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Introduction: 

This is a game for 5th to 8th level characters. This module is played best with 6 players. You have been given role-playing notes and descriptive encounters so you can role-play with your game, making it more yours.  Feel free to come up with a suitable backstory that you like. That way, this module can be a part of a long-running campaign or a stand-alone story. This booklet contains a village to work from, two new monsters, and several new magical items. All can be used in your own game.

Game Master Background
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This story starts a century before the game. Once there was a group of mages calling themselves the Lords of the Elements, specializing in all magic that was elemental in nature. They formed schools and temples dedicated to the elements. Then their greatest achievement was a stronghold they used to house their most powerful magic items and to train an Elemental Lord. On reaching their master level in their society, they would enter and test themselves against the test they devised for themselves. Then one day they disappeared never to be seen again. (But that’s a story for another time.)

100 years ago a council of six of the greatest Elementalist wizards created these chambers to hold what they considered the greatest Elemental Items. Each one is dedicated to a single element. (World Note- Light and Dark are considered elements.)

One week ago a human being named Scar was searching for junk, at some old ruins. He then stumbled on to a scroll case in a wall. Not being so bright he sold the scroll inside to the local cleric Joel. Joel with his friend Sara discovers it was a map to the stronghold of the Elemental Lords. That was not to far a way from the village of Five Apples.

Scar found out that he sold something of great value and made a deal with a local gnoll group nearby to steal the scroll back.

The gnolls messed up and their shaman blew the chapel and the scroll down with a fireball spell. Finding themselves without the scroll, they took the cleric, and so put the whole village on alert.  They met with Scar later, killed him, and left him to rot.

The gnolls found out where the strong hold was and split their force in half. A group of warriors would harass the village, and attack anyone on the road to the village. The rest of the clan would move to the rock quarry were the Stronghold was.

The villagers did not know what had been going on, but they knew that they needed help, and sent out several runners (not all of which made it). The message said that the village council was offering a reward of 100 gold pieces to anyone or any group who can rid them of this plague.

The Beginning (An Ambush)

Your group of adventurers has heard that there might be work at a small village called Five Apples. Let your party get to know each other as they travel. (unless they have adventured together before.) Once the party is settled read the following to them.  

It's a cool fall day as you travel to the village of Five Apples. Getting late you are looking forward to a hot meal and a soft bed at the local inn. As your party turns the next bend you see a Farmer standing still in the middle of the road with his head bow as if in prayer. 
The farmer is about 20 ft. from the party. (Appendix: Map.1)

· Spot: (DC 10) The farmer is not moving and is standing odd.(He is dead and is held up by a pole in the ground)

· Heal: (DC 15) will notice that he is dead.
· Listen: (DC 12) The woods have gone silent.

· Search: (DC 25) Will see movement on both sides of the woods

Once the party has moved within 5 ft. of the body or turns to leave the ambush is sprung.  

10 male Gnoll War 2:  CR 2 each; Size M (7 ft., 8 in. tall); HD 2d8+4 + 2d8+4; hp 28; Init +2 (+2 Dex); Spd 30 ft.; AC 17 (+1 Natural, scale mail Large Shield); Attack +6 melee, or +3 ranged; Damage Battleaxe 1d8+3, Shortbow 1d6; SV Fort +8, Ref +2, Will -1; AL CE; Str 16, Dex 10, Con 13, Int 8, Wis 11, Cha 8. Languages Spoken: Gnoll 

Skills and feats:  Climb +2, Intimidate +2, Jump +2; Power attack.

Possessions:  32 SP, 12 GP total

D'frazzk, male gnoll Rgr 3:  CR 4; Size M (6 ft., 11 in. tall); HD 2d8+2 + 3d10+3; hp 29; Init +7 (+3 Dex, +4 Improved initiative); Spd 30 ft.; AC 20 (+3 Dex, +1 Natural, Scale male, large Shield); Attack +8 melee, or +7 ranged; Damage MW Battelaxe 1d8+4, Shortbow 1d6; SV Fort +7, Ref +4, Will +2; AL CE; Str 17, Dex 16, Con 12, Int 9, Wis 13, Cha 7. Languages Spoken:  Gnoll. 

Skills and feats: Hide +8, Intimidate -2, Knowledge (nature) +4, Listen +4, Move silently +3, Spellcraft +1, Spot +4; Improved bull rush, Improved initiative, Power attack, Track. 

Possessions: 1 gem (50 GP), 6 SP 

The Village of Five Apples 

Once the party has reached the village read the following:

As you approach the village you see what appears to be a makeshift gate and barricade around the city. Inside this city a group of people are walking, and lighting fire-pots. An elder man in armor (that is way too big for him) hollers out to you.  “W-w-hhoo goes th-there?” 

This is Lloyd, the Village’s tanner who had drawn the watch for this night. Once he calms down he will be happy to see the adventures. If asked about what is going on, he will direct the party to the Green Apple Tavern and tells them to ask for Rock the owner of said establishment.  

Green Apple Tavern 
The green apple painted on the door identifies this place as the Green Apple Tavern.

Once inside the smell of apples permeate the place. What should be a place of merriment is now a somber quiet place. As you enter every eye is on you.

A big individual beside the bar turns your way. “You-who be you? And what can we do for you?”

Before you can answer a middle-aged, black-haired woman speaks up. “That any way to speak to people you big golluth?" Can’t you tell they look tired (and hurt -- if the party has not healed themselves-)? I’m sorry my name is Maggie and this fellow is my spouse Rock. Rachael off with you girl and get these people some food and drink.”

Role-playing Note – Five Apples is an apple-farming village.  Most food and drink in the village is at least partially made from apples.  We really hope that none of your player characters has allergies.

 Rock, male human Ftr3/Exp6:  CR 8; Size M (6 ft., 1 in. tall); HD 3d10+9 + 6d6+18; hp 65; Init +6 (+2 Dex, +4 Improved initiative); Spd 30 ft.; AC 12 (+2 Dex); Attack +9/+4 (+7 Base, +2 Str) melee, or +9/+4 (+7 Base, +2 Dex) ranged; SV Fort +8 (+5 Base, +3 Con), Ref +5 (+3 Base, +2 Dex), Will +7 (+6 Base, +1 Wis); AL NG; Str 15, Dex 15, Con 16, Int 15, Wis 12, Cha 12. Languages Spoken:  Common, Gnome, and Goblin.

Skills and feats:  Bluff +, Climb +8, Craft (brewer) +11, Disable device +9, Hide +2, Innuendo +9, Intimidate +10, Intuit direction +2, Jump +5, Knowledge (arcana) +6, Knowledge (brewing) +6, Listen +1, Move silently +2, Open lock +3, Perform (lute, singing, storytelling) +4, Pick pocket +4, Ride (horse) +8, Sense motive +9, Spot +3, Swim +11; Expertise, Improved bull rush, Improved initiative, Power attack, Run, Skill focus (Craft bewer), Skill focus [knowledge (brewing)], Weapon focus (longbow, composite), Weapon focus (Hammer).

Possessions: Ring of Family (see Appendix: New Magic Items), MW Hammer (behind bar)

Rock is the person that the council has picked to deal with the hiring of adventures. 

Role-playing Note: Rock is a big man that has seen the world, he came to this village to live a quite life and raise his family. He will not deal with rude or silly adventures.

If the party asks Rock what is going on, read the following.

“Well, there is a story. Let’s see . . . the attacks started about a fortnight ago. You remember, Maggie, it was the night the sun—“

“Get on with the story!”  she chides him.

“At first we didn’t put to much mind to it. A few cows and goats, then people stared disappearing. Then full attacks, those dog-headed bastards.

They burn down the chapel and took our cleric. Joel is an old man; they won’t get much meat off him.

Now if you folks think you can take care of this problem, the village council has said that I can offer you about 100 GP, and free room and board.

If you take the job I recommend you talk to the rest of the village they may tell you more than I can.”   

The party can ask the folks in the tavern what they know. There are 3 apple farmers and another 6 town people.

· Gather Information: (DC 10) 

Allow them to roll for one rumor, on following table. 

Sense motive: (DC10) 

Will tell the player that these people are not sure about anything. 
Roll d10

1-   “I hear tell that those dog things eat people flesh.” Mathas (farmer) 

2-  “Now Sara was telling me that the Gnolls are here because some wizards left a treasure trove, but I don’t believe a word of it. ” Gerald (general store owner) “Who is Sara? Why she is the young alchemist who took over for her uncle when he past away” 

3-  “Folks say Scar has something to do with it. That he can’t be trusted.” Rachel (Rock’s daughter) “He lives down by the docks in that old shack.”

4-  “The blast that destroyed the chapel could only been don by magic.” Giles (farmer)

5-  “I think those gnolls are hiding out in the old rock quarry” Hans (fisherman)

6-  “I think there hiding out in the old abandoned ruins south of the village.” Bertha (Hans wife)

7-  “You can do what you want but I don’t thing that the village can afford the bounty set by the council.” Mr. Shotta (undertaker)

8-  “All I can tell you is my husband (sob) is missing now two days, Sidan is his name, can you please bring him back (sniffle).” Tina “He was checking his crops south of here near the old quarry.”

9-  “I don’t know much, but you can tell that everybody is scared.” Maggie 

10-  “A few years ago we had problems with a hag living in the swamp, chances are she could be leading them gnolls.” Joshua (blacksmith) “Come by the anvil tomorrow I will give you a good deal on any weapons or armor you might need”

Now not all of the rumors are true, it up to the players to figure out that is right and wrong.

After eating and talking, the party is shone to a group of beds in the common room above the tavern. The rest of the night is peaceful.

Day Two (Appendix: Map.2)

The party can start their investigation anywhere they like. There is 

· Smith’s General Store

· Scar’s Shack

· Old Ruins

· Rock Quarry

· Chapel

· Swamp

· Apothecary Shop

· Apple Farm

· Blacksmith

Smith’s General Store

The owner, Gerald, has most basic items from PHB for sale.  He is a fair individual, and charges the standard price. Unless the party has already spoken with him, Gerald has no new information.

Gerald, male human Com3:  CR 2; Size M (5 ft., 11 in. tall); HD 3d4; hp 8; Init +1 (+1 Dex); Spd 30 ft.; AC 11 (+1 Dex); Attack +3 melee, or +2 ranged; SV Fort +1, Ref +2, Will +2; AL NG; Str 15, Dex 13, Con 11, Int 12, Wis 12, Cha 9. Languages Spoken: Common

Skills and feats:  Diplomacy +0, Escape artist +3, Hide +1, Listen +3, Move silently +1, Perform +0, Sense motive +3.5, Spot +11, Tumble +3, Wilderness lore +2; Alertness, Skill focus (spot), Track.

Possessions:  12 gp, and a repeating crossbow (to be used on shoplifters)

Role-playing Tip:  Gerald is wary about shoplifters, and always keeps an eye out for them.  He has a sign with a crossbow beneath it that reads, “Shoplifters will be perforated.” 

The Apothecary Shop

The sign of a broken jar outside this shop identifies this as the apothecary shop. As you enter, you hear a small bell on the door announce you.  You enter this building full of strange jars filled with odd colored liquid, and herbs of every kind hanging everywhere. A young lady limps your way. “Hello, how may I help you?”
This is Sara a young but brilliant alchemist. Sara also has a crippled leg. (born that way).

Sara, female half-elf Adp2/Exp4:  CR 4; Size M (5 ft., 0 in. tall); HD 2d6+2 + 4d6+4; hp 29; Init +0; Spd 30 ft.; AC 11; Attack +4 melee, or +4 ranged; SV Fort +2, Ref +1, Will +10; AL CG; Str 10, Dex 8, Con 13, Int 18, Wis 17, Cha 13. Languages Spoken: Celestial, Common, Draconic, Elven, Goblin, and Halfling.

Skills and feats: Alchemy +13, Animal empathy +8, Appraise +11, Balance +2, Craft +8, Decipher script +6, Forgery +6, Heal +10, Hide +7, Innuendo +7, Intuit direction +5, Knowledge +9, Knowledge (arcana) +9, Knowledge (religion) +6, Listen +5, Ride +2, Search +5, Sense motive +4, Spellcraft +9, Spot +10, Swim +7; Improved unarmed strike, Skill focus (alchemy), Skill focus (innuendo).

Adept Spells Per Day: 3/2. Create water (0), Mending (0), Read magic (0), Obscuring mist (1), Sleep (1)

Role-playing Tip:  Sara is really hyperactive and a bit of a flirt.

Sara has many things to sell and at a very good price. The town folk are not really in need of some of Sara’s most wonderful creations. She will be excited about selling anything. Sara also has a small library in the back room were she has studied about the region. If told why the PCs are here she will want to help.

“That’s great!  Joel and I were about to hire some adventures ourselves. You see we found an old map that leads to an ancient treasure trove that a group of mages had buried not too far away from here.  Then the attacks happened, the chapel was burned down, and Joel and the map were taken.  Of course, none of the rest of the village will listen to me. But I think that the gnolls are working for someone else, and they’re trying to open the dungeon.  Where it is at I am not sure, but we thought it was in the old rock quarry, just past the apple farms.”

If asked if anyone else knew about the map:

“Joel told me that he had paid Scar a gold piece for the map. Where old Scar got the map only the gods know.”

If the party would like to see what she has for sell.

	Item
	Cost
	Located
	
	Item
	Cost
	Located

	Acid
	6gp
	PHB
	
	Oil-Taggit Poison
	50gp
	DMG

	Alchemist’s Fire
	12gp
	PHB
	
	Creargell
	30gp
	Appendix

	Antitoxin
	30gp
	PHB
	
	Dark Moon Rod
	4gp
	Appendix

	Smoke Stick
	12gp
	PHB
	
	Fastheal
	12gp
	Appendix

	Sunrod
	2gp
	PHB
	
	Retardant
	12gp
	Appendix

	Tanglefoot Bag
	30gp
	PHB
	
	Soft Bag
	1gp
	Appendix

	Tindertwig
	21gp
	PHB
	
	Star Rod
	4gp
	Appendix


Blacksmith Shop

This is Joshua’s Shop. Because of the attacks on the village, there is only a 10% chance that he has anything that the party wants right now (from PHB).  Joshua is willing to make the party anything they may want, but it will take two to three weeks. 

Joshua, human Expert 4:  CR 3; Size M (5 ft., 10 in. tall); HD 4d8+12; hp 35; Init +2 (+2 Dex); Spd 30 ft.; AC 19 (+2 Dex, +2 chainmail); Attack +7 melee, or +6 ranged; SV Fort +7, Ref +3, Will +1; AL NG; Str 17, Dex 14, Con 16, Int 14, Wis 10, Cha 13. Languages Spoken: Infernal, Common, Dwarf

Skills and feats:  Climb +9, Concentration +6, Craft (weapon)+12, Hide +2, Innuendo +2, Jump +7, Move silently +1, Profession (blacksmith) +5; Power attack, Skill focus (Craft weapon), Weapon focus (scimitar).

Possessions: set of magic chainmail +2, MW scimitar

Role-playing Tip:  Josh is slightly rude.

Chapel

If the party wants to search what is left of the chapel read the following.

As you approach what is left of the chapel you see that it's still smoldering. This had been a good size building. But now there are only charred bits of boards.    

This was a Church of Jalnos.  The following is information about this god, or insert your own Neutral Good deity.

Jalnos

Lord of the Harvest

Realms: Crop growing and harvesting, animal husbandry, childbirth

Alignment:  Neutral Good

Domains: Plant, Protection, Good, Earth

Symbol: A sheaf of grain gripped in a baby’s hand

Color/ Mineral: Pale green-gold – Peridot

Preferred Weapon: sickle or non-spiked flail

Typical Worshippers: Simple farmers of either animals or plants, women who are having or wish to have children

Notes: Jalnos is a common deity throughout the good lands and stoutly opposing Niltox, the god of desolation.  There are typically midwife-clerics located in all temples of Jalnos, and none are turned away, regardless of their circumstances.  Rituals celebrating Jalnos occur at the spring planting and the fall harvest.  Many cities will have a smaller temple of Jalnos, but he comes into his own in the country.

If the PCs investigate the chapel-

· Track (DC 20) will notice tracks of gnolls 

· Track (DC 25) will spot a set of human tracks next to a set of Gnolls

· Knowledge (arcana) (DC 15) or spellcraft (DC 10) that the damage was done by a fireball

· Search (DC 30) will find a piece of burnt parchment (what is left of the map)

Scar’s Shack

If the party decides to visit Scar at his house, have them go to a rundown shack near the docks. Read the following.

Finding Scar’s shack is quite easy. It seems as if every bit of trash that has ever washed up on shore is here. After finding your way through the maze of junk, you manage to find the front door.

Unknown to the village, Scar keeps a pet otyugh in the trash outside his home. The otyugh has not been fed in two days due to Scar’s death.

· Spot (DC 12) will see something move in the trash

· Listen (DC 12) will hear the trash move 

· Wilderness Lore (DC 15) will allow them the knowledge of what they are fighting  

Otyugh Large Aberration CR: 4 AL: N

HD: 6d8+6 (33 hp) Init: +0 Spd: 20 ft. AC: 17 (-1 size, +8 natural) Melee: 2 tentacle rakes +3 melee, bite -2 melee Damage: Tentacle rake 1d6, bite 1d4 Face/Reach: 5 ft. by 5 ft./10 ft. (15 ft. with tentacle) SA: Improved grab, constrict 1d6, disease SQ: Scent SV: Fort +3, Ref +2, Will +6 Abilities: Str 11, Dex 10, Con 13, Int 5, Wis 12, Cha 6 Common


Skills and Feats: Hide +5*, Listen +6, Spot +9 Alertness 

*An otyugh receives a +8 racial bonus to hide checks when in its lair, due to its natural coloration.

SA-Improved Grab (Ex): To use this ability, the otyugh must hit a Medium-size or smaller opponent with a tentacle attack. If it gets a hold, it can constrict.

SA-Constrict (Ex): An otyugh deals automatic tentacle damage to a Medium-size or smaller opponent with a successful grapple check.

SA-Disease (Ex): Filth fever [bite, Fortitude save (DC 12), incubation period 1d3 days; damage 1d3 temporary Dexterity and 1d3 temporary Constitution.]

Once the party has dealt with the otyugh. And have tried knocking or calling out with no results they can go inside the shack.

Once inside the shack you notice that there is not much difference between the inside and the outside. The only thing that makes this place look as if someone lives here is a cot and a table. There are odd knickknacks and trash everywhere.

· Search (DC 15) will find an odd piece of paper  

· Heal (DC 12) on the paper will notice that it is orc skin

· Search (DC 25) will find a medal box under the bed.

Orc skin paper (Appendix: Player Handouts)

If read,

you do good- 


meet old building 

 gold


X

The note is referring to the ruins south of town.

· Innuendo (DC 12) will let the party know to that the note talks about the ruins and a payoff.

Metal box

This box is Scars treasure. It is locked and trapped.

· Poison Needle Trap: CR 2; +6 ranged (1+ bloodroot poison); Search (DC 22); Disable Device (DC 20)

· Lock   (DC 20)
Inside the box are 40 sp, 10 gp, and a Ring of Warmth (see DMG)

Apple Farm

You find the farm of Sidan and Tina.  This small farmhouse has been ransacked and the furniture smashed. The gnolls have not left much of anything.
· Search (DC 20) will find a basket of apples, turned over in the orchard.

· Track (DC 15) or a Wilderness lore (DC 20) will find a set of gnoll tracks heading towards the rock quarry. 
Ruins

After taking the old trail you come to what the villagers call the old ruins. At first glance you think it may have been a castle of some sort. But now as you look around a little more, this had to have been a temple of some sort. 

· Search (DC 15) will find a used campsite (the group of gnolls that the party ran into at the beginning of the module, was using it as their campsite)

· Spot (DC 20) read the following 

At the corner of your eye you spot an unusual shadow. Looking up, you see what is left of a human being. He has been gutted and hanged with his own intestines.  Filth is all over the poor creature and the sight of it all almost makes you retch.

This is what is left of Scar.  His dealings with the gnolls did not go too well. There is nothing else to be found here.

Swamp

The swamp is a dead end, but if your PCs want to go looking around here is a random encounter chart for the Blue Flower Swamp. Roll percentage for every hour your party travels in the swamp.
	%
	Encounter
	CR
	#
	EL

	01-10
	Tendriculos
	6
	1
	6

	11-20
	Assassin vine
	3
	4
	7

	21-25
	Spider Huge
	4
	3
	7

	26-35
	Crocodile
	2
	5
	7

	36-40
	Snake giant constrictor
	5
	1
	5

	41-50
	Lizardfolk
	1
	5
	5

	51-55
	Spider eater
	5
	1
	5

	56-60
	Wight
	3
	
	

	61-65
	Goblins
	¼
	16
	4

	66-70
	Snake Large viper
	2
	5
	7

	71-80
	Giant crocodile
	4
	3
	7

	81-85
	Spider Large
	2
	5
	7

	86-90
	Chaos beast
	7
	1
	7

	91-95
	Will-O-wisp
	6
	1
	6

	96-00
	Green Hag
	5
	1
	5


Note: All can be found in MM.

Rock Quarry (Appendix: Map.4)

 The tree line is at the north end of the apple orchard.  From the tree line, the party can see the Gnolls’ encampment at the entrance to the cave.

 From this vantage, you can see down into the ravine.  It is made of hard rock that slopes down at a 65-degree angle from were you stand. As you look around, you notice that the bottom of the ravine has a smaller hiding area. But the most prominent features of the gully are two large boulders.  The boulders are as tall as a building, and roughly ten feet wide. Between the boulders is an entrance into the back of the hill. Standing at the entrance, there are four sentries: one on each boulder and two roving around the base of the boulders. From the sounds coming from the cave you believe that there are more inside. 

If the party hides here and watch they can determine how many gnolls there are.

· Hide (DC 15) to not be detected.

· Spot (DC 12) to count all of the gnolls 

· Listen (DC 20) to here what they are saying (The gnolls will be speaking in Gnoll only. If the party understands them read the following.)

“Has the mother got that bag of flesh to read the door yet?” ask one gnoll with toothy grin.

“Not yet.  I say we eat him and tear the door down,” says the other.

“Hey, you maggots, shut up and keep an eye out,” snarls a voice from the entrance.  
When the party does attack, the gnolls will try to defend the entrance.  The females and mutts move back to the living cave, and guard their slaves.

Gnolls (10) males
Medium-Size Humanoid (Gnoll) CR: 1
HD: 2d8+2 (11 hp) Init: +0 Spd: 20 ft. (Scale mail), AC: 17 (+1 natural, +4 scale, +2 large shield) Melee Battleaxe +3 (1d8+2); Ranged shortbow +1 (1d6) SQ: Darkvision 60 ft. AL: CE SV: Fort +4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8


Skills and Feats: Listen +3, Spot +3; Power Attack 

Gnoll, Goblin, Orc. 

Gnolls (5) females

Females have the same statistics as the males but they will fight fiercely to protect their young. Giving them a +1 to hit, and a -1 to AC.

Gnolls (8) mutts

Small-size Humanoid CR: ½ HD 1d8 (4 hp)

Init +0 Spd: 30 ft. AC: 13 (+2 size, +1 natural) Melee Club +1 (1d6); Range Throw rock +1 (1d3) SQ: Darkvision 60 ft. AL: CE SV fort +2, Ref +0, Will +0; Str 10, Dex 10, Con 10, Int 8, Wis 8, Cha 6

Gnolls Sergeants (4) 

Medium-Size Humanoid (Gnoll) Rgr3:  CR 4; HD 2d8+4 + 3d10+6;(hp 49) Init +2; Spd 20 ft.; AC 19 (+2 Dex, +1 Natural, Scale mail, Lg. shield); Melee Battelaxe +7 (1d8+3) Ranged +6 (1d6); SV Fort +8, Ref +3, Will +3; AL CE; Str 17, Dex 15, Con 14, Int 9, Wis 15, Cha 8. Languages: Gnoll.

Skills and feats:  Animal Empathy +4, Craft +5, Hide +2, Listen +7, Move Silently +2, Spot +7; Alertness, Improved Unarmed Strike, Power attack, Track.

Wokr, Gnoll General 

Medium-Size Humanoid (Gnoll) Rgr6: CR 7; HD 2d8+2 + 6d10+6(hp 54) Init +3 (+3 Dex); Spd 20 ft.; AC 22 (+3 Dex, +1 Natural, Scale mail, lg. Shield, +2 sash of protection *); Melee MW Battleaxe +13/+8 (1d8+6), Ranged shortbow +10/+5 (1d6); SV Fort +9, Ref +5, Will +3; AL CE; Str 20, Dex 16, Con 12, Int 13, Wis 12, Cha 8. Languages:  Gnoll, Goblin.

Skills and feats:  Appraise +3, Climb +16, Hide +3, Innuendo +5, Intimidate +5, Intuit direction +9, Knowledge (nature) +1, Knowledge (religion) +1, Listen +4, Move Silently +3, Spot +4, Use Rope +12, Wilderness Lore +7; Dodge, Mobility, Power Attack, Skill Focus (climb), Track.

Ranger Spells Per Day 2: Alarm (1), Entangle (1)

Possessions: All together the gnolls have 37 gp and the Sash of Protection (see Appendix: New Magic Items)

The Cave

This dry cave has four rooms, each with an eight-foot ceiling.
The Entrance 

The entrance of the cavern has a crude rock trap. If the watch has called for reinforcements, an ambush will be set up here with a mutt triggering the trap.

· Crude rock trap: CR 3; 10 ft. area around the entrance (6d6); Reflex for half; Search (DC 15) Disable Device (DC 25) will tell you that it is too crude of a trap to disable.

If the party defeats the main body of gnolls, they will see light coming from the right passage.

Living Cave

Once the party has reached this area read the following.

 There is a large bonfire in the center of this cavern. Around the fire stand some angry female gnolls, and their children. They are standing in front of a cage. Several people are in the cage: 2 humans (Hey, one looks like a farmer!), 2 orcs, and a goblin. 

The female gnolls will fight to protect their children. If reasoned with they will leave and take their mutts with them.  They only speak Gnoll.

· Diplomacy (DC 20) or an Intimidate (DC 30) will send the women packing.

· Diplomacy (DC 15) to stop the orcs from killing them.
· Open Lock (DC 15) to open the cage. To break it (DC 28) hardness 10; 60 hp  
Once the slaves are released, read the following. 

One of the prisoners comes up to you. “They still have Joel.  Their shaman took him down that other passage when the fighting began.”

This is Sidan; the others are Peter, a strolling entertainer; Fric and Frak, orc brothers; and Gimmly the goblin. Fric and Frak may cause some problems. Role-playing note- Having the Orcs and Goblin as slaves will put a good party at odds with itself. Should we release them or not? The orcs and goblin are half starved to death and just want to go home.

Left Passage (Cave of Bones)

This passage opens into a cavern filled with the grisly remains of the Gnolls’ kills.  Blood is everywhere, rotting flesh is strewn about, and maggoty corpses decompose into slimy skeletons in the corners. There is no other exit that can be seen.

This scene will force the party members to make a Fortitude save.  

· Fort (DC 15) If a party member fails to save, he or she immediately succumbs to nausea and either vomits uncontrollably (at this point, the rest of the party must make another Fortitude save, otherwise joining the member in heaving up that excellent chicken-and -stuffing lunch), faints (landing face-first in coagulated blood), or gives way to a hysterical crying jag (great for big burly fighters). It’s the GM’s choice.

If a party member has a cast-iron stomach (makes their save) and wants to dig through the bones-

· Search (DC 15) Somewhere in the pile of juicily rotting bodies is a pair of fancy leather riding boots (Boots of Riding; see Appendix: New Magic). The boots will need major cleaning to be wearable.

· Search (DC 20) Leading from the grotesque cavern back towards the main room is a secret door (leading to the stronghold).

· Track (DC 12) you notice scraping on the cavern floor indicating a door. 

 Cheese factor:  If the party does not find the secret door, one of the party members can fall over a bone and accidentally trigger it.  

The Stronghold Entrance (Appendix: Map.5)
When the door is opened, read the following.

The door moves very slowly as if it is coming to life. Before you are a long dark stairway. Below you see flickering of torchlights. You hear what sounds like chanting then the words turn harsh, as if giving orders of some kind. 

· Listen (DC 12) Will hear the following.

“Oh Goddess of slaughter hear my pleas and kill my enemies… You will now open that door or I will personally cut you up in small pieces for me and my kitty to enjoy.”

Saawar is a priestess of Breka (or use an appropriate Neutral Evil deity):

Breka

Goddess of Slaughter

Alignment: Neutral Evil

Other Names: The Bloody Maiden (elves), The Scavenger (dwarves)

Domains: Fire, War, Destruction, and Strength

Realms: Needless killing, battle with no winner, wholesale destruction

Symbol: outline of a raven with an eyeball in its beak

Color/ Mineral: Dark Red / Garnet 

Animal: raven

Preferred Weapon: Battle Axe

Typical Worshippers: Evil Fighters, evil wizards and clerics who harvest the power of death, rulers who lust after conquest with no regard for their people’s lives.

Notes:  Breka has been seen on the battlefields, dressed as a female of the elves, with blood red plate mail and an enormous two handed axe, drinking from the wounds of the dead.  She has no mercy, and cares not who dies in battle, whether they are the ones that pray to her or not.  Many have tried to placate her thirst, but it takes many sacrifices to do so.  Within some armies, they are told that if they slay enough foes, they will take the warrior’s place with Breka.  Those who worship her come to hold some of her same bloodlust in time.

· Track (DC 15) will not only see gnolls and human tracks but some large beast as well.

· Wilderness Lore (DC 15) will identify the tracks as Dire lion

· Move Silently (DC 15) to sneak up on the scene in the door room

Role Playing Tip -- Talk in a whisper, as this will get the player's attention and make them a little paranoid.  

The Door

The torchlight will allow a partial use of low-light vision. The rest of the party will see things in shadows. As they enter the room read the following.

As you leave the stairs behind you, the soft glow of the torches around the room allows you to see that this large, gloomy chamber has beautiful ornate paintings of each element on the walls. In the center of the room are six carved pillars in a half-circle. On the far wall are two large (10 feet tall) doors of gorgeously worked metals. As far as you can tell, these doors combine every precious metal in a pattern of random swirls. Standing in the middle of the room is the most hideous gnoll you have ever seen. She is talking to a slumped down figure on the floor tied up in chains.
If the party does not make their Move Silently roll read the following right after.

The she-gnoll turns your way “You will now die!! Middia kill!!” And a large lion pounces.
The dire lion that had heard the PCs will have first Init. because he had been waiting for them and has held his Init.
Saawar

Female gnoll Sor4/Clr3:  CR 8; Size M (7 ft., 8 in. tall); HD 2d8+8 + 4d4+16 + 3d8+12; hp 81; Init +1 (+1 Dex); Spd 30 ft.; AC 16 (+1 Dex, +1 Natural, +4 bracers of protection); melee rod +7, ranged +6; SV Fort +11, Ref +3, Will +8; AL CE; Str 14, Dex 13, Con 19, Int 16, Wis 13, Cha 15. Languages:  Gnoll, Orc, Common.

Skills and feats: Alchemy +10, Balance +3, Concentration +10, Craft +10, Diplomacy +5, Disable Device +4, Hide +1, Jump +4, Knowledge (arcana) +10, Knowledge (religion) +8, Listen +5, Move Silently +1, Open Lock +3, Scry +9, Spot +4; Craft Wondrous Item, Martial Weapon Proficiency, Power Attack, Quicken Spell, Scribe Scroll, Smite power, Toughness, Weapon Focus (battleaxe), 1 attack at +4.

Possessions: Bracers of armor +4, Rod of Cancellation (see DMG) and 3 gems worth 100 gp each. She also has a set of keys to the cage and Joel’s chains; her battleaxe has a Magic Weapon spell cast on it.

Sorcerer Spells Known (6/7/4):  0th -- Dancing Lights, Detect Magic, Mage Hand, Mending, Open/Close, Read Magic.  1st -- Charm Person, Magic Missile, Reduce.  2nd -- Ghoul Touch.  

Cleric Domains:  War, Destruction.

Cleric Spells Per Day:  4/3+1/1+1: 0th – Inflict Minor Wounds (x4); 1st – Doom, Obscuring Mist, Cause Fear, Magic Weapon (cast); 2nd – Shatter, Death Knell.

Dire Lion Large Animal CR5; HD 8d8+24 (60 hp) Init +2; Spd 40 ft.; AC 15 (-1 size, +2 Dex, +4 natural); Melee 2 claw +12 (1d6+7), bite +7(1d8+3); AL N; SV Fort +9, Ref +8, Will +7; Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10.

 Skills and Feats: Hide +5*, Jump +10, Listen +4, Move Silently +9, Spot +4.

SA-Pounce (Ex): If a dire lion leaps upon a foe during the first round of combat, it can make a full attack even if it has already taken a move action.

SA-Improved Grab (Ex): To use this ability, the dire lion must hit with its bite attack. If it gets a hold, it can rake.

SA-Rake (Ex): A dire lion can make two rake attacks (+12 melee) against a held creature with its hind legs for 1d6+3 damage each. If the dire lion pounces on an opponent, it can also rake.

SQ-Skills: Dire lions receive a +4 racial bonus to Hide and Move Silently checks. *In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.

If the battle goes badly for her, Saawar will try to flee back up the stairs. She will use Obscuring Mist to hide her trail. Once outside, she will disappear.

 Once the fight is over with, the party can rescue Joel. He is tired and starved. Joel has no spells at this time. Once he has had some water and unchained he will tell them the following.

“Thank you for rescuing me.  But we have other problems (cough, cough). When we entered this room we have set off a chain reaction. (Cough) What it is I don’t know, but what I can read on that wall.”  He points to a far wall.  “We have three days to figure it out (cough) or boom. And we came here yesterday.” 

Sidebar:  Joel has misread the information—this is a goad to keep moving.  There is a piece missing from the wall and so the PCs cannot tell, either.

Joel, male human Clr4:  CR 4; Size M (5 ft., 3 in. tall); HD 4d8; hp 18; Init +2 (+2 Dex); Spd 30 ft.; AC 12 (+2 Dex); Melee +4, or +5 ranged; SV Fort +4, Ref +3, Will +7; AL NG; Str 8, Dex 14, Con 11, Int 10, Wis 16, Cha 14. Languages: Common, Draconic.

Skills and feats:  Concentration +6, Diplomacy +9, Hide +2, Listen +3, Knowledge (religion) +2, Spot +3; Enlarge Spell, Extend Spell, Run.

Possessions: holy symbol 

Cleric Domains:  Good, Fire.

Cleric Spells Per Day:  5/4+1/3+1.

· Bardic Knowledge (DC 15) or a Knowledge (history)  (DC 18) on the paintings will reveal that 100 years ago a council of six of the greatest Elementalist wizards created these chambers to hold what they considered the greatest Elemental Items) Each one is dedicated to a single element. (World Note- Light and Dark are considered elements.)

·  Open Lock (DC 15) will undo the chains on Joel.

 On each of the ornately carved pillars is written a word in draconic script. Each pillar states the element type in its own language, as listed below.

Earth - Terran

Water - Aquan

Fire - Ignan

Air - Auran

Light - Celestial

Dark - Infernal

On the far wall are two large (10 feet tall) doors of gorgeously worked metals. As far as anyone can tell, these doors combine every precious metal in a pattern of random swirls. No handles can be seen, nor does it look like anyone could break it down.  The only marks on the door are very light scratches.

· Search (DC 15) in Draconic writing.  “Speak the words and you shall enter.” 

 After the party speaks the names of each element in Common or Draconic, the doors will open silently.

It's Good to Be King     

When the doors open, oil troughs running along both of the sidewalls ignite, providing the entire room with light. Sitting on a throne against the back wall is an ancient goblin. He slowly (arthritically?) rises up and shouts out in Goblin. “Blaknta ju tuga”  (“Leave or Die!”)

  The goblin then attacks (he has a very low Int). He has the Ring and Sword of Vavusa. (See Appendix: New Magic Items)

Goblin
Small Humanoid (Goblinoid) CR 2; HD: 1d8 (4 hp) Init. +1 (Dex) Spd: 30 ft. AC: 15 (+1 size, +1 Dex, +3 studded leather) Melee short sword +2(Sword of Vavusa *)(1d6) ; AL NE SQ: Darkvision 60 ft. SV: Fort +2, Ref +1, Will +0; Str 8, Dex 13, Con 11, Int 10, Wis 11, Cha 8


Skills and Feats: Hide +6, Listen +3, Move Silently +4, Spot +3; Alertness

Alignment: Usually neutral evil
Advancement: By character class

Goblins speak Goblin; those with Intelligence scores of 12 or above also speak Common.

Possessions: The Ring and Sword of Vavusa.

The ancient, falling apart goblin will continue to fight until the Ring is removed.  Role Playing Tip:  Play this goblin as a pain in the butt, but only within 30 ft. of the throne. You don’t know when he will pop up. Did the party try to take the sword and/or the ring?  It would be an unpleasant surprise to find out that the bound spot is the throne.

· Search (DC 15) will find that the throne moves, sliding sideways.  A successful

· Strength check (25) will move the throne.

 Three Doors (Which Way Do We Go?)

As the throne is moved so does the back wall, opening the whole wall like two swinging doors.  This room is illuminated like the previous room.  At the back of the room, there are three doors.  The door on the left is a wooden door with a black dragon and a gold dragon carved into it; the dragons are fighting and their heads are facing into the room. The door on the back wall is a heavy steel door.  There are two keyholes -- one on each side of the door. The door on the right is a beautiful carved wooden door with designs of four elements (The Light and Dark elements are not represented.).    

Dragon Door
 This door has a magic trap on it, triggered when the door is touched.  Each woodenhead has a breath weapon.

· The gold dragon Trap: CR 3; 5 to 15 ft. cone of fire (2d10); Reflex save (DC 16) negates; Search (DC 23); Disable Device (DC 27)
·  The black dragon Trap: CR 3; 20 ft. line of acid (2d4) Reflex save (DC 13) negates Search (DC 23); Disable Device (DC 27)
Steel Door 

The door on the back wall is a heavy steel door.  There are two keyholes -- one on each side of the door. A party member needs to turn both keys at the same time to open the door or one of the two will re-lock.

· Open Lock (DC 40) to unlock each side.

Elemental Door

 The door on the right is a beautiful carved wooden door with designs of four elements (The Light and Dark elements are not represented.).  It opens easily, with no traps. 

A Mephit of a Time

After they open the Elemental Door read:

As you look in this room you notice that it is illuminated by a magical globe of light, about 12 inches' radius floating several feet off the ground, in the middle of the room.  Sitting inside the globe is a key. Facing the globe from each corner is a small statue of an element.  In reality, each statue is a mephit that will come to life when the globe or key is touched, or if party members attempt to destroy the statues.  The Earth statue resembles a rock dwarf.  The Fire statue looks like a small devil with a flame in one hand.  The Air statue appears to be a very pale human woman.  The Water statue looks like a man-fish.  Each statue is about four feet tall and standing on a two-foot high pedestal.

  It is one of the keys to the steel door. In reality, each statue is a mephit that will come to life when the globe or key is touched, or if party members attempt to destroy the statues.

Air Mephit CR 3; Small outsider; HP: 3d8 (13 hp); Init. +7; Spd: 30 ft., Fly 60 ft. (perfect); AC 17: Melee Claws 2 +4 (1d3/claw); SA Breath weapon (cone of dust and grit 15 ft, damage 1d8, Reflex half DC 12) Spells, Summon mephit Summon mephit. SQ Fast healing +2 (if wind is blowing on it) damage reduction 5/+1; SV Fort +3 Ref +6 Will +3; Str 10, Dex 17, Con 10, Int 12, Wis 11, Cha 15

Skills and Feats: Bluff +6, Hide +12, Listen +6, Move Silently +9, Spot +6, Improved Initiative

Spells: Blur 3rd level sorcerer, Gust of wind cast 8th level sorcerer.

Earth Mephit CR 3; Small outsider; HP 3d8+3 (16 hp); Init.  -1; Spd 30 ft, Fly 40 ft. (average); AC 16; Melee 2 claws +7 (1d3+3); SA Breath weapon (Cone of rocks 15 ft., Damage d8, Reflex half DC 12); Spells, Summon mephit; SQ Fast Healing 2 (if buried), Damage reduction 10/+1; SV Fort +4, Ref +2, Will +3 Str 17, Dex 8, Con 13, Int 12, Wis 11, Cha 15

Skills and Feats: Bluff +5, Hide +9, Listen +6, Move Silently +5, Spot +6; Power Attack

Spells: Enlarge, 1/day Soften Earth and Stone as 6th level sorcerer.

Fire Mephit CR 3; Small outsider; HP 3d8 (13 hp); Init. +5; Spd 30 ft, Fly 50 ft. (average); AC 16; Melee 2 claws +4 (1d3+2 fire); SA Breath weapon (Cone of fire 15 ft., Damage 1d8, Reflex half DC 12); Spells, Summon mephit; SQ Fast Healing 2 (if burn), Damage reduction 5/+1; SV Fort +3, Ref +4, Will +3 Str 10, Dex 13, Con 10, Int 12, Wis 11, Cha 15

Skills and Feats: Bluff +5, Hide +11, Listen +6, Move Silently +7, Spot +6; Improved Initiative 

Spells: 1/hour Magic Missile as 3rd level sorcerer, 1/day Heat Metal as 6th level sorcerer.

Water Mephit CR 3; Small outsider; HP 3d8+3 (16 hp); Init. +0; Spd 30 ft, Fly 40 ft. (average); AC 16; Melee 2 claws +6 (1d3+2); SA Breath weapon (Breath Weapon (Cone of caustic liquid 15 ft., Damage d8, Reflex half DC 12); Spells, Summon mephit; SQ Fast Healing 2 (if touching water), Damage reduction 5/+1; SV Fort +4, Ref +3, Will +3; Str 14, Dex 10, Con 13, Int 12, Wis 11, Cha 15

Skills and Feats: Bluff +6, Hide +9, Listen +6, Move Silently +6, Spot +6; Power Attack

Spells: 1/hour Melf’s Acid Arrow as 3rd level sorcerer, 1/day Stinking Cloud as 6th level sorcerer 

There is no treasure. Each Mephit is bound to the room and cannot leave.

Dragon Door

As you look in this room, a magical globe of light that is suspended 16 ft in the air illuminates your sight. Sitting in this very large natural cavern are two huge dragons (mature adults) in mortal combat. The dragons -- one black, the other gold -- are encased in hard crystal.

 The party can reach the globe by climbing the back of one of the dragons. The dragons can’t move but their ability to cause fear is still in effect.

· Spot (DC 10) will see the key in the globe

· Will (DC 23) allow the PC to move in this room.

· Climb (DC 15) to reach the key

  Role playing tip -- The dragons are alive, so try to have some fun with this. Have one of the dragons wink, for example.  And if you want to, the party could free the dragons by removing the crystal. But remember that letting one free releases both.  A bard can release the dragons by hitting high C vocally or with an appropriate instrument. 

· Perform (DC 17):  It may free them but they will only fight each other. They will take their battle to another plane and finish it there.
Room of Traps (Steel Door)

Once your party has both keys or has picked the lock the door will open and:

Only a moron would not be able to see that this Long room (15 ft. by 35 ft.) is a trap. The floor is made of metal plates. On the far wall is a door of heavy steel. On the door are four levers.

The lever must be pulled in the right order or it will set off the traps one trap for each wrong order. (You as the GM get to decide the combination.  __-__-__-__) There are 24 different combinations, but only five traps. A search check of DC 25 will reveal some of the traps, DC 30 all of the traps. It would take a disable device check of DC 25 per trap to disable.  For more logical parties, use the following criteria to deduce the combination:

· Knowledge (elemental lore), DC 20
· Alchemy, DC 25
· Bardic Knowledge, DC 30
Each check must be made per element, and will answer the question: which element beats or is superior to which?  Each lever has a symbol on it representing one of the elements.

 1
2
3
4
5
6
· First Trap CR 2; door on the west wall will close and lock itself. (NOTE: There are no lights in the room, so when the door closes it is dark unless the party has a light source.) Search (DC 25) Disable device (DC 25)

· Second Trap CR 3; Gas will pour in (Insanity mist DC 15 First roll -1d4 Wis and second -2d6 Wis) save negates. Search (DC 25) Disable device (DC 25)

· Third Trap CR 3; a trap door in the Ceiling will open up and drop an Ochre Jelly on the party. Search (DC 25) Disable device (DC 25)

· Forth Trap CR 5; The Floor will start getting hot. Each round take Damage rd. 1-1d3, rd. 2-1d4, rd. 3-1d6, rd. 4-1d8, rd. 5-1d10, rd. 6-1d12, rd. 7-1d20; Search (DC 25) Disable device (DC 25)
· Fifth Trap CR 10; the walls will start to moving 5 ft. every 3 rounds. No attack roll required (20d6); search (DC 20); Disable Device (DC 25).
 The door is made of iron 2 in. thick hardness of 8 and 60 hit points and damage reduction 15/+2.

Break of DC 35
Ochre Jelly Large Ooze CR 5; HP 6d10+27 (60 hp) Init. -5; Spd. 10 ft., climb 10 ft; AC 4; Melee Slam +5(2d4+3+1d4 acid); Face/Reach 5 ft. by 10 ft./10 ft.: SA Improve grab, acid, constrict: SQ Blindsight, split, and ooze; SV Fort +4, Ref  -3, Will -3; Str 15, Dex 1, Con 15, Int 0, Wis 1, Cha 1

SA-Improved Grab (Ex): to use this ability, the ochre jelly must hit with its slam attack; if it gets a hold, it may constrict.

SA-Acid (Ex): an ochre jelly secretes a digestive acid that dissolves only flesh; any melee hit deals acid damage.

SA-Constrict (Ex): an ochre jelly deals automatic slam and acid damage with a successful grapple check.

SQ-Blindsight (Ex): entire body is a sensory organ that can ascertain prey by scent and vibration within 60 feet.

SQ-Ooze: immune to mind-influencing spells, poison, sleep, paralysis, stunning, and polymorph; not subject to critical hits.

SQ-Split (Ex): weapons and electricity attacks deal no damage to an ochre jelly; instead, the creature splits into two identical jellies, each with half the original’s hit points (round down); a jelly with only 1 hit point cannot be further split.

Stairs Going Down

This dark round room has a spiral staircase going down into the next room. There is no railing on this 250 ft. staircase.

DM Tip- Ask for a party order going down the stairs; this always makes the PCs paranoid.

Janus Room (Appendix: Map.6)
As your party moves into this room, you notice that the walls give off a slight glowing effect. This very large hexagonal shaped room has six heavy wooden doors, one in each wall. Each door has a symbol carved into it, representing each of the elements: Earth, Water, Dark, Air, Fire, and Light. At center of the room is a round stone pedestal 20 ft in diameter. You find yourselves standing on a sloping balcony leading down to the pedestal, which is surrounded by sand.  The height of the balcony to the floor is about ten feet. 

· Spot (DC 10) will describe to the party that the pedestal has 6 holes made out of crystal.  There is one for each of the elements.  The green crystals reflect Earth, the red crystals are for Fire, blue crystals stand for Water, purple is for Air, black crystals reflect the Dark element, and clear crystals represent Light.

· Knowledge Arcana (DC 20) will let the party know that this is a portal. (Note:  Placing hands on the crystals before getting the elemental stones will not open the portal.)           

Doors Of Elements

These heavy wooden doors appear to be about 6-7 feet tall and 32 inches wide. In the center of each door is a symbol representing each of the elements. All six doors are trapped, but not locked.

 Search check DC 20 will spot the traps. All traps will require a DC 25 to disable.

· Earth Door CR 5; If a character steps up to the door and weighs at least 100 lb. or more, the ten-by-twenty foot sections embedded in the floor will spring upward together with enough force to crush a character (8d6); Reflex save (DC 20) avoids; Search (DC 20); Disable Device (DC 25).

· Water Door CR 5; if a character turns the handle he or she will notice 9 holes occur around the outside of the frame of the door.  Each hole will be half an inch in diameter and will shoot out streams of scalding hot water at extreme pressure (8d6); the water is in the shape of a cone and shoots out to 30 ft in length. Reflex save (DC 20) avoids; Search (DC 20); Disable Device (DC 25).

· Fire Door CR 5; Any touching of the door will activate a 5-inch diameter opening in the ceiling that shoots out a 30-degree radius sheet of liquid fire that can only be put out by depriving the flames of air. (For example, by completely wrapping the person in a blanket.) (8d6 +2d6 each round after till fire is out); Reflex save (DC 20) avoids; Search (DC 20); Disable Device (DC 25).

· Air Door CR 5; any touching of the door will activate the sound of bellows sucking the air out of the interior of the room. An Intelligence (DC 10) check will tell them that there will be no air to breathe within three rounds.

· Light Door CR 5; By just touching the door, it will open.  A solid beam of light 2 feet in diameter will shoot from the doorway, continuously (8d6) Reflex save (DC 20) avoids; Search (DC 20); there is no Disable Device, a character can crawl under the beam to enter the room. (If a character is standing directly in front of the beam and does not make his or her Reflex save, the character will be knocked back 2d6 feet.)

· Dark Door CR 5; By just touching the door, it will open.  A solid beam of darkness 2 feet in diameter will shoot from the doorway, continuously (8d6) Reflex save (DC 20) avoids; Search (DC 20); there is no Disable Device, a character can crawl under the beam to enter the room. (If a character is standing directly in front of the beam and does not make his or her Reflex save, the character will be knocked back 2d6 feet.)

Note: If both Light and Dark doors are open at the same time, the two beams will meet at the center of the room, creating a ball crackling with energy that is slowly building in size.  In twenty rounds it explodes, (20d10); Fortitude save (DC 25) for half damage. Every five feet after 50 ft diameter takes 1d10 less damage and the DC save reduces by two. If by chance a player character touches the ball of energy it will explode early for less damage but no save for the one who touch the ball of energy.

(DM note: Please don’t try to kill your characters, as it is very easy in this instance to do. Role-playing Tip: Sound effects are also great at this point.  You may want to start with a low hum and build it up as the characters move around until the explosion.)

EARTH PATH (Appendix: Map.7)
Behind the Mud

Behind the Earth Door is a wall of mud 5’ thick. 

· Strength (DC 20) to go through. Once one character is through, he or she may help others in the party with a rope or other aid.  No more than 2 characters can assist.

Once they have made it through the mud:

Crawling though the mud has given you odd sensation, much like remembering what it was like to be born, but now you stand in a large cavern with no light source.

Once they have a light source:

You notice that you are standing in about ten inches of mud, in what looks to be a very large cavern. You think that there may be another cavern in the back of this one.

  The dimensions are 30 ft. by 30 ft. by 70 ft. high.  The floor of this cavern is covered in mud 10 inches deep, reducing speed by 10.  This cavern is the home of an earth elemental.

Earth Elemental (large) CR 5; HP 8d8+32 (68 hp); Init. -1; Spd 20 ft.; AC 18; Melee Slam +12/+7 (2d8+10); FR 5 ft. by 5 ft /10 ft.; SP earth mastery, push, elemental, damage reduction 10/+1; SV Fort +10, Ref +1, Will +2; Str 25, Dex 8, Con 19, Int 6, Wis 11, Cha 11

Skills and Feats: Listen +11, Spot +11; Cleave, Power Attack

SA-Earth Mastery (Ex): An earth elemental gains a +1 attack and damage bonus if both it and its foe touch the ground. If an opponent is airborne or waterborne, the elemental suffers a -4 penalty to attack and damage. (These modifiers are not included in the statistics block.)

SA-Push (Ex): An earth elemental can start a bull rush maneuver without provoking an attack of opportunity. The combat modifiers given in Earth Mastery, above, also apply to the elemental’s opposed Strength checks.

This elemental will attack the party halfway across the room from under the mud.  He will focus on the strongest fighter first by picking the character up and using him or her as a club on the others.

Quicksand of Time

Once the party can see the other chamber:

You stand about four feet above this chamber.  The cavern is almost as large as the first chamber. The floor looks to be made of sand. On the far wall of the cavern is a large black Obsidian wall.    
 This cavern is 80 ft by 122 ft.  The floor is a 4’ drop. On the other side the sheer wall 150’ tall with a 50’ landing.

· Spot (DC 10) will see that the whole floor is covered in quicksand.

· Spellcraft (DC 20) will see floating magical currents rising in the air.

· Spellcraft (DC 25) can tell it is Transmutation magic. 

· Track (DC 20) or Wilderness Lore (DC 25) can safely move the party through to the other side. On the other side is a sheer wall 150’ tall with a 15’ landing. 

Quicksand of Time CR 6; When anyone is sucked in the character will randomly age 1d20 older or younger. Will (DC 15) has no effect but for every turn the character is in the sand, the DC will rise by 5.  It requires a Strength (DC 25) check to pull someone out.  If the Strength check fails, 1d6 of the characters helping will fall in.  Small size characters go under in 2 rounds, Medium characters - 4 rounds, Large - 6 rounds.  After the requisite number of rounds, refer to the drowning rules in DMG.

The Wall

If a character is climbing the wall, a Climb check must be made every 10 ft. allow them all the ropes and climbing gear the party has on them, because this wall is made of mage obsidian. See Appendix: New Magic Items. 

The Stone Hut 

Once the PCs make it to the landing.

This landing has a stone hut about 30’ back from the edge with an open doorway. In the center of the hut is an altar with a large gray-brown stone siting on top.

There is no trap. The first person to pick up this stone makes a Will save (DC 30).  If the person makes it, the stone will jump back to its original place on the small altar. If the character fails the Will save read the following.

An amazing sight happens in front of you watch as your party member is turned to stone. Right after you start to hear a buzzing sound, and it is getting louder and louder.

  For three rounds, the party will hear a buzzing sound.  At the end of three rounds the stone around the character’s body will explode out.

· Reflex (DC 20) for members of the party surrounding the body or suffer (1d6).

The stone is orbiting the PC’s head but the player character has a gray streak through out their body, the ability of walk through stone (as the spell Passwall) 3x a day, and  +2 natural armor to AC. 

AIR PATH (Appendix: Map.8)

Fog 

Upon opening the door, the party will see a heavy, nearly impenetrable fog.  Visibility in this room is reduced to 5 ft. even with darkvision and will take a very strong wind (like the 3rd level spell Gust of Wind) to dissipate it.  This natural cavern is 600 ft. by 750 ft. and has a ceiling of 140 ft.  The first 50 ft. is hidden by fog. This is fog of fear.

Fog of Fear CR 3; Anyone entering the fog will have to make a Will (DC 15 +5 for every turn they are in the fog.)  Any party member who fails his Will save will have his greatest fear assault him, just as if he has had a fear spell cast at level 16 on him. See Core Book I for spell.

Once the party is out of the fog and sheds some light on the subject read the following.

You stand in a beautiful cavern with purple and blue streaks running through the walls. And as you look up you see clouds high in the air. 

Stair Way to Heaven

There are invisible stairs that make their way up to the clouds. 

· Search (DC 25) to find the stairs.  Because of the invisible nature of the stairs, every 10 feet the party will need to make another check with the DC reduced by 1 for every correct check. 

Upon reaching the middle of the steps, or anyone flying the air elemental that lives here will attack.

Air Elemental (large) CR 5; HP 8d8+24 (60 hp); Init +11; Spd: 100 Fly (Perfect); AC 20 Melee Slam +12/+7 (2d6+3); FR 5 ft. BY 5 ft. / 10 ft.; SA Air mastery and Whirlwind Damage reduction 10/+1; SV Fort +5, Ref +13, Will +2; Str 14, Dex 25, Con 16, Int 6, Wis 11, Cha 11

Skills and Feats: Listen +11, Spot +11, Dodge, Flyby Attack, Improve Initiative, Weapon Finesse (slam)

SA-Air Mastery (Ex): Airborne creatures suffer a -1 penalty to attack and damage rolls against an air elemental.

SA-Whirlwind (Su): The elemental can transform itself into a whirlwind once every 10 minutes and remain in that form for up to 1 round for every 2 HD it has. In this form, the elemental can move through the air or along a surface at its fly speed. The whirlwind is 5 feet wide at the base, up to 30 feet wide at the top, and up to 50 feet tall, depending on the elemental’s size. The elemental controls the exact height, but it must be at least 10 feet. Creatures one or more sizes smaller than the elemental might take damage when caught in the whirlwind and may be lifted into the air. An affected creature must succeed at a Reflex save when it comes into contact with the whirlwind or takes the listed damage. It must also succeed at a second Reflex save or be picked up bodily and held suspended in the powerful winds, automatically taking the listed damage each round. A creature that can fly is allowed a Reflex save each round to escape the whirlwind. The creature still takes damage but can leave if the save is successful. The DC for saves against the whirlwind’s effects varies with the elemental’s size. The elemental can eject any carried creatures whenever it wishes, depositing them wherever the whirlwind happens to be. A summoned elemental always ejects trapped creatures before returning to its home plane.

If the whirlwind’s base touches the ground, it creates a swirling cloud of debris. This cloud is centered on the elemental and has a diameter equal to half the whirlwind’s height. The cloud obscures all vision, including darkvision, beyond 5 feet. Creatures 5 feet away have one-half concealment, while those farther away have total concealment. Those caught in the cloud must succeed at a Concentration check to cast a spell (DC equal to the Reflex save DC).

The stairs are 160 ft high  

Clouds of Belief

As you reach the top, you see that the tops of the stairs are made of fluffy white clouds. Here on the clouds is a hut made of semitransparent material. From were you stand you can see inside, on a small stand is a purple and clear amethyst stone.

Clouds of Belief CR 5; A character who believes she can walk on the clouds will be able to do so – however, if she believes that she will fall, she will.  A Will save (DC 20) is needed to stand on the clouds; every action a character takes will require another check. Every time a party member makes his check, his DC check reduces by 2.  Falling from this high off the ground causes damage (16d6 + weight damage 5 per 100 lb. that the PC is carrying.)

The first person to pick up the stone needs to make a Will (DC 30), If the character makes her save the stone will jump back to the stand. If the character does not make her save, the rest will see the following.

You watch as wind slowly circles your party member, engulfing him/her in a personal tornado that raises your friend high in the air and then dissipates suddenly, leaving the person high in the air.

  The character then finds that he/she can fly 60 ft. (average) 3 times a day for an hour each time, and a +2 to initiative. 

WATER PATH (Appendix: Map.9)

Water Falls

There is a short 10 ft. by 10 ft. walkway, giving the players this view.

You find yourselves standing about 50 ft above a pool of water. This grand natural cavern has a large waterfall on the far wall of the cavern. The water runs into immense bowl, witch then cascades down over the other three sides. Creating three more waterfalls over the sides. The roof of this cavern opens up to the sky, allowing the sun to beam in to this beautiful place.

· Swim (DC 25) to dive into the water from this height without tacking any damage (A surge bonus from jump is allowed). 

· Spot (DC 15) will notice a dark location under the falls like a cavern. 

Once in the water the party finds it to be a home to a large Water Elemental.

Water Elemental CR 5; HP 8d8+32 (68 hp); Init +2; Spd 20 ft., swim 90 ft.; AC 20; Melee slam +10/+5 (2d8+7); FR 5 ft. by 5 ft./10 ft.; SA Water master, drench, vortex; SQ Elemental, damage reduction 10/+1; SV Fort +10, Ref +4, Will +2; Str 20, Dex 14, Con 19, Int 6, Wis 11, Cha 11

Skills and Feats: Listen +11, Spot +11; Cleave, Power Attack

SA-Water Mastery (Ex): water elemental gains a +1 attack and damage bonus if both it and its opponent touch water. If the opponent or elemental is landbound, the elemental suffers a -4 penalty to attack and damage. (These modifiers are not included in the statistics block.) A water elemental can be a serious threat to a ship that crosses its path. The elemental can easily overturn small craft (5 feet of length per Hit Die of the elemental) and stop larger vessels (10 feet long per HD). Even large ships (20 feet long per HD) can be slowed to half speed.

SA-Drench (Ex): The elemental’s touch puts out torches, campfires, exposed lanterns, and other open flames of nonmagical origin if these are of Large size or smaller. The creature can dispel magical fire it touches as dispel magic cast by a sorcerer whose level equals the elemental’s HD total.

SA-Vortex (Su): The elemental can transform itself into a whirlpool once every 10 minutes, provided it is underwater, and remain in that form for up to 1 round for every 2 HD it has. In vortex form, the elemental can move through the water or along the bottom at its swim speed.

The vortex is 5 feet wide at the base, up to 30 feet wide at the top, and 10 feet or taller, depending on the elemental’s size. The elemental controls the exact height, but it must be at least 10 feet.

Creatures one or more sizes smaller than the elemental might take damage when caught in the vortex (see the table below for details) and may be swept up by it. An affected creature must succeed at a Reflex save when it comes into contact with the vortex or take the listed damage. It must also succeed at a second Reflex save or be picked up bodily and held suspended in the powerful currents, automatically taking damage each round. A creature that can swim is allowed a Reflex save each round to escape the vortex. The creature still takes damage, but can leave if the save is successful. The DC for saves against the vortex’s effects varies with the elemental’s size.

The elemental can eject any carried creatures whenever it wishes, depositing them wherever the vortex happens to be. A summoned elemental always ejects trapped creatures before returning to its home plane.

If the vortex’s base touches the bottom, it creates a swirling cloud of debris. This cloud is centered on the elemental and has a diameter equal to half the vortex’s height. The cloud obscures all vision, including darkvision, beyond 5 feet. Creatures 5 feet away have one-half concealment, while those farther away have total concealment. Those caught in the cloud must succeed at a Concentration check to cast a spell (DC equal to the Reflex save DC).

The water Elemental will try to drown one party member at a time starting will his vortex attack.

Water Tunnel 

· Searching (DC 12) will reveal an underground river. Starting right under the waterfall. This dark cavern is filled with water the player characters will have to swim it without drowning. The cavern twists and turns for 300 ft.

· Swim (DC 25) to make it through the maze of a tunnel. Note- the players may want to remove their armor for this. If a PC does not make his save, refer to Core Book II for drowning rules. 

A Water Breathing spell or any other type of movement will not require a swim check. 

It Is Cold

The underground river ends into a 60 ft. by 90 ft cavern. 

The first and only thing that you notice is that it is very cold and dark.

Once there is a light or a PC can see with dark vision-

Now you see a natural cavern with an opening in the back. You can see icicles at the entrance.  

· Fort (DC 15) This is extreme cold (below 0( F) and every 10 turns (+1 per previous check) (1d6 subdual)

· Wilderness Lore (DC 15) may help in preventing cold damage. If PC suffers damage treat it like fatigued I.E. no run and -2 to Str and Dex)

· Spot (DC 10) will notice that there is a thick black substance dripping down the wall.  This is Dark Water; see Appendix: New Monsters.

DARKWATER *NEW* CR 6; HP 5d10+36(66 HP); INIT. +5; Spd special; AC 10
ATT Special; FR ft. by 5 ft./10 ft.; SQ Blindsight, fire increases, cold double damage, ooze; SV Fort +1, Ref +10, Will +6; Str -, Dex 10, Con 19, Int -, Wis 10, Cha 1

Speed The warmer the climate the faster the water will move. Freezing 5 ft., Cold 10 ft., Warm 20 ft., and Hot 30 ft.
Attacks/Damage All attacks are melee touch with a +1 to hit any one. Darkwater is an organism that will eat away at any warm-blooded creature. Dark water is attracted to any warm-blooded creature and will drip only when there is a living, warm-blooded creature near the substance. A person that is touched by any Darkwater will have to make a Ref Save for half damage (DC 20) or take 2d6 damage as heavy acid. If a failed Ref., a second save Will (DC 15) or PC find himself or herself with Darkwater sickness, and not cured in 1d6 days. Will turn the character into darkwater.

SQ:  Fire increase; dark water is not only immune to fire but doubles in size.

SQ: Cold vulnerability:  Only cold will put the gooey organism back to sleep. 

Wall of Ice

Here the party runs into a clear and clean wall of ice. Thickness 5 ft. break DC 40 hardness 8/fire Hit Points 180. 

(Role-playing note- if the player characters use heat or fire they will wake up the Darkwater. Also the time the party need to break down this wall, they will suffer the damage of the cold.

World of Ice

Now that you have broken the wall of ice you see a whole room of ice. In the center you see a hut made of ice. Inside you find a gem, aqua in color.

 The player character who picks this up will have to make a will save (DC 30) If successful the gem jumps back to its alter. If not-

You watch as your party member turns into an ice sculpture of her former self.  Shortly after the body starts to steam and the ice melt. Leaving your party member with a blue streak running through her body.

  The PC now can breathe water 3x day (1 hour each) and a +10 to there swim checks. 

FIRE PATH (Appendix: Map.10)

Lava Room

This room is 90 ft. by 179 ft.
Once you open the door, the heat is the first thing that hits you. Looking in this room you see that flowing lava in most of the room. There are stepping stones, crossing the river of fire. And because of the abundant light you can see there is another room on the other side of the stones. 

All player characters must make a Fort saving throw every ten minutes for the heat in this room.

· Fort (DC 15+1 per additional check). Or sustain 1d4 subdual damage. Any heavy armor or clothes -4 to check.

·  Wilderness Lore (DC 15) will help reduce the damage by half.

· Jump (DC 15) each stone or fall in (3d6) 

Halfway across the room a Lg. Fire Elemental will attack trying to push them into the lake of lava.

Fire Elemental Large CR 5; HP 8d8+24 (60 hp); Init +9; Spd 50 ft.; AC 18; Melee Slam +10/+5 (2d6+3 and 2d6 fire); FR 5 ft. by 5 ft./10 ft.; SA Burn; SQ damage reduction 10/+1; AL N; SV Fort +5, Ref +11, Will +2; Str 14, Dex 21, Con 16, Int 6, Wis 11, Cha 11

Skills and Feats: Listen +11, Spot +11; Dodge, Improved Init. Weapon Finesse (slam)

SA-Burn (Ex): Those hit by a fire elemental‘s slam attack must succeed at a Reflex save or catch fire. The flame burns for 1d4 rounds. The save DC varies with the elemental’s size. A burning creature can take a move-equivalent action to put out the flame.

The Fire Elemental will attack the last person on the stones trying to trap them on the rocks. 

Fire Wall

As you look ahead, the saying “out of the frying pan, and into the fire” comes to mind. There, standing in front of you, is a wall of blue-green fire covering the entire passage. And you see no fuel source.

This wall is of magical nature, called the Fire of Truth.

Fire of Truth

Any person that walks through the fire will take no damage but will reveal to all who watches everything about that character, true race, alignment, and magic they carry. But anybody who tries to run through or use magic will receive 3d6 damage (no save) and finds him or herself in front of the fire. (Note- this is a natural magical effect. To try to dispel this would need a Greater Dispel cast at 12th level. The spell Nondetection will work DC 25.)

· Knowledge Arcane (DC 20) will allow the character to know what the wall of fire is.

Hot Room 

You now know where the source of the lava is coming from. The lava is pouring out of a small crater in the ground. There are stone walkways over the lava in this room. Through the waves of heat you see a hut made of fire. In the center of the hut, on a pedestal of fire is a gem of red and yellow.  But this room is even hotter than the rest, and breathing is even difficult.

· Fort (DC 30) while in this room (1d6) per minute in addition a PC must make a save every 5 minutes (DC 15 +1 per previous check) or sustain 1d4 subdued damage.

· Wilderness Lore (DC 25) will reduce the damage by half.

Once someone has the gem, makes a will save (DC 30). If succeed the gem will jump back to its alter.  If he/she fails read them the following.

You watch as fire consumes the individual; the fire turns red then white. And finally, you watch as the individual consumes the fire.

 The player character finds that he/she has a +5 to all fire saves, and hands of flames 3/times a day (fire 1d6 damage A.K.A. flaming weapon). 

LIGHT PATH (Appendix: Map.11)

As you enter this room all you see is very bright light that is blinding.

· Will (DC 15) to adjust eyes. (1d6 rounds of blindness)

 The light in this room is magically reading alignment and deals damage accordingly every time they enter (as shone below).  No saves!   (If the party happens to enter the Dark Path room before the Light Path room, then use the Dark Path room damage table as a healing table.  For example, a LG character would receive 8d6 HP, not exceeding their max. HP.  This can also be used to resurrect dead characters, with GM discretion.)

LG -no damage

NG - d6 damage

CG - 2d6 damage

LN - 3d6 damage

N - 4d6 damage

CN - 5d6 damage

LE - 6d6 damage

NE - 7d6 damage

CE - 8d6 damage

 As your eyes adjust, you notice that this room seems endless and the only thing in the room is a large beautiful flying snake. “Welcome noble adventurers” you hear in your head “ Have you came to release me of my vow?”

This is a Couatl.  He will greet the party.  If the party is nominally good, he will give the party the Gem of Light; if they are evil he will fight them to the death. (Role-playing note- The Couatl is not really here for a fight, but more to see if the party is worthy.  To test this, he poses the Just Man Quandary.  The first question:  “Define for me a just man.”  The second question, adapted according to the definition provided, is “Then let us suppose that a just man sees a ravening murderer about to slay an innocent child.  The only way to prevent this crime is to slay the murderer.  What does the just man do?”  This is right out of Plato, so you get the idea.  Turn the logical thumbscrews on the PCs, twisting their logic around this quandary until either they can no longer wriggle out or you cannot come up with a good counter.)

Couatl Large Outsider AL LG; CR 10; HD 9d8+18 (58 hp); Init. +7; Spd 20 ft., fly 60 ft. (good); AC 15; Melee Bite +12 (1d3+6 and poison); FR 5 ft. by 5 ft. (coiled)/5 ft.; SA Spells, psionics, poison, constrict (2d8+6); SQ Telepathy, ethereal jaunt: SV Fort +8, Ref +9, Will +10; Str 18, Dex 16, Con 14, Int 17, Wis 19, Cha 17


Skills and Feats: Concentration +14, Knowledge (any three) +8, Listen +16, Search +15, Sense Motive +16, Spellcraft +15, Spot +16, Tumble +15; Dodge, Improved Initiative, Still Spell

Spells: A couatl casts spells as a 9th-level sorcerer, except that it does not need material components. It can also cast spells from the cleric list and from the Air, Good, and Law domains as arcane spells.

SA-Psionics (Su): At will: detect chaos, detect evil, detect good, detect law, detect thoughts, invisibility, plane shift, and polymorph self. These abilities are as the spells cast by a 9th-level sorcerer (save DC 13 + spell level).

Poison (Ex): Bite, Fortitude save (DC 16); initial damage 2d4 temporary Strength, secondary damage 4d4 temporary Strength.

SA-Constrict (Ex): A couatl deals 2d8+6 points of damage with a successful grapple check against Huge or smaller creatures. Often, a couatl uses a stilled and quickened spell against other opponents while constricting a foe.

SQ-Telepathy (Su): A couatl can communicate telepathically with any creature within 90 feet that has an Intelligence score of at least 1. The creature can respond to the couatl if it wishes-no common language is needed.

SQ-Ethereal Jaunt (Su): This works like the spell as cast by a 16th-level sorcerer.

Once the couatl gives the party the gem. The character makes a will save (DC 30). If succeed the gem will jump back to the floor. If he/she fails read then the following.

“I hope that this will help you.” The couatl says calmly. As you watch the gem consumes your adventuring friend in a ball of light, and then absorb all the light in the room, until you all are standing in the dark. “Thank you.  I may now leave.  Good luck to you all.”  Then the Couatl leaves.

The holder has the ability to do Magic Circle Against Evil once a day, and a +4 to all search checks.

DARK PATH (Appendix: Map.11)

Never in your life have you witnessed perfect darkness. No matter what you try you cannot see. 

 There is no light here, and any light source used here will only be ¼ effective; all sight is reduced by ½.  This darkness is magical, reading alignment and will deal damage accordingly each time a character enters the room. No saves

CE - no damage

NE -1d6 damage

LE -2d6 damage

CN -3d6 damage

N   -4d6 damage

LN -5d6 damage

CG -6d6 damage

NG -7d6 damage

LG -8d6 damage

After a while you start to hear heavy breathing, then a voice so vile it sends shivers down your back. “ You-will-release-me-now!” is his first words “ I-will-destroy-you-and-all-you-know!”

  This is a Balor, which is chained up.  He will try to get the player characters to let him go.  Just touching the lock on the chain will be enough to release him.  If the party barters for his freedom, he will trade the Gem of Darkness.  He will fight anyone.  He is evil, after all. 

· Diplomacy (DC 15) will persuade the demon to release the gem for his freedom. Even if he gives his word he we take a parting shot at a character.

· Search  (DC 20) to find the lock, a Listen synergy can help in locating the rattling of the chain. 

Note- The demon was summoned to this room.  If released, he will automatically return were he came from (after taking his parting shot). If the party decides to fight him while he still chained up, he will be hampered by the chains, thus at a -4 to all melee attacks.  

Balor Large Outsider AL CE; CR 18 (CR 13 in chains); HP 13d8+52 (110 hp); Init +5 (+4 in chains); Spd 40 ft., fly 90 ft. (good) (20 ft. in chains, and cannot fly); AC 30 (24 in chains); Melee +1 vorpal great sword +18/+13/+8, whip +17; or 2 slams +19 (+1 vorpal great sword 2d6+8, whip 1d4+3 and entangle, slam 1d6+7 and fear); SA Spell like abilities, fear, entangle, body flames, summon tanar’ri; SQ Damage reduction 30/+3, SR 28, tanar’ri qualities, death throes; SV Fort +12, Ref +9, Will +13; Str 25, Dex 13, Con 19, Int 20, Wis 20, Cha 16

Skills and Feats: Bluff +18, Concentration +19, Diplomacy +17, Hide +13, Knowledge (any one) +13, Listen +28, Move Silently +13, Scry +21, Search +20, Sense Motive +20, Spellcraft +21, Spot +29; Ambidexterity, Cleave, Improved Initiative, Two-Weapon Fighting

Spell-Like Abilities: (Note- the chains will not allow him to use his spells) At will-blasphemy, deeper darkness, desecrate, detect good, detect law, fear, greater dispelling, pyrotechnics, read magic, suggestion, symbol (any), telekinesis, teleport without error (self plus 50 pounds of objects only), tongues (self only) unhallow, unholy aura, unholy blight, and wall of fire; 1/day-firestorm and implosion. These abilities are as the spells cast by a 20th-level sorcerer (save DC 13 + spell level).

SA-Fear (Su): any creature hit by the slam attack must succeed at a Will save (DC 19) or flee in terror for 1d6 rounds.

SA-Entangle (Ex): the whip entangles foes much like an attack with a net.  The whip has a maximum range of 40 feet, with a range increment of 10 feet, and 20 hit points (see Core Book I for net details); on any hit, the target and the balor immediately make opposed Strength checks; if the balor wins, it drags the target against its flaming body, remaining there until it escapes the whip.

SA-Body Flames (Su):  balor can wreathe its body in roaring flames as a free action; anyone grappling with it takes 4d6 fire damage each round.

SA-Vorpal Sword (Su):  balor’s vorpal sword also has the ability to Detect Good as cast by a 12th-level sorcerer, with a range of 30 feet.

SA-Summon Tanar’ri (Sp): (Note- no help will come till he is released and then it’s too late.)  Once per day a balor can automatically summon 4d10 dretches, 1d4 hezrous, or one nalfeshnee, glabrezu, marilith, or balor.

SQ-Detect Magic and See Invisibility (Su):  continuously detect magic and see invisibility as the spells cast by 20th-level sorcerer.

SQ-Death Throes (Ex):  when killed, a balor explodes in a blinding flash of light that deals 50 points of damage to everything within 100 feet (Reflex half DC 20)

SQ-Tanar’ri Qualities:  immune to poison and electricity, cold, fire, and acid resistance 20; telepathy with any creature within 100 feet that has a language.

If the demon is forced to fight he will grab one character and hold him down threatening the party to release or he will kill the character he has in his hands by immolation.

Once the party has the gem, the character makes a will save (DC 30). If succeed the gem will jump back to the floor. If he/she fails read them the following.

The dark gem encloses your friend in a cloud of darkness.  After what seems like eternity, you watch all the darkness of the room evaporate into the person.

The player character receives a  +5 to hide and shadow jump (3 x a day).

Back in the Janus Room 

Back in the main room, once all the gems have been found, all the player characters have to do is place the gems in the crystal holes in the center stone and the portal will open.  (See Janus Room.) 

Once the party has fulfilled the requirements to open the portal, read the following.

 You watch as a small ball of energy is formed.  Then all of a sudden, bolts of electricity shoot out, hitting the walls. As the portal grows bigger and bigger, high winds start blowing and balls of fire and ice explode everywhere. It looks like you will have to make a run for the portal as it reaches the ground.

· Fort (DC 12) to push your way through or be struggling another round 

· Reflex (DC 12) for every round to not to be hit with any random element (2d6).

Another Place (Appendix: Map.12)

The Other Side

The portal opens up to a small pocket dimension. 

You find yourself standing on a large clear floor that is floating in space. This large space gives you the felling as if you on some sort of gigantic game board. The whole place is illuminated. Hovering about 20 ft. of the floor is a massive stone statue with a sword made of fire in one hand, and a sword made of ice in the other. You see what looks to be a very clear stone in it forehead and a dark stone in its chest.
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 The floor space is 300 ft. by 75 ft. (the size of a football field).  All falling off the floor will find they falling towards that same floor, 100 ft. above (10d6 damage).  Standing on the other side is an Elemental Golem (see Appendix: New Monsters), made out of all the elements. The Golem is the work of the Elemental Masters, the final defense of their treasure. 

· Fort (DC 14) to get your space legs or -1 to all rolls for just not feeling 100%

Golem of the Elements (Large)*NEW* CR 20; AL N; HP 20d10 (110 hp); Init - 1; Spd 30 ft., Fly 20 ft. (poor); AC 26; Melee +18 sword of fire (1+12+10 +1d6 fire), +18 sword of ice (2d6 +10 +1d6 cold), or 2 Slam +18 (Slam 2d10+10); FR 5 ft. by 5 ft./10 ft.; SA Spell like abilities; SQ construct, elemental heal, damage reduction 20/+1; SV Fort +10, Ref +11, Will +6; Str 29, Dex 8, Con -, Int -, Wis 11, Cha 1

Elemental Heal: all attacks that are elemental in nature heal instead of harm.

Spell like abilities Searing light 3d8 once a day

Darkness of pain cone effect 2d8 damage once a day

The Swords are part of the Golem’s construction; once destroyed, so are the swords.
After the golem has been destroyed the PC can search the golem for items.

· Search (DC 15) will reveal an opening in the back of the Golem. Inside will be the following items.

All items can be found listed in full in Appendix: New Magic Items.

A set of full plate made of mithral (Armor of Light). A very dark cloak (Cloak of Darkness). A set of gauntlets so big it looks like it was made for a giant (Gauntlets of Earth).  A set of bracers so light, yet strong (Bracers of Air).  A Falchion sword with waves etched into the blade (Falchion of Water).  A red and gold set ring (Ring of Fire).

Conclusions 

· From here the party could go back to the village of Five Apples. If the party allowed the gnoll Sawaa to escape she will have found reinforcements and attack the Village.

·  If she is alive and the party does not make it back then she will have slaughtered the whole village.

· If they have stopped her, and have raided the stronghold successfully, they can return to celebrate their good fortunes and wait for the next adventure to happen.

·  Or you could use this to get the party to other planes for further adventures, like having the portal dumping them on a random elemental plane.

· If the party released the dragons, one of them could return to help or hinder the party.

· DMD as to whether or not the stones provide temporary or permanent abilities.
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