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Primary Goal(s):  The PCs recover all four of Rijana's journals and return them to the Grand Lodge.
Secondary Goal(s):  The PCs also recover Rijana's body and return it to the Grand Lodge.

Act 1: Arrival at Bitter End

This encounter takes place just before dusk.  Since the attack with the jujus isn't supposed to occur until the PCs reach the fountain containing Rijana's corpse in the town square, have the jujus emerge from any buildings surrounding the square that the PCs haven't previously explored.  If the PCs stumble into the blacksmith shop from outside the square in tier 10-11 consider the devil to be studying his targets while invisible until they leave, allowing him time to potentially summon an ally.  If the PCs can detect invisibility, this may require entry to the blacksmith's shop to be restricted to only a front door facing the square to avoid triggering of the fight early if the PCs were to stumble upon the bone devil inside.

Act 3: Geb's Accord

When the PCs arrive in the pocket dimension of Geb's Accord they are in total (normal) darkness due to the lack of sun, moon, or stars.  Their only sources of light are those that were active when they travelled from the Material Plane.  Those with darkvision should have no problem seeing.  While the map for this encounter shows water, there is no mention of it in the area description (on either plane).  It should be assumed if there is water present it provides no hinderance to movement.

Act 5: The Prison Pens

The Geb's Accord version of Geb's Rest is well-lit by lanterns.  The populace that was transported here when Rijana activated the fountain's stele without a commander's brooch is being held captive by Zepteffis and his minions.  Zepteffis begins combat on the north side of the fountain, pushing a townsperson toward it.  The ancient Gebbite warriors stand nearby.  Geb's defenders push more townsfolk toward the fountain.  At high tier, if Golgrotham escaped from the PCs in Act 1, he joins Zepteffis and Arginius in Act 5.
GEB'S DEFENDERS  [male and female human juju zombie fighters 5 in Act 1: 4 in tier 7-8; 7 in tier 10-11 / Act 3: 3 in tier 7-8; 7 in tier


10-11 / Act 5: 1 in tier 7-8; 5 in tier 10-11]

Knowledge (religion) 15



CR 5
This wretched human figure has tight leathery skin, sunken eyes, and an emaciated frame, yet it moves with eerie alacrity.
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 21 [23 vs. good], touch 12 [14 vs. good], flat-footed 19 [21 vs. good] (+4 armor, +2 Dex, +3 natural, +2 shield [+2 deflection vs. good])
hp 41 (5d12+3)
Fort +1 [+3 vs. good], Ref +4 [+6 vs. good], Will +6 [+8 vs. good]
Defensive Abilities channel resistance +4, undead traits; DR 5/magic and slashing; Immune cold, electricity, magic missile (including any spell-like 
ability that mimics the spell); Resist fire 10
OFFENSE
Speed 30 ft.
Melee +1 scimitar +9 (1d6+8/18-20) or slam +7 (1d6+5)
TACTICS  [all Acts]
Before Combat Once the defenders spot the PCs, they drink their potion of protection from good.
During Combat Geb's defenders work in pairs to flank and take down one opponent at a time, usually starting with their closest foe.
Morale Geb's defenders fight until destroyed.
STATISTICS
Str 20, Dex 15, Con –, Int 4, Wis 10, Cha 10
Base Atk +2; CMB +7; CMD 20 [22 against good creatures with potion]
Feats Alertness, Dodge, Improved Initiative, Iron Will, Toughness, Weapon Focus (scimitar), Weapon Specialization (scimitar)
Skills Acrobatics +11, Climb +19, Intimidate +8, Perception +2; Racial Modifiers +8 racial bonus on Climb checks
Languages Common
Combat Gear potion of protection from good; Other Gear chain shirt, heavy steel shield, +1 scimitar [CL 3rd]
SPECIAL ABILITIES
Damage Reduction (Ex) A juju zombie's natural weapons are treated as magic weapons for the purposes of overcoming damage reduction.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

Equipment
Potion of protection from good [faint abjuration [evil]; CL 1st; 1 minute]:  +2 deflection bonus to AC and +2 resistance bonus to saves vs. good 
creatures; immune to attempts to possess or exercise mental control over by good creatures; receives immediate new save vs. possession or 
mental control by good creatures with +2 morale bonus, if successful effect suppressed for duration; doesn't expel controlling life force but 
prevents from controlling; prevents bodily contact by good summoned creatures unless warded creature attacks, forces barrier against, or is 
overcome by summoned creature's SR
BONE DEVIL(S)1  [Golgrotham (and possible summon) in Act 1, tier 10-11 / Zepteffis in Act 5, tier 7-8; Zepteffis, Arginius, and possibly 
Golgrotham in tier 10-11]


Knowledge (planes) 19



CR 9
Merging the most horrifying features of carrion-fed insect and withered cadaver, this bony devil moves in unsettling lurches.
LE Large outsider (devil, evil, extraplanar, lawful)
Init +9; Senses darkvision 60 ft., see in darkness; Perception +19
Aura fear aura (5 ft., DC 19, 1d6 rounds)
DEFENSE
AC 25, touch 14, flat-footed 20 (+5 Dex, +11 natural, -1 size)
hp 105 (10d10+50)
Fort +12, Ref +12, Will +7
DR 10/good; Immune fire, poison; Resist acid 10, cold 10; SR 20
OFFENSE
Speed 40 ft., fly 60 ft. (good)
Melee bite +14 (1d8+5), 2 claws +14 (1d6+5), sting +14 (3d4+5 plus poison)
Space 10 ft.; Reach 10 ft.
Spell-Like Abilities (CL 12th)


Constant – fly

At will – dimensional anchor, greater teleport (self plus 50 lbs. of objects only), invisibility (self only), major image (DC 17), wall of ice

3/day – quickened invisibility (self only)

1/day – summon (level 4, 1 bone devil, 35%)
TACTICS  [Act 1]
During Combat Golgrotham attempts to summon another bone devil as his first action.  Then he stays in the back, preferring to let Geb's defenders 
deal with the PCs in melee while he tries to split the party with repeated uses of his wall of ice spell-like ability.  If forced into melee 
combat, Golgrotham uses his fear aura continually and throws himself at the most heavily armored opponents.
Morale If reduced to below 15 hit points, Golgrotham attempts to flee out of Geb's Rest to the north, hoping to reach the stele, access Geb's Accord, 
and warn Zepteffis that the PCs are coming.
TACTICS  [Act 5]
Before Combat Zepteffis is reading Rijana's journal and sacrificing townspeople to the ritual.
During Combat Once combat starts, Zepteffis launches himself at the PCs.  If he sees anyone carrying Rijana's journals, he attacks them first.
Morale Zapteffis fights to the death.
STATISTICS
Str 21, Dex 21, Con 20, Int 16, Wis 15, Cha 18
Base Atk +10; CMB +16; CMD 31
Feats Alertness, Combat Reflexes, Improved Initiative, Iron Will, Quicken Spell-Like Ability (invisibility)
Skills Bluff +17, Diplomacy +17, Fly +21, Intimidate +17, Knowledge (planes) +16, Perception +19, Sense Motive +19, Spellcraft +16, Stealth +14
Languages Celestial, Common, Draconic, Infernal; telepathy 100 ft.
[Gear Geb commander's brooch (for properly activating the stele portal between planes)]
SPECIAL ABILITIES
Poison (Ex) Sting – injury; save Fort DC 20; frequency 1/round for 6 rounds; effect 1d3 Str damage; cure 2 consecutive saves.  The save DC is 
Constitution-based.
Invisibility (Sp) [swift action 3/day; standard action at will]:  You and your gear become invisible (excluding items that extend more than 10 feet from your person).  Items you drop become visible.  Items you pick up and are tucked into clothing or pouches disappear.  Light from any light source you carry is still visible even if the source is not.  You aren't silenced and certain conditions (like swimming) can render you detectable.  You gain a +40 bonus on your Stealth check while stationary and a +20 while moving.  The effect ends if you directly attack a foe or indirectly attack using area effects.  Causing harm indirectly, such as summoning a monster that then attacks, doesn't end the effect.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.
Summon (Sp) [1 round casting time; 55 ft. range]:  A creature with the summon ability can summon other specific creatures of its kind much as though casting a summon monster spell, but it usually has only a limited chance of success (as specified in the creature's entry).  Roll d%:  On a failure, no creature answers the summons.  Summoned creatures automatically return whence they came after 1 hour.  A creature summoned in this way cannot use any spells or spell-like abilities that require material components costing more than 1 gp unless those components are supplied, nor can it use its own summon ability for 1 hour.  An appropriate spell level is given for each summoning ability for purposes of Will saves, caster level checks, and concentration checks.  No experience points are awarded for defeating summoned monsters.
Spell-Like Abilities (CL 12th; concentration +16)
Dimensional Anchor [abjuration; 220 ft. range; ray; 12 mins.]:  ranged touch blocks creature or object struck from extradimensional travel including astral projection, 
blink, dimensional door, ethereal jaunt, etherealness, gate, maze, plane shift, shadow walk, teleport; prevents gate and teleportation circle for duration; doesn't 
interfere those already in ethereal or astral form when spell cast, extradimensional perception, or attack forms; doesn't prevent summoned creatures 
disappearing at end of summoning spell
Fly [transmutation]:  fly speed of 60 ft.; can ascend at 1/2 speed and descend at 2x speed; can attack and cast normally; can charge but not run

	Flying Maneuver
	Fly DC (+21)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Hurricane" (75-174 mph) winds.  Suffers a -12 Fly penalty.

· Must succeed on a DC 25 Fly check in "Tornado" (175+ mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blown away must still make a DC 20 Fly check to move.  Suffers a -16 Fly penalty.



Greater Teleport [conjuration (teleportation); personal and touch; you and up to 50 lbs. of touched objects]:  instantly transports you to designated destination on same 
planetary body (no distance limitation); must have at least a reliable description of location or teleport fails
Major Image [illusion (figment); 880 ft. range; visual figment within 16 10-ft. cubes; concentration + 3 rounds; DC 17 Will disbelief (if interacted with)]:  creates illusion 
of object, creature, or force including sound, smell, and thermal illusions; while concentrating can move image within range; image disappears when struck by 
opponent unless cause to react appropriately
Wall of Ice [evocation [cold]; 220 ft. range; anchored plane up to 12 10-ft. squares or hemisphere with radius up to 15 ft.; concentration + 9 rnds]:  must have smooth and 
unbroken surface; created in area unoccupied by creatures or physical objects; creatures adjacent to can disrupt formation with successful DC 18 Reflex save; 
fire does full dmg and melts creating cloud of fog for 10 mins.; ice plane 12 inches thick must be anchored to floor as vertical wall, two sides if slanting or 
horizontal; 10 ft. square has 36 hps, auto hit, 0 hps breaches, DC 27 Str check to breach, 1d6+12 cold dmg to creatures stepping through breach; hemisphere 
doesn't deal dmg those go through breach
Act 2: Hellcat Ambush

This encounter takes place sometime between the PCs journey from Geb's Rest and Rijana's camp (two normal days travel).  Due to the importance of the hellcat's "invisibility in light" ability to the fight, flip a coin or roll a die to determine whether it is night or day (or maybe dusk or dawn).  If the PCs are traveling by air on living mounts use the suggestion in the scenario to get them to descend.  If they are traveling by air using magical means, have their magic start to fail in fits and starts forcing them to descend to the ground (as reflected in the random nature of the area described in the sidebar on page 8 of the scenario).


Remember to check at the beginning of each round to see if the antimagic field is in effect.  If it is, all magical items are treated as simply masterwork.  The hellcat's "invisibility in light" ability is also suppressed.  (Please note that the Pathfinder stat block is used here.  Should the GM choose to use the 3.5 stat block this would not be the case as that ability is treated as "extraordinary" and unaffected by the antimagic field.)  Any spells with active durations have rounds that they're suppressed counted towards their expiration.

HELLCAT(S)1  [1 in tier 7-8; 2 in tier 10-11]

Knowledge (planes) 17



CR 7
This eerie beast appears to be the animated skeleton of a huge fanged cat, its bones glowing with fire and seething with smoke.
LE Large outsider (evil, extraplanar, lawful)
Init +9; Senses darkvision 60 ft., scent; Perception +18
DEFENSE
AC 21, touch 15, flat-footed 15 (+5 Dex, +1 dodge, +6 natural, -1 size)
hp 85 (9d10+36)
Fort +10, Ref +13, Will +5
Defensive Abilities invisible in light; DR 5/good; Resist fire 10; SR 18
OFFENSE
Speed 40 ft.
Melee bite +13 (1d8+5), 2 claws +13 (1d6+5/19-20 plus grab)
Space 10 ft.; Reach 5 ft.
Special Attacks pounce, rake (2 claws +13, 1d6+5/19-20)
TACTICS
Before Combat The hellcat is patrolling the road between Geb's Rest and the stele.
During Combat The hellcat attacks the first foe it sees, grappling when it can to tie up single opponents.
Morale The hellcat attempts to flee if reduced to less than 10 hit points.
STATISTICS
Str 21, Dex 21, Con 19, Int 10, Wis 14, Cha 10
Base Atk +9; CMB +15 (+19 grapple); CMD 31 (35 vs. trip)
Feats Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes, Mobility
Skills Acrobatics +17 (+21 jump), Climb +17, Perception +18, Stealth +17, Survival +14, Swim +17; Racial Modifiers +4 Perception, +4 Stealth
Languages Infernal (can't speak); telepathy 100 ft.
SPECIAL ABILITIES
Invisibility in Light (Su) In bright light, a hellcat has natural invisibility.  In normal light, a hellcat has partial concealment (20% miss chance).  In dim light, it has no concealment.  In darkness, a hellcat's flickering glow limits it to partial concealment, unless the darkness is magical in nature.
Combat Reflexes [+5, 6/round(s)]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Grab (Ex): If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Mobility:  You get a +4 dodge bonus to Armor Class against attacks of opportunity cause when you move out of or within a threatened area.  A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.
Pounce (Ex):  When a creature with this special attack makes a charge, it can make a full attack (including rake attacks if the creature also has the rake ability).
Rake (Ex):  A creature with this special attack gains extra natural attacks under certain conditions, typically when it grapples its foe.  In addition to the options available to all grapplers, a monster with the rake ability gains two free claw attacks that it can use only against a grappled foe.  The bonus and damage caused by these attacks is included in the creature's description.  A monster with the rake ability must begin its turn already grappling to use its rake – it can't begin a grapple and rake in the same turn.
Scent (Ex):  A creature with the scent ability can detect opponents by sense of smell, generally within 30 feet.  If the opponenet is upwind, the range is 60 feet.  If it is downwind, the range is 15 feet.  Strong scents, such as smoke or rotting garbage, can be detected at twice the ragnes noted above.  Overpowering scents, such as skunk musk or troglodyte stench, can be detected at trhee times these ranges.


The creature detects another creature's presence but not its specific location.  Noting the direction of the scent is a move action.  If the creature moves within 5 feet (1 square) of the scent's source, the creature can pinpoint the area that the source occupies, even if it cannot be seen.


Creatures with the scent ability can identify familiar odors just as humans do familiar sights.  False, powerful odors can easily mask other scents.  The presence of such an odor completely spoils the ability to properly detect or identify creatures.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry, usually 100 feet) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Act 4: Stasis Field

Assume that the ancient Gebbite battle cleric was recently awoken by one of the bone devils from stasis and hasn't been alive for all the time that the pocket dimension (in it's time accelerated form) has been around.  Due to the relatively short nature of the cleric's pre-combat buffs, it should probably also be assumed that he casts them after he hears the PCs approach but before they are aware of his presence.  The light level should still be total, normal darkness for this encounter.  This requires the battle cleric to have a light spell up in order to see.  It also makes it hard for him to hide from the PCs in order to cast buffs during combat.  While the combat text suggests "he hides behind distant statues", it would be much more logical if he simply buffs himself while under the effect of his conveniently memorized meld into stone spell.

ANCIENT GEBBITE BATTLE CLERIC  [male human cleric 10]

Knowledge (local) 20


CR 10
This tired-looking man is wearing brown leathers and a red hat with a blue feather.
LE Medium humanoid
Init +3; Senses Perception +8
DEFENSE
AC 22, touch 10, flat-footed 22 (+9 armor, +1 deflection, -1 Dex, +3 shield)
hp 64 (10d8+20)
Fort +10, Ref +5, Will +12
Defensive Abilities light fortification armor quality; Resist electricity 20, fire 20
OFFENSE
Speed 20 ft., freedom of movement
Melee +1 bastard sword +10/+5 (1d10+3/18-20)
Special Attacks rebuke undead [channel negative energy 4/day (DC 16, 5d6)], spontaneous casting (inflict spells)
Spells Prepared (CL 10th [concentration +14, +18 defensively])


5th – flame strike (DC 19), mass inflict light woundsD (DC 19), spell resistance (DC 19)

4th – death wardD (DC 18), divine power, freedom of movement (already cast, DC 18), spell immunity (already cast [dispel magic, silence], 

DC 18), summon monster IV

3rd – bestow curse (DC 17), contagionD (DC 17), invisibility purge, meld into stone, summon monster III

2nd – cure moderate wounds (DC 16), death knellD (DC 16), hold person (DC 16), resist energy (2, already cast [electricity 20, fire 20],



DC 16), silence (DC 16)

1st – divine favor, entropic shield, inflict light woundsD (DC 15), obscuring mist, protection from good (DC 15), shield of faith (DC 15)

0 – detect magic (3), light (2), read magic

D domain spell; Domains Death, Destruction
TACTICS
Before Combat The Gebbite battle cleric casts spell immunity (dispel magic, silence), resist energy (electricity, fire), and freedom of movement.  These spells are figured into his stats.
During Combat As soon as the Gebbite battle cleric sees the PCs approaching, he summons a hellhound (summon monster III) and a fiendish dire wolf (summon monster IV) to attack the PCs while he hides behind distant statues and casts divine favor, protection from good, shield of faith, entropic shield, and spell resistance (these spells are not figured into his stats).  He uses his lesser metamagic rod of extend with hold person, silence, and obscuring mist.  He prefers direct combat, but will hit the PCs with flame strike, bestow curse, contagion, and hold person as he approaches them.
Morale The Gebbite battle cleric is sworn to protect the stasis field and battles the PCs to the death.
STATISTICS
Str 15, Dex 8, Con 14, Int 10, Wis 19, Cha 12
Base Atk +7/+2; CMB +9; CMD 19
Feats Combat Casting, Exotic Weapon Proficiency (bastard sword), Improved Initiative, Lightning Reflexes, Weapon Focus (bastard sword)
Skills Perception +8, Spellcraft +1
Languages Ancient Kelesh, Ancient Osiriani
Combat Gear [both tiers] cloak of resistance +1 (faint abjuration; CL 5th), +1 light fortification full plate, gauntlets of ogre power [belt of giant strength +2 (moderate transmutation; CL 8th)], +1 heavy steel shield (CL 3rd), lesser metamagic rod of extend (strong [no school]; CL 17th), ring of protection +1 (faint abjuration; CL 5th), +1 bastard sword (CL 3rd), periapt of Wisdom +2 [headband of inspired wisdom +2 (moderate transmutation; CL 8th)]; [Gear Geb commander's brooch (for properly activating the stele portal between planes)]
Combat Gear [tier 10-11 only] scroll of flame strike (moderate evocation; CL 9th), scroll of ice storm (moderate evocation; CL 7th) [unusable, not on his spell list, has no UMD skill], scroll of raise dead (moderate conjuration; CL 9th)
Combat Casting:  You get a +4 bonus on concentration checks [+18 total] made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Equipment
+1 light fortification full plate [strong abjuration; CL 13th]:  This suit of armor produces a magical force that protects vital areas of the wearer more 
effectively.  When a critical hit or sneak attack is scored on the wearer, there is a chance that the critical hit or sneak attack is negated and 
damage is instead rolled normally.  The chance is 25% for light fortification.
Spells Prepared (CL 10th [concentration +14, +18 defensively])
Bestow Curse [necromancy [curse]; V, S; touch; creature touched; permanent; DC 17 Will negates]:  touch to apply curse (-6 to an ability score; -4 to 
attacks, saves, ability checks and skill checks; or 50% chance to act normally each turn); not dispellable, but can be removed with break 
enchantment, limited wish, miracle, remove curse, or wish

Contagion [necromancy [disease, evil]; V, S; touch; living creature touched; instantaneous; DC 17 Fort negates]:  subject immediately contracts 
one of following diseases (no onset)
· Blinding Sickness: frequency 1/day; effect 1d4 Str dmg, more than 2 Str dmg = target makes additional save or be permanently blind; cure 2 consecutive saves (DC 16 Fort)
· Bubonic Plague: frequency 1/day; effect 1d4 Con dmg, 1 Cha dmg, and target fatigued; cure 2 consecutive saves (DC 17 Fort)
· Cackle Fever: frequency 1/day; effect 1d6 Wis dmg; cure 2 consecutive saves (DC 16 Fort)
· Filth Fever: frequency 1/day; effect 1d3 Dex dmg and 1d3 Con dmg; cure 2 consecutive saves (DC 12 Fort)
· Leprosy: frequency 1/week; effect 1d2 Cha dmg; cure 2 consecutive saves (DC 20 Fort)
· Mindfire: frequency 1/day; effect 1d4 Int dmg; cure 2 consecutive saves (DC 12 Fort)
· Red Ache: frequency 1/day; effect 1d6 Str dmg; cure 2 consecutive saves (DC 15 Fort)
· Shakes: frequency 1/day; effect 1d8 Dex dmg; cure 2 consecutive saves (DC 13 Fort)
· Slimy Doom: frequency 1/day; effect 1 Con drain or 1d4 Con dmg with 2nd successful save; cure 2 consecutive saves (DC 14 Fort)
Death Knell [necromancy [death, evil]; V, S; touch; living creature touched; instantaneous/10 mins. per HD of subject; DC 16 Will negates]:  touch 
living creature at -1 or fewer hps; if fails save, it dies and caster gets 1d8 temp hps, +2 enhancement bonus to Str, and +1 to effective CL 
improving spell effects dependent upon
Divine Favor [evocation; V, S, DF; personal; you; 1 min.]:  +1 luck bonus on atk & weapon dmg (no spell dmg) for every 3 caster lvls (max +3)
Divine Power [evocation; V, S, DF; personal; you; 10 rnds]:  +3 luck bonus on attack and weapon damage rolls, Str checks and skill checks; +10 temp 
hps; additional attack at full BAB with full-attack action (doesn't stack w/bonus atk from haste)
Entropic Shield [abjuration; V, S; personal; you; 10 mins.]:  20% miss chance for each ranged attack requiring atk roll against caster
Flame Strike [evocation [fire]; V, S, DF; 200 ft. range; cylinder (10-ft. radius, 40-ft. high); instantaneous; DC 19 Reflex half]:  10d6 dmg (half fire, 
half divine)
Freedom of Movement [abjuration; V, S, M, DF; personal or touch; you or creature touched; 100 mins.]:  move and attack normally even under 
influence of magic that impedes movement; all combat maneuver checks against target automatically fail; all combat maneuver and Escape 
Artists checks against grapple and pin by target automatically succeed; allows unimpeded movement and attacking underwater
Hold Person [enchantment (compulsion) [mind-affecting]; V, S, DF; 200 ft. range; 1 humanoid creature; 10 rounds; DC 16 Will negates]:  subject 
paralyzed; each round gets new save (full-round action) on its turn
Inflict Light Wounds [necromancy; V, S; touch; creature touched; instantaneous; DC 15 Will half]:  touch for 1d8+5 negative energy dmg
Invisibility Purge [evocation; V, S; personal; you; 10 mins.]:  sphere with radius of 50 ft. negates all invisibility while in sphere
Mass Inflict Light Wounds [necromancy; V, S; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; DC 19 Will half]:  1d8+10 negative energy dmg
Meld into Stone [transmutation [earth]; V, S, DF; personal; you; 100 mins.]:  meld body and no more than 100 lbs. of gear into single block stone can 
accomodate body in three dimensions; can cast spell on self; can't see but can hear happenings outside of stone; can leave through surface 
entered any time before expiration; passwall expels without dmg; stone shape deals 3d6 dmg but doesn't expel; partial destruction of stone, 
spell's expiration, or stone to flesh deals 5d6 dmg and expels; stone's complete destruction or transmute rock to mud expels and slays 
instantly failing DC 18 Fort save, successful save still takes 5d6 dmg
Obscuring Mist [conjuration (creation); V, S; 20 ft. range; cloud spreads in 20-ft. radius from you, 20 ft. high; 10 mins.]:  misty vapor obscures all 
sight, including darkvision, beyond 5 ft.; creature 5 ft. away has concealment (20% miss chance); creatures farther away have total 
concealment (50% miss chance, and attacker can't use sight to locate target); moderate wind (11+ mph) disperses fog in 4 rounds; strong 
wind (21+ mph) disperses fog in 1 round
Protection from Good [abjuration [evil]; V, S, DF; touch; creature touched; 10 mins.]:  +2 deflection bonus to AC and +2 resistance bonus to saves vs. 
good creatures; immune to attempts to possess or exercise mental control over by good creatures; receives immediate new save vs. 
possession or mental control by good creatures with +2 morale bonus, if successful effect suppressed for duration; doesn't expel controlling 
life force but prevents from controlling; prevents bodily contact by good summoned creatures unless warded creature attacks, forces barrier 
against, or is overcome by summoned creature's SR
Resist Energy [abjuration; V, S, DF; touch; creature touched; 100 mins.]:  resist energy 20 against 1 chosen energy type (acid, cold, electricity, fire, or 
sonic)
Shield of Faith [abjuration; V, S, M; touch; creature touched; 10 mins.]:  +3 deflection bonus to AC
Silence [illusion (glamer); 1 round; V, S; 800 ft. range; 20-ft.-radius centered on creature, object, or point in space; 10 rounds; DC 16 Will negates]:  
no sound within range of spell's target; no spells with verbal component; immune to sonic or language-based attacks, spells, & effects
Spell Immunity [abjuration; V, S, DF; touch; creature touched; 100 mins.]:  immune to effects of 2 spells; doesn't work against supernatural or 
extraordinary abilities
Spell Resistance [abjuration; V, S, DF; touch; creature touched; 10 mins.]:  gain SR 22
Summon Monster III [conjuration (summoning); 1 round; V, S, DF; 50 ft. range; 1 summoned creature; 10 rounds]:  summon extraplanar creature 
from requisite list; appears where designated and acts immediately on caster's turn; attacks caster's opponents to best of ability; if can 
communicate with caster can command to perform actions
Summon Monster IV [see above]
ANCIENT GEBBITE WARRIORS  [male human warriors 4 in Act 4: 10 in tier 10-11 / Act 5: 3 in tier 7-8; 5 in tier 10-11]
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CR 3
This human soldier wears armor and wields weapons that look familiar but whose design seems like something out of a museum or ancient tomb.
LE Medium humanoid
Init +2; Senses Perception +3
DEFENSE
AC 13, touch 11, flat-footed 12 (+2 armor, +1 Dex)
hp 27 (4d8+6)
Fort +4, Ref +2, Will +0
OFFENSE
Speed 30 ft.
Melee longspear +8 (1d8+3/x3) or short sword +7 (1d6+3/19-20)
Ranged longbow +5 (1d6/x3)
Space 5 ft.; Reach 10 ft.  [with longspear]
TACTICS
Before Combat The ancient Gebbite warriors are spread across the middle of the map, watching for any intruders that might approach from the north.
During Combat The ancient Gebbite warriors charge the PCs, giving the battle cleric time to cast his spells.
Morale The ancient Gebbite warriors are fanatics and fight to the death.
STATISTICS
Str 16, Dex 12, Con 10, Int 9, Wis 9, Cha 8
Base Atk +4; CMB +7; CMD 18
Feats Toughness (2), Weapon Focus (longspear)
Skills Intimidate +3, Perception +3, Ride +3
Languages Ancient Kelesh, Ancient Osiriani
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd]; Other Gear leather armor, longbow, longspear, quiver with 20 arrows, 
short sword
HELLHOUND1  [battle cleric's summon]
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CR 3
This creature resembles a thin, lanky wolf with reddish-brown fur, white claws, and burning, fiery red eyes.
LE Medium outsider (evil, extraplanar, fire, lawful)
Init +5; Senses darkvision 60 ft., scent; Perception +7
DEFENSE
AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural)
hp 30 (4d10+8)
Fort +6, Ref +5, Will +1
Immune fire
Weaknesses vulnerability to cold
OFFENSE
Speed 40 ft.
Melee bite +5 (1d8+1 plus 1d6 fire)
Special Attacks breath weapon (10-ft. cone, once every 2d4 rounds, 2d6 fire damage, Reflex DC 14 for half)
STATISTICS
Str 13, Dex 13, Con 15, Int 6, Wis 10, Cha 6
Base Atk +4; CMB +5; CMD 16 (20 vs. trip)
Feats Improved Initiative, Run
Skills Acrobatics +8, Perception +7, Stealth +13, Survival +7; Racial Modifiers +5 Stealth
Languages Infernal (can't speak)
Scent (Ex):  see hellcat entry
FIENDISH DIRE WOLF1  [battle cleric's summon]
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CR 4
This immense black wolf is the size of a horse, its fangs as large and sharp as knives.
N Large animal
Init +2; Senses darkvision 60 ft., low-light vision, scent; Perception +10
DEFENSE
AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 37 (5d8+15)
Fort +7, Ref +6, Will +2
DR 5/good; Resist cold 10, fire 10; SR 8
OFFENSE
Speed 50 ft.
Melee bite +7 (1d8+6 plus trip)
Space 10 ft.; Reach 5 ft.
Special Attacks smite good
STATISTICS
Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Base Atk +3; CMB +8; CMD 20 (24 vs. trip)
Feats Run, Skill Focus (Perception), Weapon Focus (bite)
Skills Perception +10, Stealth +3, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent
SPECIAL ABILITIES
Smite good (Su) Once per day, the fiendish creature may smite a good-aligned creature.  As a swift action, the creature chooses one target within sight to smite.  If this target is good, the creature adds its Charisma bonus [+0] to attack rolls and gains a damage bonus equal to its HD [+5] against that foe.  This effect persists until the target is dead or the creature rests.
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