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Using This Product

Unlike typical "adventures," this product 
is designed to be used by a GM who has 
already designed a plot, NPCs, and a big, 
bad, boss creature. Unlike typical "maps," 
this product is designed to be used with very 
little preparation. In addition to the layout of a 
dungeon, this product includes traps, hazards, 
creatures, and treasure.

Each Dungeon Dive product is also adaptable 
to a wide range of power levels, and each 
encounter area contains a section with 
information targeted toward low, medium and 
high-level parties. The Target Level for each 
option is as follows:

•	 Low: 12th

•	 Medium: 16th

•	 High: 20th

As you read through the product, simply refer 
to the power level appropriate to your party. 
Most entries stand alone, but, to save space, 
some entries refer to other power levels within 
the same encounter. For example, a high level 
entry may refer to the medium entry, with 
instructions to increase the number of creatures 
or hazards in order to bring the encounter up to 
the proper challenge level.

Additionally, DCs for certain skill checks may 
have multiple values, for example (Search DC 
20/25/30). This should be read as the DCs for 
Low/Medium/High level parties.

For easy reference, the full stat blocks for 
traps, hazards, and creatures are included 
directly in the description of each Encounter 
Area.

Running the Dungeon

The storm detailed below is both a chaotic 
environment where air elementals and air-
aligned creatures have taken up residence, and 
a fortified sanctuary for an NPC known as the 
Lord of the Storm.

The Lord of the Storm

The NPC known as the Lord of the Storm can 
take many forms. It might be an advanced 
storm giant, an ancient blue or white dragon, 
an elementalist wizard, or an ultra-powerful 
djinn.

Cloud 1: The Outer Storm

The outer storm is an environment inhospitable 
to most creatures. It is filled with high winds, 
environmental hazards, and nasty creatures. 
In general, it is a non-reactive environment. 
Each Encounter Area is separated by a great 
distance, and the creatures in each area are 
unlikely to pursue the PCs into other areas.

Cloud 2: The Inner Storm

The inner storm marks the beginning of the 
Lord of the Storm's fortified environment. 
It is surrounded by a minefield, guarded by 
archers, and protected by a wall of air cannons 
and elemental ropers. If the PCs manage 
to penetrate those defenses, the Lord of the 
Storm's captain of the guard will rouse her 
gargoyle troops, and send them after the PCs. 
At this point, the scenario becomes reactive. 
The remaining defenses will be aware of the 
PCs presence, and will move to intercept.

Cloud 3: The Eye

If the PCs manage to defeat all of the perimeter 
defenses, the Lord of the Storm will retreat to 
his quarters in the center of the eye, and will 
rely on his remaining troops and environmental 
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hazards to whittle down the PCs. He will 
use this time to prepare for their arrival by 
buffing, preparing his quarters, summoning 
reinforcement, or fleeing, depending on his 
temperament.

The Storm

The Storm itself is a vast thunderhead that rises 
12 miles high and stretches 30 miles long. The 
air itself quivers and vibrates in the presence of 
the storm; thunderclaps fill the air and lighting 
flickers and flashes within the cloud.

High Winds
In various areas within the storm, the 
characters may encounter high winds. Flying 
in high winds can be difficult and dangerous.

Wind Speed

Wind speed is normally expressed in miles per 
hour. The speed expressed in feet per round 
is approximately ten times this number. A 
character flying in high winds also suffers a 
modifier to movement of one tenth the wind 
speed. Effectively, this means that the wind 
speed modifier, in feet per round, is equal 
to the wind speed when expressed in miles 
per hour. For example, a 10 MPH wind is 
equivalent to 100 feet per round, and has a 
wind speed modifier of 10.

A flying character applies the wind speed 
modifier to his movement rate, which may 
increase or decrease his effective movement 
rate each round (see the following section 
for details). However, maneuvering in these 
conditions can be dangerous. If the wind 
speed modifier exceeds the character's natural 
movement rate, he must make a Balance check 
(DC 10 plus the wind speed modifier), or be 
knocked prone (and thus must take a standard 
action to right himself). A character with 

perfect or good maneuverability gains a +4 
stability bonus to this check.

If the character concentrates solely on flying 
(either by forgoing any other actions, by 
making a double move, or by utilizing the 
run action), he gains a bonus to the Balance 
check equal to his fly speed. For example, if 
the character has a fly speed of 60, and does 
nothing but fly, he gains a +60 to his Balance 
check.

Direction

If a character travels in the direction of the 
wind, he adds the wind speed modifier to his 
overall movement rate. If he travels against 
the wind, he subtracts it from his overall 
movement rate. If he moves perpendicular to 
the wind, he maintains his forward momentum, 
but he also drifts in the direction of the wind a 
distance equal to the wind speed modifier.

If the character moves at a 45 degree angle 
to the wind, then he applies half of the wind 
speed modifier to his forward momentum 
(either as a bonus or penalty, depending on the 
direction of travel) and also suffers a drift of 
half the wind speed modifier, in the direction 
of the wind.

As mentioned in the previous section, if the 
wind speed penalty surpasses the character's 
base flying speed, he must make a Balance 
check or be knocked prone. A prone character 
is at the mercy of the wind, and, until he rights 
himself, he is automatically carried in the 
direction of the wind at the indicated wind 
speed modifier.
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Cloud �: The Outer Storm

The Outer Storm is an environment of extreme 
weather: hurricane-force winds, blasts of hail, 
and bolts of lightning. The swirling winds hold 
aloft debris, creating pockets of semi-stable 
ground. Here, various creatures who thrive in 
this sort of chaotic environment have taken up 
residence.

Creatures passing through the outer storm are 
subject to extremes of shifting wind speeds. 
At any point during the following encounters, 
these charts can be used to create a random 
wind speed and direction.

Table: Random Wind Speed Modifier
d8 MPH/

Modifier
Ranged 
Weapon 
Penalty

1 0 –
2 10 –
3 20 –
4 30 -2
5 50 -4
6 80 Impossible
7 100 Impossible
8 150 Impossible

Table: Random Wind Direction
d10 Direction
1 N
2 NE
3 E
4 SE
5 S
6 SW
7 W
8 NW
9 Up
10 Down

In addition to the dangers posed by shifting 

winds, PCs must deal with the hazards 
posed by reduced visibility. For each of the 
encounters in The Outer Storm, either choose 
a condition, or randomly determine one using 
the following table.

Table: Random Visibility
d4 Condition Effects
1 Fog Obscures all sight, 

including darkvision, 
beyond 5 feet. Creatures 
5 feet away have 
concealment (attacks by or 
against them have a 20% 
miss chance).

2 Rain Visibility range reduced 
by 1/2. -4 to Listen, Spot, 
Search.

3 Debris Visibility range reduced 
by 3/4. -8 to Listen, Spot, 
Search.

4 Clear No effect.

The PCs will pass through some or all of the 
following encounters while moving from 
the outside, though the outer storm, to the 
inner storm. The creatures of the Outer Storm 
will not attack the Lord of the Storm or her 
entourage; thus, her route through this area 
avoids all of the environmental hazards, and is 
marked on the map.

1. Arrowhawk Nest (EL 11/15/19)
A tangle of broken trees hurtles directly 
toward you from out of the roiling 
clouds. The trunks and branches of oaks, 
pines, and maples have been jammed 
together to form what looks like a 
gigantic nest. Lightning dances between 
the branches, jumping from leaf to leaf, 
and arcing from trunk to trunk.

The arrowhawks that live in the giant nest 
are extremely territorial and always hungry. 
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They'll attack the PCs as soon as they become 
aware of them, hoping to eat them, and, if that 
fails, to drive them away. Their primary mode 
of attack is an electricity ray, fired from the 
tail, and they'll take full advantage of the cover 
provided by the 100 ft. by 100 ft. nest.
•	 Low: Arrowhawk, Elder (2) CR 9

N Large outsider (air, extraplanar)
Init +5; Senses darkvision 60 ft., Listen +23, 

Spot +23
Languages Auran
AC 22, touch 14, flat-footed 17; Dodge
hp 127 (17 HD)
Immune acid, electricity, poison
Resist cold 10, fire 10
Fort +13, Ref +15, Will +11
Spd fly 60 ft. (perfect) (12 squares)
Melee bite +23 (2d6+9)
Ranged electricity ray +21 ranged touch (2d8)
Space 10 ft.; Reach 5 ft.
Base Atk +17; Grp +27
Atk Options Blind Fight, Combat Reflexes, 

Flyby Attack
Abilities Str 22, Dex 21, Con 16, Int 10, Wis 

13, Cha 13
Feats Alertness, Blind Fight, Combat Reflexes, 

Dodge, Flyby Attack, Weapon Finesse, 
Weapon Focus (bite)B

Skills Diplomacy +3, Escape Artist +25, 
Knowledge (the planes) +22, Listen +23, 
Move Silently +25, Search +19, Sense 
Motive +20, Spot +23, Survival +21 (+23 
following tracks, +23 Plane of Air), Use 
Rope +5 (+7 involving bindings)

Possessions none
Electricity Ray (Su): An arrowhawk can fire 

this ray once per round, with a range of 50 
feet.

•	 Medium: Arrowhawk, Elder (2) CR 13
N Gargantuan outsider (air, extraplanar)
Init +8; Senses darkvision 60 ft., Listen +29, 

Spot +29
Languages Auran
AC 25, touch 10, flat-footed 21; Dodge
hp 287 (25 HD)
Immune acid, electricity, poison
Resist cold 10, fire 10
Fort +21, Ref +18, Will +17
Spd fly 60 ft. (perfect) (12 squares)
Melee bite +35 (6d6+17)
Ranged electricity ray +25 ranged touch (4d8)

Space 20 ft.; Reach 15 ft.
Base Atk +25; Grp +51
Atk Options Blind Fight, Combat Reflexes, 

Flyby Attack
Abilities Str 38, Dex 19, Con 24, Int 10, Wis 

13, Cha 13
Feats Alertness, Blind Fight, Combat Reflexes, 

Dodge, Flyby Attack, Improved Initiative, 
Improved Natural Attack (bite), Iron Will, 
Weapon Finesse, Weapon Focus (bite)B

Skills Diplomacy +9, Escape Artist +31, 
Knowledge (the planes) +28, Listen +29, 
Move Silently +31, Search +29, Sense 
Motive +26, Spot +29, Survival +27 (+29 
following tracks, +29 Plane of Air), Use 
Rope +11 (+13 involving bindings)

Possessions none
Electricity Ray (Su): An arrowhawk can fire 

this ray once per round, with a range of 50 
feet.

•	 High: Arrowhawk, Elder (2) CR 17
N Gargantuan outsider (air, extraplanar)
Init +8; Senses darkvision 60 ft., Listen +36, 

Spot +36
Languages Auran
AC 25, touch 10, flat-footed 21; Dodge
hp 368 (32 HD)
Immune acid, electricity, poison
Resist cold 10, fire 10
Fort +25, Ref +22, Will +21
Spd fly 60 ft. (perfect) (12 squares)
Melee bite +42 (6d6+17)
Ranged 2 electricity rays +33 ranged touch 

(6d8)
Space 20 ft.; Reach 15 ft.
Base Atk +32; Grp +58
Atk Options Blind Fight, Combat Reflexes, 

Flyby Attack
Abilities Str 38, Dex 19, Con 24, Int 10, Wis 

13, Cha 13
Feats Alertness, Blind Fight, Combat Reflexes, 

Dodge, Flyby Attack, Improved Initiative, 
Improved Natural Attack (bite), Improved 
Natural Attack (electricity ray), Iron Will, 
Weapon Finesse, Weapon Focus (bite)B, 
Weapon Focus (electricity ray)

Skills Diplomacy +14, Escape Artist +36, 
Knowledge (the planes) +33, Listen +36, 
Move Silently +36, Search +36, Sense 
Motive +31, Spot +36, Survival +32 (+34 
following tracks, +34 Plane of Air), Use 
Rope +16 (+18 involving bindings)

Possessions none
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Electricity Ray (Su): An arrowhawk can fire 
this ray once per round, with a range of 
50 feet. As a full action, it can fire the ray 
twice.

2. Lightning Bolt (EL 10/14/18)
The hair stands up on the back of your 
neck, and you can feel your skin crawl 
and tingle as the air vibrates. A blinding 
flash and a thundering boom erupt in 
front of you, leaving the overpowering 
scent of ozone lingering in the air.

Bolts of lightning streak through this area, 
burning and electrocuting any creature that 
passes through. Characters may make a Reflex 
save (DC 14/18/22) to take half damage from 
each of 4 lightning bolts. The damage each bolt 
deals is dependant on the Target Level of the 
encounter:

•	 Low: The lightning deals 10d6 points of 
electrical damage (CR 6).

•	 Medium: The lightning deals 18d6 points 
of electrical damage (CR 10).

•	 High: The lightning deals 26d6 points of 
electrical damage (CR 14).

3. Whittling Wind (EL 10/14/18)
The howl of the wind is accompanied by 
an eerie, high-pitched whine. Tiny shards 
of ice slice through the air, causing the 
clouds to shimmer and dance, even as the 
temperature plummets to below freezing.

Gusts of sleet sweep through this area, slashing 
and freezing any creature that passes through. 
Characters may make a Fortitude save (DC 
16/20/24) to take half damage from each of 
the 8 gusts of sleet. The damage each gust 
deals is dependant on the Target Level of the 
encounter:

•	 Low: The sleet deals 3d6 points of slashing 
damage and 3d6 points of cold damage 
(CR 4).

•	 Medium: The sleet deals 7d6 points of 
slashing damage and 7d6 points of cold 
damage (CR 8).

•	 High: The sleet deals 11d6 points of 
slashing damage and 11d6 points of cold 
damage (CR 12).

4. Belker Clutch (EL 10/14/18)
The clouds thicken, turning from a hazy 
mist to a foul smoke. The scent of charred 
wood, like a thousand campfires, assaults 
the nose.

This area is filled with multiple belker 
clutches, the exact number depending on the 
Target Level of the encounter. Each clutch will 
attack the PCs as they approach - beginning 
the fight with their Smoke Claws power. In 
this smoky, cloudy environment, the belker's 
receive an extra +4 to any Hide or Move 
Silently check.
•	 Low: Belker (4) CR 6

NE Large elemental (air, extraplanar)
Init +5; Senses darkvision 60 ft., Listen +7, 

Spot +7
Languages Auran
AC 22, touch 14, flat-footed 17
hp 38 (7 HD)
Immune poison, sleep effects, paralysis, 

stunning, critical hits, flanking
Fort +3, Ref +10, Will +2
Spd 30 ft. (6 squares), fly 50 ft. (perfect) (10 

squares)
Melee 2 wings +9 (1d6+2) and bite +4 (1d4+1) 

and 2 claws +4 (1d3+1)
Space 10 ft.; Reach 10 ft.
Base Atk +5; Grp +11
Special Atk smoke claws
Abilities Str 14, Dex 21, Con 13, Int 6, Wis 11, 

Cha 11
SQ elemental traits, smoke form
Feats Alertness, Multiattack, Weapon Finesse
Skills Listen +7, Move Silently +9, Spot +7
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Possessions none
Smoke Claws (Ex): A belker in smoke form 

(see below) can engulf opponents by 
moving on top of them. It fills the air around 
one Medium or smaller opponent without 
provoking an attack of opportunity. The 
target must succeed on a DC 14 Fortitude 
save or inhale part of the creature. The 
save DC is Constitution-based. Smoke 
inside the victim solidifies into a claw and 
begins to rip at the surrounding organs, 
dealing 3d4 points of damage per round. 
An affected creature can attempt another 
Fortitude save each subsequent round to 
cough out the semivaporous menace.

Smoke Form (Su): Most of the time a belker is 
more or less solid, but at will it can assume 
smoke form. It can switch forms once per 
round as a free action and can spend up to 
20 rounds per day in smoke form. A belker 
in smoke form can fly at a speed of 50 feet 
(perfect). The ability is otherwise similar to 
a gaseous form spell (caster level 7th).

Skills: Belkers have a +4 racial bonus on 
Move Silently checks.

•	 Medium: Belker (8) CR 8
NE Huge elemental (air, extraplanar)
Init +8; Senses darkvision 60 ft., Listen +10, 

Spot +11
Languages Auran
AC 23, touch 12, flat-footed 19
hp 128 (17 HD)
Immune poison, sleep effects, paralysis, 

stunning, critical hits, flanking
Fort +8, Ref +14, Will +5
Spd 30 ft. (6 squares), fly 50 ft. (perfect) (10 

squares)
Melee 2 wings +17 (2d6+6) and bite +12 

(1d6+3) and 2 claws +12 (1d4+3)
Space 15 ft.; Reach 15 ft.
Base Atk +12; Grp +26
Special Atk smoke claws
Abilities Str 22, Dex 19, Con 17, Int 6, Wis 11, 

Cha 11
SQ elemental traits, smoke form
Feats Alertness, Improved Initiative, Improved 

Natural Attack (wing), Iron Will, Multiattack, 
Weapon Finesse

Skills Listen +10, Move Silently +12, Spot +11
Possessions none
Smoke Claws (Ex): A belker in smoke form 

(see below) can engulf opponents by 
moving on top of them. It fills the air around 

one Medium or smaller opponent without 
provoking an attack of opportunity. The 
target must succeed on a DC 16 Fortitude 
save or inhale part of the creature. The 
save DC is Constitution-based. Smoke 
inside the victim solidifies into a claw and 
begins to rip at the surrounding organs, 
dealing 3d4 points of damage per round. 
An affected creature can attempt another 
Fortitude save each subsequent round to 
cough out the semivaporous menace.

Smoke Form (Su): Most of the time a belker is 
more or less solid, but at will it can assume 
smoke form. It can switch forms once per 
round as a free action and can spend up to 
20 rounds per day in smoke form. A belker 
in smoke form can fly at a speed of 50 feet 
(perfect). The ability is otherwise similar to 
a gaseous form spell (caster level 7th).

Skills: Belkers have a +4 racial bonus on 
Move Silently checks.

•	 High: Belker (32) CR 8
Use the statistics presented for the Medium 
option, but increase the number of belkers 
from 8 to 32.

5. Blue Dracolisk Perch (EL 12/16/20)
The clouds part to reveal a giant, blue-
scaled, reptilian figure perched on top of 
a giant boulder. Trailing in the wake of 
the figure are dozens of smaller rocks and 
stones, tossed and tumbled by the wind.

The rocks and stones trailing the dracolisk are 
various birds and other creatures that it has 
turned to stone with its gaze. A Spot check (DC 
20 plus visibility penalties) will reveal their 
true nature.

As dracolisks are very territorial and not 
terribly bright, it will attack the PCs on sight. 
The dracolisk attacks first with its breath 
weapon and gaze attack. After this, it attacks 
with its bite and clawed forelegs.
•	 Low: Blue Dracolisk CR 12

N Large dragon
Init +2; Senses darkvision 60 ft., low-light-
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vision, Listen +16, Spot +16
Languages Draconic
AC 24, touch 11, flat-footed 22
hp 178 (17 HD)
Immune electricity, sleep, paralysis
Fort +14, Ref +12, Will +11
Spd 30 ft. (6 squares), fly 60 ft. (poor) (12 

squares)
Melee bite +23 (2d6+6) and 2 claws +20 

(1d6+3)
Space 10 ft.; Reach 5 ft.
Base Atk +17; Grp +27
Atk Options Blind Fight, Cleave, Power Attack
Special Atk breath weapon, petrifying gaze
Abilities Str 23, Dex 14, Con 19, Int 6, Wis 12, 

Cha 13
Feats Alertness, Blind-Fight, Cleave, 

Multiattack, Power Attack, Weapon Focus 
(bite)

Skills Hide +11, Intimidate +12, Jump +17, 
Listen +16, Move Silently +13, Search +10, 
Spot +16

Possessions none
Breath Weapon (Su): A dracolisk’s breath 

weapon is a 60 ft. line of electricity, which 
is usable once every 1d4 rounds (and no 
more than three times per day), deals 4d8 
points of damage, and allows a DC 19 
Reflex save for half damage. The save DC 
is Constitution-based.

Petrifying Gaze (Su): Turn to stone 
permanently, range 30 feet, Fortitude DC 
16 negates. The save DC is Charisma-
based.

Skills: Dracolisks have a +2 racial bonus on 
Listen and Spot checks.

•	 Medium: Blue Dracolisk CR 16
N Huge dragon
Init +1; Senses darkvision 60 ft., low-light-

vision, Listen +20, Spot +20
Languages Draconic
AC 25, touch 9, flat-footed 24
hp 312 (25 HD)
Immune electricity, sleep, paralysis
Fort +20, Ref +15, Will +15
Spd 30 ft. (6 squares), fly 60 ft. (poor) (12 

squares); Hover, Wingover
Melee bite +34 (2d6+10) and 2 claws +31 

(1d6+5)
Space 15 ft.; Reach 10 ft.
Base Atk +25; Grp +43
Atk Options Blind Fight, Cleave, Flyby Attack, 

Power Attack

Special Atk breath weapon, petrifying gaze
Abilities Str 31, Dex 12, Con 23, Int 6, Wis 12, 

Cha 13
Feats Alertness, Blind-Fight, Cleave, Flyby 

Attack, Hover, Multiattack, Power Attack, 
Weapon Focus (bite), Wingover

Skills Hide +17, Intimidate +16, Jump +21, 
Listen +20, Move Silently +17, Search +16, 
Spot +20

Possessions none
Breath Weapon (Su): A dracolisk’s breath 

weapon is a 60 ft. line of electricity, which 
is usable once every 1d4 rounds (and no 
more than three times per day), deals 4d8 
points of damage, and allows a DC 23 
Reflex save for half damage. The save DC 
is Constitution-based.

Petrifying Gaze (Su): Turn to stone 
permanently, range 30 feet, Fortitude DC 
16 negates. The save DC is Charisma-
based.

Skills: Dracolisks have a +2 racial bonus on 
Listen and Spot checks.

•	 High: Blue Dracolisk CR 20
N Huge dragon
Init +1; Senses darkvision 60 ft., low-light-

vision, Listen +24, Spot +24
Languages Draconic
AC 25, touch 9, flat-footed 24
hp 412 (33 HD)
Immune electricity, sleep, paralysis
Fort +26, Ref +19, Will +19
Spd 30 ft. (6 squares), fly 60 ft. (poor) (12 

squares); Hover, Wingover
Melee bite +42 (3d6+10) and 2 claws +39 

(1d6+5)
Space 15 ft.; Reach 10 ft.
Base Atk +33; Grp +51
Atk Options Blind Fight, Cleave, Flyby Attack, 

Power Attack, Snatch
Special Atk breath weapon, petrifying gaze
Abilities Str 31, Dex 12, Con 23, Int 6, Wis 12, 

Cha 13
Feats Ability Focus (petrifying gaze), Alertness, 

Blind-Fight, Cleave, Flyby Attack, Hover, 
Improved Natural Attack (bite), Multiattack, 
Power Attack, Snatch, Weapon Focus 
(bite), Wingover

Skills Hide +23, Intimidate +20, Jump +25, 
Listen +24, Move Silently +23, Search +20, 
Spot +24

Possessions none
Breath Weapon (Su): A dracolisk’s breath 
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weapon is a 60 ft. line of electricity, which 
is usable once every 1d4 rounds (and no 
more than three times per day), deals 4d8 
points of damage, and allows a DC 23 
Reflex save for half damage. The save DC 
is Constitution-based.

Petrifying Gaze (Su): Turn to stone 
permanently, range 30 feet, Fortitude DC 
18 negates. The save DC is Charisma-
based.

Skills: Dracolisks have a +2 racial bonus on 
Listen and Spot checks.

6. Hail Storm (EL 10/14/18)
The temperature drops dramatically as 
you enter the area. Waves of hail zip 
through the air, threatening to demolish 
anything that gets caught in their wake.

Waves of hailstones hurtle through this area, 
bludgeoning and freezing any creature that 
passes through. Characters may make a Reflex 
save (DC 16/20/24) to take half damage from 
each of 8 waves of hail. The damage each 
wave deals is dependant on the Target Level of 
the encounter:

•	 Low: The hail deals 3d6 points of 
bludgeoning damage and 3d6 points of 
cold damage (CR 4).

•	 Medium: The hail deals 7d6 points of 
bludgeoning damage and 7d6 points of 
cold damage (CR 8).

•	 High: The hail deals 11d6 points of 
bludgeoning damage and 11d6 points of 

cold damage (CR 12).
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Cloud �: The Inner Storm
The Inner Storm is a fortified environment. 
Here, the Lord of the Storm has constructed 
a series of perimeter defenses that lead to his 
keep in the Eye of the Storm. Various objects 
and structures are created out of blue ice, 
which, unless otherwise noted, is 1 foot thick 
and has a hardness of 

7. Lightning Minefield (EL 10/14/18)
The clouds part to reveal a matrix of 
iron spheres that forms a spherical wall 
stretching from one edge of your vision 
to the other. The spheres are featureless 
and hang perfectly still, despite the 
rough winds. The open air is lit by a 
diffuse glow, though no light source is 
readily apparent. Occasional flashes of 
light from the lightning in the clouds 
behind you color the entire scene an eerie 
blue.

The mines are arranged in a spherical lattice 
that surrounds the entirety of the Inner Storm. 
The positioning is such that no mine is more 
than forty feet from its nearest neighbor. 
Therefore, it is not possible to bypass the 
mines simply by moving outside the areas 
covered by their proximity triggers.

The number of traps listed below is the 
minimum number that a character must pass 
in order to move completely through the 
minefield. See Appendix Three: New Spells 
for the description of the lighting blast spell.

•	 Low: Lightning Blast Trap (2); CR 8; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (lightning 
blast, 14th level wizard, 14d6 electricity, 
DC 19 Reflex save half damage); Search 
DC 31; Disable Device DC 31); Cost: 
42,000 gp, 3,360 XP

•	 Medium: Lightning Blast Trap (8); CR 8; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (lightning 
blast, 14th level wizard, 14d6 electricity, 
DC 19 Reflex save half damage); Search 
DC 31; Disable Device DC 31); Cost: 
42,000 gp, 3,360 XP

•	 High: Lightning Blast Trap (16); CR 10; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (lightning 
blast, 18th level wizard, 18d6 electricity, 
DC 19 Reflex save half damage); Search 
DC 31; Disable Device DC 31); Cost: 
54,000 gp, 4,320 XP

8. Guard Tower (EL 11/15/19)
Turrets of blue ice hang eerily in midair. 
Winged female figures peer out from 
behind the cover of the turrets.

Harpy archers act as sentries, and will attack 
the PCs with their bows as soon as they breech 
the Lightning Mine field. They will continue 
to pepper the PCs as long as they advance. 
At the Medium and High target levels, one or 
more of the harpies will use their Captivating 
Song ability to entrance any intruders while the 
others subdue them.

Four wings of harpy fighters are stationed 
throughout the Inner Storm. As the PCs are 
fighting one wing, the others may, at the GM's 
discretion, move in to assist. Alternately, they 
may hold their stations, in order to prevent a 
flanking maneuver on the part of any attackers. 
The harpy's Captivating Song will act as an 
alert to the other harpy wings that intruders 
have breeched the perimeter.

The number of archers in each wing is 
dependant on the Target Level of the 
encounter. In the Medium and High levels, the 
archers may split themselves between multiple 
turrets in order to reduce the effectiveness of 
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area attacks, as well as to take advantage of 
multiple lines of sight.

While there are four wings in the Inner Storm, 
the ice turrets that the harpies use for cover 
are positioned along the equator of the Inner 
Storm 400 feet apart. They are also placed 400 
feet apart laterally, so that they form a sphere 
surrounding the Inner Storm.

The walls on the hexagonal turrets are six feet 
high, and have a gap of 2 feet in the center, 
from which the harpies can fire their arrows.
•	 Low: Harpy Fighter CR 11

CE Medium monstrous humanoid fighter 7
Init +9; Senses darkvision 60 ft., Listen +7, 

Spot +5
Languages Common
AC 23, touch 16, flat-footed 18
hp 103 (14 HD) 
Fort +11, Ref +14, Will +11
Spd 20 ft. (4 squares), fly 80 ft. (average) (16 

squares)
Melee 2 claws +15 (1d3+1)
Ranged +1 frost composite longbow 

+22/+17/+12 (1d8+4/19-20/x3 plus 1d6 
cold)

Base Atk +14; Grp +15
Atk Options Manyshot, Point Blank Shot, 

Rapid Shot
Special Atk captivating song
Combat Gear potion of cure moderate 

wounds, potion of cat’s grace
Abilities Str 12, Dex 20, Con 14, Int 6, Wis 11, 

Cha 19
Feats Alertness, Improved Critical (composite 

longbow), Improved Initiative, Iron Will, 
Manyshot, Point Blank Shot, Rapid Shot, 
Weapon Focus (composite longbow), 
Weapon Specialization (composite 
longbow)

Skills Bluff +11, Intimidate +5, Listen +7, 
Perform (oratory) +10, Spot +5

Possessions combat gear plus +3 studded 
leather, +1 frost composite longbow (+1 
Str bonus), 10 cold iron arrows, 10 silvered 
arrows, 5 +2 arrows, lesser bracers of 
archery, cloak of resistance +2, ring of 
protection +1.

Captivating Song (Su): The most insidious 
ability of the harpy is its song. When a 

harpy sings, all creatures (other than 
harpies) within a 300-foot spread must 
succeed on a DC 17 Will save or become 
captivated. This is a sonic mind-affecting 
charm effect. A creature that successfully 
saves cannot be affected again by the 
same harpy’s song for 24 hours. The save 
DC is Charisma-based. 

A captivated victim walks toward the harpy, 
taking the most direct route available. If the 
path leads into a dangerous area (through 
flame, off a cliff, or the like), that creature 
gets a second saving throw. Captivated 
creatures can take no actions other than 
to defend themselves. (Thus, a fighter 
cannot run away or attack but takes no 
defensive penalties.) A victim within 5 feet 
of the harpy stands there and offers no 
resistance to the monster’s attacks. The 
effect continues for as long as the harpy 
sings and for 1 round thereafter. A bard’s 
countersong ability allows the captivated 
creature to attempt a new Will save.

Skills: Harpies have a +4 racial bonus on Bluff 
and Listen checks.

•	 Medium: Harpy Fighter (4) CR 11
Increase the number of harpy fighters to 4

•	 High: Harpy Fighter (16) CR 11
Increase the number of harpy fighters to 16

9. Roper Madness (EL 13/17/21)
Towers of cloud stand interspersed with 
cannons of ice. The towers appear to 
move and sway slightly out of synch with 
the wind, as if they possessed a spirit of 
their own.

The towers are, in fact, air elemental ropers, 
who will use their superior reach to entangle 
any opponents who try to avoid the air cannons 
in Encounter Area 10. The ropers are not 
especially mobile, so they will simply ignore 
any creatures who do not wander into their 
threatened areas.

The ropers hover 250 ft. apart on the equator 
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of the Inner Storm, and also hover the same 
distance apart laterally. Taken together, they 
form a giant sphere that surrounds the Eye of 
the Storm.
•	 Low: Air Elemental Roper CR 13

CE Large outsider (Air)
Init +7; Senses darkvision 60 ft., low-light-

vision, Listen +13, Spot +13
Languages Auran, Common
AC 29, touch 12, flat-footed 26
hp 85 (10 HD)
Immune electricity, poison, sleep effects, 

paralysis, stunning, critical hits, flanking
Resist cold 10; SR 30
Fort +26, Ref +19, Will +19
Weakness vulnerability to fire
Spd 10 ft. (2 squares), fly 30 ft. (perfect) (6 

squares)
Melee bite +13 (2d6+6)
Ranged 6 strands +13 ranged touch (drag)
Space 10 ft.; Reach 10 ft. (50 ft. with strand)
Base Atk +10; Grp +18
Special Atk drag, strands, weakness
Abilities Str 19, Dex 17, Con 17, Int 12, Wis 

16, Cha 12
Feats Alertness, Improved Initiative, Iron Will, 

Weapon Focus (strand)
Skills Climb +12, Hide +12, Listen +13, Spot 

+13
Possessions none
Drag (Ex): If a roper hits with a strand attack, 

the strand latches onto the opponent’s 
body. This deals no damage but drags 
the stuck opponent 10 feet closer each 
subsequent round (provoking no attack of 
opportunity) unless that creature breaks 
free, which requires a DC 23 Escape 
Artist check or a DC 19 Strength check. 
The check DCs are Strength-based, and 
the Escape Artist DC includes a +4 racial 
bonus. A roper can draw in a creature 
within 10 feet of itself and bite with a +4 
attack bonus in the same round. A strand 
has 10 hit points and can be attacked 
by making a successful sunder attempt. 
However, attacking a roper’s strand does 
not provoke an attack of opportunity. If the 
strand is currently attached to a target, the 
roper takes a –4 penalty on its opposed 
attack roll to resist the sunder attempt. 
Severing a strand deals no damage to a 
roper.

Strands (Ex): Most encounters with a roper 

begin when it fires strong, sticky strands. 
The creature can have up to six strands 
at once, and they can strike up to 50 feet 
away (no range increment). If a strand is 
severed, the roper can extrude a new one 
on its next turn as a free action. 

Weakness (Ex): A roper’s strands can sap an 
opponent’s strength. Anyone grabbed by a 
strand must succeed on a DC 18 Fortitude 
save or take 2d8 points of Strength 
damage. The save DC is Constitution-
based.

Skills: Ropers have a +8 racial bonus on Hide 
checks in cloudy or icy areas.

•	 Medium: Air Elemental Roper CR 17
CE Huge outsider (Air)
Init +6; Senses darkvision 60 ft., low-light-

vision, Listen +20, Spot +20
Languages Auran, Common
AC 31, touch 10, flat-footed 29
hp 199 (19 HD)
Immune electricity, poison, sleep effects, 

paralysis, stunning, critical hits, flanking
Resist cold 10; SR 30
Fort +16, Ref +13, Will +11
Weakness vulnerability to fire
Spd 10 ft. (2 squares), fly 30 ft. (perfect) (6 

squares)
Melee bite +26 (3d6+11)
Ranged 6 strands +20 ranged touch (drag)
Space 15 ft.; Reach 15 ft. (75 ft. with strand)
Base Atk +19; Grp +35
Atk Options Point Blank Shot, Precise Shot
Special Atk drag, strands, weakness
Abilities Str 27, Dex 15, Con 21, Int 12, Wis 

16, Cha 12
Feats Alertness, Improved Initiative, Iron Will, 

Point Blank Shot, Precise Shot, Weapon 
Focus (bite), Weapon Focus (strand)

Skills Climb +18, Hide +19, Listen +20, Spot 
+20

Possessions none
Drag (Ex): If a roper hits with a strand attack, 

the strand latches onto the opponent’s 
body. This deals no damage but drags 
the stuck opponent 10 feet closer each 
subsequent round (provoking no attack of 
opportunity) unless that creature breaks 
free, which requires a DC 27 Escape 
Artist check or a DC 23 Strength check. 
The check DCs are Strength-based, and 
the Escape Artist DC includes a +4 racial 
bonus. A roper can draw in a creature 
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within 15 feet of itself and bite with a +8 
attack bonus in the same round. A strand 
has 10 hit points and can be attacked 
by making a successful sunder attempt. 
However, attacking a roper’s strand does 
not provoke an attack of opportunity. If the 
strand is currently attached to a target, the 
roper takes a –4 penalty on its opposed 
attack roll to resist the sunder attempt. 
Severing a strand deals no damage to a 
roper.

Strands (Ex): Most encounters with a roper 
begin when it fires strong, sticky strands. 
The creature can have up to six strands 
at once, and they can strike up to 75 feet 
away (no range increment). If a strand is 
severed, the roper can extrude a new one 
on its next turn as a free action. 

Weakness (Ex): A roper’s strands can sap an 
opponent’s strength. Anyone grabbed by a 
strand must succeed on a DC 20 Fortitude 
save or take 2d8 points of Strength 
damage. The save DC is Constitution-
based.

Skills: Ropers have a +8 racial bonus on Hide 
checks in cloudy or icy areas.

•	 High: Air Elemental Roper CR 21
CE Huge outsider (Air)
Init +6; Senses darkvision 60 ft., low-light-

vision, Listen +28, Spot +29
Languages Auran, Common
AC 31, touch 10, flat-footed 29
hp 315 (30 HD)
Immune electricity, poison, sleep effects, 

paralysis, stunning, critical hits, flanking
Resist cold 10; SR 30
Fort +24, Ref +19, Will +15
Weakness vulnerability to fire
Spd 10 ft. (2 squares), fly 30 ft. (perfect) (6 

squares)
Melee bite +37 (4d6+11/19-20)
Ranged 6 strands +31 ranged touch (drag)
Space 15 ft.; Reach 15 ft. (75 ft. with strand)
Base Atk +30; Grp +46
Atk Options Point Blank Shot, Precise Shot
Special Atk drag, strands, weakness
Abilities Str 27, Dex 15, Con 21, Int 12, Wis 

16, Cha 12
Feats Ability Focus (weakness), Alertness, 

Great Fortitude, Improved Critical (bite), 
Improved Initiative, Improved Natural 
Attack (bite), Iron Will, Point Blank Shot, 
Precise Shot, Weapon Focus (bite), 

Weapon Focus (strand)
Skills Climb +26, Hide +27, Listen +28, Spot 

+29
Possessions none
Drag (Ex): If a roper hits with a strand attack, 

the strand latches onto the opponent’s 
body. This deals no damage but drags 
the stuck opponent 10 feet closer each 
subsequent round (provoking no attack of 
opportunity) unless that creature breaks 
free, which requires a DC 27 Escape 
Artist check or a DC 23 Strength check. 
The check DCs are Strength-based, and 
the Escape Artist DC includes a +4 racial 
bonus. A roper can draw in a creature 
within 15 feet of itself and bite with a +8 
attack bonus in the same round. A strand 
has 10 hit points and can be attacked 
by making a successful sunder attempt. 
However, attacking a roper’s strand does 
not provoke an attack of opportunity. If the 
strand is currently attached to a target, the 
roper takes a –4 penalty on its opposed 
attack roll to resist the sunder attempt. 
Severing a strand deals no damage to a 
roper.

Strands (Ex): Most encounters with a roper 
begin when it fires strong, sticky strands. 
The creature can have up to six strands 
at once, and they can strike up to 75 feet 
away (no range increment). If a strand is 
severed, the roper can extrude a new one 
on its next turn as a free action. 

Weakness (Ex): A roper’s strands can sap an 
opponent’s strength. Anyone grabbed by a 
strand must succeed on a DC 22 Fortitude 
save or take 3d8 points of Strength 
damage. The save DC is Constitution-
based.

Skills: Ropers have a +8 racial bonus on Hide 
checks in cloudy or icy areas.

10. Gust of Wind
The gaps in the cloud wall expose 
cannons of ice that track your movements 
as you approach.

The ice cannons are placed 250 ft. apart on 
the equator of the Inner Storm, and are placed 
equally distant laterally, so that, in their 
entirety, they create a giant sphere.
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They will fire powerful bursts of air at any 
creatures that approach within 100 feet. They 
can fire once per round, and affect any creature 
within a 100 ft. cone. A Reflex save (DC 
16/20/24) will avoid the effects.

•	 Low: The creature is propelled back to 
Encounter Area 7, passing back through 
the lightning minefield (and potentially 
triggering the mines, if they have not 
been disabled or destroyed).

•	 Medium: The creature 
is propelled back to 
Encounter Area 6 in 
the Outer Storm, 
passing through 
the lightning 
minefield in 
Encounter 
Area 7.

•	 High: The 
creature is 
propelled to 
the outside 
of the Storm, 
passing through 
the lightning 
minefield in 
Encounter Area 7.

11. Gargoyle Troops (EL 12/16/20)
Sixteen stone statues sit on a platform 
of blue ice. Their demonic features are 
unsettling, but they remain still even as 
they peer out toward you.

Four wings of gargoyle troops are stationed 
around the exterior of the Eye of the Storm. 
Their movements are directed by the 
commander of the watch (see Encounter Area 
12), though she is unlikely to be able to direct 
more than two wings to attack the PCs before 
joining the fight herself. The strength of the 

gargoyles in each wing is determined by the 
Target Level of the encounter.
•	 Low: Gargoyle (16) CR 4

CE Medium monstrous humanoid (earth)
Init +2; Senses darkvision 60 ft., Listen +4, 

Spot +4
Languages Common, Terran
AC 16, touch 12, flat-footed 14
hp 37 (4 HD) ; DR 10/magic
Fort +5, Ref +6, Will +4

Spd 40 ft. (8 squares), fly 60 ft. (average) 
(12 squares)

Melee 2 claws +6 (1d4+2) and bite 
+4 (1d6+1) and gore +4 (1d6+1)

Base Atk +4; Grp +6
Abilities Str 15, Dex 14, Con 

18, Int 6, Wis 11, Cha 7
SQ freeze

Feats Multiattack, 
Toughness

Skills Hide +7, Listen 
+4, Spot +4
Possessions none
Freeze (Ex): 
A gargoyle can 
hold itself so still 
it appears to be a 
statue. An observer 
must succeed on a 

DC 20 Spot check to 
notice the gargoyle is 

really alive.
Skills: Gargoyles have a 

+2 racial bonus on Hide, 
Listen, and Spot checks. 

The Hide bonus increases 
by +8 when a gargoyle is 

concealed against a background of stone.

•	 Medium: Gargoyle Fighter (16) CR 8
CE Medium monstrous humanoid (earth) 

fighter 4
Init +6; Senses darkvision 60 ft., Listen +5, 

Spot +5
Languages Common, Terran
AC 20, touch 12, flat-footed 18
hp 75 (8 HD) ; DR 10/magic
Fort +10, Ref +8, Will +6
Spd 40 ft. (8 squares), fly 60 ft. (average) (12 

squares)
Melee mwk greatsword +13/+8 (2d6+6/19-20) 

and bite +9 (1d6+1) and gore +9 (1d6+1)
Base Atk +8; Grp +11
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Atk Options Flyby Attack
Combat Gear potion of cure moderate wounds 

(2)
Abilities Str 16, Dex 14, Con 18, Int 6, Wis 11, 

Cha 7
SQ freeze
Feats Flyby Attack, Improved Initiative, 

Multiattack, Toughness, Weapon Focus 
(greatsword), Weapon Specialization 
(greatsword)

Skills Hide +6, Listen +5, Spot +5
Possessions combat gear plus mwk 

greatsword, studded leather armor +1, 
cloak of protection +1

Freeze (Ex): A gargoyle can hold itself so still it 
appears to be a statue. An observer must 
succeed on a DC 20 Spot check to notice 
the gargoyle is really alive.

Skills: Gargoyles have a +2 racial bonus on 
Hide, Listen, and Spot checks. The Hide 
bonus increases by +8 when a gargoyle is 
concealed against a background of stone.

•	 High: Gargoyle Fighter (16) CR 12
CE Medium monstrous humanoid (earth) 

fighter 8
Init +6; Senses darkvision 60 ft., Listen +6, 

Spot +6
Languages Common, Terran
AC 22, touch 12, flat-footed 22
hp 113 (12 HD) ; DR 10/magic
Fort +13, Ref +10, Will +8
Spd 40 ft. (8 squares), fly 60 ft. (average) (12 

squares)
Melee +1 shocking greatsword +18/+13/+8 

(2d6+6/19-20 plus 1d6 electricity) and bite 
+13 (1d6+1) and gore +13 (1d6+1)

Base Atk +12; Grp +15
Atk Options Cleave, Flyby Attack, Power 

Attack
Combat Gear potion of cure serious wounds 

(4)
Abilities Str 17, Dex 14, Con 18, Int 6, Wis 11, 

Cha 7
SQ freeze
Feats Cleave, Flyby Attack, Greater Weapon 

Focus (greatsword), Improved Initiative, 
Multiattack, Power Attack, Toughness, 
Weapon Focus (greatsword), Weapon 
Specialization (greatsword)

Skills Hide +6, Listen +6, Spot +6
Possessions combat gear plus +1 shocking 

greatsword, studded leather armor +3, 
cloak of protection +2

Freeze (Ex): A gargoyle can hold itself so still it 
appears to be a statue. An observer must 
succeed on a DC 20 Spot check to notice 
the gargoyle is really alive.

Skills: Gargoyles have a +2 racial bonus on 
Hide, Listen, and Spot checks. The Hide 
bonus increases by +8 when a gargoyle is 
concealed against a background of stone.

12. Captain of the Guard (EL 12/16/20)
A humanoid woman, composed of fog 
and mist, stares at you with icy blue eyes. 
She has an icy blue greatsword strapped 
to her back, and holds a silver longbow 
in her hands. She peers out at you from 
behind a wall, which stands upon a 
platform of blue ice.

The captain of the watch commands the 
gargoyle troops from Encounter Area 11. She 
will use the cover provided by the 2 foot gaps 
in the 6 foot high wall on her ice platform to 
attack the PCs with her bow. Only once they 
close into melee range will she switch to her 
greatsword.
•	 Low: Elemental Fighter CR 12

N Medium outsider (air) fighter 12
Init +7; Senses Spot +1, Listen +1
Languages Common, Auran
AC 22, touch 13, flat-footed 19; Air Mastery
hp 94 (12 HD)
Fort +10, Ref +7, Will +5
Spd 20 ft. (4 squares), fly 60 ft. (perfect) (12 

squares)
Melee +2 frost greatsword +18/+13/+8 

(2d6+9/19-20 plus 1d6 cold)
Ranged +2 shock composite longbow 

+19/+14/+9 (1d8+8/x3 plus 1d6 electricity)
Base Atk +12; Grp +14
Atk Options Far Shot, Point Blank Shot, 

Precise Shot, Rapid Shot
Combat Gear potion of cure serious wounds 

(2)
Abilities Str 15, Dex 16, Con 14, Int 8, Wis 12, 

Cha 10
Feats Far Shot, Greater Weapon Focus 

(longbow, greatsword), Greater Weapon 
Specialization (longbow, greatsword), 
Improved Initiative, Point Blank Shot, 
Precise Short, Rapid Shot, Weapon 
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Focus (longbow, greatsword), Weapon 
Specialization (longbow, greatsword)

Skills Listen +1, Intimidate +15, Ride +18, 
Spot +1

Possessions combat gear plus breastplate +2, 
+2 frost greatsword, +2 composite shock 
longbow (+2 Str) with 40 arrows

Air Mastery (Ex): Airborne creatures take a -1 
penalty on attack and damage rolls against 
the captain of the guard.

•	 Medium: Elemental Fighter CR 16
N Medium outsider (air) fighter 16
Init +7; Senses Spot +1, Listen +1
Languages Common, Auran
AC 23, touch 13, flat-footed 20; Air Mastery
hp 123 (16 HD)
Fort +12, Ref +8, Will +6
Spd 20 ft. (4 squares), fly 60 ft. (perfect) (12 

squares)
Melee +3 frost greatsword +24/+19/+14/+9 

(2d6+11/19-20 plus 1d6 cold)
Ranged +3 shock composite longbow 

+24/+19/+14/+9 (1d8+10/19-20/x3 plus 
1d6 electricity)

Base Atk +16; Grp +19
Atk Options Cleave, Far Shot, Point Blank 

Shot, Power Attack, Precise Shot, Rapid 
Shot

Combat Gear potion of cure serious wounds 
(2)

Abilities Str 16, Dex 16, Con 14, Int 8, Wis 12, 
Cha 10

Feats Cleave, Far Shot, Greater Weapon 
Focus (longbow, greatsword), Greater 
Weapon Specialization (longbow, 
greatsword), Improved Critical (longbow), 
Improved Initiative, Point Blank Shot, 
Power Attack, Precise Short, Rapid Shot, 
Weapon Focus (longbow, greatsword), 
Weapon Specialization (longbow, 
greatsword)

Skills Listen +1, Intimidate +19, Ride +22, 
Spot +1

Possessions combat gear plus breastplate +3, 
+3 frost greatsword, +3 composite shock 
longbow (+3 Str) with 40 arrows

Air Mastery (Ex): Airborne creatures take a -1 
penalty on attack and damage rolls against 
the captain of the guard.

•	 High: Elemental Fighter CR 20
N Medium outsider (air) fighter 20
Init +7; Senses Spot +1, Listen +1

Languages Common, Auran
AC 24, touch 13, flat-footed 21; Air Mastery
hp 153 (20 HD)
Fort +14, Ref +9, Will +7
Spd 20 ft. (4 squares), fly 60 ft. (perfect) (12 

squares)
Melee +4 frost greatsword +29/+24/+19/+14 

(2d6+12/19-20 plus 1d6 cold)
Ranged +4 shock composite longbow 

+29/+24/+19/+14 (1d8+11/19-20/x3 plus 
1d6 electricity)

Base Atk +20; Grp +23
Atk Options Combat Reflexes, Far Shot, 

Great Cleave, Point Blank Shot, Power 
Attack, Precise Shot, Rapid Shot

Combat Gear potion of cure serious wounds 
(2)

Abilities Str 16, Dex 17, Con 14, Int 8, Wis 12, 
Cha 10

Feats Cleave, Combat Reflexes, Far Shot, 
Great Cleave, Greater Weapon Focus 
(longbow, greatsword), Greater Weapon 
Specialization (longbow, greatsword), 
Improved Critical (longbow), Improved 
Initiative, Point Blank Shot, Power Attack, 
Precise Short, Quick Draw, Rapid Shot, 
Weapon Focus (longbow, greatsword), 
Weapon Specialization (longbow, 
greatsword)

Skills Listen +1, Intimidate +23, Ride +26, 
Spot +1

Possessions combat gear plus breastplate +4, 
+4 frost greatsword, +4 composite shock 
longbow (+3 Str) with 40 arrows

Air Mastery (Ex): Airborne creatures take a -1 
penalty on attack and damage rolls against 
the captain of the guard.
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Cloud �: The Eye
The Eye is the inner sanctum of the storm. It 
is composed of platforms of crystal-blue ice 
surrounded by opaque cloud walls.

13. Wind Field
A curtain of turbulent air blocks the way. 
The roar of the wind is overpowering, 
drowning out nearly every other sound.

The Eye of the Storm is surrounded by a 
curtain of wind 2 feet thick and of considerable 
strength. It is a roaring blast sufficient to blow 
away any bird smaller than an eagle, or tear 
papers and similar materials from unsuspecting 
hands. (A DC 13 Reflex save allows a creature 
to maintain its grasp on an object.) Tiny and 
Small flying creatures cannot pass through the 
barrier. 

Loose materials and cloth garments fly upward 
when caught in a wind wall. Arrows and bolts 
are deflected upward and miss, while any other 
normal ranged weapon passing through the 
wall has a 30% miss chance. A giant-thrown 
boulder, a siege engine projectile, and other 
massive ranged weapons are not affected. 
Gases, most gaseous breath weapons, and 
creatures in gaseous form cannot pass through 
the wall (although it is no barrier to incorporeal 
creatures).

14. Shock Troops (EL 13/17/21)
A hundred and fifty feet of open air 
stands between you and a series of ice 
fountains. Beyond the fountains is an 
enormous, spherical cloud.

Patrolling the 90 ft. of empty air between the 
wind field and the extreme range of the polar 
rays are two aerial servants. They will use their 
natural invisibility and perfect maneuverability 
to their advantage, coming at the players from 

every angle, including above and below.

If the PCs move toward Encounter Area 15, the 
aerial servants will use their wind blast power 
to knock the PCs into the range of the polar 
ray traps. As long as the PCs remain in this 
Encounter Area, the servants will fight to the 
death. If the PCs retreat back through the wind 
field in Encounter Area 13 or advance into 
range of the polar ray traps, the aerial servants 
will cease hostilities.
•	 Low: Aerial Servant (2) CR 11

N Medium elemental (air, extraplanar)
Init +9; Senses darkvision 60 ft., Listen +6, 

Spot +6
Languages Auran
AC 19, touch 15, flat-footed 14
hp 136 (16 HD); DR 10/magic
Immune poison, sleep effects, paralysis, 

stunning, critical hits, flanking
Fort +9, Ref +15, Will +7
Spd 60 ft. (12 squares), fly 60 ft. (perfect) (12 

squares)
Melee 2 slams +19 (2d8+6)
Base Atk +12; Grp +18
Atk Options Combat Reflexes, Power Attack
Special Atk constrict (2d8+6), improved grab, 

wind blast
Abilities Str 23, Dex 21, Con 18, Int 4, Wis 10, 

Cha 11
SQ elemental traits, natural invisibility
Feats Alertness, Combat Reflexes, Improved 

Initiative, Iron Will, Power Attack, Weapon 
Focus (slam)

Skills Listen +6, Move Silently +8, Search +1, 
Spot +6, Survival +4

Possessions none
Constrict (Ex): An aerial servant deals 2d8+6 

points of damage with a successful grapple 
check.

Improved Grab (Ex): To use this ability, an 
aerial servant must hit an opponent of up 
to one size larger with a slam attack. It 
can then attempt to start a grapple as a 
free action without provoking an attack of 
opportunity. If it wins the grapple check, the 
aerial servant can constrict.

Wind Blast (Su): Once every 1d4 rounds, as 
a standard action, an aerial servant can 
release a blast of wind in an 80- foot line. A 
creature struck takes 4d8 points of damage 
and those up to the aerial servant’s size or 
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smaller are knocked down and back 2d10 
feet. An affected creature can attempt a DC 
22 Reflex save to reduce the damage by 
half and avoid being knocked down. The 
save DC is Constitution-based.

Natural Invisibility (Su): This ability is 
constant, allowing an aerial servant to 
remain invisible even when attacking. This 
ability is inherent and is not subject to the 
invisibility purge spell. This ability does not 
function when an aerial servant is on the 
Astral Plane or Ethereal Plane, but instead 
grants the creature concealment (20% 
miss chance).

•	 Medium: Aerial Servant (2) CR 15
N Large elemental (air, extraplanar)
Init +8; Senses darkvision 60 ft., Listen +9, 

Spot +10
Languages Auran
AC 19, touch 13, flat-footed 15
hp 336 (32 HD); DR 10/magic
Immune poison, sleep effects, paralysis, 

stunning, critical hits, flanking
Fort +18, Ref +22, Will +12
Spd 60 ft. (12 squares), fly 60 ft. (perfect) (12 

squares)
Melee 2 slams +34 (4d8+10)
Space 10 ft.; Reach 10 ft.
Base Atk +24; Grp +42
Atk Options Awesome Blow, Combat 

Reflexes, Improved Bull Rush, Power 
Attack

Special Atk constrict (4d8+10), improved grab, 
wind blast

Abilities Str 31, Dex 19, Con 22, Int 4, Wis 10, 
Cha 11

SQ elemental traits, natural invisibility
Feats Alertness, Awesome Blow, Combat 

Reflexes, Great Fortitude, Improved 
Bull Rush, Improved Grapple, Improved 
Initiative, Improved Natural Attack (slam), 
Iron Will, Power Attack, Weapon Focus 
(slam)

Skills Listen +9, Move Silently +11, Search +4, 
Spot +10, Survival +7

Possessions none
Constrict (Ex): An aerial servant deals 4d8+10 

points of damage with a successful grapple 
check.

Improved Grab (Ex): To use this ability, an 
aerial servant must hit an opponent of up 
to one size larger with a slam attack. It 
can then attempt to start a grapple as a 

free action without provoking an attack of 
opportunity. If it wins the grapple check, the 
aerial servant can constrict.

Wind Blast (Su): Once every 1d4 rounds, as 
a standard action, an aerial servant can 
release a blast of wind in an 80- foot line. A 
creature struck takes 4d8 points of damage 
and those up to the aerial servant’s size or 
smaller are knocked down and back 2d10 
feet. An affected creature can attempt a DC 
24 Reflex save to reduce the damage by 
half and avoid being knocked down. The 
save DC is Constitution-based.

Natural Invisibility (Su): This ability is 
constant, allowing an aerial servant to 
remain invisible even when attacking. This 
ability is inherent and is not subject to the 
invisibility purge spell. This ability does not 
function when an aerial servant is on the 
Astral Plane or Ethereal Plane, but instead 
grants the creature concealment (20% 
miss chance).

•	 High: Aerial Servant (2) CR 19
N Large elemental (air, extraplanar)
Init +8; Senses darkvision 60 ft., Listen +12, 

Spot +13
Languages Auran
AC 19, touch 13, flat-footed 15; Dodge
hp 504 (48 HD); DR 10/magic
Immune poison, sleep effects, paralysis, 

stunning, critical hits, flanking
Fort +24, Ref +32, Will +18
Spd 60 ft. (12 squares), fly 60 ft. (perfect) (12 

squares)
Melee 2 slams +46 (4d8+10/19-20)
Space 10 ft.; Reach 10 ft.
Base Atk +36; Grp +54
Atk Options Awesome Blow, Combat 

Reflexes, Great Cleave, Improved Bull 
Rush, Improved Sunder, Power Attack

Special Atk constrict (4d8+10), improved grab, 
wind blast

Abilities Str 31, Dex 19, Con 22, Int 4, Wis 10, 
Cha 11

SQ elemental traits, natural invisibility
Feats Alertness, Awesome Blow, Cleave, 

Combat Reflexes, Dodge, Great Cleave, 
Great Fortitude, Improved Bull Rush, 
Improved Critical (slam), Improved 
Grapple, Improved Initiative, Improved 
Natural Attack (slam), Improved Sunder, 
Iron Will, Lightning Reflexes, Power Attack, 
Weapon Focus (slam)
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Skills Listen +12, Move Silently +14, Search 
+8, Spot +13, Survival +10

Possessions none
Constrict (Ex): An aerial servant deals 4d8+10 

points of damage with a successful grapple 
check.

Improved Grab (Ex): To use this ability, an 
aerial servant must hit an opponent of up 
to one size larger with a slam attack. It 
can then attempt to start a grapple as a 
free action without provoking an attack of 
opportunity. If it wins the grapple check, the 
aerial servant can constrict.

Wind Blast (Su): Once every 1d4 rounds, as 
a standard action, an aerial servant can 
release a blast of wind in an 80- foot line. A 
creature struck takes 4d8 points of damage 
and those up to the aerial servant’s size or 
smaller are knocked down and back 2d10 
feet. An affected creature can attempt a DC 
24 Reflex save to reduce the damage by 
half and avoid being knocked down. The 
save DC is Constitution-based.

Natural Invisibility (Su): This ability is 
constant, allowing an aerial servant to 
remain invisible even when attacking. This 
ability is inherent and is not subject to the 
invisibility purge spell. This ability does not 
function when an aerial servant is on the 
Astral Plane or Ethereal Plane, but instead 
grants the creature concealment (20% 
miss chance).

15. Polar Ray (EL 12/16/20)
Statues of blue ice, depicting a feathered 
bird, are positioned around the exterior 
of a sphere of clouds. Icy blue rays jump 
from the tips of the bird's outstretched 
wings, and arc through the air toward 
you.

The ice statues are the source of polar rays. 
The statues are positioned 100 feet apart, and 
each ray has a range of 60 ft. They can fire 
their polar rays once per round, and each fires 
a number dependant on the Target Level of the 
encounter.

•	 Low: Polar Ray Trap (2); CR 12; magic 
device; proximity trigger (alarm); 

automatic reset; Atk +11 ranged touch; 
spell effect (polar ray, 22nd level wizard, 
22d6 cold); Search DC 33; Disable Device 
DC 33); Cost: 88,000 gp, 7,040 XP

•	 Medium: Polar Ray Trap (4); CR 12; 
magic device; proximity trigger (alarm); 
automatic reset; Atk +11 ranged touch; 
spell effect (polar ray, 22nd level wizard, 
22d6 cold); Search DC 33; Disable Device 
DC 33); Cost: 88,000 gp, 7,040 XP

•	 High: Polar Ray Trap (16); CR 12; 
magic device; proximity trigger (alarm); 
automatic reset; Atk +11 ranged touch; 
spell effect (polar ray, 22nd level wizard, 
22d6 cold); Search DC 33; Disable Device 
DC 33); Cost: 88,000 gp, 7,040 XP

16. Frozen (EL 11/15/19)
An enormous sphere of clouds stretches 
from one edge of your field of vision to 
the other.

Dense clouds fill the most of the void between 
Encounter Area 15 and Encounter Area 17, 
reducing visibility to 5 ft. Portions of this area, 
however, contain super-cooled air, which the 
PCs must pass through or bypass to progress. 
The thickness of the super-cooled air depends 
on the location's Target Level.

•	 Low: The PCs must pass through 10 ft. or 
1 cube of super-cooled air.

•	 Medium: The PCs must pass through 40 ft. 
or 4 cubes of super-cooled air.

•	 High: The PCs must pass through 160 ft. 
or 16 cubes of super-cooled air.

Super-Cooled Air (CR 11): Super-cooled air 
is found in magically cooled environments 
and in areas of naturally-occurring extreme 
weather. The air appears thick and hazy, and 
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is filled with thousands of tiny, shimmering 
ice crystals. Super-cooled air requires a 
Knowledge (nature) or Survival check to 
identify (DC 25).

Each round that a creature passes through 
or remains in the area of super-cooled air, it 
suffers 4d6 points of cold damage, and risks 
becoming frozen in its tracks. Entering or 
moving through a 10 ft. cube of super-cooled 
air requires a successful Fortitude save (DC 
22) to avoid the freezing affect of the air.

A creature that fails its Fortitude save is 
immediately frozen, placing it in a state of 
suspended animation. For the creature, time 
ceases to flow and its condition becomes fixed. 
The creature does not grow older. Its body 
functions virtually cease, and no force or effect 
can harm it. This state persists until the magic 
is removed (such as by a successful dispel 
magic spell (DC 28) or a freedom spell). To 
observers, the creature appears colorless and 
translucent, as if it were turned into solid ice.

Super-cooled air can be suppressed by the 
application of heat. 14 points of fire damage 
applied to a patch of super-cooled air will 
suppress its effects for one round. Each 
additional 7 points of fire damage will extend 
the duration of suppression by an additional 
round. For example, a fireball cast in a cube of 
super-cooled air that does 28 points of damage 
would suppress the effects of the air for 3 
rounds.

17. The Guardians (EL 12/16/20)
You emerge from the clouds into an area 
of darkness. The air is still and peaceful, 
and the sound of the storm now seems 
very far away.

The final ten feet between the clouds of 
Encounter Area 16 and the cloud wall that 
surrounds the Lord of the Storm's quarters is 

free of any structures, and is not illuminated by 
any light sources. The darkness conceals two 
soul eaters that serve as the Lord of the Storm's 
personal bodyguards. They'll attack anyone not 
accompanied by the Lord of the Storm himself.
•	 Low: Soul Eater (2) CR 10

N Medium outsider (extraplanar)
Init +10; Senses darkvision 60 ft., Listen +22, 

Spot +20
Languages Common
AC 24, touch 16, flat-footed 18; Dodge
hp 104 (16 HD); DR 10/magic
Immune poison, sleep, paralysis, stunning, 

flanking, critical hits
Fort +12, Ref +16, Will +11
Spd fly 100 ft. (perfect) (20 squares)
Melee 2 claws +22 (1d6+1 plus 1d6 Wis)
Base Atk +16; Grp +17
Atk Options Flyby Attack
Special Atk soul drain, wisdom damage
Abilities Str 13, Dex 22, Con 14, Int 12, Wis 

11, Cha 11
SQ find target, immunities, outsider traits
Feats Alertness, Dodge, Flyby Attack, 

Improved Initiative, Stealthy, Weapon 
Finesse

Skills Concentration +15, Diplomacy +12, 
Hide +26, Intimidate +18, Knowledge (the 
planes) +17, Listen +20, Move Silently +26, 
Search +21, Spot +22, Survival +18 (+20 
on other planes)

Possessions none
Soul Drain (Su): When a soul eater slays a 

foe, it devours the victim’s soul. Such a 
creature cannot be returned to life by any 
means save a deity’s intervention.

Wisdom Damage (Su): A creature hit by a 
soul eater’s claw attack must succeed 
on a DC 17 Fortitude save or take 1d6 
points of Wisdom damage. The save DC is 
Constitution-based. A creature brought to 
Wisdom 0 dies.

Find Target (Sp): When ordered to find a 
creature, a soul eater does so unerringly, 
as though guided by discern location. The 
being giving the order must have seen the 
creature to be found and must know the 
target’s name. This ability is the equivalent 
of an 8th-level spell.

Immunities (Ex): Soul eaters are immune to 
poison, sleep, paralysis, and stunning. 
Since they have no clear front or back 
they cannot be flanked and are immune to 
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critical hits.
Skills: Soul eaters have a +10 racial bonus on 

Hide checks in darkness or smoke.

•	 Medium: Soul Eater (2) CR 14
N Large outsider (extraplanar)
Init +5; Senses darkvision 60 ft., Listen +25, 

Spot +27
Languages Common
AC 25, touch 15, flat-footed 19; Dodge
hp 187 (22 HD); DR 10/magic
Immune poison, sleep, paralysis, stunning, 

flanking, critical hits
Fort +17, Ref +18, Will +14
Spd fly 100 ft. (perfect) (20 squares)
Melee 2 claws +27 (2d6+5 plus 1d6 Wis)
Space 10 ft.; Reach 10 ft.
Base Atk +22; Grp +31
Atk Options Flyby Attack
Special Atk soul drain, wisdom damage
Abilities Str 21, Dex 20, Con 18, Int 12, Wis 

11, Cha 11
SQ find target, immunities, outsider traits
Feats Alertness, Dodge, Flyby Attack, 

Improved Initiative, Improved Natural 
Attack (claw), Stealthy, Weapon Finesse, 
Weapon Focus (claw)

Skills Concentration +20, Diplomacy +17, 
Hide +31, Intimidate +23, Knowledge (the 
planes) +24, Listen +25, Move Silently +31, 
Search +26, Spot +27, Survival +25 (+27 
on other planes)

Possessions none
Soul Drain (Su): When a soul eater slays a 

foe, it devours the victim’s soul. Such a 
creature cannot be returned to life by any 
means save a deity’s intervention.

Wisdom Damage (Su): A creature hit by a 
soul eater’s claw attack must succeed 
on a DC 19 Fortitude save or take 1d6 
points of Wisdom damage. The save DC is 
Constitution-based. A creature brought to 
Wisdom 0 dies.

Find Target (Sp): When ordered to find a 
creature, a soul eater does so unerringly, 
as though guided by discern location. The 
being giving the order must have seen the 
creature to be found and must know the 
target’s name. This ability is the equivalent 
of an 8th-level spell.

Immunities (Ex): Soul eaters are immune to 
poison, sleep, paralysis, and stunning. 
Since they have no clear front or back 
they cannot be flanked and are immune to 

critical hits.
Skills: Soul eaters have a +10 racial bonus on 

Hide checks in darkness or smoke.

•	 High: Soul Eater (2) CR 18
N Large outsider (extraplanar)
Init +5; Senses darkvision 60 ft., Listen +34, 

Spot +34
Languages Common
AC 25, touch 15, flat-footed 19; Dodge
hp 255 (30 HD); DR 10/magic
Immune poison, sleep, paralysis, stunning, 

flanking, critical hits
Fort +21, Ref +22, Will +18
Spd fly 100 ft. (perfect) (20 squares)
Melee 2 claws +35 (2d6+5 plus 1d6 Wis)
Space 10 ft.; Reach 10 ft.
Base Atk +30; Grp +39
Atk Options Combat Reflexes, Flyby Attack, 

Power Attack
Special Atk soul drain, wisdom damage
Abilities Str 21, Dex 20, Con 18, Int 12, Wis 

11, Cha 11
SQ find target, immunities, outsider traits
Feats Ability Focus (wisdom damage), 

Alertness, Combat Reflexes, Dodge, Flyby 
Attack, Improved Intitiative, Improved 
Natural Attack (claw), Power Attack, 
Stealthy, Weapon Finesse, Weapon Focus 
(claw)

Skills Concentration +27, Diplomacy +24, 
Hide +38, Intimidate +30, Knowledge (the 
planes) +31, Listen +34, Move Silently +38, 
Search +33, Spot +34, Survival +32 (+34 
on other planes)

Possessions none
Soul Drain (Su): When a soul eater slays a 

foe, it devours the victim’s soul. Such a 
creature cannot be returned to life by any 
means save a deity’s intervention.

Wisdom Damage (Su): A creature hit by a 
soul eater’s claw attack must succeed 
on a DC 21 Fortitude save or take 1d6 
points of Wisdom damage. The save DC is 
Constitution-based. A creature brought to 
Wisdom 0 dies.

Find Target (Sp): When ordered to find a 
creature, a soul eater does so unerringly, 
as though guided by discern location. The 
being giving the order must have seen the 
creature to be found and must know the 
target’s name. This ability is the equivalent 
of an 8th-level spell.

Immunities (Ex): Soul eaters are immune to 
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poison, sleep, paralysis, and stunning. 
Since they have no clear front or back 
they cannot be flanked and are immune to 
critical hits.

Skills: Soul eaters have a +10 racial bonus on 
Hide checks in darkness or smoke.

18. Lord of the Storm (EL 14/18/22)
A circular sheet of blue ice, one hundred 
feet in diameter, floats gently in the 
middle of a sphere of clear, tranquil air. 
A cool glow suffuses the area, seeming to 
radiate from the ice itself.

The contents of the Lord of the Storm's 
quarters are left to the GM. A desk, chair, bed, 
and bookcases carved from solid ice would be 
appropriate for a humanoid Lord, while a pile 
of silver and gold might be more appropriate 
for a dragon.

Regardless of the contents of the Lord of 
the Storm's quarters, he, she, or it carries a 
magical item (which could be a staff, a ring, 
or something else entirely depending on the 
creature's form), which allows it to temporarily 
deactivate the lightning mines in Encounter 
Area 7, the wind field in Encounter Area 13, 
and the polar ray fountains in Encounter Area 
15 so that it and members of its entourage may 
venture through the Inner Storm. The item 
will also, on command, radiate enough heat 
to suppress the super-cooled air in Encounter 
Area 16. The item has no other offensive or 
defensive capabilities.

Three sample Lords have been provided, one 
for each of the supported Target Levels. The 
GM is encouraged to develop a Lord of the 
Storm appropriate to his or her own campaign.
•	 Low: Amiasia CR 14

See Appendix Two: Lord of the Storm for 
Amiasia's statistics.

•	 Medium: Meldraguul CR 18
See Appendix Two: Lord of the Storm for 

Meldraguul's statistics.

•	 High: Inazuma CR 22
See Appendix Two: Lord of the Storm for 

Inazuma's statistics.
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Appendix �: Creatures
Below are the full statistics for creatures not 
found in the MM.

Aerial Servant
Medium Elemental (Air, Extraplanar)
Hit Dice: 16d8+64 (136 hp)
Initiative: +9
Speed: 60 ft. (12 squares), fly 60 ft. (perfect)
Armor Class: 19 (+5 Dex, +4 natural), touch 15, 

flat-footed 14
Base Attack/Grapple: +12/+18
Attack: Slam +19 melee (2d8+6)
Full Attack: 2 slams + 19 melee (2d8+6)
Space/Reach: 5 ft./5 ft.
Special Attacks: Constrict 2d8+6, improved grab, 

wind blast
Special Qualities: Damage reduction 10/magic, 

darkvision 60 ft., elemental traits, link with 
caster, natural invisibility

Saves: Fort +9, Ref +15, Will +7
Abilities: Str 23, Dex 21, Con 18, Int 4, Wis 10, 

Cha 11
Skills: Listen +6, Move Silently +8, Search +1, 

Spot +6, Survival +4
Feats: Alertness, Combat Reflexes, Improved 

Initiative, Iron Will, Power Attack, Weapon 
Focus (slam)

Environment: Elemental Plane of Air
Organization: Solitary
Challenge Rating: 11
Treasure: None
Alignment: Usually neutral
Advancement: 17-20 HD (Medium); 21-48 HD 

(Large)
Level Adjustment: —

This creature appears as a man-sized 
humanoid composed of grayish-white vapor. 
No facial features can be discerned.

Aerial servants are semi-intelligent creatures 
from the Elemental Plane of Air that often 
roam the Astral and Ethereal planes. They 
normally are only found on the Material Plane 
as a result of being summoned by a cleric (or, 
less frequently, a wizard) using the greater 
planar ally or greater planar binding spell 
and commanded to perform some task, often 

being required to use their immense strength 
to carry objects or aid the summoner. Though 
an aerial servant performs whatever task is 
asked of it, it resents being summoned and 
forced to do another’s bidding; therefore, 
it attempts to pervert the conditions of the 
summoning and its mission. An aerial servant 
that fails or is thwarted in its mission becomes 
insane and immediately returns to the caster 
who summoned it, either killing the caster or 
carrying the caster back to the Elemental Plane 
of Air with it.

Aerial servants are invisible on the Elemental 
Plane of Air. On other planes, they can be seen, 
though only vaguely, and appear as humanoids 
composed of whitish-gray vapor. Sometimes 
eyes, a nose, and a small mouth form in the 
vapor.

Aerial servants speak Auran. They understand 
Common, but do not speak it.

Combat

Aerial servants attack by using a shearing 
blast of wind as a weapon or by grabbing an 
opponent and crushing it within their powerful 
grasp. Aerial servants can only be killed on 
their native plane. If slain elsewhere, they 
simply dissolve into wisps of vapor and return 
to their home plane.

An aerial servant’s natural weapons are 
treated as magic weapons for the purpose of 
overcoming damage reduction.

Constrict (Ex): An aerial servant deals 2d8+6 
points of damage with a successful grapple 
check.

Improved Grab (Ex): To use this ability, 
an aerial servant must hit an opponent of up 
to one size larger with a slam attack. It can 
then attempt to start a grapple as a free action 
without provoking an attack of opportunity. If 
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it wins the grapple check, the aerial servant can 
constrict.

Wind Blast (Su): Once every 1d4 rounds, as 
a standard action, an aerial servant can release 
a blast of wind in an 80- foot line. A creature 
struck takes 4d8 points of damage and those 
up to the aerial servant’s size or smaller are 
knocked down and back 2d10 feet. An affected 
creature can attempt a DC 22 Reflex save to 
reduce the damage by half and avoid being 
knocked down. The save DC is Constitution-
based.

Link with Caster (Ex): When summoned, an 
aerial servant creates a mental link between 
itself and the caster who summoned it. Should 
the aerial servant fail the mission it has been 
assigned, it returns to the caster and attacks 
him. The aerial servant can find the caster as 
long as they both are on the same plane of 
existence. If the caster leaves the plane, the 
link is temporarily broken. Once the caster 
returns or the aerial servant enters the plane 
the caster is on, the link is immediately 
reestablished and the aerial servant moves at 
full speed toward the caster’s current location. 
Only when the aerial servant or caster is 
destroyed, is the link permanently broken.

Natural Invisibility (Su): This ability is 
constant, allowing an aerial servant to remain 
invisible even when attacking. This ability is 
inherent and is not subject to the invisibility 
purge spell. This ability does not function 
when an aerial servant is on the Astral Plane or 
Ethereal Plane, but instead grants the creature 
concealment (20% miss chance).

Dracolisk
Large Dragon
Hit Dice: 11d12+44 (115 hp)
Initiative: +2
Speed: 30 ft. (6 squares), fly 60 ft. (poor)
Armor Class: 24 (-1 size, +2 Dex, +13 natural), 

touch 11, flat-footed 22

Base Attack/Grapple: +11/+21
Attack: Bite +16 melee (2d6+6)
Full Attack: Bite +16 melee (2d6+6) and 2 claws 

+14 melee (1d6+3)
Space/Reach: 10 ft./5 ft.
Special Attacks: Breath weapon, petrifying gaze
Special Qualities: Darkvision 60 ft., immunity to 

sleep and paralysis, immunity to energy, low-
light vision

Saves: Fort +11, Ref +9, Will +8
Abilities: Str 23, Dex 14, Con 19, Int 6, Wis 12, 

Cha 13
Skills: Hide +6, Intimidate +9, Jump +14, Listen 

+13, Move Silently +10, Search +6, Spot +13
Feats: Alertness, Blind-Fight, Multiattack Power 

Attack
Environment: See text
Organization: Solitary or colony (3-6)
Challenge Rating: 9
Treasure: None
Alignment: Always neutral
Advancement: 12-18 HD (Large); 19-33 HD 

(Huge)
Level Adjustment: —

This creature resembles a young six-legged 
dragon with glistening scales and gleaming 
eyes.

The vicious dracolisk is a rare crossbreed 
of dragon and basilisk. No one is quite sure 
how the dracolisk species came to be, but all 
who have encountered it are well aware of its 
lethality. There is believed to be one species 
of dracolisk for every species of dragon. Thus 
far, however, most dracolisks encountered 
have been of the black variety. At first glance, 
a dracolisk appears to be a juvenile dragon 
of whatever color its dragon parent was—but 
thanks to the petrifying gaze it inherited from 
its basilisk parent, most who encounter a 
dracolisk never get a second glance.

A dracolisk has a scaled body the same color 
as its dragon parent that fades to a lighter 
shade on its underside. A short, curved horn, 
similar to a rhino’s, juts from its nose. Its 
dragon-like wings match its body color but 
fade to a slightly darker shade near the tips. A 
dracolisk’s eyes are pale green with sparkles 



�0

Dungeon Dive 5

that match its dragon-parent color.

A typical dracolisk is 15 feet long and weighs 
about 3,000 pounds.

Dracolisks speak a crude and broken form of 
Draconic.

A dracolisk’s environment varies based on its 
dragon heritage: black dracolisks can be found 
in warm marshes, deserts, or underground; blue 
dracolisks favor warm hills and mountains, 
rarely being found underground; green 
dracolisks favor temperate or warm forests 
and underground settings; red dracolisks favor 
warm mountains and underground settings; and 
white dracolisks favor cold mountains, cold 
deserts, and underground.

Combat

The dracolisk attacks first with its breath 
weapon and gaze attack. After this, it attacks 
with its bite and clawed forelegs.

Breath Weapon (Su): A dracolisk’s breath 
weapon depends on what type of dragon parent 
it had, as summarized on the table below. 
Regardless of its type, a dracolisk’s breath 
weapon is usable once every 1d4 rounds 
(and no more than three times per day), deals 
4d8 points of damage, and allows a DC 19 
Reflex save for half damage. The save DC is 
Constitution-based.

Dracolisk Variety Breath Weapon
Black 60-foot line of acid
Blue 60-foot line
Green 30-foot cone of gas (acid)
Red 30-foot cone of fire
White 30-foot cone of cold

Petrifying Gaze (Su): Turn to stone 
permanently, range 30 feet, Fortitude DC 16 
negates. The save DC is Charisma-based.

Immunity to Energy (Ex): A dracolisk is 
immune to one type of energy based on its 
dragon parent and variety.

Skills: Dracolisks have a +2 racial bonus on 
Listen and Spot checks.

Elemental Dragon, Air
Huge Elemental (Air, Extraplanar)
Hit Dice: 24d8+120 (228 hp)
Initiative: +8
Speed: 20 ft. (4 squares), fly 120 ft. (poor)
Armor Class: 24 (-2 size, +16 natural), touch 8, 

flatfooted 24
Base Attack/Grapple: +18/+34
Attack: Bite +25 melee (2d10+8)
Full Attack: Bite +25 melee (2d10+8) and 2 claws 

+23 melee (2d8+4) and 2 wings +22 melee 
(1d8+4); or tail slap +24 melee (2d10+12); or 
crush +24 melee (2d10+12)

Space/Reach: 15 ft./10 ft. (bite 15 ft.)
Special Attacks: Breath weapon, cyclone buffet, 

air mastery, spell-like abilities
Special Qualities: Damage reduction 15/magic 

and silver, darkvision 60 ft., elemental traits
Saves: Fort +13, Ref +22, Will +10
Abilities: Str 26, Dex 27, Con 21, Int 12, Wis 15, 

Cha 12
Skills: Intimidate +11, Knowledge (the planes) +16, 

Listen +17, Search +16, Spot +17, Survival +13 
(+15 on other planes, +15 following tracks)

Feats: Blind-Fight, Cleave, Flyby Attack, Hover, 
Multiattack, Power Attack, Snatch, Weapon 
Focus (bite, claw)

Environment: Elemental Plane of Air
Organization: Solitary
Challenge Rating: 18
Treasure: Double standard
Alignment: Always evil (any)
Advancement: 25-36 HD (Huge); 37-72 

(Gargantuan)
Level Adjustment: —

This massive creature resembles a huge dragon 
composed of air and vapor. Its great wings 
are translucent and look like wisps of smoke. 
Its eyes are hollow sockets of mist though a 
glint of bright sunlight can occasionally be 
seen dancing across the surface. Its great tail 
appears as wisps of smoke or vapor and seems 
to trail off into nothingness.
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The Elemental Plane of Air is home to many 
creatures: elementals, belkers, and the great 
djinni. Yet none are as feared as the elemental 
air dragons. Their great form and majestic aura 
strike fear into the bravest of souls. Elemental 
air dragons are as evil as their brethren (the 
other elemental dragons) and take joy and 
pride in swooping over a settlement or village 
and destroying it with their great wing buffet. 
Watching the frightened creatures flee in terror 
provokes some sort of perverse excitement in 
these dragons.

Luckily, elemental air dragons rarely enter the 
Material Plane. Elemental air dragons dislike 
cloud dragons and mist dragons and seek to 
slay them whenever they are encountered.

The average air elemental dragon is 30 feet 
long. Elemental air dragons speak Common 
and Auran.

Combat

Elemental air dragons attack by swooping on 
their prey, unleashing a blast of superheated 
air, and then flying away. An elemental air 
dragon rarely, if ever, touches the ground. It 
often employs its cyclone buffet to knock more 
powerful creatures prone, then swoops in to 
blast them with its breath weapon or rend them 
with its claws and bite.

An elemental air dragon’s natural weapons are 
treated as magic weapons for the purpose of 
overcoming damage reduction.

Breath Weapon (Su): Cone of superheated 
air, 50 feet, every 1d4 rounds; 10d8 points of 
damage, Reflex DC 27 for half. The save DC is 
Constitution-based.

Cyclone Buffet (Ex): By beating its wings 
rapidly back and forth, a hovering elemental 
air dragon can create a cyclone-like force of 
wind in a 30-foot radius around its body. This 

cyclone has the following effects: movement 
through the cyclone is one-quarter normal, 
ranged attacks suffer a -8 circumstance penalty 
in the area, and all non-magical unprotected 
flames are automatically extinguished. Large 
or smaller creatures in the area must succeed 
on a DC 27 Reflex save or take 3d6 points of 
damage each round they remain in the area. 
Medium or smaller creatures in the area must 
succeed on a second Reflex save (same DC) 
or be knocked prone and back 1d4 x 10 feet, 
taking 1d6 points of nonlethal damage per 
10 feet. Flying creatures are automatically 
grounded in this area. The save DC is 
Constitution based.

Air Mastery (Ex): Airborne creatures take a 
-1 penalty on attack and damage rolls against 
an elemental air dragon.

Spell-Like Abilities: 1/day—control weather, 
control winds. Caster level 12th.

Soul Eater
Medium Outsider (Extraplanar)
Hit Dice: 10d8+20 (65 hp)
Initiative: +6
Speed: Fly 100 ft. (perfect) (20 squares)
Armor Class: 24 (+6 Dex, +8 natural), touch 16, 

flatfooted 18
Base Attack/Grapple: +10/+11
Attack: Claw +16 melee (1d6+1 plus 1d6 Wis)
Full Attack: 2 claws +16 melee (1d6+1 plus 1d6 

Wis)
Space/Reach: 5 ft./5 ft.
Special Attacks: Soul drain, wisdom damage
Special Qualities: Damage reduction 10/magic, 

darkvision 60 ft., find target, immunities, 
outsider traits

Saves: Fort +9, Ref +13, Will +7
Abilities: Str 13, Dex 22, Con 14, Int 12, Wis 11, 

Cha 11
Skills: Concentration +10, Diplomacy +7, Hide 

+19*, Intimidate +13, Knowledge (the planes) 
+12, Listen +15, Move Silently +19, Search 
+14, Spot +15, Survival +13 (+15 on other 
planes)

Feats: Alertness, Dodge, Flyby Attack, Weapon 
Finesse
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Environment: Any outer plane
Organization: Solitary
Challenge Rating: 7
Treasure: None
Alignment: Always neutral
Advancement: 11-20 HD (Medium); 21-30 HD 

(Large)
Level Adjustment: —

This creature resembles a billowing cloud 
of inky darkness. Two long, pale white arms 
protrude from the cloud, each ending in a 
clawed hand.

A soul eater is an extraplanar creature of great 
power. Its plane of origin is unknown but is 
thought to be some sort of void plane. Soul 
eaters are summoned to the Material Plane 
for one purpose—to slay living creatures. 
When given a target, a soul eater can track it 
unerringly.

Soul eaters sustain themselves on the life 
energies of living creatures and derive this 
sustenance by draining the souls of living 
targets.

Combat

A soul eater strikes with two ghostly claws in 
each round. It attacks until either it or its target 
is defeated or slain.

A soul eater’s natural weapons are treated as 
magic weapons for the purpose of over coming 
damage reduction.

Soul Drain (Su): When a soul eater slays 
a foe, it devours the victim’s soul. Such a 
creature cannot be returned to life by any 
means save a deity’s intervention.

Wisdom Damage (Su): A creature hit by a 
soul eater’s claw attack must succeed on a 
DC 17 Fortitude save or take 1d6 points of 
Wisdom damage. The save DC is Constitution-
based. A creature brought to Wisdom 0 dies.

Find Target (Sp): When ordered to find a 
creature, a soul eater does so unerringly, as 
though guided by discern location. The being 
giving the order must have seen the creature 
to be found and must know the target’s name. 
This ability is the equivalent of an 8th-level 
spell.

Link to Caster (Ex): When a soul eater is 
summoned to the Material Plane, it creates a 
mental link between itself and the caster who 
summoned it. If a soul eater’s victim (i.e., 
the creature it is summoned to slay) is killed 
before the creature can devour its soul, the 
soul eater returns at full speed to the caster 
and attacks him. Likewise, if a soul eater is 
defeated in battle (but not slain) by its target, 
the creature returns to the caster and attacks 
him. So long as both the caster and soul eater 
are on the same plane of existence, the soul 
eater can successfully locate the caster (again 
as though guided by discern location). If the 
caster leaves the plane, the link is temporarily 
broken. Once the caster returns, or the soul 
eater enters a plane the caster is on, the link is 
immediately restored.

Immunities (Ex): Soul eaters are immune to 
poison, sleep, paralysis, and stunning. Since 
they have no clear front or back they cannot be 
flanked and are immune to critical hits.

Skills: *Soul eaters have a +10 racial bonus on 
Hide checks in darkness or smoke.
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Appendix �: 
Lord of the Storm

Detailed below are the statistics of three 
sample NPCs that could fulfill the role of Lord 
of the Storm.

Amiasia: 
The White Witch
Though her name translates to "White Cloud," 
the elven wizard known as Amiasia is anything 
but serene. Tempestuous, fickle, and incredibly 
cruel, Amiasia has spent years gathering the 
forces necessary to bring the skies under her 
rule.

Amiasia CR 14
Female elf wizard 14
NE Medium humanoid
Init +2; Senses low-light vision; Spot +2, Listen +2
Languages Common, Elven, Auran, Draconic, 

Infernal, Terran
AC 12, flat-footed 10, touch 10
hp 36 (14 HD)
Resist electricity 20
Immune sleep
Fort +4, Ref +6, Will +9
Spd 30 ft (6 squares), fly 60 ft. (12 squares)
Base Atk +7; Grp +6
Combat Gear wand of lightning bolt (43 charges, 

10th level caster, DC 14)
Spells Prepared (CL 14th, +9 ranged touch, +6 

melee touch):
7th – control weather, prismatic spray
6th – chain lightning, greater dispel magic, 

planar binding, summon monster IV
5th – cloudkill, lesser planar binding, teleport, 

wall of force
4th – enervation, lesser globe of invulnerability, 

ice storm, phantasmal killer, stoneskin
3th – gaseous form, lightning bolt, magic 

circle against good, sleet storm, summon 
monster III, wind wall

2nd – bear's endurance, gust of wind, 
scorching ray, see invisibility, whispering 
wind

1st – charm person, expeditious retreat, mage 
armor, magic missile, true strike

0 – detect magic (2), read magic (2)
Abilities Str 8, Dex 15, Con 10, Int 18, Wis 10, 

Cha 14
SQ elf traits, summon familiar
Feats Combat Casting, Craft Staff, Craft Wand, 

Craft Wondrous Item, Improved Counterspell, 
Leadership, Maximize Spell, Scribe Scroll

Skills Concentration +17, Decipher Script +21, 
Knowledge (arcana) +21, Knowledge (the 
planes) +28, Listen +2, Spellcraft +23, Spot +2

Possessions combat gear plus major ring of 
energy resistance (electricity), winged boots

Maeldraguul: 
Lord of the Skies
Maeldraguul is one of a handful of air 
elemental dragons that rule the sky. He and his 
servants terrorize the villages and towns that 
are unlucky enough to find themselves in the 
path of his storm cloud. He takes great pleasure 
in carrying humanoids high into the air and 
then letting them fall to their deaths, and he has 
a special hatred for dwarves.

Maeldraguul CR 18
CE Huge elemental (air, extraplanar)
Init +8; Senses darkvision 60 ft; Spot +17, Listen 

+17
Languages Common, Draconic, Auran
AC 24, touch 8, flat-footed 24; Air Mastery
hp 228 (24 HD); DR 15/magic and silver
Immune poison, sleep effects, paralysis, stunning, 

critical hits, flanking
Fort +13, Ref +22, Will +10
Spd 20 ft. (4 squares), fly 120 ft. (poor) (24 

squares)
Melee bite +25 (2d10+8) and 2 claws +23 (2d8+4) 

and 2 wings +22 (1d8+4); or tail slap +24 
(2d10+12); or crush +24 (2d10+12)

Space 15 ft.; Reach 10 ft. (bite 15 ft.)
Base Atk +18; Grp +34
Atk Options Cleave, Flyby Attack, Power Attack, 

Snatch
Special Atk breath weapon, cyclone buffet, spell-

like abilities
Spell-Like Abilities (CL 12):

1/day – control weather, control winds
Abilities Str 26, Dex 27, Con 21, Int 12, Wis 15, 

Cha 12
SQ elemental traits
Feats Blind-Fight, Cleave, Flyby Attack, Hover, 

Multiattack, Power Attack, Snatch, Weapon 
Focus (bite, claw)
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Skills Intimidate +11, Knowledge (the planes) +16, 
Listen +17, Search +16, Spot +17, Survival +13 
(+15 on other planes, +15 following tracks)

Breath Weapon (Su): Cone of superheated air, 
50 feet, every 1d4 rounds; 10d8 points of 
damage, Reflex DC 27 for half. The save DC is 
Constitution-based.

Cyclone Buffet (Ex): By beating its wings rapidly 
back and forth, a hovering elemental air dragon 
can create a cyclone-like force of wind in a 30-
foot radius around its body. This cyclone has 
the following effects: movement through the 
cyclone is one-quarter normal, ranged attacks 
suffer a -8 circumstance penalty in the area, 
and all non-magical unprotected flames are 
automatically extinguished. Large or smaller 
creatures in the area must succeed on a DC 
27 Reflex save or take 3d6 points of damage 
each round they remain in the area. Medium 
or smaller creatures in the area must succeed 
on a second Reflex save (same DC) or be 
knocked prone and back 1d4 x 10 feet, taking 
1d6 points of nonlethal damage per 10 feet. 
Flying creatures are automatically grounded in 
this area. The save DC is Constitution based.

Air Mastery (Ex): Airborne creatures take a -1 
penalty on attack and damage rolls against an 
elemental air dragon.

Inazuma: 
God of Thunder

The god of thunder rules the skies from his 
cloud fortress, demanding tribute from kings, 
dragons, and wizards alike. He is an imposing 
figure, with jet black ram horns and the wings 
of a raven. Lightening flashes in his eyes, 
his hair is composed of wisps of cloud, and 
electricity crackles as it courses up and down 
the length of his body.
Inazuma CR 22
N Large outsider (air, extraplanar)
Init +9; Senses darkvision 60 ft, low-light vision, 

see invisibility, true seeing; Spot +32, Listen 
+32

Languages Common, Auran
AC 35, touch 14, flat-footed 30; Greater Air 

Mastery
hp 209 (22 HD); regeneration 15; DR 15/cold iron 

and epic
Immune electricity, cold, paralysis, poison

Resist fire 10, acid 10;SR 32
Fort +18, Ref +18, Will+20
Spd 50 ft. (10 squares), fly 150 ft. (good) (30 

squares)
Melee +5 vorpal katana +35/+30/+25/+20 melee 

(2d8+18/19-20) or 2 slams +30 (2d8+13) and 
horns +28 (2d6+6)

Space 10 ft.; Reach 10 ft.
Base Atk +22; Grp +35
Atk Options Dodge, Great Cleave, Flyby Attack, 

Improved Grab, Improved Bull Rush, Mobility, 
Power Attack

Special Atk improved grab, spell-like abilities, 
spells

Spells (Cleric CL 20, +31 melee touch, +27 ranged 
touch, save DC 17 + spell level)
9th— etherealness, elemental swarm (air) D, 

mass heal, miracle, storm of vengeance
8th—fire storm, holy aura, mass cure critical 

wounds (2), whirlwindD

7th—control weatherD, destruction, dictum, 
ethereal jaunt, holy word, regenerate

6th—banishment, chain lightningD, heroes’ 
feast, mass cure moderate wounds, 
undeath to death, word of recall

5th—break enchantment, control windsD, 
dispel evil, plane shift, righteous might (2), 
symbol of pain

4th—death ward (2), dismissal (2), divine 
powerD, neutralize poison (2)

3rd—daylight, invisibility purge, magic circle 
against evil, magic vestmentD, prayer (2), 
protection from energy, wind wall

2nd—align weapon, bear’s endurance (2), 
bull’s strength (2), consecrate, eagle’s 
splendor, spiritual weaponD

1st—bless (2), cause fear, divine favor (2), 
entropic shield, obscuring mistD, shield of 
faith

0—create water, detect magic, guidance (2), 
resistance (2)

D—Air and War
Spell-Like Abilities (CL 20):

At will—aid, animate objects, commune, 
continual flame, dimensional anchor, 
greater dispel magic, holy smite (DC 
21), imprisonment (DC 26), invisibility 
(self only), lesser restoration (DC 19), 
polymorph (self only) power word stun, 
remove curse (DC 20), remove disease 
(DC 20), remove fear (DC 18), resist 
energy, summon monster VII, speak with 
dead (DC 20), waves of fatigue

3/day—blade barrier (DC 23), earthquake (DC 
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25), heal (DC 23), mass charm monster 
(DC 25), permanency, resurrection, waves 
of exhaustion

1/day—greater restoration (DC 24), power 
word blind, power word kill, power word 
stun, prismatic spray (DC 24), wish.

The following abilities are always active on 
Inazuma, as the spells (caster level 20th): 
detect evil, detect snares and pits, discern 
lies (DC 21), globe of invulnerability, 
see invisibility, true seeing. They can be 
dispelled, but Inazuma can reactivate them 
as a free action.

Abilities Str 28, Dex 20, Con 20, Int 23, Wis 25, 
Cha 25

SQ shocking body, tongues
Feats Cleave, Dodge, Flyby Attack, Great Cleave, 

Improved Bull Rush, Improved Initiative, 
Mobility, Power Attack

Skills Concentration +30, Craft or Knowledge 
(any five) +33, Diplomacy +34, Escape Artist 
+30, Hide +26, Listen +32, Move Silently +30, 
Search +31, Sense Motive +32, Spellcraft +31, 
Spot +32, Survival +7, Use Rope +5 (+7 with 
bindings)

Greater Air Mastery (Ex): Airborne creatures take 
a -4 penalty on attack and damage rolls against 
Inazuma.

Improved Grab (Ex): To use this ability, Inazuma 
must hit a Medium or smaller opponent with 
a slam attack. He can then attempt to start a 
grapple as a free action without provoking an 
attack of opportunity.

Regeneration (Ex): Inazuma takes normal 
damage from epic, cold iron weapons, and 
from spells or effects with the earth descriptor.

Shocking Body (Su): Inazuma's body crackles 
with electricity. Anyone grappling Inazuma 
takes 6d6 points of electrical damage each 
round.

Tongues (Su): Inazuma can speak with any 
creature that has a language, as though using 
a tongues spell. This ability is always active.

Appendix �: New Spells

Lightning Blast
Evocation [Electricity]
Level: Sor/Wiz 6
Components: V, S, M
Casting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)

Area: 40 ft burst
Duration: Instantaneous
Saving Throw: Reflex half (see below)
Spell Resistance: Yes

A lightning blast spell is a burst of electricity 
that explodes with a fierce thunderclap and 
deals 1d6 points of electricity damage per 
caster level (maximum 20d6) to every creature 
within the area. Unattended objects also take 
this damage. The explosion creates almost no 
pressure.
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OGL and Legal
Questions regarding the designation of Product Iden-
tity, Open Content, or the declarations in Section 15 of 
the Open Game License may be directed to custserv@
amalara.com.

Designation of Product Identity: Amalara, Dungeon 
Dive, Dungeon Dive 5: Eye of the Storm, and their as-
sociated logos are the product identity of Amalara. The 
maps of the Eye are product identity of Amalara.

Designation of Open Content: Excepting the items 
already declared as Product Identity, the entirety of the 
text of this work is declared Open Content.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)"Derivative 
Material" means copyrighted material including derivative works 
and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work 
may be recast, transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" means 
the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations 
and derivative works under copyright law, but specifically excludes 
Product Identity. (e) "Product Identity" means product and product 
line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities 
or effects, logos, symbols, or graphic designs; and any other trademark 
or registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the Open Game 
License by the Contributor (g) "Use", "Used" or "Using" means to 
use, Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) "You" or "Your" 
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You 

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use, 
the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder's name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of 
each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with 
the owner of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a challenge 
to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
original material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document, © 2002 Wizards of the Coast, 
Inc.; Authors: Bill Slavicsek, Jeff Grubb, Rich Redman, and Charles 
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip Wil-
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The Quintessential Wizard, © 2002 Mongoose Publishing.

The Primal Codex, © 2001 Netherland Games Inc.
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