgrims that come here for

enlightenment. The pilgrims are a mix
of cultists, philosophers, lepers, monks,
priests, and' the just plain curious. Few,

if any, are particularly interested in
creating mayherm in the pagoda.
Pilgrims, human commoner 1 (2d6);
hp 4; AL usually LN; Dungeon Master's
Guide 108. '

16, READING CHAMBER

This room s lit with a daylight spell. Any
NPCs encountered here are ifeadi.ng qui-
etly on one of the floormats, unless there
has been a commotion.

17 MASTER ARCHIVISE'S CHAMBER
(EL 12)

This well-appointed apartment seems fit
for-a noble theisize of a troll, The walls
are padded-in rich red. mats-that deadern
exiernal sounds, accented With wall scralls
depicling beautiful calligraphy. A few high=
quality deep purple and' gold pillows and
mats are arranged neatly in the corners.
Small gold statues.depicting various noble
yak folk stand on pedestals around the
raom.

Creatures; This is the abode of the Bead
of the pagoda’s library, Wulan Cheng,

and her consort; Chao Rong. Wiilan i'an

imperious yak folk, and the reom’s décor
reflects it; everything is sumptuous. Most
of the pair’s belongings are kept in small
closets hidden in the walls (Search DC 22)

WuLAN CHENG, THE ARCHIVIST

Female yak folk sorcerer 8

LE Large monstrous humanaoid

Monster Manual || 200

Init +4; Senses darkvision 60 ft.; Spat +4,
Listen +7 .

CR10

Languages Beholder, Commen, Draconic

AC 18, touch 11, flat-footed 16

hp 80 (13 HD)

Fort +6, Ref 43, Will +12

Spd 30 fi.

Melee +1 falchion +13 /+8 (2d6+5/18-20)

Space 10 fti; Reach 10 fi.

Base Atk +9; Grp +16

Special Atk body meld (DC 24)

Atk Options Point Blank Shot, Precise Shot

Combat Gear potion of cure serjous wounds,
elemental gem (air), elemental gem (earth)

Spells Retrieved (CL 8th; +10 ranged touch)
4th (a/day)—enervation
3rd (6/day)—invisibility sphere; ray of

exhaustion(DC 19) :
2nd (7/day)}—blindness/deafiress (DC 18),
glitterdust (DC 17), scorching ray o e 7,

15t (8/day}—comprehend Iaq.gur::ges-,
feather fall, ray of enfeeblement, shield,
unseen servant :

o (6/day}—arcane mark, detect magic, detect
poison, light, mage hand, read magic,
resistance, touch of fatigue (DC 16)

Abilities Str 16, Dex 14, Con 16, Int 17, Wis
14, Cha 21

SQ eommand genie, summon familiar (bat
named Duster), use staff

Feats Alertness (when Duster is within
arm's reach), Improved Initiative; F"-oint_ :
Blank Shot, Precise Shot, Skill Focus
(spellcraft), Spell Focus (necromancy),
We'apnn Focus {falchion)

Skills Goncentratiam#13, Craft (calligraphy).
+13; Disguise +13, Heal +10, Knowledge
(areana)+11, Profession (bookkeeper) +12,
Spellcraft+18, Use Magic Device +13

Possessions combat gear, +1 falchion,
betrothal ring worth 320 gp

CHAO RoNG, THE-DEFENDER CR 10

Male yak falk fighter &

LE Large monstrous humanoid

Manster Manual (1 200

Init +4; Senses darkvision 60 fl.; Spot+2,
Listen +2

Languages Comimon, Giant, Infernal

AC 24, touch 11, flat-footed 22

hp 98(11 HD)

Fort +10, Ref +8, Will +7

Spd 30k

Melee +1 dire flail +18/+13/+8 (2d6+10/19~
20) or
+1 dire flail +16/+11/+6/(2d647/19-20)
and +1dire flgil +16 (2d6+4/19-20)

Ranged mwk javelin +13 (1d8+6)

Space 10ft;; Reach 10 ft.

Base Atk +11; Grp +21

Special Atk body meld (DC 22)

Atk Options Combat Expertise, Improved
Disarm; Improved Trip, Power Attack

Combat Gear potion af cure seriolis wounds

Abilities Str 22, Dex 15, Con 18, Int 14, Wis
12, Cha 16

SQ command genie, use staff

Feats Combat Expertise; Exotic Weapon
Proficiency (dire flail), Improved Initiative,
Improved Disarm, Improved Trip, Power
Attack, Two-Weapon Fighting, Weapon
Focus (dire flail)
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Skills Climb +11, Disguise +11, Heal +9,
Intimidate +11, Jump +11, Knowledge
(arcana) +10, Use Magic Device +11

Possessions combat gear, +1/+1 dire flail,

4 masterwork javelins, masterwork scale

mail, betrothal ring worth 320.gp, set of

keys to the sliding doors.

! Tactics: Chao, moves to defend
. hHis mate while’ Wulan tosses her
elemental gems at enemy spellcasters
to provide Chao a flanking partner.
Then she uses necromancy spells
to hamper the characters. Chao
trips and disarms Small or lightly
armored combatants before finishing
them off. Against heavily armored
foes he closes for melee. If pressed,
both flee. If either is slain, the
survivor goes: berserk and fights to
the death:

‘Treasure: Hidden among linens
and clothing in a secret storage shelf
in the southeastern wall (Search DC
32) are 800 gp, two small silver bars (5
gp cach), and a'sample of Sehan in a
‘wooden puzzle box worth 300 gp (Open
Lock DG 30). The half-dozen gold
statuettes are worth 350 gp each; while
lhe 16 large wall scrolls are worth 100
- gp each.

Development: Both Wulan and Chao
‘Suspect thal Master Xiang Ru is losing
‘his grip on reality. If Xiang goes insane
ot is slain; Wulan assumes control of
~ the pagoda.

48, THE TEAROOM

This palatial charnber issat with fountains
and-small decorative trees. klegant cal-
ligraphy’hangs from its walls: Large half-
formed pillars of marble and a timeworn
stone archway sit-amid the finery like
mliseurm pieces: :

This room serves as a meeting place
and dining area for the elite yak folk of
- the pagoda.

- The arch is a two-way magical portal
to the yak folk city hidden deeper in the
‘mountains. Tt does not registeras magic,
as itis shrouded by a Nystul's magic aurg
(cL 2oth). The portal itself is not on,
arid characters can pass underneath the
arch normally. To' activate the portal a

42
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character must cast a spell or spell-like
ability that normally allows possession
(such as body meld or magic jar) on the
arch (it is treated as a viable target for
this purpose only). The portal remains
open for § rounds.

Characters passing through the portal
arrive in a reception area of a temple
deep in the mountains, where they are
immediately attacked by yak folk guards
and their jann servants (see area 10, all
are-armed and ready to fight, one yak
foll guard wields a staff of fire with 23
charges). Additional groups of yak
folk and jann arrive every 1d4 rounds
to helpi fight until the characters are
overwhelmed If the party returns to
the pagoda via the portal a group of no
more than four yak folk and four jann
warrior slaves pursues them.

10, THE MASTER'S GARDEN (EL 13)

This:l=shaped roorn-looks like an-outdoor
colittyard; complete with miniature
decorative trees, songbirds, and a
filled with large; brightly colored fish.
Atsmall globe of light illuminates the
chamber, and [[ght breeze wafts through
the feom.

a: pool

The door is locked (Open Lock
DE 25). There is a secret door in the
southeast side of the room (Search DC
25} A permanent ghost sound (CL 20th)
on the room provides the light and
the breeze.

Creature: Master Xiang Ru spends
his time sequestered here in deep
meditation. In an attempt to leamn
more about Sehan; he used body meld to
possess a human slave and intentionally
overdosed him on the substance. Despite
his. precautfions, he was unprepared for
the psychic onslaught, and only barely
escaped the rapidly transforming body
intact. Although he managed to avoid
physical contamination, the power of the
extraplanar substance is proving more
than he can resist. It is 611132 a matter
of time before his mental training fails
him and he falls into madness. Master
Xiang is a tall, lean, white-haired yak
folk, bent from age. He currently looks
a bit haggard from lack of sleep.

Xiang Ru is barely in control of his
own mind. At first he seems merely
interested in calmly arguing the merit_és i
of yak folk domination. If someone
points out the fact that there is no =+
freedom of choice in yak folk society,
Xiang retorts: “Do you give your infants
the freedom'to play in/the mill house?®”
If the-argument drags on he begins to
wince more and more, as if suffering
a migraine.

MASTER XIANG Ru CR 12
Maleyak folk monk 1/cleric 9
NE Large menstrous humanoid
Meonster Manual 11200
Init+5; Senses darkvision 60 {t; Spot +5,
Listen +5
Languages Beholder, Common, Dracanic,
Infernal
AC 22, tolich 15, flat-footed 21
hp 86 (15 HD)
Fort +10, Ref 10, Will -+17
Spd 30 ft. i
Melee +1 quarterstaff +16/+11 (1d8+7) or e 2 s
+1 quarterstaff +14/+14/+9 (1d.8+5) : _ : :
Space 10 ft,; Reach 10 fl. -
Base Atk +11; Grp +19
Atk Options Combat Expertise, Power
Attack, Stunning Fist (DC 22; 4/day)
Special Atk body meld (DC 23}, rebuke
undead, spontaneous casting (inflictspells).
Cleric-Spells Prepared (CL 9th, +11 e
ranged touch) . i
sth—dispel good™ (DC 20), greater
commuand (D€ 20), righteous might
‘ath—divine power, freedom of mavement,
poison (DC 1), unholy-blight (DC 19}
3rd—bestow curse (DC 18), cure serious
wounds, deeper darkness, dispel magic,

s

nondetection®
and—bear’s enduranee, calm emotions (DC . -
v7), enthrall (DC 1), invisibility?, owl’s
wisdom, sitence (DC 17)
1st—command (DG 16); divire favar, :
obsctiring mist, remoye fear, protection oA
from good® (DC 16), shield of faith (2))
o—detect magis, guidance (2), mending, '
read magic, resistance.
D domain spell Domains Evil, Trickery :
Abilities Str 18, Dex 13, Cor 13, Int 16;Wis.

21, Cha 18 4 .
SQ command genie, rebuke tindead, use staff -
Feats Blind-Fight, Combat Casting, Combat _

Expertise, Improved |nitiative, Improved - ¥ '.




Unarmed Strike, Power Attacle, Skill Focus
(Concentration), Stunning Fist, Weapon
Focus(quarterstaff)

$Skills Cancentration +18, Diplomacy +15,
Disguise +12; Heal +15, Kriowledge
{arcana)+13, Knowledge (histary) +10,

- Knowledge (the planes) +10, Listen +5,
Sense Motive +12, Spellcraft+13, Spot +5,
Wse Magic Device +12,

Possessions +1/+1 spell storing quarterstaff
(chill. metaland sleet storm), key to the
Vault of Warldly Things (area 29)
Tactics; Xiang's internal struggle
‘does nol prevent him from being a
wily fighter. If he hears the characters
‘before they arrive he casts owl'’s wisdom,
freedom af movement; bear’s endurance, and
shield of faith—all of which last several
minutes so he has a chance o converse
with the intruders and convince them
to give in willingly: If the characters
attack him he fights back in a'controlled
~manner, 61l trying to get the characters
~ to see “reason.” At some point, either
. while fighting or talking, the pain in his
~ head becomes too much for himand he
- 'snaps. He then “realizes what he must
Ei;a'f and dashes to release the Sehan
“abomination in area 28,
 Development: If' the characters slay
~ him but leave his corpse intact, he rises
as a zombie ad4 minutes later, intent on
releasing the abomination in area 28.
Master Xiang Ru (zombie form): hp 81;
Monster Manual 267 (minotaut zombie),

oo, THE SILVERY ROOM

: This area is gray and featureless; the bound-
o aries of the room are hard te define:

projected to the Astral Plane can make
a DC zo Intelligence check to figure out
how the effect works. Once the effect is
recognized, the character can' end it at
will. The'yak folkuse the room for medi-
tation and travel.

The ropom places travelers in the Astral
Plane near a mile-long stone body of a
dead goddess of art and song, a female
humanoid in the fetal position. The fig-
ure can be used as a reference point, but
eons of astral silt and debris covering the
monolith make it difficult to walk on,
Attached to its ankle is an enermous sil-
very shackle whose colossal chain winds
out of sight. Where it leads and what
adventures might occur along the way
are beyond the scope of this adventure.

Development: This chamber can be an
exceptionally powerfiil tool for both the
PCs and the yak folk. 1f the PCs destroy
the yak folk presence in the pagoda, they
have a day or two to make use of this
chamber before the yak folk can orga-
nize’a response. On'ce'they are orgamized,

however, the yak folk stop at nothing

toreclaim this outpost. See “Con-
¢luding the Adventure” for
more information.

ar, GUEST SUITE (EL 9 OR
11)

Thisopulent suitels filled:with
exotic rugs, colorful tapestries;
and the strong mingled
scent of ground einAaman
and Overstuffed

pillows provide

tobacco.
bedding
and seating.

'} This room contains a powerful aura
‘ that allows creatures o take advantage of
) -amagical effect that duplicates the astral
F projection spell. All one needs to activate

the magic is to enter the room while
;_ _ carrying a silver bar (like those found

in areas 11, 17, 19, and 21) or the silver
ingots from area 29. Once in the room

the bar changes into scorched, worth-

~ less metal and the character is projected
~ fothe Astral Plane. A character that wit-
riesses the projection can make 4 DC 29
Spelleraft check to recognize the spell.
Failing that, a character that has been

Creatures: Between his
visits to the library (area
g) and the astral plane
(area 20), the rakshasa
D’Khanti Po rests
in this reom. While
D'Khanti wanders the
pagoda in the guise
of a human monk,
hig hellecat
Servants stay -
in this room |
unless called

for. Unless

encountered elsewhere, D'Khanti is here
in his natural form. A

D'Khanti’s philosophy can be best
summed up a8 self~centered; selEsacrifice
'of any sort weakens both the giver and
the receiver, in turn weakening the whole
system. Beings (which means rakshasas, =
though he doest't say that) should do as '
they like to develop themselves to their
fullest potential.

D'Khanti might invite civil characters of
philesophical bent to his roem to
sway them to his'way of thinking.
Ifhe encounters them in disguise
e maintains the fagade, Fither

Xiang Ru

=
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way, he stays in well-lit areas to provide
his: hellcats' enough light to remain

‘exchange quietly, only attacking if the
characters become violent or D'Khanti
commands it, Characters entering the

: rakshasa's: room: while he is outl are
: attacked by the hellcats.
= If threatened with' combal away from

hlb room, D'Khanti flees, summoning the
pagoda's guardsorhis hellcats. If cornered,
he offers his attackers the treasure in his
magical hat in exchange for his life.

D'Khanti Po, male rakshasa: hp sg;
Monster Manual 211.

Helleats (2): hp 60.each; Monster Mamyal

Tactics: D'Khanti loathes combat. He
: comnsiders himselfan'académic and would
o tather debate ethics than fight.
\ Treasure: D'Khanti keeps his treasure
in a fez of holding he wears everywhere. The
fezacts asa ch&rd-’s handy haversack but
a permanent Nystul's magic aura (CL 13th)

hides it from magical detection. Within it

B e keeps 1,500 gp, several mixed precios
i stones worth 1300 gp total, two silyer bans
G

worth 5 gp each, and a figurine of wondrous
power (serpentine owl). D'Khanti is quick to
. give away the contents of his fez to avoid
dymg butis loath to give up the fez itself:
- Ifforced to do so he goes out of his way.to
- bring ruin to the characters’ lives—from
o A=Al behind the scenes, of course.
The eight rigs and wall hangings are
- “worth 5o gp each. :
i =
I = 22, CUEST SUITE
This roon isidentical to 21, but yacant.

23, SCOURGE OF THE FOUR
MOUNTAINS SCHOOL (EL 12)

Yak folk warrior monks practice a martial
arts style tailored to their domineering
mentality, which they call the Scourge
of the Four Mountains. The technique
revolves around anticipating and
controlling the actions of one's foes by
using the student’s (usually a yak folk’s)
sizeand reach to maximumadyantage. The
‘highest ranked student of the discipline
in the pagoda is Jin Hiu, an efreeti slave

- have won her the grudging respect of the
swarrior moriks and guards,
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invisible. The hellcats observe the

- raised among the yak folk. Her skills:

Hidden in the center of this
chamber is a section of floor that acts
as' 2 turntable (Search DC 25; counts
as a trap), When activated, the area
makes a half revelution every round
at Initiative o.

Hidden along the northwesters wall
is a secretrevolving door (Search DC 25)
that leads to Master Xiang's chamber.

Creatures: When the PCs arrive, Jin Niu
is sparring with two other guards,

Jin Niu
Female efreeti monk 3

CR11

LE Large outsider (extraplanar, fire)
Monster Manual 115
Init +9; Senses darkvision 60 ft.; Spot +17,
Listen +17
Languages Alran, Commoen, lgnan, Infernal;
telepathy 100 ft.
AC 24, touch 18, flat-footed 19
hp 114 (13 HD)
Immune fire
Fort +14, Ref+15, Will +14 (+16 vs.
enchantmient); evasion
Weakness cold vulnerability
Spd 30 ft., fly 50 ft. (perfect)
Melee mwk quarterstaff +19/+14 (1d8+10) or
unarmed strike +16/+16/+11 (1d8+6)
Ranged scorching ray +16 touch (4d6 fire)
Space 10 ft;; Reach 10 .
Base Atk +12; Grp +23
Atk Options Power Attack, Stunning Fist,
change size
Special Atk heat (1d6)
Spell-like Abilities (CL 12th, ranged touch -+17)
At will—detect magie, produce flame,
pyrotechnics (DC 13), scorching ray (1
ray only)
3fday—invisibility, wall of fire (DC 15)
1/day—grant up to three wishes (DE 17;
wishes may enly be granted to non-
genies only), gaseous form, permanent
image (DE 17), pelymorph(self only)
Abilities Str 24, Dex 21, Con 18, Int 12, Wis
18, Cha'12
5Q planeshi
Feats Cleave, Combat Casting, Combat
Reflexes, Improved Initiative, Power
Attack, Quicken Spell-Like Ability
- (scorching ray), Stunning Fist
Skills Bluff+14, Concentration—+20, Craft
(jeweler) +14; Intimidate +14, Listen +17,
M‘Q\?Ej Silently +18, Sense Motive +17,
Spelleraft +14, Spot +17, Tumble +18

Possessions masterwork guarterstaff, gold
half-mask depicting a'beautiful weman's
face worth 2,000 gp, gold ankle bracelet
worth 1,000 gp.

Enlarged While enlarged, |im Niu's stats
change as follows:

Huge
AC 22, touich 16, flat-footed 18
Melee mwk quarterstaff+20/+15 (2dé+10)0r

flurry of blows +a7/+a7/+12 (1d8+6)

Ranged scarching ray +14 touch (4dé fire)

Space 15 f.; Reach 15 fi.

Grp +28

Abilities Str26, Dex 19

Skills Move Silently +17, Tumrible +17

Yak Folk (5): hp 32 each; see page30.

Tacties: Jin Niu uses her change size
ability to become Huge. She and the
other monks then fry to getas many
characters as possible onto the platform
before one of them activates it via a hid-
den switch. As the turntable spins or the
characters themselves moye to engage
they may become subject to attacks of
opportunity from the guards.

During the battle the suards make ﬁﬁl
use of Jin's ability to grantwishes: Generally
they use them to gain tactical superiority
(“Jin. Niu, I wish the invaders are on the

q

turntable!”); for healing (“Jin Niu, I wish

to be healthy again!”), or to defend against
clevertactics and spells from the PGs.

Treasure: A golden chime (10 1bs. 300
gp) sits in the north corner (near the
secret passage) on a small stand.

a4, THE UPSTAIRS BATHS (EL 6)

Herb-seented steam billows out of this
roorm, obscuring whatever may by init.

This is a steam bath. A central stove
is used to keep the two large pools of
water warni,

Creatures: 'I“hrﬂe'm:epi‘lit attendants
see to the needs of anyone who
walks in the door, Each mephit is a
personification of the most amusing
aspects of their element. Huo is short
tempered; Shui is an airhead, and
Yu is bossy and tends to shout at' the

other two. The three react neutrallyto * *

all visitors and try to bathe them to
the best of their ability. The mephits
collect a lot of gossip. Most: of it is

AR




useless drivel, but they do know
about the creature inarea 28 and that
Master Xiang has acted strangely since
‘experimenting with it. If attacked, the
mephits flee. :

Shui, fernale air mephit: hp1o; Monster

- Manual 181

Huo, female fire mephit: hp 15; Monster

- Manual 182

~ Yu, male steam mephit: hp 17; Monster
Manual 184

35. COMDION ROOM

The warrior monks reside in this
room. Asuecesstul DC 22 Sedarch check
reveals several remoyable floor panels

“under which the yak folk keep their

personal belongings.

“Treasure: There is a total of 8co gp,
9,000 sp, and an antique brass oil lamp
worth 10 gp in the compartments under

“the floor panels.

6. CHADIBERS OF CONTEMPLATION

Fhe southern doors exiting thisiehiamber
“have beer Stripped of their paper, leaving 2

lattica of\wood bars betweenthis rosm and

Stwo smialler chambers;

These rooms are used as cells, The
doors are locked (@pen Lock DC 30}
There are three prisomers here. Two
mountaineers, Abal Foss and Travers
Walachia, occupy the southwestern

ccell, while a priestess named Onyeka

is locked in the southeastern cell. A
permanent antimagic field (CL 20) cov-
ers the southeastern cell.

Onyeka was kidnapped ffom a distant
land. Her €ommon dialect is dissimilar
enough to make communication difficult
but possible. The yak folk spy Weiah Ren
is currently body melded to Travers. Her

mission is to learn all that she can about

‘Onyeka and her homeland to see if it is
worth exploiting,
Abal Foss and Travers Walachia, male

“human expert 3: hp 13 each; Balance +6,

Climb +6, Jump +6, Knowledge (nature)

" 46, Profession (guide) +6, Suryival +6,

‘Rope Use +6.

Onyeka, female human cleric 10; hp
74; mo equipment; Dungeon Master's
Guide 115

Weiah Ren, female yak folk: hp 28;
currently inhabiting Travers’ body, see

Page39.

a7, CHAMBER OF QUESTIONS

Wall-mounted ‘manacles and chains for
both Medium and large humanoids adorn
thewalls;

This:room functions as an'inferroga-
tion chamber, but is currently empty.

af. CHADMIBER OF ANSWERS {EL 13)

Normally reserved for prisoners
about to endure body melding (the
victim is manacled to the wall to keep
them immobile while undergoing
the process), this room now houses

Jin Niu

an abomination. ‘The door is locked

(Open Lock DC 30).

Creature: Xiang body melded to a
healthy young man and then purposely
oyerdosed the body on Sehan. Due to

the massive quantity of the substance

and the psychic energy of the melded

yak folk, the resulting Child of Sehan

was signifieantly more powerful than
the ones encountered in the previous

adventures in this campaign are.

Arghakot Annapuma used a scroll of

dimensonal {ock on this reom to prevent

the abomination from escaping

through the Etheral Plane. The yak folic
hope to harvest it after its powers have
been thoroughly catalogued, although

the madness of Xiang Ru may make

that impossible
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SEHAN ABOMINATION CR12
- Advanced half-farspawn Child of Sehan
CE Medium outsider (alismented plant, native)
Dunceon 3145, Lords of Madness 151
Init +2; Senses blindsight 60 ., darkvision 60
ft.; low-light vision; Listen +24, Spot +24
Languages Commion (cannot speak)
Aura ealming gaze (DC 25)
- AC 32, touch 18, flat-footed 30
hp 172 (15 HD) DR 10/magic
Resist electricity 10; SR 25
Immune acid, plant traits
Fort+16; Ref +7, Will £11
Spd 30 fi.
Melee 2 claws +18/(2d6+6 plus poison) and
2 tentacles 417 (1da+6) -
. Base Atk +11; Grp +17
Atk Options rend 2d649; true strike 1/day
Spell-Like Abilities (CL 15th; +17 melee touch)
3fday—>blink, blur, ethereal jaunt
1/day—greater invisibility, scintillating
battern; stinking cloud (DC 12}, telekinesis
- (DC 14), touch of idiocy
= Abilities Str 22, Dex 14, Con 24, Int 6, Wis
x 22,Cha 8
?

e :
i i
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Feats Abjlity Focus (poison), Ability Focus
(ealming gaze), Cleave, Improved Natural
Attack {claw); Power Attack, Weapon
Focus (claw)

Skills Climb +24, Jump +24, Listen +24, Spot
424 Survival £13; Swim +24

Calming Gaze (Su) A Child of Sehan is
totally in tune with itssurroundings,
-and exudes a supernatural aura of peace
and tranquility, even as it rips apartiits
foes and transforms them into terrifying
monsters: Any creature that meets its
gaze must makea DC 25 Will save or be
affected as though by a calm emotions
spell (CL equals the Child of Sehan's HD),
Ifthe Child of Senan attacks, it ends this
effect for the target of the attack only. This
Is 3 mind-affecting compulsion effect,
and the save DC is Wisdom-based.

Change Shape (Su) As a standard action;,
the abomination can take the form
of a grotesque, tentacled mass. This
ability functions as described for the
change shape ability (see page 306 of
the Monster Manual). While in this form,
it gains two extra tentacle attacks whien
making a full attack, is amorphous,

g e
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cannot be flanked, and is not subject

to extra damage from critical hits.
Creatures native to the Material Plang
take a—1 morzle penalty on attack rolls:
against the abomination while in'its
amorphous form.

Poison of Sehan (Ex) lnjury, Fortitude DC
26, Initial damage 1 Intelligence drain,
secondary damage 3d6 Charisma.

Any humanoid creature reduced to 0
Charisma by this effect immediately
undergoes a monstrous transformation
into a Child of Sehan over the course

of the next 3 rounds as its sense of

self is washed away by the Unifying
cansciousness of Sehan. For the first’

4 hours after its transformation, the
creature is ripped by intense agony as the
master consciolsness of Sehan eliminates
all trace of individuality fromithe former
creature. During this tirme, the new Child
of Sehan behaves as if under the effect of
an-ongoing confusion spell, and losss all
of its'supernatural abilities: Buring this
time, the transforiiation can be halted

by remove diseqse, restoration, neutralize

poison, heal, or dispel-evil; butionee it'is

.




complete anly miracleor wish can reverse
it. The save DC [s Constitution-based,
‘Hive Mind (Su) Children of Sehan share
® a3 unified consciolisness with their
*master Sehan and his other children.
This consciousness extends out to

a 25-mile radius from Sehan itself.
Within that range, if one is aware of a
particular danger, theyall are. Ifone
ina groupis not flat-footed, nore
of'them are. No €hild of Sehan in 2
group is eonsidered flanked tinless
:Il:ﬁ.ey all are: Beyond the range of the
hive mind, individual Children of
Sehian ican still sense the direction of
their master, and are compelled to
reach him @s soor as possible.

Sympathetic Defense (Su) A Child of Sehan
gains an insight bonus to its AC equal to
“its Wisdom bonus.

~ True Strike (Su) Once per day, the

' abomination can makea normal attack

with 2 +20 insight bonus on a single

- attack roll. it is not affected by the miss

- chanice that applies to attacks againsta

. concealed target while making this attack.

2, VAULT OF WORLDLY THINES (EL 7)
“The yak folk keep most of their treasure
- in this seeret vault (Search DC 27). The
* yak folids supply of Sehan is also kept

~ here, The door isilocked (Open Lock
DC 30) and magically trapped.

All of the named vak folk in the
pagoda know of this room and that
Xiaﬁg_ Ru has the key.

Trap: A magical trap is triggered
if Xiang's key is not brought into the
room, making the first person that
steps in the center of a chain lightning
effect. The lightning then arcs out
to any creattire within 3o feet of the
primary target. It takes 10 minutes for
the trap to reset after being triggered.

Chain Lighining Trap: CR 7; magical
device; proximity trigger (alarm);
automatic reset; spell effect (chain
lightning, 1ith-Tevel wizard, 11d6
electricity to target nearest the center
of trigger area plus 5d6 electrical to
" each ofup Lo 11 secondary targets, DC

A _Reﬂex save for half damage); Search

DC 31; Disable Device DC 31.
Treasure: Stored in several ceramic

containers against the walls of this

room are 260 ten-pound silver ingots,
Each of these ingots is stamped with
the unmistakable image of a yak folk,
and each is worth 100 gp.

One containerin the corner instead
contains twelye vials of Sehan.

CONCLUDING THE
ADVENTURE

The destruction of the yak folk's Sehan
research and the remaining samples of
the substance thwart the immediate

danger presented by the yak folk, and

gave the Material Plane from being
overrin by a Far Realm monstrosity,
Give each of the charatters a GR 11
story award. Some hard choices might
be necessary in regards to beings
“infected” by the substance: The
question of whether easual users of
Green Welcome are ever wholly free
of the stuff and whether or not 'other
sources of Sehan exist is left to you.

The yak folk do not take kindly to
uninyited guests and send a large unit
of soldiers and jann from their'secret
city to retake the pagoda 1dgq days
after becoming aware that it has been
compromised. Characters ean delay
this by disrupting the portal in area 18.
Dispel magic only suppresses the effect
for 1d4 rounds. Spells such a& magic
circle against evil and protection fiom
evil work slightly longer, preventing
the yak folk's body meld ability form
working on the-arch-and keeping them
on their side for the duration. A hallgw
spell effectively seals it until the yak
folk can mountanoverland expedition
to the pagoda and undo it. 2

Matt Conklin has previously seen print
in DUNGEON #126 with “The Menagerie,”
whick won the zoos Origins/Dungeon Side
Trek Design Competition. Mait sends a
special thanks to Tom Ganz for coming
up with this crazy idea in the first place
and fo his play-testers Kurt Berger, Jason
Calhoun, Craig Clement, Ed Cox, Michael
Kujawa, and Chad Rian.

Tom Ganz (Dryder from fhe Paizo
Message-Boards) writes: “It was great
working together with these great authors
and I hope to meet them one day at

SCALINGC THE
ADVENTURE
“Dread Pagoda of the Inscrutable
Ones” should challenge a party of
1oth-level characters but could be
adapted to suit characters of other
levels. Adjust the treasure and
equipment values accordingly and
NPC character |evels by one for each
level by which the average party |evel
deviates from 10

8th—gth level parties: In encounters
that feature several of a single
monster (gauths, janni, etc)) remove
ohe of each type of monster that is
duplicated. Reduce the size of the
earth elementals by one category.
Replace Xotkil with an elite 12 HD
gauth beholder with mage hand as a
spell-like ability, usable at will. Reduce
the Sehan Abomination by 2 HD.

11th-12th level parties: Have
Arghakot inhabit the body of a'stone
giant while at the pagoda. Advanee
the earth elementals in the Stone
Forest to greater earth: elementals.
Advance the brass golem; and
hellcats by 3 or 4 HD, Advance Xotkil
by 2—4 HD. Give the janni and yak
folk guards one ortwo fighter levels.
Advance the Sehan Abemination by
4 HD (making it Large). Have the
entire pagoda except for areas 18
and 20 protected by a forbiddance
spell (CL 20).

ot

GenCon, face to face! Thank yow guys so
much for jumping'in on this idea.”

Stefan Happ had no idea that yak folk
coield be so awesome. He'll never look df
a yak the same way again.

Stephen 8. Greer thanks'his wife April for

butting up with seemingly endless hours in

front of his PC. Thanks again to all of the

“Werecabbage” play-testers—Dan Dekker,
“Big Bill" LaChappelle, Stanley Cramer,

Ken Crawford, John Bacon—and for all

of the superb editing done by Ashavan.

Ashavan Doyon is @ seventh-level
secretary at a hiberal arts college in New
England! He lives in Massachusetts with
his husband and their two pugs.
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place of random violence, appalling cruelty, and pure, unadulterated wickedness.

Here, unreasoning malice rules; and countless demons torture and murder for the
Jjoy of it. The Abyss is'innoyative in its'wretchedness, with each fleeting moment birthing
new and awful psychotic acts of utter eyil. Those who brave its depths find no relief from
its corrosive nature, nor respite from the cancerous seeds of evil blooming within all who
tarry here; they find only anguish, pain, and if they're lucky, sudden, abrupt death.

“Into the Maw” is the ninth chapter of the Savage Tide Adventure Path, a complete cam-
paign consisting of 12 advenmresf'appgariﬁg.in DuNcEoN magazine. For additional aid in
running this campaign, check out Dracon magazine’s monthly “Savage Tidings" articles, a
series that helps players and DMs prepare for and expand upon the campaign. Issue #356
of DracoN magazine features an expanded list of strange and exolic magical items that
could be purchased from the mercane merchants encountered during “Into the Maw.”

The PCs should be 17th Jevel by the time they reach the prison island of Divided’s Ire, and
will certainly reach 18th level by the time they accomplish their goals in the prison. In fact,
if the PCs take it upon themselves to defeat all six of the demonic factions in Divided’s Ire
in addition to rescuing Lavinia and defeating Vanthus, they may well be close to 1gth level
by the end of the adventure.

F ew planes possess: the raw malevolence of the Infinite Layers of the Abyss. It is a

o | o,
-~ B2,
& BY ROBERT J. SCHWALB,

@ BY BEN WOOTTEN AND WARREN MAHY,
® BY ROBERT LAZZARETTI,
ADVENTURE PATH  HIGH LEVEL (13TH-20TH) , PLANAR AND DUNGEON CRAWL .

i JUNE 2007 DUNGEON 49



INTOTHE MAW  [DGEEE e ATE

Adventure Background

Demogorgon’s greatest liability in his
mad campaign to conquer the Abyss
has always been himself. His personal-
ity—his very nature—is divided, rent
into two discrete, plotting individuals:
His left head is) Aameul and his right is
Hethradiah. Each despises the other, for
neither has trie mastery over the body
they share. Yet despite this hate, they
each know that they cannot live without
the other; should one half perish, the
other would surely follow.

This, then, is the purpose of the
shadow pearls, and the reason behind
the dreadful savage tide that threatens
civilization on the Material Plane. An
idea that both his heads count as their
own, one that each believes the otherhas
not fully grasped, Demogorgon hopes
to channel the rage and madness of a
massive savage tide into Gaping Maw;,
so that he can use the wash of power to
fuse his divided nature into one greater
being: And through the efforts of his
mortal minions, the Prince of Demons

is nearly ready to begin the final stage of

his plan. But before he does, he has a few
loose ends to tie up. And so he gathers
his minions to his side, to ‘ensure that
nothing happens to disrupt the ritual.

One such minion is Demogorgon’s
newest death knight, Vanthus
Vanderboren. In a desperate move
to claim his sister Lavinia, Vanthus
and his pirate minions captured the
noblewoman and commandeered the
flagship of a powerful fleet of pirates,
the Crimson Scar. Demogorgon had
promised Vanthus that he would allow
him access to the fleshforges of Lemoriax
so that he could transform his sister
into a Lemorian half-fiend. With his
sister safely in hand, Vanthus activated
a magical device called a wakeportal and
sailed the Crimson Sear into Gaping Maw,
the 88th layer of the Abyss.

Of course, the Prince of Demons has
his own reasons for allowing Vanthus
to bring Lavinia into Gaping Maw. He
has no intention of turning his tenuous
attention from his blossoming plot,
nor will he transform Lavinia into a
Lemorian. She and Vanthug are little
more than bait, a lure that Demogorgon
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hopes will attract the heroes who have
been a thorn in his side since they first
came to the Isle of Dread. When Vanthus
arrives at Lemoriax, Demogorgon orders
him to take his sister to a remote prison
compound called Divided’s Tre, where he

is to await Demopgorgon's pleasure. What

Vanthus doesn’t know, as he completes
the fimal leg of his journey, is that he has
outlived his usefulness. Demogorgon is
banking on the hatred the PCs have for
Vanthus and their deyotion to Lavinia,
and has instructed one of his favorite
murderers, a kelvezu demon named
S'Sharra, to deal with the mortals once
they arrive ‘at the prison. Fortunately
for the PCs, Divided’s Ire holds many
of Demogorgon’s enemies, a number of
whom would gladly aid the characters
in their struggles against the Prince of
Demons—for the right price.

Adventure Synopsis

The adventure begins as the PCs
activate their newly acquired wakeportal
to travel to the Abyssian Ocean. While
the characters: know that Vauthus

headed for Gaping Maw, they have few

other leads. They must rely on their
planar expertise and magic to track
their prey. Failing that, Demogorgon
has many enemies in the Abyss, and the
PCs are bound to come across someone
or someth_mg with an axe to grind.
When they learn where Vanthus has
taken Lavinia, they must make their
way to Divided’s Ire.

Inside, the ¢haracters soon learn that
six different factions control the prison,
each vying for dominance over the
others. The death knight and his sister
are somewhere inside, hidden behind
scores of fiends drawn from all over
the planes. To reach the death knight,
the characters must deal with the other
inhabitants of Divided’s Ire.

While exploring the prison, the PCs
have several chances to learn more
about Demogorgon, his lair and layer,
and ultimately his plans for the shadow
pearls. The PCs learn enough to become
convinced they must stop the demon
prince, but don’t learn how. The answer
lies in the Wells of Darkness, where they
might find someone who knows about

Demogorgon's weakness—an exiled
demon named Shami-Amourae.

Adventure Hooks
At heart, “Into the Maw” is a jailbreak

- scenario. Considering the relatively

simple structure underlying the

-adve-ntiure..yau ‘can easily run it as a

standalone adyenture. You merely need
toplanta compelling enough reason for
the PCs to risk their lives to enter one
of the nastiest planes in the multiverse,
to propel them through treacherous
environments, enable them to set aside
their misgivings and deal with chaotic
evil creatures, and finally push on
through the obscene environment of
D'ividéd__‘s Ire. Simply replace Lavinia
with someone important to your
campaign setting, and send the PCs in
to save her.

PART ONE: INTO THE ABYSS
In “Serpents of Scuttlecove,” the PCs
finally had a chance to take down the

Crimson Fleet. While the merchants
and explorers of the Vohoun Ocean ¢an

now breathe a collective sigh of relief,
the damage the fleet has done remains.

‘The pirates have delivered nearly three

dozen shadow pearls to different cities.
While one of these has already been
neutralized (whether the PCs realize it

or not, the pearl destined for Sasserine

was removed from the field during “The
Bullywug Gambit”), the fact remains
that34 more are now hidden throughout
the world. In each case, these pearls are
secreted away in vaults held by agents
of Demogorgon who have taken great
pains to hide their treasures until the
time is right to take them forth into
densely populated areas. Tracking each
city down, confronting their dangerous
and deadly guardians, and ensuring
that each shadow pearl is safely disposed
of could easily encompass 34 separate
adventures, a task that even high-level
characters won't be able to accomplish

before the savage tide strikes. The only

way to prevent this doomsday scenario

-is to confront the problem at its source

in the Abyss.
Before that, however, a more pressing
concern faces the characters. Their




patron and friend, Lavinia Vanderboren,
has been whisked away to Demogorgon’s
realm of Gaping Maw on the Abyss
by her now-undead brother, Vanthus.
Some parties may wish to rescue their
ally from this horrific fate, while others
may just be burning with a need to
finally take down Vanthus, an enemy
that has plagued their every step from
the beginning of this campaign.

In any event, no one asks the PCs to
travel to the Abyss for revenge, rescue,
or reconnaissance into the Savage
Tide—the PCs should now be among
the highest-level heroes in the world,
and should realize what their next task
is. If they don't, feel free to guide them

toward Gaping Maw via the results of

divination spells. Ifyou need a stronger
hand, you can use other NPCs in the
campaign to suggesta trip to the Abyss.
Harliss Javell might suggest they use the
wakeportal discovered in the Crimson
Fleet's treasury to go save Lavinia. If the
PGs allied with Tyralandi in “Serpents
of Scuttlecove,” the thrall of Graz'zt may
even approach them and nudge them

toward Gaping Maw. Graz'zt is aware

that Demogorgon is up to something,
but the Dark Prince has his six-fingered
hands full with other pressing matters
elsewhere on the Abyss..

Although high-level PCs'have many
Tesources, and can certainly travel to the
Abyss using magic like gate or plane shift,
the acquisition of a w&kqpartal at the
end of “Serpents of Scuttlecove” makes
sailing the Sea Wyvern the easiest route
into the Abyss. Bringing the Sea Wyvern
also gives the PCs a portable fortress of
their own to use as a home base during
these last adventures as well. The Savage
Tide Adventure Path assumes that the
PCs continue to use the Sea Wyvern as
their primary mode of transportation.

The Abyssian Ocean

The Abyssian Ocean is not its own layer
of the Abyss. Rather, like the River Styx; it
exists on multiple layers of the plane. Its
beaches are the countless oceanic shores
of every layer of the Abyss, and its gulfs
connect to the depths of every aquatic
layer, Known to some as the Soulless
Sea, this region respects no boundaries.

Those with the courage to braye the
deadly waters could cross the breadth
of the Abyss, charting a course from the
beaches of Shendilavri to the shores of
Yeenoghu's Realm.

The Maw's Teeth—the location where
the waters of the Gaping Maw meet the
Abyssian Ocean, is only 1d4 days away
under full sail, but since Gaping Maw is
a legendary port, it's a DC 35 Knowledge
(geography) check to set a course. If
the character making the Knowledge
(geography) check has at least 5 ranks
in Knowledge (the planes), he gains

a +5 synergy bonus on the Knowledge.

(geography) check. If the navigation
check is failed, there’s a 50% chance the
PCs arrive on a random Abyssal shore,

otherwise they simply don't sight land
at all after sailing for 1d4 days and may
attemptthe check again. Parties who lack
the skill to navigate to Gaping Maw can
use divination magic to aid their journey,

‘as detailed below.

Commune/Contact Other Plane: By asking
the proper questions, the PCs can puzzle
out which direction they should sail by
eliminating directional choices that indi-
cate “no.” This grants a +15 circumstance
bonus to the navigation check.

Discern Location: Demogorgon blocks
this spell from functioning against
creatures within D_ivid’ed’s.__lze, which
unfortunately includes both Vanthus
and Lavinia—this spell is useless to aid
in navigation ag a result.
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Divination: Treat the answer as giving

the PCs a +10 circumstance bonus on
Knowledge (geography) checks to set
the proper course.

Find the Path: This is perhaps the
best choice. As long as the spell is cast
at least once a day for the 1dy days it
takes to make the journey, find the path
makes the nayvigation check used to
lead the Sea Wyvern to Gaping Maw
automatically successful.

Sending: Contacting Lavinia via sending
while on the Abyssian Ocean has a 5%
chance of failure (since until the PCs
reach Gaping Maw, she’s technically on
another plane). Layinia spent her voyage
to Gaping Maw belowdecks, but she does
know that she’s currently being held in a
place called Divided’s Ire. In any event,
in her response to the sending, she begs
the PCs to hurry, to save her from this
terrible place.

Planar Merchants (EL 19)

Not eyeryone the PCs encounter in
the Abyss is a murderous, destructive
mnenace. At some point after the PCs
arrive on the Abyssian Ocean, they
encounter a strange ship called the
Sapphire Griffon, aninterplanar merchant
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vessel that sails the seas of the outer
planes looking for all manner of exotic
trade. The Sapphire Griffon has sleek,
transparent sails and skims across the
water without leaving a wake. The ship
approaches the Sea Wyvern quickly, but
not aggressively—as soon as the ship
comes within a hundred feet, the g-
foot-tall blue-skinned humanoids on
beard hail the PCs and ask if they wish
to peruse their wares.

Creatures: The Sapphire Griffon is
crewed by 10 tieflings and five mercanes.
Nomadic creatures, mercanes travel the
multiverse in constant search of new
avenues of trade and opportunities to
make money. This particular group
has decided to scour the Abyss, and
have hired a group of tiefling sailors
to serve them as crew and bodyguards.
The tieflings have been paid well
for their tour, and are quite loyal to
their employers.

So long as the PCs aren’t rude or
violent, the mercanes allow them onto

 the Sapphire Griffon graciously and with

open arms. The ship's main deck is set
up like a marketplace, allowing the PCs
to shop to their hearts' content. Rathe_r
than list an exhaustive inyentory of
what’s for sale here, assume that the PCs
can find anything with a gp value of 8co
gp or less (with a total inventory worth
12,000 gp). Yet, as is often the case with
mercanes, what's on display is merely a
fraction of what's for sale. If the PCs seek
to buy or sell items in excess of what's
readily available, one mercane takes an
order and then'plane shifts and teleports to
a distant mercane warehouse, gathers up
the requested items, and then plane shifts
and feleports back to.the Sapphire Griffon
with the requested merchandise. A
different mercane then takes the payment
and delivers it immediately to a different
off-planie site. The entire process rarely
takes longer than 20 minutes, and gives
the PCs access to items of up to 200,000
gp in value and an effectively infinite
amount of inventory. As usual, you
should feel free to limit what is actually
available as per your campaign.
DraconN #356 contains further
details on these mercanes, as well as
information on a large number of

specialized and rare magic items that
they may try to sell to the PCs during
thig encounter. The mercanes also give
the PCs their names, informing them
that the PCs can use sending spells to
contact them at any time to set up a
meeting for more business.

The mercanes also trade in
information. If the PCs are seeking
more information about the route to
Gaping Maw, Lavinia's fate, or other
mysteries; you can use the mercanes
to supply this information. What they
cannot answer with skill checks or via
the casting of spells like contact other
plane or legend lore, they can accomplish
by traveling to an appropriate location
to do the research. The mercanes
generally charge 1,000 gp for
information, in addition to any costs
incurred by spellcasting.

Statistics for the merchants and
their bodyguards are unlikely to
be needed, as this is not a combat
encounter. 1f they become necessary,
‘the merchants are 13th-level wizards
(mercanes themselves are detialed on
page 204 of the Epic Level Handbook),
and their crewmen are rogue 4/fighter

4 tieflings.

PART TWO: GAPING MAW
The primal, tropical realm of Gaping
Maw reflects the bestial elements of
‘chaos and evil, attracting feral demons
and erude humanoids from throughout
the Abyss. This realm's two aspects
display Demogorgon’s dual nature. A
massive primeval continent covered
in «dense jungle houses those demons
and mortals who serve Demogorgon
as a foree of strength and brutality,
whereas the seemingly-endless oceans
and brine flats that surround the land
conceal far more subtle adherents to
the Prince of Demons, such as kraken
and the elusive ixitxachitl. Although
the PCs are destined to return to this
realm in the final adventure of this
campaign, for now their focus should be
on rescuing Lavinia, OF course; before
they can accomplish this task, they need
to survive the dangerous transition
between the Abyssian Qcean and the
realm of the Prince of Demons.
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The Maw's Teeth (EL 15)

As the PCs near the border between the
Abyssian Ocean and Gaping Maw; the
seas turn rough as the sky darkens to
black. Through the resulting gloom, a
region of the sea where hundreds of
waterspouts dance and writhe marks
the dangerous transition point—the
Maw’s Teeth.

This region is a violent strefch of sea
marking the outer edge of Gaping Maw,
To pass through and into Demogorgon’s
realm, the PCs must nayigate through
sheets of rain and wind and the brutal
spinning columns of water whose force
is easily enough to capsize even aship the
size of the Sea Wyvern. The ship's captain
must succeed on three DC 30 Profession
(sailor) checks to get through unscathied.
As many PCs as wish may attempt to aid
the captian’s check by making DC 10
Profession (sailor) checks of their own.
Alternately, they can attempt to do the
same with DC 15 Knowledge (geography),
Spot, Survival, or Use Rope checks to aid
in navigating the journey and calling out
danger zones as they are approached.
Each successful aid another check grants
the captain a +2 bonus on his Profession
(sailor) check. At the DM's discretion, the
use of certain spells, such as control winds,
control water, or summon nature’s ally (to
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summon air or water elementals for aid)
‘can also grant a +2 bonus per spell cast
to the Profession (sailor) checks.

Every time the captain fails a Profes-
sion (sailor) check, the situation grows
worse for the Sea Wyvern and her crew.

First Failed Check: A swell tosses the
ship. All on board must succeed on DG
10 Balanece checks or fall prone. Charac:
ters lashed in place automatically stic-
ceed. Those who fail by 5 or more take
1d6 points of damage, and su
penalty on their next skill check to aid
the captain,

Second Failed Check: A glancing blow
from a waterspout causes the ship to
lurch violently. All on board must sticceed
on DC a5 Balance checks or fall prone as
abave. Those who fail by 5 or more take
2d6 points of damage, and those who
fail by 10 or more are washed overboard.
PCs lashed in place automatically
succeed but take 1d6 points of nonlethal
damage. A character washed overboard
can reboard the ship by makinga DC 30
Swim check followed by a DC 30 Climb
check, otherwise he is swept away from
the Sea Wyvern by currents in a Tandom
direction at aspeed of 6o feet.

Third Failed Check: A huge wave
crashes over the Sea Wyvern’s bow: All
on board must succeed on DC 15 Reflex
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sayes or be washed into the sea (see
above). Those lashed to the deck get a +4
circumstance bonus to the save, and if
they fail simply take 4d6 points of dam-
age—they are only washed out to sea if
the saving throw wasanatural 1. In addi-
tion, 1d4 sails tear free from the rigging,
Each sail lost imparts a —4 penalty on
Profession (sailor) checks to continue.

Fourth Failed Check: As three
failed checks, but a powerful gust of
wind cracks the main mast. It falls in
a random direction. Creatures in its
path must succeed on DC 15 Reflex
save or take 3d6 points of damage. All
further Profession (sailor) checks made
to navigate the Maw's Teeth suffer
a-10 penalty.

Fifth Failed Check: A s0-foot-tall wave
crashes over the ship, snapping the
remaining masts and capsizing the'ship.
Without powerful magic, the Sea Wyvern
sinks in 2d6+10 rounds.

Retreat: At any time, the ship's captain
may make a DC 15 Profession (sailor)
check to retreat from the Maw's Teeth
instead of making a check to make
further progress. On a successful check,
the Sea Wyvern quickly moyes back to
safety on the Abyssian Ocean side, where
repairs can be made to the ship.

Magic: Control weather can subdue
the maelstrom around the Maw's Teeth
enough so that a ship may pass through
with ease, although the nature of the
Abyss resists ‘such magie. In order for
this tactic to succeed, the caster must
make a DC 25 caster level check, Miracle
or wish can achieve the same result
without needing to make a caster
level check. :

Development: As with sailing the
Abyssian Ocean, the PCs must once
more chart their course upon arriving
on Gaping Maw. From the point
where the PCs appear, it's 100 miles
to Divided's Tre. A DC 25 Knowledge
(geography) check is required to plot a
course there. Once the course is plotted,
it's about a day-and-a-half journey for
the Sea Wyvern to reach the prison.

Ad-Hoc Experience Award: If the PCs
manage to navigate the Maw's Teeth,
award them experience as if they'd
defeated a CR 15 creature.
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An Unlikely Guide (EL 17)

As the PCs sail through Gaping Maw,
you ean liven up their journey by using
some of the encounters suggested on
page 139 of Fiendish Codex L. Alternately,
you can use this encounter at some

point during the journey, especially if

the PCs are having trouble forming a
plan or need a guide to help them on
their way.

As the encounter begins, all PCs on
deck of the Sea Wyvern should make
DG 20 Spot checks. Success indicates
they notice a strange vessel with a very
low waterline floating toward them, At
the center of the strange boat flickers
a bright light, like that of'a bonfire. As
the object draws nearer, it is revealed to
be an enormous floating clot of blood
and meat stretched over a bony frame,
A cage of dark iron rocks about at the

‘clot’s center, inside of ' which howls what

appears to be a twisted angel shrouded

in tongues of fire, The “angel” reaches a

thin hand out from between the bars of
the cage, scxeaming for help as it spots.
the Sea Wyvern. An instant later, arpair
of immense purple horrors tears free
of the clot, rearing back and shrieking
with rage.

Creatures: The two purple demons are
four-armed undead monsters known as
blood fiends, and the blood clot is their
horrific and foul boat. The blood fiends
are in the process of transporting a
prisoner (a palrethree demon named
Azael) to Thanatos. Azael was once
one of Orcus's more trasted servants,
an agent the Prince of Undead sent to
Gaping Maw to spy on Demogorgon
after hearing rumors of the Prince of
Demon's latest project. Unfortunately
for Azael, Demogorgon grew wise to the
mole. The blood fiends; sent to shadow
Azael, “rescued” the demon just before
he would have been captured by a band
of Lemorian bounty hunters, and now
they sail on this skiff made from the
remains of'1,000 slaves back to Thanatos,
where they hope to turn Azael over to
their lord for a ripe reward.

Blood fiends are ogre-sized humanoid
demons with thick, scaly hide and
four arms. Their faces are wolflike,
with glowing eyes and large teeth. A

palrethree demon is a tall, emaciated
huimanoid with blood-red skin and
bony, white, vestigal wings. Its body is
constantly sheathed in fire that changes

_color and appearance at its whim.

The cage Azael is kepl in is made of

‘adamantine (Hardness 20, hp 90, Break

DE 26), and locked with a key hidden in

the flesh niear the bow of'the boat. Azael
‘knows the key's hidden up there, but it

still takes a DC 25 Search check to find it.

AzZAEL

Male advanced elite palrethee

CE Medium outsider (chaotic; evil, fire, tanat'ri)

Monster Manual 1| 58

Init £3; Senses darkvision 60 ft.; Listen +18,
Spot +18 '

Languages'Abyssal,-Ceiestja-l_, Draconic;
telepathy 100 ft. .

AC 23, touch 13, flat-footed 20; Dodge, Mability

hp 114 (12 HD); DR 10/gaod

Immune electricity, fire, poison

Resist acid 10; SR 18

Fort+13, Ref +11, Will +11

Weakness vulnerable to cold

Spd 30 ft.

Melee 2 slams +17 (1d8+5 plus demonic burn)

Base Atk +12; Grp +17

Atk Options Combat Expertise, Spring
Attack, Whirlwind Attack

Special Actions summon tanar'ri

Spell-Like Abilities (CL 8th)
At will—detect good, detest magic, see

invisibility

1/day—fear (30-foot radius, DC 16)

Abilities Str 20, Dex 16, Con 20, Int 10, Wis
16 Cha 15

SQ fiery shield

Feats Combat Expertise, Dodge, Mobility,
Spring Attack, Whirlwind Attack

Skills Bluff+17, Diplomacy +19, Hide +18,
Knowledge (the planes)+15, Listen +18,
Sense Motive +18, Search +15, Spot +18

Demonic Burn (Ex) A creature hit by Azael's
slam must make a DC 21 Reflex save or
catch fire. The fire burns for 1d4 rounds,
inflicting 1d6 fire damage each round.

Fiery Shield (Sp) When a creature attacks
2 palrethee with a non-reach melee
weapon, the attacker takes 1d6+8 points
of fire damage (spell resistance applies,
CL 8th). This ability can be dispelled, but
the palrethee can reactivaté it on its turn
as a free action.
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Summon Tanar'ri (Sp) Once per day, Azael'can
attempt to summon another palrethee with
‘a30% chance of success. Azael has already
used this ability in his daily attempt to escape
his cage—the blood fiends are quick to
slaughter any summoned demons, and so
far, this tactic hasn't worked.

BLoob FiEnDs oF Orcus (2) CR 15

Male advanced blood fiend

CE Large undead

Fiend Folio 47

Init +7; Senses darkvision 60 ft.; Listen +32,
Spot +32

Languages Abyssal

At will—detect good, detect magic,
greater tefeport (self plus 50 pounds
of objects only)

3/day—chaos hammer (DC 19}, darkness,
unhaly blight (DC 19)

1/day—blasphemy, desecrate

AC 32, touch 12, flat-footed 29; Dodge, Mability
hp 120 (18 HD); fast healing 5; DR 15/good
Immune electricity, undead traits

Resist acid 10, cold 10, fire 10; SR 24

Fort +5, Ref+10, Will +15

Abilities Str 26, Dex 16, Con —, Int 17, Wis
20, Cha 21

SQ alternate form, create spawn, gaseous
form, turn resistance +6

Feats Combat Reflexes, Dodge, Improved
Initiative, Improved Toughness (+1 hp/
HD), Lightning Reflexes, Mobility

Skills Bluff 413, Concentration +19, Hide
+26, Listen +32, Move Silently +30, Search
+30, Sense Motive +32, Spot +32

Spd 40 ft., fly 80 ft. (perfect)

Melee 4 claws +15 (1d6+8 plus energy drajn)and
bite +10 (1d8+4 plus blood drdin)

Space 10 ft.; Reach 10 fi.

Base Atk +8; Grp +20

Special Actions domination

Spell-Like Abilities (CL 18th)

Alternate Form (Su) A blood fiend can
assume the shape of a fiendish bat, a
fiendish dire bat, a dire wolf, a howler, or
a nightmare as a standard action. This
functions as pelymorph (CL 12th) except
that the deman also gains the exceptional
abilities of the form assumed, and can
maintain the assumed form indefinitely,

Blood Drain (Su) A blood fiend deals 1d4
paints of Constitution drain every time it
hits with its bite attack as it drains blood.

Create Spawn (Su) An outsider with the evil
subtype slain by a blood fiend's energy
drain attack rises as a blood fiend 1d4
days later.

Domination (Su) As a standard action, a
bloed fiend can attempt to dominate
any creature within 30 feet that looks
into'its eyes. This functions as dominate
monster (CL 18th); a DC 23 Will save
negates the effect. ]

Energy Drain (Su) Any living creature hit
by a blood fiend's claw must make a DC
23 Fortitude save or gain one negative
level. For each negative fevel bestowed,
the blood fiend heals 5 points of damage,
gaining any excess healing as temporary
hit points. It's'a DC 23 Fortitude save to
remove the negative level.

Gaseous Form (Su) A blood fiend can
assume gaseous form as'a standard
action at will. This ability functions as
the gaseous form spell (CL 5th), except
that the blood fiend can remain gaseous
indefinitely and has a fly speed of 20 feet
(perfect). A blood fiend rediiced to 0 hit
points automatically assumes gaseous
form and attempts to escape. Its fast

JUNE 2007 DUNGEON

55




———

healing begins as soon as it has rested
anywhere for 1 hour. A dismissal, dispel

evil; banishment, dictum, or holy word cast

on it while its current hit points are below

1 destroys it utterly.

Tactics: When the blood fiends notice
the Sea Wyvern, they quickly decide
to add her and her crew to their haul.
The first blood fiend uses greater teleport
to move to the deck of the PCs’ ship,
preferably within reach of a spellcaster.
It parks itself there, casting blasphemy or
using domination to order a spellcaster
overboard, Thereatter, it uses full attacks
each round.

Meanwhile, its companion takes to the
air and casts unholy blight at the densest
concentration of PCs. It supports its ally
with its spell-like abilities until one or
more PCs fall, at which point it joins the
other blood fiend.

Should the PCs reduce one or both
blood fiends to 30 hit points or less, both
teleport back to their ship: On their next
action, one casts desecrate. There, they
make their stand, fighting to the death.

The clot-ship measures 3o feet in
diameter. Given its spongy nature, it
counts as difficult terrain, Each space
costs 2 squares of movement, and Tun-
ning or charging is impossible.

Treasure: Hidden in the coagulated
blood near the stern of the clot-ship is
the blood fiends’ stagh of treasure. The
PCs can recover these items by peeling
away layers of rancid material and by
succeeding on a DC 25 Search check,
reyealing yoo pp, an emerald worth 1,200
gp, three black pearls worth 600 gp each,
four pieces of amber worth 110 gp each,
a ring of improved swimming, and a periapt
of wound closure.

Development: Azacl is in a bad spot.
Demogorgon wants to imprison him
and Orcus wants to destroy him for
failing in his mission. The PCs' arrival
presents him with an interesting
opportunity. If he can somehow gain
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the PCs’ confidence, he hopes to benefit
from their protection while also learning
why the characters are here.

If the characters give him fime to talk,
Azael thanks them for rescuing him
and declares that he owes them a debt
of service, and promises to help them in
any way he can. He's friendly and plizble
and doesn’t threaten the PCs at all. In
fact, he assumes a servile and flattering
demeanor, ansyering questions te the
best of his ability, shading lies with truth.
Should the PCs subject him to zone of fruth
or discern lies, he doesn't resist and speaks
truthfully. What follows are some possible
questions and suitable answers.

 Who are you? “My lord, I am your
humble servant, Azael.”

What are you? “Misunderstood, it seems.
Some would disparage my character by

calling me a demon. Whilst T hail from this

plane, itis by no choice of'mine.”

~ Why were you in that cage? ‘I hayve
angered my former master. Those blood
fiends were to deliver me to Thanatos,
Your rescue has spared me from an
awful fate.”

‘Who did you serye? “Orcus, Lord
of Thanatos and Prince of Undeath...
although T ought to add that I was an
unwilling conscript in his service. He
can be violently persuasive, as I'm sure
you can imagine.”

What did you do to anger Orcus? “I
was to spy on Demogorgon and learn
something of his current plots, Alas, T
am'a poor spy and was found out. My
cover blown, I did the only thing I could
do: I fled.” '

And what did you find out? “Not
enough, given my current predicament,
Why do you ask? Are you somehow
involved with the shadow pearls?”

Shadow pearls? “Of course! Masters,
you are so coy. But I can play along.”

What does Demogorgon intend to do
with them? “Don’t you know? I know lit-
tle, of course. I do believe the Prince of
Demons intends touse the energies they
unleash to spread madness and savagery
throughout the Material Plane, though T
know not why.”

Where would Demogorgon send cap-
tured enemies? “That one’s easy—to a
place called Divided's Ire. Has he taken

someone dear from you? I would advise
against yvisiting the Ire, of course. Dan-
gerous place, that. You'll need a guide,
naturally. Perhaps T could help in some
way? It’s the least T can do.”

How can we get to Divided’s Ire? “T'll
be happy to lead you, friends. If you are
opposed to Demogorgon, assisting you
cani only help me to regain my place in
Orcus's favor. Orcus despises Demogor-

gon, and anything that would vex the

Sibilant Beast is pleasing to my former
master.”

The PCs should have little reason to
trust Azael, and the demon knows this.
Truetothis nature, he likely betrays them
at some point, but he honestly sees help-
ing the PCs as his only hope of escaping
Orcus’s wrath. There's nothing forcing
the characters to take Azael along, but he
does come through for them. His advice

‘when charting a course to Divided's

Ire grants a +4 circumstance bonus to
Knowledge (geography) checks.

Approaching Divided's Ire

‘The final leg of the journey finds the Sex

Wyvern approaching an angry smear of
ted that stains the skies on the horizon.

As the PCs draw closer, the air becomes

tainted with the stench of sulfur and
ash, heavy with the toxins spewed forth
from the volcano. When the islands
finally come into view, the PCs see a pair
of markedly different landmasses. Jun-
gles blanket the eastern island, choking
theplace with fecund growth. Waterfalls
created by rainwater spill down from
the heights, adding to the impression
of'a verdant paradise filled with life: Tn
contrast, the western island is barren,
shrouded in ash spewed from the vari-
ous cracks and vents crisscrossing its
surface. Where the eastern island fea-
tures inviting sandy beaches, the west-
ern offers nothing butjagged rocks.and
a river of lava that spills into the sea,
throwing up clouds of caustic steam.
Straddling the gap between the islands
is Divided’s Ire. Dark shapes (vrocks
and nabassu demons) wheel in the air
above the prison complex, and the sky
is pregnant with viclence as ifthe island
itself was waiting for the right moment
to strike.



The Paradise

The eastern island offers
plenty of places for the
PCs to moor their ship
in the form of coves and
deep water inlets perfect
for dropping anchor and
hiding the Sea Wyvern from
passersby. As the characters
circle the island, allow them
DC 20 Spot checks. Those
that succeed note a single
mast Tising above the trees
in an isolated cove (avea A).
Investigating the cove turns
up the Crimson Scgr, the ship
Vanthus stole from Cold
Captain Wyther to make
his journey to the Abyss.
The ship flies no colors, and
there’s no activity on the
deck. Exploring the ship
reveals nothing of interest
except for the fact that it has been
scoured clean of both life and loot—
nothing of value remains on deck.

Despite the condition of the Crimsan
Scar, the characters can leave the Sea
Wyvern safely moored anywhere along the
coast of Paradise for several hours: Still,
the PCs may be reluctant to leave their
only haven in the shallows of a sinister
island, and with cause. Every 8 hours,
there’s a 20% chance that a flock of eight
vrocks notices the Sea Wyvernand moves
to investigate. Spells like antipathy, forbid-
dance, Mordenkainen's private sanctum, and
mirage arcand can adequately protect the
Sea Wyvern—otherwise, if the PCs leaye
their ship untended (or poorly guarded)
they may just return to find it as picked
over as the Crimson Scar.

Paradise is relatively small and the
characters should be able to reach the
prison in no time at all. Though the
distance is short, the PCs do have to
climb a great deal, making the going
slow unless the characters use magic
to close the distance. Flight cuts down
on travel time but is not much safer,
as the nabassus in ared 13 are entitled
to Spot checks: to notice approaching
fliers. 1f at ledst one succeeds, he alerts
his fellows telepathically and all four
close on the intruders.

Other monsters, like fiendish dino-
saurs, fiendish dire animals, retrievers,
and demons of all types dwell in these
Jjungles, 1f the PCs spend too much time
here, feel free to have them encounter
some of these deadly denizens.

The Penance:

There are far fewer places to land on the
shores of the western island. The waters
here are treacherous; hiding sharp rocks
that can damage the Sea Wyvern's hull, to
say nothing of the poorvisibility caused
by thewvolcanic mists. The western island
is utterly barren, little more than naked
rock pierced with vents that spew toxic
gas and steam into the air, coyering the
place in a thick poisonous mist. The top
of the island is a fiery wound, a caldera
that hemorrhages lava that forms a river
that spills down to the seas, throwing
up plumes of caustic steam that greed-
ily consume whateyer flesh they touch.
Néthjug lives here-aside from those vil-
lainous fiends that dwell in the ruins of
the prison far above.

If the PCs opt to approach the Ire via
this island, they receive concealment
(20% miss chance) from the thick mist.
While there are no monstrous threats
here; the island itself serves as their
adversary. Each minute the characters

move on this island, they must succeed
on.a DC 25 Fortitude save or become poi-
soned (initial damage 1d6 Wisdom and

‘secondaty damage 2d6 Constitution).

In addition, every 10 minutes there's an
8% chance of a random environmental

‘effect. Roll on the table on the next page
to see what hazards the PCs face. A DC

2¢ Survival check made every 10 min-
utes can reduce the chance of a hazard
to 4%.

PART THREE: DIVIDED’S IRE

Straddling the peaks of Paradise and
Penance is the prison known as Divided’s
TIre. Built around the caldera ofan active
volcano, the prison is on the constant
verge of collapse. Had it been built on the

Material Plane, it would have long ago

done just that, but the unearthly nature
of the Abyss itself holds it together to
further the torment of those held within
its walls: Yet the constant yolcanic activ-
ity and earth tremors have still done
their part in damaging certain portions,
and the walls and floors are cracked and
split in places.

Divided's Ire was not always a prison;
originally,it's purpose wasmuch closerto
a “pleasure palace,” where Demogorgon
dallied with his conserts. His favored
courtesan near the end of this time was
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/Avent spews steam up in a 6o-foot-cone; 10d6 fire damage; Reflex DC 25 half. |
An area of thin crust gives way, dropping a random character into a pool of

lava for 20d6 points of fire damage, A DC 20 Reflex save reduces this damage

d% Hazard
0120
21-40
- to Ad6.

4160  The

'-=they"land onjagged r‘ocks
61-80
8100  The airthickens with

se

an ambitious succubus named Shami-
Amourae. The affair came to a violent
end when Demogorgon discovered that
Shami-Amourae had been manipulating
his conflicting personalities to advance
her station. Enraged, he sealed her
away in the prison realm known as the
‘Wells of Darkness (the 73rd layer of the
Abyss) and repurposed Divided’s Ire,
transforming it into a prison for those
who wrong him.

Since the Prince of Demons neyer
cared who or what he sealed up in his
grand prison, Divided's Ire came to hold
all sorts of creatures, including mortals,
celestials, and agents of rival demon
lords and archdevils. As the place slipped
further and further from the attentions
of the Prince of Demons; the inhabitants
began to slip free from their cells. Some
escaped, but others instead seized
the opportunity to become rulers of
different parts of the prison. Rather than
work together, these self-created prison
wardens spent most of their resources
warring with one another, weeding out
the weak so only the most dangerous
inhabitants remain in a stalemate for
the battle to control the prison.

A tenuous peace now exists between
six factions in Divided’s Ire, each led
by a different warden. The balance
of power here is delicate, though, and
with Vanthus's arrival on the scene,
the situation has grown increasingly
unstable. One tiny misstep could plunge
the entire compound inte a terrible war
that would ultimately destroy the prison
and all within it. It is to this realm the
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F1ammg cinders rain from above, dealing 2d6 pomts O‘F fire damage and 4d6

with toxins: Fortit 'rie DC 30, .inmaf:;damage&ds W}”sdam,

PCs come, and this tenuous balance may
be their greatest asset.

The Prison

Divided's Ire comnsists of three mas-
sive buildings connected by a series of
bridges. The eastern structure is the
largest, though in the worst shape, hav-
ing suffered structural damage from
a recent bout of tremors. To the west

are two large structures, one built on

either side of the caldera. These build-
ings are in great condition considering
their proximity to:the volcano, Between
the eastern structure and the west-
ern buildings is a drop that descends
almost 2,000 feet to the sea below, a
gap that leaves an impossibly thin cliff
face along the eastern side of the vol-
cano. Crossing this gap are two massive
bridges. A fourth and final structure
stands on a small island in the middle
of the lava flow.

The building exteriors are particularly
macabre, decorated with bas-reliefs and
friezes showing demons in profane
acts of debauchery with themselves,
each other, and a host of countless
victims. Soot and ash stain everything
here, and the air is alive with fluttering
cinders that burn whatever they touch.
Plumes of toxic smoke hang in the air
above, choking the life out of anything
and anyone who lingers here. As a
result; the immediate environs on both
islands ave scorched earth littered with
the blackened remains of old corpses,
twisted trees, and indefinable lumps of
burnt material.
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Defenses: Since so many of the
creatures Demogorgon imprisoned here
can teleport or summon aid, one of the
most important defenses of Divided's Ire
is a magical field similar to that created
by a forbiddance spell. This field wards the
entire structure, to a heightof 1,000 feet
above, and prevents all forms of planar
travel into or out of it. This includes all
teleportation spells, plane shifting, astral
travel, ethereal travel, and all summoning
spells (including the spell-like ability of
many fiends to summon allies), This
effectalso blocks all attempts to magically
locate creatures within, such as via spells
like locate ereature and discern location
(other divination spells, including scrying
effects, are not so affected). This zone
also incorporates a potent effect similar
to that created by sympathy, that targets
outsiders—any outsider that enters the
area becomes filled with an oyerwhelming
urge to remain within the zone unless
it makes a DC 28 Will save. Those who
fail find it difficult to even contemplate
leaving the prison—this is the primary
reason that even though many of Divided's
Ire's prisoners have escaped their cells,
they haye yet to move on from' the
prison. They interpret this compulsion
differently; some believe theyare destined
to rule the prison, while others remain
simply because they want to destroy their
nearby rivals. Under extreme conditions
(such as when attempting to flee certain
death) an outsider can attempt to escape
the prison by making a DC 28 Will save,
but it may only attempt this save once
per day, This sympathy effect is a mind-
affecting compulsion.

Areas 26-28, once the primary point of
arrival to the prison, lie outside of this
magical fleld,

The external walls are magically treated
hewn stone and the internal walls, floors,
and ceiling are magically treated iron. All
doors are wrought from tainted green
iron mined from the depths of Gehenna.
These doors ooze a noisome poison, and
anyone who touches them must succeed
on a DC 18 Fortitude save to resist the
effects (initial and secondary damage
1d4 Wisdom drain). Worse, this venom
is highly addictive. Anyone damaged
by this poison must succeed on a DC




25 Fortitude save upon suffering the
secondary damage or become addicted. Vanthus
An addicted character must touch one
of the filthy doors of Divided's Ire for
his daily fix, otherwise he must make
a DC 25 Fortitude save to avoid taking
1d6 points of Dexterity, Constitution;
and Wisdom drain. To recover from
the addiction, the character must
succeed on two consecutive Fortitude
saves. Addiction can be removed as
if it were a disease. Creatures that are
immune to poison c¢an touch the doors
without harm and run no chance of
becoming addicted.

The ceilings throughout Divided's:Ire
tise 30 feet overhead.

External Walls; 3 ft. thick; Hardness 16;
1,080 hp; Break DC 70; Climb DC 22:

Internal Walls: 1 ft. thick; Hardness
20; 720 hp; Break DC 45; Climb DC 15,

Doors: 2 in, thick; Hardness 10; 60 hp;
Break DC 28.

Lighting: Unless otherwise mentioned,
the rooms within Divided’s Ire have
shadowy illumination from skull-shaped
iron lanterns that shed faint fiery light at
sporadic intervals along the wall.

Air Quality: The air outside of the
prison within a mile radius of Divided's
Ire is foul and toxic. Bach minute the
characters remain outside, they must
succeed on a DC 15 Fortitude save
against inhaled poison. Initial damage
is 1d6 Wisdom damage and secondary
damage is 2d6 Constitution damage.
Inside the prison, the air remains
foul-smelling, but the toxin levels are
not dangerous.

The Factions
Over the decades, seyeral dangerous
escaped prisoners have decided to
make a part of Divided’s Ire their
own. Many have risen and fallen,
and those six who remain today
are the worst of the worst, each
with designs on seizing the
prison for their own purpoeses.
The faction leaders jockey for
power and influence, locking
for whateyer advantage they can - =
before sending their minions to i ' _ '
destroy their enemies. There are v 3 '
six major power groups.
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« Belshamoth (areas 16-21): A disgusting

and depraved shator demodand who
pines monstrosity S'Sharra.

« Kululblax (areas 6-9): A glabrezu who
was once the original warden of the
complex, but years of laxness and dec-
adence have eroded his authority.

« Lillianth (Areas 22-25): A marilith con-
demned to Demogorgon's prison after
being betrayed by Graz'zt's son Athux.

» Orgosh (area 33): A bullywug lich who

once advised Demogorgon on matters

necromantic, relegated now to the
ignoble role of glorified butler

- Saureya (areas 19—31): A fallen angel
who has slipped into madness, filled
with a self-destructive impulse to
serve Demogorgon as he once did his
former master Adimarchus.
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- S'Sharra (areas 2-5): A muthless kelvezut
demon and the only faction leader who
came to Divided's Ire ofher own volition;
S'Sharra hopes tomurder Kululblaxand
take cormmand of the compound.

Vasithus

The newest arrival in Divided's Tre is
Vanthus Vanderboren. Not long after he
arrived in the Abyssian Ocean, a flock of
shadowy demons sought him out. Sent
by a mysterious demon lord named
Socothbenoth, the demons promised
Vanthus all manner of wealth and
power if, instead of sailing to Gaping

.~ Maw, he would only follow them to the

sg7th layer of the Abyss-, a place called
Goranthis, to meet with their patron.

“Vanthus drove the demons off, but upon

arriving at Lemoriax discovered that

‘Demogorgon had not the time to speak

with him until after the savage tide had
come and gone, He maﬂaged to secure
an audience with the balor Belcheresk,
one of Demogorgon's most powerful

agents in Gaping Maw, and was told to

take his sister to Divided’s Ire and await

‘his master's pleasure there. Vanthus

agreed, realizing that the prison would

likely be the best place to keep his

sister while waiting for her eventual
transformation into a Lemorian half
fiend—at Divided’s Ire, her chances of
escape would be minimal.

Yet things did not go well for Vanthus
or his crew upoen a.mwng at Divided’s Ire.

They found the place in chaos, no longer

a prison but a madhouse ruled by escaped
prisoners. His crew was quickly slaughtered
when it was caught in the crossfire of a
conflict between S'Sharra and Kululblax,
and as he attempted to escape, another
fiend stole his sister from him. Enraged,
Vanthus attempted to reclaim Lavinia from
the marilith Lillianth, but could not stand
on his own against her forces.

So now, Vanthus has retreated to an
isolated corner of Divided’s Ire'to brood
and plot howbest to reclaim his sister. The
shadows of Socothbenoth have sought
him out again, and while he remains
loyal to Demogorgon, their corrosive
whispers are working. Soor, he will shift
his allegiance to Socothbenoth and, with
the aid of his new master, Vanthus hopes

to reduce Divided’s Ire to Tubble, if that's
what it takes to reclaim Lavinia.

Key Locations

All of the following locations correspond
with those indicated on the Divided’s
Ire map, The descriptions of the rooms
and areas are just snapshots of the com-
plex, reflecting a typical arrangement of
the denizens when the PCs arrive. The
inhabitants; in most cases, don't just wait
around to be killed. They have plans and
molivations of their own, and the lon-
ger the PCs wander the corridors and
chambers while searching for Layinia,
the eloser the various factions come to
attaining their goals. Do not feel con-
strained by the keyed locations, but
rather, use them as a guide and play the
creatures intelligently as they go about
their business.

1, Into the Breach

A gaping hale in the wall opens onto a
massive chamber strewn with debris. The
floor is riddled with cracks connecting to a
great rentin the floor. On the farside of the
chasm stands.a hastily constructed wall of
stone blocks and jagged boulders.

This area is one of the few no-man’s
lands in the prison. An invisible qua-
sit lurks behind a wall to the south. If
it notices the PCs entering this area, it
{lutters off to report to S'Sharra.

Quasit: hp 13; Monster Manual 46.

2. The Wall (BL 17)

Running across the width of the room
isa crude wall of rubble; old flagstones,
and rotting body: parts. Faces stare aut of
the stones and wasted hands stick out as
if in greeting. The wall rises some twenty
feet before terminating ina row of much-
abused heads on spikes that are alive and
twitching with scuttling roaches.

There/are plenty of handholds for a
characterto seramble up the wall (Climb
'DC 15) but any weight in excess of 150
pounds causes a 10-foot section of wall
to collapse inward, dealing 2d6 points
of damage to the climber. A successful
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DC 10 Knowledge (architecture) check
reveals the wall’s instability. The chasm
that cuts across this area descends 2,000
feet to the churning waters below.
Creature: The eight vrocks that patrol
this area are far from the only guardians
of the zone, One of the remaining
guardians from the time when
Divided's Ire was a functional prison
remains here: a huge golem erafted
of oily gray stone in Demogorgou’s
image. This monster is a greater

S'Sharra
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Lemorian golem—a more powerful
variant of the creature encountered by
the PCs in “Here There Be Monsters;”
The golem's patrol route carries it in a
cireuit around this openarea; it attacks
any creatures it encounters, other than
vrocks or S'sharra.

CR 17

GREATER LEMORIAN GOLEM
Advanced Lemorian Golem
CE Huge construct

DunGeoN #142°60

Spot +34

Languages Abyssal

AC 27, touch 10, flat-footed 27

hp. 235 (30, HD); DR 10/adamantine or good

Immune construct traits

SR 18

Fort 11, Ref +11, Will +10

Spd 40 ft.; climb 20 f.

Melee* 4 tentacles +29 (3d6+13/19-20 plus rot)

Space 15 ft.; Reach 15 ft.

Base Atk +22; Grp +43

Atk Options Cleave, Great Cleave, Power
Attack, improved grab, constrict 2d6+19
plus rot

Special Actions howl

*5-point Power Attack

Abilities Str 36, Dex 14, Con —, Int 11, Wis
12, Cha 11

SQ dual nature

Feats Ability Focus (howl); Cleave, Combat
Reflexes, Great Cleave, Great Fortitude,
Improved Critical (tentacle), Improved
Initiative, Improved Natural Attack (tentacle),
Improved Toughness (+1 hp/HD), Power
Attack, Weapon Focus (tentacle)

Skills'Climb +21, Listen +34, Spot +34

Constrict (Ex) A Lemorian golem that
establishes a hold deals 2d6+19 points
of constriction damage and 1d4 points
of Constitution damage as the target’s
flesh rots away into corruption. The

Init +6; Senses darkvision 60 ft.; Listen 34, ‘
|
|

Constitution/damage can be resisted with
a DC 25 Fortitude save. The save DC |s
Constitution-based.

Dual Nature (Ex) A Lemorian golem has
two minds. As such, it retains the ability
to fight and defend itself while grappling
a single foe, also retaining its Dexterity
bonusto AC. If a Lemorian golem
grapples two foes, it looses its ability to
make attacks with its tentacles and its
Dexterity bonus to AC.

Howl (Su) A'Lemorian golem can howl as a
standard action (or as part of a full-attack
action due to its dual nature), causing all
those within 50 feet to become shaken
for 1d6 rounds (DC 25 Will saye negates),
Each head can howl once perday, A
shaken creature becomes panicked for
1dé rounds if affected by a second howl.
The save DC [s Charisma-based.

Rot (Su) Anyone struck by a Lemorian golem

must make a DC 25 Fortitude save or

take 1d4 points of Constitution damage




as their flesh rots and turns gangrenous

from the unholy contact. The save DC is

Constitution-based.

Vrocks (8): hp 115 each; Monster
Manual 48.

3. Rookery (EL 15)

This forty-foot=square structure towers over
the rest of the buildings in this area. The
south side has a twenty-foot-wide open-
ing that rises from the floor to the ceiling.
Near the base of the structure are mounds
of stinking offal mixed with feathers and
bits of bone.

The chamber's interior is completely
open, with the exception of a tangle
of posts that jut out from the walls,
Each wall bears four posts, with two
set 10 feet above the floor, and the
other two 10 feet above that. These
roosts stretch out 8 feet and are slick
with droppings.

Creatures: This is the lair of the

vrocks. There are only eight here at any

given time.

Vrocks (8): hp 115 each; Monster
Manual 48.

Tactics: Two of the vrocks cast heroism
on themselves and then drop from above
to attack. Another three vrocks remain
on their roosts to support their allies,
using telekinesis to'disarm and'trip oppo-
nents, or to lift them into the air to hold
them suspended. The final three spend
3 rounds performing a dance of ruin to
destroy the intruders.

4. The Assassin’s Lair (EL 18)

This'square chamber rises twenty feet above
the floor of the room. The entrance runs
from the floor tothe ceiling. Insideis 2 single
room. In the corners stand piles of demaonic
skulls crawling with bloated maggots, each
with a tiny wailing human head.

Creature: If the characters have

not yet encountered S’Sharra, they do
so here. She has long black hair held
back in pigtails tied with leather cords,
and wears a snug black corset with
matching leather pants featuring gaps
along the sides to reveal her shapely

legs. She may be beautiful, but her
demonic heritage is clear; manifest by
the small horns piercing her brow, to
say nothing of the dusky red hue of
her skin.

Demogorgon has begun to worry

~about the PCs and their efforts to derail

his plans. Knowing the characters’
connection to Vant]ms_, the Prince of
Demons sought to exploit their loyalty
to'Lavinia or their need for vengeance
against Vanthus, and instructed him
to hole up here, unknowingly as bait.
S'Sharra initially arrived under the

impression that the prison was still

under Kulublax’s control. She planned

‘'on nurdering the glabrezu and taking

his place as the prison's warden, so that
when the PCs arrived she could pretend
to send them on their way to where she
had “imprisoned” Vanthus, only to strike
at them once the battle with the death
kmight was joined. Instead, she found
Divided’s Ire to be in chaos, and has
barely been able to manage claiming this.
corner of the complex as her own.

S'SHARRA

Female kelvezu blackguard 4

CE Medium outsider (chaotic, evil, tanar'ri)

Monster Manual 11 60

Init +12; Senses darkvision 60:ft,, detect
magic, see invisibility; Listen +17, Spot +17

Aura d_espa::i'(lo fl. =2 to enemy:saving throws)

Languages Abyssal, Celestial, Draconic

AC 41, touch 26, flat-footed 29; improved
uncanny dodge

hp 188 (16 HD);'DR 15/cold iron and good

Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 26

Fort +24, Ref +26, Will +16; evasion

Spd 30 L., fly 60 ft. (go0d)

Melee +2 keen wounding scimitar
+22[+17 [+12/+7 (1d6+8{15~20 plus
wounding plus poison) and
+1 wounding sickle +21/+16 (1d6+4 plus

wounding plus poison)

Base Atk +16; Grp +22

Atk Options Cleave, Improved Sunder, Power
Attack, smite good 1/day (+5 attack, +4
damage), sneak attack +9d6

Special Actions rebuke Lindead 8fday (+5,
2d6+7, 2nd), summon tanar'ri

Spells Prepared (CL 4th)
and—bull's strength, cure moderate wounds

CR18

1st—acorrupt weapon, cure light wolnds
Spell-Like Abilities (CL 18th)

At will—deeper darkness, desecrate, detect
good, detect [aw, greater dispe! magic,
greater invisibility (self only), read magic,
suggestion (DC 18), greater teleport (self
plus 50 pounds of objects anly), tongues
(self only), unhallow

Abilities Str 23, Dex 34, Con 24, Int 16, Wis

14, Cha 20

SQ dark blessing, enhanced detection,
poison use

Feats Cleave, Improved Sunder, Improved
Two-Weapon Fighting, Power Attack, Two-
Weapon Defense, Two-Weapon Fighting

Skills Bluff +20, Concentration +26, Hide
439, Intimidate +26, Knowledge (religion)
+22, Knowledge (the planes) +18, Listen
+17, Move Silently +35, Sense Mative +17,
Spot +17, Tumble +21

Possessions +2 keen wounding scimitar,
+1 wounding sickle, ring of protection +4,
amulet of health +4, gloves of Dexterity +2,
boots of speed

Enhanced Detection (Su) A kelvezu
constantly has deteet magic and see
invisibility in effect (CL 18th); these effects
cannot be dispelled.

Poison (Ex) A kelvezu continually coats its

~ weapons with poison produced from

its fingertips. It's'a DC 23 Fortitude

save to resist the poison, and its Initial

and secondary damage are the same

(1d6 Constitution). The save DC is

Constitution-based.

Tactics: Once she learns that the PCs
have artived in the prison, S'Sharra sets
out to hunt them down and kill them,
abandoning her ill-conceived plot to
seize control. She knows her limitations
and the danger posed by a group of well-
armed PCs, 5o instead of a direct attack,
she uses hit and run tactics, striking the
PCs when they set camp or when they
are committed to fighting some other
monster. She uses greater dispel magic to
remove protective spells, then uses greater
im:iisfbiliiy to remain unseen and proceeds
to carve up the PCs with sneak attacks.

Development: $'Sharra is the PCs’
primary foil in this adventure—the
one faction leader they carmot ally with
(unless they resort to mind-controlling
magic), However, if the PCs approach her
first with open arms, she does not kill
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them, at least not right away. She waits
and lets the PCs nepotiate. No matter
how badly they botch their rolls, she
smiles sweetly and offers her assistance,
telling the PCs she can take them to
Vanthus in exchange for their help. She
starts by asking the characters to destroy
Kululblax. Of course, she follows them
invisibly, hoping to attack them as soon
as the battle with Kululblax is over and
the PCs are wounded.

§. Mouths of the Beast

The ceiling of this building rises twenty
feet overhead. Inside, the floor is a carpet
of worms writhing in a slurry of pink
jelly. In the center of the chamber stands
a small stone idol carved to resemble a
demonic abomination equipped with two
long slender necks topped with screaming
baboon heads.

S'Sharra uses this chamber to
communicate with her master,
Demogorgon. By speaking into one of
the mouths, she can transmit her words
directly to her master, Demogorgon,
as if she had cast a sending spell.
Demogorgon's reply issues forth from
the other mouth. The ido] can'be used
just once a day, and then only if the
proper command word is spoken
first: “Tzzarg.”

S’Sharra has already used the
device this day, so there's no chance
of her warning Demogorgon about
the PCs' arrival. If the PCs waste a
lot of time and let §'Sharra live, she
could communicate developments in
Divided’s Tre, resulting in Demogorgon
sending her reinforcements in the form
of additional vrocks or perhaps even
2d4 hezrous.

The mass of worms and slime on the
floor are harmless, though they are very
much real,

6. Torture Chambers

The doors to these rooms are locked
(Open Lock DC 35)—only Kululblax has
the keys.

The stench from thischamberis staggering.
Clearly, the room is a torture chamber,
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Roll  Prisoner Attitude EL Source

o115 Hezrou Unfriendly: m Monster Manual 44
16-29 'Su_c_cubus- Unfriendly T Monster Manual 47
30-37  Vrock Hostile 9 ‘Monster Manual 48
38-39  Astral deva Indifferent 14 Manster Manual 11
40-41  Hourd archonhero  Indifferent 16 _Mcnster ‘Manual 17
42-46  Trumpet archon Indifferent 14 Monster Manual 18
455 Glabrezu Hostile 137 Monster Mantal 43
5664  Barbed devil Hostile 1 Monster Manual 51
66—70  Horned deyil Unfriendly 16 Monster Manual 55
TA=77 Ice devil Unfriendly 13 Monster Manual 56
78-83 . Nalfeshnee Unfriendly a8 ‘Monster Manual 45
84 Balor Hostile 20 Monster Manual 40
85-86  Bralani eladrin Indifferent & Monster Manual g4
87-88  Leonal guardinal Indifferent 12 Monster Manual 142
8g-91  Lich ~ Hostile 19 Monster Manual 167
92-94 Mummy lord Hostile 15 Monster Manual 190
9597 Mind flayersorcerer  Hostlle 17 Morister Manual 187
9800  Marut Indifferent 15 Monster Manual 159

based on the row of iron maidens, racks;
screws, and an assortment of other sinister
devices. Pools of blood and fluid cover
the floor. The walls and even the ceiling
bear splattersiof dripping gore. Most of
the equipment is empty, but a few devices
hold remains of past victims, bodies
shuddering with the vermin feasting on
the ratten flesh.

Kululblax (area ) spent a fair amount
of his time in these .chambers, but with
his current problems he hasn’t had time
to visit them recently

Treasure: Each torture chamber holds
adozen branding irons, lead ingots, nine
iron maidens, fourjawbreakers, a pillory,
a rack, and ten sets of thumbscrews: In
addition, there's 100 feet of rope, three
silver daggers, three cold iron daggers,
and three adamantine daggers, along
with a dozen flasks of acid. One grisly
trophy remain