The Plot

Tyresius has a book that tells of a powerful device that was used by the Elven Armada to fight off illithids and to control some of them as slave stock.  The Rigal family of the ’ixmuzala clan were in charge of all magical and scientific experimenting and tried to breed mind-flayers with humanoid stock found on Freeden.  The goal was to design a decent anti-illithid shock troop.  

The device was able to keep the illithids and their psionic offspring in check for many years.  After a while the experiment was deemed a failure and all the psionic creatures were put to death.  Without any need for the device it was lost.

There is a hope, however.  Tyresius owns a book, the Codex of Rigal, which may have information that could help him find the device.  The only problem is that it is unreadable.  The last known owner of an item called the Lens of Rigal, which would allow the Codex to be read, is a yugoloth named Yanazimrâk.

The arcanaloth Yanazimrâk will tell the PCs that he no longer has the Lens but could be persuaded to find out who does have it if they agree to procure an item for him.  He wants what he describes as, “A half finished experiment long ago taken by a lich of exceeding evil.  It is just a metal loop with a handle.  It is made of a semiprecious metal and has very little real value.  It would please me to have it back so that I [image: image24.png]


could finish it.”  If pressed about what it really is he will say that it is an unfinished looking glass.  If the characters agree to find the item for him, Yanazimrâk promise to research the whereabouts of the Lens and exchange the info for the item.

The information that Yanazimrâk has about the location of the item he wants is that it was taken by Count Andal and hidden by a Lord Caren.  That is all he knows for now.

Carenton

Carenton is a small farming and leather-producing town.  It is situated on the main trade route between Merithia and all points south, namely Montoya and Resh’ka.  The residents are fairly simple and superstitious folk, though not fearful of magic or anything supernatural.  The faith of Bane has a small and open local following, nothing sinister.  Resh still has a presence but not in any great sense.  Most of the people know and retell the stories of Count Andal and his Great Lords, most notably Lord Caren.  

The Council of Lords in Resh’ka has almost no influence here.  They collect no taxes and impose on hardships.  No Knight of Resh has ever claimed the land as a protectorate.  The small town is, for the most part, self-sufficient.
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Name:  Carenton
Type:  Village

Gold piece limit: 197 gp

Population:  726

Total wealth:  7,056 gp

Sheriff:  Hapweth, fighter level 2

Full-time guards:  7

Conscriptable Individuals:  36

Power Centers:  Mayor Tam Thadeus

Class Breakdown

Barbarian:
1- level 3
2- level 1

Cleric:  

1- level 3
2- level 1

Druid:  

1- level 1

Fighter:  
1- level 2
2- level 1

Paladin:  
1- level 2
2- level 1

Ranger:  
1- level 1

Rogue:  

1- level 6
2- level 3
4- level 1

Sorcerer:  
1- level 2
2- level 1

Wizard:  
1- level 1

Adept:  

1- level 5
2- level 2
3- level 1

Aristocrat:  
3- level 1

Commoner:  
1- level 5
2- level 2
631- level 1

Expert:  
1- level 5
2- level 2
20- level 1

Warrior:  
1- level 2
34- level 1
Hapweth, male human Ftr2: CR 2; Size M (6 ft., 3 in. tall); HD 2d10; hp 20; Init -1 (-1 Dex); Spd 30 ft.; AC 9 (-1 Dex); Attack +5 melee, or +1 ranged; SV Fort +3, Ref -1, Will -1; AL LN; Str 16, Dex 8, Con 11, Int 12, Wis 9, Cha 11.

Languages Spoken: Celestial, Common.

Skills and feats: Craft +3, Heal +0, Hide -1, Jump +8, Listen +1, Move silently -1, Ride +3, Spot -1, Swim +6; Power attack, Weapon focus (strike, unarmed), Weapon focus (flail, light), Weapon focus (pick, light).
Possessions: 2,000 gp in gear.

There is only one inn in town for the PCs if they decide to stay for any length of time.

Tavern Name: Purple Cup

Bartender: Jeara, male half-orc, 4th-level NPC warrior

Interesting Clientele: Soft-spoken traveling clerics of Furen, a press-gang collecting drunks.

Rumors Overheard: A sorcerer attempted to travel ethereally but disappeared completely in the process. Someone is sabotaging wagons and carts to come apart when they travel at high speed. A map showing the location of an ancient magic forge is discovered.
Accommodations: Good (a small private room with one bed, some amenities and a covered chamber pot) for 5 sp/day

Today's Menu: 

Breakfast: Beef steak, Hippogriff egg, Soft cheese, Blackberries, Nut bread (cost 6sp).
Lunch: Leg of mutton, Curds, Taro, Peach (cost 8sp).
Supper: Whole duck, Collard greens, Lentils, Coarse rye bread, Apple pie (cost 1gp).
Snack: Hippogriff egg, Stewed prunes, Corn pone (cost 4sp).

If the PCs make any kind of ruckus in town it may draw the attention of the mayor.  Also, if the PCs decide to go to the crypt and return to the town to stay the night afterwards, the mayor will send a dream vestige to kill them.  If the Players beat the dream vestige and are in the town the next night the mayor will pay them a visit.  If the PCs successfully retrieve the item from the crypt but stay in town until nightfall, the mayor will attack them.

Lord Hadrot Caren

Currently known as Tam Thadeus

	 
	Human vampire, Hexblade 17

	Hit Dice:
	17d12 (111 hp)

	Initiative:
	+8

	Speed:
	30 ft. (6 squares)

	Armor Class:
	20 (+4 Dex, +6 natural) touch, flat-footed 

	Base Attack/Grapple:
	+17/+23

	Attack:
	Slam +23 melee (1d6+9 plus energy drain) or

Bastard sword +26 melee (1d10+6+1d6 fire or 1d10+9+1d6 fire, 17-20/x2)

	Full Attack:
	Slam +23 melee (1d6+9 plus energy drain) or

Bastard sword +26/+21/+16/+11 melee (1d10+6+1d6 fire or 1d10+9+1d6 fire, 17-20/x2)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Blood Drain, Children of the Night, Dominate DC 25, Create Spawn, Energy Drain

	Special Qualities:
	Undead traits, Alternate Form, DR 10/magic and silver, Fast Healing, Gaseous Form, Cold Resistance 10, Electricity Resistance 10, Spider Climb, Turn Resistance

	Saves:
	Fort –, Ref +11, Will +11

	Abilities:
	Str 22, Dex 18, Con —, Int 16, Wis 13, Cha 24

	Skills:
	Bluff +37, Concentration +27, Diplomacy +27, Hide +12, Intimidate +29, Knowledge (arcana) +23, Listen +11, Move Silently +12, Profession (administrator) +23, Search +11, Sense Motive +19, Spellcraft +12, Spot +11

	Feats:
	Power Attack, Cleave, Quick Draw, Great Cleave, Combat Casting, Exotic Weapon Proficiency (bastard sword), Weapon Focus (bastard sword), Spell Focus (transmutation), Improved Critical (bastard sword), Power Critical, Greater Spell Focus (transmutation), Persuasive, Ability Focus (dominate), Alertness, Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes

	Challenge Rating:
	19

	Alignment:
	Lawful evil


Combat

Blood Drain (Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round the pin is maintained. On each such successful attack, the vampire gains 5 temporary hit points.

Children of the Night (Su): Vampires command the lesser creatures of the world and once per day can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. (If the base creature is not terrestrial, this power might summon other creatures of similar power.) These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour.

Dominate (Su): A vampire can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a Will save or fall instantly under the vampire’s influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 feet.

Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain rises as a vampire spawn (see the Vampire Spawn entry) 1d4 days after burial. 

If the vampire instead drains the victim’s Constitution to 0 or lower, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of the vampire that created it and remains enslaved until its master’s destruction. At any given time a vampire may have enslaved spawn totaling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so a master vampire can control a number of lesser vampires in this fashion. A vampire may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.

Energy Drain (Su): Living creatures hit by a vampire’s slam attack (or any other natural weapon the vampire might possess) gain two negative levels. For each negative level bestowed, the vampire gains 5 temporary hit points. A vampire can use its energy drain ability once per round.

Alternate Form (Su): A vampire can assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. This ability is similar to a polymorph spell cast by a 12th-level character, except that the vampire does not regain hit points for changing form and must choose from among the forms mentioned here. While in its alternate form, the vampire loses its natural slam attack and dominate ability, but it gains the natural weapons and extraordinary special attacks of its new form. It can remain in that form until it assumes another or until the next sunrise. (If the base creature is not terrestrial, this power might allow other forms.)

Damage Reduction (Su): A vampire has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Fast Healing (Ex): A vampire heals 5 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Any additional damage dealt to a vampire forced into gaseous form has no effect. Once at rest in its coffin, a vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.

Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will as the spell (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Resistances (Ex): A vampire has resistance to cold 10 and electricity 10.

Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell.

Turn Resistance (Ex): A vampire has +4 turn resistance.

Hexblade's Curse (Su): Once per day, as a free action, a hexblade can unleash a curse upon a foe. The target must be visible to the hexblade and within 60 feet. The target of a hexblade’s curse takes a -2 penalty on attacks, saves ability checks, skill checks, and weapon damage rolls for 1 hour thereafter.  A successful Will save (DC 10 + 1/2 hexblade’s class level + hexblade's Cha modifier) negates the effect.  Multiple hexblade's curses don't stack, and any foe that successfully resists the effect cannot be affected again by the same hexblade's curse for 24 hours.  Any effect that removes or dispels a curse eliminates the effect of a hexblade's curse.
Arcane Resistance (Su): At 2nd level, a hexblade gains a bonus equal to his Charisma bonus (minimum +1) on saving throws against spells and spell-like effects.

Mettle (Ex): At 3rd level and higher, a hexblade can resist magical and unusual attacks with great willpower or fortitude. If he makes a successful Will or Fortitude save against an attack that normally would have a lesser effect on a successful save (such as any spell with a saving throw entry of Will half or Fortitude partial), he instead completely negates the effect. An unconscious or sleeping hexblade does not gain the benefit of mettle.

Greater Hexblade's Curse (Su): When a hexblade attains 7th level, the penalty on attacks, saves, ability checks, skill checks, and weapon damage rolls incurred by a target of the hexblade's curse becomes -4 instead of-2.
Aura of Unluck (Su): Once per day, a hexblade of 12th level or higher can create a baleful aura of misfortune. Any melee or ranged attack made against the hexblade while this aura of unluck is active has a 20% miss chance (similar to the effect of concealment). Activating the aura is a free action, and the aura lasts for a number of rounds equal to 3 + the hexblade's Charisma bonus (if any).
Dire Hexblade's Curse (Su): When a hexblade attains 19th level, the penalty on attacks, saves, ability checks, skill checks, and weapon damage rolls incurred by a target of the hexblade's curse becomes -6 instead of-4.
Spells:  Spells known 5/4/4/4 1-disguise self, undetectable alignment, detect magic, protection from good, cause fear; 2-bull’s strength, eagle’s splendor, invisibility, touch of idiocy; 3-nondetection, dispel magic, slow, poison; 4-baleful polymorph, polymorph, scrying, dimension door; Spells per day 4/4/4/2.
Possessions:  +2 flaming, defending bastard sword; ring of gentle repose.
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 The players may approach the cemetery from any side though the town lines to the southwest.  For the most part it is a rather normal cemetery, with headstones and small markers covering a sizeable area.  Most of the graves are of the soldiers who fell in the Battle for the Mark, a pivotal battle in the fight for Andaluvian independence.  Littering the ground surrounding the crypt of Lord Caren are thousands of bones of varying ages and stages of decomposition.  Hiding within these bones are four Boneyards.

Each Boneyard must stay within its area as defined by the blue lines.  They may reach out of their area to attack but may not summon creatures to fight outside of their area.  The Boneyards will attack any creature with a skeletal system that enters their area unannounced.  It is possible to negotiate with the Boneyards and possibly trade for safe passage, though it would be a tough deal and may not be fully upheld by the chaotic Boneyard.  A Boneyard is not above running from a fight, if it needs to, knowing that it will heal up within about 2 minutes.

The Boneyards will summon, if needed:

B1- 2 dragons

B2- 4 trolls

B3- 5 trolls

B4- 6 trolls

BONEYARD
	
	Huge Undead

	Hit Dice:
	17dl2+17 (127 hp)

	Initiative:
	+6

	Speed:
	20 ft. (4 squares), fly 60 ft. (good)

	Armor Class:
	30 (-2 size, +2 Dex, +20 natural), touch 10, flat-footed 28

	Base Attack/Grapple:
	+8/+26

	Attack:
	Bite +16 melee (2d8+15/19-20 plus bone subsump​tion)

	Full Attack:
	Bite +16 melee (2d8+15/19-20 plus bone subsump​tion)

	Space/Reach:
	15 ft./l0 ft.

	Special Attacks:
	Bone subsumption, improved grab, summon skeletons, utter subsumption

	Special Qualities:
	Damage reduction 10/-, darkvision 60 ft., fast healing 10, immunity to cold, inescapable craving, spell resistance 24, undead traits

	Saves:
	Fort +7, Ref +9, Will +15

	Abilities:
	Str 31, Dex 14, Con -, Int 18, Wis 20, Cha 18

	Skills:
	Balance +22, Climb +30, Hide +22, Jump +30, Listen +25, Move Silently +22, Search +24, Spot +25

	Feats:
	Combat Reflexes, Dodge, Great Fortitude, Improved Critical (bite), Improved Initiative, Improved Toughness, Lightning Reflexes


A boneyard weighs between 4,000 and 8,000 pounds, depend​ing on the number of bones it has subsumed.
Boneyards speak Common, Terran, and Abyssal.
COMBAT
	Boneyard 1
	Boneyard 2
	Boneyard 3
	Boneyard 4
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A boneyard seeks to bite and subsume the bones of its foes. If it can start a grapple, it pulls victims directly into its mass.
Bone Subsumption (Su):  Whenever a boneyard successfully bites a foe, the victim must make a DC 22 Fortitude save (except for undead victims, which make Will saves). The save DC is Cha​risma-based. On a failed save, the victim's bones begin to melt away from the body to meld with the form of the boneyard. The victim takes 2d4 points of damage to Constitution, Dexterity, and Strength. This ability works only on creatures that possess a skeletal structure (so it works on many undead, but it is useless against constructs, elementals, oozes, and plants).
Improved Grab (Ex):  To use this ability, a boneyard must hit a Large or smaller opponent with its bite attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity. If it wins the grapple check, it establishes a hold and can try to utterly subsume all the bones in the victim's body.

Inescapable Craving:  A boneyard has an inescapable craving for bones, which it satisfies by using its bone subsumption ability.
Summon Skeletons (Su):  A boneyard can summon undead creatures from its own bones once per day:  3-6 troll skeletons or 2-4 young adult red dragon skeletons. The undead arrive in 1d10 rounds and serve for 1 hour or until they are reabsorbed back into the boneyard.
Utter Subsumption (Su):  If a boneyard wins a grapple check after using its improved grab ability, it attempts to pin the target on its next action. A boneyard that begins a turn with a victim still pinned and that makes one more successful grapple check automatically tears every bone from the victim's body, instantly killing the victim.

	
	Troll Skeleton
	Young Adult Red Dragon Skeleton

	 
	Large Undead
	Huge Undead (Fire)

	Hit Dice:
	6d12 (39 hp)
	19d12 (123 hp)

	Initiative:
	+7
	+5

	Speed:
	30 ft. (6 squares)
	40 ft. (8 squares)

	Armor Class:
	14 (+3 Dex, –1 size, +2 natural), touch 12, flat-footed 11
	12 (–2 size, +1 Dex, +3 natural), touch 9, flat-footed 11

	Base Attack/Grapple:
	+3/+13
	+9/+27

	Attack:
	Claw +8 melee (1d6+6)
	Bite +17 melee (2d8+10)

	Full Attack:
	2 claws +8 melee (1d6+6) and bite +3 melee (1d6+3)
	Bite +17 melee (2d8+10) and 2 claws +12 melee (2d6+5) and 2 wings +12 melee (1d8+5) and tail slap +12 melee (2d6+15)

	Space/Reach:
	10 ft./10 ft
	15 ft./10 ft.

	Special Attacks:
	—
	—

	Special Qualities:
	Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits
	Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold and fire, undead traits

	Saves:
	Fort +2, Ref +5, Will +5
	Fort +6, Ref +7, Will +8

	Abilities:
	Str 23, Dex 16, Con —, Int —, Wis 10, Cha 1
	Str 31, Dex 12, Con —, Int —, Wis 10, Cha 1

	Feats:
	Improved Initiative
	Improved Initiative
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Crypt

This is the crypt of Lord Hadrot Caren.  Under the blue coffin is a narrow set of stairs leading down to level 1.  

Lord Caren was a commander in Count Andal’s army when he declared independence from the Holy Merithian Empire.    He was an amazing leader who led his men to many victories against the Merithian legions.  He was granted the land of what is now Carenton upon his retirement.  At his death, Count Andal issued orders constructing the crypt for Caren and his family in memory of Lord Caren’s great service.

That is the story as the people of Carenton know it.  What they do not know is that Lord Caren never really died.  On his deathbed he was visited by Count Andal and offered the chance to serve his people further and to increase his own power by entering into undeath.  Lord Caren agreed and, through powerful necromantic arts, Count Andal changed him into a vampire.

He has since lived in Carenton in a variety of guises.  He remains there to maintain Count Andal’s hold on the area.  Lord Caren’s crypt is actually a cache of items and constructs set there by the Count incase of an emergency, one of many such caches in the region.

There are a total of five coffins in the crypt, only four of which contain any remains.  The first one on the right contains Lord Caren’s youngest son, Bulo Caren.  The top of the coffin is inscribed as follows:  Sir Bulo Caren, Beloved Son, Defender of the Realm, May He Pass Into Bane’s Glory.  The first coffin to the left contains Caren’s Daughter-in-law by his oldest son.  Her coffin lid reads:  Lady Catritius Caren-Zogbi, Wife of Sorginus, May Bane Guide Her Always.  Her husband’s coffin is just after her’s and reads:  Lord Sorginus Caren, Beloved Son, Redoubtable Leader, Victor of Montoya, May He Ever Serve The Black Hand.  The last coffin on the Right is the resting place of Lady Miniullius Caren, Lard Caren’s wife.  On her coffin is inscribed:  Our Most Beloved Miniullius Caren, Devoted Mother and Wife, May the Dark Lord Keep Her Safe.

If the players search the coffins, a questionable act of anyone that is lawful of good, they will find dust and nothing of use.  Lord Caren’s coffin is of course empty.  The lid is part of the body of the coffin and must be broken open (4 in thick, hardness 8, HP 60).

The Complex

This is a complex was designed by Count Andal to serve as a weapons cache for him and his army if the need should ever arise.  Given that his army is made of undead soldiers the entire complex is under the effects of an unhallow spell. 

The entire complex is carved out of rock and all surfaces are coated with an unbroken layer of shadesteel (3 in thick, hardness 20, HP 180, Break DC 50).  Shadesteel blocks all attempt to teleport through it, thus the PCs will only be able to teleport within their line of site.  All teleportation spells fail automatically with no harm to the caster, though the spell slot is used.

Unhallow

Unhallow makes a particular site, building, or structure an unholy site. This has three major effects.

First, the site or structure is guarded by a magic circle against good effect.

Second, all turning checks made to turn undead take a –4 penalty, and turning checks to rebuke undead gain a +4 profane bonus. Spell resistance does not apply to this effect. (This provision does not apply to the druid version of the spell.)

Magic Circle against Good
All creatures within the area gain the effects of a protection from good spell, and no nonevil summoned creatures can enter the area either. You must overcome a creature’s spell resistance in order to keep it at bay, but the deflection and resistance bonuses and the protection from mental control apply regardless of enemies’ spell resistance.

Protection from Good

Saving Throw: Will (DC 25) negates (harmless)

This spell wards a creature from attacks by good creatures, from mental control, and from summoned creatures. It creates a magical barrier around the subject at a distance of 1 foot. The barrier moves with the subject and has three major effects.

First, the subject gains a +2 deflection bonus to AC and a +2 resistance bonus on saves. Both these bonuses apply against attacks made or effects created by good creatures.

Second, the barrier blocks any attempt to possess the warded creature (by a magic jar attack, for example) or to exercise mental control over the creature (including enchantment (charm) effects and enchantment (compulsion) effects that grant the caster ongoing control over the subject, such as dominate person). The protection does not prevent such effects from targeting the protected creature, but it suppresses the effect for the duration of the protection from evil effect. If the protection from evil effect ends before the effect granting mental control does, the would-be controller would then be able to mentally command the controlled creature. Likewise, the barrier keeps out a possessing life force but does not expel one if it is in place before the spell is cast. This second effect works regardless of alignment.

Third, the spell prevents bodily contact by summoned creatures. This causes the natural weapon attacks of such creatures to fail and the creatures to recoil if such attacks require touching the warded creature. Evil summoned creatures are immune to this effect. The protection against contact by summoned creatures ends if the warded creature makes an attack against or tries to force the barrier against the blocked creature. Spell resistance can allow a creature to overcome this protection and touch the warded creature.

Level one is under the effects of invisibility purge.

Level two is under the effects of silence.

Level three is under the effects of deeper darkness.

Level four is under the effects of daylight.
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A- The party enters the first level from the crypt above.  


B- These are shadesteel golems.  They will charge at any living creature that comes within their line of sight.


C- As the players enter this chamber they notice a carved obelisk and an iron statue on the left and right walls.  Behind the statues are doors.

The answer to the riddle:


“Would you answer yes if I were to ask you if you always tell the truth?”


C1→yes

C2→no


C2 is the liar.  

D-
After the golem is defeated the door can be opened to reveal a pit, 100 ft deep (10d6 fall, Climb DC 25).  This leads down to level 2.

Invisibility Purge:  Anything invisible becomes visible while in the area, no save, no SR.
SHADESTEEL GOLEM

	
	Medium Construct (Extraplanar)

	Hit Dice:
	18dl0+20 (119 hp)

	Initiative:
	+3

	Speed:
	30 ft. (6 squares), fly 30 ft. (perfect)

	Armor Class:
	33 (+3 Dex, +20 natural), touch 13, fiat-footed 33

	Base Attack/Grapple:
	+13/+20

	Attack:
	Slam +20 melee (2d6+7)

	Full Attack:
	2 slams +20 melee (2d6+7)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Negative pulse wave

	Special Qualities:
	Construct traits, damage reduction 10/adamantine and magic, darkvision 60 ft., immunity to magic, low-light vision

	Saves:
	Fort+6, Ref+9, Will+6

	Abilities:
	Str 24, Dex 16, Con —, Int—,Wis 11, Cha7

	Skills:
	Hide +15, Move Silently +19

	Feats:
	–

	Challenge Rating:
	11

	Alignment:
	Always neutral



COMBAT
Negative Pulse Wave (Su): The shadesteel golem can radiate a burst of inky black negative energy as a free action every 1d4+1 rounds. The pulse wave drains life from all living creatures within 40 feet of the golem, dealing 12d6 points of nega​tive energy damage. A DC 19 Fortitude save halves the damage; the save DC is Constitution-based. Undead creatures within the area are healed of 12d6 points of damage instead, and any turning effect they are under is broken. A death ward spell or similar effect protects a creature from a shadesteel golem's negative pulse wave.
Immunity to Magic (Ex): A shadesteel golem is immune to any spell, supernatural ability, or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.
A magical effect that has the light descriptor (such as continual flame) causes the golem to speed up as if affected by the spell haste for 2d4 rounds. The golem is also hasted whenever it is subject to a positive energy effect, such as the turning attempt of a cleric. This might happen if the cleric has mistakenly identified the creature as a nightwalker or other undead, or if the golem is standing near undead.
If a shadesteel golem is targeted by or within the area of a spell with the darkness or shadow descriptor, the golem is healed of 1 point of damage per level of the spell.
Shadow Blend (Su): In any condition of illumination other than full daylight, a shadesteel golem can disappear into the shadows, giving it concealment. Artificial illumina​tion, even a light or continual flame spell, does not negate this ability, though a daylight spell does.
Skills: A shadesteel golem has a +16 racial bonus on Move Silently checks and a +12 racial bonus on Hide checks.
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IRON GOLEM

	 
	Large Construct

	Hit Dice:
	18d10+30 (129 hp)

	Initiative:
	–1

	Speed:
	20 ft. (4 squares)

	Armor Class:
	30 (–1 size, –1 Dex, +22 natural) touch 8, flat-footed 30

	Base Attack/Grapple:
	+12/+28

	Attack:
	Slam +23 melee (2d10+11)

	Full Attack:
	2 slams +23 melee (2d10+11)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Breath weapon

	Special Qualities:
	Construct traits, damage reduction 15/adamantine, darkvision 60 ft., immunity to magic, low-light vision

	Saves:
	Fort +6, Ref +5, Will +6

	Abilities:
	Str 33, Dex 9, Con —, Int —, Wis 11, Cha 1

	Skills:
	—

	Feats:
	—
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An iron golem is 12 feet tall and weighs about 5,000 pounds.

Combat

Breath Weapon (Su): 10-foot cube, cloud of poisonous gas lasting 1 round, free action once every 1d4+1 rounds; initial damage 1d4 Con, secondary damage 3d4 Con, Fortitude DC 19 negates. The save DC is Constitution-based. 

Immunity to Magic (Ex): An iron golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.

A magical attack that deals electricity damage slows an iron golem (as the slow spell) for 3 rounds, with no saving throw.

A magical attack that deals fire damage breaks any slow effect on the golem and heals 1 point of damage for each 3 points of damage the attack would otherwise deal. If the amount of healing would cause the golem to exceed its full normal hit points, it gains any excess as temporary hit points. For example, an iron golem hit by a fireball gains back 6 hit points if the damage total is 18 points. An iron golem gets no saving throw against fire effects.

An iron golem is affected normally by rust attacks, such as that of a rust monster or a rusting grasp spell.

Obelisk’s Message

Beside you stand two soldiers

Who long ago did die.

One he always told the truth

The other always lied.

Now you must find which is which

You only have one try.

Ask only one, yes or no,

And then decide who lies.

If you are right then you must kill

The one who can’t speak true.

But if you’re wrong then woe to you

You have to fight the two.
Level 2
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A- This is the point where the shaft from level 1 deposits the characters.


B- Here the characters find a pit, apparently a pit trap that was set off.  It is only 20 ft deep.  If a light is shone into it the characters will see a key glinting at the bottom, lying on top of some very old humanoid bones.  There is other equipment in the pit though it is old and useless.

C- The left wall is a secret door, Search DC 30.  Behind it is a stairway leading down.

D- These are heavy iron doors with very complex locks (DC 30).  The doors open outwards into the hall.  The doors each lead to nothing; opening onto a face of the same cold metallic material the entire complex is made of.

(-
These are the bone rakshasas.  They will stand completely still and wait for the party to move into the side halls before they move to attack.

Silence:  All sound is stopped: Conversation is impossible, spells with verbal components cannot be cast, and no noise whatsoever issues from, enters, or passes through the area. This spell provides a defense against sonic or language-based attacks, Will save DC 26, SR yes.

BONE RAKSHASA, NAZTHARUNE

	
	Level 2 Fighter

	
	Medium Undead (Native) 

	Hit Dice:
	11d12 + 2d10  (83 hp)

	Initiative:
	+9

	Speed:
	40 ft. (8 squares)

	Armor Class:
	22 (+7 Dex, +2 natural, +4 mithral shirt), touch 17, flat-footed 16

	Base Attack/Grapple:
	+13/+15

	Attack:
	Short sword +21 melee (1d6+2/19-20); or claw +20 melee (1d4+2); or composite short bow (+2 Str bonus) +20 ranged (1d6+2/x3)

	Full Attack:
	Short sword +19/+14/+9 melee (1d6+2/19-20) and short sword +19/+14/+9 melee (1d6+1/19-20); or 2 claws +20 melee (1d4+2); or composite short bow (+2 Str bonus) +20/ +15/+10 ranged (1d6+2/x3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Detect thoughts, sneak attack +6d6

	Special Qualities:
	Change shape, damage reduction 15/good and piercing and 5/bludeoning, darkvision 60 ft., evasion, hide in plain sight, improved evasion, improved uncanny dodge, undead traits, shadow jump, spell resistance 21, uncanny dodge, cold immunity

	Saves:
	Fort +10, Ref+14, Will +7

	Abilities:
	Str 14, Dex 24, Con –, Int 15, Wis 11, Cha 15

	Skills:
	Balance +23, Bluff +20*, Diplomacy +4, Disguise +20* (+22* acting), Escape Artist +21, Hide +21, Intimi​date +4, Jump +8, Listen +14, Move Silently +21, Search +16, Spot +14, Survival +0 (+2 following tracks), Tumble +23, Use Rope +7 (+9 bindings)

	Feats:
	Improved Initiative, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (short sword), Improved Two-Weapon Fighting, Greater Two-Weapon Fighting

	Challenge Rating:
	14

	Alignment:
	Always lawful evil
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A naztharune rakshasa is about the same height and weight as an elf (5 feet tall, 100 pounds).
Naztharune rakshasas speak Common, Infernal, and Undercommon.
COMBAT
Unlike their spellcasting cousins, a naztharune rakshasa enjoys sneaking up on a target and killing it in close combat.  Whenever possible, it uses allies to distract opponents and maneuver into flanking situations.
Detect Thoughts (Su):  A naztharune rakshasa can con​tinuously use detect thoughts as the spell (caster level 18th-Will DC 17 negates). It can suppress or resume this ability as a free action. The save DC is Charisma-based.
Change Shape (Su):  A naztharune rakshasa can assume any humanoid form, or revert to its own form, as a stan​dard action. In humanoid form, a naztharune loses its claw attacks (although it usually uses weapons and armor). A naztharune rakshasa typically remains in one form until it chooses to assume a new one. A change in form cannot be dispelled, but a naztharune reverts to its natural form when killed.  A true seeing spell reveals its natural form.
Evasion (Ex):  If a naztharune rakshasa is exposed to any effect that normally allows it to attempt a Reflex saving throw for half damage, it takes no damage with a successful saving throw.
Hide in Plain Sight (Su):  A naztharune rakshasa can use the Hide skill even while being observed. As long as it is within 10 feet of some sort of shadow, a naztharune rakshasa can hide itself from view in the open without anything to actu​ally hide behind. It cannot, however, hide in its own shadow.

Improved Evasion (Ex):  This ability works like evasion, except that while a naztharune rakshasa still takes no damage on a successful Reflex save against spells such as a fireball or a breath weapon, it now takes only half damage on a failed save.
Improved Uncanny Dodge (Ex):  A naztharune rakshasa cannot be flanked except by a rogue of at least 15th level.
Shadow Jump (Su):  A naztharune rakshasa has the ability to travel between shadows as if by means of a dimension door spell. The limitation is that the magical Transport must begin and end in an area with at least some shadow. A naztharune can jump up to 20 feet each day in this way; this can be a single jump of 20 feet or two jumps of 10 feet each.
Sneak Attack (Ex):  If a naztharune rakshasa can catch an opponent when he is unable to defend himself effectively from its attack, it can strike a vital spot for extra damage.  Basi​cally, the naztharune rakshasa's attack deals extra damage any time its target would be denied a Dexterity bonus to AC whether the target actually has a Dexterity bonus or not, or when the naztharune rakshasa flanks its target.  Should the naztharune rakshasa score a critical hit with a sneak attack, this extra damage is not multiplied.
Uncanny Dodge (Ex):  A naztharune rakshasa can react to danger before its senses would normally allow it to do so.  It retains its Dexterity bonus to AC even when caught flat-footed.
Skills:  A naztharune rakshasa has a +4 racial bonus on Bluff checks and Disguise checks.  When using change shape, a naztharune rakshasa gains an additional +10 circumstance bonus on Disguise checks.  If it is reading an opponent's mind, its circum​stance bonus on Bluff and Disguise checks increases by a further +4.
Tactics Round-By-Round
A naztharune rakshasa generally attacks from ambush. Naztharunes sometimes work in pairs to maximize their flank​ing and sneak attack opportunities. They avoid fighting constructs, undead, and other creatures against whom they cannot use their sneak attack.
Prior to Combat: Hide and detect thoughts to monitor ap​proach of victims.
Round 1: Spring from the shadows, attack a living creature with a short sword, and deal sneak attack damage.
Round 2: Move and hide again. If unable to hide (due to a daylight spell or other reason), full attack.
Round 3: Move and hide again. If unable to hide (due to a daylight spell or other reason), full attack. If moderately injured, shadow jump to safety and flee. Repeat round 3 tactics until combat ends.
Treasure:  

art
    carved ivory scroll case with tiger's eye caps (1,529.8 gp)

    golden flagon, intricately decorated, with a long emerald dominating the neck  (1,978 gp)

    golden monocle (9.5 gp)

    intricate wool tapestry, (a hero's exploits) (8,267.7 gp)

    large, well-done wool tapestry, depicting a pastoral scene (417.7 gp)

    ornamental silver inkpot with jet gems (57.3 gp)

    platinum bookbindings, encrusted with banded agate and a silver pearl clasp (1,807.8 gp)

    silver-plated steel longsword with jet jewel in hilt (270.8 gp)

    wrought gold picture frame (461.3 gp)

    wrought gold picture frame (725.2 gp)

coin
    4,617 gold coins (4,617 gp)

rod
    rod of viper (19,000 gp)

weapon
    scimitar +3 (throwing) (42,315 gp)

        Int: 10 (0)

        Wis: 14 (2)

        Cha: 10 (0)

        Ego: 7

        Communication: semiempathy

        Alignment: lawful good

        'feather fall' on wielder (1 per day)

        sheds light in a 20-foot radius (as a torch)

    short sword +3 (18,310 gp)
Level 3
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A- These are greater shadesteel golems.  They will remain in place until a PC comes within its line of sight or the other golem moves to attack.  The golems will take advantage of the darkness spell to approach PCs unnoticed and to give them concealment.  

The darkness effect will heal 3 points of damage on the golems each round.
Deeper Darkness:  Daylight brought into an area of deeper darkness is temporarily negated, so that the otherwise prevailing light conditions exist in the overlapping areas of effect.  All creatures in the area gain concealment (20% miss chance). Even creatures that can normally see in such conditions (such as with darkvision or low-light vision) have the miss chance.  Darkness counters or dispels any light spell of equal or lower spell level, no save, no SR

SHADESTEEL GOLEM

	
	Large Construct (Extraplanar)

	Hit Dice:
	27d10+30 (178 hp)

	Initiative:
	+2

	Speed:
	30 ft. (6 squares), fly 30 ft. (perfect)

	Armor Class:
	33 (-1 size, +2 Dex, +22 natural), touch 11, flat-footed 31

	Base Attack/Grapple:
	+20/+36

	Attack:
	Slam +31 melee (2d10+12)

	Full Attack:
	2 slams +31 melee (2d10+12)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Negative pulse wave

	Special Qualities:
	Construct traits, damage reduction 15/adamantine and magic, darkvision 60 ft., immunity to magic, low-light vision

	Saves:
	Fort +9, Ref+11, Will +9

	Abilities:
	Str 34, Dex 14, Con —,
Int —, Wis 11, Cha 7

	Skills:
	Hide +10, Move Silently +18 

	Feats:
	–

	Challenge Rating:
	14

	Alignment:
	Always neutral
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COMBAT
Negative Pulse Wave (Su): The shadesteel golem can radiate a burst of inky black negative energy as a free action every 1d4+1 rounds. The pulse wave drains life from all living creatures within 40 feet of the golem, dealing 12d6 points of nega​tive energy damage. A DC 23 Fortitude save halves the damage; the save DC is Constitution-based. Undead creatures within the area are healed of 12d6 points of damage instead, and any turning effect they are under is broken. A death ward spell or similar effect protects a creature from a shadesteel golem's negative pulse wave.
Immunity to Magic (Ex): A shadesteel golem is immune to any spell, supernatural ability, or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.
A magical effect that has the light descriptor (such as continual flame) causes the golem to speed up as if affected by the spell haste for 2d4 rounds. The golem is also hasted whenever it is subject to a positive energy effect, such as the turning attempt of a cleric. This might happen if the cleric has mistakenly identified the creature as a nightwalker or other undead, or if the golem is standing near undead.
If a shadesteel golem is targeted by or within the area of a spell with the darkness or shadow descriptor, the golem is healed of 1 point of damage per level of the spell.
Shadow Blend (Su): In any condition of illumination other than full daylight, a shadesteel golem can disappear into the shadows, giving it concealment. Artificial illumina​tion, even a light or continual flame spell, does not negate this ability, though a daylight spell does.
Skills: A shadesteel golem has a +16 racial bonus on Move Silently checks and a +12 racial bonus on Hide checks.
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At the end of the hall stands a zodar.  It is charged with defending the door, making sure that no one enters the room beyond or survives if they do.  It has a readied an action to grapple anyone that touches it or the door.  It will fight the same foe until it or the foe is dead or until someone else gets close to entering the room it is guarding.  

The door at the end of the hall is made of iron.  It has a complex lock on it (Open Lock DC 35; 2 in thick, hardness 10, HP 60, Break DC Stuck 28 Locked 28).

ZODAR
	
	Medium-Size Construct

	Hit Dice:
	16d10+20 (108 hp)

	Initiative:
	+3

	Speed:
	60 ft. (can't run)

	Armor Class:
	28 (+3 Dex, +10 natural, +5 deflection), touch 18, flat-footed 25

	Base Attack/Grapple:
	+12/+19

	Attack:
	Slam +19 melee (2d6+7)

	Full Attack:
	2 slams +19 melee (2d6+7)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Constrict

	Special Qualities:
	Burst of strength, construct traits, invulnerability, wish

	Saves:
	Fort +5, Ref+8, Will +8

	Abilities:
	Str 25, Dex 16, Con—, Int—, Wis 16, Cha 10

	Skills:
	–

	Feats:
	–

	Challenge Rating:
	16

	Treasure:
	Magic items only

	Alignment:
	Usually chaotic neutral


COMBAT
	Zodar
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Constrict (Ex): When fight​ing barehanded, a zodar seldom punches. Instead it attempts to grapple normally (grapple bonus 19). If the grapple attempt succeeds, then the zodar constricts its foe, dealing 1d6+7 points of damage each round the hold is maintained. 

Burst of Strength (Ex): Three times per day, a zodar can double its Strength to 50 for 1 round (Str bonus +20).
Construct Traits: A zodar is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, and any effect that requires a Fortitude save unless it also works on objects. The creature is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain, or death from massive damage. It cannot heal itself but can be healed through repair. It cannot be raised or resurrected. A zodar has dark-vision (60-foot range).
Invulnerability (Ex): A zodar is impervious to all attacks except those from bludgeoning weapons, and the enhance​ment bonus (if any) of such a weapon is disregarded when determining the result of the attack.
Wish (Su): Once per year, a zodar can alter reality as if it had just cast a wish spell as a sorcerer of the same level as its Hit Dice. None has ever been known to actually use this ability more than once in a century. Even when the effect of the wish is of great importance, it is likely to be subtle and largely unrecognized as the work of the zodar.
Level 5
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A- In the center of the room is a small pedestal upon which sits the box the players are looking for.  Nothing in this room will harm them and they can take it without being hindered.  The players must now travel back up through the complex, possibly facing whatever they did not kill on the way down.
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You descend into a chamber 20 ft high.  You land in the center of an intersection of two halls, each one 15 ft wide, which extend 25 ft in each direction.  Lining the walls of these halls are assorted skeletons, each one from some horrible creature.  Some skeletons are grossly deformed humanoids, with multiple or oddly shaped limbs.  Some of the skeletons seem to be from strange hybrids and others still are unidentifiable.  The walls of the hallways are made of the same material as the rest of the complex.





Stale air assaults your nose as you reach the bottom of the stairs.  The ceiling here is roughly 10 ft high and composed of the same material as the walls.  The entire complex seems to be made of a grayish metallic substance that reflects only dimly in the light.  Ahead of you the hall splits going to the left and right.





Obelisk’s Message





Beside you stand two soldiers


Who long ago did die.


One he always told the truth


The other always lied.





Now you must find which is which


You only have one try.


Ask only one, yes or no,


And then decide who lies.





If you are right then you must kill


The one who can’t speak true.


But if you’re wrong then woe to you


You have to fight the two.





� EMBED PBrush  ���





Knowledge (history), (DC 20):  Lord Caren was a general in Count Andal’s army. 


Knowledge (history), (DC 25):  Lord Caren was the founder and first mayor of Carenton, in northern Andaluvia.  He was died there.


Knowledge (geography), (DC 10):  There is a town, Carenton, in northern Andaluvia.








Gather Information


DC 10:  “Yeah, we all heard of Lord Caren.  Great man he was.  Buried just outside of town.”  Euwas, a young human customer.


DC 15:  “His crypt, you can’t miss it.  But nobody goes near it.  It’s haunted.  Everyone that gets too close dies.  I figure Count Andal cursed it or something.”  Alda, female gnome server.


DC 20:  “I seen the bones rise up and rip a man in two before just ‘cause he walked too close.  Ain’t safe up there fer none uh y’all.”  Kalgar, orc male customer.





This 7-foot-tall shadowy figure seems to absorb light. A mist fills the hollow spaces between its skeletal frame, and its two long arms end in sharp claws. A dour skull surmounts its broad torso, but the creature has no neck to speak of. It moves slowly but silently, hovering slightly above the ground and dis�turbing nothing as it passes.





The bones around you start to rattle and shake where they lay.  Suddenly, the bones form up into the shape of a large serpent, it’s mouth wide, it’s body coiled to attack.





This being is looks like any other humanoid skeleton at first glance.  When you look closer you see that the skull is flatter and wider, like that of a great cat.  The hands are the most disturbing feature, however, with fingers that curl backwards as if the creature’s palms were where the back of you hands should be.





An impenetrable darkness fills this area.  Your light cannot penetrate past the base of the stairs and is extinguished when thrust beyond the threshold.  None of you can see into the area.





Before stands an 11-foot-tall version of the skeletons you fought on the first level.





As you descend the stairs and leave the darkness of the floor above.  At the foot of the stairs you are all but blinded by the bright light filling the space with seemingly no source.     The hallway, which is made of the same material as the rest of the complex, is 15 feet wide and stretches for more than 100 feet.  At the end you see a set of black plate mail armor, roughly 6 feet tall, standing in front of a door.








_1165065519

_1165177751

_1165063024

_1165064380

_1165062952

_1164749370

