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SAVAGE TIDE N
ADVENTURE PATH

60 PRINCE OF DEMONS

ADVENTURES

16

34

100 INDEX

Greg Vaughn N
The time has come to ch Hllﬂng'e.'ﬂicé___Pin'E” :
Demons! An army of demons and eladrins
stands ready to mount an assault AT his
Abvssal realm of Gaping Maxw, which shou
give your players the distraction they n
to prevent Demogorgon from activating »'E
the savage Hide and driving a world indanés s
A Savage Tide Adventure Path scepario fm
apth-level characters. :

KILL BARGLE

Jason Bulmahn

The renegade mapgic-user Bargle is
wanted, dead or alive. Rumor holds
that he dwells in the bowels of a
nearby abandoned keep, performing
all sarts of foul sorcery. Only the truly
brave, or perilously foolish, would
dare to challenge Bargle in his own
domain. A D&D adventure for 3rd-

level characters,

QUOTH THE RAVEN

Micolas Logue

Terror grips the city of Sharn. A serial
killer stalks the streets and catalogues
his slaughter in the anmals of the city’s
newspaper, to the delight and horror
of its readers. To catch this elusive
criminal, the PCs must match wits
with an old adversary, Even beaten,

scarred, and imprisoned, Viklor Saint-
Demain is determined to have the

final word. This sequel to issue #i33's
“Chimes at Midnight” is an EBERRON
adventure for Sth-level characters.

A complete index of every
adventure or Campaign Workbook
ever run in DuNcEon, plus
sidebars on the 10 greatest

Dunceon locations and villains,
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CARTOONS

33 The Portent
126 Downer

COLUMNS

8 Editorial

10 Prison Mail
N2 Gamer Guide
14 Dungeoncraft
128 Map of Mystery

CAMPAIGN
WORKBOOK

N8 The City

120 The Dungeon

122 Critical Threat

124 Wandering Monster

ON THE COVER

Wayne Reynolds, one of
our favorite artists, returns
for the final issue to put
a capstone on the Savage
Tide Adventure Path.

“At Demogorgon’s enraged command a barrage of lethal bolts, killer
forces, and demon-shattering spells were sent to vaporize the insolent
figure that rose like a colossus before their burning eyes. The forces
struck, visibly and invisibly, and the smoke-black Graz'zt seemed to
shake and thin and nearly disappeared under the withering power sent
against it. Well it should, for enough force to destroy a small mountain
had been expended. ‘Again!’ sereeched both of the demon king's
baboonlike heads. ‘Finish him!™

Gary Gygax
“Come Endless Darkness”

DUNGEON ADVENTURE —RJ.FIEIJTI_I
PLAYER REWARDS! NETTerreie

‘Pake advantage of the RPGAs Player Drop by rpgacorm for more details,

Rewards program by scoring points  and nse the following adventure codes:

with the adventures from this issue of Kill Bargle! {150KB1DN)
Dunceon! Bach advenlure is worth Quoth the Raven (150QR1DN)
2 D&D Player Rewards points, and Prince of Demons (150PD1DN)

remains active nntil 10f51jor
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. FROM THE EDITOR. *,
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So ‘here it is. The last print issue af
DuncEoN magazine,

T've known il was coming for several
months now, but today still came faster
than T expected it to. Fortunately, 1 did
manage to get most of what I wanted into
the magazine (dinosaurs on the cover,
a Lovecraftian adventure, an updated
Maure Castle, 3rd-edition stats for the
froghemath, pictures of several of my
player characters, and stats for Iggwilv).
The only major project I missed was that
1 mever did get that conversion/sequel
to “Expedition to the Barsier Peaks" in.
Bul since that would have reguired a
300-page magazine (and three times the
work), it's probably best for my sanity
that it didn't happen after all.

Working on the list of top ten villains
and adventure sites to decorate this issue’s
enormous index of all things DuNcEON
{and some things Porvaepron), [ redl-
ized something. There's been an awful
lot of excellence in DuNGEON over the
course of the last 21 years, Back in issue
#4116, we asked a panel of expert game
designers to list their favorite Dunceon
adventures, and not a single one of the
top ten adventures they chose was ome
that Erik and T had published under our
watch. So it's not without some pride
that, when 1 asked around for folks'
favorite villains and locations for this
1ssue, the majority of the answers were
From more recent issues. Locations like
Maure Castle and the Styes, and villains

Tike Vanthus and Lashonna, really seem
to have found their fans, and U'm really
proud of them.

I, of course, have my own favorites
among DuNcEoN'S adventures, Oldies
like “Caermoor” [romt issue 2 (wherein
the PCs have to save a small village from
the pewerful devil Baalphegor, who 1
dropped a reference to in “Dawn of a
New Age”) on through to gems Tike issue

#15's “The Elephant’s Graveyard” (my -

first TPK as a DM, tharks to a greater
basilisk), issue #3¢'s “Thiondars Legacy”
{my first TPK as a player, thanks to a cer-
lain black drapon), issue #70's "King=
dom of the Ghouls” (still my faverite
Tinderdark adventure, and also the first
adventure I ran in 3.0—at the time as a
high-level playtest for the new rules), and
issue#ioo’s “'The Lich-Chueen’s Beloved”
{which recently served, in a highly-modi-
fied form, as the capstone adventure for
iy last campaipn). And that doesn't even
scratch all the incredible adventures T've
been able to print as an editor for the
magazine, including new classics like
“Maure Castle,” "The Coming Storm,”
“The Styes,” 'Chimes At Midnight,” and
“The Whispering Cairn.”

All that said.., there's one more "adven-
ture” 1'd like to mention, even though it's
technically 12 adventures and not one,
Having written part of Dunceon's first
adventure path and helping to plot out
its second, Savage Tide is the one that 1
can really call my owm While many key

elermnents certainly came from other folks
here at Paizo and from the adventures’
authors, the campaign’s name and the
overarching plot was mostly from me, I
couldn'tbe happier with how it turned out,
and I'd like to thank all of the anthors and
arlists who helped me make whal may just
be the best DED campaign ever,

And I suppose that about sums it up.
With Pathfinder, TTE 5611 be deeply involved
and committed to bringing you the best
campaipgns [ can pay the best authors te
write and the best artists to illustrate,
We've got some exciting things planned
for the fitture, but I can't help bul feel sad
when I look back at the past. DUNGEON
has given me nearly 650 adventures over
the past 21 years, certainly enough to keep
my D&D games running for a long tme,
Assuming modestly, on average, that a
Donceon adventure gives enough mate-
rial for two game sessions, that’s enough
to keep any once-a-week gaming group
busy for another 21 years.

Still, T think it's fair to say I could have
used another 21 years of DUNGEON,

So long, old friend!

James Jacobs
Editor-in-Chief
james.jacobs@paizo.com




ADVERTISEMENT

RO THE FUBLISHER

Readers,

Recently, Wizards of the Coast decided not to renew Paizo
Publishing’s license to ereate and distribute Dracon and
Doneceon magazines. Both mapazines will cease publication
following the release of their Septernber issues, which ship
to subscribers and newsstands in August, The final 1ssues of
the magazings will be DuncEon #150 and DRACON #3350

Wizards of the Coast will be moving the kind of content
currently found in the magazines to an online model. Both
companies remain on good terms and continue to discuss
fature opportunities for publishing partnerships, As more
information becomes available on Wizards of the Coast's
plans for the Dracon and DuncroN brands, we'll keep you
updated in the rernaining issues of the magazines,

Paizg will continue to create products compatible with
the world's most popular roleplaying game. In addition
to our existing line of GameMastery accessories like Ttem
Cards and the new Critical Hit Deck, this summer will see
the debut of bivo exciting RPG lines from the same creative
minds that have brought you the magazines these last five
years: In June, Paizo kicks off its new GameMastery Mod-
ules line, featuring monthly 32-page adventures from top
designers ke Micholas Logue, Richard Pett, Wolfpang
Baur, and Jason Bulmahn! Each lavishly illustrated full-
color GameMastery Module is designed to be used easily
in a wide variety of campaigns, and will meet or exceed the
expectations you've come to expect from Paizo Publishing.

August sees the debut of Pathfinder, 2 new monthly g6-
page, perfect-bound, OGL-compatible full-color softcover
Adventure Path book printed on high-quality paper. Over the
last several months, the same editors who bring you Dracox
and Donceon have been developing the next evolution in
RPG campaigns, and we hope you'll tike some time to look
at what we have to offer. Pathfinder will besold at hobby retail
stores, bookstores, and online at paizo.com, and—though it's

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

Speaking of subscriptions, the discontinuation of
Dracon and Duneeon will leave many of ourvalued sub-
seribers with excess subscription credit, Paizo has set up
a special transition web page at paizo.com/transition thal
offers multiple options to these subscnbers. A brief sum-
mary of these options follows:

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

Dracon and DUNGEON Back Issues: Subscribers can
choose to receive select back issues on a one-for-one basis
based on remaining subscription credil. This is a greal
way to fill holes in your collection.

Paizo.com Store Credit: Paizo.com is the Internet's
leading online hobby store, with more than 22,000 gam-
ing products from hundreds of publishers. Subscribers
can swap their excess subscription credit for store credit
on our website at a generous 190% exchange rate.

Refund: 1f none of the above options appeal to you,
Parzo will issue you a refund check for your remaining
subseription credit, (Refund checks will be issued starting
QOctober, 2co7, and may take several weeks Lo arrive.)

Subscribers without access to the Internet should con-
tact our Customier Service Department for more informa-
tion about the above choices and a form to help you male
your selection. Write us at Magazine Transition/Paizo
Publishing, L1.C/s700 Richards Road, Suite 2o1/Bellevue,
WA g8oos. We anticipate a large volume of mail related to

the transition, so please be patient with us-as we

address your needs.

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

Simcerely,

Er\ e

Erik Mona

Publisher
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__PRISON MAIL

Tell us what you think of this issue,

Check out the Donceon messageboards at
paizo.com/dungeon

Stop by the WotC DE&D messageboards at
wizards.corm (dnd

THE SAVAGE TIE SURGES INTO THE ABYSS

; | | 1IEEGN

We've covered a lot of ground in the
last few issues, so rather than focus
solely an issue #147 (pictured above),
I'd like to point out the highlights from
isstie #14% and 149 as well.

The Savage Tide kicked inta averdrive
in these issues, taking the PCs to the

depths of the Abyss and beyond. Just

being able to namedrop lggwilv and
Orcus and Charon on the cover made
me giggle like 3 lunatic,

In the low-level arena, we robbed a
bank in Eserron, fought an unkillable
monster from the woods, and wandered
back te the city of Sasserine o find the
place infested with bickering intelligent

weapons. As itwaorks out, nothing blows

t]ﬂggw_cpa:téd wealth gain for an adventure
out of the water quite like making all of
the villians magic weapons!

And in the game's most pepular

band for adventuring {the sweet spot of

Bth-12th level), we closed out the Spawn
of Sehan campaign arc with a trip up
the hill to fight yak folk, got down and
dirty in GrEYHAWK'S city of Spinecastle,
and took some time off in the lovely
{and monster-infested) Maonshae [sles
in the ForcoTTEN REALMS.

Back issues of DuncEon are avallzble
at paizo.com.
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Looking Back, Part One

[ just recently received the 148th issue of
Dungeon and I was very impressed to
hear that in the last issue you are going
to publish an archive listing of all the
adventures that have appeared in the
magazine, This will be a most amazing
thing for me, as recently a friend of mine,
who unfortunately deesn't play D&D
anymaore, gave me the first 52 issues of
your fine magazine, | started to subscribe
to at issue #go, and I've since been able
to collect the intervening issues, Huzzah,
1 will shortly have all 150 issues of your
excellent periodical.

I find that my DM style is to take
published adventure material and mter-
weave an overarching plot/campaign
of my own design, This allows me to
concern myself more with the plot and
grander seope of things without having
to be bogged down by the minutia of
each encounter, setling, or NPC, Your
magazine is a goldmine of ideas, adven-
tures, and advice that makes my job of
DMing not only easier but better in the
eyes of my players. [ salute you, sits; on
the part you have played as the ‘silent’
member of my game sessions.

I will miss the monthly issues of
both magazines, but I'm certain that
with minimal effort T can bring all
the hundreds of adventures you have
published to my gaming table, which
should afford me several years, nay
decades; of gaming fun.

Prisomn ITilail

Endings may be sorrowful, but they
just sweeten the memories of the good
times of the past, present, and those yet
to come!

Three cheers and well met to
Dunceon and all of its contributors
and creators!!!

Trevor Chapman
Brampton, Ontario

Looking Back, Part Two
As a youngster new to D&D I looked for-
ward to the occasional Dracon maga-
zine that contained an adventure (and
defacing the magarine by remaoving the
staples to extract it} When DuncEON
magazine was announced I started my
subscription, hopeful that 1 wouldn't
miss a single issue. Through the years T
never let it lapse, though I went through
more than a decade of not playing while
in college and starting a family. The hi-
maonthly arrival of DuncEoN was a con-
stant through a lot of change and a very
enjoyable way to pass spare moments.
1was surprised at how hard the news that
Doncion would no longer be i point hit
me. Mot onlyhad the magazine been a com-
panion through some of the most impor-
tant phases of mmy lifé; gething an adventure
published had been a goal of mine, After a
series of (very polite) rejection letters from
Roger Moore in the late Sos, my attention
turned to other goals. T achieved a few of
them and with the third edition getting
me back in the game T started to focus on
adventures for DUNGEON again.
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LAST WORDS

JAMES LAFOND SUTTER

Befors | started working for
Duneeon, | had never run a pub-
lished adventure in my life. In fact,
| was downright snobby about it—

after all, shouldn't any self-respect-

ing DMs be able to create their own
adventures? Going toa magazine ar
maodule felt like a crutch, an admis-
sion of failure. Play somebody else’s
adventure? No thanks.

Then | discovered Paizo and,
through it, DuneEoN magazine. I'll
never forget when Erik Mona walked
up to my desk, threw down a tome
of a manuscript, and said, “So; you
want to edit? Go through this and
tell me what changes you suggest.”

The document in question? Erik’s
own “The Whispering Cairn" and
Diamond Lake backdrop. Talk about
trial by fire.

Apparently my changes must have
been alright, because I'm still here, but
something else of note occurred that
day. As | read through that adventure,
cutting commas where | dared, | realized
something: the adventure was good.
More; it was great. With every scene
my brain spun off in'a heretofore unex-
plored direction. | was shocked—how
could & published adventure capture
my imagination so? With that adven-
ture, and every one that's followed, (ve
realized the truth of the matter—that
rather than stifling creativity, the striic-
ture of a published adventure Is the
starting point, the suppert that allows
the imagination to range far and wide
in pursuit of thase all-important details.
Each tirme | see my seven Savage Ti Tide
players flee from mummy rot or send
archans bearing shadow pearls into the
surt, | gladly admit that | was wrong.

And now here | am in the final issue;
the last editor ever to be hired onto

DunceoN magazine. My eternal thanks

to everyone—Paizoites and readers
alike—for letting me sit at your table.
it's been an honor and a privilege.

JEREMY WALKER
O Adventure!
Reach fram dark depths to touch
the sky:
Rest in peace my friend.

DUNGEON SEFTEMBER 2007

While 1'll never be published in
DuancEon, I take sabisfaction in wit-
nessing the birth (and rebirth under
Paizo after the magazine had fallen on
some hard times) of what must stand
as one of the most ambitious hobby
magazines to date. Through twenty-
one years, the magazine was able to
maintain a tight focus and provide
quality adventures. In doing so it
launched the careers of many very
talented authors. The entire hobby is
in its debt.

1t'll be missed.

Brian Young

Cary, North Carolina

Thanks for the kind wards, and congratulo-

tions on-the full collection of the magazine!

And you're both right, endings are indeed sad,

but at the same time it's an cpportunity for
change and growth,

As far DMing styles; | suspect that most
of Dunceon's repders fall into the category
af "hunter/gatherer”—| certainly do. Some-
times, 'l run an cduenture word for word
from the magezine, but other times ['ll pick
and choose; sometimes just keeping a map or
an NPC name or even o single picture io use
as a player handout,

Long Live Savage Tide!

First of all | wanted to say how dis-
heartened T am that your magazines
are ending publication, T have enjoyed
them, So after reading “Down with the
Savage Tide" in issue #4148 T was finally
prompted to write. I have been playing
D&D for most of my life—I'm 25 and
currently running the Savage Tide cam-
paign. This is absolutely the best cam-
paign 1 have ever been a part of! We are
only halfway through, and T could not
be more impressed, T really can tell the
writers were passionate about this and
am very excited about where the plot is
headed. What 1 love about the Savage
Tide is its uniqueness. The jungle, sail-
ing, pirates, the Olmans—T could go on
and on. Excellent work,

On that note T was very relieved to
see you are going to comtimue your
efforts with Pathfinder. I read about it
and can't help but notice many simi-
larities to Savage Tide. Which prompts
me to my next question.

erson vl R T R TS

I'm interested in a subsreiption... but
what if' I don't like 12 15 there a money-
back guarantee?

Gabe Hanson

Via Email

Any similarities you might see between the
DunGeon Adventure Paths ond Pathfinder
are quite justiffed—many of the same outhors,
artists, and editors who Brought you Shack-
led City, Age of Worms, and Savage Tide are
Wwarking on Pathfinder's Adventure Paths, So
chances are that you'll find the transition o
happy orie, The subscriptions we're offering for
Pathfinder are manth-to-month, similar to
how paying rentor subscribing to. g MMORPG
works. We gren't offering o menzy-back qum‘-

entee, but ifit turns out that Pathfinders n

for you, _-,Im. can cancel your subseription at

gny time and not be saddied with months and
months more af books you don’t want,

Of course, |'m positive it won't come to such
o drastic end. Having seen what authors like
Nicolas Logue, Richard Pett, and Wolfgang
Baur and artists like Wayne Reynolds, Andrew
How, Warren Mahy, and Ben Wootten have
cooked up for Pathfinder makes me confident
that anyone who loved Souage Tide will find
a lot more-to lovein Pathfinder,

DMs Are Too Busy!

Your reply to Bob in issue #147 regard-
ing conversion sidebars being a lot of
work included a question; “And in the
end, customizing a pre-written adven-
ture is one of the fun parts about being a
DM, isn't it?" T would like to reply to your
reply: in a word, NO.

In a few more words, I've been 3 DM
since 1979, tunning many a “module”
(still my favorite word for adventure/
scenario) at the Hodge Student Center
at USG-8—most all of which T painstal-
ingly wrote myself. T feel I've done my
time, and should now be able to enjoy
my latter years in leisurely ease, using
only these modules that are pre-writ-
ten, maps pre-drawn with NO typos,
and completely idiot-proof. I've lived
through 24-hour-straight, weekend-
long campaigns, Greyhawk Ruins (still
the best pre-packaged module I've ever
seen, for my money), and the horrible
lows (the emasculation of D&D when
they briefly eliminated demons and
devils, and the addition of a 7th stat




THIS MONTH IN DRAGON

DEMONOMICON OF IGEWILV:
APOCRYPHA

: BY JAMES |ACOBS
The Demonemicen’s profans
appendices, details on obscure (but
still deddly) demon lords, a new
loumara derman, and more!

RELICS OF GREYHAWK
Ay Gary HoLaN Afp RECK MILLER
Treasures of the Flanasss, unearthed
fram the depths of Castle Greyhawk.

SUPERVILLAINS OF DD
Rediscover the evil of D&D's twenty
most maniacal villains.

Dozens of D&D's darkest secrets
finally revealed!

THE WIZARDS THREE
Wherein D&D's most poweriul wiza rds
discover they've been spied upont

Elminster vs. Raistlinl The Ecology
af the Tarrasque—featuring the
return of the Monster Hunters
Association—the final Volo's Guide,
Dragonmarks, Savage Tidings, Class
Acts, Comics—including Order of
the Stick—and morel

DUNMGEON SEPTEMBER 2007

[comeliness?]), so as [ approach 50, I've
earned the break.

I am truly sad to hear that DuncEoN
and Dracon will soon cease produc-
Hon—DuneEaN more 5o, 48 1 really find
the adv... modules handy, The official
Wizards comment that everyone nowa-
days goes to the internet for this infor-
mation is, in two words, horse hockey. T
go to the computer for one thing only—
to-send e-mails like this one. And [ stll
prefer to write letters and send questions
by mail:

MNeedless to say, with the demise of
these two magazines, so will go my pur-
chasing of D&D products. As much as T
love the D&D minis skirmish game (a
$150/month habit}, it's my one way of
protesting the demise of a great thing
for no good reason.

You guys did a heckuva job.

Roger Cox
Spartanburg, 5C
Hal Your polnt ls wall taken, Roger! But I'm
atill not convineed that Seoling the Adventure
sidebars are worth, say, eutting the slats for @
new magle tem (which [s what weyld have lo
o, for example, | | were to squesze ane of these
sidebary In to thix fesue’s "Pringe of Demons”)
Agaln, when third editlon started, the Scaling
the Adugniure sidebars were as much about
educating readers about haw the new rules can
be adjusted as they were about making the (ot
the time) small number af adventurss avallable
work for as wide an audlence as passlblé,

Noik that the gama's been out for years, and
now that therp are hupdreds of adventures fo
choose from, finding an adventure to fit your
party's needs lsn't as [mportant anymere. And
frankly, for this lssue, t wasa't just an lssue of
space In the magazine—It was also an lsaur of
manpower. Seallng the Adverture sidebars are
fairly difficult ta write (which In and of itself
makes the best argument far having us Include
them for you In the adventures, frankly), and
with this ssue’s additional pages, there simply
WAt time to wrlte them up, | know, kind of
@ lame excuse, but there ya go.

I Was Dead Serious

Just read your editorial about the “2c0
HPI” and the last paragraph had me
cheering when you asked if you could
Justify giving Demogorgon 838 hit points
g0 that he has more hil points than any-

one ever published in DuncEON maga-
zine., And to that I say two words. No,
wail. Three words, Oh hell yeah!

Seriously, T think that would be a mag-
mificent touch to DuNcEoN magazine,
honaring the original releases of the
Maonster Manual of yesteryears!

Here's haping that you really do get to
pull this off;, even if it was perhaps men-
tioned in halfjest—I persomally would
love to see itl What a fabulous eonclusion
to the latest Adventure Path, as well as
DuncEoN magazine, Imagine the players
as they continue to drill endless points
of damage into Demogorgon and he
seems hardly bothered!

It would be priceless in so many
ways!

On a side note, 1 am sad to hear that
Duneeonw will be concluding, T had
hoped to get one of my works published
in Dunceor—three of my submissions
were declined, all for valid reasons ("OF
Rats and Men," “Giant Problems,” and
“yhat Haunts the Hollow Fields?™). But
that was back when second edition was
still going strong. Real life swept me
away (purchasing a home does that!) and
1 have been unable Lo sit down and either
reyamp my submissions or write out the
{housands of ideas {loating in my head!

Tawmis Logue
Via Email
Check out bage g1, Tawmis—you'll be happy 1o
ged that our pal Bemaogergon did indeed weigh
I with the most hit polnts in DUNGEEN fuer,
At 86g hit palnts, he even blew my estimation
out of the water. Of course, If players of the
Sovage Tide Adventure Path are up to snuff
théy won't have to face the CR 33 version of
Demogorgon—play your cards right and you'll
anly face the 835 hp veesion, If you're lucky.

Wall, it Igaks ke that's ahout ] In the lost
fow lines | have hers, I'd just like to thanks all
of the folks wha made DunGroN possible, I'm
talking about evryane or the credits back in
the table of contents, of course, but aisa about
the great folks over at Wizards of the Coast
wha've been g6 kind about letting us play In
their sandbox. And let's not forget everyone in
the past wha's worked on this great magazine.
And, finally, the readers. You'ue beern o source of
Insplration for me, all of you, 1t's been a plea-
sure and an honor to be a part of your games,
Keep the dice rollingl —James jacobs

 prison Al T S N S



& BY JASON BULMAHN

% BY JULIE DILLON |

®) BY ROB LAZZARETTI,
ANY SETTING , LOW-LEVEL (1ST-5TH) , DUNGEON CRAWL
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he renegade magic-user Bargle

15 wanted, dead or alive, Afier

the murder ofa local town deric
named Aleena, the ruling council put a siz-
able bounty on his head. Most speak of the
wizard in hushed tones, and rumor holds
that he dwells in the bowels of a nearby
abandoned keep, performing all sorts of
foul sorcery. Only the truly brave, or per-
ilously foelish, would dare to challenge
Bargle in his ovn domain,
D&D adventure
designed for four srd-level characters,

“Kill' Bargle” is a

Though many of the names and themes
used here trace their roots back to one of
the original D&D campaign settings, the
Known World of MysTa®s, this adven-
ture is self-contained and can take place
inany campaign setting, This adventure
priginally appeared in the Dungeons &
Dragons Basic Dungeon Masters' Rulebook:

ADVENTURE BACKGROUND
Many years ago, a wizard named Gygar,
a man of great and mysterious powers,

ruled this part of the Realms of Man from
his mighty castle Mistamere, located at
the foot of the mpuntains to the north.
Gygar died after 2 long and peaceful rule,
but no successor was named. Over the
years, the unclairned castle fell into Tuins,
Centuries later, the outline of the
broken towers can still be seen from
the town of Threshold, ever beckoning
to seekers of danger, fame, and fortune,
Rumors hold that mensters hirk within
the ruins, guarding rich treasures.
The local town council has called for
adventurers to brave the keep, offering a
reward of 1,000 gold pieces for Bargle's
capture. Recently blamed for the death
of Aleena, a well-known clerie, Bargle is
wanted by the council, dead or alive,
Preferably dead.

ADVENTURE SYNOPSIS

The PCs arrive al castle Mistamere, the
supposed hideout of Bargle. After deal-
ing with the carrion crawler that lives
outside and the kobolds that control

the yard, the characters must hrave
the keep and the two dungeon levels
beneath it. Inside they face a tribe of
kobolds, hungry scavengers, and deadly
hazards before they reach Bargle's inner
sanctum. Once there, they must combat
cunning doppelgangers, charmed ogres,
deadly traps, and the magic-user himself
if they hope to bring an end to Bargle’s
deadly reign,

ADVENTURE HOORS

The adventure begins with the party in
the town of Threshold, staying at the Gald
Dragon Inn. A signipost in the inn bearsa
wanted poster for Barglels caphure.

The town itselfis full of wild ramors
concerning Bargle and the castle, which
lies only 3 miles away. While most of it
is wild speculation and hearsay, a DC
15 Gather Information check reveals
that Bargle was last seen near the castle,
shortly after Aleena’s death, If inquiring
about the ket'p, a similar check reveals
thal it js said to be the lair ofall sorts of

SEFTEMBER 2007 DUNGEON

17




18

KILL BARGLE

BY JASON BULMAHN

Fi|
: »
L2k L 8 ;
BIP W o PLN aT h
3 12 5 L, G P T SR S
Ll | g I v A
LEIE s TRl T) . if B
sl s gJi" " _
a3 0 7 Il
i | 1*& e & ! i
et L T o
A\
1.

monsters, particularly a tribe of kobolds
that lives 1o the uppermost dungeons,

THE SURFACE RUINS

The journey to Castle Mistamere is a
short one, with the trail lo the ruins
leading through pleasant farm felds.
The only encounter along the way is
with a farmer, who sits atop his wagon
watching his workers till the fields. THe
is a friendly man who gladly volunteers
that he has seen monsters goin and out
of the keep over the past few months,
Although he does not know their name,
he describes. them as small lizard
creatures who walk about ke men.
The farmer has never seen Bargle, and
is glad for it.

When the PCs reach the castle, read or
paraphrase the following:

The walls of Castle Mistamere are jagged
and full of small holes where stone blocks
have tumbled to the earth, now scattered

around the ruins, A gateway in the center

DUMGEON SEFTEMBER 2007

of the front wall stands empty, and the
massive outer doors lie rotting nearby on
the ground, although an fnner gateway
still stands; This gateway seems to be the
easiest entrance through the wall, although
a-gaping hole off to left of the gate could
provide another. Peeking over the outer
wall In places are the ruins of the castle
itself, backed against the sheer ¢liff of the
mountain beyond.

Imside the keep, all of the floors,
ceilings, and walls are made of stone,
TInless otherwise noted, the chambers
are unlitand have 1o-foot-high ceilings.
There were once floors above the Grst,
but they have lomg since crumbled
into Tan.

1. RUINED DOORS (EL 4)
These rotting doors were once the cuter
gates to castle Mistamere,

Creature: Lurking in a shallow den
underneath the doors is a carrion
crawler, Anyone approaching within 2o
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feet of the doors receives a BC 1o Spot
check to notice it. The carrion crawler
then climbs oul to attack, surprising
anyone who fails their Spot check: I
attacks until slain,

Carrion Crawler: hp 19; Monster Man-
el 30.

Treasure: Anyone investigating (he
lair underneath the doors discovers
the skeleton of a kobold covered in
treasure, All told there are 1,002 sp; 9o
cp, and two small garnets worth 100 gp
each, Clutched in the kobold's skeletal
hand is a small leather bag containing
an additional 15 cp and a plain brass key
{this opens the chestin area 1g).

2. KOBOLD COURTYARD (EL 3)

There dre three ways to enter the
courtyard from ountside the wall. The
firstis through the main gate, alihough
the kobolds in the courtyard atlempt to
close Lhe gates before the PCs can enter.
The second is via a hole off to the right
of the doors, but this route is treated as




difficult terrain. Finally, the walls of the
courtyard are quite ruined and relatively
easy to scale. They are fitly feet tall and
can be climbed with a DC 15 Climb
check: Numerpus small holes in the wall
allow any character peering through
them a DO 15 Spol check to notice the
kobolds hiding in the courtyard.

Wooden Gateway: Hardness 5 hp 15
Break DG 23

Creatures: Ten kobolds are statiomed
in the courtyard, tasked by their chiettiin
to keep wateh for trouble. When the PCs
approach, the kobolds close the doors
leading into the courtyard and dropa heayy
wooden bar, This {ask done, the kololds
spread oul and train their slings on the
southwest opening in the wall, waiting for
the characters to climb through.

Kobolds (10): hp 4 éach: Monster
Mannal 161.

Tactics: The courtyard is littered with
rubble, giving the kobolds cover from
the opening in the wall. They fire sling
stones at the PCs the moment they enter
the courtyard and continue to do so
until engaged in melee. Any remaining
kobolds attempt to flee inside the keep
if six of their number are slain.

Treasure: Aside from their poorly
mainfained gear, each kobold carries a
small leather pouch containing 3d6 cp.
In addition, the kobolds have a small
iron box; hidden near the tuins of the
east tower. The box can be found with
a DC 25 Search check or revealed by a
kobold prisoner. The box contains 1oe
gp and a black onyx gemstone worth

S0 BR:

3. ENTRANCE
The unlocked doors leading into the
keep are made from rotling wood,

This entrance hall is well-traveled and
littered with debris from outside. A DC 15

Survival skill check reveals that most of

the tracks m this toom lead to the north
door, and from there an to areas 11, 12,
and 13 before leading down to the first
level of the dungeon.

4, WEST HALL (EL 2)

This musty chamber contains a trio ofancient
wooden chairs and a pair of small tables. A

cold fireplace sits in the center of the forth

wall near a ragged hole in the ceiling,

Creature: This chamber is the lair of
a dire bat that lives in the rains of the
floor above. If the fireplace is disturbed
in any way, the bat shrieks and clambers
down throguh the hole in the ceiling
to attack. Once dropped to below half’
its hit points, the hat flies off to area 5
to roost atop the chest in that room, If
confronted there, it fishts to the death,

Dire Bat; hip 30; Monster Manual 6.

Treasure: A DC 15 Search check of the
room uncevers three old silver teaspoons
worth 1 gpeach. It also uncovers a small
hag of dried peas that, while worthless,
ar¢ usetul to anyone who falls prey to
the eternal slumber trap in area 12.

5. STORAGE

This roont is filled with boxes and crates of
many shapes and sizes.

The boxes are covered with a thick
layer of dust. If any of the boxes are
disturbed, a deep voice comes from
a chest in the corner, asking, “Who's
therer” Regardless of the response, the
voice then calls out, “Is Bargle with
you? Again, no matter the response,
the voice calls out ome last time,
saying, “Oh, well then, never mind.”
The voice does not speak again. The
chest radiates faint illusion magic. All
of the boxes and crates in this room
are empty.

6. CLOSET

This dusty closet is menl to serve area
1z, but also opens into area 5. Tt is
empty save for a round hatbox lying
on the floor in the northwest corner.
The hatbox is tied with a simple string
that is coated in sassone:leaf residue,
a dangerous contact poison (contact,
Fortitude DC 16, 2d6 hp/id6 Con).
Cutting the string and allowing it
to fall away untouched can open the
hathox safely.

Treasure: The hatbox contaims a musty
red woman's hat. While this is of no
value, a platinum hatpin worth 100 gp is
hidden underneath.

7. EAST HALL

Fourrickety wooden chairs sitin this room,
around a small tzble. In the center of the

north wall is-a fireplace.

The chimney in this room is choked
with rolting timbers from the mined sec-
ond floor. Anyone searching the chimney
miust make a DC 10 Dexterity check to
avoid disturbing the rubble. Failure causes
the timbers Lo fll, dealing 1dé points of
damage ta the searching character. A DC
15 Reflex save negates this damage.

Treasure: A DO 5 Search check of the
chamber uncovers an old feather-stuffed
pillow. A DC 10 Scarch check of the
chimney uncovers a loose brick, behind
which hides an ornate silyer dagger
worth 75 gp.

8. STORAGE (EL 1/2 OR 3)
This room is identical to area 5 with ane
exception; a large crate al the bottom of
the pile holds an angry zombie,
Creature: The zombie remains perfectly
still until its crate is opened, at which
poinl it rises to attack. Any fight in this
room draws the zombies from area g in 1
round. The zombie fights to the death.
Human Zombie: hp 16; Monster Man-
ual 266.

9. CLOSET (EL 3)

This small closet is crowded with dust

and rubble

Creatures: Fourzombies wail for visi-
tors in this chamber, attacking anyone
who enters. They move to investigate any
disturbance in-areas 8 or 10 and fight to
the death.

Human Zombies (4} hp 16 each; Man-
sier Manual 266,

Treasure: A DC 20 Search check of the
trash-slrewn chamber uncovers a brace-
let worth 500 gp.

10, BEDROOM

This chamber may have orce been 2 fine
bedroom, but its furnishings are now tat-

tered and moldy.
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The bed in this chamber radiates
faint transmutation magic. Any
sleeping creature placed on the bed is
rouset] [fom any mapical sleep effect
{including the sieep effect from the bed
in arvea 1z). In addition, anyone placed
on the bed gains a +10 bonus on their
next saving throw to resist the effects
of yellow mald.

If 4 character on the bed is tickled
with 2 feather, he begins convulsing
and sneezing for one round, kicking up
a4 tremendous cloud of dust. Anyone in
the room during this dust cloud must
make a DT 15 Fortitude save or spend 1d6
round choking and conghing, unable to
take any other action,

11, FIALLWAY

This. chamber contains 4 large amount
of trash, but nothing else. A DC 15 Sur-
vival check made by a character with the
Track Feat reveals a trail that Ieads from
the door to area 3 to area 12,

12, BEDROOM
This chamber is identical in-appearance
Lo ared 1o, The bed here radiates moderate
enchantment magic. Anyone who touches
it must make a: DC 15 Will-save -or be
compelled Lo lie down upon it. Those who
do st must make another DC 15 Will save
each round or fall asleep for 1dyg years.

Thoge who fill asleep cannot be roused
normally but donot sufler from starvation
or thirst while on the bed. They can be
woken up in one of three ways, A dispel
magic cast on the victim {CL s5th) rouses
{hem. Placing a pea under the mattress
does-so as well, but causes the character
to become fatipued. Finally, placing the
character om the bed in area 10 causes
them to'walke in one tound.

A D 15 Survival skill check in this
chamber reveals a trail that leads from
the door to area 11 to area 13.

13, STAIRS(EL 1)

This small chamber leads to-a set of
staird thal descend to the dungeon belaw,
leading to areaza. A small fireplace in the
northwest eorner of the room is empty
and unlit. A DC 15 Survival gkill check
in this chamber reyveals a trail that leads
from the door to area 12 to the stairs,
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Creatures: Four kobolds Turk on the
stairs leading down. They spring forth
to attack anyone approaching their
position. Bach kobold has 5 cp tucked
away in'its belt.

Kobolds {4): hp 4 each; Monster Man-
ual 161,

14. TRAP ROOM

In the center of the room, & large log rests
with one end on the floor.and the other
held in the air, suspended directly above
a simple wooden chest by a rope that runs
through: hooks in the ceiling and wall
befare disappearing into the floor,

If the rope is cut, the log flls, smashing
the chest and seatlering it contents. A DU 5
Search check identifies a trap in this room,
but a DE 15 Search check reveals there is
no mechanism to drop the log Should the
log somehow fall onto a character anyway,
itdeals 3d6 points of damage, with a DC 1o
Reflex save halving the damage.

Treasure: The chest is not locked and
containg 50 .gp, 500 5p, and one ciirine
worth 10 gp.

15. STATUE ROOM (EL 2)

A small statue of a kobold stands in the
center of this reom, holding out & crude

stoné swiord.

Trap: The statue in the center of
this room is frapped and if tonched, it
suddenly spins around, its heavy stone
sword attacking everyone adjacent to it

Spinning Kobeld Trap: CR 2;
mechanical; touch trigger; aufomatic
reset; Atk +1c melee {1dG43); multiple
targets (everyone adjacent to the statuel;
Search DC 17, Disable Device DC zo.

16. STATRS
This rubble-strewn staircase leads down
to area 39.

17. KOBOLDS (EL 1)
This chamber contains rubble and trash,
but little else of interest.

Creatures: Five kobolds live in this
roomt, having been chased here by
the zombies. Their job is to scare off

intruders, and if they see anyone, they
attack with a howl,

Kobalds (5): hp 2 each; Monster Manugl
1651,

18. STATUE ROOM
This chamber 15 1dentical to that areaas

excepl the Kobold statue 15 not trapped.

19: DINING HALL (EL 6)

A long wooden table occupies the center
of this room, surrounded by a dozen plain
waaden chairs. Human skeletons, wearing
the rags of fine-dinner attire, occupy four
of the chairs. On thetable in front of each
chair sits a golden dinner plate, accompa-
nied by a dusty glass goblet and dull 5il-
verware. ‘A large stone fireplace looms in

the north wall.

This chamber contains both a deadly
hazard and dangerous guardians and the
kobolds avoid it at all costs.

Each of the gold dinner plates are
actually tin coated with a layer of yellow
mald (Dungeon Master’s Guide 76). Due
to the mold's small size, however, the
cloud of spores produced by these plates
only affects the character disturbing
them. The effects of the spores can be
avoided with onlya DCaz Fortitude save
{instead of the normal DC of'15). A DC
15 Knowledge (dungeoneering) check
identifies the mold for what it is.

Creatures: Hiding in the fireplace
on the north side of the room are a
pair of harpies. When the PCs enter
the room, they fly out from hiding to
attack. At first; they both try Lo use their
captivating song to hamper the PCs
while moving to attack any that resist.
The harpies know about the danger of
the yellow mold, and avoid disturbing
the table.

Harpies(2):hpa each; Monster Manual 150,

Treasure: Hidden in the back of the
fireplace is a large chest. The chest is
securely locked, but can be opened
with a DC 25 Open Lock check or the
key from area 1. Inside dre a number
of moldy dinner outfits, 2,006 sp, bvo
pairs of turquoise earrings worth 506
ep each, and twao polions of cure moderdate
wolnds, In addition to the valuables in




the chest; the silverware an the table
tofal of 6o
gp. The crystal goblets are worth only 1
gp for all twelve. The tin dinner plates

is worth 5 gp persel, for a

are worlhless.

20. CELESET (EL 1)
This small claset contains little more
than rags and trash.

Creatures:
room, sifting

Four dire rals lurk im this

through the garbage. They

attack any who disturb their meal.
Dire Rats (4} hp 5 each, Mongter Man-
tal 64.

21. CLOSET

This¢loset contains anly trash,

UPPER DUNGEON

Buill apges ago by Gygar, the firsl
level of the dungeon beneath Gastle
Mistamere has fallen inio disrepain
Unless otherwise noted, all of the
walls, ceilings, and floors of this level

are made from stone masonry. The
doors are made of wood. While most
of them are stuck (requiring a DC 16
Strength check to open), they are not
locked. Most of the chambers are dark,
as their inhabilants do not need lght
to see.

22. GYGAR STATUE

IS CRdTNDET 1S

This chamber contains a set of stairs
leading up toarea 13 above. Ifthe kabolds
in that chamber have not been dealt with,
they charge deown the stairs to attack
anyone in this room, Both of the doors
leading out of this chamber are stuck but
not locked.

inscription that reads, “The orh is the

key" Its arms and hands are perfectly
weighted, so that il the stone sphere
trom area 37 is placed in its grasp, the
armns lower, a5 does a section offits chest,
revealing a hollow cavity. Inside this hole
18 an ancient +1 longsword wrapped moil-
cloth and a scroll of invisihility, Tf the PCs
do not have the stone, the statue can be
bashed open (Hardness 8 hp 55).

23. CRYPT (EL 3

Creatures: A pair of ghouls Tair in
this ancient crypt, cating an unlucky
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kobold. The ghouls attack any who
disturb their meal.

Ghouls (2): hp 13 each; Monster Man-
ual 118,

Treasure: A DC 15 Search check uncoy-
ers 2 small silk bag containing 3o gp and
a silver pin worth 5o gp.

94. GUARD ROOM (EL 4)

A |arge table is turned on its side near the
center of this squat chamber, with smal
pileg of rubbish and debris scattered

around it.

'This chamber is one of a nomber o
guard chambers manned by the kobolds
to protect their lair and chieftain,

Creatures: Along with the four
kobalds in this room, there are also
two kobold bodyguards. If the PCs
enter this chamber from the west, the
kobolds hide behind the table and use
it for cover while attacking with slings
before engaging in melee. If the PCs
enter from another direction, they can
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easily surprise the kobolds {(who only

watch the west).
Kobelds (4): hp 4 each; Monster Man-
ual 161,

ELiTe KosoLp Booyauaros (2) CR2
Kobold warrior 4

LE Small humaneid (reptilian)

Init +2; Senses darkvision 60 fi; Listen +3,

Spot +4
Languages Draconic
AC 17, touch 13, flat-footed 15
hp 27 (4 HD)}
Fort +5, Ref 43, Will +2
Weaknesses light sensitivity
Spd 20 &,
Melee longsword +7 (1dé+1/19-20)
Ranged sling +7 (1d3)
Base Atk +4; Grp +1
Combat Gear alchemist’s fire

Abilities Str 1.2, Dex 15, Con 12, Int 10, Wis
12, Cha &

Feats Alertness, Weapon Focus {longsword)

Skills Craft (trapmaking) +2, Hide +5, Listen
+3, Move Siientl}' 3, Profession {miner}
=3, Search +2, Spot +4

wl
Nl

Possessions combat pear, studded leather
armor, buckler, longsward, sling with
10 stones

25. WELL

This chamber contains a stone well in
one corner, The well extends for 2o feel
before ending in a pool of clear watern
A rope dangles into the well ‘tied to
am irdn spike driven into the wall and
connected o a wooden bucket, The
water in the well is safe to drink.

26. KOBOLD BARRACKS (EL 2)

bunk beds are stacked into

of this room, while heaps of

Three crude
the comers
garbage, old bones and ruined
clothing; cover the floar.

mainly

Creatures: This toom is one of the
barracks for the kobold tribe. Since the
kobolds sleep in shifls, this room is always
pecupled. When the PCs enter, bwo of the
kobolds in the room are playing dice
in the middle, while the other four are
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sound asleep. With a shriek, the gaming
kobolds draw their weapons and attack,
waking the other four.

Kobolds (6): hp 4 cach; Monster
Manul 161,

Treasure: One of the koholds found 4
bag of devouring during his exploration
and, mistaking it for 2 magical bag, has
put all of his loot inside. Currently all
that remaing is 3 gp and a small amber
gemstone worth 100 gp. The bag can be
found with a DC 10 Search check.

97, AUDIENCE CHAMBER (EL 6)

Five dogrs enter this large chamber from
various: directions. In the center of one
wall is a dais, atop which iz a-stone chair

bedecked with tiny jewels

This is the audience chamber of the
kobold chieftain. He rarely leaves this
room, out of fear that Barple might
come to issue him orders and mistake
one of his minions for the chieftain, thus
dethroning him,

Creatures: Sitting in this chair v

tierce kobold wearing a necklace of

silver bones. The kobold chieftain

is probably aware of the PCs by the

time they reach this chamber, and

thus unsurprised. As such, he has 3

pair of kobold bodyguards and four

other kobolds here to protect him.

The kobolds attack the moment the

PCs enterthe room.

KoeoLo CHIEFTAIN CR4

Kobold warrior 4/rogue 3

LE Small hummanoid {reptilian)

Init +8; Senses darkvision &0 fi.; Listen +6,
Spot +6

Languages Common, Draconic

AC 20, touch 15, flat footed 16; Dodge

hp 35 (7 HO)

Fort +6, Ref +8, Will +2; evasion

Weaknesses light sensitivity

Spd 30 fi.

Melee muwk shortsword +12/+7 (1d4—1 1920}

Ranged sling +11/+6 (1d3)

Base Atk +6; Grp +1

Atk Options sneak attack +2dé

Combat Gear pation of cure moderate wounds (2)

Abilities Sir 9, Dex 18, Con 12, Int 12. Wis
13, Cha &

5Q trap finding, trap sense 41

Feats Dodge, Impraved Initiative,

Weapon Finesse
Skills Balarice +6; Craft (trapmaking) +3,

Disable Device +7, Escape Artist +10, Hide

+14, Jump 41, Listen +6, Move Silently

+10, Open Lock +10, Profession [miner)
+2, Search 49, Spat +6, Tumble +10, Lse

Rope +4 {+6 bindings)

Passessions combat gear, o1 studded leather
armof, masterwork shortsword, sling with

10 stones, necklace of silver bonesworth

150 pp, gold key worth 10.gp

Kobolds (4): hp 4 each; Monster Man-
nal 161,

Elite Kobold Bodyguards (z): hp 22
each; see page 23,

Treasure: Aside from the gear carried
by the kobolds, the throne is covered in
what appear to be liny jewels, While
most of these are worthless bits of
glass, two are actually topazes worth
500 gp each.
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28. CLOSET

The door:to this chamber is not locked,
but the edges are stuffed with bits of
cloth. A DC 10 Listen check at the door
reveals a fainl singing noise coming
from the other side. Once the padding
is removed, the singing i automatically
hieard. This chamber contains a magic
urn that the kobold chieftain found loog
irmitating Lo keep.

Treasure: Inside this small room is a
gilyer urn that continuausly sings an old
elven lullaby. The urn is worth 200 gp,
but anyone earrying it lakes a —10 pen-
alty on Move Silently checks, The urn
has the ability to put the statue in area
a3 tosleep. A dispel magic causes the utn
to cease ifs singing for 1d4 rounds.

29, CHIEFTAIN'S BEDROOM (EL 2j
The door to this room is locked, requir-

ing 2 BC 30 Open Lock check to open.

chieftain in area 28 opens this doorn

This simall chamber contains a simple bed
and a stoutwooden chest. A reptilian scent

hangs thick in the air,

Thisis the bedchamber of the kobold
chieftain. Although he rarely uses it
for sleep, he does keep some valuable
ireasure in his chest, protected by a
trap. A DC 20 Search check of the room
uncovers a copper key hidden under the
bed. This key opens fhe chest without
selting off the trap.

Trap: Anyone attempting to open the
chest is attacked by a poisoned needle
that springs out of the lid:

Poisoned Needle Trap: CR 23
mechanical; touch trigger; repair resetf;
lock bypass (Open Lock DC 30); Atk £15
melee (1 plus poison, needlel; poison
{ereenblood oil, DC 13 Forlilude save
resists {poison only), 1 Confidz Con);
Search DC 22, Disable Device DC 17.

Treasure: Tnside the chest is Sco sp, 150
gy sovall emerald-st udded silver bracelet
worth oo gp; and a wand of detect magic (42
charges). There is also a note from Bargle,
ordering the kobold chieftain to be on the
lookeut foradventurers and to make sure
not ta allow them to proceed to the lower
dungeon level.
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30 GUARD ROOM (EL 4)

This chamber is identical to area 24,
except that one of the kobold body-
guards carries a potion of gaseous form.
The kabold does not know the function
of the potion, and dares not drink it.

31. KITCHEN (EL 1/2)

A large fireplace stands in the north wall of
this:raom, with 2 spit over the open flames.
The carcass or the spit looks suspiciously

like that of a dog,

This isthe kitchen for the tribe of
kobolds. There are few provisions here,
with the tribe mstead relying on whal
food their scouls on the surface can
find, The musled pots and pans in this
chamber are of little value.

Creatures: A puir of kobolds tends
the fire in this chamber, preparing
meals for the test of the tribe, While
one wields a long cooking knife
imstead of a spear (dealing 1dg—
points of damage), the other grabs the
hot spit off the fire and atiacks with
it [dealing 1dg—1 points of damage
plus 1dg points of fire damage), They
charpe any intruders.

Kobolds (2): hp 4 each; Monster Man-
ual 161,

32. MESS HALL (EL 3)

Two long tables dominate this chamber,
around which sit a3 dozen. broken and
battered chairs. Scraps of old meat, broken

bones, and rotting leftovers litter the floor.

This chamber is the mess hall, used
by the kobolds to eat their meals. The
floor in this room is covered in greasy,
rotting leftovers, increasing all Balance
and Tumble DCs by +2:

Creatures: Eight kobolds are haying
a meal in this chamber when the PCs
arrive. They start the combat by throw-
ing their food platters at the intruders
(ranged —1,1d4—1 nonlethal), before draw-
ing spears to attack.

Koholds (8): hp 4 cach; Monster Man-
uel161.

Treasure: One of the tarnished sets of
silverware in this room is actually made

of pure silver and is worth zo gp ildis-
covered with a DC 15 Search check.

33, KOBOLD BARRACKS (EL 4)

This chamber is identical to area z6,
except that there are only two bunk
beds here instead of three Directly
south of this chamber is a set of stairs
that descends to the second level of the
dungeon, ending inarea 57.

Creatures: Two ordinary kobaolds are
resting inthis room, along with a pair of
kobold bodyguards, who are busy play-
ing 4 game involving a ral, an apple core,
and a pairof slicks:

Kobolds (2): hip 4 each; Monster Man-
wal 161,

Elite Kobold Bodyguards (z): hp 22
each; see area 24,

Treasure: The wager between the
kobolds amounts to 27 gp and a piece of
blue quartz worth 10 gp.

34, WARNING

This small chamber is full of banes and
other refuse. A message is written on the

south wall,

This room is used as a garhage pil for
the kobolds, Any character who spends
more than 1 round in this Toom must
make a DC 10 Fortitude save or be sick-
enied for 1da mimates: The writing on the
south wall 15 m Draconic. It Teads, "Oil
bugs this way—keep out!”

Wihile the southern door is not locked,
it leads only to 2 small chamber and
another door. That door is locked, requir-
ing a DC 3o Open Lock checkto open.

35. PILLAGED STATUE (EL 4)

IHis ruined cHamber has a cracked and
broken statue that looks like'a wizard.

The statne in the southwest corner
is gimilar to the one in area 2z, buf its
contents were looled long ago when the
statue crumbled. The top hall of the
statue lies in ruin around its base. The
stone orb used Lo open it 1s nowhere ta
be found.

Creatures: A pair of oil beetles reside
in this room, and move to attack any




who enter. These 3-foot-long red-and-

black beetles bear strange tubelike

stalks on their backs and large,

snapping mandibles.

1L BEETLE CR2

K Small vermin

Init +2; Senses darkvision &0 f,,
tremorsense 60 fl.; Listen +0, Spat +0

AC 17, touch 13, flatfooted 15

hp 16 (3 HD)

Fort +4, Ref +3, Will +1

Spd 40 fi., burrow 101,

Melee bite 44 {2d641)

Ranged oil spray +5 touch (blisters)

Base Atk +2; Grp -1

Special Actions oil spray

Abilities Str 12, Dex 15, Con 12, Int —, Wis
10, Cha 9

SQ vermin traits

Skills Jump +5

@il Spray (Ex) As a standard action, an oll

beetle can spray a jet of caustic fluid
through a special nozzle on its back,
This requires a ranged touch attack.
Anyone hit by the fluld must make a DC
L4 Fartitude save or become sickened
with painful blisters. The victim
receives 3 new Fortifude save each day
to avercame the infection, which can
be treated using the Heal skill, The
blisters dan alsa be cured with a remiouve
dizease or similar effect. The save DC is
Canstitution-based and includes 342
racial bonus,

36, TRAP ROOM (EL )

Three doors lead out of this chamber to

the north; east, and west. In front of

WESETh I.!'.'.'\'ll' are the smeared remains of

some-gigantic bug, ks pu ver|z

surrounded by a slippery stain of oll,

Trap: Directly in front of the western
door is a pressure plate that canses a
stonie piston to descend from the ceil-
ing and crush anything underneath
it. The trap is triggered by anyone

atlempting to open the door (which
itself swings inward toward are 37).

Stone Piston Trap: CR 2; mechanical;
loeation trigger; automatic reset; Atk 416
melee (4406, stone piston); Search DC 2o,
Disable Device DC 20.

37. BEETLE LAIR (EL &)

Maounds of earth and stone are piled about
this room; partially obscuring a stonechest

i"l Qne corner,

Creatures: This is the primarily lair
of the oil beetles. Four of the dangerous
vermin are in this chamber at all times,
keeping watch over a duster of egos in
the corner. They attack any who enter
this raom. Due to the upturned earth
and stone, all of the squaresin this room
are considered difficult terrmn,

Oil Beetles (4): hp 16 each, see page 25,

Treasure: The stone chest in the cor-
ner must be unburied before it can be
apened, This requires a fotal of 5 min-

utes worth of work without tools (half

that time with them). lnside the chest
is 500 gp, a stone orb (used to open the

statue in area 22}, and a pair of hoots of

elvenkind,

38 GALLERY

A faded tapestry hangs onthe south wall of

this ruined chamber, depicting Castle Mis-

tamere as it onc beacon of strength

L A
and order.

Treasure: Once cleaned, the tapestry iy
worth 200 gp and weighs so pounds.

39. BEETLE CHAMBER (EL 4)

The set of stairs leading up to the ruins

above is this room’s only noteable feature.

The stairs in this room lead up to area
16 in the ruins above,

Creatures: A pair of o1l beetles attacks
any who enter this Toom.

0il Beetles (2): hip 16 each, see page as.

40. PIT TEAP (EL 3)
Trap: This entire room is one gigantic
pil trap, placed here by the kobolds to
keep the vermin ta the north out of their
area. Any creature walking through the
center of the chamber sets off the trap.
Spiked Pit Trap: CR 3; mechanical;
location trigger; manual reset; DO 20
Reflex save avoids; 2o ft. deep (2d6, fall);
multiple targets (all targets in the room);
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pit spikes (Atk +10 melee, 1dyq spikes per
target forada+2 each); Search DC 26, Dis-
able Deviee DO 2o,

Treasure: A kobold skeleton les at the
hottom of the pit with a Small +1 woeoden
shield still strapped to its arm.

41.5TAIRS

A single set of stairs descends from
this chamber to the second level of the
dungeon, ending just north of area 55
Scrawled on the wall in Draconic is the
crude kobold phrase, “Use the other stairs!
Barghe's orders” Although theré isnolhimg
dangerous about these stairs, Bargle
prefers thal the kobolds come to meet him
by using the stairs near area 47.

42 GELATINOUS CUBE{EL 3)

Off to one corner of this room a number
of glittering gold coins can be seen, appar-

ently floating in the air.

Creatures: A gelatinous cube lairs in this
raom. The coins are actnally suspended
inside of il, and anyone who altempts to
grab them withoutnoticing the cube with
a BC 20 Spot check 15 engulted.

Gelatinous Cube: hp 54, Monster Man-
tial 2o,

Treasure: Once the cube is slain, the
few cains inside it can be retrieved, There
are a lotal of 18'gpand 12 sp inside it.

43. HIDDEN TREASURY (EL 2)

The door leading into this chamber is
hidden and can only be found with a DE
a0 Search check,

With a2 low grinding nolse, the ancent
stone door slides open, revealing a pas-
sapeway choked with dust and cobwebs,
clearly unused: for guite some time. just
insice the door, a number of musical notes

are carved into:the-wall.

The chamberat the end of the hallway
comtains one of Gyear’s hidden treasuries,
left untouched all these years. His riches
were not left unpratected, though,

Trap: A statue of Gygar standing in
the chamber is-actually 4 magical trap
that can be deactivated by playing the
tune inscribed on the wall. Playing
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this tune requires a DC 2¢ Perform
check. Alternatively, the singing urn
from area 28 sings the same tune and

malkes the check automatically. TIf

the correct tune is played, the statue
15 deactvated for 1d6 minutes. If an
incorrect tune is played, or no music
15 played at all, the statue attacks the
closest intruder with fiery rays one
round after they entér the room. The
statue continues to fire pne ray sach
round until the correct melody is
played or the intruders finally leaye
the room.

Scorching Ray Trap: CR 3; magical;
location trigger; automalic reset; Alk +3
ranged touch; spell effect (scorching ray,
yrd-level wizard, ado fire); Search DO 27,
Disable Device DC 27,

Treasure: Both of the iron chests in
this room are loeked and bolted to the
floor: They can be opened with a DC
20 Open Lock check. One chest con-
tains ancient leather bags full of coins,
one with 1,000 cp, two with 100 5p, two
with 100 gp, and one with 5¢ pp. The
other chest contains a Small +1 chain
shirt; 2 potions of cure light wounds, a
scroll of fireball, and a seroll of protec-
tion from evil.

44. SPIDER DEN (EL 4)

Thick:webs are strung between the floor
and ceiling of this small chamber, abseiir-
ing the carners of the room.

The webs in this chamber hampet
movement. Anyone wishing to move
through them must make a Db
Strength check or a DO 1z Escape frf-
ist check, Success allows the character
to meove at hall” speed. The spiders can
move freely through their webs.

Creatares: Thiz room 15 home foa
number of monstrous spiders. While
lhey normally hunt the koholds and
beetleés, they are always on the look-
out for a fresh meal. They attack any.
one who enters this chamber and are
drawn to investigate any disturbances
in the hallway.

Medium Monstrous Spiders (3): hp 11
each: Monster Manual 288,

45. HANGING FOOD

rebbing hang from the

. some 'of which

This is where the spiders store their
meals, allowing them to mpen until they
are ready to be eaten. Fine silk strands go
from this room to area 44, alerting the
spiders there to any intrusion here,

Treasure: A DC 20 Search of the
corpses here Teveals a pair of small belt
pouches. One pouch contains 2z op,
while the other contains 4 cp and a tiny
greeT quarts worth 1o gp;
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46, DEAD EXPLORER

The skeleton of an elf lies sprawled across
the flaor in the far corner of this room:

Eighteen years ago, an elf explorer fell
victimn to one of this dungeon's numer-
ous dangers, stumbling all the way to this
chamber hefore he perished. Written i
elven on the wall above the adventurer is
the phrase, “Beware yellow mold.”

Treasure: While most of his gear has
rotted away, his masterwork longsword
and spellbook still remain. The spell-
ook contains the spells detect magic,
miaic missily, and sleep.

47, ALCOVE

& cr\fst;l statue stands in this alcove, bear-
ing a striking resemblance to Bargle. The
statue glowers out at any who would pass
beyond it to the stairs leading dawn.

The statue is heavy and of little value.
The stairs descend to area 49.

48. RAT DEN (EL 3)

Ome corner of this small, unused chamber
iea hest of torn bits of cloth, old banes, and

troken weapans.

Creatures; A host ol dire rats nestin this
chamber, scavenging from the kobolds
for food. They rush out from their nest to
attack if disturbed in any way:

Dire Rats (4} hp 5 each, Monster Man-
el B

Treasure: Hidden in the bottom of the
dire rat nest is a finely crafled masterwork
cold iron shortsword. 'The weapon can be
{ournd with 2 DC 15 Search check

LOWER DUNGEON

Originally a small subbasement of
Castle Mistamere, this level has been
greatly expanded by Bargle, All of the
creatures on this level ave loyal to him,
recruited specially to guard him and his
work. Unless otherwise noted, all of the
walls, ceilings, and floors of this level
are made from stone masonry and all
of the doors are made of strong wood,
None of these doors are stuck; and few
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are locked. Most of the chambers are lit
by sputtering torches ar simple lanterns
hung from the ceiling.

49. GUARD ROOM (EL 3)

This: small chamber bears a stone bench
along the far wall. A'single door exits this
chamber, whilea passageway leads to stairs

going Wp.

"The stairs in this room Tise up to the
first level of the dungeon, ending in
area 47.

Creature: A single ogre guards this
room and is under orders to slay
anyone other than the kobolds or Bargle
himeell [fhe detects intruders, the ogre
bellows a warning to the ogres in area 51
and attacks:

Ogre: hip 20; Monster Manual 199.

50, OGRE BARRACKS (EL )

This chamber features a pajr of gigantic
beds, one of which Is oecupied by a large

sleeping figure.

Creature: Unless the alarm has been
raised, this chamber contains a sleeping
ogre whose Joud snores give him a —
penalty on Listen checks. If warned, he
is instead only pretending to be asleep
and springs up to attack the moment any
character draws within reach.

Ogre: hp 29; Monster Manual 199.

Treasure: The ogres keep their meager
belongings in this chamber. Underneath
one of the beds is a bearskin bag conlain-
ing 400 gp and a fine silver candelabra
worth 5o gp.

51. OGREDEN (EL &)

A glgantic table sits in the middle of this
room, with huge tree stumps araund it for
chairs. The carcass of 2 large boar rests in
the center of the tabie, flies |'JUI?II1_E rrli_’rili;,'
around it.

This room is the primary den for
Bargle's ogres. Three of the brutes are
here most of the time, eating, drinking,
or gambling. The table in this room is
nearly 5 feet high and Medium or smaller

characters can duck underneath it to

gain cover from the ogres.

Creatures: 1f warned ol the PCs’
approach, the ogres are waiting for them
in this chamber with weapons drawn. If
not, the three are enjoying their meal

and must stand up and draw their weap-

ons on the first round of combat,

Ogres (3): hp 2o each; Monster Man-
uil 199,

Treasure; Aside from the 5 gp carried
by each ogre, one of these ogres wears
a silver amulet with a "BY inscribed on
the front. The amulet iswarth 25 gp, but
more importantly anyone wearing it is
not attacked by the statues in area 53 or
aTead 590,

52. 5STORAGE

Large crafes, sacks, and barrels are stacked
in this small roam. A wooden door | the

southeast corner stands ajar.

This chamber is used to store all of
Bargle's stolen provisions, and contains
a secret door requiring a DC 30 Search
check to locate, Behind it is a small
chamber hiding another secret door
which also requires a DC 30 Search
check to locale. Inside this hidden
chamber is a small sack confaining 50
gp as a ruse to get intruders to turn back
before finding the second door

53, TAPESTRY ROOM (EL 2)

A huge tapestry dominates the eastern
wall of this room; all but obscuring & small
passageway behind it. The tapestry depicts
Bargle, loaming like a giant over the ruins
of Castle Mistamere with all the surround-

ing lands set ablaze,

The tapestry hangs just a foot above
the floor, making il nearly impossible
to bypass it without disturbing it, The
tapestry radiates moderate illusion and
transmutation magic.

Creature; Bargle set up this tapestry to
stop wonld-be intruders. If the tapestry
is touched without first saying “All Hail
Bargle," a 6-foat-tall erystal statue in the
likeniess of Bargle steps forth from the
tapestry and attacks while a magic mouth




spell placed on it cries oul, "Who dares Treasure: The tapestry weighs 150

invade my fortress?” pounds and is warth soo gp,

Living CRYSTAL STATUES (2) CR2 34 ALTAR

M Medium construct

tiny gold Key used to disarm the trap in

area 56,

56. BLADE TRAP (EL 4)

Init =1} Senses darkvision &0 ik, low-light Inthe ¢ IR qall chamber cont s-plain-loo
vision; Listen -0, Spot +0 ing column at it center

AC 16, touch 9, flat-footed 16 ; altarisa [

hp 424 HD) {5:3 Trap: This column hides farge blades

Fort +1, Ref <0, Will =] the base. that spring oul if anyone enters the

Spd 301 &,

Melee 7 slarms +7 {1d&.4)

Base Atk +3; Grp +7

Abilities Str 18, Dex 9, Con —, Int —, Wis
10, Cha 10

SQ carved appearance, construct traits

Skills Disguise +8

Carved Appearance (Ex) A c-r-:,'slulul-llx.f.uﬁ:__r

Bargle rarely has time to have an
andience

instead

with all of his minions,

allowing them to make
offerings here for him teo claim later.
The door leading south out of this
chamber is locked and réquires a DC
25 Open Lock check to open.

statue is often carved to ook like another Treasure: Bargle's minions leave féw
creatiire, Although far from perfect, things of Lrue value here an the altar.
this gives the erystal living statue a Currently there is 28 ¢p, 15 sp, and 4.0p
+8 racial bonus on Disguise chiecks to spread around the altar, along with 2
impersonate (at least in appearance) the dead rat, two baliling fingers, and a potion
greature they are carved to resemble. of cure light wounds.,
This bonus does not apply if the statue

55. GUARD ROOM (EL 3)

This reom and its guardian are identical

is required to speak or is touched. Cnce
set, & living crystal statue’s appearance

A

Lo area 49, save that the ogre possesses

cannot be changed.
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room. Tiny keyholes on the wall of the
north and south corridors both allow the
trap to be disarmed, and can be found

with a DC 2o Search check. The trap can

be disarmed with a DC 25 Open Lock
check or by using the key from the ogre's
pouch inareass

Spring Blade Trap: CR 4 mechanical;
location frigger; manual reset; spring-
ing hlades (Atk +15 melee; 1d4 blades per
target for 1d8+3 each); multiple targets
iall targets in the room) Scarch DO a5,
Drisable Device DC 200

57, RUINED STUDY (EL 5)

0 two chairs arranged

enlace on the south
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wall of this room. A faintly flickering torch
is the only light source here, mounted on

the north wall

This chamber was once one of Bar-
gle's sludies, but since a pair of shad-
ows moved in, he no longer uses it, As
a resull, the room has fallen into dis-
repair. The staircase to the west leads
up, ending south of area 33.

Creatures: While the shadows are
on friendly lerms wilh Bargle, they
attack any other creatures who enter
this room, pursuing them as far nort b
as arveas se or 68 it they flee,

Shadows (2): bp 1y each; Monster Man-
nil 221

Treasure: On a table between the
two chairs is an old book, forgotten
here by Bargle. Titled The Flow of Fear
and Flame, the tome covers all soris
of magical theories and gives 4 +2
circumstance bonus on Knewledge
{arcana) checks if referenced. It is
worth qoo gp.
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58, PIT TRAP(EL 4)

g s A s

59, STATUE GALLERY (EL 6)

Alarge stained rug covers the center of this

otharwise empty chamber.

The door on the north side of this
room 15 locked, réquiring a DC 25 Open
Lock check to open. The one-way door
it the west wall of this chamber can be
found with a DG 25 Search check, but
ganmot be opened Fom this side.

Trap: The center of this Toom con-
tains a large pit trap, designed to open
when more than oo pounds of weight
is applied to-it. The rug is affixed to
the trap door. Once sprung, the trap-
door closes one round later, Lrapping
those in the pit inside. If open, the
lrapdoor can be kept from closing
with-a DC 15 Disable Device check,

Pit Trap: CR 4; mechanical: Tocation
trigger; automatic reset; DC 20 Reflex
save avoids; oo ft. deep (6d6; fall mul-
tiple targets (all targets above the pit);
Search DC 25, Disable Deyice DC 20

Six statues flank this long hallway, thres to

the appears to be Bargle, his

if casting a spell

Creatures: Four of the statues in this
long hallway are crystal living statues.
They move to attack only when a char-
acter reaches the middle pair of normal
statues. A DC 15 Spot check notices their
movement before they strike, avoiding
SUTPTISE,

Living Crystal Statues (4): hp 42 each,
see page 29,

60, CHAMBER OF DOORS (EL 5)

Four doors ledd out of this rectangular

thamber, two to the south and one each

to the east and west. A :--:'.-'_1rr1ir!g voice calls

aut from the center of the room, *
yau have entered my inner sanctum, Gligss

correctlyand you might live to face me.”




This chamber contains one of Bargle's
more dangerous traps. Three of the doors
m this room are one-way, meaning they
can be opened from inside the room, but
not from the other side, Behind the south-
ern doors are identical empty roorms, large
enough to hold a single Medinm creature,
Nothing happens in these rooms until the
doors leading into them are closed.

When the door to the east i3 closed,
a secrel door reyeals dtself and opens,
leading to area 61, the lair of the dop-
pelgangers. The door leading into this
room caninol be opened until the secret
door is closed. The secret door can be
detected with a DC 20 Search check

When the door to the southeistern
room is closed, anyone inside this cham-
ber is instantly teleported to the center
of area 58, possibly causing them to fall
into the pit.

When the door to the western room

15 closed, a secret door reveals itself

and opens, leading to area 63, the fike
throne of Bargle, The door leading into
this reom cannot be opened until the
secret door is closed. In addition, a trap
dour in the ceiling opens the moment
the secret door is closed, dropping a
human skeleton into the small room
and maling it look like the unfortunate
explorer-was slain. The secret door and
the trap door can be found with a DC 25
Search check,

Creature: When' the door to the
scuthwestern room is closed, a trap
door opens in the ceiling, dropping an
ochre jelly into the roem, Due to the
tight space, the ochre jelly gets a +4
bonus on its grapple checks until the
door is opened. The trap door can be
found with 3 DC 2o Search check,

Ochre Jelly: hip 6o; Monster Manual 200,

&l. DOPPLECANGERS LAIR (EL 5)

Creatures: This room isthe lair of a
pair of doppelgangers. When the secret
door from area 6o is opened, a small

bell rings here, alerting them. They

guickly go down the hall to investi-

gate, both taking on Bargle's form.
Both speak in intimidating and con-
descending tones as they battle intrud-
ers. If they manage to defeat any lone
characters, they quickly assume their
victim’s form and go to meet up with
the rest of the PCs, only to betray them
when facing the real Bargle,

Dopplegangers (2): hp 22 each; Monster
Muanual 67.

Treasure: Underneath one of the beds
is a small chest containing 200 gp and
costume jewelry worth 100 gp {although
it appears to be worth much more to

anyomne failing a DC 15 Appraise check).

62. FAKE BEDROOM

This chamber is made to dppear like
Bargle’s bedroom. Inside the chest,

which is unlocked, are a number of
robes sized for a human, an extra pair
of leather boots, and a pair of potion
vials, While both are labeled “extra heal-
ing,” they in fact contain a deadly poison
[arsemic, DC 13 Fortitude save resists 1
Conf1d8 Con) which can be identified
with a DC zo Craft (alchemy) ot [poison-
making) check.

Atop the table are a3 number of rather
amateur fomes concerming gardening,
skirmish warfare, and polities (none of
which interest Bargle much). The maps
are simple sketches of the region.

Treasure: The only real thing of value
in this room is the silk bedding, which
isworth o gp.

63, FAKE THRONE ROOM (EL 3)

Omn the dais stands the imposing fig-

ure of Bargle, who glares at the party
with contempt and asks, “Whao dares
disturb the mighty Bargle? You shall
pay for your insolence.”

There is a locked secret doar in the
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south wall of this reom which can only
be found with a DC 25 Search check. A
D 25 Open Lock skill check opensit.
Creatures: This is another doppel-
ganger, taking Bargle's guise. The dop-
peleanger starts combat by pretending

to cast a protective spell ‘on himself

[using Bluff) before moving in to
attack with his dagger (Atk +6 melee,
1dgaa). TF the doppelganger manages
to defeat one of the POs
asgumes the corpse’s form and hides
the body with the real Barple in area
65, It he is abont to perish, the dop-

alone, he

peleanger drinks a potion of invisihlity
and flees the room, heading back out
through area b6o.

Doppelganger: hp 22; Monsier Man-
wal 67,

Treasure: The fake
and gear are cheap copies, but his dag-
ger 15 masterwork. He also carries a

Bargle’s robes

potion of invisibility, nunless he already

drank it.
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64, FAKE TREASURY

Treasure: Each chest contains 5,000
cp painted tolook like gold coins, Any-
one handling the coins can attempt
a DO 15 Appraist¢ check to notice the
forgery. Close inspection of the loot
reveals the fraud with a2 DC zo Search
check as well. Atop the piles of coins
are a pair of crystal wands worth 10
gpeach, a dozen glass vials contain-
ing colored waler, and a gnh‘l-lﬂﬂ.infcd
helm. Pespite their appeatance, none
of these items are magical,

65. BARGLE'S THRONE (EL 7)

narble throne bedecked with

wels atop a raised st

[his is the real throne room of Bargle,
The pool in the center of the Toom is
tem feet deep and quite cold. Bargle's
throne is carefiully weighted on Lracks
that allow it Lo slide away with the touch

of ome gemstone on the throne's left

arm (3 move action} This reveals @ long,
darle, winding passageway that ends in
the meuntains behind castle Mistamere.
Just inside this tunnel is a pressure plate
e throne to slide back inta

that causes
place immediately.

Creature: Sitting on-the throne is Bar-
ole the Infamous, his hand pently strok-
ing his lang black beard. By now, he has
prabably been warned multiple times of
the PCs"approach, and a'small bell rings
whenever the secret door leading inta

area 63 1s opened, alerting him fo the

presence of intruders and allowing him
to prepare and cast all of the spells noted.
When the PCs arrive, he says, "I see you
have finally pierced through all my ruses.
I should have known fools such as you
are not 5o easily tncked. The reward for
your cleverness is death.”

BARGLE CR7T

fale human wizard ¥

CE Medium humanoid (human)
A J

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

Languages Common, Driconic, Goblin

AC 19, touch 13, flat-footed 17

hp 19.(7 HD)

Fort +2, Ref +4, Will +4

"Spd 30 fi

Melee +1 dagger+3 [1d4/19-20)
Base Atk +3; Grp +7

Combat Gear pofion of cure maderate

waunds, potion of geseous form, scroll of
summoen manster V

Spells Prepared (CL 7th)
ath—wall of fire

yrd—dispel magic, fireball (BIC 16), hola

person (DC 17)

1 - T Frt
r A BUTEOte™, mirror '.'r.‘uya-",

15t—chorm persen (DT 15} magic missile

S i
shield™, sleep

o—dancing lights; detent magic, mage hand,

read mo

of

IC

*already cast




Abilities Str 9, Dex 14 Can
%, Cha 14

5Q sumimon familiar (none)

10, Int 17, Wis

Feats Deceitful, Craft Wondrous Item,
Eschew Materials, Persuasive, Scribe
Saroll, Spell Focus (enchantment)

Skills Blufl +9, Concentration 410,
Diplomacy +4, Disguise +6, Forgery +5,
Intimidate +6, Knowledge (zreane) +13,
Knowledpe (histony) +5, Knowledge {local)
+6, Spelleraft <15

Possessions brocers-of armar +2, +1 dagaer,
ring of protection +1
Tactics: In combat, Bargle uses his

scroll of sunumon monster V to call a

Medinn water elemental to the pool

Lo protect him. He then casts his most

powertil spells first; starting with wall

af fire to divide the group and following
it up with fireball, He moves about on
his dais, levitating once the PCs draw
too close, bul never moves away from
his throme, If dropped to 5 hit points
or-less; he presses the button on the
throme's left arm and steps into the
tuninel (causing the throne to slide back
into place). If prevented from deing so,
he drinks his potion of gaseous form and
seeps through a crack into the tunnel
behind the throne.

Development: Should Barple
escape through the secret tunmel,
the: PCs might try to follow him.

Finding the righl gemstone to trigger

the throne requires 1 DO 30 Search

check, although trial and error finds
it in 2d6 minutes. The tunnel leads

THE PORTENT

I HaVE
FEMETHING
SRPECIAL FLANMERL
TLRN OFF THE
LidTel

LAST 5TRIF. ..
WE SHILLE Do
SOMETHNG,
ELEBRATE! GO
_OLT N STAE

Ll the lair of a young red dragon
named Venthavaxuos that Bargle has

befriended. The bealen magic-user

might lry to get the dragon to fight
the PCs for him, or he might simply
fly away, only to seek his vengeance
another day, but further exploration is
beyond the scope af this adventure:
Treasure: Aside from Bargle's gear,
his throne is spotted with varicus
small jewels, including 26 red quartzs
worth 10 gp each, 1o pieces of onyx
worth so gp cach, 5 red garnmets worth
100 gpoeach, and a single ruby worth

1,000 £2P-

ob. BARGLE'S BEDCHAMBER

the finest silk she 5. Off to
one side s a 'polished wood table bearing
a singie lit candle. On the aother e 3

stout iron chest

This chamberis Bargle's persanal bed-
room. He spends much of his time here
dreaming of future conguests and even
greater power,

Treasure; The furnishings in this
chamber are quite fine and worth-3c0
£p. The chest contains the true treasures.
It is locked and can be opened with a

key hangitig from Bargle's belt or with a

DC 30 Open Lock skill check. Inside is a
small bag containing 200 pp,a larger bag
with sc0 gp, and a tiny coffer holding a

tric of pearls worth 160 gp each. These

sit atop spare robes, boots, and other
clothes: The chest hag a Bise bottom that
can e found with 3 DC 20 Search check
once the chest is empty. Inside is.a pair
of gauntlets of ogre power, a rope of dlirhing;
a wani of hald person (22 charges), and two
patians af cure maderate wownds.,

CONCLUSION

Alter the PCs handle Bargle, the coun-
cil of the town of Threshold is much
relieved. The group is paid the full
bounty of 1,000 gp if they kill or cap-
ture Bargle, but only half that amount

il they simply drive him away. Unless
slain, Bargle soon escapes from his
prison cell, enly ta plot his revenge on
the PCs at a later date. Bargle is not
4 magic-user to be trifled with, and if
allowed to live, he goes to no end to see
his enemies punished. g

Jason Bulmahn savs: “This adventure
holds a special place for me as the first
one 1 ever played. My first character, an
elf named Thalkin, died in the dining
hall while inspecting a tin plate covered
in yellow mold afler nearly succumbing fo
the harpies’ song. In almost all cases, this
adventure only uses monsters, spells, magic
itemns, and freasure from the origingl Basic
Game, with a _fow pulled from the Expert
Rulebook and more modern sources: Spe-
cial thanks go out to Gary Gygax, Dave
Arneson, and Frank Mentzer for mak-
ing these introductory rulebaoks 5o fun,

entrancing, dnd addictive”

by Peter Bergting

EFARKLERST/
Vo CHEAR
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sh falls on Sharn, In the frozen
depths of a cruel winter an
interno consumed the
lower guarters of the City of Towers.
Like the tainted lungs of a dying

hias

dragon, the belly of the city has blasted
the 1(1-'H':;‘ spires witha poisonous cloud
of ash and soot. To make matters worse,
the city is locked i a blizzard, tainted
by the smoke and transformed into a
black storm of doom, The énd cannol
be far behind, its coming foretold in the
voices of the ravens that feast on the
flesh of the dying. But for the Raven, the

sterin is merely a backdrop, a stroke of

luck that that makes the perfect setting
for his preatest work. It will be a tale
of love, freachery, passion, revenge,
and murder.

“Quath the Raven” is an adventore
of murder mystery and dark horrer for
Sth-level PCs. This adventure isa sequel

to “Chimes at Midnight” in DoneronN
#133 and is also set in Sharn, the illus-
trious City of Towers in the EserroN
Campaign Setting. As the adventure is
a murder mystery, you should read it
carefully before running it so as to he
familiar with its twists and turns.

ADVENTURE BACKGROUND

Tthasbeen a tough winter for the residenty
of Sharn, Two weeks past, a mysterious
explosion in the Cogs spawned a fire of
unprecedented proportions. Ashblack
and Blackbones conlinue to burn bright,
their foundries fueling the spreading
flanes, The inferny still rages below the
h, ard

mast of Sharn's mages batlle the blaze

city, and the fire brigade, the watc

night and day. Plumes of smoke choke
the sky and black snow fills in torrents
from tainted clouds. The city is blanketed
by a cold darkness,

Amidst this chaos a new killer stalks
the populace. Weeks ‘ago, ANONYIOUS
tales of grisly murder began arriving
at the offices of the Sharn Inguisitive.
Hair-raising and horrifie, these manu-
scripis quickly gained wide popularity
among the readership. However, when it
becarne apparent that these stories were
not works of fiction, the fans' delight
turned to gruesome fascination born
out of dread.

Two dead in as many weeks, snd this
killer, who calls himselfthe Raven, is only
getfing started. His first work, T
Blood," ended with (he exsanguination
of a protessor of literature at Morgrave

£5 10

University. The professor’s drained
husk was found slumped at his desk, his
epitaph scrawled in his own extracted
blood. "Demise of the Cowardly Shifter”
concluded with the death of a spineless
beasthide shifter named Mange. The
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QUOTH THE RAVEN

shifter’s body was found in an abandoned
silver shopin Cassan Bridge called Shin-
ing Star Silver where his killer poured
molten silver aver his head, freeving his
face into a silent scream.

The Raven sends his tales to the
Inquisitive piecemeal in six fragments,
each offering clues to his identity and
that of his prey. Each fragment describes
the stalking of his “muse” and prepara-
tions for their demise. The sixth and
fimal fraement culminates in the story's
chimax, yielding the blood-soaked details
of the viekim's grisly cnd,

Already overburdened with the fires
raging through the Cogs, the Walch lacks
the manpower to hunt the Raven: Now
the first fragment of the killers next
work, entitled "Stars in the Darkness”
has appeared in this morning’s edition
of the Inguisitive. 'The city braces for
maore bloodshed:

But the grim trith behind the Raven's
killing spree is darker than a simple hom-
icidal frenzy. His targets seem random,
butthere is amethod to his madness;, and
the pattern of his murders leads to the
PCs themselves. Bebind the scemes; an
old enemy of the PCs has become their
nemesis; Viktor Sant-Demaim, his body
broken, his sanity demolished, and his
hunger for revenge as strong as ever, is
the real miastermind behind the Raven's
kiling spree.

A few weeks after the PCs toppled
him from the bell tower of the Temple
of Aureon, Viktor found himself locked
in Karvasi Asylum for the Criminally
Insane in Black Arch Distriel, moare
commmonly referred to as “Hell's Heart,”
there to spend the rest of his dismal
days. Tmpotent rage festered inside him,
but Viktor codted his exterior in 4 veneer
of repentance. The inquisitive eventu-
ally convinced the warden Lo allow him
to tutor former students via correspon-
denee from his cell, Viktor chose his pro-
tege carefully.

A young man named Corbin Eldridge,
abused by his alcoholic father before
being turned out on the streets when the
man drank himself to death, had been
a pupil of Viktor's during his days as a
celebrated inquisitive, when he volun-
teered his time teaching Gate of Gold's
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downtrodden children. Corbin bore the

unrmistakable stamp of genius, potent
abilities developed over the course af his
years on the mean streets of Sharn, and
a mind frayed enough by society’s abuse
to prove suitably delinguent for Viktor's
fell purpose,

Saint-Demain wrofe to the youth,
whom circumstance had deposited
in a janitorial position at Morgrave
Umiversity, where he hoped he might st
in on-literature classes. Corbin aspired
to dreams of hterary greatness until a
prickly professor scorned the young
man, kicking him out of his classes.
Viktor supplied a sympathetic eye to
the boy's rage-filled letters, preying om
Corbin's disturbed mind and steering
him to show the world his talents by
murdering the professor and chronicling
it in beautifully crafted prose. The Raven
was borrn, adark angel of Sharn through
whom Viktor could exact his revernee,

Black snow falls. The Raven's plans for
the partyare now close at hand:

ADVENTURE SYNOPSIS
The PCs learn of the Raven’s killing
spree and are asked to examine his lat-
est manuscript fragment in hopes of
stopping the madman before he kills
again. The manuscript leads them to
Mordreia (stape name “Star”), an elven
vizen who table dances at the Glitter-
dust, a watering hole favored by adven-
turers bound for Xen'drik and other
exatic locales. Shadowing or proteclting
Mordreia; the PCs are led asteay by a
former boyfriend stalking the dancer, a
Valenar eli’ she brushed off some time
ago named Jalros Takrain. Atler clash-
ing with Jalros, the PCs learn the reason
for his clandestine surveillance; he has
sensed a sinister presence tollowing her
miovements aver the past few weeks,
The second piece of the Raven's
manuscript leads the PCs to & mourn-
il wasteland of decommissioned light-
ning rail boxcars on a lonesome stretch
of muddy ground in Copsgate. Here, the
PCs clash with early warforged, most of
them in the same sad state of decay as
the menagerie of defective, damaged,
or abandoned lightning rail carts: they
patrol. After avoiding or destroying the

warforged puardians, clues in the Raven’s
writings lead the party to a coach of three:
slanghter-carts whose sides of beel are
tainted witl disease. The PCs find more
than beef hanging on the carls’ chains,
discovering the dismembered remains
of Mordreia, her flesh peeled away from
meat and bone. A kyton servitor of the
Raven attacks {animating chains bearing
maggot-infested sides of beef), and the
PCs find a blood-seaked parchment affer
the fray. The third fragment of the manu-
script deseribes the death of Mordreia in
horrid detail, and alse makes his real far-
get clear. The PCs are his prey.

From there the PCs must track down
the Raven hefore he brings his deadly tale
to a dose. If the PCs returh to find *Mor-
dreia” she hasfled. She is none other than
Vrinn the changeling, a dimgerous ren-
egade Tyrant and former associate of the
mfimnous Viktor Saint-Dernain, The parly
may try to decipher the identity of the man
hehind the nom de plume by inveshigaling
the Raver's past killings. The chies lead the
PCs straight to Viktor Saint-Demain, and
the PCs journey to Hell's Heart to confront
their old adversary.

With precious little time lefl, the party
plays a deadly game of cat and mouse,
doing their best to wrest Viktors plan
from the cagey criminal mastermind.
The final showdown takes place in the
old Gity Archives i an abandoned sec-
bion of the High Walls refugee district,
where the Raven holds the party's friends
and relatives hoslage.

ADVENTURE HOOKS

This entire adventure Tevolves aroumnd
your party. Here are a cuuplu of Ways
to pull the wool over their eyes at the
outsel and make them think they're on
the outside of these bloody murders
looking in.

I am the Law:; The Sharn Waich is
at its wits’ end containing the fires in
Ashblack and Blackbones before they
spread upward and engulf lower Dura
as well. The rampant looting and ricting
accortnpanying he Hatnes ensures theyare
short-staffed, If the PCs are well known
for their heroics in Sharn, they may be
approached by the Waich and deputized
into a special task force dedicated to




hunting down the Raven. This gives the
party the chance to flash a hadge and have
law and order on their side.

Nowhere Left to Turn: Mange is a
cowardly shifter and former lickspittle
of Viktor Sainl-Demain. He realizes
he is being hunted by the Raven when
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he reads episodes of the killer's latest
story, With no friends to turn to, Mange
imstead conlacts the PCs, offering to
turn himself in if they will put him in
protective custody, By the time the PCs
receive his message he is already dead,
and the party finds his body at the scene
of his murder in Shining Star Silver in
Cassan Bridge.

ONCE UPON A MIDNIGHT
- DREARY
Once the PCs take an interest in the
Raven's killings, their firsl task is iden-
lifying his latest prey. The first fragment
of "Stars in the Darkness” contains
several clues, Anyone making a DC 25
Knowledge (local) or Perform (dance)
check gleans hints pertaining to the

nightclub Glitterdust in the manuscript
fragrmient A DC 35 0n either check means
they know adancer there, named Star an
elven woman of such incredible beauty
that men go weak at the sight of her,

BLACK WINTER
The skymages usually see to it that
Sharn's winters stay mild, However, with
fires raging in the Cogs, Sharn’s Cily
Council reqoisitioned the skymages to
help deal with this catastrophe. Without
the skymages asserting their power aver
the elements above, a blizzard descends
on Sharn. What's worse, the coal-hlack
smoke rising like an angry shade off the
burning Cogs taints the storm with poi-
sonous vapor. Soot and snow fall as one
from the heavens, plunging the entire
cityinto darkness. No slorm like this has
bren experienced before on Kharvaire,
and many residents of Sharn believe itis
the sign of an oncoming apocalypse akin
tor Cyre's Day of Maourning

The sun cannot pierce the storms’ dark
shroud, and the only light throughout
the city comes from its everbright lan-
terns, 'The black snow also reduces the
effectiveness of even this light source,
cutting their area ofillumination ig half,
The entire city suffers from constant
snowifall, severe winds, and bitter cold
(Dungeon Masters Guide page 94) through-
out this adventure. In addition to a com-
mon blizzard, the blackened snow and
floating ash threaten to choke anyone
maoying about the city. Bvery hour spent
out of doors, a PC niust make a DO 15
Fortitude save or suffer 1d6 nonlethal
damage from the choking black soat.

Mamny places of business have shut
their doors against the toxic storm. Rag-
wearing prophets, their shaggy manes
of wild hair laden with frozen ash and
their faces blackened with soot, roam the
streets crooning, "The Doom of Sharmn is
at hand!” and "the Second Mourning is
U.PUFI e, ..
blood!" Apocalypse lurks around every
corner. The Raven’s killings only add
to this growing sense of menace, and
the atmosphere of Sharm is thick with
fear. This sense of onrushing cataclysm
should build along with the action of this
adventure, and the storm (as well as the

we shall pay for our crimes of

VIRTORYWHO,

If your party did not play “Chimes:at
Midnight" some revision is in order
to make "Quoth the Raven” enjoyable
for them. The easiest fix is to replace
Viktor Saint-Demain with your party’s
Nemesis and concoct a past connec-
tion between this evil NPC and the
Raveri (akin to Viktor's connection to
the killer). If this nemesis is #t large in
your campaign, simply design a short
adventure or encounter where the
nemesiscan be felled or captured.

If Viktor was slain in “Chimes at
Midnight," do not fear. Saint-Demain
is a man of means, and he no doubt
secured an expensive conlract with
House Jorasco to raise him should he
fall. He was returried to life and then
shipped off by the authorities to Hall's
Heart. If Virinn perished as well, the
changeling could either be raised in'a
similar fashion, or you may substitute
a different changeling operative, per-
haps a member of the Tyrants hired by
the Raven to serve as a patsy,

raging inferno in the Cogs)should inten-
sify as the PCs move towards "Quoth the
Raven's" climax:

STAR OF THE GLITTERDUST (EL 10}
One of Sharn's finest nightclubs and
a hotspot whose clientele ranges from
dragonmarked scions and young nobles
of Sharn's oldest families to underworld
crime lords and rough advenlurers, Glit-
terdust is a den of vice and temiptation
located atop Mark’s Tower. Gorgeous
dancers of both genders and most races
sway alluringly below the red everbright

globes as Brantby and the Jumping:

Horns (the club's resident band) fills the
place with wild music.

The south wall is Brelish glass and nor-
mally overlooks the breathtaking skyline
of Sharn’s cityscape. Now, with the city in
the clutches of Black Winter, the glass is
covered with clinging soot, and falling
ash obscures the glorious towers beyond.
Vachel Thrace, Glitterdust’s owner, pays
anaccomplished illusionist to screen the
glass wall with a phantasmal skyscape
identical in appearance to Sharn's befoge
the Black Winter began (the ultimate
testament to wealthy residents’ ability to
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ignore horrible events that impact the rest
of the city's populace), For a more detailed
account on the Glitterdust, consult pages
So—on1 of the Explorer’s Hundbook,

Creatures: Mordreia is nof at the club.
Kidnapped a week ago on her way home
in the deep of night, the €lven dancer is
being tortured to death over the course
of days in Orien’s Graveyard. Vrinn, the
treacherous cycloptic changeling the PCs
encountered in “Chimes at Midoight," is
st thechab in her stead, dressed to kill in
Mardreta’s alluring form,

Keep in mind that the PCs have
o reason to suspect Mordreia is an
imposter. 1fyou wish to allow them Spot
or Sente Motive checks against Vrinn's
TDisguise check, do it in secret soas not
to provoke the party’s suspicions. Vrinn
plays his role with puissance and draws
upon Mordreia's reputation for being
suspicious of strangers Lo treat the PCs
with disdain and throw frouble their
way. The nightclub security consisls
of several burly hobgoblin bouncers in
black glamersuits, and an egre cooler
nmamed Urnsk,
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Urusk enjoys his position as
head of security at Sharn's
sharpesl club. The brute
dresses the part, wearing a
fine brocaded cloak over his
armor and a ruby-studded ring
on one of his tusks, He nurses a
erush for Star; and if the PCs
approach Vrinn while he is
performing in the club, the
changeling rebukes them
and creates a scene to draw
Urusk’s mterest, The ogre
snaps his fingers and four
of the black glamersuited
hobgoblins fall in at his
heels as he strides up to
challenge the party and
“escort them out.”
Hobgoblin Bouncers, hob-
goblin fighter 5 (4): hp 47
each; Dungeon Master’s
Guide 117 with the fol-
lowing changes: The
hobgoblins wear +1 gla-
mered breastplates, and carry no shields.
Switch ont Exotic Weapon Proficiency
{hastard sword) for Improved Unarmed
Strike, and change their Weapon Focus
and Specialization to unarmed as well.
AC 1o, touch 12, flat-footed 16, Melee
umarmed +o (1d3+5)
Urusk, CN ogre barbarian 4: hp 70,
Monster Manual 195, Urnsk’s catries 2 #1
merciful greafclub.

MORDREIAS DOUBLE (EL 10)

Vrinm isacrazed changeling and former
Tyrant who specialized in larceny before
Viktor Saint-Temain apprehended him.
Months [ater, after Viktor was denied
admittanee into the Warning Guild, the
inquisitive sprung the changeling to aid
in his plan for revenge.

Life on the outside has not treated
Vrinn well. The Tyrants did not take
his defection from their secretive cabal
lightly, The doppelgangers hunt Viinn
without rest, and he avoids detection by
constantly shifting disguises. The first
time Vrinn received a message from the
Raven, he went deeper underground
haping the erazed killer would lose him.
The Raven proved too canny to evade,
and threats of heing skinned alive and

fed to the ¢rows eventually persuaded
the changeling to aid him,

Vrinn has never beem sound of
mind, believing (mistakenly) that
he is descended from the cyclopic
civilizations of Xen'drik, but he is one
of the most skillful impersonalors in
all of Sharn. Vrinn studied Mordreia
in secret for weeks in preparation for
this role, and adeptly keeps the PCs
spinning their wheels while the Raven
lortures the real Mordreia to death in
Orien’s Graveyard., Vrinn is aware of
Talres Takrain's stalking of Mordreid
and pretends to be terrified of the
Valenat ranger.

if the PCs do not notice Jalros
shadowing Mordreia, the changeling
points it out subtly via hints like, “1 feel
like I'm being watched,” and “Sometimes
the shadows on the reoftop across the
street seem alive.”

If Vrin's disguise is compromised
at any time, he flees. While he is
impersonating Mordreia, Vrinn knows
nothing beyond his part as a dupe in
the Raven’s schemes. He does not
know about Orien's Graveyard, or the
Raven's plans at the Old Gity Archives.
If captured he can only profess his
déep-seated fear of the Raven. During
this part of the adventure Vrinn does not
carry his Weapons oT armor.

Vaiun  CR 10

Male changeling rogue 10

CE Medium humanoid (shapechanger)

tnit +5; Senses Listen +11, Spot+11

Languages Common, Halfling

AC 23, touch 15, flat-footed 18; improved
uncanny dodge

hp 47 (10 HDY)

Fort +4, Ref +12, Will +3 {+5 vs. sleep and
charm); evasian, slippery mind

Spd 30 fi. :

Melee +3 icy burst degger +15{+10
{1dd+2{19—2D plus iy blrst)

Base Atk +7; Grp +6

Atk Option sneak attack +5d6

Combat Gear potion of nendetechion (2},
potion of shield of faith (+4)

Abilities Str 8, Dex 20, Con 12, Int 13, Wis
10, Eha 16

5Q miner change shape, trapfinding, trap

sense +3
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Feats lron Will, Quick Change, Skill Focus
\Disguise), Weapon Finesse

skills Balanice #6, Bluff +1%, Climb 43,
Diplomacy +15, Disable Device +8,
Disguise +29 (431 acting), Escape Artist
+17, Gather Information +6; Hide +15,
Listen +11, Move Silently £15, Open Lock
+11, Perform {dance) +8, Spot +11, Lise
Rope +8

Possessions combat gear, +2 studded leather
armor, +3 icy burst dagger, amulet of
natural armor +3

Minor Cﬁange Shape (Su) Vrinn ean
alter his appearance as though using a
disguise self spell that affects his body but
not his passessions: This ability is niot
in fllusory effect, but a minor physical
alteratian of his facial features; skin

color and texture, #nd size, within the

limits described for the spell. Vrinn can
wse this ability at will, and the alteration
lasts until he changes shape again.
Vrinn reverts to his natural form when
killed. & true seeing spell reveals his
riatural form. When using this ability to
create a disguise, Vrinn receives 2 +10
circumstance bonus on Disguise checks.
Using this ability is a move actign.

STAR STALKER (EL 10)

Life has never been kind to Mordreia,
During the Tast War, her fown in Cyre
wils brulally destroved by a renegade
band of Valenar turned bandit when
the Cyran coffers tan dry and refised
their pay. The outlaws put everyone
Mordreia knew to the sword. They
would have ravished her and left her

for dead as well, but 2 ranger among
them intervened on her behalf] slaying
the rest of the bandits,

This was Jalros Takrain, and as many

men do, he fell in love with Mordreia

at first sight. Mordreia bore him no
love, bul stayed with him to survive
the war-torn landscape of Cyre. The
two fled to Breland just before the Day
ol Mourning. In the aftermath of the
wit, Mordreia was left withont family,
friend, or country. She left Fakrain
when she was offered asylum by the
Brelish government, Takrain was not
as lucky, and was sentenced to two
years-hard labor for his part in war
crimes (his semtence reduced thanks
in part to Mordreia's testimony). Jalros
tinished his sentence two weeks ago
and immediately headed Lo Sharn
to try and rekindle his relationship
with Mordreia,

The danicer rebuked him, but as Jalras
was aboul to stride away into the gold
and lonely night he sensed someomne
watching from the shadows. Jalros
began following Mordreia in hopes of
discovering this sinister presence. Sadly,
Jalros's hard prison Lerm mingled with
Mordreia's scathing rebule damaged his
spirit, and the ranger has taken to drink.
On the night that the Raven abducted
Mardreia and Vrinn replaced her, the
elf was slumped unconscious over 2
bar stool.

He has noticed Mordreia acting
strangely recently, but has no idea
that she has been replaced. He
continues to walch her, tiphtening
his surveillance since the Inguisitive
published the firs! section of “Stars in
the Darkness." Every night he stakes
out Mardreia's apartment in Oakbridge
District, positioning himselfacross the
cobhlestone road in the upper level af
an old mannequin factory.
JALROS TAKRAIN CR 10
Male elf ranger 10
CG Medivm: humanoid
Injt +3; Senses low-light vision; Listen +13,

Spol+13
Languages Comrmon, Elven
AC 18, touch 13, flat-footed 15
hp 60 (10 HD)
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Fort +9, Ref +10, Will +7; evasion
Spd 30 1. e
Melee +1 keer Valenar double scimitar
+15/+10 (1dé+4/15-20) or
+1 keen Valenar double scimilar +13/+8
(1d6+4/15-20) and
+1 keen Valenar double scimitar +13/+8
[1de+2f15—20]
Ranged mwk throwing axe +14
(1d6+3)
Base Atk +10; Grp +13
Atk Options favored enemy construct
+2, humanoid (alfling) <2,
hurmanoid (human) +6
Spells Prepared (CL 5th)

and-—barkskin, cure light wounds

1st—endure elements, resist enegry

Abilities Str 16, Dex 17, Con 14, Int 10,
Wis 14, Cha 8

Feats Endurarnce, |riproved Two Weapan
Fighting, Iran Will, Exotic Weapon
Proficiency (Valenar double scimitar),
Stealthy, Track, Two Weapon Fightirig,
Weapon Focus (Valenar double scimitar)

Skills Climb <10, Craft [weaponsmithing)
+8, Hide +18,_Jump +8, Knowledge
(nature) +5, Listen +12, Move Silently
+18, Profession (poel) +5, Spot +12,
Suryival +11

Possessions +2 studded leather armar,

+1 keen Valenar double scimitar, 4

masterwork throwing axes, canvas

worker's tunic and leather worker's boots,

six sheafs of parchment with love poems

composed in honor of Mordreia

Tactics: If the PCs discover him
hiding in the old mannequin factory
and approach him, Jalros assumes
the PCs are affiliated with Mordreia’s
sinister shadow. The ranger hides
among the mannequins in the
northwest corner of the room. He
hurls his axes at anyone entering the
room, targeting humans first. He then
draws his double scimitar and goes to
work. If anyone attempts to parley with
him, a DC 2o Diplomacy check (wit
4 —1o penalty if made as 3 full round
action) is enough to make Jalros pause
and hear the PCs out: Ifthey suceeed in
‘convincing him they mean Mordreia no
harm he surrenders,

It defeated. or if he surrenders;
Jalros is able to relay two important
facts: someone has been following
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Muordreta for weeks (long hefare the fivst
manuseripl fragment of "Stars in the
Darkness” wis téleased) and Mordreia's
actions in the past week or so have
been a litile uncharacteristic (this may
be enough to get the party to scrutimize
and "out” Vrinn).
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DEEP INTO THAT
DARKNESS PEERING

"The BCs receive the second fragment of

“Stars in the Darkness” two days after
the first. A DC 2o Enowledge {local) or
{architecture and engineering) check
allows a PC to connect the images in the
frapment to a lonesome patch of muddy
earth in Cogsgate referred to as "Orien's
Graveyard.” A result of 30 or better on
either check informs the PC that the
Graveyard isTun by a dangerous arachnid
warforged named Spider. Lighining
rail coaches irreparably damaged in
the heated violemee of the Last War,
Tun down from overuse, or otherwise
rendered moperable find a home here
ona siretch of lifeless ground.

WEB OF THE STEEL SPIDER (EL 11}

The quagmire aof Orien’s Graveyard runs red
with rust bleeding from the sagging car-

casses of rent steel rail carts. Old armored
models from the days of the Last War are.
riddled with scorch marks and jagged tears:
Others gutted |:'3r arcane fire, victims of sab-
otage'ar derailment, are now nothing mores
than charred masses of twisted metal,

If the PCs played through “Chimes
at Midnight” they pass the familiag
wreckage of two.rail carts crushed
together, casualties of a brutal head-
on collision.

Creatures: Before the PCs reach
Maordreia’s rail coach prison they musl:
contend with the Graveyard's denizens,
Several dozen warforged gathered im
“Orien’s Graveyard” afler the actord
at Thronechold, Many of these sad
souls are as tattered and broken as the
landseape of rail carts they wander. Mosl
were maimed in the Last War and are
mussing one or more limbs. Others were
abducted and abused or permanently
distigured by anti-warforged extremists
in the days immediately following
Thronehold, and now hobble about the
Graveyard with half their heads caved
in, or with missing eyes. Most hide from
intruders or, rendered hopelessly insane
by their torments; simply pibber at them:
n;:mnsensi:_all}'. But a few have banded
together under the leadership offa petiy
tyrant with the Tower body ofan arachmnid
named Spider.

Spider serves as judge, jury and
executioner in the Graveyard; though
he usually dispenses with the first
two. He hates all non-warforged with
a passion, and sees the Graveyard a8 a
treasured sanctuary where fleshbaps
do not interfere. Spider's gang includes
a tofal of mine Graveyard Sentinels, all
veterans of the Last War They do not take
lightly to intruders and prepare a deadly
ambush in g boltleneck of rail carts
near an old arcane crusher once used to
reduce abandoned coaches fo a brick of
compacted metal.
SPIDER CR7
Male warforged rogue 3/fighter 4
LE Medium construct (living construct)

Init +1; Senses Listen +3, Spot 43
Language Commion
AC 19, touch 11, flat-footed 18
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ARACHNID CHASSIS
(EMBEDDED
COMPONENT)

These experimental components were
developed for elite warforged scout
units in hopes of giving them an edge
over the Valenar elves' mastery of
stealth warfare. This embedded compe-
nent replaces a warforged's lowertorso
and legs with a construct version of an
arachnid form giving the warforged an
appearance not unlike a drider. Spider’s
version of this component is a gift from
2 mad warforged artificér contact who
fashioned: the arachnid chassis out of
cannibalized arms of other warforged.
The chassis gives its wearer a climb
speed of 2o feet and gives him a 30-
foot enhancement bonus to his base
land speed. In addition the chassis
grants him an additional attack per
round at his highest attack bonus with
ane of the arachnid’s legs that inflicts
1d® bludgeoning damage (plus the
warforged’s Strength modifier). This
extra attack does not stack with any
magical effect that grants extra attacks
{such as a speed weapon or the haste
spell),

Moderate transmutation; ‘'CL 7th;
Craft Wondrous |tem, spider climb,
haste; Price 30,700; Weight 5o Ib.

Spd 20 ft.

Melee mwk greatclub +8 {1d 1045}
Ranged mwk throwing axe +6 (1dé+d)
Base Atk +4; Grp +6

Atk Options sneak attack +2d6

Abilities 5tr 15, Dex 12, Con 14, Int 8, Wis
10, Cha &

50 wartorged traits

Feats Adamantine Body, Improved Fortification,
{ron Will, Weapon Focus (greatclull), Weapan
Specialization (greatelub)

Skills Climb +1, Jump +0

Possessions masterwork greatclub
tfashiened from torn-off [imbs of other
watforged), 4 miasterwark throwing axes
Tactics: The senhinels and Spider take

up positions as shown on the map after

Spider uses his wand of shield of faith on

the sentinels and himself. The sentinel

standing at the far end of the gutted

rail ‘carl in the centerof the map bears
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a crimson spider design blazoned on his
chest. He pretends to be the Spider and
parleys with the party, asking them their
business i the Graveyard.

The other sentinels stand completely
motionless behind cover and should not
be visible o the party unless they have a
ring of x-ray vision or make use of some
other divination magic, Give the PCsa DO
25 Spot check to notice the crane’s jaws
positioned above the central cart.

If the Pis advance on the warforged
calling out to them he eries out a signal
to the others. 7 PCs step into the gutied
cart, the sentinel manning the crane
Activates it and snatches up the carl as a
standard achon, and asa move equivalent
action he drags it skyward 5o feet. On
the following round he maneuvers it
above the arcane erusher and drops it .
Anyone caught in the crusher takes 6d6
bludgeoning damage and 4d6 electricity
damage per round until they escape. A
DG 25 Reflex save halves the damage. A
D 25 Strength cheek jams the crushing
walls for a round, resulting in no one
inside taking damage.

I some or all of the PEs aveid the
gutted céntral cart by moving around it,
the sentinels atop the stacked rail carts
push the topmost one off the pile with 2
DG 15 Strength check (two of them aid the
third). Anyone below suffers 6d6 damage
and is pinned beneath the wreckage {4
DC 18 Reflex save halves the damage and
ayoids the pin),

Meanwhile, the three sentinels hiding
in the armored cart hurl axes at the PCs
throwugh the windows, and Spider stealthily
smenk attacks from the shadows with his
wand of scorching ray, I anyone rushes him
he barrages them with his wand of fear.
The warforged all fight to the death.

Development: Once the PCs have
defeated Spider and his cromies, it is a
relatively simple matter to explore Orien's
Grayeyard and find the location deseribed
in the manuscript fragment, a process
that takes 1dg hours,

SLAUGHTER COACH (EL 10)

The stench coming off of these three
enclosed cargo carts is powerful enough
to overcome even the all-pervasive clouds

of choking ash. Inside, chains hung with
rotting meat twist and writhe in the still air;
5 i of their own walition. The meat itself
seems to slowly pulsate in the dim light, as
miaggots slither and slowly drip fram it like
falling snow.

Mordreia, orwhat's lefl of her, awaits
the PCs in the third cart of a lightning
1ail cargo coach, The coach is comprised
ol slaughter-carts transporting sides
of beef hanging on steel chains. The
heef is infected with spores causing a
hideous disease called slimy doom in
any living creature that touches them.
The haneing sides of meal opze slime
and maggots:

Creature; Razalind is a kyton and
servitor of the Raven. The female chain
devil was formerly bound to serve a
powerfitl cleric of the Dragon Below who
resided in the Old City Archive before
Corbin claimed it as his headquarters.
The Raven made a deal with the chain
devil, promising te slay her master in
exchange for one month of service,
after which she is free to spread terror
throughout Sharn, The Raven brought
her to Orien's Graveyard to watch him
carve up Mordreia and charged her to
await the PCs here and ambush them,
Razalind detests her slimy rancid
etivirons, and when the PUs arrive she is
only too happy to deal with them and be
free of the disgusting slanghter codch.
RazALIND CR10
Fernale chain devil fighter 4
LE Medium outsider {extraplanar, evil, lawful)
[mit +6: Senses darkvision 60 ft; Listen +14,

Spot+14
Aura unnerving gaze (DC 14)

Language |nfernal

AC 24, touch 12, fat-footed 22

hp 109(12 HDY, regenerztion 2; DR 5/silver
and good

Resist acid 10: SR 18

Immune cold, fire and poison

Fort +14, Ref +10, Will 10

S_peed 30 f.

Melee 2 mwik chains +19 melee (2d4+7/19-20)

Base Atk +1.2; Grp +17

Atk Options [mproved Sunder, Power Attack

Special Actions dancing chains (4 attacks,
<18, 2d447[19-20)
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Combat Gear dust of disappearance, potion of
bull's strength

Abilities Str 20, Dex 17, Con 18, Int 6, Wis
12, Cha 10

Feats Alertness; Improved Critical {chain),

Impraved Initiative, Power Attack,
Improved Sunder, [ron Will, Weapon Focus
{chain, Weapon Specialization (chain)
Skills Clirb +15, Craft (blacksmithing) +18,
Escape Artist +13, Intimidate 414, Listen
+14; Spot +14, Use Rope +7 (+4 bindings)
Possessions combat gear, +4 bracers of

arrmor, ring of biinking

Tactics: Razalind awaits the PCs in
cart three, She downs her potion ofhull's
strengih as soon as she spots the party,
[fthe PCs move toward cact three first,
she ducks into cart two. Otherwise she

simply observes the partyas they enter
and uses dancing chaing to animate
the chains in the cart the PCs occupy
and attack (there are eight chains in
each cart). If the PCs are in catt one
or two, the chains bear the infected
beef. As they strike the mutilated
cow carcasses explode in a shower
of tancid meat, maggots, and slime,
In addition to snffering damage, the
target, and anyone standing within 5
feet, is splattered with meat-sludge
and exposed o slimy doem (Dungeon
Muaster's Guide 202},

As the PCs draw nearer to the carl
where Razalind waits, she sprinkles
dust of disappearance on herself and
continues to slash at the party with

the cart's many razored chains, IF
detected, she activates her ring :{rhiink'-
ing and attacks with her own master-
work chaing, attempting to sunder
any particularly effective weapons the
PCs possess: The chain devil flees if
reduced o010 hp or less.

Development: The bits of skinned
meat hanging from chains in cart three
of the slaughter coach are not beef] hut
rather Mordreia. The dancer'’s heautifil
face and head of gelden hair are the
only part of her lefl unmarred by the
Raven's implements of torture, A sheaf
of bloodstained paper hangs in her
month—the third fFagment of “Stars in
the Darkness.” Any confission as to the
Bdven's pattern is cleared up afler the
first paragraph or two (which describe
Mordreia’s slow agonizing death and
dismemberment) when the narrative
becomes wholly concerned with the PCs;
Feel free Lo generate your own handout
for this section of the manuscript
catered towards your PCs specifically.
Describe their actions in chilling delail
as if the Raven were breathing down
their necks.

ALL MY SOUL WITHIN ME
BURNING

When the party learns they are the
Raven's targel everything changes.
Unless the party lefl a PC or two
behind to watch Vrinn or dragged
“Mordreia” along with them to the
Graveyard, the changeling is long
gone. Vrinn, though more than a little
crazy, is good at what he does, and he
is sure fo clean Mordreia's apartment
of anything that could be connected to
him. He drinks a pofion of nondeleciion
and disappears for a day hefore the
Raven summons him ko the Old City
Archives to play a further part in his
dread plan,

The FPCs receive the Raven's fourth
manuscript fragment sometime during
their investigalions (use this frasment
to: reinforce the idea that the Raven is
hunting them), delivered in the beak
of a large crow. The fourth manuseript
fragment is short and contains a clue
that becomes important in the O1d
City Archives.
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TALES IN BLOOD

1t the PCs wish to begin hunting the
Raven, they have only a few chues. The
plwious course ofaction is to imvestigate
the earlier murders in order th get a
hetter handle on their foe.

The first manuscript details the death
of a half-elf professor of literature at
Morgrave University named Lithan
ir'Tassan. The Raven stalked him for five
days before cornering the professor in his
office atler-hours. There he tortured him
throughout the night, and eventually the
professar exsanguinated himself with a
hideous pump-pen the Raven brought,
writing both his own epitaph and
transcribing the Baven's final chapter of
“Tales in Blood,” until he slumped over
his desk, dead from blood Toss. His pale
corpse was discovered Lhe next mornimg
Ty his staill
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H the PCs head to Morgrave University
ta interview Lithan ir'Tassan’s peers,
students, and assedates and investigate
the crime scene, they turn up. some
interesting clues the Watch overlooked
in their cursory examination of the case.

A DC 20 Gather Information check
reveals ome person with 2 possible
meotive to off the professor; a janitor at
the University named Corbin Eldridge
used to quietly sitin on Lithan ir'Tassan’s
Tectires on creative writing, The professor
recently discovered his presence and
hanned him from the class; With a DC
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a5 Gather Imibrmation checl, the PCs
meek up with Aletia Cardance, an aging
halfzelf beaunty ofa librarian at Morgrave
who: Corbin often assisted after hours.
He wolunteered his time reshelving
books in exchange for the right ta pore
through the classics in the wee hours
of the evening, Cardance offers up one
interesting clue about Corbin: “When he
mis-shelved boolks it was alwitys becanse
he was using an older system of book
organization not employed since the
early days of the Last War”

A DQ 3o Gather mformalion check
leads the PCs to information on Corbin's
upbringing at an orphanage in Gate of
Gold  district—the same one Viktor
Saint-Pemain was eaised in, and where
the inguisitive later volunteered his fime
as‘a ttor:

DEATH OF A COWARDLY SHIFTER
Investigating the particulars of Mange's
murder implies a connection to Viktor
Saint-Demain, IF your party did not
play “Chimes at Midnight” then a
DO 2o Knowledge (local) or Gather
Information check unveils the shifter's
past affiliation.

Mange was found splayed out
on « lable in Shining Star Silyer, an
abandoned silversmith shop in Cassan
Bridge, where ironically Mange-and a
partner in crime named Grimgra)j beat
the tesident silversmith to death some
time ago acting on orders from Vikioe
Saint-Demain, Mange represented
himself poorly in Viktor's service, and
the inguisitive decided to get even
through his proxy, the Raven. A DO 15
Gather Information check or a DC 15
Search of Shiming Star Silver made by
someone with the Investigate feat reveals
that Mange was hiding out in a small
tememnent in Ashblack {room 10z}

HUNTING HOUND (EL 9}

Run this encounter when the PCs enter
Ashblack to look for Mange, sometime
before they reach his tenement,

Entering the Cogs is like stepping into
another world, The burned out regions are
ash-covered wastelands where no living
thing stirs. The silence here is broken only

by the distant alarm bells of the fire bri-
gades and the echoof roaring flames.

Creature: The intensity and duralion
of the inferno has caused Infernia to
becorne near coterminous with the Cogs
in places. A powerful denizen of this
plane; an enormous hell hound named
Varislag, recently crogsed over. The hell
hourtd preys upon brave members of five
brigade who venture beyond the fire-
line to rescue those trapped in blazing
biildings. This excursion has provided
Varislag with his most entertaiming few
weeks in years. He relishes the hunt,
and 45 soon as Variskig detects the PCs
moying in Ashblack, he stalks them,
attacking when he pereeives the PUs are
off their guard.

Varislag, Nessian Warhound: hp 114;
Monster Mertiiel 152

MANGE'S TENEMENT (EL 9

This ramshackle building leans drunkenly
over the street as the fiery inferno. contin-
pes to consume the neighborhood. Smoke
pours from the building’s upper-story
windows like the exhaust of some massive
furnace,.and a brilliant orange lighttrans-
forms objects in front of the windows into
tiwo-dimensional silhousttes, The fouled,
searing air makes it difficult to breathe, and
from within the building comes the omi-

nous crackling of a raging fire,

Mange’s tenement is wreathed in
flames, and if the PCs wish toinvestigale
they must brave the inferna. 'The fire
spreads 5 feet every 1o rounds in the
direction shown on the map. Anyone
entering Lhe tenement suffers 1d6 fire
damage per round (this increases to 3d6
if they are in a square filled with flames);
and moust make a DC 15 Fortitude save
as well ar suffer 2d6 nonlethal damage
every round from smoke inhalation.
Ten minutes after the PCs arrive the
tenement gives a final groan ofanguish
before collapsing, destroying all the
evidence within, Anyone still inside is
pinned and takes 5d6 fire damage per
round until they escape.

Creature: A fell fery undead called
a forgewraith stalks the tenement
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The incorporeal spirit of 4 beroic fire
brigade ecaptain who perished in the
forge fires, this inky black humanoeid
form 15 outlined with red tlames; and
two smoldering embers rest where ils
eyes once did, Filled with a vile rage,
the creature now murders those it once
soughl o save in life and tries to add the
PCs te its ever-growing list of victims,

CR9

FORGEWRAITH

Sharn: City of Towers 179

CE Medium undead (fire, incorporeal)

Init +11: Senses darkvision 60 fi.; Listen 49,
Spot +10

AC #1, touch 21, flat-footed 14
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hp 78 (12 HD)

Immune fire, incorporeal traits, undead traits
Fort +4, Ref+11, 'Will +10

Weakness vulnerability to cold

SQ create spawn, incorporeal traits

Feats Blind-Fight, Combat Reflexes, Dodge,
Improved Initiative, Mability

Skills Intimidate +19, Listen +9, Spot +16

SPEEd fly 60 f. (good)
Melee incorporeal touch +13 {2d6 fire plus
1d6 Dexdrain)
Ranged fiery ray +13 ranged touch (4d6 firg)
Base Atk +6; Grp —
Atk Options dexterity drain
Spell-like Abilities (CL 1.2}
At will—produce flame
3iday—uwall of fire
1 day—eneruarrnn

fireball (D€ 17)

Abilities 5tr —, Dex Zr Cun— It 7, Wis

14, Chz 19

Dexterity Drain (Su) Living creatures hit
by a forgewraith’s incorporeal tauch
must succeed on a DC 20 Fortitude
save or tzke 1d6 Dexdrain: Each
successful attack grants the forgewraith
5 temporary hit points,

Fiery Ray (Su) Every 1d4 roundsa
forgewraith can fire a ray of red and black
flame as 2 ranged touch attack dealing
ddé fire damage.

Create Spawn (Su) Any humanold slain
by a fargewraith dissolves toash rising
as a forgewraith in 1d4 roands under
command of its slayer. They possoss ne
abilities they had in fife.

Development: Inside a charred desk
near Mange's smuoldering bed the PCs
find a4 note written by the shiffer shortly
before his death, He meant to send the

note to the Watch (or even the PGs, il

you used the adventure hook involving
Mange), but got spooked when the Raven
came for him and fled his apariment
without it.

The letter begs the reader for helpand
protection. Tn exchange, Mange ofters to
give up information on several members
of the criminal underworld. More inter-
estingly, the letter refers to the night-
mares visited upon him by the Raven,

inwhich the killer aceused the shifter of

“hetraying his master and leaving a great
mnan’s side on the eve of Wildnight.* This
is a direct link belween the Raven and
Viktor, if the PCs haven't inferred one
for themselves yet.

In addition, a copy of an old philo-
sophical treatise called "Disloyalty, Dis-
honor, and Death”sits in the desk as well
with an inscription that reads "Some-
thing to ponder in these, your final days.
— Quoth the Raven.”

A DC 35 Craft {(bookbinding} or
Search check (by anyone with the lnves-
tigate feat) allows a PC 1o note that the
bookis an antigue tiken from the col-
lection of the Old City Archives located
in the rained gquarter of High Walls
District, 'The book is worth 100 gp. A
DEC 15 Knowledge [local) or Knowledge
{history) check reveals that the Old City
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Archives is the only sfructure standing
in Sharn that uses the older system of
book organization Corbin mistakenly
used to shelve books in Morgrave's
library.

Ad Hoc Experience Award: If the PCs
connecl the dots to the Old Citv Archives
on their own before they interrogate
Viktor, give them experience as i they
defeated an EL 10 encounter.

HELL'S HEART

Viktor does nol wish the PCs to go to
their death without enjoying their fear
and frustration first. The connections
between the Raven and Viktor are bread
crumbs purposefully left in order to draw
the party to the asylum for a face-to-face
with the devious master inguisitive,

As the parly enters Black Arch, they
becorne mstantly aware of the district’s
purpose—repelling any invading force,
The areais locked up tight, with manned
gatesalong mosl major avenues, fortified
spires with Black-ivon barred windows
and men-at-arms bristling with halberds
and longswords.

A monolithic three-spire black stone
stronghold puls the surrounding
tortifications and guard posts to shame.
Karvasi Asylum for the Criminally
Insane’s more common moniker of
“Hell's Fleart” is attributed to its inmates.
The asylum houses some of Sham's most
dangeraus and lwisted criminal minds.
Vicious killers with the blood of dozens
of innocents on their hands, dn:r'.mgt:d
madmen whose rampages left entire
districts soaked in gore, sit in 10-by-10
cells with no windows.

A tall, imposing human named
D, Tucard Karvasi runs the asylum.
Lucard is a guiet man whose face
barely moves when he speaks, He
almost never blinks, Karvasi’s sister is
married to King Boranel's uncle and
Karvasi has milked his family's favor
in court to run the Asylum with little
to no oversight. Flis strong Hes to
the menarchy also allow him te have
criminals sentenced to death or life
in prison commuted on psychologi-
cal grounds and sent lo his Asylum
for “study and rehabilitation” instead,
Karvasi's idea of “study and rehabilita-

tion” makes what most of his charges
did to their victims seem humane.

Viktor's body count does not come
close to his neighbors' swaths of destme-
tiom, but his sharp mind and consider-
able talents prove he is more lethal than
any other inmle in the asylum. After
his first few excruciating “sessions” with
Lucard Karvasi, he sensed a crack in the
man'’s cool collected psyche, and a dark
vestigial split persona gestating inside
Tucard's otherwise disciphined mind.

Viklor named this submerged per-
sona “Krader” and used his considerable
skills at manipulation to nurture and
draw forth this underlying personalily
hiding inside Lucard's sub-conscious-
ness. Krader s an ugly thing. He enjoys
Lucard's ministrations of pain upon the
inmates, but despises the long hours the
good doctor wastes 1n academic pontifi-
cation, Krader wants his own ime at the
reins, during which this dull creature
isn't sure what exactly he would do, he's
only certain it would be bloody and bru-
tal. Viktor hias peomised to make Krader's
dréams come frue and it has afforded the
inquisitive great power behind the scenes
in the asylum,

When the PCs arrive, Lucard’s cool
exterior is in control and Krader dives
deep below the surface on Viktors
instructions. A DC 15 Diplomacy check
is necessary Lo secure an interview with
Viktor, as Lucard does not normally allow
any outside contact wath his patients.
Lucard agrees reluctantly only if the PCs
make clear the threat posed by the Raven
and convinee him that Viktor may have
informalion aiding in the serial killer's
capture. In truth, Lucard only agrees
in hopes that the Raven, another traly
interesting specimen, will end up in his
care onee the party captures him. Lucard
demands to be present with some of his
orderlies durmg the interrogation to see
that the PCs do not harm his patient (tor-
turing his charges isa privilege he shares
with no one).

INTERROGATING VIKTOR

Wiktor is rolled into an examination
room bound to a metal wheelchair, His
hands are unbound, though his feet are
chained to the chair at the ankle. The

markings of any particularly prueling
wounds he sustzined at the hands of
the PCs in “Chimes at Midnight” should
be apparent. If he fell from the befl
tower his body is twisted—the skeletal
damage he sustained in the fall did not
heal properly.

Viktor has intention of
delivering the parly into the Raven's
clutches, though he intends to make
it hard on them al first just to watch
them squirm. The true challenge efthis
encounter lies in getting the emotional
upper hand on Viktor and baiting the
disciplined inquisitive into giving
up information on how to defeat the
Raven. This is done by scoring enough
Interrogation Poinls to push Viktor off-
balance er infuriate him.

Tactics: Viktor's first tactic is to play
the “reformed criminal” He pretends
his sessions with Karvasi healed his
damaged mind and expresses deep
remorse over the terrible actions he
look last year, even apologizing to the
PCs. He feigns complete ignorance
as to the Raven's killing spree (“We
sadly receive little news of the outside
world in here"). Karvasi supports this
statement ("Too many details from the
outside may unhinge the fragile psyches
of our patients”} Vilktor claims he would
be happy to help the PCs end this new
killer’s reign of terror ("1t is the least T can
do to repay my debt to Sharn™). If the PCs
accuse Viktor of some sort of connection
with the Raven, citing evidence in his
choice of victims (Mange) or the dreams
mentioned in the Mange's letter, Viktor
shrugs, saying, "My reputation has no
doubl come to this madman’s notice,
Perhaps he sees his killings as a tribute
Lo tny misguided dallianee with erime
last year, or worse vet, he is merely
using me as a smokescreen o mask his
true intentions”. Roll a Bluff check for
Viktor versus the party's Sense Motive
check. If the party believes Viktor's
ruse and engages- his help they lose an
Interrogation Point. T the PCs make the
check and call his Bluff, Viktor Lifts has
head to glare at the party, his eyes filled
with cold rage a sneer adorning his Fice.
arant the PCS one Interropation Point.
Eilher way the duel of wits begins. The

EVETY

SEFTEMEER 2007 DUNGEOM

47



48

QUOTH THE RAVEN

PUs may earn (or lose) Interrogation

Points as follows:

For every clue they uncovered
during Lheir investigation
oranting them hints to {or
outright knowledge of) Raven's
identity or the location of his
headquarters, grant the PCsan
Interrogation Point. Viklor was
very much looking forwa rd to
“solving” the case for them,
and if they walk in armed with
i bevy of clues the inguaisitive
seethes with anger.

Anything the PCs do to cite
their own acumen and skills
as inguisitives (perhaps isting
other ditficult cases they
solved, or displaying awards
or honotrs given to them by

figures or organizations of

note} drives Viktor further
into the depths of madness,
granting them an additional
Intercogation Point,

Clatming Viktor could never
catch the Raven himself turns
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the inquisitive’s ezo against his
cat's paw and grants the party an
additional Interrogation Point.
Thanlking Viktor for creating
the Ravern as the perfect
adversary, and pointing
out that when the PCs take
the serial killer down they
will be: heralded as Sharn's
greatest heroes, points out a
terrifying possibility Viktor's
hubris never allowed to creep
into his plan. The possibility
festers in the inguisitive’s
mind and earns the PCs an
Interrogation Point.
Pandering to Viktor’s ego by
Bluffing him infe helieving
the Korranberg Chronicle is
interested in publishing his
story (or something like this)
throws the inquisitive off-
halance and earns the party
another Tnterragation Point.
Succeeding in Intimidating
Viktor earns the PCs an Inter-
rogation Point once only.

For every clue Viktor supplies

thie party they lose an'interra-
gation point.

When Viktor reveals the fact
thal the Raven has taken NPC
relatives and friends ofthe PC's
hostage have each PC make a
D 25 Will save. The party
loses one Interrogation Point
for each party member pEES-
ent who fails the save as Viktor
enjoys their obyvious horror
Every time Viktor humili-
ates the PCs through a strong
roleplaying moment take away
another Interropation Point.
1f -Viktor can provoke = PG
to strile him, the party loses
another Interrogation Point as
their dependence on thuggery
amuses the inguisitive, and
further convinces him of his

own superior intellect.
Development: Karvasi insists the POs
cast no spells on his subject (“magieal
meddling may do serious harm to his
mind and unravel the painstaking
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progress I have made thus far”). If the
PCs strike Viktor, Karvasl commands
themt to nol to touch the inguisitive, He
is furious at the party’s mistreatment of
his patient, buta DC 25 Diplomacy check
mollifies hirm, and as long as the PCs do
not harm Viktor agaim Karvasi allows
the interrogation to continue. If the PCs
insist on using force, Karvasi commands
six of his orderlies to detain the party
{use the statistics for the hobgoblin
bouncers on page 38), and calls for a
party of soldiers from a nearby gnard
post in Black Arch. Otherwise Karvasi
pretends at clinical detachment and
quiet study of Viktor's responses to the
interrogation, but secretly is riveted by
the game of cat and mouse unfolding
before him and does not ntervene.

No matter what, Viktor eventually
reveals the Raven's location to the parly,
as he hopes the PCs to rush to their
doem. He also takes great pleasure in
revealing the fact that the Raven has kid-
napped their close friends and relatives
-and holds them at the Old Gity Archives,
He only ofersupthe following informa-
tion if the PCs gcore the requisite num-
ber of Interrogation Points:

1-2: Unshakable ¥iktor is nonplussed
by the PCs and offers up no further
information bevond the fict that he and
the Raven are old friends.

3-5: Off-Balance Viktor is knocked
enough off his guard to be lured into
revealing Corbin's identity (ifthe PCs do
not know it yet). In addition he reveals
that the writing is just as important as
the killing to Corbin.

G—8: Thrown Vikior is highly agitated
by the PCs and lets slip a few tidbits of
useful information, such as the pass-
word to bypass the stone golem. He also
heging to hum the tune played imarea 3
ot the Old Archives to taunt them and
when asked aboul it mumbles some-
thing about “being deaf

g-10: Cracked Viktor's veneer of samity
is shattered and he bepins spewing clues.
Besides those listed above, he lets slip
that the Raven will do nearly anything Lo
save the original manuscript of his swrit-
ing (see area 7 of Old City Archives for
further details), and locks gazes with the
PC whose NPC is held hostage in area
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6 of the Archives, snarling “Your friend

.1

will he crushed flal in a few hours!

ON THIS HOME BY
HORROR HAUNTED

The Raved's trap is set. While the PCs
have been painstakingly hunting the
killer, Corbin's been busy kidnapping
the people the party cares about. Choose
these four hostages carefilly, The Raven
selects those the PCs hold dearest, such
as close friends, lavers; patrons, and fam-
ily members. Each NPC now stands in
peril, hound in four separate death fraps
from which the PCs must rescue them.

As the PUs approach the Archives they
find that the High Walls District is aptly
named. Towering stone barricades, pit-
ted and cracked from neglect, cordon
this miserable ghetto off from the rest
of Sharn. Used as a defainment camp for
refugees, foreigners, suspected terrorists,
and undesirables during the Last War,
High Walls festered with misery, desti-
tutiom, and vielence. Since the Last War
ended, little has changed.

A group of ag-swathed children shiver
in the doorway ofa building s black snow
acrumulates on the stairs below them, A
rail-thin old Cyran man wearing only a
Inincloth and his waist-length ash-caked
beard staggers along a cracked walloway
below a flickering everbright lantern, He
mumbles to himsell] his face twatching
frealdshly as meanders down the lane,

When the old man sees the PCs he
turns his soot-blackened face their way
and shouts, “1 saw the Mourning with
these eyes! T stood on the deck of the
Thunder Rider in Kraken Bayand watched
the mist roll acrass the city. I'see it again
now! Sharn will share our terror! You
will all die squirming!” The mad Cyran's
raspy laughter echoes eerily off the dis-
tant walls,

THE OLD CITY ARCHIVES

When Galifar T took control of the Five
Nattoms and sent a foree to rebuild the
shattered city of Sharn, the engineers
were surprised to find an impressive
marble structure shll intact among
the ruins. Shattered when Tarkaman's
retreat brought the War of the Mark
to its doorstep, Sharn lay desolate and

abandoned for five hundred years: Most
districts were razed to the ground by the
armies of House Cannith and Deneith.
Few structures survived, but a lﬂlgt
ternple Lo Aureon in present-day High
Walls stood unscathed. '
Galifar declared the temple wonld
be maintained as the Cily Archives, and

s

important documents and 2 municipal |

collection of valued books were kept
within “the pldest building in Sharn The
Archive’s shrine to Aureon is one of the
oldest in Breland, and its library contains
books and scrolls preserved from the fall
of the Dhakaani Empire when Sharn was
called Dunr'Shaarat (“Blade of Sorrows™).
Decades ago a thriving printing press
moved into its second floor, and an
exhibit on Sharns notable historical
figures moved into the section of the
building once used as an abbey.

The abandonment of this landmark
structure in favor of zoning High Walls
into a ghetto for suspicions Tesidents
is a testament to the paranoid fear
inspired by the widespread violence of
the Last War. The city council neglected
to even transfer mest of the contents of
the Archives in their haste to build the
ghetla’s walls and keep members of their
own populace prisoner.

General Features: The cuter walls of
the building are 3-foot-thick marhle. The
interior floors and walls of the second
and third level (ax well as the spiral
staircase ascending Lo them) are made of
termite-caten wood and rotted through
in many places: There is no source of
light inside the Archives.,

1. ENTRYWAY (EL 13)

A great marble stair ascends o a circular
terrace where large oak doors are barred
against the black snow and howling wind:

The terrace is shielded from much of the |
storm by a faded blue marble carving of

Aurean's draconic visage, ashy snow heaped
upon his snout. In respect to Aureon’s wife
Boldrei and his brother Onatar, smaller
sculptures stand to either side of Aureor’s:
The doors are flanked by twa large stat-
ues, one is that of simple peasant woman |
holding a basket of freshly baked bread, thed

other, a'dwarven smith. |
|




One of the reasons the Archives
hasn't been ransacked by the desperate
residents of High Walls is the fact that
Aureon’s temple is protected by his wife
and brother. The statues flanking the
doorway are in fact stone golems. Anyone
making a DE 25 Spot or Search check
outside notices the statues bear scours
and cracks obviously not inflicted upon
them by the ravapes of time, bul rather
by combat. A DC 25 Spot check reveals
an imscription i Draconic on the arch
above the doors, well worn and obscured
by a dusting of snow, The inscription
reads, “Wisdom is the key to salvation.”
W someone entering speaks these words
aloud in any language, the stone golems
maintain their repose and allow them
sale passage. Otherwise they attack.

Stone Golems (2): hp 55 cach; Monster
Manual 136, '

Development: I the stome golems are
destroyed, a great crack resounds over-
head and the three dragon heads above
come crashing down. Anyone on the
terrace musl succeed on 4 DC a0 Reflex

save or suffer 6d6 damage and be pinned
beneath the ¢normous stone carvings.
Ad Hoc Experience Award: The
golems have taken a beating over the
years from many parties of well-armed
spavengers seeking to steal valuable
Lreatises secreted inside the Archives,
Only award the PCs balfithe experience
they would normally get for defeat-
ing the golems, but also award them
this experience if they bypass them by
speaking the inseription alond.

2. GREAT HALL

melody played on the large organ in
the shrine echoes through the doorway
ot the western wall, and a cacophony
of voices miurmurs within the eastern
corridor. No Listen check is necessary
to hear these sounds, though a DC
20 check reveals the frantic cries af
hostages in all three locations. A DG 25
check allows the listener to recognize
the voices of each hostage (if they know
all of them).

3. SHRINE TO AUREON (EL
VARIES)

This cavernous chamber is filled with white
marble pillars and little else. The slightest
sound echoes loudly through the chamber.
An arnate marble stajrcase on the north side
of the room leads up to the floor above.

From' this area the party can hear
sounds issuing from areas 3, 4 and 6.
The whir of machines and the thythmic
ring of metal on metal resoundsin the
prinling press chamber above, an eerie

Agreat dome of stained glass above depiicts
Aureon as a wizened old man lecturing to a
host of creatures greatand small. Within;a
stone altar to Aureon is framed by a mas-
sive organ, its pipes running up the west-
ern wall. An eerie melody plays as the keys
dance by themselves.

Trap: The first ol the Raven's death
traps lies here. Am NPG hostage is
manacled by sturdy adamantine chains
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ta the altar of Aurcon. The heavy chains
run inte the altar's base where a series
of complex pulleys and winches wind
them up incrementally, resulting in the
griuesome drawing and guartering of
the hostage,

As spon as the PCs enter the organ
begins repeating the same phrase of
music onge per round. Each time the
phrase finishes the winches pull the
chains tighter, wrenching joints and
stretehing the victim’s spine causing
them to seream in anguish. Every round
the organ also releases two belkers
trapped within its pipes (see Creatures
helow). When the tune plays through
the fifth time (at the end of the fitth
round) the chains pull hard, drawing
the manacles (and any limbs entrapped
in them) all the way to the base corners
of the altar, Thisundoubtedly rips the
hostage to picces, spraying gore in
all directions.

After the organ plays the phrase the
third time several of the pipes begin
spilling insanity mist {Dungeon Master’s
Guide 2g7) into the room. Every tound
after the third, éveryone in the shrine
must resist the effects of the airborne
toxin. At the end of the fifth round organ
plays its hightest nate, The pipe that
plays this note is connected to a horn
of blgsting mounted on it. The blast of
sanic force shatters the stained plass
dome above and brings a hail of razor-
sharp shards down on everyone in the
room dealing sd6 slashing damage (DO
25 Reflex save to avoid). Damaging the
prgan in any way causes the winches
within the altar lo immediately release,
tearing the hostage apart.

The only way to disarm the trap lies
in the gryptic clue gent to the PCs by
the Raven in the fourth manuscript
fragment, The letters of the words of the
poem are actually rusical notes, The line
of the poem that reads "ebbfadebedead”
15 the phrase being played over and
over agmin. Any PC may make a DC 20
Perform, check related to music (sing or
any instrument} to realize the melody
spells out the first line of the poem the
Raven sent them. If “begbedeat™ (the
second line) is played in any key the
argan’s ceases its lethal melody.
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Adamantine Manacles: Flardness 2o;
hp 50, Break DC 30; Open Lock DG 35,

Creatures: Five belkers are trapped in
airtight compartments in the organ. Each
time the phrase begins in a new key one
of themn is released. The angry vaporous
mansters pour out of the orpan’s pipes;
appearing fo be stnoke or gas at first, and
then immediately attack the PCs and the
NPC hostage fighting to the death.

Belkers (5): hp 38 each;, Monster Manual
page 27

Treasure: The horn ofblasiing is attached
to the organ in the upper northeast corner
of the room: Assuming the PCs can reach
it, it can be retrieved easily.

Ad Hoc Experience Award: If the PCs
unravel the riddle of the poem and song
and save the hostage's life in this manner,
award them experience as if they defeated
a1 CR 10 creature, If they use sume other
means {such as teleportalion magic or
picking the lock on the manacles) in time
to save the hostage, grant them experience
equal to a CR 6 creature,

4, HISTORICAL FIGURES OF
SHARN (EL 8]

This room has been divided into several
smialler corridors by long rows of display
cases containing marble busts. Each dis-
play case has a small plaque that centains
same information about the famous per-
son depicted by the carving, A strange mut-
tering sound fills this room, its source hard
ta pin dawr. At the far end of the room; a
narrow staircase winds down.

This ‘corridor is lined with marble
busts of Sharn's most notable personages
throughout history, Villains such as the
Lady of Plague rest beside greal heroes
Tike Fathen of the Silver Crusade, Brey
Founderof Breland, and Lord Hass ir"Tain.
Each tells [heir tale via permanent magic
mouth effects. A crcular alcove contains
several more busts in niches lining 4 stone
stairwell spiraling down toarea 5. Halfway
down the stairwell is one of the hostages.
'This unfortunate soul is entombed in
the wall of the niche with only their head
exposed (via a stone shape spell).

Trap: A guillotine-style blade is housed
in the stone wall above the hostage’s

“interest: You may use these archives to

neck, slicing down and beheading them
if any pressure is applied to the wall,

Guillotine Trap: CR §; mechanical;
pressure trigger; no Teset; no . SAVE
decapitation of hostage; Search DC g3
Thisable Device DO 25, )

Creatures: As soon as the PCs enter
the stairs the Baven releases a switch,
This opens two alcoves above the stairs
and a hidden chamber below, releasing a
gibbering mouther from each, The threes
soupy creatures flow up and down the
stairs to attack the party, their madden-
ing gibbering drowning put the magic
mouth exhibits,

Gibbering Mouthers (3 hp 42 each;
Monster Manual 126,

Ad Hoc Experience: 1{ the PCs save the
hostage, award them experience equal to
a CR 6 crealure,

5. BASEMENT ARCHIVES

This gigantic complex of underground
chambers is filled with nothing but row
upon row of stronghoxes and shelves
brimming with official documents—§
edicts of the coumncil, merchant’s heenses, |
birth and death certificates, tax collec
tion records, censuses, drafl receipts; eta.
Otherwise this area contains nothing of

resolve some mystery in your POs" pastes
to present any number of adventure
hooks, or to offer information important
to ather adventures.

6. PRINTING PRESS (EL 11)

A deafening orchestra of gnashing machines
thunders within this large room. Reinforced
wooden flooring sags under the weight of 2

large printing press formerly used to mass-
produce texts and chronictes: The pressisa
writhing forest of whirling gears, belts and
cylinders. Heayy steel plates bearing the
latest news from over thirty years ago hoves
aver an elemental-powered conveyer belf
bearing thick sheets of high-quality vellum

The: plates periodically slam down on the
vellum with crushing foree.

Long ago; this printing press
produced the Sharn Inguisitives

predecessor, the Dagger Ford Chroniclel
and copied important textbooks for @
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number of academmies throughaout the
city. Now the Raven uses the press-as.a
blaody deathtrap,

Trap: An NPC hestage is suspended
above the press by a series of steel cables.
Their veins and arleries are riddled with
exsanguination canals feeding the ink
reservoirs above the steel print plates.
As gpon as the PCs enter, the machines
begin vacuuming blood from the NPC's
body. To make matters worse, the same
NPC appears also to be strapped with
maore steel cabled to the arcane conveyer
splayed out over a sheet of vellum. One
of them Is actually Vrinn. The Raven took
great pleasure in tying the changeling up
in cables and then painfully implanting
dozens of exsanguination canals into his
body, The Raven then made it very clear
to Vrinm that his enly chance o gain free-
dom before the pumping canals reduce
tim to abloodless grey husk is to success-
fully impersonate the party's NPC associ-
ate so they release him. Meanwhile the
actual NPC restrained to the corvever also
has mere moments left to live before the
heavy steel plates smear himn across the
vellum. The PCs must succeed ona Spot
or Sense Motive check against Vrinn's
Disguise or Bluft check to tell the impos-
ter apart from the real captive.

Six rounds after the PCs enter, the
NPC hostage is pulped by a crushing
steel print plate. In the meantime, Vrinn
takes 1dy+1 points of Conslitution
damage every round he is connected
to the exsanguination tubes. In order
to remove the zo exsanguination tubes
in Vrinm, a PC must make a Use Rope
check (to He off the tubes) or Heal check
{to safely remove them without burst-
ing arteries) every round. A result of 1o
on cilher check is good enough to deal
with one tube, and for every 5 puints
by which the result exceeds 1o, another
tube can be safely removed, 1fthis cheek
tails or the PCs simply rip the tubes off,
Vrinn takes 1d6 points of Constitution
damage for every tube removed. For
every five tubes removed, sublract one
from the amount of Constitution dam-
age the changeling takes every round.
When the last tube deall with, Voinn 15
safe. Alternately, a2 DC 30 Disable Device
check renders the pump inoperable (A
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TG 25 prevents the pump from eperat-
ing for 1 cound),

Freeing the actual NPC is a matler of
severing the steel cables tying them to the
conveyer. Six cables anchor the NPC, and
the conveyer moves him 1o feet per round.
The press is also rajsed 10 feet off the
ground, so unless 4 PC has a reach weapon
they must ascend onto the conveyer witha
DO 15 Climb check to hack al the cables. If
they do not stand vn the moving conveyer
they nst also spend a move action to run
alongside the press in order to continue
attacking the cables.

Clockwork gears and swinging steel
plates and bars whirl and swoop (nar-
rowly missing the supine hostage until
theend of round six) Anyone standing on
ot adjacent to the conveyer is attacked by
1d4 gears, bars, or plates each round (+10
melee, 2d6 bludgeoning damage) though
they may make a DC 15 Tumble check to
avoid these altacks. Any PG may muake a
DG 30 Disable Device check to deactivate
the conveyer and whirling press machin-
ery above. A DC 25 on the check slaws the
comveyer for one round.

Steel Cables: Hardness 8; hp 15; Break
D 25; Use Rope DO 25,

Creatures: To further hinder the parly,
three taneid beetle gombies skulk in
this chamber, attacking the PCs as they
strive to free the hostages. These hideous
abominations appear much like regular
zombies but give off 4 rancid scent as
their flesh writhes with the swarm of dis-
gusting, chittering beetles beneath. They
fight until slain, pouring forth their ran-
cid beetle swarms as they fall.
RanciD BEETLE SWARMS (3] CR&
Sharn: City of Towers 183
M Fine vermin (swarm)

Init +3: Senses darkvision &0 ft.,

tremorsense 40 f,

AC 76, touch 28, flat-footed 18
hp 55 (10 HD)
Immune weapon damage, swarm traits,

vermin traits
Fort 48, Ref +11, Will +2
Spd 20 i, chmb 20 ft.
Melee swarm (2d6 plus beetle rot)
Space 10 fi.; Reach —
Base Atk +7; Grp —
Atk Options beetle rot; distraction

Abilities Str 1, Dex 26, Con 13, Int —, Wis
9 Cha2

50 create spawn

Beetle Rot [Su) Supernatural disease.
Fortitude DC 16, incubation period 1
minute, damage 1dé Con. Each day aftér
the first, on-a failed save, an affiicied

creature must immediately succeed on
another DC 16 Fortitude save or take

1 point of Constitution drain. Unlike
normal diseases, beetle rot continues
until the victirm reaches Constitution

@ (and dies)eris cured. | pontrast to
midrrimy rot, beetle rot can be cured as’if
ft were.a normal disease.

Create Spawn (Su) A living humanaeid
that is killed by a rancid beetle swarm
immediately becomes a rancid beetle
zombie, A living humanoid who dies of
beetle rot becomes a rancid beatle zombie
in 1d4=1 days.

Distraction (Ex) Any living creature that
begins its turn with 2 swarm in its square
must succeed on a DC 16 Fortitude save
or be nauseated for 1 round.

Rancip BeeTLE ZoMBIES (3) CR&

Sharn: City of Towers 184

M Medium Undead

Init +1; Senses darkvision 60 i,
tremorsense 40 fi: Listen—1, Spot—1

AC 19, touch 11, flat-footed 18 :

hp 78 (12 HD)

Immune undead traits

Fort +4, Ref +5, Wilk +7

Spd 20 /.

Melee 2 slams 211 {1d6+5 plus beetle rot)

Base Atk +6; Grp #11

Atk Options beetle rot, distraction

Abilities Str 21, Dex 12, Con —, Int —, Wis
9 Cha2

SQ animating swarms, create spawr,

swarm trais

Animating Swarm (Su) A rancid bectle
zombie is animated by the rancid beetle
swarm inside if, though they are separate
creatures, The swarm takes damage
normally from area spells that affect the
zombie; but not fram targeted spells or
atherattacks on the zombie. When a
rancid beetle zombie is destroyed, the
rancid beetle swarm inside pours forth,
if it survived its host's destruction. The

animating swarm counts as a separate

creature for the purposes of XP awards.
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Beetle Rot (Su) Supernatural disease,
Fortitude DC 18, incubation period 1
mintte, damage 1d6 Con. Eacht day after
the first, on a failed save; an afflicted
creature must immediately succeed on
another DC 16 Fortitude save or lake
I puointaf Constitution drain. Unlike
narmal diseases, beetle rot continues
wrtil the victim reaches Constitution
0 (arid dies) or 15 cured. In contrastto
mummy rot, beetle rot can be cured 25 if
itwere a normal disease.

Create Spawn (5u) A living humanoid that
is-killed by a rancid beetle:zombie rises
as a rancid beetle zombie in 1d4+1
raunds. A living humanoid wha dies
of beetle rot becomes 3 rancid bestle
zombiein 1d4+1 days.

7. LIBRARY (EL 12)

This large musty chamber with sagging
wooden floorboards houses dozens of
shelves heaped with tomes. Some shelves
have rotted away, depasiting their contents
in pifes among their moldy rémains. A black
iran chandelier filled with lit candles hangs
abovethe northern area of the room, illumi-
nating a mahogany writing desk below.

There are many masterpieces among
the texts here, but the most important
e as faras the PCs are concerned is the
fifth section of “Stars in the Darkness,”
treshly penned by the Raven. A writing
desk on the far side of the room is well
kept, and an inkwell, several masterwork
quills made of raven feathers, leather
covers, binding glue, and other writing
and bookbinding supplies are sirewn
there. Anyone with the Investigate feat
may make a DC 2o Search check to real-
ize that someone just finished writing
and binding a manuscript. The mand-
scripl contaits original copies of the
first four manuscript fragments and the
newly penned fifth as well,

The manuscript is filed among the
books using the archaicindexing system

afthe Old Archives. Ifthe PCs learned of

Caorbin's use of this system they can track
down: s manuscript with ease. 1f they
did nol get this clue from Aletia Car-
dance, a DC 3o Search check is required
to track the bound manuseript down.
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The fifth manuscript fragment conlaing
details on the traps sel up in areas 3.4
and 6, and if the PCs have yet to explore
any of these areas they can learn about
what awaits them there.

Creatores; The Raven makes his
appearance here, hiding behind the
false wall at the back of the room by
the stairwell: As the PCs investigate his
writing desk he attacks by first casting
amimaie rofpe and uniyving the heavy ropes
anchoring the blaglk iron chandelier above.
The chandelier comes crashing down on
anyone by the desk, inflicting 4d6 damage
(DC 20 Reflex save halt) and ipniting the
surrpunding paper and wood.

The flames spread 5 feet per round
unless quelled, and anyone within the
blaze takes 2d6 fire damage per round,
The Hre eventually consumes the entire
wooden inmer structure of the Archives
unless the party puts it oul,

On the second round, the Raven casts
warp wood on the {loorboards below a
PC. The rotting wood gives way under
the strain, phmging the PC down 20
feet to the floor of area 6 below (a DC
2o Reflex save avaids the fall). The Raven

then expends 4 charge from his wand of

dimension door to retreat to the rookery
above and awaits the party there,
Corein “THE Raven” ELpripGe CR 12
Male human savant 3furban drufd 6/
swashbuckler 3
Complete Warrior 11, Dragon Compendiuim
45 57
MNE Medijum humanoid
Init +5; Senses Listen +11, Spat +11
Languages Common, Dwarven, Elven,
Cioblin, Gre
AC 73, touch 18, flat-footed 18; Dodge
hp 72 (12 HD)
Fort +10, Ref +10, Will +14
Immune disgass

distiacement, wand of mircor image (12
charges), wand of charm persan (5 charges)
wand of gimension door |8 charges)
Urban Druid Spells Prepared {CL ik}
Jrd—nondetection, pratection from eneray,
stinking clowd {DC 16)
arid—harkskin, hold person {DC 15),
SUMMION SWorm, warh wood
wst—animate rope, cure light wounds,
longstrider, poss without frace
o—cure minor wourds (2), detect magic,
light, purify food and drink
Abilities Str 12, Dex 20, Con 12, Int 18, Wis
17, Cha 15
5Q academic lore +7, city sense;

crowdwartk, favored city, grace 41,
skill assistance (5 feet), talent lore,
trapfinding, urban companion

Feats Alertnecs, Combat Expertise;
Dodge, Impraved Disarm, Improved
Feint, Stealthy, Weapon Finesse,
Weapon Focus {rapier)

Skills Balanee +12, BlufF+15, Climb +6 (+8
ropes); GConcentration +9, Diplomacy +5,
Disguise +8, Escape Artist +16 (+18 ropes),
Gather Inforrmation +15, Handle Animal
<&, Hide 13, Jump +8, Knowledge
(architecture and enginesring)+13;
Knowledge {local) 413, Listen 111, Move
Silently +13, Open Lock +11, Profession
-|:w|'_]1¢'r} +12, Sense Motive +7, Spelicraft
49, Spot +11, Survival +7, Tumble +15, Use
Magic Device +13 (+15 scrolls), Use Rape
+11 (+13 bindings)

Possessions combat gear, +2 wild studded
leather, +1 keen spell storing rapier
{concealed in raven-handled cane,
containg hold person [DC€ 151, ring of
protection +-3, glaves of Dexterity +4, vial
of vermillion ink, masterwork raven
feathered quills (3), screll case and fine
guality parchment, simple black [eather
warker’s boats, black boiled leather
baldric, darkwood mask carved in 2

raven's visage

Spd30f

Melee +1 Keen spell stoving rapier +16{+11
{Idéen/15-20)

Attack Options alley fighting, insightful strike,
sneak attack +1ds, Cembat Expertise,
improved Disarm, Improved Feint

Special Actions urban shape 2{day

Base Atk +9; Grp +10

Combat Gear fiution c-f hetr’s endurance,

ration of cure serious wounds, pation g
) H

Academic Lore (Ex) The Raven may make
an academic lore roll (with a modifier of
+7) im addition to any relevant knowledge
check to learn about o particular
situation, person, e, historical event;
ar-other subject,

Alley Fighting (Ex) A= long as the Raven is
fighting in'an area no'wider than 5 fest
he gains a'+1 competence bonus on

attack rolls. In'addition, if he makes a
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meles attack around a corner, his target
does not gain the benefits of cover,

City Sense (Ex)} The Raven gainsa +2
bonus on Knowledge {local) and Gather
Infarmation checls,

Crowdwalk {Ex) THe Raven can move
throtgh crowds with ease, moving as if
iri @ oper space, He gains a +4 bonus
an any attack roll, skill check, or Strenpth
check made to.move through a square
thiat contding a hostile creature,

Favored City (Ex} While he is in Sharn, the
Raven gains @ sacred bonus equal to his
wisdam modifier on all Bluff, Diplomacy,
Gather | nformation, and [ntimidate
checks: e also gains 242 morale bonus
on Will saves.

Fnsight[uf Strike [E::I The Raven adds his
Intelligence bonus to-damage with any
weapon that can be used with the Weapon
Finesse feat. Targets immune ta sneak
attacks or critical hils are immune tothe
extra damape from this ability.

Grace (Ex) The Raven has a +1 competence
bonus on Reflex saves,

Skill Assistance {Ex) The Raven can help
up to 4 allies within 5 feet Hide better.
These allies can choose to replace the
result of their own Hide checks with
a spacial check that uses the Raven's
ranks in the Hide skill {8 ranks) plus
their Dex modifier.

Talent Lore (Ex) This ability grants the Raven
a bonus feat.

Urban Shape {Su) This ability (s identical
taadridid’s wild shape ability except
that the fist of Torms the druid can take
is more restricted. The Raven generally
uses this ability to trapsform into a
raven, it he peeds to make a guick
escape or stalk somecne unobserved.
For a full description of this ability, see

the Dragon Compendium.

8. ROOKERY (EL 12)

The wind dashes the rooftop with a torrent
ot black snow and ash. Sickly dark cleuds
swirl in the sky above. Rows of wooden
cages clutter the roof around the stafrwell,
and swarms of ravens: il

ap their wings

frenetic

against the wind. The et

caws rival the thundering fury of the

gathering s
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Creatures: The Raven awaits the PCs
Here along with two murders of crows,
Corbin has charmed the final NPC hostage
and had them imbibe a pofion of disguise
seff before dressing them ina long black
cloak and 2 raven mask adentical to his
owis The Raven casts longstrider, profection
from eneragy, and harkskin before the hattle
is joined. As the PCs ascend the Raven
expends a charge of his wand of mirrar
image with the NPC hostage standing
adjacent. A DC 25 Spot check is necessary
to tell the NPC from the Raven amidst the
whirling mirror images,

Murders of Crows {z); hp 13 each,
Momster Manual 237 (]

Corbin Eldridge; hp 71, see page 56

Tactics: The Raven frst casts hold
person onoa fighter type. He fights

hetween the rows of wooden cages to

al swarm),

make the most of'his alley fighting class

bilityand crowdwallk. The Raven fights
with a style and grace similar to his
master-teacher’s, employing Combat
Expertise to full effect and disarming
adjacent foes. The crows do not harm
him as they tear at the party.
Development: [ PCs have the Raven's
original bound manuseript in their
possession and threaten to destroy if,
the Raven lalters and becomes shaken,
He targets the holder of the manuscript
exclusively, attempting to vetrieve his
masterpiece, He threatens Lo kill the
hostape as well. If 2 PC destroys the
mantscript, the Raven is dazed for one
round, and thereafter flies intoa ferocious

BY NICOLAS LOGUE

rage (no Combat Expertise) and strives to
destrey the PC who rianed his waitings

b

QUOTH THE RAVEN,
‘NEVERMORE"

With the Raven defeated, Sharm's terror is
at anvend—tor now. The fires continue to
rage in the Cogs, and the terrible storms
al the Black Winter will no'doubt graw
worse before they clear, but a mad killer’s
stranglehold on the city is broken, and
the PCs are lavished with honors, med-
als; and rewards for their service.

Inside the dark recesses of Tell's Heart,
Viktor's hate only grows upon learning
of his dark anpel's defeat. He seethes
and plots against them, his influence
churning the dismal shadows of Sharn's
underworid. The party's mightmare is far
from over. As long as their nemesis draws
breath, they will never be safe. &

In iribute fo the final issue of DunGeoN,
Nicolas Logue retired himself ds o characier,
He's starting a new character named Nico-
tas Kinashita-Togue, and his prst levelis ina
special base cdass: - Unemployed. Also in fril-
ule to Dunceon last hurrah, Wick exiled
hirmsel[ from the paradise of Hawai's, Newdy
based in the City That Never Sleeps, where he
is homeless, Nick erjoys a jaunt fo the City of
Towers every. chance he gets. He swears the
villains of this adventure are notin any way
dutobiographical. Many thanks and hats off fo
James Tacobs, Erik Mona, Jeremy Walker, and

Jaries Lafond Sutter for all the good fimes in
these pages.







Prince of
Demons

S
N

reign as firstamong dernon lords may be coming to an end, The storm clouds gather

as his inviolate sanctum is about to be breached by an unlikely alliance from across
the planes. Despite its combined strength, this invasion offers no guarantees of success.
For the alliance faces no house of straw, but mather the entrenched hordes and reinforeed
ramparts of the home of the Pringe of Demons. ;

“Prince of Demons” is the final chapter in the Savage Tide Adventure Path, a complete
campaign consisting of 12 adventures appearing in DuxcEoN magazine, For additional aid
in running this campaign, check out Dracon magazine’s monthly “Sayage Tidings"articles,
a series that helps players and DMs prepare for and expand upon the campaign.

The PCs should be zoth-level when they begin “Prince of Demons.”

R uling uncontested in his Abyssal layer of the Gaping Maw for eons, Demogorgon's

& BY GREG A. VAUGHAN,

@ BY BEN WOOTTEN AND WARREN MAHY |

® BY ROBERT LAZZARETTI,

ADVENTURE PATH | HIGH-LEVEL (13TH-20TH), PLANAR,
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Adventure Background

The pieces are in place and stand ready
for an epic assault on the home plane
of Demogorgon, an assault that could
change the power structure of the multi-
verse—though whether history will record
the endeavor to have been heroic or fool-
hardy remains to be seer. Few know that
Demogorgon’s greatest war is not against
Graz'zt or Orcus or another physicﬂ
antagomnisl, but against himself~his two
heads, Aameul and Hethradiah, both long
for sole control over his bady and domain.
Countless times before, Demogorgon’s
plans have failed as his personalities, each
considering themselves the true architect,
unkmowingly sabotage the other’s worke
Without this hidden disadvantage, there’s
no telling what Demogorgon could have
accomplished. Aameul has tried to mur-
der Hethradiah before, but in an ironie
paradox, without one, the other cannot
exist, Now, Hethradizh has stumbled
upon a solution that may just work.
Rather than destroy Aameul, he hopes to
absarb him—to merge completely and
become one.

Using eldritch rituals learned from the
obwyrith demon prince Dagon, the Prince
of Demons used the first savage tide to
undo the empite of Thanaclan 1,000 years
ago. Atthe time, the savage tide was merely
one of many idle distractions to bring ruin
and despair to the Material Plane, but it
also'served as the genesis for Hethradiah's
plan. Ever the more savage and feral of
the twe personalities, Hethradiah theo-
rized that, with a potent enough vortex of
savagery harvested from 4 large enough
source, he could transform Asmeul into
something more akin to himself, allowing
the two to become one. All he needed was
a savage tide large enough to drive mil-
lions mad. His solution: seed dozens of
Malerial Plane cities with shadow pearls and
then frigger them simultaneously through
a master pearl kept safe within an ancient
edifice on the shores of the Brine Flats—a
primeval temple to the Prince of the Dark-
ened Depths known as Wat Dagon.

Adventure Synopsis

The PCs gather their forces and lay their
plans for the invasion of Gaping Maw.
After aiding in the taking of a beach in
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Demogorgon’s realm, they must avoid
demonic assassins and aid Orcus's
legions on their march to Lemoriax,
along the way lifting a magical effect that
bars entry into Wat Dagon, the ancient
lemple that holds the master pearl capable
of triggering the mass savage tide. Afler
fighting through Wat Dagon's defend-
ers, the POs finally attract Demogorgon's
attention. Tf they wish to stop the savage
tide, the Prince of Demons must fall.

Adventure Hooks

‘This adventure begins atter the PCs haye
secured the aid af several like-minded
entities who wish to see Demogorgon
fail, yet you need not have played the rest
of Savage Tide to make use of "Prince of
Demons.” Demogorgon is ene of D&D's
greatest villains, and the adventure can
serve as a capstone to any campaign in
which the Prince of Demons kas played
a major Tole; simply substitute out the
master pearl at the end of the adventure
for whatever device or plan he has in your
campaign. Alternately, you could use this
adventure as a “bank” of stat blocks and
encotnters for any adventure in which
you send your POs into the depths of
Gaping Maw. Maybe they've been hired
by a powerful good oulsider to defeat
Arendagrost, or perhaps the seul of a
loved one has been captured and is being
kept by General Ghorvash along with
(or instead of) Vanthus Vanderboren's
doomed soul.

PART ONE: THE CALM
BEFORE THE STORM
As the previous adventure came to a
close, the POs recruited several daffer-
ent armmies and agents for the coming
assaull on Gaping Maw. Demogorgon's
paranoia and whispers of an army
gathering against him have set his own
defensive forces into molion, yet he
certainly doesn't suspect a coordinated
attack by several of his enemies al once.
This, combined with the fact that mul-
tiple enemies will cause his divided
nature to work against him, is the PCs!
greatest advantage.

Yet it isn't going to be as simple as
storming Gaping Maw—before the
PCs can even think about planning the

B

assault, they'll need to gather the lead-
ers of the disparate armies and convinee
them to work together. Orcus, Charon,
Malcanthet, Gwynharwyf, and Ipgwily
may all have their own reasons for want-
ing to attack Gaping Maw, but each have
their own goals and prejudices as well,
Teft to their own devices, each group
waits for another to make the first move,
intending to swoop in once Demogor-
gon's defénses are focused elsewhere to
claim victory for themselves. As aesult,
nothing develops of the assault nntil
someone sets things in motion. This
responsibility falls to the PCs.

Gathering the Forces

Depending on their success in the
previous adventure, the PCs should have
contacts with several of Demogorgon's
enemies. This adventure assumes those
enemies are Charomn, Tggwily, Malcanthet,
Gwynharwyf, and Orcus; if the PCs filed
to secure the aid of one of these allies,
make sure to apply the appropriate
adjustments to the adventure,

Contacting these five should be a sim-
ple matter for zoth-level characters—the
red tape they experienced in the previ-
ous adventure is no longer a prDb.lEl‘ﬂ,
arid whether they show up to personally
invite these five to war or send messen-
pers makes no difference—the five are
predisposed to accept visits [rom the PCs
and their agents, provided each is treated
with the respect they think they deserve.
Securing a time when the five plus the
PCs should meet to discuss their plans is
simple, but deciding on alocation might
be more difficult,

All five initially demand that the War
Council take place in their own domains,
forcing the others out of their homes
and into dangerous territory. OF course,
none of the five react well fo the others’
demands—the anly tedl salution is for
the PCs to picka meeting location thatthe
other five begrudgingly accept as “neu-
tral ground.” There are very fEw places in
the multiverse that qualify as such; a few
are detailed below, but your players may
come up with something equally feasible.

If your PCs are having trouble coming

up with ideas, the following three loca-
tiams are each assigned a Knowledge (the
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planes) DC that a character can make to
come up with that location.

The River Styx (DC 30 Although the
others initially balk at the notion, the
River Styw is actually a feasible site for
the meeting. Charon's power here is such
that the others won't try anything fimny,
but before they'll agree to meet here, they
must be convinced that Charon won't
take advantage of them, This requires a
DC 50 Diplomacy check, made once for
Malcanthet, Orcus, and Gwynharwyf—
Iggwilv understands Charon's nature
and personalily better, and she automati-
cally agrees to the site if the others do. If
the war council convenes here, it does so
aboard the Sea Wyvern,

Sigil (DC 35): The city of Sigil, perched
atop the central spire in the Outlands, is
une of the classic "fno-man's lands” for
meetings of this sort. The Lady of Pain's
rule over the city is such that only the
most foolish of creatures would cause
trouble. Yet the fear that Demogorgon or
his agents might be active in Sigil remains

present, Bach of the five primaries must he
convinced with a DC ye Diplomacy check
that the PCshave secured a site that's safe
trorn such influences. 1 yon have access to
material covering Sigil, feel free to make
the securing of such a site'as complex as
you wish—otherwise, the PCs can rent
a lacation in the Azure Tris, a gambling
tavern and inn that specializes in out-
of-the-way rooms for secrel meetings,
Verden (NF female elf rogue 11) generally
charges what her customers van afford—
in the case of such abviously high-level
characters, she charges 20,000 gp for the
best room in the house—the “Diamond
Suite.” Of course, the Lady of Pain forbids
the entrance into Sipil of any creature that
has worshipers—Gwynharwyf, Orcus, and
Malcanthet must send proxics (as detailed
below) if this is to be the meeting site.
Outland (DC 40): Near the center of
Cutland, at the heart of the mulliverse,
the spire on which Sigil is balanced
rises—here, even the magic of the gods
is suppressed, While none af the five are

'f.Tngagt
Reddik

1:'iriach_in_ i 4

Brine Fla¢s

I!.u'f.iin:h'ir:l

interested in meeting in a place where
their megical defenses won't work, it's
actually a relatively simple matter to
arrange for a meeting in the spire’s
proximity. At goo miles from the spire’s
base, oth-level spells (in particular, astral
Brojection) no longer function, but theno-
man's-land mentality extends to a range
of 1,200 milés—an arrangement to hold
the council of war anywhere within this
range is automatically accepted by all
five allies,

Council of War

Singe the Council of War could take
place anywhere the PCs can convince
their allies to meet, no description of
the meeting site is given. In any event,
few of the five are inlerested in attending
the council in person; but instead send
trusted proxies. If he PCs don't think ta
arrange accommodations for the meet-
ing, any of their allies can provide them
using spells like Mordenkainen's magnifi-
cent mansion ora rod of splendor borrowed

Handont #1

Oldclot
Clove

Brine
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from a private treasury as needed. The
method of representation, the role in
battle, and the particular secret goals for
assaulting Gaping Maw for each of the
five are given below. When the couneil
begins; all five are bickering and arguing;
leave it to the PCs to call for order and
lead the discussion. Although their allies
are powerful, this is the PGs! fight—let
thern lead the way.

Charon: If the meeting occurs on
the Styx, Charon attends im persom.
Otherwise, he sends a proxy in the form
of a lost soul; a petitioner recruited
ftom the countless dead that make
their journey along the River Styx,
Of course, Charon does not select
his proxy idly; he picks someome
with tes to the PCs. Rowyn Kellani is
perhaps the best choice for this role.
still enraged at Demogorgon for his
disruption of the River Styx at the end
of “Wells of Darkness,” Charon has little
interest in the battle other than secing
Demogorgon suffer. With countless
marraencloths (Monster Manual TI 203)
under his coramand, Charon can send a
fleet of yugoloth boatmen into Gaping
Maw to support assaults on Abysm and
the Claws of Belcheresk and provide
floating platforms for the invaders to

-attack from. He has no ulierior motives

in the battle.

Gwynharwyf: Gwynharwyf attends
the Council in person if it is held in
the Outlands or on the Styx and is
accompanied by Celeste, but if'it takes
place in Sigil, only Celeste atlends.
The:eladrin paragon is the least likely
to hetray the PCs, but working in close
tandem with demon lords and lggwily
still tries her patience: Yet hex hatred
of Demogotgon burns brighter—
the Prince of Demons captured
and humiliated her long ago, and
Gwynharwyf sees this as an excellenl
opportumity to rcealize vengeance
against him. She has secured two
eladrin hosts from her queen Morwel,
each comprising 50,600 eladring apiece.
Her desire to see Demogorgon suffer
and even perish may inadvertently
offset some of the advantages the PCs
have against Demogorgon later in
the adventure,
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Iggwilv: The Witch-Queen attends the
couticil withher four arcanaloth appren-
tices, traveling via astral projection. She
does not truly have an axe to grind in
this battle—she’s seen countless wars
fought on the Abyss between demonic
powers before, but never one involy-
ing cooperating eladrin and demonic
armies. Her interest in the battle is more:
one of seholastic curiosity than anything
else. Igpwilv’s primary contribution to
the battle is transportation—using her
epic magic, she can open several por-
tals into Gaping Maw through which
Gwynharwyf’s and Orcus's armiies can
invade, Of course, she does have a secret
agenda as well—once the PCs have used
the Irem Flask of Tuerny, she arrives io
claim the artifact as her own in partial
payment for all the aid she’s provided
the PCs. Her goal 1s to use the artifact to
capture Demogorgon's parting essence
should the PCs defeat him—the artifact
cannot captre a being as powertil as a
true demon lord (only their aspects), but
Iggwily thinks she can use it to gather
what remains of Demogorgon’s primal
animus once he is defeated.

Malcanthet: 1f; in “Enemies Of My
Enemy,” Malcanthet convinced a PC
to zecepl her Queen's Kiss ability, she
should retain a link with that PC. In this
event, she attends the Council via this
link, using the PC to observe the council
and make her will known, taking part
in the discussion via telepathy and
depending on her PC agent to repeat
her words alond, Otherwise, she attends
via astral projection, or sends a Radiant
Sister bearing the Queen’s Kiss if the
meeting fakes place in Sigil. Maleanthet
does not offer an army, claiming that
Dermogorgon “knows her tricks” and
that her incubus infantry wouldn't be of
much help, However, she can manifest
her spell-like abilities through a PC
bearing her Kiss, and volunteers aid
in this manner—if no PC currently
bears her mark, she arranges to place
it on'a volunteer at some point before
the battle begins. Accepting her aid
in this manner is a chaetic evil act,
but in the grand scheme of things a
minor oneg, especially if the PC takes
pains to remove the mark via dispel

chios or dispel evil once the adventure
is aver. Of course, being a demon lozd,
Malcanthet st ‘entirely forthcoming
about her reasons for aiding the PCs
in this battle. Now that the war is om,
whatever the outcome, her alliance
with Demogorgon is about to end—she
suspects that Demogorgon’s time has
come to an end, and knows thalt once
hefs defeated, the mantle of Prince of
Demons will shift. She doesn't want
that crown for herself—it brings with
it too much in the way of enemies and
trouble—but she does very much want
to be allied with, and perhaps control,
whoever does inherit the crown. In fact,
her goal is to try to coax her PC agent to
attempt to claim the ttle, betraying the
rest of the PCs if mecessary.

Orcus: Orcus, still not completely
convinced that this whole thing isn't a
ruse to draw him out of Thanatos and
into a trap, sends a a rotten, shambling,
blood-stained cadaver known as
Xerivar as his proxy no matter where
the meeting takes place. Three quasits
perch on Xerivar's skull and shoulders,
casually tearing away and consuming
small strips of his putrid flesh as they
obseryve the proceedings, Xerivar speaks
with Orcus’s voice, serving as-a direct
hnk to thé Prince of Undeath: Orcus
has committed four of his legions to
the invasion, the ¥V Asphyxian, the IX
Exsanguinos, the XIIT Decapitus, and
his vaunted persomal legion—the 1
Thanatos:a legion that has never been
defeated in battle, Bach legion consists
of 35,000 assorted demons and undead.
Orcus leaves command of these legions
to his generals, and makes pldain his
intent to confront D.i:mngc-rg,un atop
the Prince's fortress of Abysm, a bold
muove indeed. Qreus desperately wants
to be the pne Lo defeat Demogorgon,
and not just because he wants his
power, Of all the demon lords in the
Abyss, it 18 Orcus who has the Jargest
cult of followers on the Material Plane,

1t is ©rcus who is closest to becoming
agod, and he hopes that the additional
influx of Abyssal power he would gain
by defeating his ancient enemy would
finally be énough to catapult him fully
into the ranks of the divine,




The Battle Plan
Let the PCs devise the battle plan for
the assault on Gaping Maw, Hand-
oul #1 contains the most up-to-date
infermation about the movement and
locations of Demogorgon's army on
Gaping Maw, as gathered from eladrin
and demonic spies scattered through-
out the layer and angmented with any
papers the PCs may have discovered in
“Enemies Of My Enemy.” More impor-
tantly, the map indicates five locations
where the PCs can stage their initial
invasions of the Abyssal layer—these
locations are called portal points.
Portal Points: Iggwily can use epic
magic to simultaneously open several

enormous pates across the face of

Gaping Maw, allowing the eladrin
armies and demon armies to invade
from any point in the multiverse.
Unfortunately, these portals can only
be opened in a few places in Gaping
Maw where the planar boundaries are
weak enough to bear such an invasive

vat Dagon

and enormous pertal for any length
of time. There are five such points in
relatively close proximity to Lemoriax,
but the eatch is that Demobgorgon
knows where these points are, and has
stationed Lemorian legions at them.
Omce armies go through, the battles
begin immediately. Gwynharwyf's
preference is to attack from the flanks,
sending the Tourbillon Gale Host in
from the Blood Run portal point and the
Starry Night Host (to be commanded by
Celeste) in from the Oldelot Cove portal
point, and then to press in toward each
other without worrying about having
any of Demogorgon's legions behind
them. Oreus'’s preference is exactly the
opposite—he prefers to stage his forces
at the Lemoriax portal point so that
his forces can strike hard and fasl at
Demogorgon's capital city. This leaves
two more portal points unutlized—one
deeperin the Screaming Jungle (rumored

to be puarded by net only a legion of

demons but by one of Demogorgon’s

The Brine F12%°

The Scabwash
Sentinels

Harrowrend

deadliest spawn—Arendagrost), and one
along the Brine Flats (which has been
fortified with & defensive battery of
demons, but is easily the least-defended
of the five points).

Expected Assanlt Plan

If the players aren't tactically minded,
they can certainly leave the planning of
the assault to Guynhareyfand Orcus—
both are old hands at such things, and
their advice is sound. Left to plan the
assault on their own, the forces available
to the PCs deploy as follows:

Charon's Fleet: Charon's fleet of's,000
marraenoloths are best utilized at seq,
in the Brine Flats, where they can run
interference against the forces of the
balor Beleheresk's fleet, preventing them
from providing aid to the land-based
assault while at the same time pulling
Demogorgen’s attentions to yet another
corner of his realm.

Gwynharwyf The eladrin paragon
personaly leads the Tourbillion ‘Gale

Gaping
Maw

Divided's

gy

Pl ~
L o i

The Claws of

Belcheresk

Kolurenth

The Stygian
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Host at the Blood Run portal point, while
Celeste commands the Starry Night Host
at Oldelot Cove.

Iggwilv: Beyond creating the por-
tals through which Gwynharwyf’s and
Orens’s armies invade, Iggwily has little
to add to the fight. She can certaimly be
convinced to open an additional portal
fior the PCs and any allies they wish to
bring along if they wish to invade Gap-
ing Maw via one of the portal points.

Mualcanthet: The Queen of Succubi keeps
her involvernent subtle, acting through her
chosen PC agent. Remember, she ean not
only observe the world through her agent’s
senses, but can use the agent as a focus for
any of her spelllike abilities. The PC doesn't
get Lo choose when and how she uses these
spell-like abilities, but neither do they take
an action on the agent’s part to ufilize. no
PC agrees to serve as Malcanthet's agent,
she feigns insult at being rebuffed but does
notvolunteer any other support. Left to her
own devices, she sends a disguised astral
projection stealthily into Gaping Maw so she
can maintain an eve on things, likely follow-
ingalong in the PCs’ wake,

Orcus: The Prince of Undeath deploys
hiz legions in order of expendahility,
beginning with the V Asphyxian via the
portal point closest to Lemoriax, He fully
expects the V Asphyxian to be destroyed,
and plans on sending the TX Exsangui-
nos legion in immediately thereafter
to break Demeporgon’s forces in the
regioti and establish a beach head. He
then wishes to send in the X1 Decapi-
tus to march to the gates of Lemoriax.
Al the same time, Oreus intends to chal-
lenge Demogorgon himself, planning on
deploying the | Thanatos against Lemo-
riax once Demogorgon is defeated.

Flies in the Ointment
Three other deman lords likely have an
interest in how things turn oulin Gap-
ing Maw, yet their presence is minor or
behind the scenes. 1t's unlikely that the
PCs ever learn the full extent of their
invelvemernt, but they are quickly sum-
marized here tor the DM,

Ahazu: 1f the PCs promised Ahazu
the Seizer a replacement prisoner,
Demogorgon certainly fits the bill, as do
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several other villains the PCs encounter
during this adventure. But before Ahasu
can seize the replacement, that creature
must be killed, At the moment of death,
the agent of said death must consign
that creature Lo the Wells of Dirkness by

wverbal proclamation, at which point the

vacuum left by Shami-Amourae’s vacancy
can teach across the Abyss to take away
the victim. If the PCs promised Ahazu
a sacrifice but do not deliver on this
promise, the repercussions are detailed
in Concluding the Adventure.

Dagon: The obyrith lord Dagon is where
Demaogorgon first learned of the process
for creating a savage tide, Dagon, being the
ancient source ol revelation he is, suspects
that Demogorgon’s bid to unleash the
savage tide would indirectly result in his
destruction, and as things draw to a close,
the obyrith Prince of the Darkened Depths
slips near to the waters surrounding the
Shadowsea side of Wat Dagon and quietly
attempts to claim the crowm as his own as
Demogorgon is slain.

Graz'zt: Like Dagon, Graz'zt lusts for
Dempgorgon’s crown. The Dark Prince

S il olo




is currently embroiled in a complex plot
involving Lolth, but keeps an ear to the
ground, likely paying his sometimes
lover Tggwily for whispered updates as
the war progresses. Yet unlike Dagon,
Graz'zt does not suspect Orcus, the PG,
and their other allies can defeat the Prince
of Demons—how could they, when such
a prize has eluded Graz'zt himself? Still,
once the BPCs confront Demogorgon,
Graz'zt's hidden agents in Gaping Maw
inform him, and the Dark Prince usesa
secet portal Lo enter a secluded point in
the Screaming Jungle so he'll be able to
make a claim for the erown as well when
the time comes.

The Bavage Tide

¥et all this is, for the PCs, nothing mere
than a distraction. The outcome of the
Battle of Gaping Maw is, in the end, irrel-
evant to what they are here to prevent—
the savage tide, Although the details on
where and how Demogorgon's planning
on triggering the savage tide are secret;
it should be a relatively simple matter
for the PCs to determine what they need

Bunker Interiors;
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to know, If they recovered Bagromar's
reports and other battle arders at the end
of “Enemies Of My Enemy,” 1d4 hours of
investigation of the reports by someone
who can read Abyssal reveals both the
location and the method. Alternately, this
mformation can be discovered through
powerful divination spells like commune,
contact other plane, ledentd lore, or piﬁiﬁﬁ.
As the PCs soon Tearn, the problem isn't
finding out where and how Demogor-
200’ going to trigger the savage tide, but
haw to get to the site in question.

ATl 34 of the shadow pearls seeded
throughout the Material Plane are linked
to a master pearl which is kept safe in an
ancient structure perched on the shores
of the Brine Flats. This structure is Wat
Dagom, an ancient temple raised from the
raw matter of the Abyss by devotees of
the Prince of the Darkened Depths eans
ago. Walb Dagon squatted on the shores
of the Brine Flats before Demogorgon
came to rule here, and it was the Prince

of Demon’s favored site for contacting:

Dagon for advice or to learn more secrets
of the Abyss. 1t was here that Dagon taught

Demogargon how to craft shadow pearls,
and it is deep within the building that the
master pear] can be found.

Bagromar's notes indicate that the
ma.s:e‘r pearl is the key Demogorgon
intends to use to trigger the savage tide.
The noles go on to indicate that, while
the time is not yet right to trigger the tide
(since the event requires a specific planar
conjunction), that time draws quite near.
You should set the timing of this event as
fits best with your campaign style—ifyou
want this adventure to be a race against
the clock, you can set the conjunction for
only a few days or hours in the future,
In any event, it should be obvicus that
without the master pearl Demogorgon
cannot trigger the savage tide.

Unfortunately, no information is
available on how the master pearl can be
destroyed or removed from Wat Dagon.
Research into the nature of similar arti-
facts gives some clues, and it’s certainly
possible that Mordenkainen's disjunction
can disable the master pearl as well—see
page 05 for more details on how the PCs
can defuse the pearl,
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Making matters worse is the fact that
Wat Dagon doesn't technically exist on
Gaping Maw. It exists in the boundary
bebween the 88th and Sgth layers of the
Abyss, “sandwiched” between Gaping
Maw and Dagon's realm of Shadowsea.
Wat Dagon is, in effect, a miniature layer
of the Abyss of'its own, a tiny demiplane
{or “demilayer”) with its own planar
traits. Access to Wat Dagon is tightlycon-
trolled, and while the interdiction zone
around Lemeriax funcltions, entrance
into Wat Dagon is impossible without
Demogorgon’s consent.

PART TWO: THE BATTLE OF
GAPING MAW

At the appointed time, as the forces of the
eladrins and legions of Thanates gather
in their respective locations, Iggwily and
her apprentices begin to open a series of
planar breaches using an epic spell she

developed for just such an assault (she
used the same magic many years ago to
prganize an invasion of the Flanaess, but
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was defeated by an artifact known as the
Crook of Rao).'There’s no real need to run
the battles hetween the PCs' allies and
Demogorgon's armies—it's better to sim-
ply describe the mass battles at the times
when the PCs are nearby. In any event,
the PCs’ goal on Gaping Maw should not
be to aid Oveus or Geynharwyf in their
battles—these assaults are merely dis-
tractions meant to divert Dernogorgon's
attention and resources from Wat Dagon
and the pear] within. This chapter pres-
ents several encounters that the PCs can
take part in, encounters better handled
by a small group of powerful charac-
ters rather than an army of eladrins or
demons (whose strengths are better uli-
lized against like threats elsewhere on
Gaping Maw). Each of these encounters
begins with a hook you can use to draw
the PCs in; they can be accomplished in
any order, and not all of them are nec-
essarily required in order to achieve
entrance into Wat Dagon. ¥et each one
of these encounters that the PCs handle

before they attempt Wat Dagon'’s deadly
gantlet will make their final task a little
bit easier, for each of these encounters
offers yet another chance to distract and

confuse Demogorgon,

Although Iggwilv's magic can only
open portals at five locations in Gaping
Maw, she can send armies from mearly
any peoint in the multiverse. The
magic focuses on a specially prepared
scepter, ome of five that Iggwilv has
prepared (one for each portal point).
The commander of each group simply
needs to plant the scepter in the ground
at the location he wishes his end of the
portal to-open at. When Iggwilv activates
the portals, they burst into being with a
blast of electricity and thunder—reality
ripples aside like a curtain, revealing
the steaming landscape of Gaping Maw
beyond. These portals can be anywhere
from twenty to a thousand feet wide,
depending upon the number of troops
that need to move through, and remain
open for only a very short time before




Iggwilv closes them—no one wants to
let Demogorgon's forces leak out of
Gaping Maw, after all.

Storming the Beach (EL 21)
The PCs can, of course, use their own
resources to reach Gaping Maw, but it's
nothing for Iagwilv to open up a portal
for them to step through when she
opens other portals elsewhere in Gaping
Maw. A study of the portal points reveals
that only ene of the five is relatively
unmanned—the “Shore Defense
Battery,” according to Bagromar's notes,
has only about two dozen demons
guirding the portal point, The beach
15 a matural bottleneck, too small to
effectively stage a large invasion and
edged at either sides by razor-sharp
cliffs, yet if the PCs can seize the beach
and the bunkers on the nearby hill,
they'll be able to control ane of the five
portal points. Once the PCs have control
of this site, Izgwilv leaves the portal
open. As long as the PCs retain control
of the portal site, they and their forces
are only a ftelepert away from escaping
Gaping Maw, but more to the ‘point,
the persistent portal should act like an
itch Demogorgon can't seratch without
sacrificing defenses from elsewhere. The
beach portal may be small, but it's one
more distraction in the war, If the P
ask for aid, Gwynharwyf is willing to
give them command of a group of nine
bralani eladrins led by a ghaele eladrin.
Alternately, you can use this encounter
as a template for any large battle that
the PCs might find themselves in at the
start of the adventure. If they decide to
accampany one of the eladrin hosts,
for example, they may be called upon
to take out this battery before the host
itself can advance.

A muddy beach sits at the edge of a vast
tropieal acean, bounded to the left and right
by jagged razor-sharp cliffs. The expanse of
beach climbs gradually to a line of defen-
sive fortifications a little over a hundred
feet away, Craters and berms lie in the way
of the approach to this fortified ridge, and
a thick bank of dark green fog roils fifty feet
above, blotting out views of an alien sky.

Iggwilv’s portal manifests as a sphere
of rippling energy just off the shore of
the beach. When the PCs arrive, they
can manifest within the portal itself or
anywhere along the shoreline itself. The
starting locations of their eladrin allies
(ifany) are indicated on the Storming the
Beach map on page 66,

Creatures: In all, there are 26 demons
defending the bunkers and the portal
point site—twelve hezrous, eleven babaus,
two mmariliths, and a nalfeshnee—a formi-
dable force to fight against, let alone run
in eombat asa D&D encounter, Take the
Hme to map out the battlefield for the PCs
beforehand and allow them touse the map
to plan their attack; once they arrive, place
all the demons that are visible but keep the
others (including the locations of all the
blast discs) hidden for now,

The demons are aware that an inya-
sion could happen at any moment, and
unfortunately, lpgwilv’s portal is far from
subtle, By the time thé Pes and their
eladrin allies have emerged, the demons
are Teady to fight.

Note that the bunkers are armed with
powerful siege weapons—three force
missile ballistae (each operated by a pair
of babaus} and a pair of acid Taunchers
{each operated by a marilith)—details on
these magical siege engines are given in
Appendix One,

Ghaele Eladrin: hp 65; Monster Man-
ual'ga,

Bralani Eladrins (9): hp 45 each; Mon-
ster Manual g3

Nalfeshnee: hp 195 Monster Manual 45,

Mariliths (2): hp 216 each; Monster
Marual 44.

Babaus (12): hp 66 cach; Monster Man-
wal qo.

Hezrous (13): hp 138 each; Monster
Muonual 4a.

Tactics: Battles with numerous foes
can be harrowing to run. Consider giving
the PCs each a handfial of eladrins to run
during the battle so you can focus on the
demons,

Before the Baitle: The demons are on
full alert, and even before the PCs arrive
have several of their at-will spell-like
abilities in effect.
= Babaus: See invisibility,
= Hezrous: None,

+ Nalfeshnee; Call lightning, unholy aura.

» Muariliths: Align weapon, magic weapon,
unholy aura,

First Round: On the initial round of
combat, the demons quickly mohilize
and prepare their defense as follows,

« Babaus: Each babau attempts to sum-
mon another babau, then orders any
summioned babaus to teleport over to
engage the invaders in melee.

+ Hezrous: Each hezrow attempts to sum-
mon another hezrou, erdering any
summoned demons Lo telepart over
to engage the invaders in melee:
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- Nalfeshnee: The nalfeshnee flies up into
the cloud cover above, ciecling the bat-
tlefield but staying within five feet of
the clond’s edge so he can see out but
enjoys cover apainst attacks. His first

act is to use an area greater dispel mugic:

againsl the PCs.

« Mariliths: Each marilith putsup a blade
barrier along the shore, attempting to
catch as many characters as possible.
On the Beach: Against any targels on

the beach, the demons use the follow-

ing tactics.

» Bahaus; The babans ingide the bun-
kers take up positions as indicated
near the entrances and hide, ready-
ing an action to attack any enemy
that enters the bunker. The six babaus
putside, working in teams of two, use
their force missile ballistar to fire upon
random targets,

+ Hezrous: The hezrous use urholy
blights exclusively against the PCs,
since they know eladrins are immune
to chaos harirmer,

+ Nalfeshnee: The nalfeshnee’s standard
act is to blast targets with call light-
ning, but if the PCs ever group up,
he hits them with a slow. If the PCs
include a spellcaster whose magic
seems particularly effective, he feeble-
minds that characler.

« Mariliths: Fach marilith, by using all
six arms, can effectively fire an acid
launcher once per round. They do so,
targeting densely grouped packs of the
enemy or singling out heavily armored
foes (who are less likely to have good
Reflex saves).

Al the Bunkers: Once PCs aor eladrins
reach the bunkers, the demons switch to
the following tactics.

- Buobaus: The babaud hiding inside the
bunkers attack from hiding to utilize
sneak attacks; they are joined by the
force missile erews only if few targets
remain on the beach.

+ Hezrous: Once foes reach the bun-
kers, they engage PCs in melee, with
hezrous unable to reach them using
unholy blight indiseriminately.

« Nalfeshnee: The nalfeshnee only turns
his attention to the bunkers if no
threatening targets remain on the
beach, He can't easily fit inside the
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bunkers, but can land on the ground

to the south lo use his spell-like abili-

ties against foes inside—his firstactis
to try to summon 1d4 more hezrous to
send against the PCs.

« Mariliths: As soom as the PCs reach the
bunkers, each marilith attempts ta
summon anether marilth, then moves
to engage the intruders in melee,

The demons fight to the death,
s0 devoted to (and frightened of)
Demogorgon that they avoid the standard
trick of teleporting away when brought
to low hit points, The price of failure is
mmuch worse than death on the battlefield
in DemogoTgon’s Army.

Development: Once the PCs gain
control of the bunker, Iggwilv's portal
is relatively safe. Surviving eladrins
take over the site, with more arriving
through the portal as needed to keep the
total stationed here at a few dozen. This
hecomes a relatively safe place for the
PCs to rest and recover, and the portal's
constant flickering becomes yet another
thorn in Demogorgon’s side (with effects
as detailed in the sidebar on page g2).

Death of the V Asphyxian (EL 23)
Orcus himself arrives in Gapimg Maw
at approximately the same time the
PCs invade. His confrontation with
Demogargon is fated to go on for hours
as the two battle throughout the towers
of Abysm hundred of miles out to sea,
Tt now and then, the roars of the two
demon lords echo through the sky. Oreus
planned his initial assault to coincide
with an attack on Lemoriax, led by his
armies. As detailed above, his opening
garbit is to send in the V Asphyxian, a
legion of nabassu demons and tieflieng
mercenaries, to sacrifice themselves as
a devastating first assault.
Unfortunately, the portal point closest
to Lemnoriaxis also a trap, for Demogorgon
augmented the Demos Horde located
there with one of his deadliest minions—
Arendagrost, the Maw of the Abyss—
and ordered one of his partial clone
generals, Tetradarian, to personally lead
the defense of the region. Arendagrost
and Tetradarian’s armies caught the V¥

Asphysdan completely off guard. As soon
as the V Asphyxian emerged into Gaping

thk to destroying them

- Al the same time,
& 2 potent device created
prmon, a folem of negation, to

 of dead magic in the area,
3 ﬂrthf.r portals. The site
o ﬁ:ﬂmr invasion and the

s of negation.

with h‘ g== assault, one of them
receives @ Bmed message via sending from
Iggwily herself “Lemoriax portal point

compromised Orcus’s legions shut
out. Arendasrost is present. If fixed, we
can MM but only if it's
dealt ﬂm The site of the

l.zmmmp'ﬂ point is known to the
PCs; if they cam reach it within the hour,

defeat Arendagrost, 2nd remove the dead
magic zome. fhe armies of Orcus can
continue the attack Attempts to recruit
aid from the eladrins fail—Gwynharwyf
and Celeste and their armies are locked
in fantastic battles of their own. Tt's up
to the PCs to open the way for the rest of
Orcus's forces.

When the PCs arrive at the Lemoriax
portal point, read them the following:

The jungle suddenly comes to an end
at a blickened swath of char and blood.
The desolate clearing sprawls for miles,
only recently formed by the wicked blades
and fell spells of deman spawn. A field of
blasted stumps and ruin is:all that remains
of the once-tangled jungiescape. In some
plages, the trees look burnt, in others
they are melted, and still others appear
frozen and shattered: Black blood, gare,
and bile——still fresh from the stench of
it—are splattered across mounds of dead
fends and other horrors. The calamity
seems to have been complete, with no
clear victors, almost as thaugh both sides
annihilated each other. At the center of
the desolation stands a sinister tatem, a
ten-foot-tall pole of carved demon faces.
A tattered battle standard bearing the
black death’s head emblem of Orcus's V
Asphyxian Legion hangs from the totem,
and dangling fram its lower border by its
hair is the decapitated head of the legion's
undead general.




A search of the batlefield reveals the

bodies of nabassu demons, teflin gs and
various undead creatures, all branded
with Orcus's symbel, A it number of
bar-lgura, hezrou, and babau are dead
here as well, indicating that the hattle
wast't completely one-sided.

The totem at the center of the clearing
is a tofem of negation, a powerfl magic
item that, when planted in the ground
and activated, creates an immobile dead
magic zone. Magic (ineluding all spells,
spell-like abilities, and supernatural
effects) simply does not function in a
Go-foot radius around the totem, which
effectively prevents even lgpwilv's
epic magic from opening a portal
here. A totem of negation is fantastically
expensive and fime-consuming to
creafe—Demogorgon assumed that an
invading army would only atternpt to use
the portal poinl nearest Lemoriax, one
of many assumptions that may well cost
him dearly.

Creatures: The horror that was left
behind by Tetradarian to clean up
the battle field and guard the totem
aof negation remains, though it has
burrowed heneath a mound of corpses
6o feet from the outer edge of the dead
magic zone. Only one of his three heads
remaing above pround, and even it
remains partially covered in the dead,
In this position, since only one of his
heads is exposed, Arendagrost's penalty
to Hide checks from size is negated
{effectively granting him a +12 bonus
on his Hide check),

Arendagrost: hip 456; see Appendix Two,

Tacties: Arendagrost lies in wail
until creatures approach within 1zo
feet (at which point he bursts [rom
the ground, charging the clasest foe
to bite on the surprise round) or are
about to enter the dead magic zone
(in which case he emerges and roars
2 challenge if foes aren't in range of
a eharge). Arendagrost retreats into
the dead magic zone if faced with
powerful magic, using Fly-By Altack
to swoop out of the zone as necessary
so that he ends his turn back inside,
Arendagrost’s breath weapons and
death gaze don't function in the dead
magic zone, bat his physical attacks,

fast healing, immunities, and damage
reduction certainly da:

Development: Arendagrost is clasely
tied to Demogorgon, and the mon-
ster's destruction is felt by the Prince
of Demons as a sudden pang of rage.
Demogorgon certainly doesn’l mourn
the death of his monstrous offspring,
but it does add one more distracion to
the list.

The fotem of negation must be uprooted
or destroyed to remove the dead magic
zone. Once the PCs do so, Iggwilv opens
a portal moments later and Orcus’s 1X
Bxsanguinos legion (a1 legion of vam-
pire warlocks and fighters) and the X111
Decapitus legion (blood fiends, nabassu
rogues, death piants, and nightwalkers)
pour through to establish a base ofcom-
mand. The conunanders of this legion
ignore the PCs for now, instead marshal-
ling their forces for the short march to
Lemoriax where they intend to lay siege
to the city.

Although the IX Exanguinos has its own
cormmander, the leader of the XTI Deca-
pitus legion corrently acls as a general
for both legions. This imposing menace
is the Skull King Quah-Nomag (NE male
human [ogre-blooded] cleric 1afthrall of
Orcus 3). He knows that Temariax is pro-
tected by a powerful interdichon zone
and curtly asks the PCs to accompany his
legions to the edge of this zone—their
skills may be of use therein.

Master of Assassing (B, 22)
Demogorgon knows about the PCs, and
knows they seek ta prevent the savage
tide. Onee the PCs armive on Gaping Maw
and begin to take part in the assault, he
knows it's time to handle them. While
unable to personally confront them
(especially if Gwynharwyf and Orcus are
persent on Gaping Maw), he does have a
large number of assassin at his beckand
call. And one of the deadliest of these is
the bar-lgura assasgin Ulu-Thurg.
Creatures: This encounter can
ocour-at any time—even after the PO
have invaded Wat Dagon, although
this adventure assumes it takes place
not long after Arendagrost’s death.
Demogorgon senses Arendagrost’s
destruction and orders Ulu-Thurg to

travel to the Lemoriax portal point as
soon as hie can gather his forees. The
amount of {ime this takes is left to
you, but as long as they don't dally,
the PCs should have plenty of time
to destroy the folem of negation. Ulu-
Thurg arrives as Orcus’s armies are
deploying and decides to hide his
time, waiting for a good moment to
strike against the PCs,

Ulu-Thurg, Demogorgon’s master of
assassins, resembles a lanky, six-fingered
demonic orangutan. He leads a group of
war ape brutes, powerful savages culled
from the wild fiendish dire ape tribes
of the Sereaming Jungle and awakened
throngh Demogorgon’s malevolence.

ULu-THura CR21
Advanced bar-lgura sorcerer 6fassassan 8
CE Large autsider (chaotic, evil, tanar'ri)
Fiendish Codex'l: Hordes of the Abyss 29

Init +4; Senses darkvision 60, Listen +24,
Spot «24

Languages Abyssal, Celestial, Common,
Draconic; telepathy 100 f.

AC 25, touch 15, flat-footed 21; improved
uncanny dodge, Dodge, Mobility

hp 318 (28 HDY; DR 10/celd iron or good

Immune electricity, paison

Resist acid 10, cold 10, fire 10; SR 16

Fort +20, Ref +20, Will +17

Spd 40 fi., climb 20 fi,

Melee* Heartsipper +33/+28/+23/+18
(2d6+28/19-20/x3 plus woundirg plus
viclous) and
bite +25 (1d8+11) or
2claws +a2g (1d8+17) and
bite +25 (1d8+11)

Space 10 fl.; Reach 10 ft.

Base Atk +2%; Grp +39

Atk Options death attack (DC 21), pounce,
snealcattack +4d6, Combat Expertise,
Power Attack, Spring Attack

Special Actions abduction, summen tanar’ri

Sorcerer Spells Known (CL 10th, <29
ranged touch)

316 (4/day)—haste

2nd (fday}—bull's strength; mirror image

15t (7fday)—mage armor, magic missile, ray
of enfeeblement, shield

Assassin Spells Known (CL 8th)
gth {(1/day—freedom of movement, glibress,

greater invisibility

3rd (4/dayi—deeper duorkness, false lifz,
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muagic circle against good, misdirection
sind {4/day)}—alter self; cat’s grace, fox's
cunning, pass withaut trace

15t (4/day+—feather fall, jump, obscuring
mist, true strike

Spell-Like Abilities (CL 14th}

At will—darkness; cause fear (DC 15), dispe
magic, greater felepart (DC 23), see
inuizibility, telekinesis (DT 1a)

z{day—disguise selfl in uisibl‘ffﬁu mgjar
image {DC 17)

*5-point Power Attack

Abilities Str 34, Dex 16, Con 25, Int 16, Wis
12, Cha 18

5Q hide in plain sight, poisan use, summon
familiar {none)

Feats Ahility Focus (abduction), Combat
Expertise, Dodge, Improved Critical
{spear), Improved Toughness (+1 hp/HD),
Power Attack, Practiced Spellcaster (+4
sorcerer CLY, Mobility, Spring Attack,
‘Weapan Foous (spear)

-skills Balance £21, Bluff +9, Climb +28,

Concentration +32, Disguise #9 {+11
acting), Hide +44, Intimidate +23, Jump
141, Listen +24, Move Silently +34, Spot
+24, Spellcraft 47, Tumble =22, Use Magic
Device +19

Possessions ring of protection +3, 1ing of
chameleon power, Heartsipper (+3 wounding
vicious spear), badge of possage [see
Appendix)

Pounce (Ex) If 3 bar-lgurd charges a foe, e

can make a full attack.

Abduction (Su) Unlike most tanar', a bar-
|gura can use greater teleport Lo transport
ather creatures: |t can bring up to one
Large or two Mediurm orsmaller creatures
with it each time it teleports. Itcan
teleport unwilling targets as well, although
an unwilling victim can attempt a DC23
wWill save to resist being transported. The
save DC is Charisma-based.

Summon Tanar’ri (Sp) @nce per day, a bar-
lgura can attempt to summon another
bar-lgura with a 35% chance of success,
This ability is the equivalent of a 2nd-level
spell (CL 14th).

War Ape BRUTES CR 16

Awakened advanced fiendish dire ape
wartior 3

CE Large magical beast (augmented animal)

Init +2; Senses darkyvision 60 ft., low-light
vision, scent; Listen +9, Spot 49
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Languages Abyssal

AC 22, touch 11, flaz-footed 20; Dadge

hp 212 (25 HD); DR 10/magic

Resist cald 10, fire 10; SR 25

Fort +19, Ref +15, Will +14

Spd 20 fi., climb 10 f.

Melee* +1 human bang spear
£25/420/415/+10 (2d6+23/x3) and
bite +18 (1d8+g) or
2 claws +23 (1d6+13) and
hite 418 (102+g)

Ranged mwk spear +23 (2d6+8/x3)

Space 10 fi.;; Reach 10 f.

Base Atk +21; Grp +33

Atk Options rend 2d6+12, smite good 1
day (+20 damage), Cleave, Great Cleave,
impraved Bull Rush, Improved Sunder,
Power Attack

*5-point Power Attack

Abilities Sir 26, Dex 15, Con 16, Int 9, Wis
12, Cha 9

Feats Alertness, Cleave, Dodge, Great
Cleave, Impraved Bull Rush, Improved
sunder, Power Attack, Toughness, Weapan

Focus {spear)
skills Climb +12, Listen +9, Jump +13; Move

Silently +6, Spot +9
Possessions +1 hurman bane spear,

masterwork spear, masterwork

breastplate, masterwork mithral heavy

shield

Tactics: Ulu-Thurg stalks the party
for a lime afler he first spots them to
observe their abilities, eventually setting
up an ambush with the war apes if the
PCs are traveling by foot, or waiting for a
chance to strike as they camp. When the
attack begins, the war apes first throw
their spears and then charge into melee.
Ulu-Thurg takes the opportunity Lo tele-
port in and attempt to abducta PCtoa
remote location deep in the Screaming
Jungle, where he tries to slay him indi-
vidually before returning to the fight to
repeat his altack on another PC.

Demonic Détente

Although demons and undead are tire-
less in their lust for destruction, there
is little wisdom to forcing constant
hattle. As the IX Exsanguinos and XIIT
Decapitus legions near Lemoriax, the
commanders call for a halt to organize
and prepare for the siege. Fully 50,000
undead and demons, eager to begin the

fight, reluctantly settle in an immense
camp on a ridge at the edge of a boggy
plain, several miles from Lemoriax and
atthe edge of what is known as the inter-
dicted region.

This area is a spherical zone that sur-
rounds the city of Lemoriax to a range
of 10 miles (which includes Wat Dagon);
this zone doplicates the effects of a mas-
sive forbiddance spell, preventing entry
via teleportation, plane shift, and all other
planar travel spells. Astrally projected
and summened creatures cannot enter,
and summoning spells fail automnati-
cally when used within the zone, These
restrictions apply only to those who have
not sworn oaths of loyalty to Demogor-
gan—his minions and the majorily of
Lemoriax’s denizens can teleport and
summon within the zone easily. As
long as the zone remains active, Orcus's
armies remain reluctant te approach,

The interdiction zone is maintained
by Demogorgon's will, but the immense
ziggurat at the center of Lemoriax, a
step-pyramid known as Demogorgon’s
"Throne, acts as the focus, I this focus 18
disrupted, the interdiction zone fails and
Oreus’s armies ean lay siege to the capital
city of Gaping Maw. Unfortunately for
the PCs, none of Orcus's legions or their
commanders want to enter the zone—the
task of distupting it falls to the party.

If the PCs did not accompany Quah-
Nomag from the portal point, he con-
tacts them with a request phrased more
like a demand via sending: “1f you wish
Orcus’s legions to provide a distraction,
you will come to me now. You are needed
at the edge of the interdicted zone.”

Quah-Nomag is an imposing man, a
towering figure with the blood of ogres
in his veins. nstrimental in restoring
Oireus to life after the Prince of Undeath's
time as Tenebrous, Quah-Nomag is one
of Oreus’s favorite minions: As the PCs
reach his side, he explains that not only
does the interdiction zone present a
severt lactical disadvantage, but one of
Demogorgon’s largest armies, the Demos
Horde, is camped nearby. Before Orcus's
legions can lay siege to Lemoriax and
provide the distraction the PCs need to
enter Wat Dagon, the Demos Horde and
the interdiction zone must be removed.



The Demos Horde (EL 22 or 24)
Though the Demos Horde outmumbers
the two legions under his control, Quah-
Nomag notes with a smirk that he has
his own means of evening the playing
field, noting that each enemy that falls
provides his necromancers with a new
conscripl. Even so, he does not relish the
thought of confronting a force so large as
the Demos Horde. Yet a horde of demons
is only as strong as its commander, and if
the Demos Horde were to lose its leader,
Quah-Nomag's armies could shatter it
wilh ease,

The guestion of who commands the
Demos Horde, however, depends an how
the PCs handled Part Six of “Enemies OF
Ny Enemy.” Normally, the DemosiHerde
is commanded by General Tetradarian,
one of two partial clenes grown from
Demogorgon's own body, It the PCs man-
aged to convince the other clone, General
Bagromar, to turn against his brother
Tetradarian, then command of the
Demos Horde has fallen to a lesser (but
still powerful) demon named Gromsfed
the Drowned. Tetradarian and Bagromar
clash elsewhere on Gaping Maw; their
jealousy-fueled battle destined to earry
on until one slays the other or Demogor-
gon intervenes. As long as this adven-
ture continues, neither of these events is
likely to oocur. Ifthe PCs didn't convinee
Bagromar to turn against his brother,
though; both Gromsfed and Tetradarian
command the Demos Horde, and defeat-
ing them becomes a bit harder.

Notlongafterthe PCs meet with Quah-
Nomag and learn of what he wants them
to do, a flock of ragged vargauilles lutters
out of the trees toward them. Battered
and ruined, having escaped the Demos
Haorde with only a few of theis number
intact, the vargouille spies report to the
Skull King on the location of General
Tetradarian’ command post. In general
layoul, the Demos Horde camp is similar
to that of General Bagromar’s eamp (for
2 map, see page 81 of DuncEon #149).
Nearly 10,006 demons dwell in this
camp, many of which can see tnvisibility
or possess frueseeing. Combined with the
interdiction zone’s blockage of teleporta-
tion spells, there remain very few ways
for the PCs to reach the command tent

without arousing the wrath of tens of
thousands of demons.

Stealth combined with a high-are-
ing, high-speed flightpath that descends
down toward the tent (such as via wind
walk) should get the PCs to the tent
quickly enough while alerting few enough
guards. With a DC 40 Diplomacy check,
they can even convinee Quath-Noimag to
send a group of a few thousand troops
ona suicide mission to attack the Demos
Horde, creating a distraction that should
allow the PCs the chance to reach the
command lent guickly and without
being noticed (Neither Tetradarian nor
Gromisfed bother to personally respond
o an insignificant attack by only a few
thousand demons.) For further advice on
infiltrating a demonic camp like this, con-
sult the encounter “Bagromar’s Camp” on
pages 5081 of DuncEoN #140.

Creatures: General Tetradarian’s devil-
hide command tent is e feet in diam-
eter, and is supported by nine adaman-
tine poles around a thicker central pole.
These haold the tent roof 4o feet off the
ground. The interior is dim and smoky,
and characters who participated in the
raid of Bagromar’s tent might experience
a wave of déji vu upon entering, fior a one-
headed version of Demogorgon awaits
them inside. Standing nearby is a 3o-
foot-tall demon with the blackened skin
of a frast-bitten corpse, red batlike wings,
four arms, a snarling orcish head, and a
massive gaping mouth in his abdomen
flanked by a set oFseythelike pincers. His
stench is horrible, and his sodden flesh is
covered with bluish patches,

This is General Tetradarian and his
second-in-command, War Secretary Gen-
eral Gromsfed the Drowned. Normally
stationied at Ungorth Reddik, Gromsfed
came here to aid in coordinating the
defense of Lemoriax. Once a brilliant
sed captain and devotee of Demogoraon,
Gromsfed's fleet was deawn through a
maelstrom into the aquatic realm of
Shadawsea. Unable to eseape, the cap-
lain drowned. He was returned to Gap-
ing Maw later by Dagon in his current
undead form as a gill Lo Demogorgon.
Despite his aquatic subtype, Gromsfed
retains a phobia of open water, To uti-
lize his tactical brilliance, Demogorgon

rernoved him from his shipboard com-

mand and appointed him as his secretary

af war to coordinale the defense of the

Gaping Maw as well as raids against the

Prince of Dermons's many enemies,

GEMERAL TETRADARIAN CR 23

Clone of Aameul

Fiendish Codex | 61

CE Huge outsider (aquatic, chaotic, evil, tanar'ri)

Init +12; Senses darkvision &0 ., true
seging; Listen +36, Spot +36

Languages Abyszal, Aquan, Common;
telepathy 300 ft.

AC 48, touch 17, flat-footed 40; Dodge, Mobility

hp 493 (27 HDJ; fast healing 10; DR 20/cold
iron and good

Immune critical hits, electricity, mind-
affecting, poison

Resist acid 10, cold 10, fire 10; SR 36

Fort +29, Ref +23, Will =21

Spd 35 fl, in breastplate (50 ft. base), swim

50 ft,

Melee 2 tentacles +39 (1d8+14 plus rot) and
bite 435 (2dé+7) and

tail slap +35 (zd6+7 plus energy drain)

Space 15 fL.; Reach 15 fi.

Base Atk +27; Grp +49

Atk Options Combat Expertise, Spring
Attack, Whirlwind Attack

Special Actions paze attack, summon fanar'i

Spell-Like Abilities (C. 20th)

ArWill—astral projection, contagion (DC
22}, desecrabe, detect good, detect law,
fly; greater dispel magic, greater telepart,
project image, telekinesis (DC 24),
unhatfow, unhaly blight (DC 23}

3fday-—feehlemind (DC 24), symbol of death
(BC 27)

1fday—dominate person (DC 28)

Abilities Str 38, Dex 27, Con 38, Int 26, Wis

22,Cha 28

5Q amphibious
Feats Combat Expertise, Combat Reflexes,

Dark Speech, Dodge, Improved Initiative,

Muobility, Multiattack, Power Attack,

Spring Attack, Whirlwind Attack

Skills Bluff +3%, Concentration +44,

Diplomacy +43, Intimidate +41, Jump

+52, Knowledge (arcana) +38, Knowledge

(history) £38, Knowledge (nature) +38,

Knowledge (the planes)+38, Listen +36,

Move Silently +38, Search +38, Sense

Mative +36, Spelleraft +40, Spot +36,

Swim +52

SEPTEMBER 2007 DUNGEON 73



74

PRINCE OF DEMONS

Possessions +5 heavy fortification breastplate

Amphibious (Ex) Even though Tetradarian
has the aguatic subtype, he can sunvive
indefinitely on land.

Energy Drain (Su) Any living creature hit by
Tetradarian’s tail slap gains 1d4 negative
levels. For each negative level bestowed,
Tetradarian heals § points of damage.

If the amount of healing is mere than
the damage he has taken; he gains any
excess as temporary hit points, Itfsa DC
37 Fortitude save to remove ane of these
negative levels,

Gaze Attack (Su) Tetradarian’s gaze is the
equivalent of a charm monster spell (Wil
DC 32 negates) with a range of 30 feat.

Rot (Su) Any living creature touched by
Tetradarian’s tentacles must succeed at
a OC 37 Fortitude save or its flesh and
bories begin to rol. The creature takes
Ld6 points of Constitution damage
immediately and 1 peint of Constitulion
damage every hour thereafter until it
dies or a remove disease spell is cast.

The spell stops further damage, but lost
Constitution points return enly with
natural healing and cannot be restored
with magic.

Summen Tanar'si (Sp} Once per day
Tetradarian can automatically summan
1d8 vrocks; 1d6 hezrous, 1d4 glabrezu,
1d3 nalfeshnees, 1 marilith, or 1 balor.

War SECRETARY-GEMNERAL

GromseeD THE Drownep CR 22

Klurichir demon drowned one
warchief 4

CE Huge undead (augmented
outsider, chaatic, evil, tanar’r,
water)

Dunigeon #106 48, Fieng Folio
48, Miniature’s Handhook 24

Init +2; Senses darkvision 60 fi, see
invisibility, soulsense 60 f., Listen +31,
Spot +31

Languages Abyssal, Celestial,
Commaon, Celestial, Dracanic, [gnan;
Undercommon; telepathy 100 fi,

Aura fear 30 ft, (DC 27}, nauseating
appearance 20 ft. (DC27)

AC 38, touch 10, flat-footed 36

hp 185 {24 HO}; DR 15/cold iron and
good

Immune electricity, undead traits,

waler pressure
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Resist acid 10, cold 10, fire 10; 5R 36
Fort 20, Ref +« 19 Will +26
Weakness sunlight powerlessness
Spd 25 ft., fly 90 ft. (poar), swim 50 ft
Melee* +3 battleaxe +34[+29/+24/+1%
{3dBu32{19-20/=3 plus disease) znd
2 pincers +2¢ (2d5+12{10-7a plus disease)

or
slam +31 (1dB+20 plus disease) and
2 pincers +2g (2dé+12{19-20 plus disease}
Ranged spines +12 (2d6+12 plus poisen plus
disease)
Space 15 fi.; Reach 15 fi.
Base Atk +23; Grp +46
Atk Options disease, improved grab
(pincers), poison (DC 26, 2d4 Strf2a4
Stri, rend 2d6+22, vorpal pincers +29
(2d6+20{19-20 plus vorpal), Cleave; Great
Cleave, Power Attack
Special Actions tribal frenzy, summon tanari

Sorcerer Spells Known (CL 10th, +36 melee
touch, +23 ranged touch)

sth (#fday—wall of force

Ath (6/day—dimensional anchor, lesser
glabe of inuulnerability

grd {deay:-—dﬁspfnce.rm:nf. haste, fireball
(DC 20

znd (Bidayt—glitterdust (DT 19), false life,
Melf’s acid arrow, mirror image

15t (Biday —mage armor, magic missite, ray
of enfeeblement, shield, shacking grasp

o (6/day—arcane mark; daze {DC 17),
disrupt undead, flare {DC 17} mage
hand. epen/dlase, prestidigitation, ray of
[frost; resistonce

Spell-Like Abilities (CL 20th):

At will—Slssphemy (DC 24), deeper
durkness, desecrate, defect good, detect
law, Sl geed (DC 332}, fear (DC 21),
gregter gspe! magic, mayic circle agoinst
good, mass eharm monster (DT 25), mass

Gromsfed
the Drowned

3




suggestion (DT 23), pyrotechinics (DC 1o},
read magic, symbal (any) (DC varies),
telekinesis (DC 22), greater teleport (self
plus 5o pounds of objects only), tangues
[selfanly), unhallow, unkoly aurg (DC
235), unhely blight (DC 21}, well of fire
3fday—destruction {DC 24), enervation; fire
storm (DC 23), implosion (DC 26, slay
living (DC 22)
*5-point Power Attack
Abilities Str 40, Dex 14, Con —, Int 20, Wis
72, Cha 25
SQ hivemind, turn resistance +4
Feats Cleave; Great Cleave, Improved
Critical (battleaxe), Improved Critical
(pincers), Improved Toughness (+1 hp/
HD), Iron Will, Leadership, Multiattack,
Power Attack
Skills Bluff 134, Concentration +25,
Diplomacy +36, Intimidate +36,
Krowledge (history) +28, Knowledge (the
planes) +28, Lister +31, Sense Motive 433,
Spellcraft 128, Spat <31
Possessions clook of resistarice +4, +3
battleaxe, rod of rulership (200 minutes)
Deep Water Adaptation (Ex} Gromsfed is
immune o water pressure damage from
deep water.
Disease (Su) Victims of this supernatural
disease grow lethargic and feeble as
their museles:and skin turn blue like

a drowned corpse, Bluerot—wespan

or natural attacks, Fortitude DC 26,
incubation periad 1 minute, damage

1d8 Strength. IFStrength is reduced to

0 it deals 1d8 Con. A victim that dies of
bluerot rises as a drowned one at the next
sunset, The save DC is Charisma-based,

Hivemind (Ex) Gromsfed can communicate
telepathically with other drowned ones to
a distance of 10 miles.

Improved Grab (Ex) To use this ability,
Gromsfed must hit a creature at least an
size categary smaller with a pincer attack.
He can then sttempt to start a grapple as
a free action without provoking an attack
of epportunity. If he-wins the grapple
check, he establishes a hold and can
make vorpal pincer attacks against the
held creature in subsequent rounds, He
can hold a creature in his pincers withaut

being considered grappled, without
taking the usually penalties far grappling,
and without tanking the usual ~20 penalty
on his grapple check.

fizt!

s

Fear Aura (Su) As a fres action, Gramsfed
can produce a fear effect that functions
like a fear spell (caster level 20th) except
that it affects all creatures within a 302
foot radius (Will DC Z7). Any creature
that suceessfully saves cannot be affected
by the fear aura for 24 hours, This <4
mind-affecting fear effect. The save DC is
Charisrna-based.

Nauseating Appearance (Su) Gromsfed’s
appearance is supernaturally horrifying
Al living creatures within 20 feet that can
see him in his natural form must make a
Fortitude save (DC 27) or be nauseated for
1 round:A new saving throw is required
for all creatures in the area each rounid.
This is a mind-affecting effect. The saye
DC is Charisma-based.

Rend (Ex) If Gromsfed hits a single target
with both pincers, they latch onto the
opponent’s badyand tear the flesh. This
attack deals 2d6+18 points of damage.
He cannot use this ability in conjunction
with improved grab, se he typically uses
this attack on creatures too large for him
to grapple.

See Invisibility (Su) This ability functions as
a see inufsibility spell excepl it is-always
active and its range extends to the limits
of Gromsfed's vision. -

Soulsense (Su) Gromsfed constantly senses
the presence of intelligent life in & 60-
foot cone-shaped emanation. This ability
functions identically to detect undead, save
that it allows him to detect the auras of
living creatures with Intelligence scores of
at least 3,

Summon Tanar'ri (5p) Once per day,
Gromsfed can automatically summon
4410 quasits, 1d6 hezrous; 2 nalfeshness,
2 glabrezus, or 1 marilith. This ability is
the equivalent of a 9th-level spell,

Sunlight Powerlessness (Ex) Gromsfed
is powerless in natural sunlight (not a
prablem on Gaping Maw), unless itis
filtered throuph at least 1 foot of water.
if caught in sunlight, he cannot attack
and can take only a singlemove action
each round,

Tribal Frenzy (Ex) Gromsfed can spur other
nearby demons into a primal frenzy,
granting allied demons within 30 feet a
+4 enhahcement bonus to their Strength
score; but dealing 1 damape to them
each round for every Hit Die they posses.

This ability can be activated at will as

a standard action; and once activated

lasts as long a5 Gromsfed continuss ta

maintain it (3 free action).

Vorpal Pincers (Su) If Gromsfed begins a
turn with a ereature held in his pincers,
he ean make one vorpal pincers attack
against that epponent each round, This
attack has a +29 attack bonus and deals
206+20{19-20 points of damage with a
successful attack: On a critical hit, the
pincers sever the opponent’s head from
its body,

Tactics (Gromsfed only): If
Tetradarian is not present due to
a conflict with his clone brother
Bagromar, only
encoutnered here. Unlike Tetradarian,
Gromsfed has no inferest in chatter—
he immediatley attacks the PCs. 1f
reduced to less than 30 hit points, he
attempts to teleport Lo Lemoriax to
recover, but this has the same effect
on the Demos Horde in the short run
as if the PCs killed him,

Tactics (Tetradarian and Gromsfed
present): While Gromsfed is obviously
startled by the PCs"sudden appearance,
Tetradarian scems mildly amused—as
if he was possibly expecting the PCs.
Unless the PCs initiate immediate
hostilities, Tetradarian addresses them
civilly and calmly introduces them to
the war-secretary general, Tetradarian
recognizes the party from the reports of
spies who have been shadowing them
for the last few months. He also knows
them from their recent encounter with
Bagromat, whether his clone brother
survived or nob.

Like his clone twin, Tetradarian
fancies himself the dominant
commander of Demogorgon’s armies.
He sees 1n the PCs something that
could shift the balance of power in his
favor if utilized properly. Yet before any
deal can be struck with Tetradarian,
he must first take care of a potential
witness against him—Gromsfed. After
his almost pleasant introduclions,
Tetradarian calmly orders Gromsfed
to slay the foolish intruders and then
returns fo studying the reports on
his desk, only occasionally glancing
up to observe events in the battle.

Gromsfed is
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Gromsfed takes to the order with gleeg,
but ence he drops ta less than 3o hit
points he flees to Tetradarian's side to
beg the general for aid. At this point,
General Tetradarian joins the battle,
but as allies to the PCs. Gromsfed
attemipts to teleport to Abysm le report
about Tetradarian’s apparent treason
to Demogorgon, so the PCs and
Tetradarian have, at best, only a round
to finish off the undead demom. Yet
even if Gromsfed escapes, Demogorgon
is busy battling Orcus—no immediate
repercussions oceur (and Tetradarian
likely tracks him down to finish the job
before Gromsfed gets Demogorgon's
attention, in any event),

Once with,

Tetradarian's calm returns, and he

Gromsfed is dealt
invites the PCs Lo have a seat once
they are fimshed looting their victim.
Tetradarian's attitude at this point
depends on how the encounter with
Ragromar ended in the last adventure.
If Bagromar was slaim, Tetradarian's
initiazl attitude is
otherwise he is unfriendly. If the

indifferent—
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PCs can adjust Tetradarian’ attitude
to helpful, he is willing to withdraw
his horde to Lemoriax, as long as
the PCs can show some benefit to
him as a vesult, as well as providing
reassurances that t]]t“f do nol wish
tn overthrow Demogorgon—the
savage fide doesnt really matter
to Tetradarian {in fact, he worries
about what it might do to the power
structure of Gaping Maw).
Development: If the PCs destabilize
the Demos Horde by simply killing ils
commander(s),
the demons to turn on thémselves in

it doesn't take long for

a violent riot as lesser commanders
n‘.‘i’[—ﬂ,‘np{ Lo seize ;_'(_‘lnrrl'J] of the horde.
This iis the sign Quah-Nomag is

waiting for—he sends in both of his

legions to assaultthe horde and, within
a matter of mitutes, breaks its hack.
Demons allied with the horde teleport
away in droves, and the few loyalists
who remain behind are slanghtered
guickly and mercilessly, their bodies
animated and recruited to swell the
legion’s ranks by the necromancers.

The Biege of Lemoriax (EL 23 or 24)
e disruption of the Demos Horde is
only halfofthe problemn—the interdicted
zone remains regardless of the horde’s
fate. Quah-Nomag readies his legions
for the siege of Lemoriax, but until the
P(3s do something to disruptthe zone he
refirses to begin.

If the Demos Horde was madness to
infiltrate, Lemoriax is suicide, The capital
city of Gaping Maw, Lemoriax is also
one of the most densely-populated pits
of demonic evil in the Abyss. The city's
burning streets and twisted towers are
home fo well over three million demons;
and untold more monsters and menaces
dwell in the catacombs and sewers that
stretch for miles beneatly the planar
metropolis. Infiltrating the city is more

¥

sture in and of itself—it's

than an ady
its own campaien, and likely something
that the PCs stmply don't have the time
oF Tesources to attempt if they wish to

prevent the Savage Tide.

The interdiction zome Was created

recently by Demogorgon, one of several
adjustments to Gaping Maw made after




the Prince of Demons finally admitted
to himself that the rumeors of an army
massing against him had some basis
i fict. Normally, martal intervention
could have little effect on the whims of a
demon lord on his home plane, yet with
the war in full swing, Demogorgon's
Tesources are spread thin,

Although the tallest ziggurat in' Lemo-
riax, Demogorgon’s Throne, is the focus
of the interdiction zone, and the destrie-
tion of the pyrarnid would probably result
in the zone’s collapse, the pyramid is
approxirmately a mile from the city walls
inall directions. Without the ability to tele-
port, any approach toward the pyramid is
opposed by countless demons ranging
from lowly mobs of dretch up to pla-
toons of bar-leura archers stationed atop

mabile battlements on the shoulders of

gotistro demons led by balor generals. An
all-out assault on Demogorgon’s Throne
is beyond the scope of this adventure, but
fortunately for the PCs there is a simpler
way to disrupt the zone, for it is as much
maintained by the Throne as by Demogor-
gon's will. If the PCs can create a shocking
encugh distraction al Temoariax’s walls,
the interdiction zome falters and fails, And
once Quzh-Nomag's legions begin tele-
porting in, the influx of the enemy keeps
the zome from returning. Any PC who
uses magic to observe the strange auras
of the interdiction zome (via detect magic,
arcane sight, or the like) can make a DC 35
Spelleratt check to determine these facts,
yet the method of creating such a distrae-
tion is left to their imagination. A party
of 2oth-level characters is quite capable of
any number of distractions that suffice to
disrupt Demogorgon’s concentration on
the zome atthis point—the two mist likely
examples are detailed below:

Mass Destruction: If the PCs can
destroy up to 200 HD in demons {of
any combination) within a ten-minute
span along Lemoriax's walls, the sudden
wash of unexpected carnage is enough
to distract Demogorgon long enough for
Quah-Nomag's armies to teleport in.

Unleashing Obox-ob: If the PCs man-
aged to capture the aspect of Obox-ob
within the Iron Flask of Tuerny the Merciless
m “Enemies Of My En emty,” the solution
is simple. If the aspect is released at the

walls of Lemoriax, he immediately real-
izes that itstands at the edge of'his hated
enemy’s capital cily and begins merci-
lessly slaughtering demonic guardians
and ruining city walls before moving
into the city itself. As long as the PCs do
not approach Obox-ob too closely, they
are ignored by the Prince of Vermin.
While the aspect's assault on Lemoriax
does not damage the city that much
before the pressing mass of demonic
denizens take the aspect of Obox-ah
apart, the unexpected manifestation of
yet another of Demogorgon’s enemies
on Gaping Maw is all that's reguired to
cause his concentration to falter and to
disrupt the interdiction zone. In fact, the
PCs can achieve this result by releasing
Obox-ob anywhere within the zone, but
unless they do so within the proximity of
Lemoriax, the Prince of Vermin doesn't
have an obvious target on which to vent
his wrath, and immediately turns on the
PCs. If they become necessary, stats for
Obox-ol's CR 22 aspect can be found in
Fiendish Codex T'orin Duneron H#140.
Development If the PCs carry the fron
Flask of Tuerny the Mereiless, logwilv teleports
to theirside once the interdiction zone fals,
Even if they accomplished this via other
means and Obox-ob remains within the
flask, Tagwilv congratulates the PCs on their
progress before demanding they hand over
the flask. Tf they protest, she rerminds them
that each of them owes her a favor for the
aid she has provided them to this point, and
that relinquishing the flask to her absolves
one of them of this fivor, Izpwily has big
plans for Tuerny’s Flask, and if'the PCs resist,
she has no qualms about taking the flask
by force. Ifthey become necessary, Iggwilv's
stats can be found on pages 5051 of
Dunceon #1qo—hopefiilly the PCs Jmow
better than to anger the Witch Queen.

PART THREE: TO STEM THE

TIDE

The true tests awaiting the PCs, how-
ever, are not to be found on the field of
battle, but at an ancient edifice perched
upon the shores of the Brine Flats. This
is Wat Dagon, an ancient lemple that
predates Demogorgon's habitation of
the Gaping Maw. Constructed during
the time-misted ages of the obyriths in
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tribute to the obyrith lord Dagon, the
edifice remained behind affer Dagon's
retreat to the lightless depths of the
Shadowsea, When Demogorgon claimed
Gaping Maw as his own, he discovered
Wat Dagon already in ruins, The canny
Prince of Demons explored it, and in so
doing came into contact with Dagon for
the first time. The alliance born of that

dnital enconnter has sinée become OTIE

of Demogorgon’s greatest assets, for the
seerets revealed to him by Dagon have
been potent revelations indeed.

It was in Wat Dagon that Demogorgon
learned how to construct shadow pearls,
and it is within the temple’s heart that the
maser pearl, a deyice capable of triggering
the shadow pearls on the Material Plane,
can be found. Yet reaching its chamber
muy prove to be the most difficult and
dangerous task the PCs haye ever faced,
for Wal Dagon is its own realm, with its
own rules and reality. Even before the
PCs can enter the structure, two things
bar their progress. First, the interdiction
zome that covers the region around 1em-
oriax also wards Wat Dagon, effectively
sealing all enlrance into the structure
(which is, itself, a demiplane). Bringing
down the interdiction zone removes
this barrier; but there remnains another
obstacle—Demogorgon's armics may be
engaged elsewhere on Gaping Maw, but
that doesn't mean he left the approach to
Wat Dagon undefended.

The Bactle of Wat Dagon (EL 22)
The land approach to Wat Dagon is the
least guarded, with the sea beyond prac-
tically boiling with armies of ixitxachitls,
fiendish krakens, and other sea monsters,
In any event, the only entrance into Wat
Dagon is via the double doors at area 1.
With the exception of the old road, the
ground in this region is muddy and wet,
counting as difficull terrain for creatures
not under a freedom of movement effect.
The stream thit winds through the
region is at the bottom of a five-foot-deep
gully; it's a DC 10 Climb check to move
into or out of this gully. The stream itself
is highly acidic—a splash does 1d6 acid
damage, while a creature standing in the
five-foot-deep stream takes 10d6 acid
damage 2 round. The air in the gully to
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a distance of 10 feet from either edge is
poisonous as well—any creature in this
area must make a DC 20 Fortitude saye
or take 2d6 Constitution damage (initial
and secondary damage is the same).

An area about a hundred feet from Wat
Dagon has been fenced offby stone walls.
This corral once held & latge number of
undead warbeasts that have since been
sent to aid the battle elsewhere,

Creatures: Demogorgon has entrasted
the defense of Wat Dagon to one of his
most infamous minions—Ithe first death
knight, Saint Kargoth the Betrayer. While
the majority of Kargoth's armies fight
elsewhere, he has hand-picked the demons
and creatures 1o defend Wat Dagon: The
leastof these defenders are those stationed
outside of Wat Dagon's walls.

The exterior defense consists of
three chasme sentinels (fly-like demons
with hooked claws and long, hornlike
proboscises), four nabassu mercenaries
(vellow-eyed gargoyle-like demons), and
four powerful ghast archers created
from the bedies of troglodyte cultists

78 DUNGEON SEFTEMBER 2007

who gave their lives in order to become

undead minigns of Demogorgon—

although the ghasts resemble undead

troglodytes, they have the same base

statisties ay mormal ghasts. Saint

Kargoth himself has taken up position

inside Wat Dagon, leaving the command

of his forces out here in the hands of

one of his most competent generals, the

hezrou Urbala.

CHASME SENTINELS (3) CR12

Advanced chasmes

CR Large outsider {chaotic, evil, tanar'r)

Fiendish Codex | 34

Init +3; Senses darkvision 60 f.; Listen +18,
Spot +18

Aura fear (5-fl. radius, DC 16)

Languages Abyssal, Celestial, Commun;
telepathy 100 f.

AC 26, touch 12, flat-footed 23

hp 11013 HD}: DR 10/cold iron or good

Immune electricity, poisen

Resist acid 10, cald 10, fire 10; SR 21

Fort +17, Ref +16, Will +15

Spd 30 ft., climb 30 ft., fly 50 ft. (perfect)

Onelsquare=>+10;

Melee 2 claws +17 (1d6+5 plus wounding) and
bite +15{1d8+2 plus wolnding) and
gore +15 (1d8+2 plus wounding)

‘Space 10 fi; Reach 5 fl.

Base Atk +13; Grp +22
Atk Options Flyby Attack, Power Attack
Special Actions drane (DC 18), summon fanar'i
Spell-Like Abilities (CL 9th, +15 ranged touch)
At will—contagion (DC 18}, darkness,
desecrate, detect good, dispe! magic,
fly, greater tefeport (self plus 5o
pound of objects anly), insect plague,
protection from good (DC 13); ray
ofanfsebrehent, see ipwizibility,
telekingsis {DC 17)

3/day—quickened ray of enfeehlement

1fday—unhaly aura (DC zo)

Abilities Str 20, Dex 16, Con 18, Int 14, Wis.
14, Cha 14

Feats Flyby Attack, Improved Natural Attack
(claws), Multiattack, Power Attack, Quicken
Spell-Like Ability (ray of enfeeblament)

Skills BIuff +18, Climb 429, Concentration
+20, Hide 415, Intimidate +20, Listen
+18, Move Silently #19, Search +18, Sense
Motive +18, Spot +138




Drone (Su) As a full-round action, a chasme
may beat its wings to create a droning
buzz in a 60-foot-radius spread. All
creatures in this area must make a DC 18
Will save or fall asleep for 2410 rounds.
The save DC is Charisma-bazed.

Fear Aura (Su) As a swift action, 2 chasme
€an create an aura of fear in a 5-foot
radius spread around it: This effect is
othemwise identical te a fearspell (CL
12th, Will DC 16 negates). If the save is
successful, the ereatureis immune to that
chasme’s fear aurg for 24 hours. The save
DC is Charisma-based.

Summon Tanar'ri (Sp) Once per day, a chasme
can attempt to summon 1d4 rutterking
(Fiendish Codex | 51) or 1 chasme with a
40% chance of success.

Wounding (Ex) A wourd resulting from a
chasme’s attack bleeds for an additional
1 point of damage per round thereafter,
Multipie wounds from such attacks result in
cumulative bleeding loss. The bleeding can
be stopped by a DC 10 Heal check or the
application of any form of magical healing,

MNagassus (4) CR 15
CE Medium outsider {chaatic, evil, tanar'ri)
Fiendish Codex | 48
Init +2; Senses darkvision 60 fl.; Listen +23,
Spot+23
Aura death stealing gaze (DC 25,30 ft.),
unholy eura
Languages Abyssal, Common; telepathy
100 f.
AC 35, touch 19, flat-footed 30
hp 202 (15 HD}; regeneration 5; DR 10/cold
iron or good
Immune eleciricity, poison
Resist acid 10, cold 10, fire 10; SR 28
Fort +24, Ref +18, Will +20
Spd 40 ft., fly 90 . (good)
Melee bite +24 {2d8+9/19-20) and
2 claws +19 (1d8+4)
Base Atk +15; Grp +24
Atk Options sneak attack +6da
Special Actions death-stealing gaze, feed,
summon tanar'r, vampiric link
Spell-Like Abilities (CL 15th, +20 ranged fouch)
At will—darkness, enervolion, etherea)
Jaunt, greater dispel magic, greater
teleport (self plus 50 pounds of ohjects
only), hold monster (DC 20), obscuring
mist, sifence (DC 18), true seeing, unholy
aura ([DC 24}, unholy blight (DC 24}

3fday—blasphemy {DC 23), energy drain
(DC z5)

Abilities Str 28, Dex 20, Con 28, Int 20, Wis

21, Cha 23

5Q camouflage
Feats Ability Focus (death-stealing gaze),

Combat Casting, Great Fortitude,
Improved Critical (bite), Improved
Initiative, fron Will

Skills Balance +7, Bluff +24,

Cencentration +27, Diplomacy +8,
Gather Information +8, Hide +23 (431
in underground or barren environs),
Intimidate +26, |ump +15, Knowledge
(arcana) +23, Knowledge (local} 23,
Knowledge (religion) +23, Knowledge
(the planes) +23, Listen +23, Move
Silently +23, Spot 423, Tumble +25, Use
Magic Device +24

Camouflage (Ex) A nabassu gains a 48

circumstance bonus on Hide checks made
in underground or barren environments.

Death-5Stealing Gaze (Su) 30 feet, Fortitude

DC 25, bestows 1d4 negative levels. Any
humanoid creature drained to 0 levels
dies and is immediately transformed into
a ghoul under the nabassu's permanent
command. As a standard action, a
nabassu can actively use its gaze to kill a
single creature within range. A creature
that fails the DC 25 Fortitude save is
immediately slain.

Feed (Su) A nabassu who shays a creature

with @ coup de grace attack eats a
significant portion of the victim while
the rernaining flesh rots away to a foul-
smielling paste, thus preventing raising
or resurrection that requires parts of
the corpse. A nabassu gains the effects
of a death knell spell {CL 20th) when it
successfully feeds in this manner.

Regeneration (Ex) A nabassu takes normal

damage from good-aligned weapons.

Summon Tanar'ri (Sp) Once per day, a

nabassu-can summon 2d4 babaus or 1d4
hezrouswith a 709 charnce of success,

or ane glabrezu with a 30% chance of
success. This ability is the equivalent of 2
7th-level spell (CL 15th).

Vampiric Link ($u}As 2 standand action,

a3 nabassu can establish a vampiric link
between itseif and a living creature
within 30 feet. The target is entitled to

a DC 23 Wil save to negate the effect;
otherwise, the link remains in place until

the target moves out of range or until the
nabassy selects a new targef. Whenever
the affected creature deals damage

to the nabassu, the creature takes the
same damage. I the creature targets the
nabassu with a spell, the effects of that
spell are duplicated and affect the caster
aswell, even if the spell fails to penetrate
the nabassu's spell resistance. This is a
necromarncy effect.

GHAST ARCHERS (4) CR13
Troglodyte ghast fighter 10
CE Mediurm undead
Monster Manual 255
Init +6; Senses darkvision &0 fi.; Listen 43,
Spat+3
Aura stench (10 feet)
Languages Abyssal
AC 28, touch 15, flat-footed 23
hp 115 (14 HD)
Immune undead traits
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Fort «8, Ref =10, Will 110

GREG A. VAUCHAN

Enhanced Creation The necramancer lich

Spd 30 A
Mickee bite <21 (1d6+7 plus ghoul fever and
and
2 claws =12 (2d6+3-plus paralysis}
Ranged =2 composite longbow +22/+17+12
(Ld8+3/1570/=3)
Base Atk 12: Grp +19
Atk Options Point Blank Shot, Precise Shot
Abilities Str 24, Dex 23, Con —, (nt 12, Wis
16,Cha 18
5Q enhanced creation, 4 turn resistance

parzhys:

4]

Feats Far Shot, Greater Weapon Focus
(longbow, bite), Improved Critical
(longbow), Improved Toughness(+1
hp/HD), Point Blank Shet, Precise Shet,
Weapon Focus (longbow, bite), Weapan
Specialization (longbow, bite)

Skills Balance +12, Climb +14, Hide +12,
Intimidate +14, jJump +21, Move Silently
+12, Spot <10

Possessions +2 mithral breasiplate, +2
cormposite longbow (7 Strj with 20
adamanitine arrows and 20 arrows, beit of

glant strength +2
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that created these ghasts for Kargoth wasa
specialist in his trade; and possessed severl
feats friom: Libiris Mortis that enharced these
phasts, Corpsecrafter grants them a +4
bonus to Strength and 2 hp/HD. Bolster
Resistance increases thelr turm resistance to
¢4, Hardened Flesh increases their natural
armor bonus by 2,

CapTalN UrBaLA CR19

Advanced elite hezrou

CE Hupe outsider (chastic, evil, tanar'r)

Maonster Manucl 44

Init +5: Senses darkvisien 60 ft.; Listen +34,
Spot 434

Aura stench (10 ft.)

Languages Abyssal, Celestial, Draconic;
telepathy 100 ft,

AC 36, touch 9, flat-foated 35

hp 341 (22 HD): DR 10/gond
Immune electricity, poison

Resist acid 10, cold 10, fire 10; SR 19
Fort +24, Ref +14, Will +14

Spd 30 ft., fly 60 f. (goad)

Onelsquare ~if feet

Meler bite +33 (6d6+13) and
2 claws <31 (3d6+8)

Space 15 fi; Reach 10 fi.

Base Atk +27; Grp +39

Atk Options Cleave, Power Attack,
improved grab

Special Actions summon tanar’i

Spell-Like Abilities (CL 13th)

At will—chaos harmmer {DC 1g), greater
teleport (self plus 50 pounds of objects),
untholy blight (DC 15]

3fday—blasphemy (DC 22), empowered
chaos hamimer (DC 10), gaseous form,
empowered urhaly blight (DC 1o)

.ﬁ;b][itil.-.s Str 28, Dex 13, Con 32, Int 14, Wis
17, €ha 20

Feats Cleave, Empower Spell-Like Ability
(¢haos hammer, unholy blight), Improved

Initiative, lmproved Natural Attack
{hite), Improved Natural Attack (claws),
Multiattack, Power Attack

Skills Climb +29, Concentration +36; Hide
+13, Escape Artist +21; Intimidate 430,
Listen +34, Move Silently+21, Search 27,
Spellcraft +27, Spot.+34
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Possessions +5 full plote, amulet of mighty
fists +4, wings of flying

Tactics: Since the interior of Wat
Dagon is effectively on another plane,
there's no real way for any alarms raised
out here to alert the denizens within.
Still, the demons and undead stationed
here do their best to guard the region.
The chasmes patrol on the landward
side of the acid creek, while the nalbas-
sus stand puard near Trbala's tent and
the empty corral, The four ghast archers
hide in foxholes along the seaward side
of the creek. As soon as any one of these
groups spots the PCs, they shriek outan
alarm to alert the others and Urbala (who
lounges inside of his tent).

All of the demons attetnpt to summon
aid on the first round ef battle, while
the ghasts take their first round to begin
firing arrows at any PCs in tange. All of the
demons and undead attempt to stay out of
melee ifpossible, using ranged attacks and
spell-like abilities against the intruders,
The sole exception to this is Urbala; the
corpulent hezrou uses empowered unholy
hlights and chaos hammers only when he
isn't able to engage foes in melse, The
guardians here fight to the death, again
with the exception of Urbala Treduced to
less than 3o hit points, the hezrou attempts
to enter Wat Dagon to alert his allies and
commeamder within.

Approaching Wat Dagon

A turgid sea of dark water froths along the
desolate shoreline upder a roiling sky of
green clouds and alien moons. Built.upon
the shore, seemingly on the verge of falling
into the water, is an ominous edifice that
appears to be a walled temple compound,
though its once-vibrant walls are now
cracked and grimed from eons of expesure
to the acrid sea wind. Tall, canical domes rise
abaove the temple, surrounding 2 vast stone
dome at the center. Swirling eddies of vapor
and twisting clouds spiral along the stony
surface of the structure to give the entire
building a blurry facade, almost as if it were
nothing more thana mirage.

Although wvisible from Gaping Maw,
what appears on the shore here is meerly
a projection of Wat Dagon. A character

who walks up to the building’s sides
finds the walls immaterial and ghostly—
if someone steps through a wall, he
immediately emerges from the opposite
side. The only part of Wat Dagon that is
“real” on Gaping Maw is its front doors.
Wat Dagon itself exists entirely within the
boundaries between the Abyss and Shad-
owsea, Itis effectively a demiplane within
the Abyss.

As such, it can only be accessed via a
single portal—the entrance located at
area 1, The interior of Wat Dagon is nol
connected to the astral plane orthe plane
of shadow, and thus spells that ntilize
these planes (including all spells of the
teleportation subschool) do not funchon
inside of the structure. Demogorgon's
will prevents any other creature from
using gate to force an opening into Wat
Dagon, and summoning spells require a
DC 3o caster level check to function.

The walls, roofs, and floors of the com-
plexlook and feel like stone; but are actu-
ally physical manifestations of the edge
of the demiplane. This material cannot
be breached by mortal magic.

Unless otherwise noted, the rooms of
the temple are not iMaminated. Ceilings
are 2¢ feet high, and doors are composed
of'a hard, dry wood. Unlike the walls, they
can be destroyed normally, yet unless
vtherwise noted, they do nothave locks.

Finally, the entirety of Wat Dagon has
become suffused with the unhaly power
of the savage tide, Upon entering Wat
Dagon (and again every 1o minutes there-
after), a creature must make a DC 20 Will
save to resist being transtormed into a
savage creature. lncoporeal creatures,
constructs, elementals, oozes, outsiders,
plants, undead, and vermin are immune
to this effect—any other creature that
succumbs immediately gains the savage
creature template (Dungeon #140, page
47). (If'you don't have this resource, the
savage tide instead transforms the vietim
into a half-fiend withoul the spell-like
abilities.) Creatures that become sav-
age np longer honor old fiendships or
allegiances, and the consuming need to
feed and murder forees them to fight
one-time allies and enemies alike to the
death. Greater restoration can restore a
savage creature to its normal state, pro-

=

vided the caster can make a caster lewel
check with a DC equal to 10 + 1/2 the
savage creature’s Hit Dice + the savage
creature’s Charisma modifier. A miracle
or wish automatically restores the cres-
ture to normal. A savage creature thatis
killed and then brought back to life loses
the effects of'the template as well.

1. The Great Entrance of Wat Dagon

Wide wooden gates, moldy with age and
banded with corroded strips of metal, do
little to bar entrance into the complex.
They stand unsecured beneath a stane
arch, looking as though an errant bresze
could push them open. Beyond can be
seen & short entry tunnel that passes
through the gatehouse before opening
into a courtyard beyond. Red tiles cover
the gatehouse exterior as well as the walls
stretching to either side, though in many
places individual tiles have fallen away to
reveal the stone beneath. A steep roof of
green clay tiles rising in a series of ragzed
points tops this gatehouse,

The gates swing open easily ata touch—
there’s no indication on entry that a char-
acter is moving across a planar boundary.
The interior of the gatehouse is shadowy
and floored with a layer of gravel. Fmpty
Tooms, one-time guard posts, open on
either side—both are currently empty. A
15-foot-high veranda runs along the inner
side of the gatehouse supported by intri-
cately carven posts,

2. Courtyard (EL 20)

While this courtyard seems at first to
be open to the air, a glance upward cre-
ates an unsetiling sense of vertigo, for
forty feet abave the contents of the room
are reflected, down to the smallest peb-
ble, as if the ceiling'were an immense
and perfect mirror twenty feet aboye,

The main entrance to the building—a
corroded door of beaten bronze—sits in
the wall opposite the gatehouse. Squatting
on a ledge above these ten-foot-tall doors is
a horrific statue of a creatura not quite eel
or shark aractepus. A wooden frame hold-
ing a large copper bell stands to the left of
the entrance. A smaller frame holds a sus-
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pended log to serve as a striker for sound-
ing the bell. At either end of the courtyard
are tall, circular towers with conical golden
domes. Archways, five feet off the ground,
open along the walls to provide access to
the chamber within. Just to the side of the
gatehouse sits a small, ornamental pond
overgrown with deformed lily pads and
algae. A statue of a fat froglike demon sits
cross-legged at the closest edge of the pool.
Finally, collapsed in a corner of the yard is
an immense spider-like carcass the size of
an elephant. It shows signs of heavy dam-
age and deterioration due to exposure.

The ornamental pool is only two feet
deep, but the bottom is coated wath a
six-inch layer of green slime (Dungeon
Master’s Guide 76). A DC 21 Knowledge
(arcana) check identifies the spiderlike
corpse as a destroyed retriever—in fact,
it is the remains of Demogorgon’s first
attempt to erafl one of these constructs.
The figure above the main entrance
depicts Dagon, recognizable with a DC
30 Knowledge (the planes) check.

The ceiling above is an impenetrable
barrier between Wat Dagon and a duplicate
chamber above—the “reflections” the
PCs see above are living duplicates of
themselves created by the Abyss. Sound
doesn't penetrate the barrier, nor can any
mode of travel (magical or mundane).
"The duplicates follow the actions the PCs
take, but not quite asexactly as a reflection
mmight. If a PG flies up to the “ceiling” 20
féet above and touches it, hi§ duplicate
does the same—and as soon as the two do
50, the “reflection” shrieks soundlessly in
horror and transforms into a deformed,
savage version of the PC that scratches
at the barrier betweenythem, as if insane
with a need to lear the true PC apart, The
character who touched his “reflection”
st then make a DC 25 Will save Lo avoid
being stunned by the sudden assault of
Abyssal energy on his mind—making a
new saving throw each time he comes
into contact with his savage duplicate,

Creatures: 5Saint Kargoth is not the
only one of Demogorgon's favored
minions sent to Wat Dagon to aid in
its defense. The notorions glabrezu
Ghorvash, ene of Demogorgon's
favored subordimates and something of
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a spymaster, has also come to aid in the
site's defense. Ghorvash sees himself as
the first line of defense for Wat Dagon,
privately assuming he was assigned here
because Demogorgon doesn't trist Saint
Rargoth to do the job.

Ghorvash has a particular interest in
the fate of the Vanderborens and their
allies, for he is the demon responsible
for corrupting a young Vanthus Vander-
boren so many yeaes ago, and for sealing
the man's fate (see DUNGEON #146). When
the PO defeated Vanthus for a second
time, the man’s soul transformed into
a larvae, a horrid wormlike manifesta-
tion of an evil soul, Ghorvash was wail-
ing for him, and is pow the proud owner
of Vanthus's larval soul. He's taken great
entertainment in tormenling Vanthus

45 he waits for'the POs toarrive, often

doing so in the assumed form of Layinia,
Worse, Ghorvash knows it's only a mat-
ter of Hme before the PCs arrive at Wat
Dagon, and has prepared an unscttling
surprise for them. He's learned much of
their accomplishments, and when they
arrive 1n this courtyard, he greets them
in Lavinia's form.

Ghorvash knows the PCs aren't push-
overs and that they have plenty of magic
available, and yet does what he can to
make them think that they really are
facing their friend and ally. As Lavinia,
Ghorvash mocks the PCs, calling them
naive fools and claiming that she had
plotted these events from the start sim-
ply to see Vanthus's humiliating defeal
and aid Demogorgon in seeing his
goal—after all, by keeping the PCs dis-
tracted with Farshore and “pretending”
to be captured, she kept the PCs from
where they were truely needed, in civi-
lization, seeking out the shadow pearls
and preventing them from spreading
so far as they did. If the PCs confront
Ghorvash with the truth, he shrugs and
assumes his natural form:, then claims to
be surprised it took the PCs "this long”to
figure it out. The deceptive glabrezu then
goes on to claim that he's been masquer-
ading as Lavinia for months; he prefers
to let the PCs draw their own conclu-
sions as to when he assumed her form,
but if pressed, he decides not Lo push
things too far and claims to have taken

her form at Divided’s [re, using the PCs
to engineer his escape. He claims the real
Lavinia is long dead.

Of course, all af these claims are lies.
What aren’t lies are Ghorvash's lales of
how he tempted Vanthus, stories he
gleefully reveals to the PCs if they ask.
If they doubt him, he shrugs again and
then uses felekinesis to pull the larval Van-
thus out of his cage in area 3, hurling the
shricking petitioner at them and inviting
them to, “Ask him yourselves!”
GENERAL GHORVASH CR 20
Male glabrezu martal hunter 7
CE Huge outsider (chaotic, evil, tanar'ri)
Manster Manual 43, Book of Vile Darkness 63
Init «1; Senses darkvision 60 ft., true seeing;

Listen 427, Spot +27
Languages Abyssal, Celestial, Commoan,

Draconic; telepathy 100 fi.

Eéﬂé. tauch 9, flat-footed 35

hp 320 (19 HD): DR 10/good

Immune electricity, poison

Resist acid 10, cold 10, Are 10; SR 21
Fort +25, Ref +11, Will +12, spurn mertal magic
Spd 40 ft.

Melee Kaollum’s skull #31/+26/+21/+16

{1d6+14 plus curse of betrayal) and

2 pincers +29 (3d8+14/19-20) and

claws +2g (1d847) and

bite 2 (2d617)

Space 15 fi; Reach 15 fi.

Base Atk +19; Grp +41

Atk Options improved grab (pincer), mortal
hunting, smite mortal 1/day (+2 to attack,
+14 damage)

Special Actions defect mortals, mortal skin,

samiran tanar'
Spells Prepared (CL 7th, ranged touch +18)

ath {2/day)—arcane eye, call dretch
horde, locate creature, morality undone
(DC 21), phantasmal killer (DC 21],
resonating resistance

srd (a/day—flesh ripper, mirror sending,
nondetection, serying (DC 20), suggestion
(DC 20), vile lance, wrack (DC 20)

2nd {4/day}—detect thoughts (DC 1g), evil
eye {DC 1g), hold person {DC 1), magic
circle mgainst good, see |'rr'u|'S|'biniity, wek
(DC 19}, wither limb (DC 1g)

15t {4fday)}—couse fear(DC 18), charm
person (DC 18), detect gacd, heartache
(DC 18), protection from good, sleep (DT
18), unnerving gaze {DC 18)




Spell-Like Abilities (CL 14th)

At will—chaos hammer (DC 21), confision
\2C 21}, dispel magic; mirror image,
reverse gravity (DC 24), greater teleport
(self plus o pounds of abjects anly),
unholy bBlight {DC 21)

3/day—boosted mortalbane untoly blight

1DC 23}, quickened mirror image
2fday—mortalbane unholy blight (D€ 21}
~ ifday—power word sfun

Abilities Str 38, Dex 12, Con 34, Int 16, Wis
14, Cha 24

5Q claws of the overfiend

Feats Alertness, Boost Spell-Like &bility

\confusion, |mproved Critical (pincer),

Martalbane {urhaly blight), Multiattack,

Quicken Spell-Like Ability (mirror
image), Track

Skills Bluff +29, Concentration +27, Disguise

+28, Intimidate +24, Knowledge {the
planes)+18; Listen +27, Move Silently
+16; Search +18, Sense Motive +24,
Spellcraft +17, Spot +27, Survival +23

Possessions Kallum's skoll (see Appendix
One), bracers of armor +&, belt of giant
Strength +4

Claws of the Overfiend {Ex) Ghorvash's
natural attacks deal damage as a
creature one size category larger than
his actual size.

Detect Mortals (Su) This ability duplicates
the effect of detect undead (CL L5th},
exceptthat mortals are detected. For
purposes of this ability and other mortal

hunter abilities, a “mortal” is any creature
not of the outsider, undead, construct, or

fey types.

Mortal Hunting (Ex) Gharvash gains a 3
bonus en Bluff, Listen, Sense Motive,
Spot; and Survival checks made against
mortals. He also gains 2 +3 bonus on
attack rolls and weapon damage rolls
against mortals.

Mortal Skin (Su) Ghorvash can graft bits of
flesh to his body. Once per day, he can
assurmie the form of 2 mortal creature.

If the flesh used is from the exact
individual being imitated, the duration
is permanent. [Fthe flesh is from a being
of the same type of the form adopted,
the duration is 1 hour. If the flesh is

not the same type as the form adepted,
the duration is 10 minules. In all cases,
Ghervash can dismiss the ability as a
standard action. Otherwise, this ability

works as polymorph. Ghorvash currently
has numerous pieces of flesh grafted to
his arms, one of which is a patch of flesh
procured from Lavinia Vanderboren,
purchased fram the manlith Lillianth
during Lavinia's stay asa prisoner of
Divided's Ire (through the use of a non-
outsider prowy—Ghorvash didn't want
to become 3 permanent addition to
Divided's fre)

Smite Mortals {Su} Once per day, Ghorvash
can smite's mortal creature with one
normal melee attack.

Spurn Mortal Magic (Su) Ghorvash applies
hisWisdem modifier 25 2n additional
bonus o all savirig throws against spells
and spell-like abilities used by mortals.

Spells Several of Ghorvash's spells are from
the Book af Vile Darkness. [Fyou don'l
use this baok in your game, make the
faflowing adjustments to his spells: call
drefch horde becomes summon monster
IV, evil eye becomes desecrate, flesh
ripper becames vampiric touch, heartache
becomes lesser confision, mirror sending
becomes clairvayance/clairaudience,
miorality undang becomes charm monster,
resonating resistance becomes spell
immunity, unnerving geze becomes dom,
vile lante becomes contagion, wither limb

becomes shatter, and wrack becomes

blindness/deafness,

Feats Boost Speli-Like Ability (Book of Vile
Darkness 47) allows Ghorvash to boost
the saving throw DC for confusion by
+2 up to three times a day. Mortalbane
(Book of Vile Darkness 49 allows
Ghorvash toenhance unholy blight up to
five timesa day so that it inflicts +2dé
damage when used-against mortals;
but only'half damage against outsiders,
undead, and constructs.

Tactics: Ghorvash eventually grows
tired of tormenting the PCs, and if
they don't attack him first, he does so
after first reyverting to his true form. He
activates a quickened mirror image on
the first ound of combat along with
reverse gravity to catch as many of the
PCs as he can. Characters who fall up
to the “ceiling” come into eontact with
their reflections, with repercussions
as detailed above: Each round a PC
remains in contact with his'duplicate, he
must make a new saving throw to avoid
being stunned.

Ghorvash uses his spells and spell-
like abilities against PCs stuck on the
ceiling, reverting to melee attacks
against those who avoid being stunned
or falling up and who can reach him. He
fights to the death, knowing that to fail

Vanthus
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Demogorgon at this stage would be the
less appealing of the two ends.

3. Chedis

A curtain of heawy knotted ropes hangs
before the entrance into a round cham-
ber with a conical roof rising thirty feet
abave, The interior walls of the chamber
are adorned with all manner of inserip-
tions in Abyssal. The remains of a small
altar and kneeling bench sit near the back
of the roam.

These small buildings are chedis, or
shrines. They once held relics sacred

to Dagon, though they were looted

ages ago, Now they stand abandoned,
although Ghorvash has been using the

one opposite the dead retriever as a

place to torment Vanthus.

Creature: Vanthus Vanderboren, his
soul now transformed into a twitching,
shrieking larva, lies pinned to a wax
tablet on the altar by several long rusty
needles. Horrifically, Vanthus is one of
those few larva who retaing knowledge
of his life, and upon seeing the POs begs
for redemption and salvation. You can
use Vanthus to fill the PCs inon any bits
of backstory involving the treacherous
brother that remain to be explained.
Rescuing Vanthus from his wretched
state requires o miracle, true resurrection,
or wish, (or just resurrectipn if the PCs
recover his body from area a3} Whether
or not his claims that he now seeks
redemption are homest is left for you lo
decide—if resurrected, he has lost his
Lemorian half-fiend template, It may be
more merciful for the PCs o simply put
him out of his misery once and for all.
WANTHUS VANDERBOREN CR1
Male larva
ME Medium outsider {evil)

Marnual of the Planes 199

Init +3; Senses Listen -1, Spot=1
Languages Comman

AC 16, touch 15, flat-footed 11

hp 45 (currently 2 hp, 2HD)

Immune cold, fire, mind-affecting effects
Resist acid 10, electricity 10

Fort +&, Ref +6, Will +2

Spd 30 fi.
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‘Melee bite +3 (1d4+1 plus disease and

wounding)

Base Atk +2; Grp +3

Abilities Str 12, Dex 17, Con 14 Int 10, Wis
& Chal4

Disease (Ex) Devil chills—bite, Fartitude DC
17, incubation period 1d4 days; damage
1d4 Str.

Wounding (Ex) A wound inflicted by & larva
bleeds for 1 additional point of damage
each reund until a DC 15 Heal check is
made or magical healing is applied.

4. Dagon's Gate (EL 13)

The floor of this aniechamber is inlaid
with a complex pattern of blue and green
tiles that almost gives it the illusion of the
surface of a placid pool of water.

Trap: One round after a creature
enters this are, its lungs fill with nearly
freezing seawater. The target must make
two DC 25 Fortitude saving throws, The
first determines whether or not the vicim
is stunned for 1dq rounds by the sudden
sensation of lungs filled with freezing
water (creatures with any resistance or
immumnity to cold automatically make this
saving throw), The second is to determine
if the vickim can expel the water from his
lungs before he beging to drown—if the
victita is stunned, this saving throw suffers
a —4 penally. Failure ndicates the victim
dropsito o hp at the start of the next round
and thereafler continues to drown. Water
breathing creatures, of tourse, do not need
to waorry aboul drowning from this trap.

Breath of Dagon: CR 13; magic
device; location Irigger; automatic
reset; Fortitude DC 25 resists stunning,
Fortitude DC 25 resists drowning;
Search DC 40; Disable Device DC 4o,

Development: Characters who succumb
to this trap are likely to alert both groups
of ghast archers in the nearby rooms.

§. Viharn (BL 18)

Three ornately carved benches stand here
with a few small incense burners and lit
tapers providing a sharp fragrance of rot-
ting seaweed. A great net composed of
rusty chain links hangs from the ceiling
overhead like some kind of awning.

This chamber served as-a gather-
ing ares for meditation by the temple's
guardians. The chain netting above is a
2o-foot-square fishing net once used for
catching the greatleviathans of the deep
off the nearby coast—despite its omi-
nous appearance, it is harmless.

Creatures; Saint Kargoth has sta-
tioned a half-dozen ghast archers in
this reomt. The undead wait loyally and
patiently for the death knight's com-
mand, although if they notice victims
succumb to the breath of Dagon trap in
area 4, they shriek in delight (alerting
the ghasts in area 6 and the occupant of
area 8) as they race into area 4 to attack
drowning PCs.

Ghast Archers (6): hp 115 each; see
page 79

6. Abandoned Viharn (EL 17)

This room is bare and dusty. A'pair of bat-
tered wooden benches sit against the walls.

Creatures: Like area 5, this was once a
viharn. Several ghast archers lie in wail
in this chamber.

Ghast Archers (4): hp 115 each; see
Page.79.

7. Watchtowers

Siairs rise thirty-five feet into a single
chamber at the top of each of these fow-
ers. These chambers lie beneath conical
golden roofs and feature several nar-
row windows that look out over Gaping
Maw to one side and into the swirling
depths of Shadowsea to the other. These
windows are transparent planar barri-
ers—they allow observation from either
side, but mot transport.

A character who peersinto Shadowsea
has a cumalative 25% chance per round
of catching a glimpse of an immense,
horrific shape waiting in the dark
waters. This is none other than Dagon,
Prince of the Darkened Depths, lurking
in the neatby waters of Shadowsea and
ready to emerge into Gaping Maw when
the PCs challenge Démogorgon. Dagon
does not notice any PC peering through
these windows, but the mere sight of
the obyrith lord is enough to affect the
observer with his form of madness.




fAny ereature that observes Dagon
must make a DC 31 Will save: Failure
indicates the crealure develops an
overwhelming fear of the ocean and
its depths. As long as the ocean is
in sight, the creature is distracted
with fear and takes a —4 penalty on
Will saving throws. He also takes a
-4 penalty on attack rolls against
creatures with the aquatie subtype.
On the first round of combat apainsl
a creature with the aquatic subtype,
the character must make a DC 31 Will
saye or be paralyzed with fear for 1ds
rounds. A heal or greater restoration

spell can cure the'effects if the caster
succeeds ona DC 35 caster level check
Miracle or wish automatically cures
the condition.

A creature that makes this save is
immune to Dagon's form of madness
tor 24 hours, This is a mind-affecting
fear ability that does not affect chaotic
evil outsiders. Even creatures that are
immune to fear can be affected by
Dagon’s form of madness, although
they suffer its effects for only 1 hour

if they fail their saving throw—ifor all
other creatures, the effect is permanent

until magically cured.

8. Bot (EL 23)

A massive stone deme hangs forty fest over-
head. At its apex is a large opening lead-
ing into the dark interior of the temple's
central golden spire. Beneath this opening
has been inscribed 3 magical circle with a
small cauldron at its center. Tall wooden
pillars support the chamber's dome. Set
in between these pillars are wooden poles
crude

upon with have been mounted

wooden fetishes,

This bot, or “most holy prayer room,”
was once a central place of Dagon wor-
ship in the Age before Ages. The dark-
ened opening leading to the vault above
has a 1-foet-wide lip surrounding its
inner edge, The cirele beneath is iden-
Lifiable with a DC 30 Knowledge (arcana)
check as some type of chaetic transmit-
ting focus. A DC go check identifies itas

the sile from which the savape lide will

be unleashed. Unfortunately it is indel-
ibly inscribed by the morphic will of
Demogorgon at easter level 30, If some-
how destroyed, it reforms after 1 round.
I'he cauldron is filled with briny water
and is necessary for the activation ritual
of the master pearl. The five tetishes are
recognizable as a jaguar, a sea turtle, a
rhinoceros, a tiger, and a tyrannosau-
rus; A DG 15 Knowledge (local) check i3
encough to realize that the eraftsman-

ship resembles those of the Olman of

the Isle af Dread.

Creature: 5aint Karpoth the Betrayer,
the first dealh knight created by
Demogorgon, has chosen this chamber
as his arena for defense, He calmly awaits
the arrival of the PCs, whom he knows
are near, but is eager to leave Wat Dagon
to return to his forlress of Kolurenth on
Gaping Maw—as powerfil as he is, the
death knight finds the Tocale uncomforl-
able and menacing,

A corrupted human paladin whao
onee served in the Great Kingdom,
Saint Kargoth betrayed his brothers to
quickly ascend through the ranks of
dernonic hierarchy. He his come to view
Demagorgon as his lord and god, and 1s;
the demon prince’s most
loyal follower. Of the legions of demons

in ANy Ways

who serve Demogoergon, Kargoth alone
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would never consider betraying him,
Additional information about Kargoth's
history, including full details on his
fall from grace and ties to the demon-
spawn Arendagrost, can be found in
issues #zgo-#201 of DRAGON magazine,
although they are not relevant to his role
here as Wat Dagon's defender.

5T. KARGOTH THE BETRAYER CRZ3

tale half-fiend hurnan death knight ex-
paladin &/blackguard 19

CE Medium undead

Monster Manual 147, Manster Manual [ 207

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

Aura despair {10 f.), fear (15 fi.]

Languages Abyssal, Celestial, Comman,
Drraconic

AC 45, touch 16, flat-footed 44

hp 351 (377 with Demogorgon’s Bilious
Sphere, 18 HD); DR 15/cold fron and good

Immune acid, cold, electricity, polymorph,
undead traits

Resist acid 10, fire 10, SR 28

Fort +26, Ref 420, Will =22

Spd 20 ft., fly 20 f, (perfect) (base speed 30
ft. unarrored)

Melee +5 unholy longsword +35/+30{+25/+20
(1d84+16/19-20) or
+5 unholy longsword +31/+26/+21 /416

(1d8+16/19—20] and
Demogorgon's Bilious Sphere +31 (1d8+10
plus 1dé acid} or

touch +2g (1cd8+13 negative energy plus 1
Con, DC 32)
Base Atk +18; Grp +79
Atk Options smite good 5/day (+13 to attack,
+10 damage; 1fday +28 damage), sneak
attack +4d6
Special Actions abyssal blast, command
undead 16/day (+13, 2d6+21), lay on
hands {130 hip/day)
Spells Prepared (CL 10th]
ath—freedom of movement, infiict critical
wounds{DC 18)
srd—inflict serious wounds (2, DT 17),
summan monster ||
and—death knelt {DC 16), inflict moderate
wounds (DC 16), shatter (DT 16)
1st—corrupt wenpan, inflick light wounds
(2, DE15)
Spell-Like Abilities (CL 18th}
3fday—darkness; unholy aura (DC 31),
paisan (DC 27)
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1/day—hlasphemy {DC 30, contagion
{DC 27, desecrote, horrid wilting (DC
31}, summion monster | {CL zoth; evil
creature only), summan monster 1%
{fiends only), unhallow, unholy blight
(DC 27}

Abilities 5tr 32, Dex 14, Con —, Int 16, Wis
18, Cha 36

SQ dark blessing, fiendish servant, poison
use, turr immunity, unholy toughness

Feats Cleave, Improved Sunder, Mounted
Combat, Power Attack, Ride-hy Attack,
Spirited Charge; Two-Weapon Fighting,
Weapoh Focus (longsward)

Skills Bluff 416, Concentration +14,
Diplomacy +23, Handle Animal +21,
Hide +74, [ntimidate +36, Knowledge
(religion) +13, Knowledge {the planes)
+7, Ride £23

Possessions +5 improved shadow full plate,
+3 animated heauy steel shield, +5 unholy
langsword, Demogorgon's Bilious Sphere
{see Appendix One), cloak of Chansma
+6, amulet of natural armor +5, ring of
pratection +5, boots of speed

Abyssal Blast (Su) 51. Kargoth can unleash 2
blast of eldriteh fire once per day, fillinga
20-foot-radius spread anywhere within a
range of 1,120 feet. The blast deals 18d6
damage [half fire; half divine power);a DC
32 Reflex save halves the damage.

Fear Aura (Su) Creatures of less than 5 HD
within 15 feet- must make a DC32 Will
save or becorme panicked.

Flight (Su) 5t. Kargoth's fly speed is
supernatural in nature, fuactioning
similarly to that granted by a fly spell jsave
that it cannot be dispelled.

Turn Immunity (Ex) S5t. Kargoth cannot be
affected by turn undead.

Unhaly Toughness (Ex) 5t. Kargoth gains
a bonus to his hit points equal ta his
Charisma modifier tirmes his Hit Dice.

Inherent Bonuses 5t. Kargoth has a +4
inherent bonus to Strength and a +5
inherent bonus to Charisma.

Tactics: Saint Kargoth is one of the
deadliest foes the PCs are destined
to face, as befits his history and rele
as the first of Demogorgon’s death
knights: If he hears the PCs enter
area 4, he takes the lime to east free-
dom of movement, corrupt weapon, and
unholy aura before stepping through
the double doors into area 4 to join

his ghast minions in the fight against
the PCs, Kargoth activates his hoots of
speed om the first round of combat and
begins the battle by casting horrid wilt-
ing or using his abyssal blast (taking
care to hit as few ghasts as possible),
but thereafter fights in melee. The
death knight is unnervingly silent in
combat, making no villainous proc-
lamations and issuing no maniacal
Jaughter—he is as cold and relentless
in personality as he is in battle. Loyal
to the end, Saint Kargoth fights to the
death, confident that if Demogorgon
survives what is to come, the Prince of
Demons will restore him. And if the
Prince of Demons is to fill, Kargoth
would rather fall first.

9, Collapsed Hall

Halfway across the chamber the floor has
cracked and sunken, creating a treacher-
ous slope down into churning waters. The
western half is ten feet lower and rests at
an angle to the rest of the room.

The door to area 10 is swollen with
wetness and harely remains onits hinges,
swinging open easily but only providing
1 fodt of headroom between the surface
of the water and the door jamb.

10. Mondhop (EL 20)

Murky water floods this entire chamber,
save fora smiall ledge of rubble upon which
rests a tattered pest of cloth and debris.
Ancient stone shelves line the walls, mostly
submerged with only a few items scattered
upan; their tops. The ceiling rises 10 feet
above the surface af the water. A fitfully-
burning torch-made of rushes is affixed to
the sputhwall.

This was once the library of the tem-
ple, but the sacred texts once stored here
have long since been moved to Abysm.
The water is 12 feet deep. The toreh is an
everburning torch.

Creature: This room his been one
man's home for the past thousand
years, 3 man whose slavish devotion
and dedication to Demogorgon isas full
as any mortal could ever express. This



is the Olmian’ shaman who discovered
the first shadow pearl, and the first
Olman to fall under its influence—
Nulenga, Old even before his devotion
to Demogorgon began, Nulonga aided
Demogorgon in the cultivation of the
master pearl over the past millennium.
Here in Wal Dagon, the man never ages,
never grows tired or hungry, and never
wonders what might have heen had he
the will to resist the Demogorgon's lure
so-long ago.

Nulonga is an emaciated ruin of a
man, both ofhis legs ending i stumps
that bear the sears of crude stitching.
His legs were his first sacrifice to the
Prince of Demons so long ago—his
immertal soul the next. His teeth
are little more than rotten stumps
sharpened to cracked points, and he
carries the odor of decay abont him,;
a manifestation of his unusual bond
with death—if slain, Nulonga's spirit

Nulonga

slips like a parasite into the closest
body, resurrecting in an undead shell.
Nulonga has died countless times, and
has used undead hosts to secure his
own Tesurrection as many times. His
death wish is Demogorgon's greatest
gift and curse to the old man, ensuring
his immortality at the cost of his
eternal servitude. It 1s unlikely that
the PCswill be able to kill the ancient
shaman as long as Demogorgon lives
unless: they take care lo destroy all
of the bodies of defeated ghasts in
Wat Dagon,

While Nulonga is quite dangerous,
his role in the defense of Wat Dagon
is minimal—he prefers to leave that

jeb to Saint Karpoth and General

Ghorvash, Yet if both of them are
destroyed, Nulonga feels il in his
bones, and realizes he's the last thing
standing between the PCs and the
master pearl,

NuLoNGA CR2Z0

Male ald human sorcerer 10/thrall of
Demoporgon 10

CE Medium humanoid

Dracon £357 28

Init —2; Senses Listen +4, Spot +4

Languages Abyssal, Aquan, Olman

AC 73, touch 13, flat-footed 23

hp 71 {20HD)

Fort +10, Ref +4, Will +18

Spd 10 . (can'trun)

Melee +1 greater empowering club +13/+8/+3
(1de-2)

Base Atk +15; Grp +12

Special Actions death touch, death wish,

Demogorgon's will, kyprosis, reaching
touch, rotting touch, summon deman,
touch of fear
Combat Gear staff of necromncy (42 charges)
Sorcerer Spells Known (CL 14th, +12 {ouch,
+13 ranged touch)
ath (afday—finger of death (DIC 26)
&th (6/day}—flesh ta stone (BC 24), yreater
dispel magrc
sth (7/day—feablemind (DC 23), teleport,
woll of force
ath (Bfdayl—animate dead, bestow curse
(DC 23), dimension door, enervation
ard (8/day)y—clairoudience/clairuoyance,
dishlacement, fly, vampirie touch
2nd (Bfday}—blindness/deafness (DC 21),
false life, ghoul touch (DT 21}, resist
energy, spectral hand
1st {8 /day}—expeditious retreat, magic
missile, protection from law, ray of
enfecblement, shield
o (6/day)—acid splash; arcane mark, defect
magic, ghost sound (DC 18), light, mage
hand, mending, resistance, touch af
Sfutigue (DC 1)
Abilities Str'5, Dex ¥, Con 10, Int 14, Wis 18,
Cha 26
sQ dual actions, metamagic specialist, scaly

flesh, two personas

Feats Craft Wondrous ltem, Dark Speech,
Extend Spell, Forge Ring, Quicken Spell,
Spell Fotus {necromancy), Thrall to
Demon (Demogorgon), Willing Deformity

Skills Bluff 431, Concentration +23,
Intimidate +29, Knowledge (drcana) +25,
Knowledge (religion) 16, Knowledge {the
planes) +16, Spellcraft <17

Possessions <1 greater empowering club
{as a rod of greater empower metamagic
that also functions as a +1 club), ring af
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protection +5, ring of Chorisma +6 (as-cloak
of Charisma +6Y, bracers of anmor +6, helm
af telepathy, key to area 13

Death Touch (Su); Mulenga can use an effect
identical to that of slay living once per day
(Fort DC 28 negates).

Death Wish (Su) As an immediate action,
Mulonga can will his physical body
to die. If struck by a lethal attack,
he can elect to use this ability the
instant before he dies. This ability
frees his soul to inhabit:any ather
humanoid corpse within 1 mile at any
time within the next 24 hours. That
corpse animates as a juju zombie(see
Forgaiten Realms: Unapproachable East)
but gains all of Mulonga's memories,
spell casting; and special abilities
{including death wish). Mulonga's soul
is immediately aware of all suitable
carpses within 1 mile and can reach
any of them instantly regardless of
barriers or other magic that prevents
possession, such as pratection from evil,
Gnce a body is vacated by Nulonga,
he can no longer use it for possession.
Given time, Mulonga's first act upon
gaining a hew body is to hack off his
own legs to honor his bargains with
the Prince of Demons:

Demogorgon’s Will (Sp): Nulanga can call
upan the Prince of Demans once per day
to be granted a limited wish, The use of
this ability requires 3 full rounds devoted
to entreaties and prayers ta Demogorgon
before the limited wish is granted.

Dual Actions (Su): Twice per day, Mulonga
can take two full rounds" warth of actions
in the same round.

Hypnosis (Su}: Once per day, Mulonga can
produce an effect identical to that of the
hypnatism spell (Will DC 28 negates),
except it functions as'a gaze attack with a
range of 30 feet.

Metamagic Specialist This alternate
class ability allows Nulonga to apply
metamagic feats to his spells without
extending the time required o cast
them. This ability replaces his ability to!
summon a familiar.

Reaching Touch (Suj: Three times per
day, Nulonga can cause his arms to
stretch unnaturally like tentacles. This
provides him an extra 5 feet of reach
for 1 round.
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Rotting Touch (Su}: Three times per
day, Nulonga ean deal 1dé points of
Constitution damage as a touch attack.

Scaly Flesh (Ex) Nulonga's flesh is covered
with fine scales that grant him a +4
natural armer banus.

Summon Demon (Sp): Mulonga can summaon
ademon of 5 HD or less once per day,
This functions as a summon monster spell
cast by a 15th level| caster. Once per day,
he can also summon a demon of 10 HD
or less. This ability is the equivalent of a
dth-level spell; the ability to summon-a 10
HD demon is the equivalent of a 7th-level
spells

Touch of Fear (Su): Three times per day,
Mulonga ean cause a creature he strikes
with a touch attack ta become frightened
for 1dd rounds, A successtul DE 28 Will
save means the creature touched Is
merely shaken for 1 round.

Two Personas (Ex): Whenever Mulanga is
subjected to a mind-affecting attack that
allows a saving throw, he makes two
saving throws. Both saving throws must
fail in order for the mind-affecting attack
to affect him.

Feats Thrall to Demon allows Mulenga
ta gain a +1 luck bonus to one roll 3
day, Willing Deformity grants hirm a +2
deformity bonus:an Intimidate chacks.
Tacties: As soon as Nulonga hears the

sound of combat in Wat Dagon, he casts

clairaudience/clairvoyance to observe events
in area 8, Omce Karpoth is defeated,

Nulonga prepares for the inevitable by

casting extended versions of fly, false life,

resist energy (of a type he witnessed the

PCs use), profection from law, and shield,

then moves out to confront the PCs

wherever they may be.

Onee he encounters them, he
shrieks curses in ancient Olman,
flies up near the room’s ceiling, and
begins casting spells. Nulonga knows
his hody is fragile, and doesn't expect
to Iast too long against the PCs, so

he prefers to fight them using magic

from his staff of necromancy (enervation
being his favorite attack), since once
he is slain and returns to “life” in an
undead body, he'll have to rely more
heavily on his spells: Only if the PCs
prove resistant to his stafl does he
resort to his spells,

II_
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When slain; Nulonga's spirit seeks out
the spegial body kept in area 13, animates
it, and prepares his second defense
againstthe POs.

Treasure: Among the various ftems
scattered atop the shelves are the
compenents of an alchemist’s lab,
an elixir of vision, a crude voodoo dell
recognizable as War Secretary-General
Gromsfed with a needle through its
head, a huge black pearl worth 500 gp,
two defaced gold statuettes (one of Tlaloc
and one of Quetzalcoatul) worth 1,000 gp
each, and a stone jar of black bile of the
world (see DUNGEON $#144).

11, Worm Tonnel (EL 20)

The tunnel beyand this archway Is low and
cramped, circular in cross-section, with
floor, walls, and celling made of what looks
unsettlingly like leather. These surfaces bear
hundreds of thousands of words written in
Abyssal, carved Into the leathery substance
ina tangled mass of interwoven spirals.

This “hallway” is in fact the body of
a fiendish mottled worm (in aquatic
variant ofthe purple worm) of monstrous
proportions, its body cored out and
preserved to create a coiling tunmel 5
feet in diameter. Although the preserved
flesh has the flexibility and feel of leather,
it's as tough as stone (hardness 8 hp 6o
per 5-1. section, Break DC 32). 1 the PCs
break through the preserved hide into
the surrounding room, they find merely
an empty chamber full of dust and debris
that onee served as another sala in the
temple. From the outside the purple
worm is easily identifiable for what it
actually is. The tunes are prayers to
Demuogorgon interwoven with the magic
of the trap that wards this chamber.

Creatare: If; four rounds after a crea-
ture enters this room, there are still
crestures inside the tunnel, a potent
magical effect activates and resurrects
the ancient worm, The monster reflex-
ively coils up into the room (into its 20-
foot space), but any creatures inside of
the hallway when this transformation
occurs are automatically considered
to be swallowed whole—any holes or
damage inflicted on the worm's body



before it resurrects is immediately
healed upon its return to life. The worm
immediately attacks any creatures not
be already swallowed—the monster's
narrow body and bomeless structure
allows it to squeeze through s-foot-wide
openings if it needs to pursue foes.
ANCIENT WORM CR 20
Advanced elite fiendish mottled worme
NE Gargantuan magical beast (aquatic)
Manster Manual 211, 107
Init —1; Senses darkvision 60 L.,
tremorsense 60 ft.; Listen +35, Spot -+
Languages Abyssal
AC 20, touch 5, flat-footed 20
hp 496 (32 HDJ; DR 10{magic
Resist cold 10, fire 10; SR 25
Fort +27, Ref+17, Will 410
Spd 20 f., burrow 20 L., swim 10 fi.
Melee* bite +35 (3d8+26) and
sting 430 (3dé+38 plus poison)
Space 20 fi.; Reach 15 .
Base Atk +32; Grp +60
Atk Options Awssome Blow, Cleave,

Improved Bull Rush, Power Attack,
improved grab (bite), smite good 1/day
(+20 damage)

Special Actions swallow whole

*10-point Power Attack

Abilities Str £2, Dex 8, Con 29, nt 3, Wis 10,
Chag

5Q amphibious

Feats Awesame Blow, Cleave, Improved
Bull Rush, Improved Critical (bite, sting),
Improved Natural Attack (bite, sting),
Improved Toughness (+1 hp/HD), Power
Attack, Weapon Focus (bite, sting)

Skills Listen <35, Sywirm +24

12. Boiling Pool

The floor of the chamber has collapsed,
leaving a boiling pool of green water
five feet below a rickety wooden bridae,
its- planks slippery with green mold and
black mildew. The chamber is stifling, with
clouds of sulfureus steam filling the room,
preventing an accurate guess at the room'’s
size or the eveptual destination of the rick-
ety bridge.

The water in this toom comes from
a portion of Shadowsed where volcanic
vents heat the normally freezing water

m.

to boiling, As a resull, the extreme
heat in the Toom requires a Fortitude
saye every 1o minutes to avoid taking
nonlethal damage as described on
page 303 of the Dungeon Master’s Guide.
The water itself iz 20 feet deep. Being
splashed causes 1d6 points of fire
damage; being totally immersed in
boiling water causes 10d6 points of
fire damage. The steam in the room
funclions as obscuring mist—creatures
five feet away have concealment (20%
miss chance), while those further away
have total concealment (50% miss
chanece). A character walking on the
bridge must make a DC 12 Balance
check; failure by 5 or more indicates the
character has slipped and fallen into
the hoiling water below,

The door to aréa 13 is made of an
ultrahard metal called obdurium, and is
locked by an arcane lock spell (CL zoth).
The door is also red-hot—conlacl with
it causes 2d6 points of fire damage. The
door 1s locked with an almost impos-
sibly complex lock (Open Lack DG so)—
Nulonga carries the key on a cord around
his neck, but the complexity of the lock
means it takes four rounds fo open il
with the key. Open Lock attempts take
1o rounds. Unless the door is first tooled
(Nulonga typically casts chill metal via
his limited wish to do so), the somewhat
fragile key must make a DC 2o Forlitude
save each round (using the user’s saving
throw) to avoid melting,

Obdurium Door: 6 inches thick: hard-
ness 30; hp 360; Break DO 72,

13. Chamber of the Great One (EL 22)

Murky waters lap at the sloping shore that
serves this room as a floor, giving off an
acrid, rotten stench. In the shallows sits
an gnormous oyster, rising from the water
like @ massive shark's fin, its valves serrated
and spiked and studded with razor-sharp
horns. The blackened and pitted shell
smokes as if had recently been exposed
to great heat, and its interior is charred
black as well rather than the expected
opalescence of mother-of-pearl. Within,
on a slithering bed of horror and alien
flesh, rests a huge black pearl, larger than
a man's head, that pulses with black energy

in which ghostly, disembodied faces seem
to shriele A pair of four-foot-high wooden
stakes with strips of leather hanging from
their sharpened paints protrude from the
gily sand on the narrow beach near the
monstrous shellfish.

The moment the Toom is entered
and the party gets a quick look at the
master pearl, the fiendish oyster senses
intruders and snaps shut to protect
its treasure. This fiendish giant oyster
is the very one from which the origi-
nal shadow pearl that brought down
Thanaclan grew. Demogorgon trans-
ported it to the Abyss and has used it to
prow a master peart capable of detonat-
ing all of the shadow pearls simultane-
ously, If the pearl 1§ triggered during
the proper ritual in area 8, the savage
energy released threughout the Mate-
rial Plane ig siphoned into the pearl
and thence into Demogorgon—if this
occuts, see Concluding the Adventure.
Nulonga oversaw the slow process of
this pearl’s growth, providing it with
the humanoid sacrifices necessary for
its proper growth,

The oyster itself is as hard as ada-
mantine. Attempts to pry it open
Tequire a fantastic Strength, and any
creature that atlempts to do so or
whao attacks it with a natural weapon,
unarmed strike, or light weapon takes
1d points of slashing damage from
the shell’s many razor-edged horns.
Knock won't open the shell, but dispel
chaos or dispel evil forces its valves to
fall open if the caster can succeed on
a DC 35 caster level check. The oyster
is a living creature, s0 antimagic has
1o effect on it

Onee the aystersshell is destroyed orits
valves forced open, the master pearl within
can be snatched with ease. Of course, any
non-chaotic evil creature that touches the
master pearl is burned for 5d6 points of vile
damage (Will DC 20 half}—telekinesis and
other methods of remoie manipulation
can prevent this damage, but wearing
heavy gauntlets or attempting to knock
the pearl loose with a weapon offers
no profection—its vile enerpies travel
through whatever object is used against
it to burn-its aggressor. Vile damage can
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only he healed hy magic cast within the
area of a copsecrate or hallow spell. Any
creature thal takes any vile dammage from
the master pearl must also make a DC 30
Will save to resist being transformed into
a savage creature. As an artifact, the master
pearl is immumne to most mortal attacks,
although a Mordenkainen’s disjunction has
the usual chance of destroying it. Barring
its destruction, simply removing the
master pearl from Wal Dagon is enough to
stem the Savage Tide until Demogorgon
can retrieve the pc.:u'l.

If the PCs haven't yet slain Nulonga,
a familiar corpse greets them here.
Vanthus Vanderboren's body (rebuilt
by Demogorgon's will if his coporeal
remains were destroyed in “Into the
Waw”} has been put on grisly display in
this room, strung up between the two
wooden stakes driven inte the sand.
If Nulonga has been killed, his soul
possesses Vanthus's body and amimates
it as a juju zombie.

Fiendish Giant Oyster: Hardness 20,
hp 36¢; Open DC 34; Break DC 48; Fort
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faa, Ref +1, Will sa2; immune to acid,
cold, fire, and mand-affecting effects.
Creature: Upon inhabiting Vanthus's
body, Mulanga easily wriggles free from the
bonds and hacks oft his legs on the razor-
sharp edges of the fiendish oysters shell He
then slides into the water on the far side of
the oyster, lying in wait underwater for the
PCs to arrive, casting Extended fly, fidse life,
restst enerdy, protection from law, and shield.

CR 22

Male ald juju zombie human sorcerer 10/

MNuLoMNGA AS VANTHUS

thrall of Demogorgon 10
CE Medium undead
Unapproachable East 67
Init +3; Senses Listen +4, Spot +4
Languages Abyssal, Aguar
AC 19. tauch 9, flat-foot g
hp 133 (20 HD); DR 5/slashing
Immune electricity, magic missile
Fort +10, Ref +5, Will +18
Spd 10 ﬂ-. fean’t rum)
Melee slam +14 1dé-1
Base Atk +15; Grp +14
Atk Options Power Atfack

GREG A. VAUGHAN

Special Actions death touch, death wish,
Demagorgonswill, hypnosis, reaching
tauch, rotting touch, summon demon,
touch of fear

Sorcerer Spells Known (sce page 87)

Abilities Str 9, Dex 9, Con —, Int 10, Wis 18,
Cha 22

5Q dusl actions, metamagic specialist, scaly

flesh, turn resistance +4, two personas
Feats Crafi Wondrous Item, Dark Speech,
Extend Spell, Forge Ring, Improved
Initiative, Power Attack, Quicken Spell,
Spell Focus {necromancy]), Thiall to
Demon (Demogorgon), Toughness,
Willing Defarmity
Skills Bluff 29, Climb +7, Concentration
+23, Intimidate +27, Knowledge {arcana)
+13, Knowledge (religion) +14, Knowledge
(the planes) +14, Spellcraft +15
Tactics: Nulonga's tactics in this {inal
battle are similar Lo those he used against
the PCs before, only this time he has noth-
irig but his spells to assault them with. He
casts a quickened displacerment on the sur-
prise round i addilion to casting an area
greater dispel magic on the party. He then



uses wall of force to keep the PCs divided,
feeblemind against spellcasters, and flesh to
stome or finger of death against other foes,
He augments his attacks each round with
quickened magic missiles, rays of enfeeblement,
and blindness/deafness. If he is destroyed
apain, Nulonpa's spirit secks out any other
suitable humanoid bodies to possess—
while Saint Kargoth was a halffiend in
life (and thus, being an oulsider, canmot be
animated by Nulonga), the numerous trog-
lodyte ghasts are all eligible bodies for him
to return in. Nulonga takes tme only ta
cast fly on himself'in this case, racing back
to area 13 as quickly a3 he can to confront
the PCs again, If they think lo close the
doot, heuses a limited wishto open it witha
knock spell, otherwise he waits impatently
for Demogorgon to arrive and joins his
master in the last battle,

PART FOUR: LORD OF THE
SAVAGE TIDE

Despite the number of distractions the
PCs have thrown against Demogorgon,
he triumphs over Oreus atabout the same
time the PCs enter Wat Dagon, foreing the
Prince of Undeath to retreat back to Than-
atos to nurse his wounds (Orens retums
to Gaping Maw shortly thereafter, but
arrives at a remote pointin the Screaming
Jungle and remains hidden—he simply
wants to be on Gaping Maw if Demogor-
gom is defeated so he'll have a chance for
the crown). Demogorgon then teleports
to Lemoriax to aid in the defense of his
city—by this point, Gwynharwyl and
Quah-Nomag's legions have penetrated
the city’s outer defenses and are causing
incredible damage to the city,

Yet once the PCs reach the Chamber of
the Great One, Demogorgon finally real-
izes the truth behind the attacks. They
were not orchestrated by his archenemies
Orreus and Gwynharwyf, but by a band of
foalish mortals, His rage at the realiza-
tion intense, he abandons Lemoriax by
casting gate Lo create a portal to area1gin
Wat Dagon. Through the gate can be geen
the city of Lemoriax in flames, armies
of demons being driven deeper into its
heart by the ‘advance of Gywnharwyf's
and Quah-Nomag's armies. Yet the sight
of the Prince of Demons himsell shoul-
dering his way through the portal should

be enough to strike horror into the PCs’

hearts—the final battle has begun!

Creature: As Demogorgon enters Wal
Dagon, his twin heads shrieking in rage,
his overwhelming dual voices ring tele-
pathically in the heads of all present:
“Fools! At last you reveal yourselves to
my wrath. The audacity of your ridicu-
lous plan is almost enough fo convince
me to simply destroy yow, But here T find
you at this, the heart of my savage tide.
Knowthat even as my minions crush the
last of your pathetic invasion, your own
deaths will be neither quick nor painless.
They will be works of wonder, tortures to
inspire the ages. You will, at my touch,
become legends!”

At the height ofhis power, Demogorgon
is a CR 33 creature with the resources of
an Abyssal layer at his command, Yet if'the
PCs have done their jobs) what they face
niow is merely a shadow of the Prince of
Demon's true might. A taxing battle with
Orcus, the draining of power to mainlain
the nterdiction zome, the tecent loss of
several key aspects (and possibly even
clones), and the portion of his very life
essence that he has placed into the master
pearlin order to make his plan ofharmony
between his personalities work have all
combined to weaken Demogorgon to the
peint that the PCs may actually have a
chance against him.

The statblock for Demogorgon
presented below represents him at
full strength. Depending on how
many different steps the PCs have
successfully laken to distract and
weaken him, the actual incarnation of
the Prince of Demons they face may
be much less deadly, although never
less than a CR 23 menace. There are
five things that the PCs can have done
to weaken Demogorgon:
= Recruit Orcus: I the PCs secured Orcus’

aid, the Prince of Undeath confronts

Demogogon at Abysm. While unable to

defeal Demogorgon at this time, Oreus's

efforts weaken him significantly.

« Slay Arendagrost: The destruction of
one of Demogorgon's most powerfil
offspring causes a corresponding (but
temporary) loss in his personal lifeforce,

+ Defeat Both Clones: If both Bagromar
and Tetradarian are slain and/or forced

to turn traitor against Demogorgon;

Demogorgon suffers a loss of his life-

force that, given several months, he

can rebuild,

+ Release Obox-ob: The Prince
of Vermin s, perhaps, the one
thing Demogorgon fears. Even
though only an aspect, Obox-ob’s
manifestation on Gaping Maw is
incredibly demoralizing to the
Prince of Demons.

« Maleanthet's Betrayal: If Malcanthet
shares a bond with one of the PCs
still,; she can use that bond to tele-
pathically lash out al Demogorgon as
he appears in Wat Dagon. What the
Queen of Sucenbi whispers to her
soomn-to-be ex-lover s heard only by
Demagorgon, but it causes him to
falter for a moment, to almost slump
in rejection and defeat, and then to
roar in a terrible Tage. He focuses
the majority of his attacks on Mal-
canthet’s proxy, but the demoralizing
rebuke has done its damage.

Total the number of factoss the PCs
were able to achieve; each one of these
successes effectively imparts two nega-
tive levels to Demogorgon that he can-
not remove withoul several months of
r¢cuperation in Gaping Maw, These
negative levels function somewhat dif-
ferently than normal nepative levels;
they rednce his hit points by 5 + his
Constitution modifier, reduce his spell
resistance and natural armor bonus by
2 each, remove some of his spell-like
abilities; reduce the save DCs of his
altacks, and in some cases remove spe-
cial abilities entirely.

DemMoGorGoN CR 33

CE Huge outsider (aguatic, chaotic, evil,
extraplanar, tanar'i)

Init +11; Senses darkvisian 60 fi., trus
sesing; Listen +48, Spot +48

Aura demonic command (120 ft.), unhily
avra [spell in'effect)

Languages Abyssal, Aquan, Commoan;
telepathy 300 ft.

AC 59, touch 19, flat-footed 44 (-2 size, +11

Diex, #32 natural, +4 armor, +4 deflection);
Dodge, Mobility

hp 869 (37 HDY; fast healing 20; DR 20/cold
iren, ¢pic, and good
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Immune electricity, petrification, poison

Resist acid 10, cold 10, electricity 10, fire 10;
SR 45

Fort +42, Ref +35, Will +32

Spd 50 ., fly 60 ft. {good), swim 50 ft
Melee* 2 tentacles +46 {1d8+31 plus rot) and
2 bites +44 (zd6+23) and
tall slap +44 (zd6+23 plus energy drain]
Space 15 fi.; Reach 15 ft,
Base Atk +37; Grp +61
Atk Options Combat Expertise, Combat
Reflexes, Dark Speech, Power ttack,
Spring Attack, Whirlwind fttack
Special Actions dual action, gaze, summan
derion, symbal
Spell-Like Abilities (CL 25th)
At will—astral projection, hlasphemy,
charm monster (DC 25), contagion (DC
25}, desecrate; detect good, defect law,
fly, greater dispel magic, greater magic
fang, greater teleport, plane shifl (DC
283, project image, shapechange, sticks
to snakes (see Dracon $317), telekinesis
{DC 28}, unhallow, unholy aura (BC 2g),
unhely light (DC 25
3fday—quickened feeblemind (DC 26),
quickened greater dispel magic, gate,
heal, power word stun
1jday—dominate monster (DC 30), weird
{DC 30)
*#10-point Power Attack, greater magic fang
{+5) oh all natural weapons

GREG A. VAUGHAN

Rush, Improved |nitiative, improved
Toughness (+1 hp/HD), Mobility,
Multiattack, Power Attack, Quicken
Spell-Like Ability (greaier dispel magic,
feebleming), Spring Attack

Skills Bluff #51, Concentration +58,

Diplomacy +59, Hide +43; Intimidate
+55, jump +64, Knowledge (arcana) +50,
Knowledge (history) £50, Knowledge
{mature) +50, Knowledge {religion) +50,
Knowledge (the planes)+50, Listen +48,
Move Silently +51, Search +50, Sense
Motive +48, Spellcraft =54, Spot +43,
Swim +64

*[Dark Speech is a feat from Fiendish Codex

I, ifyou don't have access to this book,
replace this feat with Awesome Blow.

Abilities Str42, Dex 32, Con 46, Int 30, Wis
26,Cha32

SQ amphibious, item master, mage armor

Feats Combal Expertise, Combat Reflexes,
Dark Speech*, Dodge, Improved Bull

DUNGEON SEPTEMBER 2007

Aura of Demonic Command (Su) As Prince

of Dermons, Demogorgon exudes an aura
of demonic command to a radius of 120
feset, With a few exceptions, no demons
within this area can take any action
without Demogorgon’s parmission.
Demogorgon reflexively grants
permission to act on the deman's turn. An
affected demon in this area must make a
DC 39 Will save whenever he attempls to
take any action that Demogorgen doss
not permit. Success indicates that he
riay take the action, while failure means
that the demon nat only loses that action
but also takes 2d6 points of Charisma
damage as Demogargon's wrath tears
into his mind. Demons within the area
that Demogorgon.are not aware of may
act as they will, as can any demon with
the Abyss-Beund Soul feat keyed to any

_

other demon lord (although Demogorgen
automatically recognizes rival Abyss-
Bound Souls as soon as they enter his
aura of demonic cormmand), The Abyss-
Baund Soul feat is detailed in Fiendish
Codex [: Hordes of the Abyss, Demon lords
ara riot affected by Demogorgon's aura
of Bemonic Command. The save DC is
Charisma-based.

Dual Action (Ex) Demogorgon, having two
heads with distinct intelligences and
personalities, can take two rounds’ worth
of actions in any given round, as if he
were twio creatiires.

Energy Drain (Su) Any living creature hit by
Demogoargon’s tall slap gains 1d6 negative
levels. For each negative level bestowed,
Demogorgen heals 5 points of damage.
if the amaunt of healing is more than
the damage he bas taken, he gains any
excess as temporary hit peints. [15 2 DC 46
Forlitude save to remave a negative level.
The save DC is Constitution-based.

Gaze (Su) Each of Demogogon's heads has
its own gaze attack. Any creature within
30 feet of the demnon lord must make two
successful 2C 39 Will saving throws each
round at the beginning of its turn, the first
save against Demogorgon's beguiling gaze
and the second ope against his insanity
gare: The save DC is Charisma-based.
Demogorgon can actively target foes
with his beguiling gaze and insanity
gaze; in which case each gaze requires
a standard action to activate, Asa
standard action, he may lock the gazes
of both heads on a single target and




use z special hypnosis effect. He cannot
use his hypnosis gaze during the same

round in which he uses his beguiling
gaze, his insanity gaze, or bath.

Beguiling Gaze: The gaze attack of Aameul,
Demogorgon's left head, is the equivalent
of a charm monster spell.

Insanity Gaze: The gaze sttack of
Hethradiah, Demogorgon's right head, is
the equivalent of an insanity spell.
Hyprosis Gaze: Only 3 target with 15 Hit
Dice or more is allowed a save to avaid
the gaze of both Demogorgon's heads.
Those who succumb to this gaze are
affected as thaugh by a hypnotism spell.

Itern Master (Ex) Demogorgon can use
any magic item, even spell completion
iterns such as wands or scralls. He can
also create any magic itemn or construct
as though he had the necessary feats and
pre requisite spells or other requirements.

Mage Armor (Su) Demogorgon is constantly
surrounded by anaura of force that
provides armer protection identical to a
mage armor spell that cannet be dispelled.

Rot (Su) Any living creature touched by
Bemogargon's tentacles must succeed
on a DC 46 Fortitude save, or its flesh
and bones rot away. The creature takes:
1d& points of Canstitution damage
imrmediately and 2 points of Constitution
damage every hour thereafter until it dies
or a remove disease spell is cast. This spell
stops further damage only if the caster
makes a DC 30 Caster Level check. The
save DC is Constitution-based.

Summaon Demon (Sp) Demegorgon can
summon demons to his side to serve
him, using a variant of most tanar'ri's
summon tanar'ri spell-like ability. He
ean summon any number of demons
with this ability a5 2 standard action,
as long as all the demons summaned
are-of the same type—if Demogorgon
wishes to summon a succubus and 2
nalfeshnee, he'll need to use this ability
twa separate times. Hecan summon up
to 30 Hit Dice of demons per day with
this ability. Although he can summan
any type of demon (including loumaras,
obyriths, and demons without a subrace),
he cannot summon unigue demons
or demon lords using this ability. This
ability is the equivalent of a 9th-level
spell (CL 20th).

Symbol (Sp) Demogorgon can cast any symbol
spell once perday as a spell-like ability.

True Seeing (Su) Demogorgon has the
effects of true seeing constantly active; this
abllity cannot be dispelled,

Constant Spell-Like Abilities Since he can
use fly, turhely aura, and grecter magic
fang at will 45 spell-like abilities, these
spells are always in effect when he’s
encountered. The effects of these spells
and spell-like abilities are included in the
stat block abave,

Tactics: As Demogorgon creates his gate,
CGwymharwyl notices the portal open from
the field of battle. Fager to aid in the fight
against her old enemy, Gwymyarwyl assumes
whirlwind form on the surprise round. She
tollsa+11 initiative check on the fivst round
of combat—if she beats Demogorgon, she
can take a run action to move through the
Jgate and info area 13 to aid the PCs as well
(note that she can automatically tumble
through Demogorgon's square and avold
attacks ofoppartunity asshe passes through
the gate). Gwynharwyf’s stats appear in
Dungeor#1go—if she miakes it into area 13,
youshould hand the PCSs 3 copy of her stats
and allow them to run her in the battle to
come. Geynharwyfenters the batilealready
wounded, at only zoo hil points and with
only one mighty rage remaining, and
having expended both cure serious wounds
spell-like abilities for the day.

Another individual notices Demagor-
gon's act as well—watching the battle of
Lemuriax from a safe distance, Iopwilv
notices the gate open. She teleports to
the main entrance of Wat Dagon and
enlers the stucture sda that route, not
wishing ta get caught up in a battle
against Demogorgon but eager to be
nearby when it reaches its conclusion.

Once the batile begins in. earnest,
Demogorgon ufilizes the following tactics.

Surprise Round: Demogorgon apens
his gate and steps into area 13, deliv-
ers his telepathic monologue to the
PCs. Gwynharwyf notices the gate open
and assumes whirlwind form, Iggwily
notices gule open and teleports to the
entrance of Wat Dagon. Socothed by
Demogorgon’s presence, the fiendish
oyster relaxes and opens its valves.

Round 1; If she beats Demogorgon's
initiative, Gwynharwyf can move into

B
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area 13, whereupon she falls under PC
control. On his turn, Demogorgon
ceases concentraling on the gate (causing
it to close behind him), uses a quickened
feeblemind on a spelleasting PC, and then
uses the first of his actions to felekinesis
the master pearl into Hethradiah's mouth
{his right head) where il is promptly
swallowed. He uses his second action to
suminon a balor (Demogorgon does not
have tomake the caster level check to use
summaon spells in Wat Dagon.

Round 22 Demogorgon attempts to
telepathically contact Nulonga if he isn't
present; if he discovers that the now-
undead shaman is waiting on the other
side of the closed and locked doorin area
12, Demogorgon can spend a standard
action to open the deor. Otherwise, he
spends one of his actions to attack (3 full-
round attack if’ possible), uses another
achion to use an area greater dispel magic
on the PCs,and uses a second quickened
feeblemind on a PC,

Round 3+: In the following rounds,
Demogorgon generally takes one of his
dual actions to make a full attack action
[or to move and make a single attack)
and uses another action to use a spell-
like ability or to divect a gaze weapon
ataspecific PC. Whenever he’s reduced
below o0 hit points, he casts heal on
himself In the first few rounds of com-
bat, he's likely to focus the majority of
his attacks on Gwynharwyi—she can
likely take a few rounds of dedicated
attacks from the Prince of Demons, but
she won't last for long. But by distract-
ing Demogorgon, she certainly gives
the PCs the opportunity to get in a few
rounds of actions: If the PCs retreat
back through Wat Dagon, Demogorgon
is too large to squeeze through five-
foot-wide doors and has to instead cast
shapechange to temporarily assume a
smaller form to pursue.

Iggwilv reaches area 1z at the end of
round 3. If the door to area 13 is closed
and locked, she opens il with a lim-
ited wish (to duplicate a knock spell) but
remains out of sight in the steam, pre-
paring an action in case Demogorgon
tries to escape,

Tnless the PCs manage to fully distract
him and inflict the full 1o negative levels,
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Demogorgon tetains the ability to create
a gate. If things are looking grim and he's
reduced to less than 10o°hil points; the
Prince of Demons casls gate to retreat
to Abysm in an attempt to escape with
the master pearl safe in his belly. Unfor-
tunately for Demogorgon, by this point
Iggwily has reached the area and has pre-
pared an action for just such an event.
As he casts gate, the Witch Queen casts
dimensional lock in the room, effectively
blocking the gate and giving (he PCs one
maore round to finish him off

There's 2 small chance nevertheless that
Demogorgon might manage to escape
once things turn bad, If he can retreat
to Abysm with the master pearl, he's effec-
tively nnreachable for now—penetrafing
Abysm's defenses is an adventure in and
of itself Demogorgon still lives, and the
master pearl still exists, but this sitiation
still ism't a tatal loss for the PCs (see Con-
cluding the Adventure}.

End of a Demon Frince

Although the PCs need not slay
Demogorgon Lo prevent the savage tide
(see Concluding the Adventure) killing the
Prince of Demons is the most direct way
to stop his plans. [ Demogorgon is struck
a mortal blow, a nimbus forms around
his heads resembling twa crowns of dark
eniergy. These crowns quickly merge into
one single crawn, and as the towering
demon lord crumbles to the ground, his
dying roar echoes out from Wat Dagon and
inta both Gaping Maw and Shadowsea—a
beacon toall who Tnst for power.

At this point, all creatures on Gaping
Maw and Shadowsea are instantly aware
of Demogorgon's fall and realize that the
strange erownlike emanation is the right
of mastery over the entire layer. Every
being on the plane whe aspires to the
title of Prince of Demons realizes he may
attempt to claim the title as his own.

To attemnpt to claim the title of Prince
of Demons, a character need only make
a level check modified by his Charisma
muodifier. ‘The character who struck
the killing blow on Demegorgen (not
just one who reduced the demon lard
to o or negative hit points) gains a 415
circumstanice’ bonus on this check
Creatures with a blood relalion to
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Demogorgon gain 4 %5 circumsiance
bomus on the check. Creatures (like
Graz'zl) who did not participate in
a meaningful way in the savage tide
or the War of Gaping Maw suffer a
—1¢ penalty. While many creatures on
Gaping Maw and Shadowsea lust for
the mantle of rulership, only a few
are likely contenders and thus need
be considered in this contest. These
individuals and their modified checks
are as follows: Arendagrost +33, Bagromar
+41, Belcheresk +34, Dagon +38, Ghorvash
126, Graret +42, Gromsfed +36, Kargoth
+31, Nuloniga +28 (+26 as juju zombie),
Oreus +43, Tetradarian +41, Ulu-Thurg
+32,and Urbala +27.

Neither Celeste nor Gwynharwyf
elect to try and take on such an onerous
mantle, and Charon abstains as well (since
the title would essentially amonnt to a
“dermotion” for him). Quath-Nomag, loyal
as ever to Orcus, abstains in deference to
his leige. Although she's tempted, Tzgwilv
also abstains, as she is happier with her
current plans o utilize Demogorgon's
“soul” for her own purposes—she more
than any other mortal understands
the perils associated with becoming a
Princess of Demons.

Of course, any of the PCs are welcome
to roll as well—and in fact, aftemnpling to
take the roll if only to keep such power
from Orcds or the ather fends is an
almost noble reason for sacrificing one’s
soul (which is essentially what taking
on the mantle of Prince of Demons
amounts to). Each contender rolls once,
with Hes being resolved by additional
rolls. The winner becomes the new ruler
of Gaping Maw, gaining control over its
morphie characteristics and the tanar'ri
subtype if he doesn't already have it.
The new Prince of Demong’s alignment
immediately shifts to a chaotic or an
evil alignment {prince's choice), and he
is considered a native of the 88th layer
of the Abyss. If'a character is still serving
as Malcanthet's proxy, she tries to force
that PC to claim the crown, promising
whatever she thinks it'1l take in reward
for essentially hecoming her new lover.
She resorts to casting demand on the
player if it comes to it. If her agent
fails to become the Prince of Demons
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for whatever reason, she tears her mark
free fiom him, leaving an ugly red scar
and inflicting 2d6 points of Charisma
drain in the process. Maleanthet holds
grudges—that PC has certainly not
heard the last form her

Stopping the Savage Tide

The surest way to stop the mass savage
tide from ever occurring is to destroy
the master pearl. Mordenkainen’s disjunc-
tion hasa chance of deing this, but sucha
route is risky. Once the PCs have control
of the master pearl, they can retreat to a
safe location {such as the eladrin Court
of Stars, or even lggwilv’s Manor) where
Demogorgon won't be able to follow
with ease. Tf Demogorgon survives, he'll
certainly wage war against wherever the
PCs go in an atternpl Lo regain the master
pearl, so the PCs don't have a lot of time
to research a method for the artifact’s
destruction. Fortunately, with the masier
pearl at hand, the solution is only a DC
40 Knowledge (arcana) check and aday of
studyin a well-stocked library awa £
surest and safest way to destray it 15 to
imrerse the savage artitact in waters of
exceptional serenity and purity. Hall" a
dozen such locations exdst in the mul-
tivetse, but the one that the PCs likely
have the easiest access to is the fountain
of beauty in the Courl of Stars. The pearl,
once immersed, crackles and smokes,
and seems ready to burst and tripger its

savage tide anyway, then just as suddenly

turns white and brittle, the consistency
of chalk,

1f the PCs don't have the allegiances
with the eladrins or otherwise don't have
the resourees to destroy the master pearl,
secreting the arlifact away is a temporary
solution at hest. Demogorgon spares no
expense in tracking the pear] down, and
eventually finds if, no matter how well
hidden it is. Of course, if this buys the
PCs enough time to seek out and destroy
all 34 shadow pearls hidden in the Material
Plane; success is still theirs.

If Demogorgon is slain, the master pearl
remains a threat. Anyone who learns the
relatively simple ritnal of activation can
trigger it. The ritual, of course, must be
performed in area 8 of Wat Dagon, so
preventing access to this spot is a semi-




effective way to stave off the savage tide.
Of course, if the new Prince of Demons
is allied with the PCs, he can use his abil-
ity to exert morphic control over Gaping
Maw to shunt Wat Dagon into oblivion,
although doing so makes a permanent
and dangerous enemy of Dagon.

If Demogorgon survives and manages
to escape Wat Dagon with the master pear],
the PCs have still bought themselves a
little time. Tt will take Demogorgon sev-
eral weeks of recuperating in his fortress
of Abysm before he's able to return to Wat
Dagon to trigger the savage tide. [n that
time, the PCs could go on a crusade in the
Material Plane ta scour the world of the 34
shadow pearls, could bargain with Dagon to
seal off Wat Dagon from Gaping Maw, or
could even organize a daring invasion of
Abysm in an attempt to finish the job. Such
adventures are, unfortunately, beyond the
scope of this adventure (but see Continu-
ing the Campaign below).

The worst case scenario sees the PCs
failing to stop the savage tide, either
because Demogorgon slew them all
or because they were [brced to flee the
Abyss. In this case; Gwynharwyt is forced
ta abandon her assault spon thereafter—
Orcus has already essentially quit the field.
Charon, satisfied that Demogorgon has
paid for his crimes against the Styx, returns
to his traditional duties as well. Gaping
Maw emerges from the war scarred but
largely unchanged, and soon thereafter,
the savage lide descends upon the world,

CONCLUDING THE
ADVENTURE

If the PCs were successful in their quest,
weighly matters have come to a head.
Methods for destroying the master
pearl are detailed abaove, yet there likely
remaing several loose ends that need
tidying up.

A Sacrifice to Ahazu: Tt's likely that
the PCs were forced to make an unpleas-
ant bargain with Ahazu the Seizer in
return for the release of Shami-Amon-
rae. If the PCs have already provided
the Seizer with a replacement, then you
can consider this loose end dealt with.
If; on the other hand, they attempt to
offer Demogorgon as the replacement,

Igewilv steps in to throw a kink into the

plan (see below). In any event, Ahazu
is not destined to gain Demogorgon
as his latest prisoner. The PCs have
what remains of their 66 days to find a
replacement, otherwise they'll be drawn
into the Wells of Darkness themselves.
Of coruse, for epic-level characters,
there are always other options—see the
Ahazu Ascendant campaign seed.

Demogorgon's Death: With Demogor-
gon's death, the defense of Gaping Maw
falls apart as his hordes disperse in a
panic, melting into the endless jungle
and peeans. Orcus quickly claims Lemo-
riax whether he's become the new Prince
of Demons or not—if not, he maintaing
a reinforced beachhead that remains
a thorn in the side of whomever rules
in Demogorgon'’s stead. The eladrins
conclude that their part in the invasion
is done with Demegorgon's death and
begin a systematic withdrawal, but not
before Gwynharwyf and Celeste make
sure that the PCs have a way out of the
Abyss as well. The PCs have made eter-
nal friends of the Court of Stars, but if
one of them took the mantle of Prince of
Demons, that one is forever viewed sus-
piciously as the eladrins wait to see if he,
too, will succumb to demonic tendencies
and need to be destroyed. Regardless, the
great alliance that laid Demogorgon low
quickly dissolves as each faction returns
to its own interests.

Iggwilv's Plan: Tggwilv, now in pos-
session of Tuerny’s Iron Flask, makes

herself known a few rounds after

Demogorgon’s defeat. If one of the PCs
has become the new Prince of Demons,
she smiles at him and invites him to
drop by her manor, any time, for a long
chat. She then unstoppers the flask and
uses it to draw in the ingering motes
of blackness and writhing smoke that
coil around Demogorgon's corpse. As
she draws in this essence, capturing
what's left of Demogorgon’s “soul,”
the dead demon lord's body melts
away into the Abyss, leaving behind a
permanent black stain on the shore,
Iggwily doesn't explain why she's gath-
ering Demogorgon’s soul, but it cer-
tainly prevents Ahazu from seizing
him (see above}, and if the PCs want
to stop her, they'll need to fight her.

Once she's gathered all of Demogor-
gon's remains in the flask, she retreats
to her manor—she has little interest in
pursuing further interactions with the
PCs at this time.

The Vanthus Situation: Vanthus, a
thorn in the PCs’ sides throughout the
majority of the campaign, finds his final
fate in the PCs hands. Lavinia has little
interest in redeeming him, and indeed
he may be beyond redemplion, yet a PC
who takes him under his wing may find
that after all he's been through, Vanthus
Vanderboren may yet have a sliver of
homnor left in what remains of his frac-
tured soul.

CONTINUING THE
CAMPAIGN

By the end of this adventure, the PCs
should be at least 215t level, yet this doesnot
mean that the adventure is over, Presented
here are several adventure seeds that you
can use to develop additional scenarios to
challenge your now-epic-level PCa

Ahazu Ascendant
Ifthe PCs promised Ahazu a replacement
prisoner for Shami-Amourae, they likely
have only a few weeks remaining to find a
proper sacrifice. Yet, as powerful as Ahazu
is, he remains a prisoner himself, and the
PCs are now powerfil as well. If the char-
acters decide to go back on their word
and don't provide a replacemnent prisoner,
the Wells of Darkness attempt to claim
them instead, striking against the PCs
66 days after Shami-Amourae’s release.
Normally, nathing could prevent the PCs
from being captured by the Abyss, but if
Demogorgon has been defeated, they are
the stuff of legend. Hach PC gains a DC
30 Will save to resist being drawn into the
Wells of Darkness, and since the Wells are
attempting to capture all of them, all of
the PCs must fail this save in order for
them to become imprisoned. PCs on the
Abyss at the time take a —10 penalty on
this save, and those actually on the Wells
of Darkness automaticaly fail their save,
If the Wells' of Darkness fail to capture
them, they do not tryagain. Yet the vacaney
left by Shami-Amourae vexes and enrages
Ahazuy, and over the course of the next sév-
eral months or years, the Siezer breaks free
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 PRINCE OF DEMONS.

from his self-imposed prison in a fit of
rage that releases all of the other prison-
ers of the Wells. The sudden return to the
multiverse of so many powerfill entities
takes many pantheons by surprise, and
the PCs may be called upon time and time
again to deal with these escaped menaces,
Eventually, Ahazu seeks the PCs out in an
atternpl to capture them himself—unless
the PCs can defiat the CR 2g demon lord,
they may be doormed.

New Thanaclan

Iggwilv may have helped the PCs against
the savage tide, yet she has never truly
had their best interests at heart, T fact,
one might view her actions as nothing
more than a way to gather Demogorgon’s
essence in Tuerny’s Iron Flask.

Once she has this essence, Igowilv
sets her newest plof into motion, a plot
to rebuild her empire on the Material
Plane. The site for her plot, this time, is
none other than the Isle of Dread. Using
Demogorgon's essence, Iggwilv travels to
the mains of Thanaclan, and in a single
night of hideous power, resurrects the
fallen city, rasing ruins from lake and
erosion to build hersell a new empire.
She populates New Thanaclan with
demaons, carnbions, apprentices,and other
monsters culled from the region, and
soon begins fo lay her plans to create a
series of portals through which she hopes
to extend her rule to several bickering and
unsuspecting regions tothe north.

Of course, Farshore is among the first
locations to learn of the strange new
developments on the central plateau,
and if the PCs aren't already living there,
a panicked message from Lavinia about
strange lights atop the plateau and
rumors of 2 reborn Thanackan should be
more than enough to bring the PCs to
investigate. Opposing lggwily is no small
task, though, especially since the Witch
Queen likely knows their weaknesses.

The Return of Obox-ob

Regardless of who claims the mantle of
Prince of Demons (or even if Demogorgon
survives), the evénts in Gaping Maw leave
the Prince of Demons weak and shaken.
Ohax-ob, the Prince of Vermin, senses
this weakness from the depths of Ziomyn,
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the 663rd layer of the Abyss, and while he
doesn't immiediately assault Gaping Maw,
he certainly begins sending his armies of
obyrith monstrosities (some of which have
never before been seen by those beyond
Zionyn's uncharted reaches). These attacks
grow quickly in power, and if Obox-ob
manages to depose the Prince of Demons
to reclaim his crown, the very nature of
the Abyss changes. The tanar'r, once
fecund and potent, are forced into hiding
as the Abyss itself begins to disgerge new
obyrith armies. While one might suppose
that what's bad for the tanar'ni is good for
the rest of the multiverse, the ascending
obyrith plague does not remain in the
Abyss. Horrors long dead begin spilling
through portals and into the Astral Plane,
plaguing dozens of sites throughout the
rmultiverse, The eladtin and the elemental
planes are hit hardest—the obyriths
remember their loss so long ago and are
ravenous for revenge, As one of the few
who stood againsta prince of demons and
survived, powerful forces may firrn to the
P{isto aid them in stemming the obyrith
tide and sending Obox-ob back into the
depths of Fionin,

Rise of a Demon Prince

Demogotgon’s nature was partally the
result of the will of the Abyss, as mani-
fested through Gaping Maw. Each month
the new Prince of Demons rules the
layer, he must make a DC 30 Will save to
avoid succumbing to a form of madness
that implants within him conflicting
dual personalities thal eventually result
in the growth of a second head. Only
beings who were already demon lords
escape Lhis fate.

In zmy event, a PC Prince of Demons
finds that his new title may not be worth
the Lrouble. Both Orcus and Graz'zt,
asswming the new prince to be weak and
umntested, wage a telentless war against
Gaping Maw. The new prince may have
to seek alliances with other demon Jords
in order to keep his prize—Malcanthet is
certainly a good start, but other demons
like Dagon, Usidahur, and Zuggtmoy who
once maintained alliances with Dermogor-
gon may (or may not) be interested in con-
tinuing such ties with the new prince. Of
course, these allies likely require perilous

and dangerous deeds by the new prince

- before they pledge their aid.

The Succubus War

Wwith Shami-Amounrae's release from the
wWells of Darkness, Malcanthet's claim
fo the Razor Throne of Shendilavii
hegins Lo efode, Shami-Amourae wastes
no time in rebuilding her resources,
and before long has not only forged an
alliance with Lynkhab, but has delved
into the Dreaming Gulf to rescue the
succubus XNinivrae from the horrid
fate Malcanthet visited mpon her,
Maleanthet defeated these contenders
for her crown before, but now the
three succubi are working together,
and as their combined forces begin to
whittle inexoriably away at Malcanthet's
armies and resources, the Queen of
Succubi may just turn to the PCs she
helped against Demogorgon. This time,
though, it is she who needs the aid, and
if the PCs refuse to help, she may just
set into moetion one of her typieally
complex plots to manipulate mortals
into.doing her bidding... starting with
framing Shami-Amourae for all maner
oF horrendus crimes against the PCs in
anattempt to trick them into'opposing
the Lady of Debased Fros.

Demogorgen Rising

Finally, there is the matterof Demogorgon
hirmself, Even if the PCs mnanage the near-
impossible and slay him on his home
plane, the ex-Prince of Demons will not
remain deéad for long Like Obox-ob
and Orcus before him, it’s only a matter
of time before Demogorgon returns
to the Abyss, whether grown from the
shell of a surviving aspect, resurrected
by a loyal and pewerful minion, or even
spontaneously reformed by the Abyss
itself: And once his strength returns, it
takes no huge stretch of the imagination
to predict who tops his list for revenge.

APPENDIX ONE: NEW
MAGIC ITEMS

Acid Launcher

Price (Ttem Level): zo,000 gp (15th)
Rody Slot — (siege weapon)
Caster Level: 10th

i



Aura: Moderate; (DC 20) evocation [acid]
Activation: Sce below

Weight: 1,400 Lb.

This magical ballista’ does not use
traditional ammunition, Instead- it
fires a sphere of acid (maximum range
Soo feet) that explodes in a ze-foot-

radius spread. All creatures in the area

take 10d6 points of acid damage, or
half with a DC 15 Reflex save. An acid
launchér requires no attack roll, takes
up 4 5-foot square, and requires a
crew of three (or a single creature with
six arms) to operate. Firing an acid
launcher is a full-round action for all
of its crew. The device, when created,
has 50 charges—upon expending ils
final charge, the acid launcher melts

into a puddle of acid itself, inflicting,

3do acid damage on ifs crew (Reflex DO
15 negates this damage),

Prerequisites: Craft Magic Arms and
Armor, acid fog.

Cost to Create; 10,000 gp, Sco XP, 20 days.

Blast Disk

Price (Item Level): 3,000 gp (7th)

Body Slot: —

Caster Level: 10th

Aura: Moderate; (DC 20) evocation (force)
Activation: Standard (manipulation)
Weight: 1 Th,

A blast disk resembles a jet-hlack 8-inch-
diameter plate covered with tangled
runes, When ftripgered, a blast disc
explodesind 1o-foot-radius spread, deal-
ing 5d6 points of force damage (Reflex
DC 14 halves). The explosion completely
consumes the disk, malking this a one-
use item.

A blast disk can he set to explode via
proximity ot a timer of up to five min-
utes—once the timeris set; you can deac-
tivate it with a touch and a move-equiva-
lent action, Others can deactivate it only
wtih a DC 30 Use Magic Device check
and a fall-round action.

If the device is set to explode via
proximity, the blast disk arms 3 rounds
after it is activated. Thereafter, it
explodes when the next Small or larger
creatue enters the square in which it
sits. That ereature suffers a —2 penalty
on the save to reduce damage inflicted
by the Blast disk.

Prerequisites; Craft Wondrous Ttem,
magic missile,
Cost to Create: 1,500 gp, 120 XP, 3 days.

Demogorgon's Bilious Sphere

Price (Ttem Level}: Major Artifact

Body Slot: — (held)

Caster Level: 20th

Aura: Strong; (DC 25)- abjuration, conju-

ration, enchantmment, evocation

Activation: See below

Weight: 5 Th.

This twisted iron rod is topped by the

Bilious Sphere, an obscene parody of the

Orh of Sol. Any goad creature that wields

this major artifact gains one negative

level that persists as long as the tod is
held; this negative level never results in
actual level loss, and cannot be overcome
in any way while the rod is held.

Demaogorgon’s Bilious Sphere has the fol-
lowing powers:

= It fiunctions as a +5 heavy muace Lhat
dealsan additional +1d6 points of acid
damnage on a hit, Five times a dayasa
free action, the wielder may increase
the acid damage done on a single hit
to «3di.

« Itcan be used Lo cast shinking clond five
times per day.

» It can be used Lo cast geid fog three
times per day. :

» Three times per day it can ereate three
spheres of acid. These spheres fune-
tiom as flame sphere, save that they glow
green and inflict acid damage. All
three spheres can be moved individu-
ally with a single move action.

= Once per day, il can be used to create a
feeling of mtense hatred in a creature
within 6o feet. The target can resist this
effect with a DG 23 Will save, otherwise
it views another creature within sight
{chosen by the rod's user) as its most
hated enemy. The target must do every-
thing in its power to slay its enemy.
This effect persists until the enemy is
dead or 24 hours pass; it may be dis-
pelled as ifit were dominate monster.

= A creature whom Demogorgon favors
car, 4s a free action, gain the follow-
ing benefits once: per day: immunity
to acid, 4d1z temporary hit points, a
+6 enhancement bonus to Strength,
o1 DR 15/cold iron and good.
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Force Missile Ballista

Price (Ttem Level): 20,000 gp (15th)
Body Slot: — (siege weapon)

Caster Level: 10th

Aura: Moderate; (DC 20} evocation |foree]
Activation: See below

Weight: 1.400 1h.

This halista does not use traditional
ammumnition. Instead it fires a barrage
of five magic missiles unerringly at any
sinigle target within 8co feet; each magic
missile deals 1dq+1 points of foree dam-
age, After the missiles strike their ini-
tial target, an additional missile fires at
every other creature within 30 feet of
the primary target—each of these mis-
siles strikes unerrignly as well for 1dga
points of force damage.

A force missile balista requires no attack
roll, takes up a 5-foot square, and requires
a crew of two.(or a single creature with
four arms) to operale. Firing a force mis-
sile balista 15 a full-round action for ail of
its.erew. The device, when created, has 50
charges—upon expending its final charge,
the force missile balista bursts inlo a storm
of missiles that inflicts sdq+5 points of
force damage on every creature within
a 3o-fool radius—demonic command-
ers often order their underlings to save
the device's last charge until the enemy
is right on top of them and then use the
final charge as a last-ditch attack.

Bkull of Kallum

Price (Ttem Level}: Major Artifact

Body Slot: — (held)

Caster Level: 2cth

Aura: Strong; (DC 25) necromancy
Activation: See below

Weight: 2 Th.

This is a humnan skull with a bronze strap
miveted around it transversely to hold its
jawbone in place. Battered and stained
from long years, its four front tecth are
missitig and a rune written in Abyssal
olows upon its forehead.

This skull pnce belonged te the
adventurer Kallum WVanderboren,
murdered by his own nephew Vanthus
after he was seduced to evil by Ghor-
vash. Some time after Kallum's death,
Ghorvash claimed the skull and, with
Demogorgon's aid, caught the spirit of
the betrayal im the skull.
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PRINCE OF DEMONS

The shull of Knlhim is meant to be wielded
as a light weapon. When a creature attacks
with it, the skull’s jaw bites and tears,
inflicting 1d6 points of piercing, slashing,
and bludgeoning damage. Although the
skull provides no enhancement bonus
to attack or damage ralls, it i5 trealed as
a magic evil weapon for the purposes af
overcoming damage reduction,

The skull’s true power lies in the
betrayer’s curse. Each time the skull
inflicts damage, the victim must make a
DG 22 Will save or become affected by this
curse, This curse manifests in combat
only—there’s a 25% chance each round
that the victim attempts to harm his
closest ally with his most effective attack
or spell rather than take his intended
action. If no allies are within reach, he
mioves toward the closest visible target.
Ifno allies are visible, the cursed victim
spends his round roaring in anger and
rage and can take no other action.

This curse i% a mind-affecting
compulsion, It can be removed by a
mirdacle or wish, but remove curse is only
effective if the caster succeeds at a DO
30 caster level check.

Totem of Negation
Price (Ttem Levell: 200,000 gp {25th)
Body Slot: — (held)

Caster Level: zoth

Aura: Strong; (DC 25) abjuration, conjura-
tion, enchantment, evocation

Activation: See below
Weight: 6o 1b,

DUNGEON SEPTEMBER 2007

GREG A. VAUGHAN

This 18 a hideous wooden pole decorated
with leering demon faces. One end of
the totem 1= sharpened to a point. ni-
tially crealed by Graz'zt for use in battles
against lepions of spellcasting enemies,
the secret of crealing these power-
ful totemns has long since been sold to
numerons demon lords, among them
Demogorgon. Nonetheless, the fantas-
tic cost of ereating a tofem of negation
ensures that they are not often used on
the battlefield.

A totem of negation is a one-use item
that activates as soon as it is thrust
into the ground. At this point, the
totem creates a Go-foot-radius spread
of dead magic, a region in which no
spell, spell-like ability, or supernatural
ability can funclion. The dead magic
zone persists as long as the totem
remains in place: An active fotem af

negation remains anchored in place
via an effect identical to that utilized
by an immovable rod, except much
more powerful. This effect is the only
magical effect that can function inside
afa dead magic zone created by a totem
of negation. I a ereature pushes against
an aclive totem of negation, il must
makea DC 30 Strength check to topple
the totem—doing so canses the dead
magic zone to end and leaves the fofem
of negation a mundane totem pole. A
totem of negation can also be destroyed
by damage, but it has Hardness 2o and
6oo hit points, Regardless of how the
totem is destroyed, the dead magic
zome ceases to fumetion immediately.

Prerequisites: Cralt Wondrous Ttem,
antimagic field.

Cosl to Creafe: 100,000 gp, 8,000 XP,
260 days.




APPENDIX TWO: NEW
MONSTER

Arendagrost: Maw of the Abyss

It is huge: a corpulent thing of darkness and
hate and madness, A tria of maws gape from
vaguely fiendish heads, each gigantic rotting
mouth filled with row upon row of fangs, An
obscenity of anger the size ofa house, its hody
is little more than & writhing tangle of fen-
tacles, each large enough to crush the life out
of & man with but a moment’s idle whim.

ARENDAGROST CR23
CE Gargantuan outsider (aqualic, chaotic,
evil, tanar'ri)

Init +4; Senses blindsense 60 f,, darkvision a0
ft., tremorsense 60 ft.; Listen +30, Spot +30

Aura death gaze (30 ft.)

Languages Abyssal; telepathy 100 .

AC 42 touch &, flat-footed 42 (-4 size,
+36 natural)

hp 487 (25 HDY; fast healing 20; DR 15/cold
iran and good

Immune acid, death effects, electricity, fire,
mind-aﬁ—ev:ting effects, poison

Resist cold 30; SR 32

Fort +28, Ref +14, Will <16

Spd 60 ft., burrow 30 fi., fly 60 . (perfect),
swim 40 fi.

Melee 3 bites +35 {2d8+14/19-20) and
4 tentacles {2d647/19-20)

Space 20 ft.; Reach 20 f.

Base Atk +25; Grp +51

Atk Options Awesome Blow, Cleave, Fiy-By
Attack, Impreved Bull Rush, Power Attack

Special Actions breath weapans

Abilities Str 39, Dex 10, Can 38, Int 6, Wis
14, Cha 16

SQ amphibious

Feats Ability Focus (death gaze), Awesome
Blow, Cleave, Fly-By Attack, Improved Bull
Rush, Improved Critical (bite, tentacle),
Improved Initiative, Improved Toughness
(+1 hp/HD), Power Attack

Skills Hide +16, Listen +30, Move Silently
+28; Spot +30, Swim +50, Tumble +28

Envirenment 88th Layer of the Abyss

Organization solitary

Treasure none

Advancement —

Breath Weapons (Su) Each of Arendagrost’s
hideous maws possess a different breath
weapon, each usable once every 1d4
rounds. The left head breathes 2 50-foot

e :
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cone of fire {20d6 fire, Reflex DC 36 half},
the right a 50-foot cone of fost (20d6
cold, Reflex DC 36 half), and the central
# 100-foot line of bloody acid (20d6 acid,
Reflex DC 36 half). As a full-round action,
Arendagrost can use all three breath
weaponsat the same time; otherwise, use of
a single breath weapon is a standard action.
The save DCs are Constitution-based,
Death Gaze (Su) Any living creature within
30 fuet that meets Arendagrost'’s gaze
must make a DC 27 Fortitude save or die
instantly. The save DC is Charisma-based.

Arendagrost is the legendary offspring
of Demogorgon, the Prince of Demons,
and Malcanthet, Queen of the Succul,
the result of their first unhaly tryst. For
an age, Arendagrost was kept secretly
shackled in the deepest bowels of Abysm,
an abomination so horrid that not even
the demon Jord could stomach its twisted
countenances, Arendagrost’s first known
appearance occurred almost 4oo years
ago when Lord Kargoth, first of the death
knights, released Arendagrost from its
prison as part of a profane ritual corrupt-
ing the power of the Orb of Sol. Arendag-
rost was unleashed upon the Great King-
dom outside Rel Deven and cuta swath of
destruction toward the capital of Rauxes;
laying waste to all in its path before finally
being eut down by the combined might of
the Knight Protectors of the of the Great
Kingdom. Arendagrost’s defeat banished
it baek to the Gaping Maw for 100 years,
but it had proven its worth to its father.
Demogorgon saw that Arendagrost
could be used to enforce his will if moni-
tored carefilly. The Prince of Demons
created a lair for Arendagrost beneath the
fortress of Ungorth Reddik, where it could
serve to guard the land approach lo his
capital city of Lemoriax Arendagrost also
proved to be an expedient way to dispose
of powerful prisoners that Demogorgon
wished to eliminate. After Arendagrost's
inifial banishment had ended, Demogor-
gon began using it caubiously to wreak
havoe and destruction on other layers of
the Abyss and other planes. Legends tell
of a small Material Plane world, now cald
and dead, that incurred the Demogorgon's
wrath. He sent Arendagrost to punish it
for a century. Tn addifion, both Oreus and

Grav'zt have felt the heavy fread of the
Maw of the Abyss in assaulls upon their
homes. In addition to its first death upon
the Material Plane, Arendagrost has been
slain twice in combat with Oreus, though
always at the cost of many of the Prince of
Undeatl's most powertiil servants, banish-
ing it again Lo Gaping Maw. Arendagrost
is once apain nearing the end of its latest
term of banishment, and Demogorgon is
comfemiplating new strategies of deplay-
ment against powerfitl strongholds on
the Material Plane rather than wasting its
might in futile battles with other demon
lords. Tn a few short years, the "Tarrasque
of the Great Wheel” will once again prey
upon mortal worlds,

Arendapgrost is a being of pure hate,
and tends to crash into combat in almost
mindless savagery, reveling in the destruc-
Hom if causes. Characters slain or inca-
pacitated by the creature are devoured as
soon as possible. The destruction cansed
by its draconic: heads iz of particular
amuseinent to the creature, and it altacks
with its breath weapons as often as pos-
sible, deliphting in turning its'ire onto
characters that appear to be neéar death,
waiting tor them to beg for mercy or
guiver in terror before obliterating them.
Arendagrost only withdraws from combat
at Demogorgon’s direct order,

Demogorgon and Maleanthet pro-
duced many other hideous offspring,
but mone as horrific and powerful as
the Maw of the Abyss: As an outsider,
Arendagrost breathes but does not need
le eat or sleep. It does not appear that
Arendagrost can produce its own off-
spring, bul since it attempts to destroy
any other being it encounters, this theory
is unlikely to be tested. Arendagrost can
only be permanently killed on the Gap-
ing Maw, its home layer of the Abyss.8

As always, Greg thanks those who contributed
to the ¢reation of this adventure, incduding his
playtesters, James and the quys at DunceEoN
and, of course, all the writers of the Savage Tide
Adventure Path for their inspiration and assis-
tance. He'd like to dedicate “Prince of Demons”
fo his son, born during its writing. (Just don't
tell s wife—she might fake it the wrong way.)
Creg also thanks Richard Peit for his aid in
creafing Arendagrost, the Maw of the Abyss.
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Michael Selinker 78
Randy Maxwell 1g
Michael Shel =8
[dsa Smedman A8
Felix Dounglas &
J: Bradley Schell 45
Nigel i:iJu;I]n:}.I X0
Willic Walsh 56
John A, Hartshormne 72
MikeShel 17
P& S Colotta, T Banghman 49
Paul Culotia i
Coby Hedberg 4

o: CHADRANTHER'S
CARDEN

Debut; “Chadranther's Bane,” by
Paul Hancack (DunNcEoN $£18)
Claim to Fame: When the party
shrinks down to 1/40 normal size,
they must fight through a humbls
cottage and garden infested with
bugs, spiders, rats, and worse as
they race to destroy the artifact that
shrunkthem inthe first place,

11-15  Inon Orbofthe Duergar, The
2=ty Tzek's Slumber

12-15 Bzallin's Blacksphere

Any  Challenge of Champions
Any  Challenge of Champions 1
Any Challenige of Charmpioris 1T

Dungeons & Dragons 3.0

Level Adventure
1 Bogged Diown

| Evil Unleashed
1 {:Urg.'ﬂ[]und',\c Gauntlet
L Hollow Threats

1 Legend of Garthulga, The

1 Life's Bagaar
1 Pravincial Prior Cause
1 Swrarmy, 'The
Lk Tinderbox
1 Valley of the Srils
i 2 Ever-Changing Fortunes
i Playing wath. Fire
E i Dark Times in Sherwood
3 Depths of Rage
4 Dungeon of the Fire Opal
3 Excavation, The
; 3 Eye foran Eye
I 3 Slormdancers
3 Witch of Serpent Bridge
# Flood Season
4 Gluttony
4 Trandel
4 Last Hunt, The
4 Lust
4 Rivers of Blood
4 Swarnp Slormp
4 Totentanz
4 Wedding Bells
3 Demuonclaw
| &5 Fizh Story
5 Natural Selection
5 Pandemonium in the Veins
5 Prey for Tyrinth
=
f
Sy
=

Peter Aberp 46
Crary Lai 42
Christopher Perking i
Johnathan M, Richards =4
Johnathan M. Richards fic)
Johnathan M. Richards Ho
Author Issue
Terry Bdwards o1
Ed Stark B

Johnathan M, Richards el

Richard Pett gh
Titn Hitcheack ¢
Christopher Perkins 07
Johnny L. Wilson g
Tito Leals 0z
Michael Selinker 57
Wi Jason Peck He
Peter Zollers B
Jefl Grulaly B2
lan Malcomsoen b2
I Wiker 8
Jonathan Thweet =l
Michael T. Kueciak. 4
Patrick W Rozs 8o
Qle Miinch 86
Bussell Brown a5
James Jacobs 8
J. Bradley Schell o8
Tito Leati By
Jarmies Wilber aig
J- Bradley Schell o5
Paul Leach 8y
Jeefi Ward a3
Bernard Mees 370
Jomathan Tweet By
Peter R, Hopldns B
Adam Jortmer [als}
Matthew G Adkins a5
Frank Brunner i
Tim Hilchecock oo

o: DRAGOTHA
Debut: “Into the “Wormecrawl
Fissure," by James Jacobs
{DUNGEON #134)

Claim to Fame: He began as 2
throwaway note in “White Plume
Mountzin,” but PCs who defeat
this original undead dragon can
lock forward to looting one of
DunceEon magazine's |argest
treasure hoards ever.
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Location

104

5 Shalm’s Dark Sang, The

5 Vemity

& Blind Man's Bluff

G Rana Mor

& Sloth

= Armmistice

T Bloodlines

7 Flesh To Stone

7 Mysterious Ways

7 Rage

7 Seventh Arm, The

8 Elfiwhisper, The

5 Wimngs, Spikes, and Teeth
g Jackal's Redemption, The
Q Make T! Hig

0 Statue Gallery, The

163 Dying of the Light, The
10 Porphyry House Horror
11 Return of Blessed Damozel
il Spiral of Manzessine

13 Beyund the Light af Reason
14 Heart of the Tron God

13 Interiopers of Ruun-Khasi
15 Glacier Season

15 Harrowing, The

15 Worms in the Exchequery
L Demonblade

16 Rock-and the Hard Place,

20 Razing ol Kedshore, Thie

Any  Challenge of Champions 1V
Dungeons & Dragons 3.5
Level Adventure

i Pox of Flumph

1 Fscape fr. Meenlock Prison
i Masque of Dreams

1 siepe of the Spider Ealers
1 There [z No Honor

1 Whispering Cairn, The

3 Cry Wolf

2 Devil Box, The

DUNGEON SEPTEMBER 2007

Tito Leati 87
T. Beadley Schell 03
Rob Manming ar
Richard Buker Bl
J- Bradley Schell o
Peter Vinogradov 54
Luke Johnson 04
Anthony Talanay hi
Thomas Harlan 18]
] Bradley Schell Ba
Tito Leati 88
o G Alvares a0
Brian Marsden 5]
Chad MacPhee &

Greg Oppedisano 05
Jeff Quick &5
Johmathan M. Richards 03
Chris Dayle 4
Jarnes facobs a5
Frank Brunner G2
David Noonan 04
Caine Chandler o
Campbell Pentney a7
David BMooman 02
David Eckelberry B
Monte Coolk By
Frank Brunner 04
Hank Woon a7
Brian Corvella g1
James:Jacabs 0z
Johnathan M. Richards o1
Author Issue
Tim Hitcheock 1nh
T and Fileen Connors 140
B, Matthew Conklin ITT 142
Tim and Fileen Connors 137
James Tacobs 134
Erik Mona 134
Micolas Logue 102
Richard Pell 1616}

8: THE KADTANACH
Debut: “Beast of Bur-
den," by Michael Kortes
(DunceEoN #100)

Claim to Fame: From the
gnoll word for “too massive
to see all at once," the kadtan-
ach is a mobile fortress built
atop: the back of a colossal
magical beast. Shockingly, it
only has-si8 hit points,

U R U S SRR S - T S R T R

=4

i

=} =3 =l

Salvage Operation Whke Mearls LFER
Shut-in F. W, Schneider, | I Sutfer 1238
Urban Decay Amber E. Scatl 135
Beasts of Aullesmil, The  Skip Williams 131
Bullywug Gamibit, The Nicolas Logue 1
Buzz on the Bridpe, The  John Simcoe 3151
Distraction, The Tirn Hitchoock 145
Fimal Resting Place hichael Kortes 133
Home Under the Bange  Michael Rortes 194
Kill Bargle! Jason Bulmahn 150
Three Faces of Evil, The  Mile Mearls 125
Unfamiliar Groard Chiistopher West 114
Automatic Hound, The . Jaumes Lafond Sutter 143
Fienid's Emthrace Stephen 8 Greer Tl
Obsidian Eye, The N. Logue, B Victorson 138
Stink, The Maonte Lin 105
Tensions Rising Ryan Smalley 136
Wingclipper’s Revenge  Christopher Wissel 132
Encouites at Blackwall Keeps Sean K Reynalds 1245
Hive, The Phillip Larwood 12T
Palace of the Twisted King Thillip Larwood i1
Sea Wirkern's Wake, The Richard Pett 141
Wi of the Wiclded Micharl Eortes 140
Beast of Burden Michagl Kortes Lite]
Fiendish Footprints Tito Leati 120
Mellorn Hospatality Russell Brown 107
Menageric, The B. Matthew Conklin 111 124}
Tralpeck's Flood Peter Vinogradoy 137
Torzents of Dread Grieg A Vaughan 114
Zenith Trigeciory Drivid Nooman 10
Chasm Bridge, The Desmond B Varady 101
Dragon Hanters Peter Zollers L
Forsaken Arch Timothy | Hacner 120
Glacial Infernoa Kent Ertmamn 1023
Hall of Harsh Reflections  Jason Bulmahn 127
Here There Be Monsters.  Jason Bulmahn 142
Caverns of the Qoze-Tord - Campbell Pentney 132
Demonskar Legacy, The  Tito Leati Lo
And Madness Followed Matthew Haope 134
Champion's Belt, The Titer Leati 128
Fall of Graymalkin Acaderny. Mark Al Tlart 140
Styes, The Richard Pett 121

Claim
this adventure reigned as our

8: AZURAX

SILVERHAWK

Debut: “Threshold of Evil,” by
Scaott Bennie (DunczEoN $10)
to Fame: For years

highest-level dungeon. As its big-
bad-end-guy it featured Azurax,
Dupceon's resident immortal,
simulacrum-fueled, wish-happy
TPK machine,




Location

15
10
16
16
iF
18
18

i85
18

18
15
14
#:)

20
2

Tides of Dread
Chains of Blackmaw

Test of the Smoking Eye
Weavers: The

Guthering of Winds, A
Tron Salyr, The

laghtless Depths, The
Black Egg, The

Desith of Lashimire

Old Embers Never Die
Secrets of the Soul Pilldrs
Swards of Dragonslake
Amarantha Agenda, The
City of Broken Idols
Lords of ©Oblivion

Mask of Diamond Tears
spire of Long Shadows, The

Mud Sorcerer's Tomb, The

Tomb of Almat Ratalla
Winding Way, The
Foundation of Flame
Prinee of Redhand, The

Seekers of the Silver Forge Tim Hitcheoclk

Serpents of Scottecove
Strike on Lhe Rabid Dawn
Bright Mountain King

Library of Last Resort, The

Thirteen Cages
Into'the Maw

(& i'[1] canacy

(Gates of Oblivion
Kings of the Ritt

Root-of Bvil

Strike on Shatterhom
Vlindarian's Vault

Wells of Darkness

Agylum

Encrmics Of My Eriemy
Into the Wormeraw] Fissure
Dawn OF A New Ape

8. 8 Greer, (5. Halian 143
Nicolds Logue 135
David Neonan 107
Richard Pett 135
Wolfrang Baur 12
scott Stearns 108
E.W. Schneider, J. L. Sutter gy
Steven Montano 106
Tim Hitcheock 116
Andy Collins 100
[esse Decker 100G
Nicolas Logue 141
Phillip Larwood 123
Tito Teati L5
Christopher Perking 111
Micalas Logne Ly
Jesse Decker 130
Mike Shel 138
]';]1‘.L' Fl VI 119
Nicolas Logue 117
Chris Thomasson 113
Richard Pett 131
125

Richard Petl 140
Frank Brunner 111
Caine Chandier 143
Micolas Logue 132
Chris Thomasson 114
Robert . Schwalb 147
Christopher Wissel 144
Alee fustin 136
Greg & Vaughan 133
Lich-Queen's Beloyed, The Christopher Perling Rl
Mike Mearls 122
Christopher Perkins 115
[ohnathan M. Richards 141
Eried. Boyd 148
Christopher Perking 116
Woligang Baur 149
James Jacobs 134
Tite Leati 135
Greg A, Vaushan 150

Prince of Demons

7 SCUTTLECOVE
Debut: “Porphyry House Horror,"
by James Jacobs (DuNcEoN s#os)
Claim to Fame: A wretched pit of
the worstvillains D&D has to offer,
Scuttlecave was designed specifi-
cally to support the Book of Vile
Darkness, and fncluded canmibals,
drug abuse, prostitution, demon
worship, and worse, We had to
seal the pages up as a result

30 Cuicksilver Hourglass Anson Caralya 133
Any Challenge of Chamipions ¥ Johnathan M, Richards 10t
Any  Challengeof Champions VI Johnathan M, Richards 138
Dungeons & Dragons Basic Rules
Level Adventure Author Issue.
1 Fountain of Healih, The  Ann Dupuis 30
L Night of Fear Mark Lugus 28
1-3 At the Spottle Parlor Fick Swan ¥2
1= Dovedale Ted James Thomas Zuvich a6
13 Elven Home, The Anne Gray MoCready L
1-3 In the Dread of Night Ann Duptis 24
-3 Tsle of the Abbey Randy Maxwell Ex
1=3 Keep at Koralgesh, The Robert B, Giacomozzi &
Janathan H. Simanons z
=3 Rank Amalenrs john Terra 2
1=3 Redeap’s Rampage Christopher Perkins 2
=% Them Apples Christopher Perkins 48
13 "Trouble with Mylvin Wimbly Andrew MeCray 5
1—3 Way with Words, A T Woodmff, T, Beach 41
23 Wilch of Windcrag, The  Steven |, Smith 51
2~4  Vineyard Vales, The Randy Maxwell 2
4 Djinni’s Ring, The Vinee Garcia )
Dungeons & Dragons Expert Rules
Level Adventure Author Issue
3-5  Ransom David Howery 42
30 Ghostship Gambit, The  Randy Maxwell g
36 Wererats of Relfren, The: . Bouocher, Wo K Wenz L4
40 Manden’s Meathooks Allen Varney 28
s~y Elexa's Endeavor Christopher Perkinsg o3
47 Hrothgar’s Resting Place  Stephen | Smith 25
4—10  Tortles of Purple Sage, Part1  Merle & Jackie Rasmussen, 6
a—1o - Torfles of Purple Sage Partz - Mezle & Jackie Rasmussen a
5% Object of Desire, The G. O'Connell, L Seachnowsld 5o
68 Caravan Guards Steven Smith 2
b=g  In Pursuit of the Skeyer Carl Sarpent 15
812 Of Nests and Nations Randy Mixwell 13
8-z Pride of the Sky Randy Maxwell 20
g=12. Hand of Al-Djarmal Stephen Smith 44
wi—1y  Tarfil's Tomb Charles Neverdowski 27

o VHALANTRU
Debut: "Lords of Oblivion”
by Christapher Perkins
[DUNGEDN H#111)

Claim to Fame: Afthough Dun-
GEON's most famous behaolder
first appeared in issue #g97 at
the start of the Shackled City
Adventure Path, it wasn't really
fair to make the PCs fight him
until x4 issues |ater.
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Dungeons & Dragons SRSt Rules 5 Chimes at Midnight Micolas Togue 143
Level Adventure Author Essue 5 Murder in Oakbridge Tiri KLLH"U:]I;C!].LL: 120
£ Riding the Rail Christopher Wissel 14
18-38" Bane of Elfswood, The Stephen | Smith 21 fi Crypt of Crimson Stars:  Andy Collins & James Wyatt 324
&) Ai-Qadim 9 Steel Shadows Keith Baker 15
# Level Adventure Kithor Testie i Temple of the Scorpion God Andy Collins & James Wyatt 124
! 5 Fit ol the Fire Lord Andy Collins & James Wyatt 12§
=4 Last (hasis, The Peler Aberg 51 8 Cuoth the Raven Micolss Togue 150
3-5. « Assassin ‘ﬁ-"LThin_.'l'l'h: Paul Culoti a5 Forgotten Realms
7 Rosge nf|m_‘ulut,Tlu: Tt%'m:n GT‘a.w]\,-k 57 vl Adb e Keithor Isste
=7 PBlood & Fire [ohn Baichtal f
s—io  Al-Kandil Jolin Baichtal 58 1 Haiders of Galatlys Roost (.o} Skip Walliams By
Birthrieht 1 Thinds Purlained Yellmm {0} Graham Robert Scoft 52
]_rf:vc{fd\renturc Kb aene 1 Within the Circle {3.5) Sam: Brown e
=3 Anda Dozen Eggs Randy Maxwell 0
i~ Seeking Bloodsilver Christapher Perkins 50 14  BeastWithin, The Panl Hamilton Beatlae, Jr. b3
; =3 [nto {he Nest of Vipers Matthew G, Adkins 75
E::;c; di’i::f:ur::s Anthor el | 13 Weleometo the Knypthome Sa:_uuvt Heath 5
| = Frothing Miscresint, The  Robert A. Van Buskirk S0
& Sleeping Thragon Rill 8lavicsek 48 35 SlaveVats of the Yaan-ti  Jason Kuhl ey
Dark Sun 35 Wilr:wﬁ' Bl'.;'wl s Stm‘lu jollmsnn (\;
3= Ciracle at Sumbar, The Paul Crlotta 4
Level Adventurre Author Issue -0 Ssscaly Thingsss Kent Erbman 7O
3= Radders of the Chanth Randy Maxwell A4 4 Muster of Marach Tor {3.5) Russell Brown 144
3-4 Year of Priests Defance Allen Varmey & Rick Swan 45 ! g-6  Hugra's Goblin oWar Paul Culotta a3 |
4 Last Stanck Cutpost Three (35) Davaid Noonan 110 =7 Dreadful Vestipes Steve Johnson 7 C
5 Grave Circnmstances Bill Slavicsek 5l 48 OnWings of Darkness Crraipg Barrett 34 |
Dragonlance 5 Forest of Blood (3.5) wil |_-'1_:lci1un'i1 163 |
5 (Frimjaws Jenmmifes Tittle Stack G2 q
Level Adventure Author Issue : Folve il i A
5= Mistress of the Mere Paul Culotta 7 (
2-4  WnderaPale Moon Jason Carl 72 s—®  Sleep of Ages i e L Boyd L]
s Draven Deeps' Merace, The  Jeff Fairhourn 40 &  Training Ground Rick Maffei o7 |
4~  Mayhem at Midnight Trie Stratton ) O Dioor from Everywhere (o) - Roger B Moore 53
son Tee Tyrant, The Christopher Perkins 65 &%  Eycof Myrkul Eric L. Boyd i
5 Anyil ol ime (3.0} Tracy Raye Hickman 86 69  Grotloof the Qucen Paul and Sharl Culotta i
6—1o  Unchaimed! Bruce Worman 2z t—g  Operation Mamla Ray Pan] Calotta a6
Ebeion G100 Pipes _rmt' 01311-111,1'11?[ ; ;{risl ofer Wade . 28
| = "Tiars e Thvilipht Hollow (o) A 1. Me€oy, G Perkins a0
Level Adventure Author Issue | S et IR — -
! Queen with Burning Eyes James Wyatt 113 I g1z Storm Season Panl Culotts 31
4 Faller Angel Keith Baker 117 8 Woe to Mistledale {3.9) Skip Williams 100
5 Aundairian Joh, The Craig Shackleton 147 Q Practical Magic (3.5 Jason Nelson 113
(w]

6: DIALCANTHET
Debut “Maure Castle,” by Rob-
ert |, Kuntz (DUNGEON 112}
Claim to Fame: Malcanthet
was first mentioned as the
patran of rebellious: Elluvia
Maure. Since then, she's gone
on to become one of the most
popular demon |ords in the
game. Hmmm... | wonder
why that is?

6: SASSERINE

Debut: “Zenith Trajectory,” by
David Noonan (Dunceon #135)
Claim to Fame: D&D's versicn
of Casablanca and Yenioe, Sas-
serine’s got it all for those seek-
ing urban adventure. Assistant
editor Jeremy Walker’s main
concern, though, is that all
those canals would make the
city stink,

Location
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{ Requiem: Shdw:Serpent {15)

e Pristed Night {1.5)
=iz Akriloth, The

13 Blood of Malar(3.5)

13 Dumpeon of the Crypt (3:5) Eric 1. Boyd

13 Prison of Firehringer(3,5) Richard Baker
R Secrels uf Arch Wood (3.5)  Skip Williams

14 tireplace Tevel, The (3:5)
14 Man Forever (3.5)
17 Thisted Run, The (3.5)

Any  Elminster's Back Door

Greyhawk
Level Adventure

1 Funeral Procession {3.5)
i Mad God's Key(3.5)

3 Preep Freeze (3.0)

Feu  Pricatly Secrets

3 Raiders of Black Tee (3.5)

35 Servenade Before Supper; A Andrew Veen

4 Tl-Made Graves (1.5
52 Betting Sun,'T'he

(i) Cradle of Madness (3.5)
f Riaring the Snake {3.5)

(f Tammerant's Fate (355)
o—10  House of the Brothers
B Clockwork Fortress (3.5)

& Vile Addiction (3.5)

Anson Caralys 139
Stefin Happ 149
Matthew G, Adkins i
Eric 1. Boyd 126
];’.';l

101

121

Ericl. Boyd 128
Jason Nelzon-Brown 137
Wil Tpchurch 129
Ed Greenwond 30
Author Issue
Mk A, Hart 135
Jason Bulinahn ILd
Cameron Widen 83
W Tasom Peck a1
Woltang Baur 115
53

Kevin Carler 133
Anidy Miller -
Robert Tee &7
John Simcoe 105
Greg A Vaughan Lo
Mark R, Shipley f
Wolkaang Baur 136

1 Ganz, 5, Happ, 5: S, Greer 145
B: M. Conklin 111, A Davon

B-12 Ex Ketaptis ComAmore  Andy Miller -
(e} Shadows of Spinecastle (3,518, §. Greer, . Holian 148
g Kanibriney's Machntns, (30)  Robert Lee g1

Liord of Scarlet Tide (3.0} James Jacobs 8g

] Spawn uf Sehan-(335)

g-15 Kingdom of'the Ghouls
10 Comung Storm, The (35)
1t Dread Pagoda of the

Inscrutable Ones {3.5)

1 Tolch of'the Abyss i3.5)

13 Hateful Legacy, The (3.5)

T. Ganz, 5, Happ, 5.5, Greer 146
B. M, Conklin 11T, A, Doyon

Wolfgang Baur J0
Greg A Vaughan 136

T Gane, 8. Happ, 5. 5. Greer 147
B, M. Conklin 111, A. Doyen
8] Shadows-of the Abyss (15) Greg A Yaughan

118
Greg A. Vmughan 17
Greg A Vaughan 131

12 Headless (3.5)
12 Maure Castle (3:5)

12 Wrath of the Abysa.(3.5)
1 l.us;f'[]np]. Demngorgon {3.5)
14 CQuadripartite (3.0)

14 Throne of Tuz (3.5)

15 Chambers af Antiguities (35)
17 The Greater Halls (3.5)

20 Heart of Tellfire Mnin.(3.5)
ay Storm Dord’s Keep (3.0)

Greyhawk: 2000
Level Adventure

1 Alterations (3.0}

Oriental Adventures
Level Adventure

1 Honor and Eta (3.0)

2=q  (Golden Bowl of Ashir Hsam

25  Kappaof Pachee Bridpe The

Dragon's Gift, The

Artizan’s Tomb; The

=5 Sarmiurai Sleel

=0  Crocodile Tears

a-8 Bride tor a Fox

5~ Waiting Roum of
Yen-Wang-Yeh

=5 Flowers of Flame, The

1o Mad Gyoji

10 Balape of Plenty, The (3.5)

Planescape

Level Adventure

6-o Umbra

7=12.  MNemesis

Ravenloft
Level Adventure

2-4 ‘Horrors Hatvest
=7 Baron's Eyrie, The
4~  House on Edge of Midnight

[ames [acobs

M

Rohert |, Kimtz & Gary Gygite ' miz
with Erik Mona & James Jacobs

Greg AL Vaughan 115
Sean K Beynolds 12
Peter Aperlo a0
John Simcoe 118
Robert |, Kunte 124,
Robert . Kuntz 150
Diave Olson 14
Jarnes Watt HE
Author Issue
|’31'il:_-p Athans &7
Author Issue
Dave Fens g
Rick Swan 0
Jay Batista 5
Thomas Kane 15
Matthew Maaske 101
Diriel Salas 7
Marcns Rowland 18
Craig Barrett 2
Grep Kramer 17
|ay Batista !
Colin Sulliven 33
Tito Leaki 130
Author Issue
Christopher Perkins 55
Christopher Perkins G0
Author Issue
Christopher Perkins 38
Jason Kuhl 58
Raymond E. Dyer 76

Location

5: DIUD SORCERER’S
TONMDB

Debut:“The Mud Sorcerers Tomb,”
by Mike Shel {DunceoN #37)
Claim to Fame: With its the-
matic similarities to the classic
“Tomb of Horrors" and the cre-
ativity of its élemental-themed
traps and guaridans, this adven-
ture was recently adapted to 3rd
edition in DUNGEON $#138.

5: VANTHUS
VANDERBOREN

Debut: “There s No Honor,” by
James Jacobs (DunvGeon #139)
Claim to Fame: Locking the PCs
into a damp dungeon infested
with zombie pirates s a pretty
good way to steer the players
into hating a recurring villain
destined to plague them across
an entire Adventure Path,
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46 Tiggaw

4=&  Last Dance

44 Prive of Revenge; The
4=61 SeaWolf

;=g Laughing Man

G—g  Bane ofthe Shadowbormn

@J—g Felkovic’s _Lfa’[

: De Fazio & €, A Si5les a1

Jeft Crook (34
Steve Kurtz 02
Liza Smedman 35
Panl Culotta 52
William W Connors 3
Paul Culotta 50

Ravenloft: Mask of the Red Death

Level Adventure Author Issue
1 Falls Run James Wyatt Gy
s Dark Mapic in New Orleans' Randy Richacds 7
Spelljammer

Level Adventure Author Issue
2-4  Gnome Diroppings Christopher Perkans 63
4=f  Wisitors ffom Above Shonn Everetd 28
&  Flowiire Steve Kurlz 10}
68  Agtist’s Brrand, An Steve kurtz 45
70 Sea of Sorrow, The Steve Burtz 3h
810 Mammaoth Problems Lawrence Kapture 41
Any  Jammin’ Jarmes M. Ward 21
Star*Drive/DarkeMatter

Level Adventure Author Issue
-3 Conyergence (53D Christopher Perkins 64
a6 London Calling (DM) Andy Collins a3
3 Flead for Business, A (D) JL Wiker B
-8 ‘Deepstrike (SD) Jarnes Wiatt =8
Delta Green/Call of Cthulhu

Adventure Author Issue
PX Poker Night D Detwiller, A S, Glaney ai
Freeport

Level Adventure Author Issue
1 Diead Man's Quest Grasme Davis LG
Marvel Super Heroes

Adventure Author Tssue
Hellfire Hostages Allen Varney 25
How To Stop Rhino fr. Charging? Steven "Stan!” Brown 7

Location

3
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4: DIANIOND LAKE
Debut: “The ‘Whisper-
ing Cairn,” by Erik Mona
{DunGEoN H#124)

Claim to Fame: Swarms of
acid beetles, necromancers
armed with syringes, a town
full of corruption, and a nearby
dungeon designed bythesame
folk who built the Rod of Seven
Parts, What's not to love?

Top Secret/S.l.
Advenlure

Operation: Fire Sale

Polyhedron Mini-Games

Mini-Game

Chasing Shadows

Create an Alien World
DrarksMatber

Deathnet

Gene Tech

Hijins

[ren Lords of Jupiter
Enights of the Lich-Gueen
Mecha Crusade

Thnega World

Pulp Heroes

Pulp Heroes (d2e Modern)
Shadow of the Spider Moon
Thunderball Rally

V for Vietory

Star Wars RPG
Article

Droids

I, Jemsaart

Cand Vaal: Prison Planed of the Tropire
Secrets of the Falean
Trigdent-Class Surveyor
Vanguani-Clasy Hesvy Aslt. Guanship

Backdrops
Article

30 Greakest Adventures

lhaster

Beasts of the Scarlet Brotherhood
Dark Sun DM's Guide

Dark Sun Monsters: Fart One
Dark Sun Monsters: Part Two
Benizens of the Bright Desert
Diamond Lake

Author lssue
John Terra 26
Author Issue
Bill Slavacsek g1
Tazard 102
Andy Colling 1e8
Krith Baker 1oy
Rich Redman ab
Jeff Quick g
Lizard ol
James Wyatt 150
Drawid Noonan a5
Tomithzn Tweet g4
David Noonarn oo
David Noanan 1635
Andy Collins g%
Rich Redman 93
Chris Prammas o7
Author Issue
R. Handley, & G. Pefia 1m
Rodney Thompson 68
Gary Aslleford 16
Cheristopher Wes 1y
Christopher West 1oh
Chrislopher West 102
Author lssue
Mpna, |acobs, & Désipn Panel 116
Richard Petl 141
P Loohy:5: Kerrigan elc)
David Noonan ¥EO
Davdd Meosan 1o
David Noonan 111
Creighton Broadhurst 108
Erik Monu 124

4: BALADAR SMENK

First Appearance: “The Whis-
pering Cairn,” by Erik Mona
(DuUNGEON $#124)

Claim to Fame: Those of you
who haven't heard Erik Mona's
“Ralabar Smenk” voice don't
know what you're missing. If
you had, he probably would
have been willain #1. Balabar,
that is. Mot Erik. He's only 1.




i
i

Location

Exag Cily of Clay

Farshore: City of Hope
Free City, The
Hardly: City of the Scorned

“Into the Bright Desert

Tale of Divead

Tstivin: City of Shadaows
Balading of Greyhawk
Rinigr of Storms, The
SuHSETITIE

Seuttlecove: City of Chaos
Valor 15 Cur Blood!

dzo Modern
Article

Departrent-7 Fiald Manal oo-a4
Digital Revolution

FEAR:

Gl Your Ship Topether

The Kage

T. Ganz, 5. Happ, 8. 8. Greer: 145
B. M. Comlklin ITF, A, Doyon

& 8..Greer, G, Holian 43
Richard Pett 128
Panl Loaly 1010
Creighton Broadhiaest o4
Gary Holian 114
Grep A Yaughan, Bk Mona 119
Gary Holian 104
Keith Baker 2
[ames Jacabs 134
James Jacobs 140
Rick LaRae 113
Author Issue
Rich Bedran i (2]
Rodney Thompson 103
Redney Thompson 1014
Rodney Thampson 113
Rodney Thompson of

Campaign Workbook: The Cast

Article

Alert the \Watch!

Atypical Fnermics

Bandit Gangs

Behind Bars

Bounty Hunlers

Company of Thieves
Courlgsans and Confidants
Dowiat the Trocks
Emplovers and Patrons
Fences and Dealers
Five-Second NPGs

Heiling Hor Hire
Informants

Sages and Scholars
seneschals and Majordomas
Slumr Pwellers

Epecialists

Spells for Sale

Author 1ssue
B Wesley Schneider 115
Chrs S1ms 122
Russell Brown 146
Michael Kortes 136
F. Wesley Schneider 120
Aghirvan DPoyon 136
E Wesley Schingider 134
Russell Browm 132
Alec Austin 121
Frank Brunner 11€
Wiike Mearls 17
James Talomd Sutter 130
Buszell Brown 116
Aled Anstin 143
F. Wesley Schneider 125
Phillip Larwood 141
Malthew Gondall 131
Fuszell Brown L6

5: NMTAURE CASTLE
Source: "Maure Castle” by Rob-
ert |. Kurtz (DunGEoN $#a13)
Claim to Fame: Filling an issue
with only one adventure risky
when cries of "there aren't énough
adventures in gach jssue’ were a
common complaint, yet Maure
Castle went on to spawn two
sequels and two of Dunceon's
most beloved (hated) villains.

Strietly Legit
Trust No One
Wet ¥our Whistle

Hal Maclean 118
Kenmon Banman eyl
Ashavan Doyon 128

Campaign Workbook: The City

Article

100 Market Stalls

100 Shops and Taverns
1o Things Found inan fnn
50 Unexpected Everls
A'Town in the Aftermath
Abandoned Buildings
Bar Fight!

Cards, Dice, & Skulls
Cons and Swindles
Crime Scenes

Enemies atthe Gate
Fithy-Fairs-and Markets
Graveyard Encounters
Have You Heard?

1 Stole What?

Instant City Shopping
Merchant Madness
Merchant Macless I1
Ordeals of Mettle
smells of the City
51’J’an_|'.-.'3|l] Plefenses
The Adventrue Begins
To the Games!

Unsung Fleroes

Campaign Workbook: The Dungeon

Article

160 Bookshelves

100 Even Less Tketnl Ttems
too Useless Tterns

o0 Wisardly Enick-Knacks
7 Treasure Chests

A Brief Respite

Art and Other Fancy Loot

Beaker of Fndless Potions

Black Sheep

Author Issue
Richard Pett 123
Bussell Brown T
Jason Bulmahn 138
Richiard Petl 154
Mazk A, Flart 122
Dawr Thach 116
Tames L. Sutter 156
Frank Brunner 113
Russell Brown 144
Frank Brunmer 142
Mark Nemeth 110
Richard Pett 115
Dawn [lach 117
Trevor |anes 130
Greg Cupgini 145
Mile Mear]s 118
Ashavan Doyon 120
Ashavan Doyon 140
Tim Hitcheock 140
Alee Austin 334
Stefan Happ 135
Russell Briwn 124
Richard Pett 132
Russel| Brown A
Author Issue
F. Wesley Schneider 135
Richard Pett 142
Richard Pet 121
Lawrence Kaplure 140
MWark A. Hart 134
Rodney Thempson 115
Wolfgang Baur 118
Mt thew Goodall BT
Nicolas Logue 125

3: ELI TONMORAST
Debut: “Maure Castle,” by Rob-
ert]. Kuntz (DungGeon H#a1a)
Claim to Fame: Like Maure
Castle, Eli's true ' debut was in
WiGs “Mordenkainen's Fantas-
tic Adventure” He's pained a
few levels since then, but the
deman hands remained miare
or less the same. Plus, Kerzit
works for him. Neta bad glg.
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COMPLETE DUNGEON INDEX BY CHRISTOPHER PERKINS AND JAMES JACOBS

r4

Location

no

Chutes and Ladders
Burigeons with Dimension
Eusential Works

Familiar Creatures with New Faces
Four Fiendish Fountains
Ciodtrap, The

Grisly Ends

Lajrs with Flair

M:igif_ Mushrooms
Obstacle Traps

(pen Sesanie

Passages into Darkness
Hesting on the Run
Sounds of the Underworld
Staifs of Power

Swords of Lezend

The Mobiws Scrolls
Trexsure Tails

nusual Burials

Tim Hitcheock 51
Alec Austin 120
Hal MacTesin 122
Christopler Wissel 120
Frank Brunner 116
F. Wesley Schoeider 150
Hal MacEean 137
Bodney Thompson 1ig
Hal MacLean 136
T'im Hitcheoek 138
Michael Kortes 143
Mike Mearls 115
Chris Fry 124
Russell Brown G
Mark A. Flart 127
Ashavan Doyon 130

Matthew Gaodall 133

Campaign Workbook: The Journey

Article

100 Meals
Bridamg the Gap
Dimension Doors
Expressiravel
Foraging Finds
Guides

Hazards of the Trail
Holy Sites

Inns and Lodging Houses
Liw ofthe Land
Listening Posts
Mythic Locales

On the ‘Wild Side
Pilgrims on the Road
Palders

Refugees

Spice Up Your Travel
Stopovers

swamp Dangers

Sylvan Arnbiishes
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Hal Maclean 123
Phiflip Larwood 184
Author Issue
Russell Brown 133
Mike Mearls 117
Nicolas Logue 131
Russell Brown 128
Russell Brown 137
Russell Brown 125
Rirhard Pett |22
Hal MacLean 142
Alec Austin 130
Russell Browmn 123
stefan Happ 145
|effrey Gerrelse 132
R Hinry Thom pEOT L1
Mike Mearls 1d

Hal Maclean L35

Mike Mearls 16
Travis Stoul 114
Russel] Brown 126
Jason Bulmahn 126
Frank Brunner 115
2: CAULDRON

Debut: “Life’s Bazaar,"
by Christopher Perkins

(DUNGECON H#o7)

Claim to Fame: The iconic
location of Dunceon's: first
Adventure Path, Cauldron
went through some tough
times during Shackled City.
That'll happen when you build
your city inside of a valcano.

|

Villain

‘Treenty-Two Nightmares
Unwanted Followers
Voleano!

Well Met on the Road

Campaign Workbook: Critical Threat/Agents & Allies

CR NPC

5 Lond Flame

= Counteéss Vita Al-Adora
& Keeeshaz the [mp

7. Sadie

8 The Dusklight Caravan
g Derthan Kaderas

9 Flungash

10 Girdidrez

1 Minkehird

e Yu'thiol Mansecha

5] Master Thest

i1 Downer Tarantnia

11 Oblivion

1% Lord oof Blades, The

12 Violkag
3 Malel

14 T.arsa Bsginel

1 Lone Tosth

14 Ella Ml

15 Lasgiviren the Dark
i5 Bargle the Infamous
15 Dantalion

16 The Marshal

it Grnarlerown

15 Phyx

16 Evard

1g Larnyth

1 Kiallox

20 Fiend-Sage, The
20 Warduke

21 Dempdragon
Any
Arry

GHmmerpane
Cold Storage

Tim Hitcheock 14
Russell Brown 134
E Wesley Schoeider b
Ruscell Brown 154
Author Issue
Chis Thomassan 92
Ashavan Doyon 130
Mike Mearls 04
Christopher Perking o3
Sam Brown 137
Monte Cook {0503
Jomatharn Tweet 100
T Wesley Schneider 126
Bruce R, Cordell e
Matthew Sernett 05
Richard Baker 100
fople Huanler (E
Chris Thomasson e
K. Raker, By Shiviesele O Perkins 113
Jatnes Wilber Fali]
wiike MceArtor, I Wesley 129
Schneider, James To Sutter

B \‘i}f(-:-ﬂr_'}' Sclineider 118
Preter Adkison 160
christopher Wissel 32
Hobert | Schwalb 114
Mike MeArtor 1etd]
Frik Mona & James Jacobs: 106
E:I‘-riHIup];er Wissel 133
Matthew Sernett o1
Seth Spencer oo
Erik Mona & James Jacobs 107
Christopher Perkins 04
Robert Harris [l
Sean K Reynilds 156
Frik Mona & James JTacobs 105
Mike MoArior 147
Hal Maclean 127
Chris Thomasson ]

a: FLADIE

Debut: “Into the Fire,” by
Grant :and David Boucher
(DungESN #1)

Claim te Fame: In many
ways, Flame has becomeé the
DuncEoN mascot, appearing
in twa sequels over the years
(issue+18 and issue #100). Of
course, having an awesome
Parkinson painting heips.




LEY '?:DT.T Ciodossal Crpt
hosAny s The Vortex

- Campaign Workbook: Wandering Monster

CR  Creature

if2 Webbird
Shthering Tracker
7 Dergholoth
10 Yerdigris Wyrm
1 Black Willow
18 Living Shipwreck

Map of Mystery
Map

Ancrent Catacombs
Ancent Fordress

Ancient Temple

Ancient Tomb

Rack Alleys

Cinderforge

Cryomancer's Icicle Tower
Darknididen’s Danee

Dieep Grotto

T Chid pisst

Dungenns Delve: Part One
Dungéon's Delve: Part Two
DL‘JJsgr!un'.\i Delve: Part Three
Forgotten Tombs

Fortress of Mystery
Githzara Monastery
Gothic Cathedral
Guildport

Hall of the Hlestial Eye
Hally of Huhueteotl

Haunted Roadside Coaching Inn

Jumgle Trading Port
FKharadad: Dwarven GliF City
Lost Caverns

Lost Peninsula

Mysterious Shrine

Pirate Sca Cave Stronghold
Red Deagon's Lair

Location

Seott Peterson ol
Christopher West 01
Author Tssue
B Matt Conklin 111 148
[ames Jacobs 143
Todd Stewart 150
Greg A Vauphan 144

Revin Basse & Enc [ansing.: 140

Richard Pett 141
Cartographer Issue
Chrig Wesl 13%
Chris West 143
Craig Fipse 101
Cleaig Zipse B
Rohert Lazzarctt 104
Cheis West 137
Chris West 107
Chris West 130
Cliris West 145
Chris West 1y
Clris West 100
Chris West 111
Chris West 150
Cliris West 144
Chris Perkine 68
Chiris Wesl ag
Sean MeConnell 78
Chris West 85
Chris West 140
Craig Yipse B4
Chris Wesl 132
Chms West 130
Chris West 147
Stephien Daniele 7
Todd Morasch 84
Craig Zipse 04
Chris West Lob
Chris West 102

1: THE STYES

Debut: "The Styes,” by Rich-
ard Pett (DuncEON $121)
Claim to Fame: “When | ran this
adventure, ane of my players
wairted to burn the place down
to do its ctizens 3 favor. When |
explained that the polluted water
was mare flamabisthan the mil
dew-crusted wood, [ think part of
his soul died. Good times!

[]—m—

Roadside Tavern

Sewer Stronghold
R:nugg]rr':: Cave

Smupgeler’s Tunnels

Stone Giant Caverns

Temple of Boccok

The Abandoned Eeep

The Drakebourn Sanctum
The Forsaken Rifi

The House of Broken Minds
The Old Kingdoms

Town of Deepwatch
Tragvantahl

Underdark Caverns
Underdark Qutpost
Underground Pond

Vault of the Deathlord
Worntharm

Woodland Shrine

World of Myslery Poster Map

Global Positioning
Muap

Arctic Research Station
Bowling Alley

Corporate Office Building
Downtown Night Club
Fasl Food Reskmirin
Lakeside Cottage

Large Family Residence
Large P«-ﬁermpa]:ran Bank
Modern Cemetery
Muodern L’:'l:u-.]ﬂt_x
Municipal Palice Station

Oceult Bookstore
Old Trban Firehouse
Pawn Shop

Public High School
Roadside Motel
Sl¢azy Urban Bar

Wiyne Belsler, Craig Zipse 76
Chris West 128
Craig Zipse 04
Robert Lagzarett 127
Chrs West 1 GEr.
Chris West T
C:’;tl,U_ 7.'1F|.:at' 70
Chriz West 141
Chiis West 136
Chris West 145
Craig Zipse 70
Chris West ey
Chris West 148
Chris West 131
Chris Wesl 87
Craig Aipse 7l
Chirls West 131
Robert Les By
Chriz West 142
Chris West 150
Cartographer Issue
Chris West 108
Chris West 103
Chrig West 102
Chrs West oo
Chris West 100
Chris West 113
Chris West 101
ChirisWest )
Chris West 102
Chrs Wesal 100
Chris West of
Chris West 111
Chiris West 111
Chris West 12
Chris West 107
Chris West i{a%|
Chris West 102

1: LASHONNA

Debut; "The Prince of
Redhand,” by Richard Pett
(DUNGEON #135)

Claim to Fame: Maybe because
she caught sa many trusting
players off guard, Lashonna
managed to upstage both
Dragotha and Kyuss in the Age
ofWorms. And no... that’s not

wine in her glass.
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IMYSTERIES
THRT LRAST

& BY WOLFGANG BAUR |
[@ BY KYLE HUNTER,
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&D has a long tradition
of mystery adventures;
from hidden cultists

with complicated schemes to summon
elder elemental gods right down to basic
murder mysteries going back to "Assas-
sin's Knot" But it's not easy to sustain a
mystery in a magic universe, Asa DM or
adventure designer, how do you keep a
mystery going in a game that includes
divination spells like discern lie and class
abilities such as the paladin's detect evil?
On the one hand, you could simply
save miystery adventures for low levels—
but what's the firn in that? Presented here
are some options for Dungeon Masters
to use when creating or running their
own mystery adventures at any level,

The First Clne

The way the players first encounter the
mystery often colors their perceptions
of the entire adventure, so choose that
first scene carefiully. Tt will send the party
down false trails if you sprinkle the right
clues in the description, but it will also
provide easy answers il your players have
the right skills, so play to at least one of
their weaknesses.

The exact clues aren't the most crucial
element. The poal is to provide fragments
that motivate the party to follow up and
take heroic action, But the clues alsa
have to point the players in at least two
directtms, one being a thread that you
have carefillly laid down to go through a
maze or breaderumb trail to the solution,




while the.other is a false clue that may be
initially much more appealing.

False Trails and Questions of Motive

As the DM, you are the information
bottleneck for any mystery: if the answer
to the mystery doesn't pass your lips, the
players will never solve it, So imagine
the chaos that false information creates.
Players are generally predisposed to
believe whal you tell them; in most
adventures, you're providing factual
information about setting details, NPC
actions, rules, or sengory information;

It's amazing how far deception can lead
an investigation-astray, but in a mystery
villains have every reason to lie. Try to he
convincing. If you make it obvious that
an NPC is being shifty, your players will
spotitright away. I recommend not being
obvious at all. You might fear the game
won't be fun if the party is frustrated, but
giving away easy clues takes away the fun
of; “Ts the DM telling us the truth?”

Which brings me around to the Sense
Motive check, the third-edilion twist to
the classic mystery.

Any serious player solving mysteries
needs some ranks in Sense Motive. By
implication, this suggests that the bard,
monk, paladin, rogue, and the NPC
aristocrat classes are likely the best
detectives. The slkill deseription says
that a character can get a hunch “that
something is wrong,” but Sense Molive
is nol a le detector. When players want
to know if someone is being evasive,
bluffing, or untrustworthy, ask for a Sense
Motive checl. It makes for a good follow-
up to Gather Information or Intimidate
checks, especially ifa character is quizzing
a shifly source and has doubts about the
quality of the information he's getting,

False trails might be found by high
Sense Motive rolls, but they require
further evidence to disprove—no sheriff
or catchpole will accept a hunch as
evidence, If a suspect claims the stains
on his floor were from spilled wine, and
the party later learns he only drinks beer,
they may decide that he is unreliable. 1t
might not prove guilt, butifhe's lying to
the parly, he's hiding something,

Always think up one or more excuses
forwhy evidence that implicates a villain

might mean something else. If he keeps
hloodstained knives around the house,
he may be a butcher or tanner by trade.
If the neighbors hear strange screams
from his barm, he may keep roosters or
peacocks as pets. You get the idea.

Expanding Hints and Burying
Threads

Investigative parties: try every lead,
cast magic, and even use checklists to
learn more information. You have to
make a choice between playing it out
in character, using social skill checks,
or some combination. [ recommend the
mixed option.

In the investigative phase, you want
to take the mystery’s central thread,
the actions of the major villain, and
muddy the waters. This means either
complicating things with more suspects
or burying the villain's crime in a flood
of useless additional information. For
instance, the villain's ally may act badly
and come under suspicion, an innocent
person may walk into the wrong place
and say something damning, or a
wifness may swear he saw a person
with a superficial resemblance to the
villain commit the erime. One villain
and three viable suspects is ustally
enough forashort mystery. For alarger
Iocation-based mystery (unraveling a
complex smugegling operation), you can
still mix up possibilities, which might
be entire gangs or outfits rather than
single suspects.

Changing the party’s initial
assumptions is a great way to keep a
mystery going. For example, the identity
of the victim, the location of the crime,
or (most often) the perceived motive may
change. To set this up, determine the true
identity/location/motive first, then figure
out a likely (but mistaken) interpretation
of the facts. Make sure that the false
interpretation seems obvious hased on
the initial clues. Presto, you have reverse-
engineered a plol twist.

Gather Information: This skill is use-
ful for planting hints, mmors, and back-
ground on various suspects, but players
don't get tnuch satisfiction if the heart of
the mystery is solved by a Gather Infbr-
mation check., Rather, use this skill to

provide the party with lists of leads. Then
make them work to find and question
suspects or recover objects. Alternately,
create a table for the skill with degrees of
success, Using this option, the very best
clues require higher skill checks.

Library Use/Research: Call of Cthulhu
pliyers already know this skill, which
does not exist in standard D&D. It's one
of the key skills in Call of Cthulhu because
it’s all about following paper teails. In
a D&D setting, the number of records
and documents is smaller, but if you are
planning a mystery one-shot or a short
all-mystery campaign, I recommend you
make this skill available to the players
during character generation.

Deep Darks
Ifyou're going to have a mystery thats not
Just a murder, plant a well-hidden secret.
You'llneed the secret information, a group
that knows the secrel, and an ongoing
agenda for the secret (that is, what the
villain plans to de with it). The seeret itsell
should be something dangerous, bizarre,
shametul, or powerfiil, such as:
« A newspell that binds souls to the caster
+ A secret family allisnee with shadowy fey
« A carrupt way of creating magical ifems
« Mercenaries hidden nearby to help
stage a coup

F'm sure you can think of secrets that
work for your campaign. The information
has to be dangerous to the status quo,
to particular people, or to everyone.
Otherwise, why keep it secret?

But of course, secrets are hard to
keep, and “three can keep a secret if two
of them are dead.” You need someone
who knows the secret: a witness, a cult
member having second thoughts—
someone who talks, Which brings us to
witnesses and clues.

Crucial Clues or Witnesses

Most mysteries seem a lot harder when you
didn't design them, Players are operating
in an information vacuum. Interweaving
a relatively small number of elements can
create a good-sized miystery.

A short adventure might have very few
real clues: two useful crucial clues, say,
and one hint and one Glse teail. More
than that and it becomes difficult ta
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manage, and worse still, the mystery may
he abandoned by players eager to get on
with the hacking and the looting (your
players may vary, of course). Sometimes
an entire mystery is just a prelude to
an extended combat sequence or to
a complete reversal of expectations
{(“Our patron is a werewolf?"). For
those, I'd suggest plenty of action
scenes and relatively little emphasis on
investigation; it's more a surprise than
a mystery.

What do T mean by a crucial elue? It
could be the murder weapon's location (if
the party can cast locate object, they could
learn something about where the killer
chose to hide a blade). It could be a list
of spell ingredients that points to a plan
for summoning It could be a wilness
afraid of what the priests will do to him
if they learn he was in the graveyard the
night the necromancer came to town. A
erucial ¢lue turns the gaze of suspicion
to'a mew target or makes the inmocence
of a previous suspect clear.

Ohjects as witnesses: All items in a
medieval setting are unique; the only
mass-produced items are pottery and
coins, maybe chain links and nails. This
means that clothes, jewelry, weapons, or
the like can be traced to an owner. Books
can also be wseful "witnesses," spilling
secrets that are otherwise inaceessible
{such as actions in the past, the half-
manstrous bloodline ofa hundred years
ago, or a mention of the hidden stairs
that lead to the cult shrine).

Alibis: A perfect alibi is a fine story-
shifting clue. A character who claims
she saw the chief suspect elsewhere at
the time of the crime is a great wrench
in what the PCs think they know. Even
better, an alibi allows a second shift later,
when it becomes clear that the witness
was charmed into telling this story.

Witnesses: To my way of designing,
object clues are fine and useful, but
usually too straightforward. Witnesses
and alibis are great clues because people
have many teasons to misremember
what they saw: fear of reprisal, loyalty to
a spouse, confusion due to ignorance, or
shame over their silence at the scene of
the crime. They can be naive, honestly
mistaken, blackmailed, near-sighted, or

DUNGEON SEPTEMBER 2007

just zealous hypocrites out to settle a
score. And witnesses are much more fun
to roleplay than a horseshoe oran ax.

Divination Spells and
Countermeasures

A PC with the tight spell can always
derail a mystery, How should you plan
for detect Tie, speak with dead, or frue see-
ing? Well, sometimes they should work,
frankly. But when these spells fail and
the PC doesn't know it, you have another
type of false trail.

Detect thoughts: Surface thoughts
can give away a lot. Make sure your
villain has a high Will save or has quite
alien thoughts (in another language, or
simply inhuman). If the party uses this
spell carefully, they should get evidence
from ik

You may not need to work against
this spell, because while they may learn
something, it's hard to prove anything
against a trusted or powerful suspect, If
the mayot is guilty and the out-of-town
adventurers say they read his thoughts,
well, that certainly makes people wonder.
But il the beloved local mayor claims
that the adventurers extorted him for
a bribe and he refused, some townsfolk
will suspect the adventurers are dirty
rats trying to smear an innocent man.

Misdirection: This spell is your best
friend if the party is a little too quick to
accuse every evil creature they meet, and
is available as a potion for non-caster
villains, If players complain, well, they
use magic all the time, what makes them
think villains won't as well? Any villain
caught in public without one isn't trying
very hard.

Speak with dead: 1f you can quiz the
murder victim, there'’s no mystery. But
you can build a mystery to avoid this. If
the local priests commonly use speak with
dead, then the local criminals will likely
know that, just as modern criminals
kmnow about DNA and {ingerprints, and
some take countermeasures. The spell
requires an identifiable, intact corpse,
so criminals might smash a jawbome
or cut vecal chords to prevent speech.
Basier still, a eriminal could take the
whole skull or disintegrate it. A series
of decapitated murder victims is both

ereepy and logical for a mass murderer
who fears magical discovery.

Furthermare, the spell works only if
the corpse knew something important,
such his killer's name or motive. If
the victim was shot from a distance,
poisoned, or killed by a charmed
monster, the mystery isn't solved yet;
just pushed to the next link in the chain
of clues.

True seeing: If your villain is a
shapeshifter, a creature using illusions,
or wearing a hat of disguise, this spell is
your worsl enemy. A PC using frue seeing
sees that the "mayor” is really a demion,
or the “archmage” is an apprentice with
a hat of disguise. Mystery solved. Many
mystery scenarios of the mistaken-
identity type just don’t work at high
levels for this reason.

Bl this spell can also sow confusion.
Some creatures may hide their true
shapes for goed reasons (a3 Lawful
Good drow might not want to show
himself among an elven court), and
others might be innocent. For instance;
a ghaele might be passing as an elf;, but
true secing Teveals a glowing green light
form. This spell can cast false trails in
a helpful way; take advantage of the
natural suspicion that players have for
anything that is not as it appears.

Conelusion

Mysteries are a bit trickier to design
than standard adventures, but only a
bit. You need a small stable of clues and
witnesses, incleding witnesses who saw
nothing useful. I recommend running a
few small mysteries before attempting a
multi-session mystery arc.

As you grow more confident maintain-
ing elaborate mysteries, you'll find some
players respond to them more than oth-
ers. Your players may want just a few mys-
teries asa change ol pace; be carefil about
overwhelming them with too many clues
or too many surprise endings. &

Wolfgang Baur is a noted adventure designer
and author of “Forge of War,” “Empire of the
Ghouls,” and “Enemies of my Enemy.” He
is also the publisher of Kobold Quarterly,
a feisty gaming journal available at
welfgangbaur.com,
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THE CITY

ERR FIGHT!

goner or later, every

adventuring party winds up

in a tavern, Whether it's a
meeting place for PCs or a well-earned
break between adventuees, there’s nothing
quite like the unusual and interesting
people you meet in the village pub. And
since this is D&D, what's the pomnt of
meeting interesling people if you don't
get to fight them? Presented below are 11
tense situations that can easily escalate
into fights, along with state for sample
brawlers—in short, everything you need
to craft a barroom blitz on the {ly.

The Scenarios

Who's Your Daddy?: Two large men
stand over a crying woman helding a
baby, arguing fiercely over which man is
the child's real father, Suddenly one of
the men swings at the other and misses,
knocking the woman out cold, The Test
of the barflies leap to their feet, and in

R\F FROTHELTHINBLE
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the ensuing ruckus, it's up to the PCs to
recover the baby and keep it safe.

Damn Your Eyel: A furious farmer
slaps another across the face, and to
his horror the victim’s glass eye pops
put and skitters across the floor. The
one-eyed man yells, “Grab that eyel”
before leaping on top of his opponent,
slamming into a full table and rousing
the other drinkers. PCs attempting to
recover the eyve must succeed on a DC
15 Dexterity check

Wedding Crashers: The innis hosting a
small wedding ceremnony when the doors
suddenly burst open and the bride's
family comes crashing in, demanding
that the “no-good gold-digging he-
wench” unhand their daughter, In the
fight that follows, both sides assume the
PCs are with the rival guests. Correcting
the misconception réquires a DC 20
Diplomacy check, and settling the
dispute a DC 30 check.



Drunk asa Lord: An intoxicated lordling
seats himself at the PCs table and awards
them the “honor” of buying his drinks for
the evening With each cup he becomes
more demeaning, pinching female PCs
and holding forth on “the problems with
common {olk)” taking effense at any per-
ceived slight. His two beefy guards look
embarrassed, but once the lord takes a
swing at the characters, they sigh and wade
into battle. Tt the PCs fend off the lord’s
wild blows without doing any permanent
damage, they can avoid inetrring the wrath
ofthe city guard.

Race Riot: A drunken dwarf topples
off 'of the tall barstool provided for him,
drawing laughs fram a group of elves,
The dwarf leaps up and upends their
table; and in the brawl that follows any
elves ot dwarves in the party find them-
selves singled out for vengeance,

Firel: A man flings an accused horse
thief over the bar, smashing several
battles of the tavern’s finest as well as
one of the lamps, which ignites the
flamamable liquor, Unless quenched by
a party member, fire spreads at a rate of
one five-foot square per round, eventually
comsuming the entire building,

Mistaken Identity: The party is drink-
ing quietly when four young men carry-
ing chains and axe-handles burst through
the door. The apparent ringleader points
at the most inconspicuous male PO and
yells, “There he is! Him's the one that
done got Marilee with child!"

Political Debate: Two makeshift podi-
umz stand Lo one side of the common
room, from which two local mayoral
candidates Tail at each other before a
sharply divided constituency. Suddenly

a gohbet of spit flies between the groups

of supporters, and the ropm erupts with
violence. In addition to being swept up
in the commotion, PCs making a DG 15
Spot check notice one of the “farmers”
stealing votes from a ballot box and stuff-
ing them into his jacket.

Gambling Problem: The PCs are drawn
intoa “fFiendly” game of dice with seme
locals, At some point when the PCs are
doing well, one of the players “spots™ a
pair of weighted dice (actnally palmed by
the accuser)in one of the player's sleeves.
The rest of the bar patrons léap to their

feet in a righteous attempt to strip the
“cheaters” of their goods.

Diversion: Two loud drunkards cast
ever-greater curses and aspersions on
each other aver whose turn it is to pay
the bill, finally falling into a raucous
wrestling match that slams into the PCS
table, likely resulting in one of the men
taking a misguided swing at a PC. When
the barterider emerges from behind the
counter to break it up, PCs can make a
DC 15 Spot check to notice a third man
{secretly the drunkards' accomplice}
stealing momey from the unattended Bl

Bored Enchanter: [n the fir corner of the
inm, a Tan wearing hommous purple robes
sits sullenly in the corner, surrounded by
empty tankards and drawing impatiently
on the table with a wine-damp fingertip.
Without warming, two peasants from differ-
et tables leap to thedr feet and begin madly
praclaiming their love for each ather, much
to the consternation of their previous com-
pamions, The man leans back and watches
witha grin as the altercation becomes a full-
blown fistfight. PCs making a DC 15 Spot
check natice his lips moving slightly, and
sitecessfinl Spelleraft checks reveal that the
man (male human sorcerer 4) is strring up
trouble via messade and chdrm Person,

The Bartender

Behind the bar stands a lumbering red-haired
man in o leather apron. Despite his easy grin,
muscles ripple beneath his beer-stained shirt,
and a massive warhammer hangs within eagy
reach above the bar to handle any complaints
ahout the service.
BARTENDER CR3
Male human fighter 2fexpert 2

NG Medium humanaid

Init +0; Senses Listen +1, Spot +4
Languages Commuan

AC 11, touch 10, flat-footed 11

Hitting With The Bottle

Mo bar fight vmuld be :Gmpletewﬁ}fw
out at least one person getting
broken over his head. In y'rnur neggti
roadhouse dustup, consider allowing:
your players to use bottles of wine or
ale as improvised melee ar thrown
weapons (with a =4 penaliy on attack
rolis). A standard bottle has the same-
stats as a dagger, with the exception:
that the first sumassﬁjl hit does non-
lethal bludgeoning damage and shat-
ters the bottle. From this point on, the
bottle uses standard dagger statistics,
as its jagged edges are perfect for slit-
ting throats.

-.':-ih

Feats Cleave, Combat Reflexes, Improved
Unarmed Strike, Negotiator, Power Attack

Skills Craft (brewing) +2, Diplomacy +3,
Intimidate +&, Knowledge (local) +6,
Sense Motive +3, Spot +6

Possessions combat gear, bracers of armor
+1, warhammer, 20 gp

The Patrons
The customers here are generally farmers
and laborers hiving o quiet drink, bui
mixed in among them are @ More rALUCOLS
bunch—rough, surly-looking characters,
perhaps merchant caravan quards or the
local constabulary, looking bored and eager
[ferenlertainment.
BrRAWLER CR2
Male and female human warrior 3
M Medium humanoid
Init +5; Senses Listen +0, Spot +0
Languages Commaon
AC15, touch 11, flat-footed 14
hp 17 (3 HD)
Fort +3, Ref 42, Will 41
Spd 30 it
Melee bottle +1 (1d442/19-20) or

longsword =5 (1d8+2)
Base Atk +3; Grp +5

hp 30 (4 HD) Atk Options Power Attack
Fort +5, Ref +0, Will +4 Combat Gear pation of bull’s strength
Spd 30 . Abilities Str 14, Dex 12, Con 11, Int 9, Wis

Melee unarmed strike +6 {id3+3) or
warhammer +6 {1d8+3/x3)

Base Atk +3: Grp +6

Atk Options Cleave, Power Attack

Combat Gear potion of cure light wounds

Abilities S5tr 18, Dex 10, Con 14, Int &; Wis
12,Cha 13

10, Cha 8

Feats Combat Reflexes, Improved Initiative,
Power Attack

Skills Climb +5, Intimidate +5, Jump +5

Possessions combat gear, studded leather
armor, light woeden shield, longsword,
5gp =|
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0 421 0y Zagig Yragerne, Lozd
lMayDr of the Free City of
Greyhawk, utilized the opposing
deific powers of nine ensnared divinilies
to catalyze a daring apotheosis. As brazen
and miraculous as Zagig's ascendance to
godhood was, his method of transcend-
ing, a marvel of arcana that's come fo be
known to some as the Godirap, was only
slightly less phenomenal.

A creation of equal parts genius and
madness, the original Godirap lies deep
within the tuins of Castle Greyhawk in
the dangerous laboratories that once
gerved as Zagip's personal sanctom.
Utilizing the power of nine deifies,
each of a different alignment, the God-
trap possesses the potential to catapult
a single maortal beyond his terrestrial
bonds into gedhood. Since Zagig's phe-
nomenal success, many would-be god-
lings have attempled to duplicate the
Mad Archmape's work, While several
deluded archmages, power-mad fyrants,
and desperate liches have attempted to
recreate the apparatus, none have rep-

licated Zagig’s success (and many have
met varied and terrible ends). Along the
way, their creativity has produced count-
less lesser godtraps, some little more than
cages for powerful extraplanar beings,
some deadly arcane bombs, and some—a
rare few—patential gates to divinity,

Zagig's Godtrap

The original Godirap created by Zagig
still exists in the aging, monster-stalked
level of Castle Greyhawk now known as
Zagig's Prison. Most of its occupants
long since escaped or evicted, great
potential still lingers within the appa-
ratus, and many daring mages have
attempted to reach Greyhawk's deadly
lower levels to study the spells woven
here. Zagig's Godirap has most recently
been detailed in Expedition fo the Ruins of
Castle Greyhawh and plays a erueial role
in that adventure’s plot,

Lesser Godtraps
A less ambitious form of Zagig's creation,
lesser godiraps serve as tentative first steps




for those planning to build a complete
Godfrap, or possibly for these whose
ambitions are slightly less insane,

Appearance: A lesser godirap consists of
a large chamber containing three concen-
Lrie rings, each ring an arcane cage crossed
with a myriad of arcane markings and
interwoven spells (both visible and invis-
ible}). The cages themselves migh take a
variely of forms: elaborate mirrors, man-
sized crystals, mulicolored giant skulls,
detailed paintings of their occupants, or
other sizable and ostentations displays.
In the center of the room that holds the
apparatus (usually a drenlar room at least
4o feetin diameter) is a focal point where
a spelleaster can manipulate the lesser
godirap’s energies. This foeal point also
might take a variety of forms, such as a
low pillar etched with runes, a floating
orb, or simply a low dais.

A lesser godtrap has three different func-
tions: capture, release; and transforma-
tion, All of these operations are manipu-
lated using the room’s focal point,

Capture: Lesser godiraps function by
corrupting the terms of the “calling
creatures” aspect of gate. The caster must
convince an outsider to serve him for a
period of 1 year and provide the creature
with immediate payment for that term

of service (as deseribed in the spell). If

the creature knows that the caster seeks
to capture it within a lesser godirap, it is
unlikely to agree to any price. Once a
being commits to the service and is paid,
the lesser godirap attempt to draw the
outsider into one of the device's empty
cages, The ereature receives a Will save
cqual to 10+ the caster’s caster level + the
caster’s Charisma modifier. If the creature
fails, it is drawn into the lesser godirap
and may be used to fiiel the apparats’s
transformation ability. If it succeeds, it
is released from both the lesser godirap
and the terms of the gate spell with fiall
knowledge of what the caster attempted
to do. Only outsiders or elernentals can be
captured by a lesser godtrap. Other creature
types are unaffected.

Release: By touching the room’s foeal
point and concentrating on a filled cage,
a lesser godirap eleases a creaturve it has
captured, This operation is especially
delicate. If after a round of contact the

user has not focused his mind upon a
specific cage, the lesser godirap releases
all the beings currently held within.
These creatures are not controlled by
the user and may act as they please,
Transform: This is the ultimate ahility
of a lesser godirap, by which a user imbues
himself with the powers of the rapped
creatures and becomes another heing
entirely. This function can only be used
when each of the lesser godirap’s three
cages are filled by creatures involved
in one of the transformation formulas
below (il the captured creatures meet
none of the formulas, 2 Misuse occurs),
Upon touching the room’s focal point
and casting the spell energy drain (or
having another cast it for him), the user
begins an hour-long transformation.
The user ¢an perform no action for
the next hour, not even speech. Taking
an action, being forced away from the
roum’s focus, or any other interruption
has devastating effects (see Misuse).
In addition, the total Hit Dice of the
creatures held within the lesser godirap
must be at feast triple the user’s Hit Dice.
At the end of the hour-long process; if the

9 w:ﬁq@mhqlﬁwﬂurﬂamﬁﬁpulﬁ}t

Nine-sided gems around a stone pyramid.

siphoned creature’s total Hit Dice do not
equal or exceed three-times the user's,
the transformation process has no effect
(but the lesser godtrap is not damaged).

Should all the prervequisites of
imprisoned creatures, Hit Dice, and fime be
met, the user is transformed, permanently
gaining the benefit of ome of the templates
below. Other forms of transformation
might exist, but the methods for such
processes are currently unknown,

Misuse: Despite being wonders
of arcane creation, lesser godtraps are
exceedingly fragile. Should the devies
be used incc:rré::ﬂ],' or any of its parts
take 1o points of damage or more
(most components of a lesser godtrap
have hardness 8) the device ernpts
in a conflagration of magical energy.
This eruption deals 20d6 points of
force damage. Due to the unleashed
conjuration magic, for each creature
in the room there is a 20% chance
of being sent to a random plane. In
addition, any ereatures imprisoned in
the device's cages are released. After
such an explosion, the lesser godirap
is destroyed. &

‘Manual of the Planes

Axiomatic 1 J_E 1 LG, 1 LM outsider Manual of the Planes
Celestial 1€G, LG, 1 NG outsider ‘Monster Manual
Fiendish 1.CE, 1 LE, 1 NE outsider Manster Manua!
‘Half-Elemental 3 elementals of the same subtype \Manual of the Planes

i Gianteyes surrounding a mirrored platform.  Empty

2 Circles of gems surrounding a erystal ball. 1 1-HD lantern archon

2 Iaalgaaqudnums‘amund-hn Ei%antha‘ﬂ'l 1 3-HD water mephit

4 Huge gold gears around a clockwork pillar 113-HD kolyarut, 1 6-HD
achaierai

E Rinigs of flame surrounding 2 brazier. -2 8-HD Large fire elementals

f Huge beetle carapaces around an insectileeye. 1 advanced 3-HD ravid

7 Broken statues around a shattered column, 17-HD djinni, 1 7-HD blue slaad

8 Balls of lightning surrounding a ruby dais, 1 7-HD belker, 1 2-HD magmin,

1 15-HD elder tojanida

© 112-HD astral deva, £ 10-HD.
‘ghaele, 1 6-HD succubus
1 20-HD balor, 1 18-HD pit
fiend, 18-HD night hag
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ery little is known aboul

the Fiend-Sage's history.

For some time it has been
am associate of Drax the Invulnerable, the
undead lord of the city of Rel Astra, with
Drax providing the Fiend-Sage a place to
research and the demon providing the
man with information and advice. While
amolydeus normally works as an enforcer
for a powerful demon lozd, the Fiend-
Sage has no known master, and pursues

its own agenda within the framework of

advising the Lord of Rel Astra

The Fiend-Sage collects rare books,
strange beasts, unusual magic items, and
lost spells. Is knowledge in these fields
is incredible, and it usually knows a way
to mitigate an item'’s harmful effects on
its demomic flesh; for example, when the

SERTEMBER 2007

artifiact called the Crook of Rao banished
most of the demons and devils from
Oerth, the Fiend-Sage was unaffected,
possibly because it had time to study the
item while it was in Drax’s possessiomn,
In addition to its general knowledge of
hundreds of different magic items, the
demon uses tracking magic fo scry on
persons and items of inlerest.

The Fiend-Sage is the head of a
small but fur-reaching network of
spies, agents, slaves, and allies. It does
not employ fools, and quickly punishes
minions for their filures, somelimes
preemptively interrogating or torturing
its own agents to ensure they haven't
turned on it. Some of its employees
are skilled rogues or mages, capable
of infiltrating enemy lairs, defeating

exotic creatures withoul leaving a mark;
and preserving corpses for transport
and dissection. 1ts direct agents are
slavishly loyal toit, as they are paid well
and fréquently have their commitment
tested, and many are tainted with
fienidish blood, often a8 a reward for
excellent service, Some of its minions
(including a few adventuring groups)
do its bidding through intermediaries,
never knowing their pay ultimately
comes from a demon.

Appearance

The Fiend-Sage stands 12 feet tall and
wields a massive staff'sporting glowing
axe-blades and a glittering red Tuby at
the base of its shaft. Its erimson body
bears clawed hands and the head of a



leering, demonic hyena with silver eyes
and great slavering fangs. A writhing
snake protrudes from the side of the
demon'’s neck, this second head coiling
and hissing menacingly. Black robes
covered in violet flames cover its body,
and its cloak is made of human skin.
Despite its. ferce appearance and
obviously evil nature, the demon calmly
scrutinizes everything nearit, evaluating
ils value and utility,

Development

While typically demonic in its physical
appelites, the Fiend-Sage is a genius-
level intellect and doesn't enpage
in activities that would endanger its
alliance with Drax. Immortal, patient,
and cunning, it is willing to set small
things in motion now in order to reap
greater rewards decades or centuries in
the fiture, and has no problem waiting
ta outlive dangerous mortal opponents
in order to claim a valuable item or
piece of information. It is secure in its
powet, and acls subdued and humble
(though not fawning) when it and Drax
walk through the palace or city.

The Fiend-Sage is a lonér and
avoids other molydei unless absolutely
necessary. Because of its exlensive
contacts, it may be found all across the
planes, in the court ofa demon lord or
conferring with an elemental prinee,
Its hunger for knowledge and desire to
examine rare magic frequently puts it
in conllict with other greedy outsiders,
though in most cases this rivalry is
cool hatred rather than open war. The
Fiend-Sage may have a secret fortress
somewhere in the Abyss, but if so its
location is unknown.

THE FIEND-SAGE OF REL ASTRA

Unigue molydeus demon

CE Larpe outsider (chantic, evil,
extraplanar, tanar'ri)

Fiendish Codex | 27

Init +&; Senses all-around vision, darkvision
60 ft,, true seeing; Listen +29, Spot +29

Languages Abyssal, Common; telepathy
100 f.

CR20

AC 38, touch 16, flat-footed 32
hp 313 (19 HD}; fast healing 30; DR 15/cold
iran and good

Immune electricity, mind-affecting, poison
Resist acid 10, cold 10, fire 10: SR 30
Fort +27, Ref 421, Will +22; evasion

Spd 40 .

Melee +T duncing vorpal cold iren greataxe
+26/+21/+16/+11 (3d6+11/19-20/x3) and
bite +23 {2d6+3) and
bite +23 {1d6+3 plus poison) or
+1 dancing vorpal cold iron greataxe

+26{+21{416/411 (3d6+11/19-20/3) and
2 claws +25 (1d6+7) and
bite +23 (2d6+3} and
bite +23 (1d643 plus poisan)

‘Space 10 fl.; Reach 10 ft.

Base Atk +15; Grp +30
Atk Options piercing strike, snakebite,
Combat Expertise, Improved Trip,
Improved Disarm
Special Actions spells, summaon tanar'r
Wizard Spells Prepared (CL 11th, +24
ranged touch)
6th—disimtagrate (DC 23), repulsion (DT 23)
Sth—aorte of cold (DC 22}, wall of force
4th—enervation, solid fog
3rd—haste, heraism, slow (DC 20)
And—false life, glitterdust (DC 19),
mirrar image
1st—magic missfe {2), shield
O—detect magic
Spell-Like Abilities (CL 19th)
At will—bhalefid polymarph (DC 24),
blasphemy (DC 26), blindness/deafress (DC
20), charm person(DC 20), comprehend
languages, detect magic, fear (DC 23, fly,
greater dispel magic, invisibility, gremter
telepart (self plus 50 pounds of objécts
only), read megic, suggestion (DC 22),
telekinesis (DT 24), vampiric touch
T (day—detect thoughts, dimensiongl lock,
identify, lightning bolt (DC 22)
3/day—quickened telekinesis
1/day—anolyze dweomer (DC 27), legend
lare, sending, trap the soul (DT 27)

Abilities Str 24, Dex 22, Con 34, Int 25, Wis
24, ChaZ8

Feats Combat Expertise, Improved Critical
(greataxe), Improved Disarm, Improved
Initiative, lmproved Trip, Multiattack,
Quicken Spell-like Ability (telekinesis)

Skills Bluff +31, Concentration +34,
Decipher Script +17, Biplomacy 35,
Forgery +29, Gather [nformation +19,
Intimidate +33, Knowledge (arcana)
+29, Knowledge (local) +17, Knowledge
(nature) +15, Knowledge (history) +17,

Knowledge (nobility & rovaltyl +17,
Knowledge (religion) +22, Knowledge
(the planes) £29, Listen +29, Search +29,
Sense Motive +29, Spelleraft +22, Spot
+29, Tumble +28, Use Magic Device +31

Possessions +1 dancing vorpal cold fron
greataxe, black rabe of the archmagi

All-Around Vision (Ex) The Fiend-Sage gains
2 +4 racial bonus on Search and Spot
checks. It cannot be flanked.

Dancing Vorpal Axe A molydeus’s +1 dancing
vorpal greataxe is an extension of its
being; if a molydeusis slain, its magic

axe melts away into ichor.

Piercing Strike (Su) The Fiend-Sage ignares
damage reduction, save for damage
reduction that requires @ specific material
{such as silver, cold iron, or adamantineg) to
bypass, epic damage reduction, or damage
reduction that doesn't allow any form of
bypass (such as that granted to barbarians).

Paison (Su) Injury, Fortitude DC 29, initial
and secondary damage 2dé Con: A
creature killed by this poison immediately
transforms into 2 manes demon (Flendish
Codex | 45). Only a miracle or wish can
reverse this transformation. Molydeus
venam can harm creatures normally
immune to poison. This excludes
constructs, plants, or undead—sgainst
such creatures its effects are reduced to
Ldé points of Constitution damage.

Snakebite (Ex) The Fiend-Sage’s snake head
can strike independently of the demen's
other actions. [t can make a bite attack
as a free action once per round while the
molydeus takes any other standard or
full-round action. The snake head always
strikes as a secondary attack.

Spells The Fiend-Sage can prepare and
cast arcane spells as a wizard, though
the number of spells it can cast per day
is limited (one spell slot for spell leyvels
Dithrough 6, plus bonus spells from
its high Intelligence), Between its own
archives and that of its employer Drax, it
has access to any comrmaon spells of these
levels and many rare or obscure ones,
The Fiend-Sage can use magic items as if
it were an 11th-level wizard.

Summaon Tanar'ri (Su) Once per day the
Fiend-5age can automatically summon
1d6 babzus, 1d4 chasme, or one
marilith. This ability is the equivalent of
2 9th-level spell. &
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Standing nearly ten feef tall atop an awkward
tripod of legs and covered in a motiled gray-
greenhide, this fiend's thickly muscled torso is
ringed by arms that brandish a motley assort-
ment of weapons or claw the air malevolently.
Sensing something, it slows, and without
turning swivels its head a fill three hundred
and sixty degrees, revealing a face that is at
ance both reptilian and mantislike, faceted
gyes burning like coals while ifs mandibles
chatifer incoherently.

Omne of the most common varietics of
yugoloth, dergholoths-are brutish, dim-
witted creatures who serve as rank and
file soldiers in the Blood War. Only one
step above mezzoloths in the yugoloth
hierarchy, but above the canoloth and
skeroloth punishment castes, dergho-
loths are subjected to censtant abuse
by their commanders. Sadistic beings,
they understand little beyond an urge
to inflict pain and death, and turn the
abuse they suffer on the mezzoloths they
frequently command.

Dergholoths are tarely dispatched to
the Material Plane or even seen beyond
the lower planes, and in fact it is only
outside of those planes that they ean be
permanently killed. Following a typical

Blood War battle, dergholoths reform
within 1d3 days, a trait unigue among
lesser yugoloths, likely an adaptation
to allow ‘loth armies to quickly recover
their losses.

When not fighting, these flends wan-
der aimlessly, seeking lesser beings
on which to take out their apgressiomn.
Due to the derghaloths’ penchant for
devouring larvae, the night hags of the
Gray Waste regard them as a nuisance
but tend to accept a certain level of
theft, fearing conflict with the yugoloth
race as a whole, Beyond gorging them-
selves on mascent petitioners, dergho-
loths often congregate in larger groups,
following a programmed racial instinct
that spares higher-caste yugoloths the
need to gather them before sending
them off to the Bload War like so much
chatlering eattle.

Dergholoths can speak crudely in
Abyssal, Draconic, and Infernal, but pre-
fer to rely on their telepathy.

Strategy and Tactics

Dergholoths are not subtle creatures,
and against smaller foes they prefer to
simply wade into melee, getting in close
to use their claws or any weapons they




might have scavenped on the battlefield,
grappling if possible. Being surrounded
poses little problem given their number
of arms and all-around vision, but whern
pressed they may resort to using their
chatter ability. That said, any derghe-
loth given control of mezzoloths presses
them abusively into combat first rather
than risking itself, and only if its subor-
dinates seem overwhelmed will it then
enter the fight.

Ecology

Dergholoths are the second stage in a
yugoloth's spiritual evalution. They form
when a mezzoloth realizes that the derg-
holoths who command them, though of
higher caste, are actually weaker than
they are in many ways. Raw strength
alone does not correlate to autharity, and
this is the first lesson learned in a yugo-
loth's progress up the chain of purifica-
tion toward the more twisted, complex
evil that their race personifies.

The transition is not spentaneous
except in incredibly rare cases, and
involves a piscoloth-admimistered trial
to ensure fitness and purity. Whatever
the test entails, ultimately the mezzo-
loth passes or is butchered, its remains
ground to dust. The mezzoloth who
succeeds to become a dergholoth fares
little better and is transformed by a pro-
cess that involves a ritualistic drowning
in the Styx.

Treasure

Brutish creatures with little
comprehension of magic or appreciation
for material wealth, dergholoths seldom
carry anything beyond weapons. A
dergholoth’s weapons are typically a
hodgepodge of types and styles, usually
scavenged from the dead and dying
on the battlefields of the Blood War.
The weapons are sometimes magical,
though it is more common to find
them using silver or cold iron weapons,
and occasionally those crafted fFom
Baatorian green steel or Gehennan
morghuth-iton. Anything more

powerful than a +1 weapon is likely to

be stolen by a higher-caste yugoloth.
While dergholoths may have no per-

sonal appreciation for treasure, they

recognize its value to others and make
a habit of collecting and swallowing
small baubles that they happen to scav-
enge ot take from the mezzoloths in
their command. Later, when seeking
to forestall punishment or simply try-
ing to impress one of their overseers,

dergholoths regurgitate portions of

their scavenged wealth, though this
tactic sometimes ledds their betters Lo
sitnply cut them open and extract it all.
Over time, other fiends have caught on
to this, and the sight of gutted derg-
holoth bodies is relatively common in
the aftermath of any fiendish conflict
involving loths,

DerGHOLOTH CR7
NE Large outsider (evil, extraplanar, yugoloth)
Init +4; Senses all-around vision, darkvision
60 ft; Listen +10, Spot +12
Languages Abyssal, Draconic, Infernal;
telepathy 100 f.
AC 23, touch 9, flat-footed 23
{+14 natural, =1 size)
hp 76 (8 HD) DR 10/good or silver
Immune acid, poison
Resist cold 10, electricity 10, fire 10 5R 20
Fort +11, Ref +6, Will +&
Spd 30 ft.
Melee masterwork scimitar +13
{1d8+5/18-20) or
masterwork scimitar +11 {48
{1d&+5/18-20) and

4 masterwork scimitars +11 (1d8+2(18-
20) and

2 claws +5 {1d6+2 or

5 claws +12 (1dg+5)

Space 10 fi:; Reach 10,

Base Atk 15; Grp +17

Atk Options improved grab, Power Attack

Special actions chatter (DT 16), sumirman
yugofoth

Spell-Like Abilities (CL 8th, +13 melee
touch, =8 ranged tolich)

At will—cause fear (DC 13}, contagion (DC 18),
darkness, desecrale, greater feleport (self
plus 50 Ibs. of ebjects anly), produce flame

Abilities Str 20, Dex 10, Con 21, Inl 7, Wis
10, Cha 14

5Q reform

Feats Ability Focus (chatter), Power Aftack,
Improved Initiative, Multiweapon Fighting

Skills Hide +7, Intimidate +13, Knowledge
(the planes) +4, Listen 410, Move Silently

DERGHOLOTH LORE
KNoWLEDEE (THE PLANES)
DE17  [Bergholoths are one of the
lowest varieties of yugoloths,
and are native to the neutral evil
lower planes of Hades, Gehenna,
and Carceri,

A dergholoth's head can freely
rotate atop its body, allowing them
ta effectively see in a3l directions

-at once and preventing them from
being flanked.

‘When pressed by large numbers
of enemies, dergholothsemit a
rapid and mind-numbing sound
within 2 30-foot radius that affects
only nofyugoloths,

Dergholoths swallow scavenged
valuables, and their corpses {or
living bodies)can be cut open

to recover these items from inside
their stomachs,

DC 22

e

DC32

+6, Search +9, Spot +12

Environment G ray Waste of Had e5; Bleak
Eternity of Gehenina, or Tarterian Depths
of Carcer|

Organization Solitary, Squad (1 plus
3-5 mezzoloths), Flatoon (2 plus 6-10
mezzoloths plus 1 piscolath)

Advancement 9-16 HD (Large): 17-25
HD (Huge)

All-Around Vision (Ex) A dergholoth's head
can freely rotate, which combined with
its compound eyes grants it the ability
to see in all directions at ance, making it
impossible to flank,

Chatter (Su) Once per day, a derghaloth can
rapidly chatter and clack its mandibles
together, affecting all non-yugoloths
within 20 feet with the effects of 2
Jeeblemingd spell. This is a sonic, mind-
affecting effect.

Improved Grab (Ex) To use this ability 3
dergholath must hit with two claw
attacks. It can then attempt to start
a grapple as a free action without
provoking an attack of opportunity.

Reform (Ex) Dergholoths killed within
one of the neutral evil lower planes
completely reform within 1d3 days.

summon Yugoloth (Ex) Once per day, a
dergholath can attempt to summon
1d3 mezzoloths with-a 30% chance of
SLICCESS, a
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WELL, YOu
CAN FIND YOUR
OWN DAMMN WAY

HOME. WE'RE

DONE HERE.

SOMETHING

YOU SEE EVERY
DAY--

AT LEAST
T'M NO WORSE
FOR WEAR,

YOUR FOREIGN
GUESTS NOW THAT
I'M FEELING
BETTER




Bick N 2uszwANG. DOWNER'S FRIENDS DELIBERATELY
CONTRACTED LYCANTHROPY TO CLEAR OUT THE LAST
OF THE KENKL AND NEOGL

PkE's TERRIBLE PLAN WAS REALIZED WHEN
THE SURFACE ARMY WAS SACRIFICED EN
MASS TO AN OBSCURE BIT LORD. BOLSTERING
THE STRENGTH OF THE DEVILS.

LD ENEMIES ORGANIZED A RESISTANCE
THE DEAD, AND QUBLIETTE'S NECROPOLIS
WAS NEVER BREACHED.

LTIMATELY, KALRO'S HOLD ON THE CITY CRUMBLED
WiTH A MAD PLAN TO SEIZE THE CITY'S MAGIC BOOKS
AND CHARGE THEIR OWNERS TO ACCESS THEM.

A;:rmp NOW A4 VIRTUAL THRALL
THE ERINYES PIKE, MOBILIZED A

| RIGHTEQUS ARMY TO ATTACK THE
|  WEAKENED CITY OF CUBLIETE.

JHE CULT OF LOLTH WAS FORCED TO
MAKE DESPERATE ALLIANCES TO ESCAPE
INTO EXILE. IZANK THE ACCLRSED
RETURNED AS A4 MIGHTY HERC.

= Dowwen NEVER RETURNED

T2 THE UNDERDARK. BUT
..I'»-'ED A THRILLING LIFE A5
THE WANDERING FRINCE.

Bur riars 4
DIFFERENT STORY.




DEEP
CAVERNS

UNDERDARK WILDS
KEY

51. FEntrance ta Lower Caverns
52. Entrance to Dwarven Mines
53. Eroded Limestone Cavern
54, Crystal Formation

55, Ambush Narrows

56. Adamantine Gate

57. Smooth Stone Passage

58. The Tempest Basin

59. Eye of the Tempest

60. Warerfalls

61, Cyclones

62. Whirlpools

63. Entrance to Drow Outpost
&4, Shallow Lake

65. Miithid Cavern




- ;'_i-_-
i

73

R,

66

66. Acid Cascade {From Vortex Room)
67. Overseers' Bridge

68. Mithral Mine

6Y9. Slave Pens

70. Overseers’ Ledge

71. Spawning Pods

72. Meeting of Minds

73. The Central Mind

74. Overseer Domiciles

75. Entrance to Parts Unknown

| square = 5 feet

_AWEST
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LANDS or
MYSTERY }

Chiristopher West's Maps of Mystery:
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Woodland Shrine #142

Guildport #85

Temple Cellars #87
Githzerai Monastery #99
Temple of Boccob #99
Red Dragon's Lair #102
Town of Deepwatch #103
Pirate Sea Cave Stronghold #106
Cryomancer's Icicle Tower #107
Stone Giant Caverns £108
Dungeon's Delve, Part 1 #109
Dungeon's Delve, Part 2 #111
Dungeon's Delve, Part 3 #150
Sewer Stronghold #128

Jungle Trading Port #130

Vault of the Deathlord #131
Roadside Coaching Inn #132
Underdark Caverns #133

The House of Broken Minds #135
The Forsaken Rift #136
Cinderforge #137
Drakebourn Sanctum #144
Kharadad #147

Traevantahl #148

Ancient Catacombs #138
Darkmaiden’s Dance #139
Hall of the Elestial Eye #140
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