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Summary of Conversion:  

A copy of the original White Plume Mountain adventure is absolutely necessary to use this document. Hopefully WotC will include this classic dungeon in their free download program; but if not the reader is encouraged to seek it out in stores that sell used game products, out of print books, or even on E-bay.
This module has been converted to 3rd Edition Dungeons and Dragons and is intended to be appropriate for a party of 4 9th level characters. Many of the encounters have the potential to be quite challenging and dangerous, and the DM may wish to allow the party to withdraw from the dungeon and rest as needed rather than try to tackle it all in one foray. A slightly higher level group will still find the dungeon challenging, although characters of 12th or higher level will probably be able to waltz through with little difficulty. The DM may wish to adjust the encounters accordingly. Conversely, a group of 8th level or less is likely to have considerable difficulty in White Plume Mountain, unless they number 5 or more, and even then the DMs discretion is advised. 
All monsters, NPCs and magic items have been converted to 3rd Edition D&D rules. The three magic weapons that are the focus of this adventure have been altered slightly to make them conform, as much as possible, to 3rd Edition rules, although all three are special cases and thus have special abilities. 
One NPC lost two levels to make him conform to the intended challenge level of the adventure, and got a less silly sounding name (Sir Bluto became Sir Ghy.) One 1st Edition monster was converted to a 3rd Edition NPC (Ctenmiir the Vampire.) One other NPC (Snarla) was changed from a Wizard to a Sorceress. Although there were no Sorcerers in 1st Edition AD&D, Snarla was described as such in the flavor text for the encounter, hence I felt the change made sense. After converting her to a Sorcerer, the Werewolf template was applied. 
Finally, when the initial conversion was done, the Monster Manual was not available. Thus Qesnef the Ogre-Mage was converted over as an 8th level Ogre Wizard rather than as an Ogre Mage. Now that the Monster Manual is available, the DM can easily replace this version of Qesnef with a 3rd Edition Ogre-Mage, but the original version was preserved here as it made for an interesting and challenging encounter in the playtest.
All magic items included as treasure or equipment for NPCs are identified and, if necessary, detailed in this document. All monetary treasure is left unchanged from the original and not detailed here; it is up to the individual DM to decide if the listed treasure is too much, too little or about correct for his campaign. Most of the encounters are designed to have an Encounter Level of 9, although one is a 10 (Qesnef) and several are somewhat lower. 
Full stat blocks are provided for all NPCs with class levels and for three new monsters: Huge Crabs, Giant Crayfish and  Kelpies. Every keyed encounter that involves potential combatants includes a simple graphic to help the DM keep track of the monster's hit points. 

Changes from the Original: A few traps and puzzles were slightly altered or added to take full advantage of the new skill rules and to provide fresh challenges for any players that may have played the original adventure under 1st edition rules. All of these changes are clearly noted as "Optional Change" in the text. These may be easily disregarded and/or ignored by anyone wishing to conform to the letter of the original adventure. The Wandering Monster rules have also been altered from the original somewhat to fit the theme of the dungeon better and to reflect 3rd Edition standards. 

General Notes:

Water Filled Areas: Many parts of the dungeon are flooded, and require a few simple rules to reflect this:

·	All Move Silent checks have a –2 circumstance penalty to the roll. Listen skill rolls have a DC of 5 if the target is not making any particular effort to move quietly.
·	Movement rates are one step lower, i.e. a base move of 40' becomes 30', 30' becomes 20', 20' becomes 15' and 15' becomes 10'
·	Characters running or taking a double move in combat must make a Reflex save at DC 12 (Hustling) or DC 14 (Running) or slip on the mud and fall. Rising from a prone position is a move-equivalent action.
·	Characters running out of combat must make a Reflex save at DC 12 or slip and fall.
·	Characters running or hustling may not attempt a Move Silent  skill roll.
·	All Jump checks are at a –4 circumstance penalty.

Note that all of the above rules apply only in those parts of the dungeon that are flooded, as per the original adventure.

A note about drowning: Several areas of the dungeon present a possible (or even probable) drowning hazard. Although the DMG provides fairly complete rules for drowning, the possibility of more-or-less instant death is a real one. As an optional rule, consider the following:

Reviving drowned characters: Characters with at least 5 ranks in Heal may attempt a Heal check at a DC of 25 to revive a character who has drowned. The check can be attempted only once and must be attempted within 1 minute of drowning. On a successful check, the victim is revived and takes 2d6 points of subdual damage; if the check fails the victim cannot be revived and is dead.

Doors: The entire dungeon is very damp. Consequently, the doors are swollen and many are stuck. A STR check at DC 16 will be required to open any door; this is full-round action. Outside of combat, the DM may wish to simply remark that the doors are difficult to open rather than require the players to roll repeatedly, since at a DC of 16 anyone will eventually get it open, but in combat anyone wishing to open a door should be required to roll.



Wandering Monsters: There is a %10 chance of a random encounter every hour spent within the dungeon, or any time the PCs make enough noise to attract attention, such as if they set off the trap in area 26 or demolish the turnstile at area 6. In the event of an encounter, roll on the following table to determine exactly which of Keraptis' forces have found the party. All of Keraptis' minions are either summoned and bound or highly loyal. Summoned creatures cannot be persuaded to turn against him; they have no will in the matter. 

In the event of a random encounter, roll 1d6:

1.	EL 6: 1d3+3 Ogres
2.	EL 7: 1 Invisible Stalker
3.	EL 7: 4 Hell Hounds
4.	EL 5: 1d3+9 Goblins plus 3rd level leader
5.	EL 7: 1 Ghast and 2-5 Ghouls
6.	EL 5: 1d2+4 Bugbears

The DM will have to determine encounter distance, surprise, etc. normally, bearing in mind the rules for water-filled areas of the dungeon if applicable.

Keyed Encounter Areas:

1. Entrance

No Change

2. Gynoshpinx:

Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOO

Optional change: The Gynosphinx will be present each and every time the party enters the dungeon, with a new wall of force blocking the way, unless she has been slain. She will pose a new riddle every time. If the party manages to answer all six of her riddles, she will depart, her terms of service to Keraptis having been fulfilled.

Additional Riddles: 

I have six faces, and twenty-one eyes, 
But in every direction I am utterly blind (a die)

An iron horse with a flaxen tail. 
The longer the horse runs, 
the shorter his tail becomes.  (Needle and thread)

Thousands lay up gold within this house, but no man made it. 
Spears past counting guard this house, but no man wards it. (Beehive)

Four brothers together in the world were born. One runs and never tires, one eats and is never full, one drinks and is always thirsty, the last sings a song that is never good. 
 (Water, Fire, Earth, Wind)

A Dragon with one wing and forty feet sheds its scales on the sand. (A barbarian longship unloads a group of raiders on the beach)

3. Green Slime

As the slime is underwater, it is difficult to detect until it starts dealing damage. Spot check DC 35 to notice the Slime before stepping in it. See Green Slime, DMG page 117 

4. Room of Globes

1. Shadow Hit Points:
Shadow 1: OOOOOOOOOO OOOOOOOOO
Shadow 2: OOOOOOOOOO OOOOOOOOOO
Shadow 3: OOOOOOOOOO OOOOOOOOOO O

2. Potion of Heroism

3. Large Air Elemental Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO 

4. 1 Wand of Fly, Caster Level 7th, 4 charges

5. No change

6. Grey Ooze Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOO

7. Wand of Sleep, Caster Level 7th, 3 charges

8. Ring &  correct key: The Ring will speak via telepathy to every member of the party: "Wait! Before you touch me, listen. I will be bound to the first person to place me on his finger, and cannot henceforth be removed without losing all my power! I will grant you many boons, including the ability to fly, become invisible and move at lightning speed. I will shield you from harm and can read and interpret many languages, and it is even within my power to grant a single Wish, but I cannot leave this room save one of you wear me on your finger. Every year, I will draw from you a token of your power to fuel my abilities, but together we will be unstoppable! Which of you will claim me?"

The ring is a fake, as described in the original adventure, I merely changed the wording of its speech to remove the numerous game rules references.

9. No change

5.  5 Flesh Golems

Golem Hit Points:

Number 1: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO
Number 2: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO
Number 3: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO
Number 4: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO
Number 5: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO

Optional Change:

The Golems are lined up along the north wall in this order: 5,4,1,2,3. A plaque on the wall reads: 

"We are in our proper order, and yet not quite, you may exchange but two of us to set things right. Choose properly and carefully and one will serve you well; choose hastily or easily and we'll send you straight to hell."

The players must indicate which two golems should be switched to put them in the proper order. The trick here is not to choose the obvious solution (hence the bit about "choose hastily or easily") which would be to switch golems number 1 and 3 to put them in descending order. The correct solution is to switch golems number 2 and 3, which will place them in alphabetical order. (Five, Four, One, Three, Two.) If the players solve the riddle correctly, golem number 1 will serve whoever orders the change. It will serve while that character remains in the dungeon, with the normal chances to go berserk. Once that character leaves the dungeon, the golem's service will end and it will return to this area and stand motionless, awaiting Keraptis' further instructions. If the party give the wrong solution, all five golems will attack. At any rate, the players must give some answer before golem number 1 will move (either to serve them or attack them) from its position blocking the exit.

6. Turnstile

Turnstile: Hardness 10, HP 40, Break DC 25

7. Disks o' Doom

Characters must succeed in a jump of 8 feet to leap onto the first disk (Standing Jump DC 20, Running Jump DC 13; for running jumps remember to adjust for the character's movement rate, and characters in heavy armor may not attempt a running jump), and a Reflex Save at DC 12 to hold on to the slippery disk and chain. Once they have leaped onto the first disk, it will be possible  to leap from disk to disk by swinging Tarzan-like from the chain. To start the disk swinging is a full-round action, to swing from one disk to the next is a full-round action that requires a Reflex Save at DC 15 to succeed. Failure means the character can try again next round (they never let go of the chain they were already holding) while failure by 5 or more means a fall into the boiling mud below. A generous DM might allow another Reflex save at a DC of 25 or so to grab a disk before falling. A character who succeeds at each roll could conceivably cross the chamber in this way in 20 rounds (2 minutes.) Due to the danger of erupting geysers, it is not possible to take 10 on any of these rolls.
Of course, the geysers will erupt as per the schedule in the original module while all this is going on. To hold onto a disk next to an erupting geyser requires a STR check, DC 12; for each disk farther away from the Geyser, add +1 to the STR check roll. Damage from erupting geysers is as stated, with a Reflex Save at DC 15 for ½ damage. Since the entire room fills with live steam when the geysers erupt, a rogue's evasion ability will not function for purposes of this reflex save. Anyone falling into the boiling mud takes 10d6 heat damage per round until they are extricated or perish.

8. Vampire Lair

Treat the Darkness effect on Ctenmiir's lair as the 2nd level Sorcerer spell of the same name, except that it is permanent and Ctenmiir is unaffected by it (he can see normally.) The 2nd level Sorcerer spell Daylight will not dispell the Darkness effect as it normally would, but it will suppress it for the duration of the Daylight spell.

Ctenmiir the Vampire hit points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOO 

Tactics: Ctenmiir will be aware of the party's approach. He will cast Shield and Magic Weapon followed by Blur on himself, and wait for them to enter. At his first opportunity, he will attempt to Dominate a party member. If this fails, he takes advantage of the room's permanent Greater Darkness to attack from surprise, first using his Slam attack to weaken his opponent, followed by his bastardsword for the kill. If his Dominate attempt succeeds, he will instruct that character to aid him and then press his attack against the remaining members of the party.

Note for the DM: This can be an exceptionally difficult encounter if played correctly. If Ctenmiir manages to Dominate even a single party member, it can quickly become a very deadly encounter. Play Ctenmiir intelligently, making sure to take full use of his abilities, but also bear in mind that he need not fight to the death to defend his coffin – Keraptis has extras hidden away. If sorely pressed, do not hesitate to have Ctenmiir flee, possibly by assuming Gaseous Form. In such an event, consider having him turn up later to harass the party when they least expect or need the extra attention. 

Opiotnal Change: In a niche in the floor underneath Ctenmiir's coffin is a long, iron box with mithral bands, sealed with a mithral padlock. The lock can be picked but is trapped  with a poison needle that will inject the would-be lock picker with a solution of Brown Mold spores if not disarmed. The lock and box are of masterwork quality and worth 500 G.P. if not broken.

Lock: Hardness 15, Hit Points 15, Break DC 26. Pick Locks DC 25
Trap: Spot DC 25, Disarm Device DC 25, Reflex Save at DC 20 to avoid, otherwise Brown Mold spores will be injected into the victim, causing 3d6 subdual cold damage per minute until at least 5 H.P. of cold damage is applied to the area infected (probably the hands.) If the victim is rendered unconscious, the spores will do 3d6 normal damage and 1 point permanent Dex damage per minute as the mold begins to grow, until the victim is killed by the expanding mold. Slow Poison and Remove Poison spells have no effect on the mold spores, but a Remove Disease will kill them and prevent any further damage. Characters may attempt an Alchemy (DC 25), Knowledge: Plants (DC 20) or Wilderness Lore (DC 25) check to discern the true nature of the spores.

See Brown Mold in the DMG, page 117, for full information on Brown Mold.

Inside the chest:
Whelm: LN Goblinoid Bane Warhammer +3; AC -; Hardness 15, Hit Points 18
Int 15, Wis 11, Chr 18, Ego 18
Whelm can communicate via speech. It speaks Common, Dwarvish and Goblin
Detects gold and gems within 60'
Detects Goblins within 60'
3x/day, by striking Whelm on a stone or packed earth floor, the wielder can cast Shout as an 8th Level Sorcerer, Save DC 16.
Special Purpose: Kill all trolls, giants and goblinoids. Whelm will agree to function on behalf of anyone who agrees to use its powers to fight against trolls, giants, goblins, orcs, hobgoblins and bugbears whenever possible. It prefers to be borne by a Dwarf, and if one is present in the party it may refuse to function fully for any other character.
Special Power: Can be thrown as if it had the "Throwing" and "Returning" attributes, with a range increment of 30'
The bearer develops a severe case of agoraphobia, and suffers –2 competence penalties to all attack, skill and saving throw rolls while out-of-doors.

Besides Whelm, the chest contains:
Potion of Detect Thoughts, Potion of Haste, three scrolls: Arcane Magic Mouth, Arcane Dispel Magic, Divine Summon Monster III

9. Drain wheel: 1 hour 40 minutes to drain the water from the flooded portion of the dungeon. If the water is drained, the check penalties to Move Silent will no long apply and all movement rates will be normal; however, the chance to slip and fall on the mud for characters trying to run or hustle will persist for another 24 hours while the mud dries out.

10. Kelpie Lair: A Spot Check at DC of 30 will enable a character to notice something odd about the floor in this area; otherwise unless they are actively probing the floor ahead with a pole of some sort the first character in the marching order will fall off the edge of the walkway and into the deeper part of the room. If the party is marching in close file into the room, the second character may also fall in, Reflex save at DC 15 to avoid this. See appropriate sections on swimming & drowning in the PHB  (page 74, Swimming and 105, Donning Armor) and  DMG (page 85, The Drowning Rule)

Kelpie Hit Points:
Kelpie 1: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OO
Kelpie 2: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOO

11. Spinning Cylinder: Any character attempting to walk through the cylinder must make a Balance check at DC 35 or fall prone. A Tumble check at DC 20 will enable a character to slide through and emerge standing (a "popup" slide) as a full round action; anyone who gets a running start and is able to jump at least 10' into the cylinder (a Jump check at DC 15) will slide through and emerge prone. Anyone failing the Balance, Tumble or Jump check will be prone in the middle of the cylinder. A Balance or Tumbling check against a DC of 15 will enable them to move 5' as a full-round action toward either end.

12. Burket and Snarla

Tactics: As stated. The flaming oil will do damage as stated. Once the oil is burned off (or if clever characters think to burn it off themselves) it will no longer be possible to slide through the cylinder. Once the oil is gone, a Balance check at DC 20 will enable a character to walk through the cylinder at half speed, while a Balance check at DC 10 will enable a character prone in the cylinder to make 5' of progress towards either end.

Burket's Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OO
Snarla's Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOO

Once she has been warned of the approach of hostile characters, Snarla will spring into action, first casting Haste on herself, followed by Displacement on Burket and Mirror Image and Shield on herself. She will aid him in combat with her other spells as best she can. If he is slain or they are hard pressed, she will attempt to change into her hybrid form and join the attack. Although nominally loyal to Kerpatis, if Burket is slain and she is in dire straights, she will try to bargain with the party for her life, although she knows only the details listed in the original adventure.

13. Snarla's Inner Sanctum: As described. Stinking Cloud save DC: 15

14. Airlock: As described

15. The Boiling Bubble

The Membrane: The Membrane has Hardness 0, Hit Points 3. Anyone puncturing the membrane must take a Reflex Save at DC 15 to avoid being scalded for 1d6 damage by the jet of boiling water that spurts from the hole. Piercing missile weapons will deal a maximum of 3 damage to the membrane and then pass through it into the lake; ignore damage above 3 points from a single arrow or crossbow bolt. Any blow from a slashing or hand-held piercing weapon doing more than 10 damage will necessitate Reflex Save at DC  20 to avoid being soaked in boiling water for 5d6 damage. Blunt weapons cannot damage the membrane. Once the membrane has taken 20 total points of damage from any source, it will being to shudder and eventually collapse in 1d4+1 minutes. Anyone still in the room when the membrane collapses will be subject to drowning and will take 10d6 damage per round from the boiling water.

16. The Source of the Plume: As described

17. Lair of the Crab

The Crab
Huge Crab Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOO

Tactics: Characters fighting the Giant Crab who are within reach of the membrane have a chance to damage it during combat. A Wisdom check at DC 10 (or DC 5 if they have already damaged the membrane) will enable characters to realize this if they do not think of it. To avoid getting scalded, the characters will need to fight cautiously. Those with Large slashing or piercing weapons must take a –4 penalty on "To Hit" rolls. Characters fighting with Medium, or Small weapons only need take a –2 to avoid hitting the membrane, those fighting with Tiny weapons need to take a -1. Otherwise, any "To Hit" by a character within reach of the membrane that misses will have a chance of striking the membrane instead. Roll a second "To Hit" and if this roll is also a miss, the membrane has been struck – deal damage normally. Characters fighting with piercing missile weapons will automatically cause a puncture on any "To Hit" roll that misses by 5 or more, regardless of how close to the membrane they are. Keep careful track of the total damage dealt to the membrane as per the rules for collapsing it above.

Once the Crab has grappled a target, it will hold them near the membrane to improve their chances of slashing it open and being scalded. A grappled character being held near or even pressed against the membrane will need to make a Reflex Save DC 15 to attack the crab at all without damaging the membrane. The Crab can continue to hold his grappled target in this fashion and still attack with its other claw normally. Note that the Crab is nearly immune to heat damage thanks to his magic item and could easily survive complete immersion in the boiling lake, at least for a while.

Optional Change: The treasure is contained in a trapped chest as described here:

In the back of the Crab's lair is a long, organic looking, somewhat clam-shaped chest made entirely of extruded mother-of-pearl from what must be the world's largest oyster. A lock literally grown from coral seals the chest. The chest and lock are of masterwork quality and are worth 3000 G.P. intact. The lock is not trapped, but the chest is.

Lock: Hardness 5, Hit Points 5, Break DC 15, Pick Locks DC 30 (the lock is very alien in construction)

Trap: It is not possible to detect the trap without being able to crack the lid of the chest at least slightly. In order to do so, the lock must be dealt with. It can be broken easily, which will cause the chest to pop open and trigger the trap, or picked with some difficulty. If the lock is picked, a Search check to locate the tripwire that triggers the trap is possible without fully opening the chest, but if the chest is opened without disarming the trap, it will trigger automatically.

Trap Spot DC 21, Disable Device DC 21. Atk: missile +10, damage 1d6+6. If triggered, the trap will fire a special broad-headed crossbow bolt directly upwards. If a character is standing over the chest they may be struck, otherwise the bolt with hit the membrane automatically. The crossbow bolt has a special slicing head that will inflict full damage to the membrane with all attendant effects, spraying boiling water on anyone in front of the chest and possible triggering the collapse of the membrane depending on how much total damage it has taken.

The chest contains:

Wave: N +3 all-metal trident, AC:-, Hardness 15, HP 18, Damage 1d8, critical 20/x2. 
Int 14, Wis 15, Chr 20, Ego 23

Wave can communicate via speech and telepathy in Common, Aquan and Merman, and has the following powers:

·	Acts as a trident of Warning 
·	Acts as a  Trident of Fish Command
·	Acts as a Cube of Force with 12 charges per day
·	Detects water in a 60' radius
·	Wielder is affected by continuous Water Breathing spell 
·	Wielder gains a +10 competency bonus to Swim Checks. 

Special Purpose: Slay all who will not convert to the worship of Procan 
Special Power: Any time a threat is scored with Wave, the weapon dehydrates its target for an additional 4d8 damage regardless of rather a critical is scored or not. Undead, Constructs and Elemental creatures other than Water are immune to this effect.

Wave will speak  with the first person to pick it up, explaining its powers and abilities. It will also demand that the wielder convert to the worship of Procan and actively seek to convert others or none of the weapon's powers will function. Wave will consider anyone who refuses to convert as an enemy of the sea, and will actively seek to harm them if it is able. Any character who agrees to convert must also make every attempt to convert other party members to the worship of the sea god. If Wave detects any duplicity or deception (and remember that it is telepathic) on the part of the wielder, it may refuse to function.

Caster Level 18th, Value 105,000 GP. Wave is a minor artifact.

Other treasure: Ring of Darkvision (anyone wearing the ring gains Darkvision as per the 2nd level Sorcerer spell, Prerequisites: Forge Ring, Darkvision, caster level 12. Cost 12,000), a Stone of Good Luck and a Wand of Ice Storm, Caster Level 8, with 17 charges.

18. Pit Trap: A Spot Check at DC of 35 will enable a character to notice something odd about the floor in this area; otherwise the first character in the marching order will fall into the pit and be subject to drowning. If the party is marching in close file down the hall, the second character may also fall in, Reflex save at DC 15 to avoid this. See appropriate sections on swimming & drowning in the PHB  (page 74, Swimming and 105, Donning Armor) and  DMG (page 85, The Drowning Rule)

19. Induction Field: As written. Resist Elements, Protection from Elements and Endure Elements  will work against the damage as normal.

20. Ghoulish Ambush: Special: these Ghouls wear special amulets that grant them Turn Protection of +3

Ghoul Hit Points: 
Ghoul 1: OOOOOOOOOO OOO
Ghoul 2: OOOOOOOOOO OOO
Ghoul 3: OOOOOOOOOO OOO
Ghoul 4: OOOOOOOOOO OOOO
Ghoul 5: OOOOOOOOOO OOOO
Ghoul 6: OOOOOOOOOO OOOOO
Ghoul 7: OOOOOOOOOO OOOOOO
Ghoul 8: OOOOOOOOOO OOOOOO

21. Stairs: As described.

22. The Frictionless Room: As described. A fall into the pits deals 2d6 damage, 1d6 from the fall and 1d6 from the rusty blades at the bottom. Anyone damaged by the razors must make a Fortitude save at DC 15 or contract a form of super-tetanus. Characters who fail take one point of Con damage immediately, and must save every minute or take another point of Con damage. This continues until the character makes two consecutive saves, dies, or has a Remove Disease spell cast on him. Lost Con returns at the rate of 1 point per day once the disease is halted.

23. The Curious Stream: The stream flows at a speed of 80' per round. To swim the stream requires a Swim check at DC 20 to avoid being knocked roughly against the tunnel walls for 1d6 subdual damage per round. Once a swimmer emerges into the far room, an additional Swim check at DC 20 is required to keep from falling right through the stream onto the floor. Anyone attempting to stand in the stream must succeed at a Strength Check at DC24 each round or be knocked off their feet.

24. Sir Ghy sans Pite: As described, aside from changing the name to Sir Ghy (Guy) instead of Sir Bluto. Characters travelling through the tunnels may attempts a Spot check at DC 25 to notice Sir Ghy's men before they emerge into the room; otherwise the poised bandits will gain an automatic Surprise Round at the start of the combat. Sir Ghy's thugs operate in pairs, and will use their nets to ensnare anyone riding in the kayaks from area 24. Anyone ensnared will be pulled from the stream and fall prone onto the floor. Sir Ghy himself will move to attack the first player able to free himself from the nets and fight normally. See the PHB page 102 for notes on using nets in combat, and page 132 for information on attacking a prone target.

Sir Ghy 's Hit Points:OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOO

Thugs' Hit Points:
Thug 1: OOOOOOOOOO OOOOOOOOOO O
Thug 2: OOOOOOOOOO OOOOOOOOOO O
Thug 3: OOOOOOOOOO OOOOOOOOOO OO
Thug 4: OOOOOOOOOO OOOOOOOOOO OO
Thug 5: OOOOOOOOOO OOOOOOOOOO OO
Thug 6: OOOOOOOOOO OOOOOOOOOO OO
Thug 7: OOOOOOOOOO OOOOOOOOOO OOO
Thug 8: OOOOOOOOOO OOOOOOOOOO OOOOO

25. Secret Doors: As described

26. Inverted Ziggurat: Glass Walls: AC 10, Hardness 5, 8 HP, Break DC 24. The magical glass of these walls takes no damage from piercing weapons and only half damage from slashing weapons.

Large Crayfish Hit Points:
Crayfish 1: OOOOOOOOOO OOOOOOOOOO 
Crayfish 2: OOOOOOOOOO OOOOOOOOOO OO
Crayfish 3: OOOOOOOOOO OOOOOOOOOO OO
Crayfish 4: OOOOOOOOOO OOOOOOOOOO OO
Crayfish 5: OOOOOOOOOO OOOOOOOOOO OO
Crayfish 6: OOOOOOOOOO OOOOOOOOOO OOOO

Monstrous Scorpion Hit Points:
Scorpion 1: OOOOOOOOOO OOOOOOOOOO OOOOO
Scorpion 2: OOOOOOOOOO OOOOOOOOOO OOOOOO
Scorpion 3: OOOOOOOOOO OOOOOOOOOO OOOOOO
Scorpion 4: OOOOOOOOOO OOOOOOOOOO OOOOOOOO
Scorpion 5: OOOOOOOOOO OOOOOOOOOO OOOOOOOO
Scorpion 6: OOOOOOOOOO OOOOOOOOOO OOOOOOOOO

Sea Lion Hit Points:
Sea Lion 1: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO
Sea Lion 2: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OO
Sea Lion 3: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OO 
Sea Lion 4: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOO

Maticore Hit Points:
Manticore 1: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOO
Manticore 2: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOO
Manticore 3: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOO

Trapped Safe: Spot DC 25, Disarm DC 25. If the trap is not disarmed, it triggers a vibration device that will shatter the glass walls in 1-6 minutes. It will take three hours for the water to drain out of the grates in area 26, or only 20 minutes to drain through the large grate in front of the door to area 27 if the players manage to eliminate the  Wall of Force as described in the original adventure. 

27. Lair of Qesnef

Qesnef's Hit Points: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOO

Tactics: Qesnef will have been alerted to the approach of the party by a Magic Mouth and/or the sound of breaking glass and draining water from area 26. He will cast as many spells as possible on himself before the party arrives. At minimum, he will get off 2 spells if warned by the Magic Mouth, more if the party spends a lot of time searching for traps, etc. outside the room, or as many as he wants if warned by the destruction of the glass walls in area 26. The spells he will cast, in order, are:

·	Invisibility from his scroll, on himself.
·	Protection from Missiles on himself.
·	Spider Climb on himself.
·	Mirror Image on himself.

He will then position himself on the 20' high ceiling of the room and wait for the party to enter. He will wait, Invisible, until the characters are examining his treasure or otherwise grouped closely together, then he will cast his Web spell prepared with the Silent Spell feat and attempt to ensnare as many of the characters as possible. At this point he will become visible, but only a character who thinks to look up toward the ceiling will spot him. After casting his Web, he will drop to the floor, attempting to land on one of the un-ensnared party members. Treat this as a bull rush attack, but if it is successful, the defender will be knocked prone in the same square as Qesnef and take 2d6 damage; apply ½ the damage taken to Qesnef as well. The Ogre will then proceed to attack with Blackrazor. If he is spotted before dropping from the ceiling, roll initiative as normal, otherwise his first attack will take place during a Surprise Round, after which the combat will proceed as normal. If possible, Qesnef will deal with any un-ensnared individuals first, and use his Burning Hands spell on anyone still trapped in the Web (Total of 10d4 damage).  Once his Mirror Images are gone he will Shield himself, or possibly attempt to cast his Invisibility and Web spells again if he is hard pressed. He will be loath to use his Fireball scroll in this room, as he does not wish to trash the comfortable and lavishly appointed lair that Keraptis has provided for him here, but he will use it as a last resort.

Treasure: Qesnef himself is wielding Blackrazor; the other gear is stashed under one of the throw pillows in the place in an unlocked, untrapped coffer, with the full plate armor alongside.

Blackrazor. CN +3 Bastard Sword of Life Stealing, AC -, Hardness 15, Hit Points 18
Intelligence: 17, Charisma: 16, Wisdom: 12, Ego: 21
Blackrazor can communicate via Speech and telepathy, and speaks Common, plus up to 3 more spoken by its current wielder, which the sword learns telepathically
Minor Powers: Haste, 10/rounds, wielder only, 1/day
Detect Living Creatures (Souls) 60' radius, at will
SR 30 against Sleep and Charm effects
Life Stealing: On a critical hit, Blackrazor bestows one negative level on the target and the swords wielder gains 1d6 temporary hit points. These points last for 24 hours.
Special Purpose: Slay All
Special Power: On a killing blow, the Sword's wielder gains a number of d6 temporary hit points equal to the victim's hit dice; these temporary hit points stack with those gained via the swords Life Stealing ability, if any, and last for 1 minute per hit die of the slain victim. This power functions only if Blackrazor strikes the killing blow.
However, if the sword so much as strikes an Undead or other Negative Energy creature, it works in reverse, bestowing one negative level on the sword's wielder and granting 1d6 temporary hit points to the undead struck. 24 hours later, the wielder must make a Will save against a DC equal to Blackrazor's current ego or the level loss becomes permanent. This will happen every time Blackrazor strikes an undead or other negative-plane creature. Note that Blackrazor exists only to feed on the souls of the living; it cares little where those souls come from and may well keep this little fact to itself.
For every three days that pass without Blackrazor striking a killing blow or scoring a critical hit in combat, the sword's ego increases by 1 until it can compel its wielder to seek out and slay a human or humanoid creature. Once the sword has been "fed" in this manner its Ego drops back to 21. Although the sword seeks to slay all living things it encounters, it is intelligent and cunning enough to realize that its current wielder will need help to escape from White Plume Mountain, and it will not make an effort to force her to kill the other party members. Once Blackrazor realizes that the party intend to return it to Greyhawk, however, it will become increasingly difficult to deal with, and will constantly make all sorts of outlandish promises to whoever is bearing it, in an attempt to avoid being returned to the vault of its true owner.

Caster Level: 18th, Market Price: 105,000 GP; Blackrazor is a Minor Artifact.

Other treasure: Potion of Cure Moderate Wounds (2d8+6) Divine Scroll of Protection from Evil, Plate Mail of Attraction

The Big Finale: Play this as written, although the addition of two additional efreet will likely make this encounter a bit too difficult, but read the Tactics section below.

Effreet Hit Points:

Nix: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOO
Nox: OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOOOOOOO OOOOO

Tactics: Nix and Nox will use their Wall of Fire (2d6+18 damage to pass through, persists for 18 rounds) abilities to block off two of the passages leading back into the dungeon, leaving only the route the PCs came from open. Nix will then move to engage the PC group, while Nox will create a Persistent Image of two more Efreet, Box and Cox, behind the party. While Nix is engaging the PCs, Nox will cause the image of Box and Cox to appear to create two more Walls of Fire (actually just part of the Persistent Image) sealing off the other two hallways, then he too will engage. They will use their Invisibility and Gaseous Form powers if need be to escape.


NPC Stats :

Stat blocks for creatures contained in the Monster Manual are not reproduced here. Only Stat Blocks for specific named NPCs, the 3rd Level Goblin Leader from the Wandering Monster table, and creatures new to this conversion are included.

Goblin Leader: CR 3; SZ S (humanoid) HD 1d8+3d10; HP 23; Init +5 (+1 Dex, +4 Improved Initiative); Spd 30; AC 16 (+1 Size, +1 Dex, +4 Mail Shirt); Atk: Morningstar +4; Javelin +4; Damage 1d8 Morningstar or 1d6 Javelin; Face 5ft x 5ft; Reach 5ft; SA None; SQ Darkvision 60ft; SV Fort +3 Ref +4 Will +1; Str 11, Dex 13, Con 11, Int 10, Wis 11, Cha 10; AL NE; Skills Hide+7, Listen +3, Move Silently +7, Spot +3, Climb +4, Swim +4; Feats Alertness, Weapon Focus: Morningstar, Expertise, Improved Initiative

Ctenmiir the Vampire: CR 9; Male Human Ftr 3, Sor 4 Vampire. SZ M (humanoid); HD 7d12; HP 49; Init +8 (+4 Dex, +4 Improved Initiative); Spd 30; AC 21 (+4 Dex, +6 Natural, +1 Cloak of Deflection); Atk: Bastard Sword +14 (1d10+3, 19/x2) Slam +9 (1d6+3); Face 5ft x 5ft, Reach 5ft; SA Vampire abilities, Spells; SQ Undead; SV Fort +4, Ref +8, Will +6; Str 20, Dex 18, Con - , Int 13, Wis 13, Cha 19; AL LE; Skills: Bluff +12, Hide +12, Listen +11, Move Silently +12, Search +9, Sense Motive +9, Spot +11, Swim +11, Climb +11, Spellcraft +8, Scry +8, Concentration +9; Feats: Alertness, Combat Reflexes, Lightning Reflexes, Dodge, Improved Initiative, Exotic Proficiency: Bastard Sword, Weapon Focus: Bastard Sword, Combat Casting, Mobility

Special Abilities:
·	Domination (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 take a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed at a Will save or fall instantly under the vampire’s influence as though by a dominate person spell cast by a 12th-level sorcerer. The ability has a range of 30 feet. 
·	Energy Drain (Su): Living creatures hit by a vampire’s slam attack suffer 2 negative levels. 
·	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, inflicting 1d4 points of permanent Constitution drain each round the pin is maintained. 
·	Children of the Night (Su): Vampires command the lesser creatures of the world and once a day can call forth a pack of 4d8 dire rats, a swarm of 10d10 bats, or a pack of 3d6 wolves as a standard action. These creatures arrive in 2d6 rounds and serve the vampire for up to 1 hour. 
·	Create Spawn (Su): A humanoid or monstrous humanoid slain by a vampire’s energy drain attack rises as a vampire spawn (see the "Vampire Spawn" entry in the Monster Manual) 1d4 days after burial. If the vampire instead drains the victim’s Constitution to 0 or less, the victim returns as a spawn if it had 4 or fewer 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 death. 

Save for Vampire Special Abilities: 18

Special Qualities:
·	Undead (Su): Immune to poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, and mind-influencing effects (charms, compulsions, phantasms, and morale effects). Not subject to critical hits, subdual damage, ability damage, ability drain, or energy drain. Immune to anything requiring a Fortitude save (unless it affects objects). Make Concentration skill checks using Charisma modifier. 
·	Damage Reduction (Su): A vampire’s undead body is tough, giving the creature damage reduction 15/+1. 
·	Turn Resistance (Ex): A vampire has +4 turn resistance. 
·	Resistance (Ex): A vampire has cold and electricity resistance 20. 
·	Gaseous Form (Su): As a standard action, a vampire can assume gaseous form at will, as the spell cast by a 5th-level sorcerer, but can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability. 
·	Spider Climb (Ex): A vampire can climb sheer surfaces as though with a spider climb spell. 
·	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 self spell cast by a 12th-level sorcerer, except that the vampire can assume only one of the forms listed here. It can remain in that form until it assumes another or until the next sunrise. 
·	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, a vampire automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. Once at rest in its coffin, it regains 1 hit point after 1 hour, then resumes healing at the rate of 5 hit points a round. 

Spells per day: 6/7/4

Spells Known: 

Cantrips: Daze, Detect Magic, Flare, Light, Resistance, Mage Hand
1st Level: Shield, True Strike, Magic Weapon
2nd Level: Blur

Equipment: 
+1 Cloak of Deflection, Masterwork Bastard Sword, Spell Component Pouch

Kelpies: SZ M (plant); HD 5d8, HP 23,25; Init +0; Spd 30', Swim 40'; AC 17 (+7 Natural); Atk: +3 Unarmed (1d3 subdual); Face: 5ft x 5ft, Reach 5ft; SA: Charm; SQ Plant, Fire Resistance; SV Fort +6, Ref +1, Will +3; Str 8, Dex 11, Con 11, Int 12, Wis 11, Cha 11; AL NE; Skills Spot +3, Search +4, Hide +3*
Special Abilities: Once per day the Kelpie can cast a powerful Sympathy effect on herself as the 8th level Sorcerer spell. This will cause the first male humanoid who sees her to perceive her as an irresistibly beautiful and desirable woman, and he will attempt to reach and hold the Kelpie as quickly as possible, to the point of entering her watery lair and drowning – thus allowing the Kelpie to feed. The subject can avoid the compulsion with a Will save at DC 19 as per the Sympathy spell. Females of all races are immune to this effect.
Special Qualities: Plant. Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and polymorphing. Not subject to critical hits.
*Kelpies gain a +8 racial bonus to Hide checks made while in the water.

Burket: CR 4 Human Ftr 4 SZ M (humanoid) HD 4d10+4; HP 32; Init +1; Spd 20; AC 21 (+1 Dex, +8 Full Plate, +2 Large Shield); Atk Melee +9 (+4 base, +3 STR, +1 MW Longsword, +1 Weapon Focus); Damage 1d8+5, 19-20/x2; Face 5ft x 5ft; Reach 5ft; SA None; SQ None; SV Fort +5 Ref +2 Will +4; Str 17, Dex 12, Con 13, Int 10, Wis 12, Cha 11; AL NE; Skills Listen +3; Spot +6, Climb +5, Swim -6, Feats: Alertness, Weapon Focus: Longsword, Weapon Specialization: Longsword; Dodge; Mobility; Iron Will
Equipment: MW Full Plate, MW Large Wooden Shield, MW Longsword, Potion of Cure Serious Wounds (3d8+7), Composite shortbow, 10 arrows. 

Burket's arrows have been specially treated with a mixture of quick-lighting pitch, enabling him to use them to ignite the oil in the spinning cylinder at area 11.

Snarla: CR 9 Female Human Sorceror 7th / Werewolf; SZ M (humanoid); HD 7d4+7+3; HP 28; Init +2, +8 as wolf or hybrid; Spd 30ft., 50ft. as wolf or hybrid; AC 14 (+2 Natural, +2 Dex), 18 (+4 natural, +4 Dex) as wolf or hybrid; Atk Melee +3 (Shortspear 1d8-1); Missile +7 (Light Crossbow 1d8), bite +8 melee (damage 1d6) as wolf or hybrid; Face/Reach 5ft. x 5 ft./5ft.; SA Spells, Lycanthropy; SQ Spells, damage reduction 15/silver as wolf or hybrid; SV Fort +8, +10 as wolf or hybrid, Ref +5, +7 as wolf or hybrid, Will +11; Str 8, 10 as wolf or hybrid, Dex 14, 18 as wolf or hybrid, Con 13, 17 as wolf or hybrid, Int 10, Wis 12, Chr 17; Skills Concentration +8, +10 as wolf or hybrid, Spellcraft +7, Control Shape +7, Listen +7, +11 as wolf or hybrid, Spot +7, +11 as wolf or hybrid, Search +6, +9 as wolf or hybrid; Feats: Toughness, Heighten Spell, Empower Spell, Combat Casting. As wolf or hybrid: Blind Fight, Improved Inititative, Weapon Finesse (Bite)
Equipment: Robes, Shortspear, Light Crossbow, 10 bolts, Wand of Magic Missile (Caster Level 5th, 12 charges)

Spells per Day: 6/7/7/5

Spells Known: 
Cantrips: Resistence, Daze, Detect Magic, Mending, Open/Close, Flare, Arcane Mark
1st Level: Magic Missile, Shield, Ray of Enfeeblement, Shocking Grasp
2nd Level: Stinking Cloud, Tasha's Hideous Laughter, Mirror Image
3rd Level: Displacement, Haste

Special Attacks: 

·	Lycanthropic Empathy. Snarla can communicate and empathise with normal and dire wolves, and gains a +4 racial bonus to checks to influence the animals attitude and allows the communicaiton of simple (one word) concepts.

·	Curse of Lycanthropy: Any humaoind hit by Snarla's bite attack while she is in wolf form must succeed at a Fortitude Save (DC 15) or contract Lycanthropy. See the Monster Manual, page 217, for complete details on the Lycanthrope template.

·	Trip: A werewolf that hits with a bite attack can attempt to trip the opponent as a free action that does not provoke an attack of opportunity. I the attempt fails, the opponents cannot react to trip the werewolf. Note that Snarla must be in her hybrid or wolf form to bite.

Special Qualities:

·	Alternate Form: Snarla can attempt a Control Shape check to change into either her hybrid form or into a wolf. The DC for the attempt is normally 15, or 10 if the DM determines that the encounter takes place during the full moon. Snarla's stat block above contains information regarding the changes she undergoes in her hybrid or wolf form. In her hybrid form, Snarla is still able to cast spells normally; as a wolf she cannot speak and has no fingers or hand, and thus is unable to cast spells requiring  verbal or somatic components. 

·	Damage Reduction: Snarla has damage reduction of 15/silver in her wolf or hybrid form.

Giant Crab: CR 9; Huge Beast; HD 18d10+36; HP 125; Init –1; Spd 30, Swim 40; AC 21 (-2 Size, -1 Dex, +14 Natural); Atk: 2 Claws +22 melee (-2 Size, +15 Base, +8 STR, +1 Weapon Focus); Damage 3d6+8 x2 Claws; Face 10 ft x 10 ft; Reach 10 ft; SA Improved Grapple; see below; SQ Immune to Enchantment (Compulsion) Spells and Effects; Ignore first 30 points/ fire damage/round; SV Fort +6, Ref +8, Will +4; Str 26, Dex 8, Con 15, Int 3, Wis 10, Cha  6; AL N. Skills Swim +15, Spot +9. Feats: Alertness, Power Attack, Weapon Focus: Claw

SA: Improved Grapple: In Combat, the Giant Crab will attempt to Grapple with one claw. Any hit by a claw attack allows the crab to start a grapple against the victim as a free action that does not provoke an attack of opportunity. If successful, the Crab will crush the grappled victim every turn for its normal damage and continue to attack normally with the other claw. 

SQ: The Crab is wearing an enormous piece of magical jewelry that renders it immune to all Compulsion type effects, such as Charm Monster, and also acts as a Major Ring of Elemental Resistence: Fire. This item is keyed specially to this monster and will not function for anyone else, although it may have some value to a collector or Wizard interested in studying it.

Sir Ghy sans Pite: Human Ftr 8 SZ M (humanoid) HD 8d10+16; HP 63; Init +0; Spd 20; AC 22 (+9 Half-plate +2, +3 Large Shield +1); Atk +14/+9 (+8 base, +4 STR, +1 MW Longsword, +1 Weapon Focus); Damage 1d8+6, 17-20/x2; Face 5ft x 5ft; Reach 5ft; SA None; SQ None; SV Fort +8 Ref +2 Will +3; Str 18, Dex 11, Con 14, Int 10, Wis 12, Cha 16; AL NE; Skills Spot +3, Climb +8, Swim +4, Jump +20; Feats Alertness, Weapon Focus: Longsword, Weapon Specialization: Longsword, Improved Critical: Longsword, Power Attack, Cleave, Iron Will, Skill Focus: Jumping
Equipment: Half-Plate +2, Large Wooden Shield +1, Boots of Striding, MW Longsword

Sir Ghy's Thugs: Human War 2 SZ M (humanoid) HD 2d10; HP 11,11,12,12,12,12,13,15; Init +0; Spd 20; AC 16 (+6 Banded Mail) Atk +4 melee (Shortsword 1d6+1) +2 Net (Special); face/reach 5ft. x 5ft./5ft; SA None; SQ None; SV Fort +3 Ref +0 Will -1; Str 13, Dex 11, Con 11, Int 10, Wis 9, Cha 10; AL NE; Skills Spot +2, Climb +6, Swim +0; Feats Exotic Proficiency: Net, Weapon Focus: shortsword
Equipment: Banded mail, shortsword, net

Large Crayfish: Large Animals; HD 4d8+4 ; HP 20,22,22,22,22,24 ; Init 0; Spd 15 Swim 30; AC 16 (-1 Size, +7 Natural); Atks +5 melee, damage 1d6+2 x2 claws; face/reach 5ftx10ft/10ft; SA: None SQ: None AL N; SV Fort +5 Ref +1 Will +1; Str 15 Dex 11 Con 13 Int 3 Wis 11 Chr 3; Skills Spot + 4; Feats: None 

Qesnef the Ogre-Mage: CR 10, Male Ogre Wizard 8th Size L (giant) HD 4d8+8+8d4+16; HP 66 Init –1 (Dex) Spd 30; AC 16 (-1 Size, -1 Dex, +6 Natural, +3 Hide; see Tactics below); Atk Blackrazor +15/+10 (-1 Size, +5 STR, +7 base, +1 Weapon Focus, +3 Blackrazor); Damage Blackrazor 1d10+8, 19/x2, Face 5ft x 5ft; Reach 10ft; SA Spells; SQ None; SV Fort +8 Ref +2 Will +7; Str 21, Dex 8, Con 15, Int 14, Wis 10, Cha 7; AL NE; Skills Spot +11, Climb +3, Listen +11, Spellcraft +11, Concentration +11; Feats: Martial Proficiency: Bastardword, Weapon Focus: Bastardsword, Scribe Scroll, Silent Spell, Empower Spell

Spells Prepared: Save DC, where appropriate, is 12 + spell level

Cantrips  Daze, Flare, Detect Magic, Light
1st Level:  Spider Climb, Shield, True Strike x2, Feather Fall
2nd Level: Protection from Arrows,  Invisibility x2, Web, Mirror Image
3rd Level: Empowered Burning Hands, Silent Web, Vampiric Touch
4th Level: Empowered Melf's Acid Arrow, Confusion

Equipment: Blackrazor, Scroll of Fireball at 8th level, Scroll of Invisibility at 6th Level, Scroll of Dispel Magic at 8th level. Spellbook containing spells listed above plus: Magic Missile, Magic Mouth, Fireball, Dimension Door

 



