Glories of the Past Pt 3: Secrets of Stone Keep Encounters


A. The Hidden Path Encounters





Subtier S-6 (CR 8)


KOGAN OF THE BROKEN SPINE CLAN CR 5


Male orc barbarian 6


CE Medium humanoid (orc)


lnit +2; Senses darkvision 60 ft.; Perception +9


DEFENSE


AC 16, touch 11 , flat-footed 14 (+5 armor, +1 deflection, +2 Dex, -2 rage)


Hp 74 (6d12+30)


Fort +10, Ref +5 (+2 vs. traps), Will +7


Defensive Abilities ferocity, improved uncanny dodge, trap sense +2


Weaknesses light sensitivity


OFFENSE


Speed 30 ft.


Melee mwk falchion +13/+8 (2d4+ 9/18-20), bite +7 (1d4+3)


Ranged javelin +8 (1d6+6)


Special Attacks rage (16 rounds/day), rage powers (animal fury, guarded stance (+2 dodge vs . melee), renewed vigor [1d8+4 hp])


TACTICS


Before Combat Kogan is under the effects of a shield other spell linked to Magra the Mad.


During Combat Kogan begins to rage and tirelessly cuts down his enemies .


Morale Kogan stops at nothing to finish a fight. He fights to the death .


Base Statistics When not raging and under the effects of shield other, Kogan's statistics are  


AC 17, touch 12 , flatfooted 15; 


Hp 62;


Fort +7, Ref +4, Will +4; 


Melee mwk falchion +11/+6 (2d4+6/18-20); 


Str 18, Con 14; CMB +10, CMD 22


STATISTICS


Str 22 , Dex 15, Con 18, Int 8, Wis 10, Cha 6


Base Atk +6; CMB +12; CMD 23


Feats Iron Will, Power Attack, Step Up


Skills Acrobatics +9, Intimidate +7, Perception + 9


Languages Common, Orc


SQ fast movement, weapon familiarity


Combat Gear potion of cure serious wounds; Other Gear +1 breastplate, mwk falchion, javelin.























Subtier 5-9


MAGRA THE MAD CR 6


Male orc oracle 7


CE Medium humanoid (orc)


lnit +1; Senses darkvision 60 ft.; Perception +10


DEFENSE


AC 8, touch 12, flat-footed 16 (+ 6 armor, +1 Dex, +1 dodge)


Hp 70 (7d8+35)


Fort +5, Ref +3, Will +7


Defensive Abilities ferocity


Weaknesses light sensitivity


OFFENSE


Speed 20 ft.


Melee greataxe +6 (1d12+1 /x3)


Ranged javelin +6 (1d6+1)


Oracle Spells Known (CL 7th; concentration +9)


3rd (4/day)-bestow curse (DC 15), cure serious wounds, magic vestment, summon monster 3


2nd (7/day)-aid, cure moderate wounds, fog cloud, shield other, silence (DC 14)


1st (7/day)-cause fear (DC 13), command (DC 13), cure light wounds, doom (DC 13), enlarge person (DC 13) sanctuary (DC 13), shield of faith


O (at will)-bleed (DC 12), create water, detect magic, guidance, read magic, resistance, stabilize


Mystery battle


TACTICS


Before Combat Magrah as already cast shield other on Kogan .


If the P Cs failed to surprise the wily ore, he also casts sanctuary on himself before he attempts his extortion (not reflected in his stat block).


During Combat If one of the PCs fights Kogan, during the fight Magra skulks in to one of the side tunnels and casts healing spells to heal the damage he sustains through shield other. If the PCs fight all of the orcs, Magra uses his highest level summon monster spell to create a barrier between him self and the PCs. He then casts a silence spell on Kogan to hamper spell casting PCs before ducking back into a side  tunnel to heal his wounds from shield other. If need be, heal so casts healing spells on Kogan while attempting to stay out of the PCs' sight. As a last resort, Magra uses his offensive spells.


Morale Magra fights until reduced below 0 hit points, at which point the attempts to flee to the east, heal the worst of his wounds, and escape in to the labyrinth of tunnels .


STATISTICS


Str 12 , Dex 13, Con 16, Int 8, Wis 10, Cha 14


Base Atk +5; CMB +6; CMD 18


Feats Combat Casting , Die hard, Dodge, Iron Will, Toughness


Skills Heal +10, Intimidate +12, Perception +10


Languages Common, Orc


SQ oracle's curse (clouded vision), revelations (battle cry [+1, 2/day], combat healer 1/day, resiliency), weapon familiarity


Combat Gear potions of cure moderate wounds (2); Other Gear mwk breast plate, greataxe, javelin, belt of mighty constitution +2





Subtier 5-6


BROKEN SPINE CLAN ORCS (4) CR 1/3


Orc warrior 1


CE Medium humanoid


Init +0; Senses darkvision 60 ft.; Perception –1


Defense


AC 13, touch 10, flat-footed 13 (+3 armor)


hp 6 (1d10+1)


Fort +3, Ref +0, Will –1


Defensive Abilities ferocity


Weakness light sensitivity


Offense


Speed 30 ft.


Melee falchion +5 (2d4+4/18–20)


Ranged javelin +1 (1d6+3)


TACTICS


During Combat If combat breaks out, the orcs attempt to create a buffer between the PCs and Magra.


Morale The ores fight to the death.


Statistics


Str 17, Dex 11, Con 12, Int 7, Wis 8, Cha 6


Base Atk +1; CMB +4; CMD 14


Feats Weapon Focus (falchion)


Skills Intimidate +2


Languages Common, Orc


SQ weapon familiarity


Combat Gear studded leather armor, falchion, 4 javelins

































































Subtier 8-9 (CR 11)


KOGAN OF THE BROKEN SPINE CLAN CR 8


Male orc barbarian 9 


CE Medium humanoid (orc)


lnit +2; Senses darkvision 60 ft.; Perception +12


DEFENSE


AC 20, touch 12 , flat-footed 17 (+7 armor, +1 deflection, +3 Dex, +1 natural , -2 rage)


Hp 109 (9d12+45)


Fort +11 , Ref +7 (+3 vs. traps), Will +6


Defensive Abilities ferocity, improved uncanny dodge, trap sense +3; DR 2 /-


Weaknesses light sensitivity


OFFENSE


Speed 30 ft.


Melee +1 falchion +16/+11 (2d4+10/15-20), bite +10 (1d4+3)


Ranged javelin +12/+7 (1d6+6)


Special Attacks rage (23 rounds/day), rage powers (animal fury, guarded stance [+2 dodge vs. melee), increased damage reduction +1, renewed vigor [2d8+4 hp])


TACTICS


Before Combat Kogan is under the effects of a shield other spell linked to Magra the Mad


During Combat Kogan begins to rage and tirelessly cuts down his enemies .


Morale Kogan stops at nothing to finish a fight. He fights to the death .


Base Statistics When not raging and under the effects of shield other, Kogan's statistics are 


AC 21 , touch 13, flat-footed 18;


Hp 91 


Fort +8, Ref +6, Will +3 


Melee +1 falchion +1 4/+9 (2d4+7/15-20); 


Str 18, Con 14; CMB +13, CMD 26


STATISTICS


Str 22 , Dex 16, Con 18, Int 8, Wis 10, Cha 6


Base Atk +9; CMB +15; CMD 27


Feats Improved Critical (falchion), Iron Will, Power Attack, Step Up, Vital Strike


Skills Acrobatics +12, Intimidate +10, Perception +12


Languages Common, Orc


SQ fast movement, weapon familiarity


Combat Gear potion of cure serious wounds; Other Gear +1 breastplate, +1 falchion, javelin, amulet of natural armor +1
































Subtier 8-9


MAGRA THE MAD CR 9


Male orc oracle 10


CE Medium humanoid (orc)


lnit +1; Senses blind sense 30 ft., darkvision 60 ft.; Perception +13


DEFENSE


AC 19, touch 12, flat-footed 17 (+7 armor, +1 Dex, +1 dodge)


Hp 98 (10d8+50)


Fort +6, Ref +4, Will + 9


Defensive Abilities ferocity


Weaknesses light sensitivity


OFFENSE


Speed 20 ft.


Melee greataxe +9/+4 (1d12+1 /x3)


Ranged javelin +8/+3 (1d6+1)


Oracle Spells Known (CL 10th; concentration +12)


5th (3/day)-mass cure light wounds (DC 17), righteous might, summon monster 5


4th (5/day)-chaos hammer (DC 16), cure critical wounds, freedom of movement, wall of fire


3rd (6/day)-bestow curse (DC 15), cure serious wounds, invisibility purge, magic vestment, summon monster 3


2nd (7/day)-aid, cure moderate wounds, fog cloud, shield other, silence (DC 14), sound burst (DC14)


1st (7/day)-cause fear (DC 13), command (DC 13), cure light wounds, doom (DC 13), enlarge person (DC 13), sanctuary (DC 13), shield of faith


0 (at will )-bleed (DC 12), create water, detect magic, detect poison, guidance, read magic, resistance, stabilize, virtue


Mystery battle


TACTICS


Before Combat Same as Tier 5-6


During Combat Same as Tier 5-6


Morale Same as Tier 5-6


STATISTICS


Str 12 , Dex 13, Con 16, Int 8, Wis 10, Cha 15


Base Atk +7; CMB +8; CMD 20


Feats Combat Casting , Die hard, Dodge, Iron Will, Toughness, Weapon Focus (greataxe)


Skills Heal +13, Intimidate +15, Perception +13


Languages Common, Orc


SQ oracle's curse (clouded vision), revelations (battle cry [+2, 3/day], combat healer 1/day, resiliency), weapon familiarity


Combat Gear potions of cure moderate wounds (2); Other Gear +1 breastplate, greataxe, javelin, belt of mighty constitution +2

















Subtier 8-9


BROKEN SPINE CLAN ORCS (8) CR 1/3


STATS Use Tier 5-6 Stats


TACTICS


During Combat Same as Tier 5-6


Morale Same as Tier 5-6


Combat Gear Same as Tier 5-6





B1. Stone Doors


Subtier 5-6 (CR 5)


CONCEALED PIT TRAP CR 3


Type mechanical; Perception DC 25; Disable Device DC 25


EFFECTS


Trigger manual; Reset automatic (resets after 24 hours)


Effect 20-ft.-deep pit (2d6 falling damage); Reflex DC 25 avoids; 


multiple targets (all targets in a 10-ft.-by-10-ft. area)





Subtier 8-9 (CR 8)


CONCEALED PIT TRAP CR 5


Type mechanical; Perception DC 30; Disable Device DC 30


EFFECTS


Trigger manual; Reset automatic (resets over 24 hours)


Effect 20-ft.-deep pit (2d6 falling damage); Reflex DC 30 avoids; 


multiple targets (all targets in a 10-ft.- by-10-ft. Area)





B5. Droskar's Shrine





Subtier 5-6 (CR 6)


FLAME STRIKE TRAP CR 6


Type magic; Perception DC 30; Disable Device DC 30


EFFECTS


Trigger proximity (location); Reset none


Effect spell effect (flame strike, 8d6 fire damage, Reflex DC 17 save for half damage); 


multiple targets (all targets standing on the mosaic)





Subtier 8-9 (CR 9)


JEALOUS FLAMES TRAP CR 9


Type magic; Perception DC 30; Disable Device DC 30


EFFECTS


Trigger proximity (location); Reset none


Effect spell effect (flame strike, 11d6 fire damage, Reflex DC 17 save for half damage; increase the saving throw DC by 2 and the damage dealt by 11 against any target carrying an item worth at least 8,000 gp); 


multiple targets (all targets standing on the mosaic)


C3. Guardians of the Stele





Subtier 5-6 (CR 9)


GUARDIAN STATUES (2) CR 7


Huge animated objects 


N Huge construct


lnit -2; Senses darkvision 60 ft., low-light vision; Perception -5


DEFENSE


AC 17, touch 6, flat-footed 17 (-2 Dex, +11 natural, -2 size)


Hp 78 each (7d10+40)


Fort +2, Ref +0, Will -3


Defensive Abilities hardness 10; Immune construct traits


OFFENSE


Speed 30 ft.


Melee slam +15 (2d6+15)


Space 15 ft.; Reach 15 ft.


Special Attacks trample (2d6+15, DC 23)


TACTICS


During Combat The animate objects trample as many targets as they can and use their slam attacks to crush the intruders. They only target dwarven PCs if no other targets are with in reach.


Morale The animated objects fight until destroyed or until deactivated by the stele .


STATISTICS


Str 30, Dex 6, Con -, Int -, Wis 1, Cha 1


Base Atk +7; CMB +19; CMD 27


SQ construction points (metal, trample)



























































Subtier 8-9 (CR 12)


CHAMPION STATUES (2) CR 10


Clay golems


N Large construct


Init –1; Senses darkvision 60 ft., low-light vision; Perception +0


Defense


AC 24, touch 8, flat-footed 24 (–1 Dex, +16 natural, –1 size)


Hp 101 (13d10+30)


Fort +4, Ref +3, Will +4


DR 10/adamantine and bludgeoning; Immune construct traits, magic


Weaknesses vulnerable to rust


Offense


Speed 20 ft.


Melee 2 slams +19 (2d10+7 plus cursed wound)


Space 10 ft.; Reach 10 ft.


Special Attacks berserk, haste


TACTICS


During Combat The golems use their haste ability as soon as possible. They use their most devastating attack search round. The golems only target dwarven PCs if no other targets are present.


Morale The clay golems fight until they are either destroyed or shut off by the stele.


Statistics


Str 24, Dex 9, Con —, Int —, Wis 11, Cha 1


Base Atk +13; CMB +21; CMD 30


SPECIAL ABILITIES


Vulnerable to Rust (Ex): Because of its metal in lays and components, this creature is affected by rust attacks such as those of a rust monster or a rusting grasp spell.


Berserk (Ex): When a clay golem enters combat, there is a


cumulative 1% chance each round that its elemental spirit


breaks free and the golem goes berserk. This chance resets


to 0% after one minute of inactivity. A berserk golem


attacks the nearest living creature or smashes some object


smaller than itself if no creature is within reach. Once it


goes berserk, no known method can reestablish control.


Cursed Wound (Ex): The damage a clay golem deals doesn’t heal


naturally and resists magical healing. A character attempting


to use magical healing on a creature damaged by a clay


golem must succeed on a DC 26 caster level check, or the


healing has no effect on the injured creature.


Haste (Su): After it has engaged in at least 1 round of combat, a


clay golem can haste itself once per day as a free action. The


effect lasts 3 rounds and is otherwise the same as the spell.


Immunity to Magic (Ex): A clay golem is immune to any spell


or spell-like ability that allows spell resistance. In addition,


certain spells and effects function differently against the


creature, as noted below.


• A move earth spell drives the golem back 120 feet and deals


3d12 points of damage to it (no save).


• A disintegrate spell slows the golem (as the slow spell) for


1d6 rounds and deals 1d12 points of damage (no save).


• An earthquake spell cast directly at a clay golem stops it


from moving on its next turn and deals 5d10 points of


damage (no save).


• Any magical attack against a clay golem that deals acid


damage heals 1 point of damage for every 3 points of damage


it would otherwise deal. If the amount of healing would cause


the golem to exceed its full normal hit points, it gains any


excess as temporary hit points. A clay golem gets no saving


throw against magical attacks that deal acid damage.

















C5. The Stele


Subtier 5-6 (CR 8)


RUST MONSTERS (3) CR 3


N Medium aberration


Init +3; Senses darkvision 60 ft., scent metals 90 ft.; Perception +12


Defense


AC 18, touch 13, flat-footed 15 (+3 Dex, +5 natural)


Hp 27 (5d8+5)


Fort +2, Ref +4, Will +5


Offense


Speed 40 ft., climb 10 ft.


Melee bite +6 (1d3), antennae +6 touch (rust)


TACTICS


During Combat The rust monsters' actions are determined by the Feed Me! side bar above.


Morale A rust monster does not flee unless it has fed at least twice. Even then, it flees only when reduced to 5 or fewer hp


Statistics


Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8


Base Atk +3; CMB +3; CMD 16 (20 vs. trip)


Feats Ability Focus (rust), Skill Focus (Perception), Weapon Finesse


Skills Climb +8, Perception +12


Special Abilities


Rust (Su) A rust monster’s antennae are a primary touch attack that causes any metal object they touch to swiftly rust and corrode. The object touched takes half its maximum hp in damage and gains the broken condition—a second hit destroys the item. A rust monster never provokes attacks of opportunity by attempting to strike a weapon with its antennae. Against creatures made of metal, a rust monster’s antennae deal 3d6+5 points of damage. An attended object, any magic object, or a metal creature can attempt a DC 15 Reflex save to negate this effect. The save DC is Constitution-based.


Scent Metals (Ex)


This ability functions much the same as the scent ability, except that the range is 90 feet and the rust


monster can only use it to sense metal objects (including creatures wearing or carrying metal objects).


















































Subtier 5-6


ALPHA RUST MONSTER CR 6


N Large aberration


lnit +2; Senses darkvision 60 ft., scent metals; Perception +17


DEFENSE


AC 22 , touch 11 , flat-footed 20 (+2 Dex, +11 natural, -1 size)


Hp 67 (9d8+27)


Fort +6, Ref +5, Will +8


OFFENSE


Speed 40 ft., climb 10 ft.


Melee antennae +1 0 (rust), bite +9 (1d4+6)


Space 10 ft.; Reach 5 ft. (10 ft. with antennae)


TACTICS


During Combat The alpha rust monsters' actions are determined by the Feed Me! side bar above.


Morale An alpha rust monster does not flee unless it has fed at least twice. Even then, it flees only when reduced to 15 or fewer hp.


STATISTICS


Str 18, Dex 15, Con 17, Int 2, Wis 14, Cha 8


Base Atk +6; CMB +11 ; CMD 23 (27 vs. trip)


Feats Ability Focus (rust), Blind-Fight, Improved Natural Armor, Skill Focus (Perception), Weapon Focus (antennae)


Skills Climb +12 , Perception +17


SPECIAL ABILITIES


Rust (Su) A rust monster’s antennae are a primary touch attack that causes any metal object they touch to swiftly rust and corrode. The object touched takes half its maximum hp in damage and gains the broken condition—a second hit destroys the item. A rust monster never provokes attacks of opportunity by attempting to strike a weapon with its antennae. Against creatures made of metal, a rust monster’s antennae deal 5d6+9 points of damage. An attended object, any magic object, or a metal creature can attempt a DC 19 Reflex save to negate this effect. The save DC is Constitution-based.
























































Subtier 8-9 (CR 11)


KOLDUKARRUST MONSTERS (6) CR 4


Advanced Rust Monster


N Medium aberration �Init +5; Senses darkvision 60 ft., scent metals 90 ft.; Perception +14


DEFENSE


AC 22, touch 15, flat-footed 17 (+5 Dex, +7 natural)�Hp 37 (5d8+15) �Fort +4, Ref +6, Will +7; 


OFFENSE


Speed 40 ft., climb 10 ft. �Melee bite +8 (1d3)+2, antennae +8 touch (rust+2)�Space 5 ft. Reach 5 ft.


TACTICS


During Combat Same as Tier 6-5


Morale A rust monster does not flee unless it has fed at least twice. Even then, it flees only when reduced to 8 or fewer hp.


STATISTICS


Str 14, Dex 21, Con 17, Int 2, Wis 17, Cha 12; �Base Atk 3; CMB 5; CMD 20 (24 vs. trip)�Feats Ability Focus (rust), Skill Focus (Perception), Weapon Finesse�Skills Climb +10, Perception +1 


Special Abilities


Rust (Su): A rust monster's antennae are a primary touch attack that causes any metal object they touch to swiftly rust and corrode. The object touched takes half its maximum hp in damage and gains the broken condition-a second hit destroys the item. A rust monster never provokes attacks of opportunity by attempting to strike a weapon with its antennae. Against creatures made of metal, a rust monster's antennae deal 3d6+5 points of damage. An attended object, any magic object, or a metal creature can attempt a DC 17 Reflex save to negate this effect. The save DC is Constitution-based. 





Subtier 8-9


ALPHA RUST MONSTERS (3) CR 6


Hp 67 each (use the statistics from Subtier 5-6)


TACTICS


During Combat Same as Subtier 5-6


Morale An alpha rust monster does not flee unless it has fed


at least twice. Even then, it flees only when reduced to 15 or fewer hp .








Success Conditions


Primary: The PCs interact with Koldukar’s stele and identify the location of Jormurdun. 


Secondary: The PCs avoid extensively damaging to the ruins, such as breaking walls, smashing doors, or allowing the Anything But That combat option (page 18) to occur more than once. 











