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AS ou can S ee, this adventure is based on

Snow White, and a version of the tale is included towards the
end of the book. But since nearly everyone knows the fairy tale
in one form or another, we suggest that you keep the name of
this adventure from your players until the end. Be aware that
there are many fairy tale-type elements within the adventure,
some of which may surprise the players: grotesque caricatures,
over-the-top histrionics, pantomime villains and the odd clue of
an “It’s behind you!” nature.

All this is intentional, as the adventure is as much designed
to bring a smile to the faces of players as they realize what
they are going through, as test their ingenuity in a fairy tale
setting with its anomalies and unlikelihoods—I mean, seven
dwarves living in a cabin together? Imagine the excess beard
hair! For those of you with good memories, we took much
inspiration for this adventure from Dungeonland (EX1) and
The Land Beyond the Magic Mirror (EX2), both released over
30 years ago in 1983.

With that in mind (and notwithstanding that fairy-tale lands
are indeed grim, deadly places to live out your life) remember
that there are unlikely twists and turns, and outrageous
liberties taken, along with scenery-chewing heroes and
villains. Encourage your players to behave accordingly, reward
roleplaying of this nature even, and maybe, just maybe, allow
them to succeed at something spectacular—slowing your fall
after jumping from the minstrel’s gallery by thrusting a dagger in
a heraldic banner is just the kind of action a gallant adventurer
SHOULD be attempting.

In a similar vein to the two EX modules, perhaps this is all
in the mind; a group of PCs suddenly assigned to important
guard duty might just have a collective sleepless night, with
vivid dreams and disturbing visions of what might pass. Perhaps
none of this ever really happens, but might...

We thoroughly enjoyed writing this adventure and hope
you enjoy playing it just as much. Without your support, this
extended version would still just be a fairy tale wed tell our
grandchildren.
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dventure
x Background

Klavek is one grand sweep of grasslands,
snow, ice and tundra. But some areas
stand out, as they are forested hills and
low-level mountains, areas rich in natural resources that see towns
and villages spring up nearby. Even hamlets must pay heavy taxes
to King Tolkovar Klavek XIII in Mohkba, based on the economy;
the general populace in these lumber and mining towns tends to
hold a slightly grumbling, negative view of the monarchy, while
the leaders and councils lean toward a more diplomatic approach.
Morsain is such a town.

Set many miles from the capital, along a notorious road avoided
because of both natural and man-made hazards, the town has a
fractious relationship with the city. Its closeness to the more hostile
regions of claimed Klavek territory means it often finds itself as
the center of guerilla activity, as dwarf, gnome, halfling, and other
humanoid communities, all of which have historically used the local
resources for themselves, attempt to assert their authority over the
“incomer humans” Mohkba's—and what is viewed as Tolkovar’s—
response has always been seen as slow at best and ignoring the
town’s needs at worst. This has led Morsainians to sometimes hold
back wood, ore, and taxes from the king, to make a point.

King Tolkovar is really impressed with the leader, ruling body,
and citizens of Morsain, as their produce rates as among the best
in the realm. He quietly acknowledged the place does a fine job
in supporting his expansionist ambitions, and resolved to do “just
a little more” for Morsain. What this consists of has been under
discussion for over a year, and final details are almost in place.
One aspect, confirmed in the last few weeks, is the betrothal of
Tolkovar’s 4th son, Prince Ruhtin, to Lumi Valkea Valtatytar, the
daughter of Herttua Valta, Morsain’s leader. This has been rumored
for several months, and indeed, negotiations have been ongoing
with regard to how the young couple’s love can help improve
relations between Mohkba and Morsain. Lumi and Prince Ruhtin
are set to be married in the near future, and the act will be seen as
the cement for a number of other events that will keep Morsain and
Mohkba close.

As the prominence of Ruhtin rises during these events, the
prince’s goddess-mother, Attendant Queen Haijyin, has been seen
increasingly at the side of the king. She is a stunning woman, in a
severe and unforgiving way, but her beauty clouds easily. Behind
closed doors it can be distorted by jealousy and rage. She is not
a woman to cross, with few around to admit they have done so.
Haijyin is only the king’s 5th Attendant Queen, but is one of the
three most powerful people in Klavek, not just because of her
own abilities, but because she commands personal loyalty from
those around her, a trait almost unheard of in the kingdom. While
Tolkovar has most Klaveks on his side, it is because of his strength
rather than a desire to please him within his population. Haijyin
has shown you can carve a life for yourself from nothing, and the
people openly admire her for it. But they don't know everything
about her by a long way.

Of the items Attendant Queen Haijyin owns, her mirror of
mental prowess is the most powerful and most useful by far. It came _g




adventurers to conduct a reckless but ultimately successful series
of raids on an underworld city during the drow uprisings. The
party managed to steal the mirror away during a battle between the
city’s dwarves and the attacking drow, with barely anyone noticing.
Those who did spot the band met bloody and untimely ends.

Attendant Queen Haijyin wanted to keep the raids quiet and four
of the party have been killed by assassins. The final member lives
as a recluse in perpetual fear of becoming the last victim. What no
one appreciates is that Haijyin, a thorough and ruthless woman,
supplies poisons for the assassins to use, as she wants to keep her
past activities hidden. Even less well known is that she leads a cell
of The Grinning Ragamuffins and is plotting to remove and replace
the king.

Meanwhile, Haijyin is concerned with her future daughter-in-
law. She rates herself the most desirable person in the realm, with
the mirror usually confirming this. But since Prince Ruhtin met
and fell in love with Lumi Valtatytar, the mirror has become evasive
and nervous when answering the queen, because the people admire
Lumi more than Haijyin, and see a brighter future for everyone in

doenture
Synopsis

1. The PCs are invited to the pre-marriage vows of Prince
Ruhtin and Lumi Valkea Valtatytar via various means
(see adventure hooks, page 4). They find they are
assigned as guards to members of the royal party. This
is a significant step up from what they are used to—an
adventurer’s life—but what is clearly a chance to shine
in front of important people is also fraught with danger.

2. Before the ceremonies, the PCs find a number of traps
around and in the royal couple’s rooms. As the PCs try
to disarm the traps, they find the difficulty increases
with each trap.

3. The couple becomes engaged during a banquet
thrown in their honor. But Lumi collapses to the floor,
poisoned! A suspect attempts to escape and may or
may not be caught.

4. Once it is determined how Lumi was poisoned, the
PCs are assigned to guard the door to her room.
Bats swarm in and try to make off with her. Can they
intervene and stop the beasts?

5. Lumi’s condition improves, but while on a walk with
Prince Ruhtin, she is kidnapped by a person identical
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into a sack upon his horse. The huntsman activates
a magical orb, creating four decoys that flee into the
forest. PCs that follow will be in for a wild ride.

In most cases, the horseman and Lumi escape. Soon
after, unbeknown to the PCs, Lumi is kidnapped by a
different and unrelated group; seven short folk, spies,
have their hands on her. Quickly they see the benefit of
capturing the newest member of the royal family!

The Attendant Queen summons the PCs and gives
them enough information to allow them to locate
Lumi’s kidnapper, the Huntsman. They track the
kidnapper and find that he lives in a cabin outside
the castle. On confronting him, he is killed by giant
albino centipedes. If the PCs investigate they find that
the creatures are unique to the castle’s catacombs, and
those that killed the Huntsman must have been moved,
perhaps in a premeditated way.

Snipers attempt to kill the PCs. It seems that
someone doesn’t care for their investigation into the
disappearance of Lumi, or the fact they are helping the
Attendant Queen.

A meeting is held with the PCs. There are those who
believe they are involved and are holding Lumi for
ransom, while others that they are innocent. The
Attendant Queen uses a magical device privately in
her own chambers with a lock of Lumi’s hair in order
to locate the young woman and determines that she is
currently within the Haunted Forest. As the PCs are
asked to retrieve Lumi, many are skeptical as to their
intentions at this point.

The PCs enter the Haunted Forest, where they
encounter numerous fantastic locations such as the
Bottomless Pit, Feyglade, Forest Maze, or Pondy Falls.
Eventually, they find and approach a small cabin
protected on three sides by a massive wall of stone,
and on the fourth by a plethora of traps. Gaining entry
seems to be near impossible.

The seven short folk hold Lumi captive inside and
hope their traps slay the PCs so that they don’t have
to. They are content with their anonymity and prefer
to continue their spying operations on the Klavek
Kingdom without interruption.

If the PCs retrieve Lumi from the seven short folk,
all will seem well for a time until the evil Attendant
Queen reveals her true nature and makes to slay Lumi
once and for all.

The adventure could conclude a number of different
ways depending on the adventure hooks used and the
PCs actions during the course of the adventure. It may
well be that the wedding can go ahead as planned,
although many other options are possible.

in appearance to one of the PCs. The kidnapper snaps
a bracelet and disappears in a puff of smoke. The PCs
are accused, a confrontation (or worse) takes place,
and trust is lost.

If the PCs act quickly, they may follow Lumi by
magically tracking where the bracelet took her. They
find her with the real kidnapper, a huntsman, at the
edge of the Haunted Forest where he has stuffed Lumi

Although the PCs are assigned as guards, it could be that all of
this is a dream, drawn from their fears and concerns about their
sudden elevation from “grubby adventurers” to guardians of royalty.
Much of what they are used to changes as they fit into the protocols
of being around kings and queens, princes and princesses, and
members of the royal household and retinue. Remember this when
the action begins, however you play it. It’s likely to be a new world_g
for the PCs and players alike. v
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1. The party finds itself in the pay of
the Mohkba government, as many
“adventurers” do when times get
tough. But instead of being sent
into the borderlands to hunt for
Vikmordere, or the barely-hospitable interior to
somewhere like Rybalka to act as defenders of local
industry, a more mundane chance to experience
“guard duty” comes their way. This seems dull until it
is revealed that Prince Ruhtin will be the object of their
protection, and success will bring prestige to them all.
One of the PCs finds herself needing to pay off a debt
of honour to a friend who stood by her side during
a time of trouble. It seems the friend doesn’t want to
make the journey to Morsain as the birth of his first
child is imminent. Consequently, he asks the PC if she
will repay this outstanding debt by taking his place at
a ceremonial duty that involves protecting a minor
royal at his pre-wedding ceremony. It sounds like a
straightforward enough venture, so the PC agrees.

A more “refined” PC, or one with at least 8 ranks in
Knowledge (nobility and royalty), is a friend of Prince
Ruhtin from their time in military academy together.
(Royal offspring between the ages of 10 and 18 have
two years each in military academy, arcane school,
under clerical devotion, and studying the roguish
arts. This allows them to make informed choices and
decisions later on, if and when they end up delivering
legal judgements). As a friend, he receives an offer he
can’t refuse—to be in the honor guard at the events
surrounding the betrothal of the prince to Lumi.

One of the PCs is a member of the Mohkba secret
police and is charged with making sure no harm befalls
the prince, to look for insurgents in Morsain, and, as a
legally approved agent, take any and all action required
to protect the name of King Tolkovar. There will be a
handsome reward for this service, received when the
prince and Lumi are finally and fully married.

One PC is actually an insurgent, with either dwarven,
elven, gnomish, halfling or Vikmordere blood or
allegiances. They are there to ensure that the pre-wedding
ceremony is spoilt without too much attention-attracting
bloodshed taking place. They will need to play along with
their fellow party members, but actively work against
them to disrupt the gathering as much as possible.

A PC is actually in the pay of the Attendant Queen
and will do all he can to make sure her plans come
to fruition yet not to attract too much attention to
himself. The PC isn’t aware of all the Attendant Queen
has arranged, but has enough information to string the
PCs along and for several events to take place.

However the party ends up in Morsain and at the castle, it is rﬁ-f__i .
recommended that it contains a rogue.
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" Adventure

The life of an adventurer can be a good one: the open skies,
the road ahead, the temptation of another treasure to recover,
a village to protect, a neer-do-well to serve justice to. Ah, what
could be simpler...

Well occasionally, just occasionally, there are employment
storm clouds. The local roads are clear because of war in a distant
“elsewhere”; villages are doing very nicely themselves thank you
due to that same war; and the bad guys melt away knowing that
bands of “Honest Johnnies” are just looking for a fight. Now is one
of those times. So what do you do to earn a crust?

Well, it seems that the gods of Luck are on your side, because you
have become part of a big and important job, and a comfortable
one at that. You are to help with the security of the pre-wedding
events between Prince Ruhtin and a local girl in a distant town. So
no huge crowds, no dissenting voices, no rogues’ guild attempting
to gain glory from its mischief or mad mages throwing arcane
energy around. It1l be in a castle, with other guards, and not that
many guests.

The journey to Morsain was not without some low-level
difficulty, but the goblins fled at the first sight of the vanguard, the
wolves skulked off when such a large force approached them, and
the dragon that flew over was too far up for either side to make an
effort to attack the other. Which means you've arrived at Castle
Morsain in good time and in great health. Let the pre-nuptial
festivities commence. It’s going to be a right royal party, so break
out the ceremonial uniforms!
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LN large town

Corruption +2; Crime -2; Economy +2; Law +3; Lore +1;
Society -2

Qualities prosperous, racially intolerant (low level, of all
humanoids except humans and half-orcs), strategic location
Danger +5

DEMOGRAPHICS

Government overlord (appointed by the Mohkba
government with some autonomy)
Population 3,000* (2,994 humans; 5 half-orcs; 1 dwarf at
the last Mohkba census)
*The influx of wedding parties and guests increases this amount by at least
30%, but the make-up is similarly divided.
NOTABLE NPCs
Town Leader Lord Herttua Valta LG Male human
fighter 5/aristocrat 3
Lumi Valkea Valtatytar LG Female human expert 3
Attendant Queen Haijyin* NE Female human wizard
7/druid 6
Prince Ruhtin* LN Male human fighter 2/aristocrat 4
Viscount Sihteeri* LN Male human cleric 3/expert 4
Citizens of Note Eridanis Miller, Shiva Frostbourne, Beez
the Frog, Talea Feychild, Sandoval Poe, Harry the Half-Mad
*These are not normal residents, but people in town for the wedding.

MARKETPLACE

Base Value 2,800 gp; Purchase Limit 15,000 gp;
Spellcasting 5th
Minor Items 3d4; Medium Items 2d4; Major Items 1d4

itizens of Dote

These six are occasional residents—the PCs can call on
them for specific support in adventuring activities.

4y eridanis aller

LG Female half-elf paladin 1/sorcerer 1

Medium size (5 Y% ft. tall, 116 Ibs.)

AC 18; hp 14

Atk dagger +2 or longsword +2; javelin -2

Deity: Flaesuros; detect evil at will, spells

Eridanis Miller is a mysterious wandering elf, the child of
a miller’s daughter. Her obvious elven ancestry has been
impossible to hide since her scandalous birth (making
Eridanis the subject of whispers from infancy) but through
a combination of charm and righteousness, she won over
most of her village by her early teens. Strong for her size

and age, she trained with the local militia upon turning 16.
Later that same year the Knight-Commander of the Order
of Flaesuros, passing through the area as part of a campaign
against bandits and Vikmordere raiders, became aware of
her talents; she briefly served as the Commander’s aide,
and when the campaign ended, he sponsored her paladin
training with the Order.

Unknown to her, Eridanis’ mysterious father had more
than elf blood. A gold dragon once interbred with his
ancestral line, and this influence began to express itself
while the young Eridanis was still in training. The earliest
manifestation of her nascent sorcerous power resulted in
substantial property damage. Fortunately only her closest
friend witnessed this—he convinced her she had to keep
her abilities secret or risk being expelled from the Order.
They concocted a story about a drunken wizard to explain
the destruction, but the lie has gnawed at her conscience
ever since. When Eridanis can show her superiors that the
sum of her talents is greater than the parts, she'll confess
her past and work harder in the future.

It is possible that her many-greats-grandfather may appear
when Eridanis’ paladin abilities have reached a suitable
level, but surely that is for the future...

2) shiva Frostboume

LG Female ice fairy sorcerer 2

Medium size (5 ft. tall, 70 Ibs.)

AC 13; hp 14

Atk heavy mace +2; light crossbow +4

Deity: Demigoddess Hivaka; cold resistance, spells

Shiva is one of the most human-appearing fey to ever come
out of the Haunted Forest—tall, muscular, and not as pale
as ice fairies usually are in this part of the world. With
the humanoids of Morsain continually encroaching the
Haunted Forest, their desire to tame and control every part
of nature in the region unrestrained, Shiva suffers the city
in silence as she attempts to gather information, especially
about events that will take the town’s citizens into the forest
and for what purpose. If she finds the PCs are involved in
any investigations about, or journeys into, the Haunted
Forest, she will keep a close eye on them. If their actions are
favorable, she may even help them.

It has been over a year since Shivas had more than one
consecutive night sleeping on anything other than floors,
and anyone providing her with a bed made of natural
materials for two nights in a row (even a temporary one)
has her gratitude until the next new moon. However, this
won't involve any activity that damages the Haunted Forest
in any way, and asking her to do so ends her help.

Ice faeries are fey distinct to regions around Morsain
and have statistics similar to a pixie®, with the following
changes. An ice fairy has resist cold 10 and gains the
following spell like abilities instead of invisibility and
special arrows: at will—ray of frost, 3/day—chill touch, 1/
day—scorching ray (cold damage only).




¥ Becz The Frog”

CG Male grippli ranger 3

Small size (2 ft. tall, 30 Ibs.)

AC 17; hp 28

Atk greatclub +4 or rapier +4; composite (+1) longbow +7
Favored enemy (humans +2), favored terrain (forest)
Beez “The Frog” has been living amongst the “civilized”
since a party of adventurers wiped out his tribe. The band
set up camp in the middle of the grippli village and without
knowing had severely damaged the tribal living quarters;
when approached by the village elder, the humans assumed
they were being attacked and rose up in anger. A minute of
fighting and a few well-place fireballs later, the settlement was
decimated. Beez was left unconscious, but after a little longer
the humans worked out that they had attacked the grippli in
error. The groupss cleric healed Beez and the adventurers took
him with them, vowing to make amends for the transgression.
Beez is called “The Frog” by most people who see him—
which are quite a few, as he’s dedicated his life to ensuring that
events do not repeat themselves and is quite social because of
it. The grippli has deemed himself a protector of tribes of all
species that are not evil (particularly those around Morsain
and its territories), using his small stature to avoid all but the
most dangerous and belligerent of adversaries. Beez is about
two feet tall and as his tribe’s current leader, always wears
a battered crown upon his head. When stolen, the thief
manages to “lose it” within 24 hours and it returns to Beez
with another small dent in it to signify yet another assault on
him and his people. He may be encountered by the party as
it heads out to the Haunted Forest, as he occasionally returns
there to check for signs of how many humans have been
coming and going along the main paths.

4) Talea mtchi]d

CG Female elf witch 3

Medium size (5 Y% ft. tall, 117 Ibs.)

AC 12; hp 15

Atk prehensile hair +4 or quarterstaff +2; light crossbow +1
Deity: The Natural Force; Twiddliwinx (weasel familiar), spells
While both nature and nurture seemed determined to drive
Talea along the spellcasting path that is her heritage, inwardly
she is proving to be something of a jack-of-all-trades when it
comes to demonstrating an aptitude for one particular arcane
school or the other. Everything about the elfis wild and unruly,
from the clothes she wears to her self-acting hair and, finally,
her love of dancing wildly whenever she gets the chance. If
loud music can be heard, Talea may well be close at hand.
Talea wears her pearls of power as a pair of earrings, their
slightly mismatched appearance onlyadding to her reputation.
She spends most of her time outside Morsain where she
attracts the least attention, preferring the Haunted Forest
and the company of the one or two fey she has befriended.
When encountered in Morsain she wears a veil and billowing
cloak over her usual garb. The material of the cloak seems to
whip and crack through the air, making a distracting sound
as Talea moves swiftly through the streets. The effect of this

5)

noise means the cloak acts in exactly the same was as a chime
of interruption as Talea rushes to her destination. She happens
to be in Morsain when the bats kidnap Lumi and may help
the party if their intentions seem good.

samaloval POE
N O

LE Male elf fighter 2/rogue 3/shadowdancer 1

Medium size (6 ft. tall, 170 Ibs.)

AC 20; hp 45

Atk kukri +8

Sneak attack +2d6, spell-like abilities

Sandoval Poe always has two raven companions with him,
Eddga and Allyenne. They do little more than remark upon
his doings (one with sarcastic encouragement and the other
with placating sentiment, and they decide which will deliver
which comments at the beginning of the day), although he
does talk to them and treat them as if they are his family.
Sandoval is very quick to throw in dry wit and one-liners
when he talks to other people, and has a passion for playing
chess. He usually travels via his shadow walking ability, but
doesn't generally let on how exactly he gets around.
Sandoval is happy to work for money, but when he comes
across someone with obvious power (personally or politically)
his fee may change to a “favor at a later date” He much prefers
to bank these favors, especially with men of honor (like
paladins) who he knows won't lie to him. The elf never uses
these favors to get people to break their own code of honor,
but rules certainly are made to be bent a little now and then
(by Sandovals reckoning, anyway). At present, Sandoval is
owed a favor by Lord Valta’s head butler AND a high ranking
guard, and as a result will be found at the betrothal ceremony:.

Harf the I—Ial_](-w

CG Male halfling barbarian (titan mauler) 4

Small size (3 ft. tall, 30 Ibs.)

AC 16; hp 41

Atk greataxe +8

Deity: Leahcim; big game hunter, iron liver

Halflings are rare in Morsain; their reputation for mischief
and causing trouble (or being members of the Grinning
Ragamuffins) is well known. As a result, Harry has styled
himself on a portly fey baron he once met, all bluster and
swagger as he travels the region as an “axe-for-hire,” but
much more considered when it comes to revealing his true
self to those he works with. Harry has seen what happens
when a “Morsain Mob” gets the wind up its tail, and doesn’t
wish to feel its wrath first hand.

Harry’s curiosity perpetually gets the better of him, and
he usually offers his services to a party once it is out of
sight of the town walls—especially if those he works for
are heading towards where a “halfling stronghold” is
rumored to exist. Around here, what is called a “shortened
shack” by others is palatial to Harry, and one day he hopes
to find a sumptuous forest home to call his own. Harry has
some experience of the Haunted Forest, but tends not to
be believed when describing it.
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Table 1. sectors contmmg Morsamn’s shops

1A-W 1B-M 2-CG 3-NG 4-1LG 5-CE

72 71 1 5 11 9

74 73 8 10 17 15

79 75 16 20 24 27
82 76 37 34 31 38

93 91 45 42 48 49
100 99 57 55 57 60
104 102 66 64 70 62
110 107 81 84 88 77
126 115 89 94 103 97
129 121 108 112 109 120
133 141 117 118 127 122
140 143 124 139 132 138

?

Morsain is a jumbled-up town that starts around the castle moat and
sprawls away to the south in a random manner. There are several
small marketplaces that accommodate visiting salesfolk, depending
on their wares, as they are craft, profession, and alignment-focused.
High-value homes and well-protected warehouses sit on the moat
edge facing the castle.

Most buildings have an upper floor that is slightly larger than the
ground floor; the overhang of these first stories usually have a trapdoor in
them so items can be lifted from street level. If a building has more than
one upper story, it overhangs the street even further than the first floor for
the same reason. Buildings tend to be a mix of stone and wood at ground-
floor level, then wood on the upper floors. Roofs are varied depending on
the need for security or allowing smoke or similar to escape, but most of
them are made of wood, such as pine, cedar, and birch.

o
It is worth considering Morsain as a fairy-tale town. There
is a lot going on, more than you would normally find in
a settlement of its size: more experienced people, more
magic, more action, more mysterious and “expensive”
items—you name it, there is probably more of it.

In case the tales from the Brothers Grimm aren’t something
you are familiar with, each of the shops, inns, and market
stalls in Morsain has a link to one of the stories, usually
very loosely but some more recognizable than others. Many
tales are universal in nature, with the Grimms collecting
particular versions to include in their anthologies.
Morsain’s establishments hint at the original stories within
their background, versions that have a little more blood and
guts, or are more dramatic in their outcome. With all of
these, take the elements that you want and run with them.
If there is too much of anything anywhere, filter out what

. CAt-EAt-MOUSE Provisions store

6-CN 7-N 8-LN 9-NE 10-LE 11-All
3 2 4 7 12 6
13 14 19 23 21 18
22 28 26 30 25 29
32 38 36 40 35 39
41 47 44 46 43 50
54 56 53 59 51 58
69 61 63 65 67 68
78 80 86 87 83 85
95 101 92 96 98 90
116 111 105 114 106 113
131 130 119 123 128 125
144 142 136 135 134 137

you don't need—have fun with them, and remember that
the whole of the town is one big fairytale at its heart.

All descriptions follow the same format (its name and
location, owner, their role, and the shop's services) and include
a few facts or rumors about the place or the proprietor. Other
aspects can be chosen by GMs. Unless otherwise noted, any
shopkeep in Morsain appears to be human.

. Frogqy’s charismatic Transformational
a0

BOLLW sector 2
R O
Run by Froggy Hopson (CG Male sorcerer 4), a transmuter/
illusionist who will alter clients for a short period in order
for them to achieve specified tasks. His fee always includes
a kiss, as Hopson is a frog cursed into human form. He
hopes to one day meet the person who can transmute him
back into his true form (which could be either sex, and any
creature; Froggy just doesn’t remember any more).

sector 7

N J
Atter Urlim (N Male druid 1/expert 1/ranger 1) owns this
rough-and-ready food shop offering low-cost fare that
is much better than average for its type, and all of which
is best eaten raw. Most food is suitable for both animals
and humanoids. If possible, Urlim includes a goodberry
or two in a sale so creatures feel refreshed. He has an
almost pathological dislike of fire (his favored enemies are
outsiders from the realms of fire).

3. Mary's elixirs oj Hide-and-seck. sector

e ———d
Mary Clearwater (CN Female wizard 5) is the proprietor
of this small mobile booth featuring a limited selection of
potent elixirs covering assorted spells. Mary has exceptional
Bluft and Diplomacy skills (both +11) and is able to teach




her techniques to others in about 6 weeks, granting them
a +2 competence modifier to both. Her full list of possibly
stocked potions is as follows:
Potions
Oth: arcane mark, daze, detect magic, detect poison, read
magic, resistance
Lst: comprehend languages, hypnotism, protection from
chaos/evil/good/law; sleep, true strike
2nd: daze monster, detect thoughts, locate object,
obscure object
3rd: clairaudience/clairvoyance, deep slumber,
nondetection, tongues

the New adventurer's provisions and

rortitude store sector 8

 —
Amara Stoutheart (LN Female expert 4) sells potions,
scrolls, and wands that overcome fear. She tends to stock
the following, with prices at 115% usual:
Potions
Oth: cure minor wounds, guidance, purify food and drink,
resistance, virtue
Ist: bless, endure elements, expeditious retreat, mage
armot, remove fear
2nd: aid, invisibility, mirror image, remove paralysis,
resist energy
3rd: haste, heroism, prayet, protection from energy,
remove curse (divine)
Wands
0th-3rd: as potions above
4th: deathward, reincarnate, resilient sphere, restoration,
stoneskin
Scrolls
Oth-4th: as wands above, plus any 3rd-level or below
protective spells the GM wishes to include.

: Thﬁ WOlj: (UL(JV B(>UJ1 ROCJ(S Imn sector 3

Inguna Ulli (NG Female barbarian 2/expert 2) is a nanny
and runs this establishment with her seven foster children,
providing food and lodging suited best for hunters and
trappers. All of the parents of the foster children were killed
by wolves. These creatures have been hunted by the group
ever since, and a dozen stuffed heads adorn the walls. It
is said that each full moon the heads howl in lament, the
sound of which acts as detect animal and charm animal
spells that aid the family in trying to track down the next of
the offending beasts.

6. Tmsw sven's

Trusty Sven (LG Male cleric 3; animal domain) operates this
shop alongside his wife Brittany (LG Female wizard 2) and
their young and talented daughter Emily (LG Female bard
2). It is easily one of Morsain’s most peculiar businesses, a
place where masterwork mechanical familiars and animal
companions are found. There are also items that either help
defend live familiars and companions—such as a harness
of protection for rats or toads—or enhances them—for
example a collar of intelligence that improves a raven’ ability.
Trusty Sven converses with animals whenever possible,
using a wand of speak with animals and his domain ability.
For some reason unknown to him, speak with animals
always lasts twice as long as it seemingly ought when he
is under its influence. Folks regard him as some kind of
benign werebeast, but no evidence of this exists; Sven has a
distant bloodline linked to fey and gnomes, both of which
allow his ability to be naturally enhanced. In addition, and
also unknown to him, the banding on his warhammer
that joins the haft to the head is a ring of animal friendship
that somehow continues to function normally. This
automatically puts him in a good light in the eyes of any
beast with which he talks. Trusty Sven is frequently put
forward as the “Voice of the Marketplace” when dealing
with dockside merchants, law courts, or the castle’s staff.

7. The peasant and the ng sector 9

I O
Holan Olice (NE Male expert T (11916 2. PEASaNt or
3/rogue 1) stocks numerous )
possible bargains as well as

mistaken  purchases.  The Kl}'l«g Discount
Peasant and the King doesn't

sell one specific type of item, Roll % change
such as bread, jewelry, or 2 15
candles. When an individual 0

goes in, there is completely
different stock from the last 4 =5
visit. Whatever is on display, 5 +0
it seems to be reasonably 6 +0
priced and a bargain—indeed -
the whole building is under a
constant suggestion spell (CL 8

9

+0
+0

20th; Will DC 13) that does +5
nothing more than encourage 10 +10
this impression. This spell was 11
- - +15
in place when Olice bought
the building, and heavily 12 Lzl
influenced his decision to buy 13 +25
it. When an item is purchased 14 +30
and the Will save failed, roll 2d8 15 +35
to determine the additional cost

16 +40

or discount, as the case may be.
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sector 2
e ———d
Oday Pires (CG Male bard 4) is a fiddle-playing, animal-
calming musician who seems able to clear any type of non-
intelligent creature from Morsain’s buildings. At heart Pires
has a soft spot for all animals and leads them to safe areas
rather than dispose of them. At other times, many of the
creatures he has removed can be found returning to his
home and listening to his playing, although Oday has never
figured out why. Pires doesn’t attempt to take work from
Hopean Varinen of The White Snake (17) and vice versa.

9. The shap&shifting DozZen sector 5

e ]
Delly Scala (CE Male wizard 3/rogue 2) leads an assortment
of low level mages and thieves (9 in total), renegades
determined to deflate the pompous citizens of Morsain.
The group is rounded off by a doppelganger and a mimic
(both Int 14) that operate in a way that ensures no long
term physical harm to their victims; the same can’t be said
for the reputations of those they target.

40. cock, Hen, and puck sector 3

RN O
Azin Vermor (NG Female expert 4) has nuts for sale, along
with other dry stock animal feeds. This establishment is
also known as “Urchin Feeds,” as Vermor encourages local
youngsters to gather small harvests of nuts, seeds, and
grain when possible for low-level financial reward. She is
also looking for a long term business partner, in search of
someone local to take over the shop.

AA. TT‘(U’LSfOT"YW OLLS sector 4

SRR 6
Tropo Oljy (LG Male paladin 4/cleric 1) and Lilbet Oljy
(LG Female wizard 3) have a brother and sister setup that
makes magic oils for weapons. The shop has 1d3+2 of
the following oils on sale at any given time: bless weapon
(divine), darkness (arcane), daylight (arcane), invisibility
(arcane), keen edge (arcane), magic stone (divine), magic
weapon (divine), magic weapon (arcane). There is a still in
the basement used to manufacture the oils, and the Oljys
pay well for any ingredients relevant to these oils when
adventurers bring them for sale.

42. RA S A (Uldv Laddﬁf's sector 40
R
The shop owned by Rampion (LE Male expert 3/ranger 1)
as the name suggests, sells ropes and ladders from all kinds
of materials, such as hair, silk, web, and so on. He often has
magical items for sale, such as ropes of climbing and every
variation thereof, and sells them for 115% of the listed
price. He stores truly specialist stock in his cellar, such as
reknitting ropes made from troll gut and ladders formed
from spider’s legs that can attach to any surface (using

3. Thﬂ Men Oj tl’t@ WOO(JV

44. Three sp{mcrrs

46. Thé smk@ Leaves

spider climb). At the GM’s discretion, Rampion can also sell
nets, belts, and sashes made from relevant natural materials
with similar benefits.

X J

Lackhe (CN Male expert 4), Noqua (CN Male expert 4), and
Hampag (CN Male expert 4) offer their services as guides
through the forest. While none of them is a druid or ranger,
they all have enough experience of the the lands surrounding
Morsain to be useful additions to a traveling party. The trio
keep a secret; they are all cursed to become toads each night
during the rainy season and when violent storms kick up.

e —
Athex (N Female expert 3), Dorema (N Female expert 3),
and Rethen (N Female expert 3) are three sisters able to
turn flax into linen, silks, or cotton. The siblings each have
a magical item that helps them achieve their wondrous
spinning: spinning wheels of alteration (Aura faint
transmutation, CL 6th, Price 13,000 gp, Weight 5 Ibs.; once
per week this wheel can be used to spin one material, such
as flax, into up to a dozen other types like silk, cotton, linen,
wool, or whatever the user desires for a number of hours
equal to the user’s hit dice; Construction Requirements
Craft Wondrous Item, fabricate).

45. eacmbln% Hanscl’s amiclcva" GY‘CI@LS sector 5

R O

Hansel (CE Male barbarian 4) and Gretel (CE Female
barbarian 4) are siblings who aren’t at all keen on
spellcasting after a run-in with a witch when they were
younger. Now they are witch-hunters as well as cookers of
exotica, frequently preparing and serving up the familiars
and animal companions of their victims (and are usually
given a wide berth by most Morsanians). They think of
each other long before anyone else, hence their harshly-
assigned evil reputation.

N O
Trystine (CG Female ghaele®; permanently blind, quested to
aid locals for 1,000 years without causing harm to anyone,
made to remain in her human form) has raising, restoring,
and resurrection abilities for sale. Trystines blindness is
irreversible and she can only call on the healing domain as
part of her quest; though she sells her healing at full price, she
secretly donates almost all of her income to charities. Many
Morsainians are convinced she has a treasure trove in her
home, and she is a constant target for “local opportunists” Her
abode is covered by a hallow spell, with death ward in place.

sector 6

sector 7

sector 2




> 47. The white snake

e ——

Hopean Varinen (NG Male wyrmling silver dragon druid 3)
appears to be a young man who has the uncanny ability to
talk with animals and will help with all types of negotiations,
from asking a rat to leave a cellar to convincing a war beast
to ride into the fiercest of battles. Varinen doesn’t attempt to
take work from Oday Pires of The Besoothed Beast (8) and
vice versa. No one knows he is a dragon, and Varinen isn’t
experienced enough to know what might happen if people
do discover this fact. Although his druidic leanings mean
he has Neutral Good tendencies, Varinen is still lawful at
heart and lives where he set up his first home.

/za.ThesumM,tlwcod and theBean. sector vari

Varies

RN 6
Moondoe Kahvila (NG Female expert 3) runs a mobile
oven that seems to appear wherever it is needed, selling
hot drinks and satisfying toasted bread. If ever a fire is
needed, the oven (a form of sustaining spoon that only
provides small-but-filling toasted loves and hot drinks like
coffee, cocoa, or chocolate) is able to provide one, with both
straw to use as kindling (to start it) and coal (to sustain it)
available to buy. The stand is usually in Sector 11, but can
be found all over the city.

49, Fisherwoman onn and smoker xala sector s

Onn-Kim Miles (LN Male ranger 2) and Kala Miles (LN
Female expert 3) are married fishmongers that locally
source the fare they prepare and sell. While both the Miles
fish extremely well, Onn-Kim does most of the catching
and Kala completes the preparation and smoking, and
handles sales. The shop also has a golden flounder that helps
make decisions by swimming to pieces of food. It answers
questions when a piece of food is dropped into each of two
tubes and they fall to the bottom of its tank. Whichever it
swims to and eats is the correct action to take, or at least the
Miles’ customers think so!

20. Tl’lﬁ va]iant Tai]or

Tunkki Kaato (NG Male elf fighter 1/expert 4) operates
a very specific armory, one that seems able to only make
items that help defeat giants. Kaato used to be a giant
hunter, roaming the lands to track down and eliminate all
kinds of giantkind. He was once famous for it, but that was
many hundreds of years ago. Eventually the giants became
fed up with his interfering (and interring) ways, and hired
a pair of wraith assassins to deal with him. This they did,
leaving Kaato not only dead but cursed in undeath. He was
resurrected thanks to grateful former clients, but found he
couldn’t return to his previous profession.

sector 4 24. Z(‘}ZOUWS

22. The riddle

23. The mouse and the Bird

sector 3

24. mother rulda

e ——d
Zezolla Valhe (LE Female wizard 5) trades in animated
and form-shifting objects. Zezolla also has a staff of artifice
that allows her to influence various items (Aura strong
transmutation, CL 11th, Price 40,219 gp, Weight 9 Ibs.; This
staff is usually made from five parts, equal lengths of wood,
stone, metal, glass,and bone. It allows use of the following spells:
1 charge—animate rope, wood shape; 2 charges—stone shape; 3
charges—animate objects; Construction Requirements Craft
Staff, the aforementioned spells. The staft currently has 15
charges, although Zezolla recharges it as required.

sector 6

R 6
Ehka Varmaan (CN Female expert 3/bard 1) sells maps,
clues, details of treasure troves and magical hordes, and hints
of places filled with wonder. Varmaan has a cursed pair of
boots of springing and striding. Every week that the boots stay
in Morsain, the enhancement bonus to speed drops by 2 feet
and the competence bonus to Acrobatics is reduced by 1. At
the end of a week, there is a cumulative 20% chance that the
owner feels that “going for a stroll” is just the thing to do; at
this point, the two bonuses return to their full level and stay
there until the cycle is repeated. The timespan of this “stroll”
equals 1 day for each week since the last “stroll,” although up
to 10 hours of rest and sleep each day is included.

E ———d
Pikku Kirous (NG Female expert 3/cleric 1; luck domain) sells
unusual minor curses and other misfortunes. Kirous is as honest
as the day s long and has everyone’s good intentions at her heart.
She buys and sells only items that she thinks will aid adventurers
and others in their quests to “do the right thing” Among her
stock are scrolls and potions of up to 2nd-level cleric spells, Lst-
level druid spells, and arcane magic that boosts attributes and
good fortune, along with minor wondrous magic items up to
a value of 1,500 gp that do a similar job. Pikku is currently the
unknowing victim of a malicious imp, Nolata Pahempi (LE Imp
cleric 3). The vile creature has taken to poisoning potions with
its own venom and has gained some divine magical ability of
its own so that it can amend spells and scrolls (and the effect of
other magic items) through a combination of its newly-trained
unholy talents and innate suggestion ability. Thanks to the
imp, she finds her best business is from her new shop in a less
reputable part of town, where neer-do-wells purchase her goods
as gifts for their enemies.

RN

Hulda Oikeus (LN Zelekhut®? transformed into an old woman)
grants rewards to those who work hard, and imperils those
who are lazy. She lacks any will to fight these days, but all of her
other talents and abilities are just as potent as when she first
reached Aventyr. Mother Hulda—as she is known throughout

e g/

sector 9

sector 4




25. seven Ravens

27. TOWN MUSICIanS

Morsain—is a fair, wise, and knowledgeable old woman who
offers advice and guidance over strong, sweet tea, and delicious
pastries. She will utter harsh words to those who don't act
respectfully; after that, these loud-mouths often find themselves
either completing some task or other to make amends if they
stay in town, or deciding to head off to recover “something or
other” for a charity, needy group, or impoverished organization
(although quite why is often unclear). Hulda’s time in Morsain
has allowed Good tendencies to grow.

- RN 6
Tiikeri Muurari (LE Male sorcerer 6) has keys for every
possible occasion: physical, metaphysical, or astrological.
Muurari is rarely seen without his trademark red-and-gold
trimmed hooded robes, fine leather gloves, and wire-framed
glasses. He seems to be (and historically has been) all things
to all people—a traveling merchant peddling inexpensive
magical devices, a “villain” in the eyes of cruel and oppressive
monarchs, a noble adviser to otherworldly creatures, and
a sagacious guide to the planes for those about to travel.
Muurari’s current role is that of a simple arcane diviner trying
to locate lost possessions, people or paths for those in need.

26. Little red Rldmg Hood

Puna Viitta (LN Female wizard 5) is a purveyor of cloaks,
capes, hats, and hoods. At any given time, Viitta has the
following items in stock or is working on at least one of them
as an order for someone (as the GM sees fit): cape of feather
falling (as a ring of feather falling but requires both hands to
tunction), cloak of displacement (minor), cloak of resistance +1,
hat of disguise, mitre of comprehend languages and read magic,
and a skullcap of persuasion. All of Puna Viitta’s items have her
signature sewn onto them somewhere in thick red thread; this
has become part of the process to ensure her magic takes effect
and guarantees the authenticity of her work. Viitta is from a
faraway land that she never talks about.

e ————td
Aasi Rumpali (CN Male rooster bard 3; Perform +8
[drums, rally cries]), Hauva Tuuba (CN Male dog bard 3;
Perform +8 [brass instruments, shaggy dog stories]), Kisu
Kitara (CN Female cat bard 3; Perform +8 [poetry, stringed
instruments]), and Kukko Laulaja (CN Female donkey bard
3; Perform +8 [dancing, singing]) are a quartet of cousins.
Once they were much more accomplished and played for
prestigious members of Klavek society, but they fell foul of
a mysterious undead patron of the arts that drained them
of their experiences and cursed each to their animal forms.
To this day they strive to save enough money to have the
effects reversed, but any coins that are set aside become lost
or are used to help others.

28. smgmg Bone

sector 40

- e N )
Luutua Soittaja (N Female bard 2/cleric 2/expert 1; Perform
+7 [wind instruments]) specializes in odd instruments that
occasionally seem to have minds of their own. Soittaja is
rather aloner, her love of all things skeletal leaving her slightly
isolated from most of the residents of Morsain. At any given
time Luutua Soittaja has 1d3+1 of the following instruments
available for sale. None of them are enchanted as such, but
do seem to have lives, minds, and aims of their own. Each
requires a minimum number of skill ranks in Perform in
order to be successfully played, and can produce a “good”
or “bad” effect depending on the instrument’s mood—they
follow the will of a successful user 80% of the time, or their
own will 60% of the time if the user fails the Perform check.
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Table 3. smgmg BONe Mstrument Eﬁects

Spell-like
Instrument Main bones QthenRtefon effects (Good/
parts Ranks
Bad)
G: remove
HOI.IOW Wind blindness/
. clavicle, .
Bagpipes Stomach instruments deafness
humerus,
. 9) B: deafness
radius, ulna
(user)
Hip, sacrum,
COCCYX, Tibias | Percussion | G: death knell
Drums |cranial, facial to strike |[instruments B: hold person (3
bony plates | with (6) rounds, user)
to be struck i
Wind G: owlf wisdom
Hollow  Carpals . (6 minutes)
Flute instruments ,
femur as keys (©) B: shatter (user’s
possessions)
Intermediate
/proximal | Several e hoard G: consecrate (6
Ona phalanges, | scapula TN O rounds)
& and for keys ©6) B: desecrate (6
metacarpals | to strike rounds)
as keys
. Thin .
Fibulas, strips of String  G: remove curse
Lyre mandible to P instruments B: bestow curse
act as frame o ) (user)
. intestine
Fl§x1ble AL X G: find traps (6
sections of long Strlng rounds)
Musical saw| a spine to | strips of instruments )
B: shield other (6
flex as saw, | upper (6)
: ; rounds)
wooden bow| intestine
. G: hide from
Both.palr.s of Sinew to.  Wind undead (3
. floating ribs, . .
Pan pipes hollowed tie bones instruments rounds)
together (3) B: deathwatch
out
(user glows)
1st t[O 9th | Patellae : Giisearinginns
pairsof | on 10th | Percussion
f : 3 : (CL 6th)
Ruotiphone|  ribs,all ribs to |instruments )
1 B: animate dead
hollowed out, strike (9) (CL 6th)
tobestruck | with




01-10

11-30

31-50

51-70

71-90

91-00
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6 lemures 2d10 lemures

3 small air elementals L il
elementals

3 small earth elementals LilDemell e
elementals

3 small fire elementals Lol gl
elementals

3 small water elementals LGlile sl o
elementals

6 celestial giant bees 2d10 celestial giant bees
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Piru Enkeli (LN Celestial bearded devil) is the master of
unachievable tasks undertaken and unsolvable riddles
answered. Enkeli is a devil on its way to the celestial planes.
It has renounced evil, but not yet been able to shed itself of
all of the influences of this alignment. The most striking
visible aspect of this change is Enkeli’s hair, moustache,
and beard, all of which are now colored a bright red-gold
(hence the name of the shop).

Treat Enkeli as a bearded devil with the following amendments:

1. Enkeli’s alignment straddles good and evil, making
him Lawful Neutral.

2. The effects of the infernal wound are not fully
removed. Such wounds do not heal naturally—
healing any damage to Enkeli requires a DC 10 Heal
check or DC 10 caster level check.

3. Enkeli’s beard no longer infects creatures with devil
chills and can now remove disease 50% of the time
(as a 5th level cleric).

4. Enkelis spell-like summoning ability is steadily
transforming. At this stage, Table 4 above shows
what can appear when he successfully summons
creatures (it still functions a 3rd level spell) and
what the summoned creatures can do.

Response

Attack Enkeli and others within 30 feet in 1d3 rounds

Answer questions with a +6 skill modifier to each of three randomly
selected Knowledge categories as well as the Air and Travel domains
Answer questions with a +6 skill modifier to each of three randomly
selected Knowledge categories as well as the Earth and Plant domains
Answer questions with a +6 skill modifier to each of three randomly
selected Knowledge categories as well as the Fire and Sun domains
Answer questions with a +6 skill modifier to each of three randomly
selected Knowledge categories as well as the Water and Healing domains

Aid Enkeli with any non-combat task for 2d12 rounds

L ——d
Tai Hyonteinen (NE Male wizard 3/druid 1) and Loppa
Hyonteinen (NE Female druid 4/expert 1) are a couple who
both suffered at the hands of fate and false promises, and as
a result are determined to see others experience the same
(despite often feeling remorse for their actions). The pair
sell love potions, and other elixirs to influence creatures to
keep their promises. The shop always has a range of herbs,
roots, potions, and elixirs or philtres that act as a form
of curse (as bestow curse) by reducing either Intelligence,
Wisdom, or Charisma. They also produce variations that
enhance a person’s Intelligence, Wisdom, or Charisma in
order to impress the object of their attention (or affection).
Table 5 at the bottom of this page shows a sample of what
they have on offer.

34. airl without Hands sector 4
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Vailla Kasi (LG Female wizard 6) sells written items,
including transmutation scrolls. Vailla was born without
hands and no amount of magic has been able to regenerate
them. However, she discovered she was a talented transmuter
and has honed her magical skills to ensure she has the means
to write as required. The mage produces high-quality scrolls
that cover her extensive knowledge of transmutation magic.

Table 5. Louse and Flea concoctions

Item Duration Effect on others
Herbs 2 rounds Int, Wis, or Cha
reduced by 1
Roots A Linds Int, Wis, or Cha
reduced by 2
Potions & rowrieks Int, Wis, or Cha
reduced by 4
Int, Wis, or Cha

(57 Elixir/Philter 12 rounds

reduced by 6

Cost Effect on self Cost
Int, Wis, or Cha

100gp increased by 1 >0gp
Int, Wis, or Cha

20088 increased by 2 00ep
Int, Wis, or Cha

400 gp increased by 4 200 gp

800 gp Int, Wis, or Cha 400 gp

increased by 6




32. CJﬁV&f’ Hans

Hans Kovaonninen (CN Male ranger 3) undertakes tasks
brought to his attention, though rarely without accidentally
mishandling them. Kovaonninen is a jovial chap who
readily joins great adventures with a focus on helping other
people. However, Hans has a gift for accidentally disrupting
plans, making them take longer than expected or costing
more than was intended. This is because he has a trio of
capricious cursed relics, gifted down through his family
over many generations: a pair of gauntlets of fumbling, a
medallion of thought projection, and a stone of weight. The
three items are a genuine trio, sentiently linked together
from the moment of manufacture, and aren’t “all bad” all
the time. Each day, one of them will work exactly as what
it appears to be—the gauntlets as gloves of dexterity +2, the
medallion as a medallion of thoughts, and the stone as a stone
of good luck (the other two act as their cursed versions.) The
items “discuss” this just before the owner wakes up. There is
an equal chance each day as to which one is the “good relic”
and which are “bad.”

33. Three ngmts
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Kieli Puhuja (N expert 4), Sprak Puhuja (N expert 4),
and Zabaan Puhuja (N expert 4) are Morsains resident
translators. They are all fluent in Common and Dwarven.
Between these brothers there isn't likely any language the
PCs may encounter that the trio doesn’t know to some extent.

sector 7

Rules on languages are incredibly binary: you either
know a language or you dont. Of course, this is done
for ease of gameplay, but it takes away the mistakes and
misunderstandings that can occur with any recently-
learned, rarely-used, or just plain uncommon language, and
therefore isn’t all that realistic. There are no suggested rules
to say that Kieli is only in his second semester of Halfling,
whereas Sprak has already completed the full course—so
here are some thoughts.

Learning a language has several recognized stages as follows:
receptive, early, emerging, intermediate, and fluent. In the
real world, receptive suggests you know up to 250 words,
early up to 252-1,000 words, emerging between 1,001-3,000
words, intermediate something like 3,001-6,000 words, and
finally fluent which is 6,000+ words. To translate this into
gameplay, consider receptive being equivalent to asking
where a shop or bar is, and buying bread or a beer when you
get there; early allows you to make yourself understood in a
conversation, but you'll almost certainly sound like a child;
emerging will allow you to get by on a day-to-day basis, hold
down a job, read posters and fliers, join in with a bard, and
answer Knowledge question of DC 10 or less; intermediate
will let you talk about all Crafts and Professions, even
including some of the more specialist task-specific terms
and nuances, and Knowledge aspects that are DC 20 or less;
while fluent will allow you to cover any Knowledge query, to
deliver a divine sermon, understand (if not cast) the contents
of arcane and divine spells, and get to grips with legal aspects
of communities using that language. The following table can
be used as a guide to indicate the bonus or penalty to the Use
Language check:

Level of Language Required in a Book,
Document, or Conversation, etc.

Translator

| Kl

| Sprak

Zabaan

| Table 6. Three Lﬁ%tdst Languages

Languages (Linguistics +10/Speak Language
+10)

Common, Dwarven, Elven (fluent), Gnome
(fluent), Halfling (intermediate), Sylvan
(intermediate), Auran (intermediate),
Draconic (emerging), Giant (emerging),
Celestial (early)

Common, Dwarven, Halfling (fluent), Orc
(fluent), Undercommon (intermediate), Elven
(intermediate), Goblin (intermediate), [gnan
(emerging), Gnoll (emerging), Infernal (early)

Common, Dwarven, Aventyr Sign Language
(ASL) (fluent), Sylvan (fluent), Orc
(intermediate), Gnome (intermediate), Terran
(intermediate), Aquan (emerging), Abyssal
(emerging), Druidic (receptive)

Bonus or Penalty

Receptive Early Emerging Intermediate

U Receptive +0 =5 -10 -15
S
E Early +2 +0 -5 -10
R
L Emerging 45 +2 +0 -5
E
v Intermediate  +10 +5 +2 +0
E
L Fluent 1FIl5) +10 45 +2

Naturally, you can ignore all of this. Just state that, “Not
all three translators are consistently available; the table of
languages lists their level of understanding from greatest
fluency to least, and leave it at that, especially if your
players aren’t keen on moving away from the definitive
rules, don't like “fluff” interfering with “crunch,” or don’t
enjoy stretching ideas in unusual directions.
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In our real world, sign languages spring up everywhere, and
develop just as the spoken word does. American Sign Language
(ASL) is part of the Langue des Signes Francaise. British Sign
Language takes in Britain, Australia, and New Zealand amongst
others. But there are pretty much as many sign languages as
there are spoken ones—for example, Europe has over thirty
documented sign languages, but twenty-three spoken ones.
In the game, the Drow seem to have the monopoly on sign
language, although historically there might have been a
nod towards it in Thieves' Cant, or other class-specific
languages. Here we are suggesting that there is an Aventyr-
wide version of sign language (ASL) and that those folks
without the ability to speak may well have adopted and
become fluent in it.

5. c]m/cr ElSi(? sector 3
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Elsie Halpa Hilpea (NG Female commoner 2/expert 2) is a
proprietor of budget items, though they are of surprisingly
good quality. Elsie started her working life taking in washing
and quickly established a reputation of how to get the best
from “old and tired” clothing, as well as knowing the value
of cheap-and-cheerful items. This spread quickly to other
goods, and she soon found herself acting as a pawnbroker
for the poorer citizens of Morsain.

35. Tailor in Heaven SECTOr 40 38. MY. FOX'S wcdding Services
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Nopsa Oikeus (LE Male monk 6) offers severe retribution for
those who are caught constantly cheating, lying, and thieving.
This somewhat self-centered monk has taken it upon himself
to right wrongs, both actual and sometimes less clear. He
lives a very simple life but expects a high payment for his
services, which are then largely gifted to local lawful societies
and institutions. He is very good at what he does—bringing
to justice those who prey on the less able—but his methods
are neither pretty nor for the faint-hearted.

36. wwW Tabl&, cold ASS, cudgdm sack sector &

Hauta Hiipia (LN Female rogue 6) runs a shop full of cursed
gifts (with a few that can help the right person). Hiipia has
a background in archaeology—grave-robbing and looting
tombs via permit, some say. She is very good at it, and at
just 18 years old has made rapid progress as a rogue. Her
legal shop sells these unusual and esoteric gifts, all of which
have some kind of minor, hidden curse. The name of the
shop refers back to the first three items Hiipia recovered
from a fey tomb, none of which has sold—perhaps it is the
sentimentalist in her, although Hauta just says the right
person hasn’'t come along yet.

s7. thimbling's hreads

The Wishing Table: Once per month the “true” owner can
use the table to cast limited wish. 50% of the time the spell
works as it is meant to, and 50% of the time the effect
is the exact opposite to what was asked for. However, it
hasn’t worked for any creature in over 150 years.

The Gold Ass: This iron pyrite mule is about 4 inches tall.
Once per day, if the command word “Aazi” is spoken,
the owner finds that for 10 rounds they either gain a +2
competence modifier to attacks and skill checks that
require Strength (50%) or a -2 competence modifier to
skill checks that use Wisdom (50%).

The Cudgel in a Sack: This is a bag of sand about 3
inches in circumference and 10 inches long. It acts
as a standard sap most of the time. However, 3 times
per day when the word “Nuijia” is shouted before the
cudgel is used, it either acts as a +2 warhammer (50%)
or automatically misses and sends a shower of sand
into the wielder’s face, inflicting a -2 circumstance
modifier to their next attack (50%).
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Pieni Asu (CG Female gnome expert 4) is an accomplished
seamstress and skilled tailor (Craft [clothing] +10,
Profession [tailor] +10) and can readily make masterwork
and high-quality “town and country” clothing for small and
smaller creatures. She is small, even for a gnome, hence the
name of her shop. She also owns Thumbling’s Travels (45).

sector 5
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Haulikko Vihkisormus (CE Male bard 2/rogue 2/sorcerer
1) performs services for relatives and potential spouses of
reluctant brides and grooms. Despite being ridiculously
charming, he is a despicable character who “encourages”
fiancees in their forthcoming marriages. Haulikko began
his career as a straightforward rogue, attending weddings
disguised as a distant relative who happened to be in town.
He quickly realised that some bardic skill gave him a way
to metaphorically charm those running these weddings, as
well as a way to fool any guards. As he flexed his arcane
powers he found he had a hidden natural talent, and his
sorcerous skills developed ways to literally charm people.

sector 2
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Noiduttu Jalkine (LN Male wizard 5) is traveling salesman who
has an infrequent but regular stall in the central market, selling
shoes from the lands of non-human humanoids. He is always
accompanied by two elves, Oikea and Vasen Askel (LN Male
warrior 5); one protects Jalkine’s stock at all times, although the
mage doesn't carry a lot around with him. He tends to “model”
what he has available by use of spells such as disguise self or alter
self, then send one of the elves to go and fetch an available item
from a hidden spot in the Haunted Forest. On any given visit to
Morsain, Jalkine has a chance of stocking the following:

T(lblé (4 J(l”@(lf/’s S]’lOéS

CL % Possible stock and gp cost

1 85 Boots of the cat®, 1,100; burglar boots"®, minor, 4,400

2 70 Boots of the enduring march"%, 1,650

Daredevil boots"®, 1,400; featherstep slippers“®, 2,200;
3 55 acrobat slippers"®, 3,300; boots of springing and striding,

6,050; haunted shoes" , 7,130; jaunt boots"%, 7,920

4 4
0 climbing, 5,280
5 25 Boots of friendly terrain¥, 2,620; boots of the winterlands,

Sector 44 44. Herr maton

42. Herr gevatter

Sandals of quick reaction"®, 4,400; slippers of spider

2,750; boots of elvenkind, 2,750; boots of the mire" , 3,850

6 10 Sandals of the lightest step®, 5,500

Each time an item rolls as being in stock at a caster level, the percentage
chance of another item of the same level being available drops by —5%
(this happens cumulatively for each item). If you are playing the 3.5E
version of the adventure, just choose the item you would like to include.

40. Tl'w Bﬂdegroom ROM)@?‘

Enne Vaarallinen (NE Male rogue 4) deals in stolen goods and other
ill-gotten gains after being caught by the evidence of his crimes in
the past (the ring finger and ring from a victim). Vaarallinen used to
make his living by robbing the guests at weddings who became so
drunk they didn't know it was happening. He was particularly adept
at stealing from grooms, many of whom only realized their marriage
finery had disappeared some days after the event. If the PCs find
themselves in possession of stolen goods or dont know how to rid
themselves of something they feel is too hot to handle, he is the man
to see. However, he rarely pays more than 20% of a pilfered items
value, correctly pointing out that his deal is the best they’Il get.

43. Fralk deé
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Ennusta Maton (NE Male commoner 3/expert 1; Profession
[merchant] +11) is a proprietor of unpredictable items—
millstones, eggs, pins and needles, ducks, cats, hens and
a cockerel—that change often. Ennusta is an intriguing
man; his whims are driven by the phases of the moon, and
he swears that during its waxing phase it gives him great
clarity of vision. Indeed, on the night of the full moon
he decides what his stock will be for the next twenty-
eight days, a decision that reflects whatever dream he has
had that night. As GM, fill Ennusta Maton’s shop with
whatever takes your fancy (it may help the PCs, it may
not). Perhaps the full moon occurs while the party is in
town, so the stock changes—make the difference between
items as unexpected as you like!

e e—
Hassu Gevatter (NG Male cleric 5; healing domain) sells
curing waters and items such as berries that produce healing
juices. The healer knows a secret, but cannot tell anyone
about it as it would place him in a great deal of trouble.
A former ratcatcher, he now sells potions and scrolls that
reflect his healing nature; Hassu only produces items that
heal and restore (at the standard price, or as circumstances
allow if people are genuinely hard up) or protect from
harm (at 125% the standard price). GMs are encouraged to
include whatever other wares they deem appropriate.

 ————d
Taikoa Trude (LE Female erinyes® cursed to live as a
human in Morsain) operates a business that hires out
humanoids to do specific tasks for those that don’t
want to do them. Among her employees are the Green
Huntsman, the Red Butcher, the White Astrologer, the
Blue Fisherwoman, and the Black Collier. Frau Trude
is unkindly viewed as a “witch devil” as she is old and
haggard—this is more accurate than Morsainians know,
as she is a cursed erinyes confined to Morsain in her less-
than-attractive form for the foreseeable future. The most
interesting aspect of the shop (other than Taikoa Trude
herself) is the team she has assembled to do the kind of
tasks most folks would choose to ignore. Each character
looks vaguely like a PC when the party first enters the
shop, but this is fleeting and soon considered imaginary.
These “humanoids” are permanently polymorphed very
young dragons, one each of green, red, white, blue, and
black. Their names describe the types of tasks each is
best equipped to undertake, although they help each
other out if they can.

sector 3
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Elinika Kynttila (LN Female cleric 2/wizard 2) sells candles,
some of which can be a representation of the remaining life
of the person buying it. Her huge variety of tapers belie her
relatively small shop, and if she doesn’t have one in stock,
she will make it. Her strangest goods are those that contain
the blood of the purchaser—life candles. These are very rarely
made, as the cost is 100 gp per year of life remaining and
can become very expensive when this total is established.
However some people do want one despite this, and the
resulting candle is always plain beeswax, four inches high and
four inches in diameter, and weighs a little over 50 ounces (4
in. by 4 in., 3.15 Ibs.). Each one takes three days to make and
Elinika can’t work on anything else during this time. When
the candle is burned continuously for one lunar cycle and
then weighed to see how much wax has melted away, it tells
the owner how much time they have left to live. This can be
an alarming process—for example, if half the candle burns
away over the course of the cycle, it means the buyer only has
one lunar cycle left to live, while a third of the candle burning
indicates the customer has two lunar cycles left.
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Pieni Asu (CG Female gnome expert 4) is an accomplished
seamstress and skilled tailor (Craft [clothing] +10,
Profession [tailor] +10) and can readily make masterwork
and high-quality travel clothing and items such as bags and
haversacks for small and smaller creatures. She is small
even for a gnome, hence the name of her shop. She also
owns Thumbling’s Threads (37).

46. Fitcher's

Vainaja “Fitcher” Lintu (NE Male necromancer 7) is a
practitioner of the undead arts, an avant taxidermist, and
one of the most intelligent, successful, and evil people in
Morsain. He disguises this last point under a veneer of
charm and sophistication. Outwardly he helps deal with
the messy matter of unwanted undead, and is regularly
called upon for advice and guidance on them, as well as
to manage any persistently wandering types. Inwardly,
however, Lintu is a psychopathic serial killer. In a small
set of cells beneath the cluttered storage room below his
basement are the stuffed and mounted remains of his true
passion: the construction of “perfect” humanoids, one
male and one female, which have the most exotic feathers
painstakingly sewn over their entire bodies. The corpses
are set in a tableau depicting them as aerial “lovers” and an
animate dead spell brings the scene to “unlife”
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49. The six swans
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Vapaa Mieli (N Male half-elf druid 5) has a unique

occupation, able to see how to resolve injustices when
transformed into a bird. He easily passes for human in
intolerant Morsain but why he stays is his own business. If
asked, he talks quietly about a dream of following a plain bird
that became a soaring eagle and then a flaming phoenix as it
flew from his homeland towards this northern outpost. He
settled where the phoenix was reborn, taking it as a sign that
he too must experience rebirth in a strange land.

e ——
The shop of Vanhus Koira (LG Male sorcerer 3/expert 1;
permanently shapechanged blink dog) provides all kinds of
dogs and even cats on the odd occasion. He appears to be
a slight, shaggy haired, elderly human who has remarkable
skill at training, socializing, and supporting dogs (and,
surprisingly, cats). Vanhus supplies these creatures to
residents of the town on the understanding that the moment
they mistreat them, the animals have permission to return
to him and explain what has taken place. The fact that he
is a blink dog explains many of his abilities, but he keeps
his true identity hidden after experiencing the way some
Morsainians treat anything other than humans, half-orcs,
and prized horses. He is a constant source of information
discovered by the town’s canines and felines.

R O

Kyhmy Joutsen (CG Swan maiden®) runs an inn where the
brewer makes ale that supposedly transforms the drinker into
various animals. Joutsen was once a true champion of what
is now the Haunted Forest. One morning she came across a
small team of loggers from Morsain that had cut down a prize
tree. Joutsen became angry and called other nearby fey to
exact retribution just before dawn as the group was still asleep.
While she waited she dipped her finger into one of the loggers’
ale mugs and tasted it, intending to dismiss the foul liquid and
use her disgust to fuel her anger further. However, the contents
tasted better than she expected—before the other fey arrived
she woke one of the humans, demanding to know the brewer’s
name. All she got was where it had been bought so she fled to
Morsain where she worked until she could afford to make a
copy of the beer and eventually her own inn.

Joutsen's version is strong and laced with transformational
magic, as she uses feathers from her cloak to stir the fermenting
ingredients. Those who drink it swear that on the night of a full
moon, they turn into great flying beasts that whoop and trumpet
their way across the skies, gathering in flocks above the Haunted
Forest. She has changed 5 willing assistants who act as workers in
her inn, hence the name (it changes with each new recruit), and
eventually she feels that she will take over Morsain and rescue
the surrounding wilderness by driving other humanoids away.
At present, she isn't a “friend” of the town or particularly good.

sector 4
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50. The Briar Rose
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Piikikas Ruusu (CG Female ranger 4), one of Morsain’s
most popular herbalists, is connected to a young woman
purportedly lost in the Haunted Forest and left to rest there
for all eternity. Every 14th afternoon, Piikikas normally sets
up a small stall in the central market place and trades herbs,
berries and game for information about the missing girl.
Some years ago, she found out that a relative had become
lost in the woods around Morsain, not realizing it was the
Haunted Forest.

54. Thﬂ FmA!Ld]i}'lﬁ sector 40
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Sala Murhaaja (LE Male rogue 5/assassin 1) is an orphan

turned petty crook with a unique talent to transform into
mundane, ordinary, inanimate items. Murhaaja has only
very recently found his true calling—after a patchy career
dealing in stolen goods and mugging drunks for small
change when the “retail business” was quiet, he discovered
that he had acquired a genuinely strange ability after a
run-in with what turned out to be the mimic familiar of
the mage he was robbing. Somehow the creature’s blood
became part of his own and he can now take on the form
of simple objects, inspiring him to take on more devious
criminal activities.
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Poppart Chen (CN Male dwarf/goblin expert 5) is a
nocturnal spinner said to be able to turn straw into gold.
The half-breed’s shop has a thick wooden post outside its
front door, and he only allows those who rap a 1-4-2 beat
on it into his shop. Otherwise a permanent magic mouth
states, “Masterspinner Poppart is not at home!” He spins
exceptionally and the claim that he can turn straw into gold
comes from the fact that he makes masterwork items as
though they were standard items, and as a result people pay
gold where silver or copper might be usual.

e ——d
Rakas Hropilanda (NG Male transmuter 5) sells silver
wands, amulets, bracers, circlets, helms, horseshoes,
and necklaces. Hropilanda is an unassuming man with
a wonderful talent for silversmithing. He is developing
his arcane skills along transmutational lines alone; he
only knows spells from the transmutation and universal
schools, and even then he only makes an effort to learn
spells that help him make better quality items suitable for
enchantment. He has a female weasel familiar, Lumikko,
named after Lumi Valtatytar (whom he once courted for a
very short time).

52. ng thrushbeard’s sector 2 56, Golden BU”d, FOX, HOY'SE, cast]@ PIICESS SECtor 7

e ——

Rastas Parta (CG Male dwarf fighter 1/expert 3) is an
extremely tall and thin dwarf, able to easily pass for a short,
very stocky human. One of Morsain’s finest barbers, he cuts
and shapes his luxurious beard into singing thrushes before
placing a small musical box within it to replicate their song.
He frequently ends up in friendly arguments with the owner
of Bluebeard’s (144) over the merits of form over function,
particularly as both barbers follow the dwarven way.

53. Kna?sack, Hat, Horn, wd Tablecloth sector
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Nelja Esines (LG Male warrior 4) runs a simple shop known
for renting out magical items to would-be adventurers. He
has been involved in a number of lucrative journeys into the
deep wilderness, acting as a cohort leader. Nelja took magic
items as his pay for all of these endeavours and now rents
them out to new adventurers. He has a sack that produces
soldiers when turned upside down and shaken, a hat that
fires cannonballs, a horn that knocks down walls, and a
tablecloth that produces feasts on command. Rates include
him coming along to use the items, and he won't reveal the
activation words for any enchanted goods until that time.

e ——
Kartta Pallo (N Male ranger 2/expert 2) is a purveyor of
unlikely maps that lead to a way to solve another problem
entirely. His travels have taken him far and wide around
Morsain, and he always returns with at least two or three
new maps, each more curious than the next. He currently
has about a dozen maps for sale; there are 5 that a few
people have bought but no one has been able to solve, and
they are all considered fiendish. They are as follows:

The Castle
This appears to be a map of the lands of historic
figure Torni Linna and his now supposedly deserted
stronghold. The reason nobody seems to have found the
ruins is that the site is set on two planes, the Material
and Ethereal, and neither are in a fallen-down state. On
the Material plane the building is a deserted castle, full
of tricks and traps. On the Ethereal plane it’s a prison.

The Fox
This is a local map supposedly revealing the way to get
to the lair of a local bandit group. However, no three
instructions actually link together; if “A” and “B” link
up, then “C” doesn’t join up with “B,” but if one can
find what seems to be “B” without using “A;” then “C” is
clearly there for a traveler to follow. In fact every point
has two versions, and they need swapped about, and
there are at least 10 instructions to follow.

sector 3




The Golden Bird
This map leads eastwards for about 3 days’ travel before it
becomes clear that the traveler needs to turn completely
back on themselves and head west for another 7 days.
The treasure at the end of it is rumored to be a hidden
shrine to the mythical sun warrior Ka'Teek.

The Horse
This map requires a traveler to keep to exactly the same
pace for 12 hours per day on 12 consecutive days. One
needs to get to certain points at certain times on each
day, as the way light appears through various objects is
what confirms the directions a traveler has to take.

The Princess
This is a map that accompanies a local faerie tale about
a princess being kidnapped by creatures that live in the
woods around Morsain. It shows the cabin in the woods
that she is taken to—however, it only appears when held
by a child aged 7 or younger, and defies copying.

sl Dog (U’ldv SP(IT‘T‘OW sector 4
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Koiran Koppi (LG Male commoner 6) and Varpunen Pesd
(LG Female commoner 6) run a lowly tavern, a place for
unlucky peasants to recount their unfortunate tales. The
brother and sister both have suffered misfortune in the
past, but are resolutely positive about their lots. Their luck
changed when they started making and selling low-priced
beer. They attracted local peasants, commoners, and land-
workers to their bar, where their demeanour encouraged
these customers to get everything off their chests and leave
feeling better than when they came in.

56. Frederick and catherine sector A4

e ——d
Frederick Ravinto (CN Male expert 6) and Catherine Ateria
(CN Female expert 6) cook food that can have unusual
effects. These two chefs are known throughout Morsain for
being as good at food preparation as it can get, even as they
fastidiously follow the town’s guidelines on such things as
health, safety, and food hygiene. But they are unscrupulous
when it comes to what they actually cook, frequently
serving items that most folks would balk at if they knew
exactly what it was; there isn’t anything to date that hasn’t
ended up in their pans.

D9, Tl’lﬂ TWO BfOtl’lﬁf‘S sector 9
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Yhdistya Veljet (NE Female cleric 3/expert 2) and
Erottamaton Veljet (NE Male cleric 3/expert 2) stock
enchanted equipment, but nothing exceptionally magical
except for “pairing knives” The Veljet twins think only of
themselves and are virtually inseparable unless truly urgent
business calls. They specialize in items that can be shared
between two people, and their most well-known items
are the “pairing knives” (which show if the wielder of its
partner is in trouble by either suddenly rusting on one side
or having one edge of the blade become blunt).

0. BUTl@’S

64. The Queen Bee

62. Th@ T]wc Faathﬁrs

Niksi Jekku (CE Male bard 2/expert 2) has a trading business
where items can only be exchanged, with the owner always
making a profit on the deal (he always seems to have just
what shoppers want). In a long forgotten language—one
that only the most diligent of sages might find evidence
of—“Burle” meant tricks, pranks, or jokes. This building is
steeped in ancient magic; no matter what deal customers
try to do, the owner always comes out on top (anyone using
wish or miracle as part of the bargaining process finds that
eventually they lose exactly 1 copper piece on the trade, no
more and no less). The store seems to contain exactly what
the person wants, although once outside, the item is often
older, shabbier, or less sturdy than when inside.

 ———
Kuningatar Mehildinen (N Female druid 1/expert 3) is an
experienced apiarist who recently enhanced her knowledge
of bees thanks to some druidic training. She works closely
with a number of swarms that live deep in the Haunted
Forest, where the pollen that produces the honey also
results in some interesting effects. One batch in 500 is
particularly useful if someone is turned to stone or dealing
with stone-based events, as it acts as a stone to flesh spell
and gives four doses (known by locals as reviving honey).

 e——d

Typerd Riivaaja (CE Male quasit® shapechanged into a
cross between gnome and toad) had been climbing the
demonic ladder for three thousand years before reaching
the heady heights of existing as a vrock. Then he opened his
mouth once too often and angered a balor and its troupe.
What Riivaaja didn't initially realize was that to add insult
to injury, the balor had managed to ensure that the quasit’s
toad form was now its default appearance. However, this
allows Riivaaja to try and extend his own demonic influence
in the area, as well as earn enough esteem to improve his
current form without too much interference. The demon
has three items that he rents to adventuring individuals and
duos, always at a fetching price (see next page):

sector 7
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N O
Aura strong enchantment; CL 16th

Slot none; Weight 100 lbs

This Medium-sized construct appears to be a beautiful yet
determined young woman that closely resembles a princess
of the realm (possibly Lumi Valtatytar in this tale). She
wears bardic clothing and carries a set of small hand drums.
The construct is loyal to its owner and can play the drums
for 20 rounds per day. They initially appear and function as
drums of panic. But when the owner is in (or fleeing from)
melee combat, the automated drummer of dancing impedes
movement instead, making him behave as if irresistible
dance had been cast upon him. Only a remove curse spell
enables the owner to be rid of the automated construct and
its drums once their true nature is revealed.

CREATION

Magic Items drums of panic, Medium-sized animated object

, P]Jffﬁ/lg carpet OJ( animated Attack

N O

Aura moderate transmutation; CL 10th
Slot none; Weight 8 1bs.

This item is indistinguishable in appearance from a normal
carpet and largely identical to a 5-ft. by 5-ft. carpet of flying
by all tests short of attempted use.

The carpet of animated attack is 90% likely to not react to
any initial flight up to a height of 100 feet, but at any point
thereafter that it senses living flesh using it, it is 60% likely
per round to engulf the person and to drop to the ground
(CMB +8/Grapple +8). If it pins a creature, it holds them
in place as a free action. The carpet has CMD of 18 for
those attempting to break free. If the rider breaks free and
hasn't fallen off, a DC 20 Intimidate check including the
activation word is required to get the carpet flying properly
again, which it does for a number of rounds equal to the
result of the Indimidate check in excess of the DC before
the chance of attacking begins again (minimum 1 round).
CREATION

Magic Items carpet of flying (5-ft. by 5-ft.)

g ,« G oldcn Rlﬂg oJ( Dajamalessmss

R o

Aura moderate abjuration; CL 16th
Slot ring; Weight —

This appears to be a ring of protection +5 and actually serves
as such until the wearer is attacked in anger by an enemy
with a Challenge Rating equal to or greater than her level.
At that moment and thereafter, the ring causes a -5 penalty
to AC. Once the curse is activated, a ring of defenselessness
can be removed only by means of a remove curse spell.
CREATION

Magic Items ring of protection +5 ;

63. eoum G0ose

64. Allerleirauh

65. The Hare's Bride

60. Tl’lﬁ Thirtecn Huntswomen

EE——————
Varat Vaihto (LN Male expert 2/aristocrat 2) exchanges
money for those who demonstrate a stout and worthy
heart, plus a hefty dose of charitable intent. Those that do
show such traits gain an exchange rate of just 0.5%. Those
that don’t demonstrate such strength of character are either
refused the service or charged a 12% tax, most of which
goes to philanthropic causes within Morsain. Vaihto only
changes money and gems, not goods of any kind, and his
building has been proven to be theft-proof.

SRR 6
Useat Vuota (NG Female expert 7) sells masterwork clothes
made of exotic material, such as swan’s feathers, spider’s
webs, scales, hides, and “anything you can name.” She is
by far and away the most experienced, most capable, and
most well known tailor in Morsain. Highly trusted and
respected, she has recently finished the wedding outfits for
Lumi Valtatytar. Her shop window always has three dresses
on display, one as golden as the sun, one as silver as the
moon, and one as dazzling as the stars, and a mantle made
from the feather and fur of every bird and animal in the
kingdom. Although she will never sell these original pieces,
she can make similar items to be used as the basis for a dress
of charisma +6, a dress of resistance +5, and a robe of stars
with twice the usual number of shuriken.

R &
Janis Nuorikko (NE Female sorcerer 6) has a “sinister”

shapeshifting ability (using illusionary magic to great
effect). She spends almost all of her time in “forms” that
aren’t her own, but is available for hire by adventures for
a 5% tithe and an equal share of treasure taken from any
expedition. Jdnis’ general motives and overall plans are
completely unknown.

e —
These 12 female rangers—with a single snow lion
companion accompanying all of them—are collectively
known as the Kolmetoista (CG Female ranger 2; 10 have
one of the humanoid types as their favored enemy, one has
monstrous humanoids, and one has undead). The team
supports activities in and around Morsain, as this is where
they were born and bred, and they know the town and its
surroundings as well as anyone does. They recently came
together to help protect the area during the wedding.

sector
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The Thiaj and His master sector 40 Table 6. prime! odds and stakes

& 4 i 1gp stake
< _. Ottaa Riski (CN Male rogue 6) named his gambling den Betname = Odds = Winning numbers ?‘le,tu '3
| quite carefully; the “thief” is the set of games played in
the den, and the master is the den-owner overseeing .
» . A 1 b
those running the games. The game currently played here Cyclops  1-in-21 B e S 20 gp

including 0
is called “Prime!” A random number generator, usually .

something like identical cards or stones in a bag, produces
single numbers between 0 and 20 (each number has a 1-in-
21 chance of appearing as a result). Players are able to bet
on a range of combinations, and of course single numbers

1 of any 2 numbers, one
King 2-in-21 | above the other, e.g 20 10 gp
and 1, 14 and 7

themselves. A “Prime!” table looks like the diagram below, 1 of any 2 numbers next
although this is just the basic appearance and actual playing Queen  2-in-21 to each other, e.g. 17 and 10 gp
surfaces are always elaborate affairs, with fabulous images in 18 or 8 and 9
each section, exotic materials used to highlight the betting
options, and carvings of deities of luck around the edges. ; 2 ) 6gp+6sp+
Players place their bets prior to the random generation High Prime | 3-in-21 13,17,19 6cp
starting, and the house always keeps this stake. Any
winners get a return that is a multiple of their original stake .
as detailed in the second table below. There is always a clear leidle 3.in-21 5711 6gp+6sp+
stake stated at tables, with those who want to place a larger Prime 6¢cp
bet required to go to another table. This allows the house
to show who is a more respected patron. Houses expect 6gp+6sp+
croupiers to be tipped at least 3% of winnings when a player Low Prime | 3-in-21 1,2,3 6
leaves a table.
When ga}mbhng, because the. stake is always the same at iy 1) sl
any particular table, players just use a personal token to
b1, : . group of 4 that total 42,
indicate their bet. They can place several bets at the same Forty Two = 4-in-21 5gp

; : . ; e.g. 19,20, 1,2 or 14,
time, although a total of 5 is usually the limit and is known 13.7. 8

as your “hand limit”
A King bet is placed above the two chosen numbers on
the King bar. Aristocrat | 5-in-21 16,17, 18, 19, 20 4 gp
A Queen bet is placed on the vertical line between the
two chosen numbers.
A Forty Two bet is placed on the crosshair in the middle

of the four chosen numbers. Eigprenic Szl (L 12, 15 s, 1 4gp
Adept 5-in-21 6,7,8,9,10 4 gp
Commoner 5-in-21 1,2,3,4,5 4gp
. 3gp+3sp+
Cerberus | 6-in-21 3,6,9,12,15,18
3cp
. . 2gp+2sp+
Prime! 9-in-21 1,2,3,5,7,11,13,17,19 o

] Even number: 2, 4, 6, 8,
Dexterous |10-in-21 10, 12, 14, 16, 18,20 2gp

.. . Odd numbers: 1, 3, 5, 7,
Sinister  10-in-21 9,11, 13,15, 17, 19 2gp
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Jorina Kasvit (LN Male druid 3/expert 1) and Joriini Kasvit
(N Female druid 3/expert 1) are siblings that specialize in
herbalism and botany, respectively. The Kasvits are both
plant enthusiasts and as a result they happily come along
on trips into any area that will yield new and interesting
flora. At any one time, they have 1d6+4 potions in stock
that replicate Oth— (50%), 1st- (35%) or 2nd-level (15%)
druid spells, with prices equivalent to 105% the usual.

69. Thrce somns O_]( Fortune

 ——
Suopea (CN Male diviner 3), Vastaan (CN Male diviner 3),
and Nuiva (CN Male diviner 3) are known as the Tuleva
Triplets, wizards that eschewed the schools of evocation and
transmutation to focus on divination. The trio are honest
about their soothsaying, but no one can be sure which
brother they will get for their reading. Suopea considers the
positive aspects of what might happen, Vastaan focuses on
the negative, and Nuiva is mostly indifferent to what fate
has in store for people, revealing “just the facts”

70. The six Men

N ]
Tahdikkuus (LG Male expert 3), Tuomari (LG Male expert
3), Urheus (LG Male expert 3), Usko (LG Male expert 3),
Toivo (LG Male expert 3), and Armolahja Hyve (LG Male
expert 3) are sages that share advisory tales about how they
got on in the world. These six sages all have stories laced
with caution, parable, hints and tips, and broad-ranging
advice on how to live life well in any circumstance. They are
prone to intricate recounts of their escapades, but listening
to one of them for an hour provides a +1 circumstance
bonus to the listener’s next Sense Motive check, as well as
the relevant information being sought.

74. T]’w WOH (l‘rb(i Man

Aulis Hukka (CG Male werewolf fighter 28!) is the
benevolent owner of this inn, both the “wolf” and the
“man” in one. Hukka was once the scourge of the Haunted
Forest but had an epiphany when he saw the glee and
pleasure the fey experienced when they indulged in their
homemade wine. He vowed to bring such joy to the masses,
and set up an inn in the merchants quarter. Years of high
quality alcohol and finding himself in the presence of good
cheer have changed his outlook on life—now he helps those
he can. Hukka uses his human form whenever he senses
people are nervous of him. Business during the full moon
is always brisk, as slabs of rare beef, goat, and mutton are
sold at reduced prices.

SCCtO il 12 wsr&witlmﬂs

sector 6

73. Tl’lﬂ stmnga” mn

sector 4

74. Princess mMouseskin

sector 4B

75. The Hand with the mjc

This center for lycanthropes of all kinds is run by three
wealthy sisters, all malevolent in their own way: Rotta (LE
Female wererat rogue 2"') is prone to self-serving evil, Hiiri
(LE Female wererat rogue 2"') takes towards the lawful side
of their business, and Jyrsija (LE Female wererat rogue 2°')
is heavily inclined towards neutrality (taking her alignment
with a pinch of salt). The siblings came to Morsain many
years ago. Beginning as grave-robbers and tomb raiders,
they managed to save enough to buy respectability. Now
the trio are quite wealthy, and make sure they help those
werecreatures who aren’t in the best of financial health to
rest their weary limbs and take stock of where they are in
the world. The sisters all enjoyed their time before setting up
shop but have recently gained a thick skin of respectability,
even being asked to consider standing for council posts and
representing the neighborhood. They have all resisted these
requests so far, for obvious reasons, but Hiiri is considering
how she might “de-were” herself and begin a political career,
and will welcome any help offered to achieve this goal.

K]
Sopuisa Kalma (NG cleric 5/expert 2; protection domain)
operates this eating house aided by curious and benevolent
undead that act as servants each night. Despite having
good intentions in all his actions, Kalma is more concerned
with the protection of his “reformed workforce” and only
prepares inflict spells, though he only uses these to restore
his undead helpers rather than harm the living. The Stranger
Inn is always dark, with heavy shadows providing cover for
those who do not wish to interact with the world. Despite
this opportunity for secrecy, the undead servants hate law-
breakers and notify Kalma if they become aware of one.

e antd
Turkis Réatéli (NG Female expert 6) is a talented furrier.
She seems able to transform the pelt of any furred creature
into a masterwork item as desired. The resulting piece of
clothing always lasts at least twice as long as usual, and
are known for being particularly effective when used for
magical equipment such as boots of the winterlands or
clothing with cold resistance. Ratili’s prices start at three
times those listed in appropriate guides.

SRR 6
Niksi Halkoa (LE Male rogue 3/cleric 1/assassin 2; trickery
domain) runs what appears to be a surgeon’s operating room,
but is really an assassin’s bolthole. He treats his surgery in
an almost identical way he conducts assassinations. All of
this adds to the cost of Halkoa’s care, but as he hasn't lost a
patient yet, people are prepared to pay for his services.

sector 4B

sector 4A

sector 4B




»76. clever aretel’s Sector 4B

EEEEE——ald
Gretel Sisarus (CE Female barbarian 4) keeps innovative if
unusual adventuring gear in stock. When not out hunting
witches with Hansel, Gretel can be found in this innovative
adventuring outlet. While magic isn't involved, most items
are masterwork quality. All can be relied upon to do their
intended job effectively and efficiently. Many items are dual-
purpose, although secondary uses are often unusual and
definitely imaginative. Fellow barbarians get a 10% discount.

L G(lmb]il’lﬁ H(lﬂSGl’S sector 5

e td
Hansel Sisarus (CE Male barbarian 4) sells risky

adventuring equipment when not out hunting witches with
Gretel, running his own specialist outlet. While magic isn’t
involved, most items are masterwork quality. However
while they can’t always be relied upon to do the job for
which they are intended, they always do “something” All
items are multi-purpose, with their various uses frequently
unusual, sometimes difficult to define, and almost all
involving an element of risk of going either very well or
very wrong! Fellow barbarians get a 10% discount.

75. The Water Nixie sector 6
N O
Vety-Vety Happi (CN Female wizard 3/expert 1) is a
bonded water carrier that works for a mysterious female
potion-maker linked to the “Nixie of the Millpond” Inn
(130). Vety-Vety definitely has some fey in her blood, and
her association with Neste the Nixie isn't surprising. Her
decision to sell potions came about as a result of striking
up a close friendship with Neste. After experimentation she
found that exclusively using the water that Neste provided
meant that the results were very different, ranging from
normal through working as extended, empowered, and
maximized versions, and even leaving the drinker drunk
for the duration with no magical effect but with a sense of
euphoria, as per the table below. Prices are 150% standard:

Table 9. The water Nixie's potions

R 6
Kulunut Kangas (CG Male aristocrat 2/expert 2) runs a shop
selling fragments of all kinds of items. Most are considered
trophies or relics, while some may be used to form whole
items if the right parts are found. This small, unassuming
store is on the edge of the wealthy district. Almost all of
the scraps and fragments identify as, and can be analyzed
as, both magical (the relics show as arcane, the shrouds

80. “Brother” xirkkoherra

s4. old man and uis randson

82. the cold- children

as divine) and very old. Many swear by their efficacy, but
Kangas claims nothing other than their history. Bardic
Knowledge or Knowledge (history) checks at various levels
can introduce plots or tales as the GM sees fit.

EE ———d
Kelpo Kirkkoherra (NG Male cleric 3; luck domain) and
Huono (NE Male cleric 3; luck domain) are oppositely-
aligned twin priests of a neutral deity of luck. Which one you’ll
meet is an equal chance and though both can be helpful, each
has their own way. They are devoted to Onnekas, a rather
spurious demigod that supposedly neither wants to know
nor really cares about its followers, but is prepared to push
outcomes in one direction or the other as is its whim (no one
can verify if it is male or female, neither sex, or both). Kelpo
tends to try and nudge results towards the common good,
whereas Huono prefers individual success to be paramount.

N ]

Rento Syominen (CG Male expert 4) is the scion of a family that
has run this dining hall for 7 generations—he is the “Grandson”
and the restaurant is the “Old Man”. It has a reputation for a
relaxed approach to every aspect of food and rest. Weapons,
attitudes, and judgements about fellow patrons are left at the
door. The quality of the fare isn't the best, but is a long way from
the worst; the fact that no one has been attacked here for more
than 15 years is the main reason it is almost always full.

R 6
Kala Kananmuna (CN Male ranger 2/expert 2; Survival +16)
is the proprietor of a place of exquisite food that seems to
last for many times longer than it should, in both quality and
quantity. Fish, eggs, and honey feature heavily, though prices
are on the high side. Kananmuna is a jack-of-all-trades
when it comes to hunting for, preparing, and serving food
to his customers. With animals as his favorite enemy and an
enviable ability to forage in the wild, he always has a wide
range of edibles available, but favors what is a rich yellow or
golden color. All of this has a cost. Firstly, prices for every

d20roll  1-6 711 12-14 15 16-20 item are double normal, common or not. Secondly, a number
Effect P rarilkd of woodland residents and druids oppose some of the items
AT Nor- Extend- Empow- Maxi- = Kananmuna sells, and angry protests occasionally take
Tall mal ed ered mized et place—with customers the target as much as Kananmuna.
7O Tl’lﬁ GOOd Rﬂﬁ sector 4A  83. Tl’lﬁ FOX (U’L(i Geese sector 40

SRR &
Korsakki Sorsalinnut (LE Male bard 1/cleric 1/warrior 2;
trickery domain, Bluf +11, Diplomacy +13, Intimidate +13)
keeps an inn where ordinary military people (the geese)
are encouraged to keep drinking (instead of the task in
hand) and avoid the Missing-From-Duty officer (the fox).
Sorsalinnut is in this business for himself alone, keeping
people drinking via his suave social skills and ghost sound

sector 7

sector 2

sector 4A







to increase the sounds of revelry. Although self-centered,
he believes in giving the military “something back” and can
be trusted to be “100% straight” with those in the services,
often finding them work when they are off-duty. In return,
the innkeep gets a cut of any job a town guard takes when
not protecting the castle or patrolling Morsain.

s4. The Poor man and the rich man sector 3

e ———d
Koyja Rikkaampi (NG Male aristocrat 1/commoner 6)
runs a hostel that only welcomes unsuccessful adventurers,
and just for one night. It is known as the place for your
fortunes to be revealed thanks to a very rare, or possibly
unique, Minor Harrow Deck of Many Things. Rikkaampi is
a good man with a secret past, one that even he is truly
beginning to forget. The son of a minor aristocrat, he fled,
“somewhere, sometime ago for some reason or other;,
taking just his harrow deck with him. Wherever he finds
himself, he sets up the “The Poor Man and the Rich Man”
hostel. It takes in those who are returning from a failed
venture, an unsuccessful delve, or lost battle. Rikkaampi
knows what it is to lose everything and need a fresh start,
so offers one night of free lodging and a reading from his
deck for future payment.
Rikkaampi’s harrow deck is a melancholy, contrary item.
While no card is worse than an adventuring defeat, they
are hardly awe-inspiring. But the cards don't lie, and any
gain should be welcomed after a defeat. Not all the cards
immediately “give something”; many require work to reach
an unexpected goal, while it is unclear how others are
beneficial and these likely require quests in order to turn
fortune around. A drawn card immediately returns to the
deck and can be drawn again straight away. A patron either
states how many cards she is going to draw (1 to 5), or can
roll a 10-sided die that has four “1s,” three “2s,” three “3s,”
and one “4” on it, taking the result. If a patron ducks out of
selecting cards after stating or rolling a number, she finds
the “difference” between the stated and drawn numbers
appearing in her hand the next time she is in a stressful
situation (it is at GM’s discretion if it replaces an item or
not). It will be face down, and only activates if turned face
up. If the PC drops the card, it disappears and another
comes to hand in the next stressful situation.
Rikkaampi’s deck has 24 cards in total and comprises 4
suits: the Axe, the Storm, the Sword and the Wolf. It isn't a
complete deck, as the numbers on the cards that are present
will testify. This is now a “good” deck, and consists only of
cards that are Lawful Good, Neutral Good and Chaotic
Good. The 6 truly neutral and 24 evil cards are missing and
have been since Rikkaampi found the deck. Consequently,
the results of the fortunes told tend to be benign but have
a low impact. See table 11 on the next page for the exact
contents and effects of Rikkaampi’s deck.

85. The singl}lg, springing Lark

86. The Goose meat airl

s7. The Youty alant

88. Tl’lﬂ H@lf-enome
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Laulaa Voimistella (CG bard 1/expert 5; Acrobatics +14,
Perform [sing, string instruments] +14) is the leader of an
entertainment hall that features several other bards and experts,
as well as a circus. Voimistella manages a carefree troupe that
entertains whoever turns up. She is an accomplished gymnast
and musician, and selects only those who will improve the show
to become troupe members. Shows take place at 7:30 pm during
autumn, winter, and spring. During the summer there are two
shows a day, at 2:00 pm and 9:00 pm.

3 o N ]
Liha Hanhi (LN Female warrior 2/expert 1) sells avian meat
and eggs of all types. Twin sister of the Goose Down Girl (129),
she operates by a very strict code of conduct—only killing what
is sustainable and in season—before expertly butchering the
carcasses. When collecting eggs, she never takes more than 15%
of the nest. If a client has a particular wish, she will go hunting for
the correct egg and no others, but charges a great deal for her time.

= — N
Skidd Jatti (NE Male barbarian 2/expert 2) is in charge

of inn for barbarians and, possibly, half-giants and even
young giants! Jatti is a disruptive element in Morsain;
once a barbarian frontiersman in the north, he rescued an
adventuring nobleman and was granted an inn as a reward.
Rather than “settling down” he turned it into a haven for
savage types and those not aware of the expected etiquette
required of a city dweller. Barbarians of all types flock here.

g

Pitka Tonttu (LG Male rogue 2/expert 1) has a shop of total
oddities, none of which are complete in any way, and most
of which look like worthless junk with around 50% of their
required parts missing. Tonttu buys, sells, and collects items
that just about nobody else wants. He has a few items in stock
that may interest adventurers and find them parting with
money. Examples included the following:

The Poisonous Tree Tonttu knows the leaves are mildly
poisonous and the fruit ten times more so. However, although
alive, the tree hasn't had a single leaf or fruit in the last 20 years.

The Fragile Iron Golem This 3-ft. tall construct states its
name as Cohr-tehnn when first encountered but doesn't
utter anything else. It was left at the bottom of a saltwater
loch when it failed to work as expected. It is rusty and
covered in pockmarks, but seems intact if incredibly flaky.

The Nine-Headed Dragon This large statue is oversized
for practical use, with each of the heads programmed to
deliver information about a handful of skills, feats, and
abilities that help define the individuals that travel the
lands around Morsain. Each head looks like a known
chromatic dragon attached to a hydra’s body.
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13 Axes

12 Storms

12 Swords

11 Swords

11 Wolves

10 Storms
| 10 Wolves
9 Axes

9 Swords

8 Axes

8 Wolves

7 Storms

7 Swords

6 Axes

6 Swords

5 Storms

5 Wolves

4 Storms

4 Swords

4 Wolves

3 Axes

3 Storms

2 Axes

2 Wolves

King of Spades

Queen of
Hearts

Queen of
Diamonds
Jack of
Diamonds

Jack of Clubs

10 of Hearts
10 of Clubs
9 of Spades

9 of Diamonds

8 of Spades

8 of Clubs

7 of Hearts

7 of Diamonds
6 of Spades

6 of Diamonds
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5 of Clubs

4 of Hearts

4 of Diamonds

4 of Clubs
3 of Spades
3 of Hearts
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2 of Clubs

Harrow Card Playing Card Alignment Effect
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G
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NG

LG
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CG

CG

LG
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NG

NG

CG

CG

NG

NG

LG

LG

LG

CG

CG

LG

LG

Any single item recovered from the last trip, up to the value of 50 gp, doubles in value
when sold if the profits from the sale are used to buy equipment for the next adventure.
An item considered valuable to a PC is replaced by something seemingly worthless.
This new item gives a +5 luck bonus to any roll that gets the character out of a tight spot
when next needed. The new item then vanishes, with the old item returning.

The next 3 standard weapons that the character touches become masterwork quality for
3d12 days. If these weapons are used to make magic weapons, the effect lasts forever.

If touched to a masterwork weapon within 1 minute, this card transforms it into a +1
weapon of one size category smaller, doing appropriately reduced damage.

3 rounds after being drawn, a blink dog appears and stays to help the character recover
an item that is beyond her reach, then vanishes. If no item needs recovery; it sits and
does nothing until bothered, at which point it vanishes.

This card allows a character to cast sleet storm as if he was a druid of half his current
level when he next needs to escape a foe. Allies are also affected.

When a character next chooses the wrong path, the GM can make a roll to see if she
changes her mind at the last moment (with a 75% likelihood of success).

Change the next 50 coins that a character finds to the next highest value coin when
placed in his pockets (from copper to silver, silver to gold, and gold to platinum).

When an ally is about to be killed in a fight, the character receives an immediate free attack
(under the effects of true strike) to deliver one blow to the murderer. Then her weapon melts.
When a character is next in need of a mundane but important item, he finds a robe of
useful items with two of that item on it (and nothing else). Only items that are normally
found on a robe of useful items appear this way.

When the character next needs to cause a distraction, she finds she can cast ghost sound
as if she was a sorcerer or wizard of half her current level.

The next time a character says, “I wish [ had a..” and the item is a mundane one up to
the value of 10 gp, a tin appears in front of him in mid-air, rattles, and if objects equal
to the item’s value (coins, gems, other items, etc) are put into it, the item falls out the
bottom of the tin (which then vanishes).

When a character is next about to be hit by a ranged attack, she drops what she is
holding and instinctively bends down. The ranged attack misses.

When a character is next stuck in dense undergrowth, a floating machete appears and
cuts a route to the nearest path. There is a 60% chance that this is a useful path.

When a character is next lost, a mouse appears. If fed it leads the way to a useful path. If
hurt, 100 mice secretly eat all the food the party has when they are next asleep.

When a character (and party) is next intimidated by a foe, he is suddenly able to tell a
joke that breaks the tension. For the next 5d4+5 rounds the foe is friendly but insists on
sharing a strong drink. A refusal reinstates the enemy’s former attitude.

When a character is next being chased by 4 or more foes, an item changes into, “just the
right thing,” to distract them and falls in front of the pursuers, starting an argument.
When a character is next too cold to successfully use her hands and fails a physical skill
check in a cold environment, she finds she can snap her fingers and gain just one more
attempt with a +5 luck bonus.

When a character (and party) is next fatigued, he finds he can inspire the ability to
continue for 2d10+10 minutes without becoming exhausted. However, the method is so
annoying that no one wants to speak to him for the same number of hours afterwards.
When a character is next faced with a riddle, she simply knows the answer. Allies are
amazed and feel compelled to constantly ask more riddles for 2d4 hours.

When a character next needs an item she owns urgently, it appears in her hand as if
from a glove of storing. When the item is finished with, the item disappears for 1d12 days
When a character is next undecided, a coin lands at his feet. If tossed to make the
decision, it is correct 75% of the time, not the usual 50%, and then vanishes once used.
When a character is next lost in a maze, a small bird appears and walks backwards for
3d4 rounds, placing a breadcrumb trail that follows the correct path.

When a character next apologizes to an NPC, that person tells them a piece of
information that gives a +10 insight bonus to the character’s next skill check.
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The Elf-Summoning Flute This thin, reedy item plays just 3
flat notes, but a bard who makes a DC 45 Perform (wind
instrument) check gets a single clear note out of it. This
perfect tone seems irresistible to elves and any that hear
it feel drawn to the shop, where they stay for 2d4+2 hours
hoping to hear another note (DC 30 Will save negates).

89. The Iang oj cold mountaim

o N ]
Kulta Vuori (CG Male expert 3/rogue 2) sells partial magic
items—among his stock are a vorpal blade without its hilt,
the drawstring of a misplaced cloak of invisibility, half a ring
of teleportation, a seven league boot, a fractured wand of lock
manipulation, a single horseshoe of a zephyr, and other bits of
enchanted gear. Vuori is a cheerful soul but accident prone.
He was cursed when exploring “Gold Mountain,” which
provided endless treasure for years before drying up. PCs
may find something useful in amongst all the stock. GMs are
encouraged to include weird and wonderful partial items.

90. Tl’bé Raven

e ——d
Tuomas Taivas-Sahko (N Male ranger 2/rogue 1/expert
1) is a purveyor of odd maps: ones that show the past and
the future, not the present. They show places that are “out
of phase” and put familiar places elsewhere. These maps are
accurate, but otherworldly, involving planar travel. Taivas-
Sahko is foremost an explorer—his travels have invariably
led him to the site of a new map, whether a treasure item,
a wall engraving, or the content of a forgotten sage’s library.
The maps are never current, never seemingly accurate, and
therefore of doubtful use. Taivas-Sahko has learned that all
of them show what has been, will be, or what “is” somewhere
else and as such, he nearly always finds himself either on the
move, or studying and preparing for his next trip.

. Tl’lf/ PEASANT'S WISE D(Wﬁl’tt&f‘ sector 4B

—— e X ]
Harkittu Malaainen (CG Female cleric 1/commoner 5) is a

solver of riddles and teller of minor fortunes. She is accurate,
but only at a broad, basic level, and has a feud with the owner
of The Riddling Tale (124). Harkittu has only recently started
to follow the path of divine wisdom, but feels it is about
time she thanked the celestial powers for the good fortune
with which she has been blessed since youth: the ability to
accurately reveal the future and to understand what others
find confusing. She never tries to be complicated or clever
with her predictions, nor does she make statements so broad
that they could apply to anyone: though her statements can
sometimes be confoundingly vague, they always apply to a
specific person or situation.

92. old uildebrand:s

sector 2

sector A4

95. poctor allwisdom

R O

Totuus Huume (LN Female commoner 2/expert 2) sells
medicines and elixirs that can reveal the true nature of
something. The talented brewer produces basic natural
potions and tinctures that often show what was the cause of
the problem as well as provide relief from it. As she doesn't
guarantee a cure, her goods are relatively inexpensive.
sector 4AA

93. The vittle Birds

Hémis Puoli (CG Female half-aranea), Nymfi Puoli (CG
Female half-nymph), and Kaarme Puoli (CG Female half-
lillend with vestigial wings and legs instead of a tail) are
three half-sisters that run a place of rest, but their lineage
makes them perhaps the most unique inkeepers in all of
Morsain. The unusual and unexpected trio discovered
each other when looking for their father, “Puoli Sauma”
(or Poistua Vapaa-Odottava to give him his real name; an
outrageously charismatic half-elven bard loved and left
their respective mothers many decades ago.) Now they run
a carefree and happy hotel that draws wealthy patrons to
it—the women all have wonderful natural singing voices
even without any bardic training—alongside the beauty of
the surroundings, one of the finest estates in Morsain.

94. water Oj Lij:(? sector

o X
Mommé Viini (NG Male commoner 4) is a proprietor of
weak curatives and unusual wines or spirits. He buys low-
level healing potions of dubious origin from returning parties
that are down on their luck and need a quick gold piece, along
with unusual and “unexplained” wines and spirits. All items
come with a health warning, as there is a 33% chance that a
potion inflicts damage rather than cures it, and a 15% chance
that the alcohol is effectively poisonous, needing twice as
long as usual to overcome the drunken state it induces. As
far as using either type of stock as cleaning agents or “glue
unstickers” (or similar) goes, they are often perfect!

e ——
Korjata Viisaus (CN Male commoner 3/expert 1) is a poor
sage who periodically gets something spectacularly correct by
pure chance (usually the most important thing he has been
asked that month, but without realizing it). Viisaus is as well
meaning as anyone comes, but is hopelessly out of his depth
when it comes to researching. People still use him because
sometimes he can be staggeringly accurate: from the faintest
lead, the smallest snippet, or tiniest fragment of information,
he solves a crime, finds a long-term missing item, or discovers
a previously unconsidered solution. These few successes
pay him enough to live for the rest of the month when his
“payment on results” philosophy finds him a virtual pauper.

sector 6




sector 9

9. The sp{m Bottle

- R O
Sielu Kaitsija (NE Night hag®) seems to run a small,
decrepit inn, but her dwelling is actually the repository
of a number of phylacteries, a flask of curses, and 3 iron
flasks. This solitary hag is seeing out a bet that she lost to
a glabrezu named Neljikédet. She has promised to do two
things for the demon for 1,001 years, but they are proving
incredibly difficult for her to complete: to guard a number
of “extremely valuable bottles” without touching them, and
to curb her natural instincts for slaughter. Her intelligence
and natural curiosity means she knows the bottles are more
than they seem, and so the urge to investigate them—along
with the need to ignore her cravings for humanoid flesh—
are proving difficult to rein in, but she is coping.

Kaitsija is possibly the most dangerous creature resident in
Morsain right now, and as such isn’t meant to be “a fight” for
the party. If challenged, she becomes ethereal and returns
only when she has a chance to pick off adventurers one
by one. Regaining the bottles is something she is allowed
to do over time by the contract, so she won't do anything
reckless. When PCs do take her on and take the items she is
protecting, they will be in for a tough time later on; Kaitsija
attacks when they are at their weakest, but aim to recover
her property rather than kill them.

The inn is the dingiest place in Morsain—if you didn’t already
know it was there, youd never notice it. Its tiny bar area is
just large enough for Kaitsija to sit behind with half-a-dozen
bottles of foul-smelling, vile-tasting spirits, and wide enough
for two people to lean against. The 8-ft. square area has two
tables, each with two chairs, and in a pinch can hold as many
as 8 people, though it rarely has more than 3 disreputable
types in it at any one time. Five minutes after drinking them,
the various spirits Kaitsija sells have the following effects for
a duration of 5d10+20 rounds (no save):

Table 14 spirit Bottle Brews

x. c : 3+
Spirit | Aroma| Taste 1Drink | 2 Drinks Drinks
Light = Entera
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P views M for flesh

5 minutes after drinking them, mixed spirits have the
following effects lasting 1d3+2 hours.

Bottle
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Beneath the bar is a 5-ft. by 5-ft. storage area where Kaitsija
keeps another half-dozen bottles, along with any takings.
Below that is the room she uses as home. She reaches both
of these by becoming ethereal thanks to her heartstone. In
the floor of her room is a lead trapdoor above a vertical
lead-lined tunnel that is 100 feet long. Kaitsija has a pair of
Neutral Evil-aligned boots of levitation that she uses to get
up and down the tube, at the base of which is another lead
door in the west wall. This door leads into a 10-ft. square
lead cube where the 8 bottles are stored.

Table 43. spim Bottle secrets

What Contents and Reaction on opening
Phylactery of undead Gold-flake covered bones; Will DC
bolstering 19 or unholy blight (CL 14th)

Phylactery of nega- [Pieces of corrupted mummy lord
tive channeling (NE) wrap; Fort DC 17 or mummy rot
Phylactery of nega- Teeth from an ancient black dragon
tive channeling (CE) cleric; insect plague (CL 11th)
Phylactery of  Strips of solar angel skin; Ref DC 27
Turmella (demi-lich) or sepia snake sigil (CL 21st)

Large NE fire elemental®; attacks

g b unless commanded to serve

Chaos beast??; attacks unless com-
6 Iron flask

manded to serve

Empty; same aroma as Sielu Kaitsija
7 b as this is her bolt-hole
8 FInt Sl Very high quality wine; Will DC 17

or as per cursed item




v 97. Tl’lﬂ D(?Vll’s DU”W BT'Ot]’lA‘/’V sector 5
e ——d

Menninkéinen the Odorous (CE Male half-elf warrior 2/
expert 2) is the keep of a disreputable inn, and is known as
a low and base kind of creature. Menninkidinen had a hard
time as a bugbear warrior due to his renowned clumsiness
and it’s gotten worse since he was polymorphed into a half-
elf. Despite his appearance, he is as unlike a half-elf as only a
bugbear can be, including no sense of tact or decorum—his
inn is riotous, and most items have been patched together
after being used as impromptu weapons. If Menninkdinen
likes you, it's a cheap stay, but if not, youre likely to be
mugged the moment you are out of sight of the bar.

98. Bear skin sector 40

EE——————
Julma Haaste (LE Male conjurer 5; prohibited schools
evocation and illusion) has a mysterious business of
conjuration, providing a place to commune with devils
(albeit pathetic ones). His building is constantly boarded
up against prying eyes—the outer walls are wood but they
are lined with symbol-inscribed lead leaf. He summons
devils and other fiendish creatures so people can find out
about their destiny from these foul creatures. Julma looks
to bring damaged or downtrodden types, although they
know less than the average devil.

99, Wl]lOW Wren (U’l«(i tl’lﬂ Bear sector 4B

N O
This inn is run by a very small husband and a very big wife,
Kapea (N Male expert 4) and Runsas Puoliso (N Female
expert 4). The mismatched-in-appearance couple own
this functional establishment that runs like clockwork,
serving many merchants of the quarter. Along with the
usual fare found in inns, Runsas offers a confessional
service to give those concerned about their behavior a
way out of their quandary—as a result, she knows a lot of
Morsainian secrets.

400. Tl’lf/ sweet Pomdge Pot sector AA
EE——————
Laadukas Aamupala (LG Male cleric 5; healing domain)
owns a breakfast hall with a much-better-than-average
sustaining spoon. Aamupala runs this expensive eating
house for the benefit of his church. Any funds he makes are
ploughed back to help the sick and diseased members of
the wider, less fortunate community. The hall is open from
5 a.m. to 10:30 a.m., after which Aamupala returns to his
church to pray and start his missionary work.

104, wise Folks

Tieto (N Male expert 3), Pohdinta (N Female half-orc expert
3), Ajatella (N Female dwarf expert 3), and Tuuma (N Male
half-elf [secretly] expert 3) form a group of sagacious council.
The four relatively young sages (one for each humanoid type
most commonly found in Morsain) have the following skills:

Table 14. wise Folks KJ’LOWW&S

Knowledge (allInt13) Tieto Pohdinta Ajatella Tuuma
Dungeoneering +8 +8 A5 +8
Engineering +7 +7 +7 +7
Geography +7 +7 +7 +7
History +7 +7 +6 +6
Local 17 +7 +7 7
Nature +8 +8 +8 +5
Nobility +7 +7 +7 +7
Planes +8 +5 +8 +8

The quartet are particularly adept at dealing with young, less
worldly members of society. Their own youthfulness makes them
atypical sages, with none of the usual dustiness and aloof attitudes.
One disadvantage of their ages is that each of them isnt quite so
aware of various elements of some humanoid species over others.
If adventurers need a quick answer from the first sage they meet,
the Wise Folk have the following bonuses and penalties when
asked about something related to other species of humanoids:

rable 45. Ignorance O_]( the wise rolk

Modifiers Tieto  Pohdinta Ajatella  Tuuma
+2bonus Humans ER e Dwarves Bty
orcs elves
+1bonus Halflings  Gnolls Goblinoids Gnomes
-1 penalty  Elves Dwarves Humans Orcs
-2 penalty Goblinoids Gnomes Halflings  Gnolls

There is an equal chance for any one of the sages being

available when someone enters the shop. The other three

will be out and about, but may well be there the next day.
sector 4B

oo e e vk

Hevonen Ajaja (NG Male fighter 3/druid 1; Ride +13)
operates the town’s finest horse yard and stables. Ajaja was
a successful knight who was particularly adept at riding
warhorses. As he got older, he came to fully understand
the sacrifice the creatures made in order to defend their
owners, and the importance of developing and maintaining
a strong, close bond with them. On retiring he wandered
the local lands, gaining some druidic knowledge in order
to help him understand horses a little more, and now Ajaja
runs Morsain’s best stables.




" /03. POOT

e —
Mylléri Poika (LG Male commoner 2/expert 1) runs a bakery

and grain refinery with his cat, Vilkky4. Young Mylléris father
recently disappeared

when out looking at
some wheatfields to Tablf? A6: Va”dwa t]’lO cat
CR 1

buy. The authorities

are looking for him, AG,t, f-f 14, 14,12

but it has been two  hp 4 (Con 14)
weeks and they are 2 claws +4 melee
beginning to lose Atk (1d2-4) and bite
hope. The boy is just +2 melee (1d3-4)
about managing to BRW +6, +7, +4

run the business, but ~ Additional SA  Multiattack®

is very tired He s AdditionalsQ Lok (S
helped by Vilkky (in darkvision 60ft.
more ways than he

knows) who has kept vermin at bay and even alerted Mylléri to
a number of issues before they became problems. Valkkya used
to visit the fey of the Haunted Forest, and drank deeply of the
rivers that flow through the faerie lands. As a result, he has traits
that are similar to a blink dog, as listed on the table above.

404. Thf/ TWO melcrrs

 ——
Koto Ténddn (LG Female expert 4) and Matkustus
Huomenna (LG Male expert 4) are the proprietors of a
hotel and one or other is always away on an errand. The
inn is a small one with only 6 beds, but it is extremely well
appointed and very expensive. All prices are quadruple the
usual though worth it, as attention to detail and the level of
care are unrivaled across the whole of Morsain. Tdndén and
Huomenna are never in the hotel at the same time as one
of them is always out acting on a customer request, day or
night. The hotel is full for the wedding.

405. Hédgf}h()g Hans
EE——————

Nuppineula Tyyny-Vaimennin (LN Male fighter 4; Dex 17,
+1 longbow +7 [1d8+2, twenty +1 arrows, one +2 arrow) is
an efficient archer who acts as a bodyguard for the wealthy.
He creates arrows that subdue (dealing nonlethal damage)
rather than injure by a mysterious method that he is unable
to describe or show to others (he forgets parts of the
process whenever he tries to recall it). Tyyny-Vaimennin
has followed a very particular path after seeing his father
killed from distance by a gnoll ranger; he vowed to find the
creature and beat it at its own game. If he accompanies a
party, he expects to be paid in archery equipment or gear
that enhances his Dexterity.

Mi]lér’s BO11 amd t}w cat  sector 4 A06. Thﬂ shrowi

407. T]’lﬂ DW(IJ”f MLOY% Thm”m

sector 4A

408. Tl’lﬁ skﬂlful Huntsmen

sector &

409. Thé Flaii JEVOTYL Heaven

Haudata Hengissé (LE Male mummy cleric 1; Int 10, Wis
14, headband of intellect +4 [Lawful Evil-aligned]) is the
owner of a near-forgotten funeral parlor that has been
known to raise the dead. Haudata is a displaced mummy;,
but from where and when is anybody’s guess—he himself
has forgotten. Although Lawful Evil, Hengissd is more in
tune with the lawful aspect of his outlook on life and the evil
nature manifests itself as self-centeredness. He is determined
to get home (wherever that is) and does all he does with this
single focus in mind. Any information, advice, or guidance
that helps him reach this goal is eagerly received.

o N J]
Onnettomuus Huono-Onninen (CN Male dwarf aristocrat

1/expert 2/warrior 2) is an innkeep cursed to be perpetually
unlucky in any environment that isn’t above ground and
within 50 feet of a tree. Huono-Onninen is well and truly
jinxed, but he doesn't know why. He runs a small business
based on what he knows best after fighting—ale! The dwarf
doesn’t brew anything himself, but has an expert set of
taste buds and buys the freshest ingredients from visiting
merchants. While his prices are 40% higher than usual,
there is never a bad brew on tap.

N O
Taitava Metséstdja (CG Male ranger 2/expert 2) runs an
expert trappers’ guild from this small lodge. He provides
guidance and advice on local conditions to anyone about
to go hunting, a place to buy a few standard essentials, and
somewhere to receive emergency healing (potions of cure light
wounds) on return. All prices are 75% usual if a membership
fee of 1gp per month is deposited with Metsastdja.

SRR 6
Luonto Suojelija (LN Male druid 3) sells masterwork and
some magical farm items that protect wildlife while being
used, even able to cure animals. Suojelija’s masterfully
crafted farming tools are enchanted to avoid damaging
field-dwelling beasts. The implements have detect animals
or plants, speak with animals, and soften earth and stone
cast on them when made so they miss such creatures. They
either detect and pass around them, speak with them and
get them to move, or soften the ground around them so
they can burrow away.

Sector 4B

sector 2

sector 4




> 140. The TWo Kings' children
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Prinssi Muinoin (LN Male aristocrat 3/expert 1) and
Omata Kruunun (LG Female aristocrat 3/expert 1) are
the proprietors of this modest hostel. They can trace their
heritage back to former kings, but have no current claim
to any title that any sage can find and though the duo
have great knowledge of the aristocracy (one history, one
nobility and royalty), it remains publicly unknown whether
they hail from the same kingdoms or not. Both Prinssi and
Omata clearly have regal blood in their veins, but they are
“gold-pieceless,” far from any verifiable claim. They don't
make a fuss about this, but just carry on with their hotel.
They cater to wealthy clients, many of whom look for the
kingdoms these two may rule.

114, The clever rittle Tailor

Turvallisesti Varjella (N Male halfling sorcerer 6) is a
clothing manufacturer that sells protective gear for small
folk, well known for his magical padded armor. As a result
of dedication and practice, Varjella produces peerless suits of
enchanted padded armor for similarly sized clients. If asked
about making suits for larger customers, he simply shrugs
and says, “I don’t have the templates” Unknown to anyone in
Morsain, Varjella is a member of the Grinning Ragamuffins.
He sometimes crafts armor that collapses after just a few
strikes, leaving the wearer tangled up mid-fight.

o N ]

142. The Bﬂ’ght sun Brings 1t to Light sector 3

e ——
Rauha (NG Female cleric 3), Lempi (NG Female cleric 3),
and Sopu (NG Female cleric 3) offer retribution for the
poor against demons, devils, and the thoroughly evil in one
of the towns most popular detective agencies. The three
sisters are relatively new to Morsain, having traveled from
Mohkba. While not yet individually particularly influential,
they work extremely well as a team and are able to face down
strong opponents (usually with a range of transmutation
spells to face down evil creatures). They are happy to work
with anyone that champions the poor and downtrodden.

143. The Blue L%ht

Kalsa Jaa (NE Male sorcerer 4) is a mystical caster that
produces cold-orientated spells of all kinds. In his youth Jad
was spurned by the woman he loved; she didn't agree with
his rather wild ways and decision to take up a spontaneous
calling, so made her apologies and unexpectedly left him.
With his spirit broken, Jaa vowed to find a way to bring cold
to the hearts and minds of others. Jda now happily aligns
himself with anyone who intends to chill the very bones of
their enemies, even protecting them from their own efforts
if they so wish.

o
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sector 7
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446. Thﬂ seven swas%de]ﬁrs

sector 44

147, The Rcadq A?prmtices

sector

g
Lopullinen Henki (LE Bone devil®; cursed and broken) is
one of Morsain’s undertakers, the name of the store being
a metaphor for Death (who will always have his way in the
end). The devil was caught flouting the infernal code of
conduct one too many times; devilish acts are all very well,
but breaking the law so openly was always going to attract the
attention of senior devils at some point. Henki was stripped
of many special features, reduced in physical stature, then
banished to the Material Plane for an indefinite period.
Henki has lost the following features: no tail or sting (and
therefore no poison), no spell-like abilities other than specifically
nonoffensive major image 6/day and wall of ice 2/day, Medium
sized (Str 13, Dex 23, Con 16, natural armor bonus now +9),
fear aura leaves creatures shaken rather than panicked, no other
devil ever responds to his summons, lowered CR to 5.

N ]
Leikata Ruumis (LN Male cleric 5; death domain, war

domain, Heal +14) and Ommella Ruumis (LE Male cleric
5; death domain, war domain, Heal +14) were once military
clerics, bolstering the frontline troops with healing, and
checking on the condition of those being brought back from
battle. They soon realized this was a thankless task, as all they
did was delay the inevitable death of most of these warriors.
They live in Morsain at the behest of the government. Their
front is a shop where tools to “be aware” of undead are
available. Behind and below the store is a workshop, hidden
by an excellent secret door (DC 34 Perception check). They
make undead—usually zombies—that are let loose in the
Haunted Forest in an attempt to destabilize the region’s fey.

—— e K]
Terd (CN male fighter 1), Kalpa (CN Female fighter 1),
Miekka (CN MAle warrior 2), Kirves (CN Female warrior
1), Tappara (CN Male barbarian 1), Vasara (CN Female
barbarian 1), and Leka (CN Female ranger 1; favored
enemy [fey +2]) are adventurers for hire. These men and
women hail from the Klavek army, coming to Morsain as
part of a town guard recruitment program, though they’ve
since branched out as “weapons-for-hire””

R O
Romahdus (CG Female sorcerer 2), Pamaus (CG Male wizard
1), and Jylind (CG Male wizard 1) are novice mages that sell their
services on expeditions into the wilderness or the occasional
odd job. Romahdus is the oldest sibling of these three; her talent
for arcane casting proved to be innate, but her brothers were so
taken with the fun she had with magic that they have worked
hard to follow in her footsteps. The trio are all evokers and
unable to cast spells of the illusion or necromantic school.
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Roteva Uskovainen (NG Male cleric 3; knowledge domain),
and Tarkka Uskovainen (NG Male cleric 3; knowledge
domain) practice divine magic, and are self-employed as
adventurers-for-hire. The Uskovainen brothers discovered
their true calling when a rarely-followed demigod of
knowledge presented itself to them in a pile of old papers
they found when exchanging items in Burle’s (60). Since
that time, they have dedicated themselves to helping others
find what is lost, hidden, or hinted at. They are good friends
with Tuomas Taivas-Sahko at The Raven (90).

149, The six sure servants

e N}
Laillinen (LN Male rogue 1/expert 1), Kelpo (LN Male
rogue 1/expert 1), Rehellinen (LN Male rogue 1/expert
1), Tosi (LN Female rogue 1/expert 1), Aulis (LN Female
rogue 1/expert 1), and Eettinen (LN Female rogue 1/expert
1) are available for virtually any clandestine task and live
by the motto, “loyalty is our watchword.” These six have set
themselves up as a security firm and provide information,
advice, and guidance on keeping homes and shops both safe
and secure. They are council-certified and can be trusted.

sector 3 422. star MO?L&I1

sector 8

Tahti (CE Male sorcerer 6) is a dealer of otherworldly
oddities and curios, particularly magic items that have planar
abilities or origins. When young, he discovered his innate
arcane tendencies, but his egotistical nature proved to be his
undoing and a distinct lack of charisma soon put paid to any
dreams of domination as he failed to make any real progress
despite his best efforts. This hindering lack of aptitude was
coupled with the fact that Téhti only seems able to cast spells
of the abjuration, conjuration, and universal schools.

423. HLU"dv store sector 9
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Mates Rohmu (NE Male rogue 1/expert 3) sells odds and
ends that nobody else seems to want, the only place to find
seemingly obvious items. Rohmu somehow knows when
this is the case and does a very beneficial deal...for that
customer. The shop is ramshackle and to find something,
Rohmu first draws the item, then folds the picture into a
small origami bird, throwing it into the vast stock where
it “flies” to the closest version of the item in the store. He
charges a 20% premium for any item found by this bird and
a 10% “flight fee” (even when it is unsuccessful).

120. The Fearless son oj the mg sector 5 424. The Ruid]mg Tale sector 2

Voimakas Juoma (CE Male rogue 1/expert 2) runs an inn
specializing in strong alcohol that induces false modesty,
bravery, and self-belief, from a place where not at all is as it
seems. Juoma has developed a particular brewing technique
that he tends to repeat in subtle and only slightly different ways
from what customers are used to. He introduces it as new and
exciting, gets people interested, then starts to water it down a
little in order to introduce his next batch. He makes use of “big
events” to launch a new brew, showing his patriotic support
for Morsain and the Klavek Kingdom. He is loosely connected
to a gang of rogues that pickpockets those patrons who have
had one glass too many of his latest offering.

A24. DOI’M cabbag&s

Muuli Kaali (NG Male warrior 2/commoner 3) operates
this animal feed store. Kaali was turned into a donkey very
early on in his fighting career when the group he was with
was ambushed by some particularly “funny” kobolds. He
managed to get left behind after the attack and spent 10
years in animal form, almost forgetting who he was in the
process. The old sellsword’s humanity was restored on the
promise that he would look after animals thereon in, so he
set up shop in Morsain and hasn’t looked back since.

sector 4B
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Aivot Sokkelo (CG Male bard 3) is a former adventurer that
enjoys his retirement by running this curious inn. When
charging for items, Sokkelo halves the cost if a riddle from
his tome is solved in one guess, charge the usual amount if
solved in two guesses, increase it by 50 % if solved in three
guesses, and by 100% if four or more are needed or it isn’t
solved. Each of these prices can be reduced by 10% if the
guest provide Sokkelo with a riddle he cannot solve.

425. The eriﬁin’s stalls sector A4
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Hulmuava Leijona (NG Male expert 4; Handle Animal +14,
Ride +14) has two griffon mounts available for hire. Leijona
is a dexterous and charismatic man that dedicated the last 10
years of his life to the pair of young griffons he found in the
hills north of Morsain. Today the beasts trust him completely
and he strives to maintain their health and wellbeing. The
two griffons can be hired for reconnaissance flights by
adventurers, or for trips around Morsain by tourists.
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Edellinen Taika (LN Male diviner 5; prohibited schools
enchantment/evocation) is an aged mage turned sage,
becoming ever more forbidding in his twilight years.
Edellinen Taika is old, cantankerous, and once-brilliant
but now slightly less so, yet still supremely confident in
his own formidable abilities. However, his curt nature and
dismissive attitude means he is always a gold piece away
from penury, so has to take work from whoever comes to
his door. He will do exactly what he is asked to do, no more
and no less, then ensure his clients are gone from his life.

421" Tl’lﬁ Duration O_f Lﬁ& sector 4
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Elukka Liitos (NG Male druid 4) is the owner of a druidic
outlet for natural and animal-focused items. He follows
the simple tenet of not doing anything to animals that you
wouldn’t have done to yourself. Elukka often tells a lengthy
story when asked about his devotion to animals, pointing
out the sense they display in comparison to humanoids
generally and man in particular.

428. DC(UZI’L’S MGSSGT%@Y‘S sector 40
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Nukkua Tauti (LE Male cleric 3; earth domain, fire domain)
and Ajanjakso Tauti (LE Female cleric 3; earth domain, fire
domain) sell potions and scrolls connected with illness,
the signs of aging, and sleep. Death can’'t be ignored—the
rules are the rules. The Tauti siblings firmly believe this,
extending the message even further to include what draws
Death towards us: illness, aging, sleep, and so on. They work
on spells connected to these three aspects of everyone’s
lives, along with scrolls and potions that encourage people
to embrace Death without undeath.

429 T]’l(’/ G00S¢ Down Gl]"l sector 4A
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Untuva Hanhi (LG Female ranger 2/expert 3; favored
enemy [animal +2]) has a shop that sells the softest bedding
in Morsain. Twin sister of the Goose Meat Girl (86), Untuva
Hanhi makes staggeringly good masterwork cold weather
gear. Her all-in-one outfits are made of goose down between
layers of rabbit fur that are as supple as they can be without
cracking. However, even Untuva can't entirely reduce the
effect of overly-bulky clothes. Details on her clothing are at
the top of the next column:

TabL‘? AT: G00SC DOWN outﬁxs

Fortitude circumstance bonus against

430. The Nixie of the M‘lﬂyond
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432. The True Bride

COSLOLUGTET cold environments
Weight (Ibs) Dex penalty +5 +7 +10
1 None 50 gp 98 gp 200 gp
3 None 26 gp 51gp 104 gp
5 None 14 gp 27 gp +5sp 56 gp
7 None 8gp 15gp + 7 sp 32¢gp
10 =1 5gp 9gp+8sp 20 gp
15 -2 3gp+5sp 6gp+9sp 14 gp

ISR 6
Vety-Vety Happi (N Female wizard 3/expert 1) keeps this
inn with “watery” clientele, in congress with The Water
Nixie potion shop (78). When not brewing potions, Vety-
Vety and Neste brew ale, and very good ale at that! Some
say that she occasionally gets batches of beer and potions
mixed up, which is why the potions can make people drunk
and euphoric. This isn't far from the truth, although the
mix-up isn’t intentional.

e ——
Rautainen “The Nail” Hurja (CN Male barbarian 2/expert
2) is an ironmonger that sells weapons that are heavy and
oversized, yet are perfectly balanced in the hands of those
able to wield exotic weapons. Hurja suffered a cursed and
seemingly incurable wound to his left leg about a decade
ago, ending his time on the battlefield. However, rather
than sink into despair, as can happen, he channeled his
knowledge and abilities into making weapons suitable for
those who are naturally able to use martial weapons and
have trained to use exotic arms. When wielding one of
the smith’s weapons, creatures with a feat specifically for
proficiency with the weapon take no penalty to attack rolls
for it being oversized.

e ——d
Kaunis Leninki (LG Female expert 6; Craft [clothing]
+13, Knowledge [planes] +13, Profession [tailor] +13)
stocks bridal wear and associated items made around the
three themes of the sun, the moon, and the stars, including
affordable but genuinely beautiful gowns. She gained her
reputation after making the dress for Lord Valta’s wife, who
has now sadly passed away. Her clothes are always themed
around celestial events and many people claim this brings
them seven years of luck, a claim that has gone undisputed.
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Suit made for:
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Pukea Muovata (CG Female expert 4) makes flamboyant and

eye-catching suits and clothes. She produces masterwork
quality items which can be made to influence a number of
social interactions (such as Bluff, Diplomacy, Intimidate,
and various Profession skills) but responses to them can
be mixed. In any given situation, a specifically-made outfit
provides a circumstance bonus to skill checks as follows:

Table 46: Muovata’s suits

result result result
Bluff +3 to Bluff., -2 +1to Bluff., =l _1to Bluff
to Profession  to Profession
+3 to +1 to S
Diplomacy  Diplomacy, -2 Diplomacy, -1 Dipalesivies

to Intimidate  to Intimidate
+3 to +1 to

Intimidate  Intimidate, -2 Intimidate, -1 -1 to Intimidate

to Diplomacy to Diplomacy
+3 to +1to

Profession Profession, -2 Profession, -1 -1 to Profession

to Bluff to Bluff

434. Tl’lﬁ peasant (UL(JV Tl‘lﬂ D(}Vil
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Talonpoika the Farmer (LN Female druid 1/expert 3)
operates a seasonal food store, although it can sometimes be
contrary. Although Talonpoika herself is Lawful Neutral, she
has a problem; a small and insignificant devil is besotted with
her and is beginning to influence her decisions, although she
doesn't yet realize it. At present, other than now living on
the boundary between Sectors 8 and 10 in Morsain, the only
other sign that something mischievous is at work in her life
is that her stock is sometimes a little more unusual than she
remembers planting, growing, or gathering from her farm
(which sits between town and the Haunted Forest).

435. The crumbs on the Table

Ruoka (NE Male expert 5) runs a restaurant for connoisseurs—
it's said that the food is so good even the crumbs on the table
are worth having. Ruoka is a truly excellent chef, but an
egotistical bully who belittles diners if they order courses that
aren't designed to go together. His nature attracts similar types,
the wealthy of Morsain who intend to crush the little people
underfoot as they rise or cling onto the elite. This isn't a pleasant
place to eat, and the vultures that dine here further testify to that.

di2roll, 1-8 dl12roll, 9-11 di12roll, 12
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Arvaus Ulottuvuus (LN Male diviner 6/loremaster 2; Int 20, Wis
14, Knowledge [arcana, planes] +19, Knowledge [history, local,
nobility and royalty; religion] +16) sells potions, scrolls, wands,
and other items connected to the planes. Ulottuvuus specializes in
looking for “things” across the dimensions, whether it is an item,
creature, or piece of information. As a divination specialist, he can
cast any spell of that school, but at the cost of only being able to
cast spells from two other schools: abjuration and transmutation.
Ulottuvuus is one of the most powerful men in Morsain, but
neither knows nor cares about concerns in the Material Plane. He
has a number of significant planar enemies and is constantly on
the lookout for some creature to appear and attack him.

SRR 6
Valeasu Loukku (CN Male rogue 6; Int 17) is actually
a trapmaster who claims to be able to steal the lives or
freedom of those who come to rob places in his territory.
Lots of disguises are involved, whether of living guards or
animated statues and other objects. Renowned for his ability
to make, disguise, and set complicated traps that are virtually
impossible to escape from, Loukku has had a hand in
designing the protections in place throughout Morsain castle.

e ——
Pikku-Rumpu (CE Male bard 6) entices whole crowds in
peacetime or squads of soldiers during war. Most people in
Morsain have heard of Pikku-Rumpu the drummer, even if
justin passing. He is a regular feature of demonstrations and
rallies for the Crown and against anything un-Klavekian—a
true patriot, one might say, loyal to the last. He is actually
a nasty piece of work, HEL-bent on causing disruption for
and antagonism towards anyone or thing not human and
Klavekian. He is a dangerous enemy to have.

e ntd
Mieltaa Vastedes (NG Male cleric 2/diviner 2; prohibited
schools abjuration/conjuration) is a soothsayer with a shop
named to fit. He casts very accurate divination spells, but only if
the question is clearly worded and has a focused goal. Vastedes
wont entertain those who want everything handed to them on a
plate, however, and is well respected for this fact. His extremely
old crystal ball shows obvious signs of wear and tear.

R O

Sonni Saapas (LN Male expert 3/ranger 1; favored enemy
[animal +2]) makes masterwork quality boots and shoes if
he is using bullock or stag hide to make them, but otherwise
they are just very good quality. He is particularly effective
at making the base boots for boots of the winterland. Prices
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tend to be 15% above the usual, and 25% more if Sappas
hunted and dispatched the creature used to make them.
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Limppu Olut (CG Male expert 4) has a granary with an
attached brewery. Olut double-uses his yeast, first for his
beer, and then his bread. He has a contract to provide 100
loaves and 50 gallons of beer to the castle whenever there
is a feast, an arrangement he fulfills every time he can,
something cause enough for celebration—too much of his
bread can have the same effect as too much beer.

A2 T]’lﬂ grave MOU}‘L(JV
N O

Hauta Kumpu (N Male cleric 4; funeral domain) and Syvanne
Kumpu (N Female cleric 4; funeral domain) are specialist
undertakers from a little-known and barely followed divine
tradition that abhors both resurrection and undeath. Once
followers of a deity of repose, they fell under the teachings
of a splinter group, the Elinikd Paitospaiva (Final Days of
Life’s Duration), which is sworn to ensure death is final. Now
renegades from their previous religion, they are exiled to the
limits of Klavek territory and wary of any necromancer. They
are determined to keep the dead out of the clutches of the
Haunted Forest. Details of their belief are below.

Dommn

e K
Sometimes, death is exactly what a person wants. Maybe they

are tired or have simply had enough, or they want to move
on, or to roam in other realms, or to finally be in the home of
their chosen deity, or perhaps they feel it is time for rest and
reward. Whatever the reason, there are creatures who do not
want to come back again for anyone or anything. Yet they
find themselves being called, prompted, dragged home and
expected to rejoin the fight, whatever it may be. Even when
they categorically no longer wish to be part of it.

Such creatures then have to turn to a very special breed of cleric,
one that loathes and despises undead, yet at the same time feels
that reincarnation or resurrection are equally bad. Clerics who
wish to ensure that a creature is firmly in the arms of death, with
both undeath and resurrection kept well away. This is where
followers of the funeral domain come into their own.
GRANTED POWER

You gain Extra Turning as a bonus feat (or if the cleric does
not possess Turn Undead, that feat as well). Additionally,
one per day you can use your ability to turn or rebuke
undead as an immediate action, instead of the usual
standard action.

Domain Spells: 1st—deathwatch, 2nd—gentle repose, 3rd—
speak with dead, 4th—dismissal, 5th—break enchantment,
6th—undeath to death, 7th—sequester, 8th—temporal
stasis, 9th—imprisonment.

The spells granted to the funeral domain are all part of an
elaborate ritual that ensures a dead creature stays dead and
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that the remains are as difficult to use to bring them back
as they can possibly be. With that in mind, the following
ritual is delivered in exactly the same way no matter what
the alignment of the cleric or deceased creature.

Clerics have to be Neutral in their alignment in at least
some part. A creature can use a cleric that supports any
part of their alignment to complete the ritual, which goes
as follows:

Deathwatch is cast on the body to ensure that it is dead.
When cast as a funeral domain spell, it is a neutral spell, not
an evil one. Next, the body is protected by a gentle repose
spell to ensure it is as fresh as it can be for as long as needed
for the soul to make its decision. After a period of 3 days
and 3 nights, the creature is talked with via speak with dead
to confirm that resurrection or reincarnation aren’t desired,
and that the relevant funeral procedure can take place.
Dismissal is cast to ensure that the extra-planar soul returns
after the relevant conversation. This is followed by break
enchantment to ensure that there is neither a magical hold
over the body nor a link being maintained between the body
and soul. Next, undeath to death is activated as this clears
any lurking undead that may be attempting to corrupt the
body. Cautious clerics also have standard guards present,
even if the process is being undertaken on hallowed ground
or within a protected building.

For those who can afford it, the ritual continues with
sequester, which offers the body a level of protection from
being found by divination or searching. After this, temporal
stasis ensures that the body won't be corrupted by the
ravages of time, before imprisonment seals it deep within its
own protective tomb.

e )
Kultainen Avain (LG Male rogue 1/expert 3) is the most

honest rogue in Morsain. He provides high quality locks
and doesn't sell copies of keys or codes to the local guilds
and thus is protected by the town guard, which uses him
for its own devices. Avain keeps the golden key on him at
all times, though he’s yet to find the lock for it. Whenever
a client comes in with a lock that needs opening, he tries it
first of all—it has never worked, so he keeps on trying! He
is convinced that the key is designed to unlock something
grand, important, or vital to the defence of Morsain.

R O
Sinkku Tyyli (CN Male expert 2) is a rather ferocious barber
and only cuts beards one way: the dwarven way! He spent
some time living in a dwarven city as a young man, and
was so impressed with the way dwarves grew and groomed
their beards that he vowed to bring such styling to the
surface. Sinkku frequently ends up in friendly arguments
with the owner of King Thrushbeard’s (52) about the merits
of function over form.
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The castle is an imposing structure, and
" Morsainians are rightly proud of it. While neither
foreboding nor grim, it gives off an air of strength
and “reliability” that has given rise to the phrase,
“As honest as the castle’s foundations,” when
someone is referring to something that can be
trusted with their life. The castle uses flags on the turrets as a
warning system. The Klavek standard and Morsain “Federation
Jack,” but also gives broad-based information about the town
and its surrounds as follows:

Table 19: Fla,g waming sifstem

Flag Color Meaning
White Slow moving caravan entering or
maneuvering around town
Double White Procession or demonstration moving
around town
Red/¥ellow stripes Change in the. weath'er due, usually when
a blizzard is expected
Yellow Reports of danger in the woods around
Morsain
Double Yellow Reports of danger appro'achlng the walls
of Morsain
Dangerous creatures expected to arrive
Red at the walls within the hour—no leaving
town
Guards are looking for someone or
Blue something and will be stopping people to
question them
Black A riot or other fighting is t.aklr'lg place
and guards are quelling it
Green All clear after any previous flag

The first real job the PCs are involved with is making a
sweep of some of the important rooms in the castle for any
dangers. Most folks assume that as experienced adventurers
the PCs will be able to deal with unusual and difficult issues—
it’s not as if the Prince can just bring a tame rogue along, now
is it? How would that look to the Morsainians? Discretion is
needed as the PCs go about their work.

Prince Ruhtin’s secretary approaches the party. An
aristocratic expert, who while not currently a landowner
himself due to an ill-fated sponsorship of a trip to find a hidden
Vikmordere burial ship, knows about the whys and wherefores
of running a visit such as this one to a place like Morsain.
Viscount Sihteeri had the PCs watched on their journey to
the castle and feels they are ideally placed to help make the
Prince’s stay a better one. They do have to earn their coin, after
p alll He engages them, and gives them a number of activities,
¥ one after the other, as the group proves itself by completing

and the PCs are never able to take up any more of Viscount
Sihteeri’s time (although he may come to them).

What the PCs may not know at this stage is that they will
be required to perform ceremonial duties. This means that
they won’t always be able to wear their usual adventuring
equipment, and will have to resort to the items protocol
allows them. This wouldn’t be such an issue back in Mohkba,
as they would have time to prepare, but events at the castle
overtake them and they may find they have to rely on less
useful or effective items. Initially this may cause distress to
players, but make it clear to them that they will be rewarded
for their efforts, both within the game and by you with story
and role-playing rewards. You will find one or two encounters
that initially seem too low for the PCs, until it becomes clear
that these are at times when the players will be without all
their magic and will be relying on their wits and ingenuity to a
greater extent. Do reward them for this.

After the PCs handle the initial traps, they find they have
to be more sophisticated and “expert” in the way they deal
with the remainder. Attendant Queen Haijyin had these set
up, and the PCs will have their abilities thoroughly tested.
If anyone falls foul of a trap and the alarm is raised, Haijyin
herself will arrive within 1d3+3 rounds with a potion of
neutralize poison, and cure the affected character if required.
If all the traps are dealt with without anyone being harmed,
she will arrive in 1d10+10 rounds and thank them effusively,
calling for them to be taken care of as her special protectors.
She will announce this even if she has to use her potion, in

gratitude for their efforts.

s A
After a brief meeting with Viscount Sihteeri, th
Prince’s secretary and righthand man, you find you
are “working guests” at the pre-nuptial celebrations
of Prince Ruhtin and Lumi Valkea Valtatytar. A
prestigious role, no doubt, but not one without
surprises. Your full adventuring kit has been frowned
upon several times, as ceremonial garb is the order of
the day. You’ve been advised that you’ll need to step
in line on that point as soon as possible. But for the
moment you are tramping around the castle looking

like a team about to take on an orcish horde...

The first part of your duties require you to do a sweep
of the floor containing the royal retinue’s quarters. As
seasoned adventurers, this is just the sort of thing you
can excel at, and giving the royal party confidence
about their quarters whilst putting yourself at little
risk seems a fine way to earn a prince’s gratitude.

In fact, it turns out that you are asked to do more
than you thought you would have to. Most of the other
guards are martial types, so you will be relied on to
undertake some complicated tasks. As you approach
the first of them, you see members of the castle’s staff
and other guards pointing at you as you pass them;
whispered comments talk of you as “brave outsiders”
and “folks with a tough job.” What can they mean?




N
i e N

1s5q =9 feet




<4

11

. Kitchen
. Guest quarters

. Prince Ruhtin’s temporary room

. Attendant Queen Haijyin’s

. Lumi Valtatytar’s room
. Bridal suite

. Guard corridor

. Guard gathering room
. Guard gathering room

. Treasury
. Upper guard corridor

. Guard parapet
. Guard watch post

Stone bridge
Front gatehouse
Courtyard
Reception room
Chapel
Viscount Sihteeri’s temporary room
Library and music room

Rear gatehouse

Lord Valta’s study

Meeting room

To Jetty to the lake
Guard gathering room

Lord Valta’s temporary room

temporary room
Balcony over the courtyard

Guard watch post and parapet
facing the lake

Guard gathering room
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1. Stone bridge The stones of the bridge are as white and
as tough a bull mammoth’s tusks. As you approach
the black iron gates, illusionary winterflowers bloom
from the metal and you can hear a ghost sound crowd
cheering and calling Lord Valta’s name.

2. Front gatehouse A guard stands either side of the gate
and checks the intended business of anyone who comes
through it. It turns out that the party is expected, and
a sergeant leads them through the gatehouse, either
to the courtyard if the PCs know where they are going
or to Viscount Sihteeri if they don’t. The sergeant will
remind the party of the lawful nature of the castle and the
consequences of any chaotic action—arrest and detention.

3. Courtyard The courtyard is usually an open green space
designed for relaxation and contemplation. With the
large number of guests expected for the wedding it
currently has a wooden roof in place that is supported
by the four stone pillars. The shrubs have been carefully
removed by the castle gardeners, and there are about 20
tables and chairs filling the entire space. The top table
is in front of the northern pillars and is set for a dozen
people with a little space to spare. Wires are strung
between each of the pillars at 10, 20, and 30 feet high,
with 3-ft diameter glass globes containing dancing lights
hanging from them every 5 feet. The ghost sound of soft
birdsong is constantly present. The balcony (18) on the
first floor is still accessible from the courtyard, as is the
upper guard parapet (27).

4. Reception room This room has a simple table and six
chairs in it, along with shelves that contain books on
geography, history, local knowledge, and nobility and
royalty. Anyone who spends an hour reading one of the
books gains a +1 insight bonus the next time they make
an appropriate Knowledge check. The table has a flagon
of “small wine” (i.e. not very alcoholic) on it. It is a
variety of local eiswein and is pleasantly rich and sweet.
The stairs in the south wall go to the guards’ gathering
point (14) on the first floor.

5. Chapel The chapel usually has five or six pews in it facing
the altar that is against the north wall. Currently it only
has two pews close to the altar as the rest of the space has
been cleared to allow as many guests as possible to view
the wedding ceremony. The altar has a carving of a man
on its south side and a woman on the north side. The
face of each carving changes periodically to represent an
historic king, queen, or well-known person from Klavek
history. The female carving regularly and frequently
becomes Lord Valta’s deceased wife.

6. Viscount Sihteeri’s temporary room This room has a

large desk in it, with a comfortable seat behind it. Against
the north wall is a sizeable single bed, while there are
two more chairs and a travel trunk against the south
wall. This is Viscount Sihteeri’s room for the duration
of the wedding ceremonies and is clearly designed to
be functional rather than luxurious. All of the items in
the room are his. The desk has permanent silence spell
cast on it that can be turned off when necessary, and a
comprehend languages spell that translates any document
placed on it if the reader is sitting in the chair that comes
with the desk.

7. Library and music room This room contains two large

bookcases, a large round table with stools secured
underneath it, and a harp. The bookcases hold works on
all Knowledge subjects except the Planes, while books
about Arcana only cover ancient mysteries, dragons, and
magical beasts. Anyone who spends an hour reading
one of the books gains a +2 insight bonus for the next
two times they make an appropriate Knowledge check.
The stools attached to the underside of the table don’t
look comfortable, but they have a variation of endure
elements on them that guarantees the ideal temperature
for studying. Twice per day they are also able to cast a
variation of summon instrument: if the person sitting on
the stool has forgotten a quill and paper, one pen and
two sheets of paper appear from the store in the meeting
room. The harp plays itself if the words, “His Lordship’s
tune,” “Her Ladyships tune,” or “the Mistress tune”
are spoken. The tunes are the favorite pieces of music
of Lord Valta, Lady Valta, and Lumi respectively. They
each last about 5 minutes, at which point the harp falls
silent. It can be played in the usual way by a competent
bard or expert.

8. Rear gatehouse There are two guards in the rear gatehouse.

Their duties include ensuring no unauthorised person
goes into Lord Valta’s study and to welcome anyone
who enters the castle via the jetty on the lake. They wear
ceremonial uniforms at all times but have masterwork
chain shirts beneath the decorative tabards.

9. Lord Valta’s study The few items in this study are richly

appointed. An imported desk of mahogany is against
the north wall, and the accompanying chair is a flexible
bamboo that changes shape to fit whoever sits on it.
Although the chair has its back to the room, it has a
permanent magic mouth on it that is triggered if Lord
Valta is sitting on it and anyone enters the room.. The
bookcase holds a number of rare tomes that cover the
same topics as the volumes in rooms 4 and 7. Anyone
reading these books for a total of 8 hours over a 4-day
period will gain a permanent +2 insight bonus to
one of the following: Bardic Knowledge, Diplomacy,
Knowledge (geography, history, local, nobility and
royalty). This bonus is only relevant to checks made
within a 100 mile radius of Morsain. Only one bonus
can be gained per person reading the information. The
door in the south wall goes to the meeting room (10).
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13.

14.
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16.
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Meeting room This is another functional room. A
central table has four chairs permanently placed around
it, while four more sit against the south wall. There is a
map of Morsain and the surrounding area on the east
wall, although much of the land to the west and north-
west (where the Haunted Forest is situated) is only very
roughly mapped out. The door in the north wall goes to
Lord Valta’s study (9).

Kitchen The kitchen is always active and will become
much busier as the banquet approaches. The aromas that
drift from here are always inviting, and an oft-duty guard
or two can usually be found here talking with the chefs
and other workers. What the staff don't know is that
Haijyin, whose room (20) is directly above the kitchen,
has had two listening tubes drilled into the kitchen so
she can listen in to the gossip and rumors that are going
around the castle. These tubes are identical to the heat
exhaust vents already in the ceiling.

Guest quarters This is another room with a few richly
appointed items in it. Four beds, two wardrobes and two
large chests are all it holds, but each item has been expertly
crafted (equivalent to a masterwork item, if a wardrobe
can be masterwork) and cost more than most Morsainians
earn in a couple of years. Two small hidden tubes go from
this room to Attendant Queen Haijyin's room (20). If
found, they look identical to heat transfer tubes.

To Jetty to the lake Most of the time the jetty is a basic,
functional platform, but whenever a great ceremony
takes place it can be adapted with ornately carved side
barriers and multiple flagpoles.

Guard gathering room The stairway from the reception
room (4) leads to this guard gathering point. Two guards
are here when the PCs first enter the room. There is a
heavy wooden table and four stout chairs in the middle
of the room, plus a locked chest against the south wall.
This contains 20 masterwork bolts, 2 masterwork light
crossbows, and a +1 shortsword attached to the lid. The
lock can be opened with a DC 30 check.

Lumi Valtatytar’s room See page 49
Prince Ruhtin’s temporary room See page 47
Bridal suite See page 49

Balcony over the courtyard There is always a guard
with a light crossbow posted here when the courtyard
(3) isn't being used in case of unwanted visitors. During
events, musicians and bards perform from this point.
Due to the preparations for the pre-wedding meal, the
roof is overhead, although it is usually open to the sky.
The upper guard parapet (27) can still be reached.

Lord Valta’s temporary room See page 48

20.
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Attendant Queen Haijyin’s temporary room In the
north section of the room there are two listening tubes
drilled down into the kitchen (11), while in the south
section there are two tubes going into the guest quarters
(12). For more information, see page 48.

Guard corridor Two guards patrol this corridor at
all times. They are armed with light crossbows and
shortswords. The first time they meet the PCs they will
politely but firmly ask them their business, but word soon
spreads that the party is there as part of the ceremonial
guard rota and any encounter will be more friendly.

Guard gathering room The stairway from the first floor
guard room (14) leads here. This room has the same
table and chairs, but no chest.

Guard gathering room This room is reserved for the
sergeant or officer on duty. The entire guard cohort meets
here at the beginning and end of its duty for a handover
meeting to take place. It is also where the guards gather to
get instructions during any emergency event. There is a
basic desk and chair in the west section of the room, while
in the south section there are a dozen adaptable spears and
their extras; these are attachments that can turn the spear
into various polearms, such as a halberd blade, a weighted
tip to turn it into a javelin, a flag holder for signaling, and
a ranseur blade for disarming attackers. The guards are
trained to decide which top to use during various situations.

Guard watch post and parapet facing the lake The
parapet looks down to the jetty as well as across the lake.
There is always at least one guard on duty on the parapet
itself. The chest each contain 2 masterwork light cross
bows and 40 bolts.

Treasury This is the castles minor treasury, holding
goods that have been given as gifts rather than money,
gems, or similar. The bookshelf has old or inaccurate
volumes on it that are only worth something as curiosity
items rather than sources of information. The wardrobe
has 4 or 5 unfashionable and unstylish outfits. The
crates have pictures and tapestries that have seen better
times, while the barrels hold sculptures that have been
damaged at some point. Nothing is worth more than 10
gp, but have a much greater diplomatic value. Anyone
found with any of these items outside of the castle will
be imprisoned for a minimum of 5 years.

Guard gathering room This is another room where
guards gather to change roles during their duty. It is
plain and entirely functional. The stairway leads to the
upper guard parapet (28).

Upper guard corridor There is always at least one guard
on duty here, armed with a heavy crossbow and a javelin
and keeping a lookout over the courtyard balcony (18)
and the courtyard (3). Usually the parapet is open to
the sky, but the temporary roof in place for the banquet
currently covers it.




28. Guard parapet The staircase from one of the first floor
guardrooms (26) gives access to this parapet. There is
always at least one guard on duty here, and usually two.
They are armed with +1 heavy crossbows and each have
6 +1 bolts. These items never leave this parapet and are
passed to the next guards on duty. There is an alarm bell
in the middle of the east wall that is magically enhanced
to sound in every room of the castle if there is an attack.
The stairs continue up into the watchpost (29).

e
29. Guard watch post This watchpost is the 'E T .
highest point of the castle. The tower has i M g
four windows, one each facing towards the i;ﬂy S
town, the Haunted Forest, over the lake and 2L =g F -

southwest towards the trade route. There is
always a guard posted here. Anyone on duty
here is equipped with a pair of eyes of the -
eagle. There is an alarm bell in the roof that |
is magically enhanced to sound in every room|
of the castle if there is an attack.
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Once the party is past the main door, there are
a number of areas to check, 6 in total. They can
be inspected in any order, but are presented in order of increasing
difficulty of the trap or traps they contain. Give the PCs the names
of the people in each room—Lord Valta, Prince Ruhtin, Attendant
Queen Haijyin, and Lumi—and let them go where they wish. They
do have to get past the main door, however...

#14, page 42

AL QA
As you mount the stairs to search the floor where the royal
party’s rooms are, a large set of solid oak doors banded
with iron faces you. Each of the bands has a series of silver
symbols inlaid into it, depicting key phrases from the Klavek
constitution. The stair, carpet, and rods are still in reasonably
good condition, but are beginning to show signs of wear. It’s
nothing that a little magic to mend and make them whole
again wouldn’t improve. Above the door, carved into the stone

lintel, is the motto of the region: “To the intrepid, eternity”
You have been advised that this floor contains a number
of bedrooms set aside for important visitors, as well as the
quarters of Lumi and her family. All rooms have a wall that
faces out of the castle, whilst the corridor running around
the inside of the wall widens and narrows depending on the
position of the rooms.

You reach the doors and take another look down to the
ballroom below, candles beginning to glow as the servants
finish the decorations, before turning the knob on the oak
door. You barely hear a click as the handle turns in the well-
oiled mechanism.

/ ) sloodroot part ‘II'(L'P (abovc door ha

Type mechanical; Perception/Search DC 20; Disable
Device DC 17

EFFECTS

Trigger touch; Reset manual

Effect Atk +8 ranged (1d4 plus bloodroot poison—injury;
save Fort DC 12; frequency 1/round for 4 rounds; initial
effect —; secondary effect 1d4 Con and 1d3 Wis)

~ Searching o Floor 1
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rince Rubtin's Room
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#16, page 42
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As you make your way around this floot, you notice it is richly

appointed, with deep colours and intricate patterns. There is
a thread of gold which leads you from door to door. You come
across the occasional ceremonial pike-wielding army type, most
of whom offer you no more than a cursory glance. You find that
the second area you have to check is the room set aside for Prince
Rubhtin. Closing the main doors behind you, you continue in to it.

skill check
Perception/Search DC 15
Success “You don't find anything suspicious with the door”

Perception/Search DC 20+ with a natural 20

Success “You are certain that there is nothing suspicious
about the door”

After carefully checking the door, you realize that the key is
resting in its hole on the other side, allowing you to lock it
behind you if you wish.

Perception/Search DC 5
Success It is obvious that the lock is not trapped

Once the PCs have checked and opened the door, continue
reading:

As you glance around, you can see that the room is
luxuriously laid out, befitting a man whose activities in life
include defending the realm, hunting, and representing his
father at conflicts. It is clear is that most of the trappings are
those of an important person, and that the room has been
dressed for the occasion. There are strong scents of new wood,
cured animal skins, and polish. There is an underlying aroma
you can’t quite put your finger on.

Appraise DC 15
Success “Most of the trappings in the room are brand new.”

Survival or Craft (alchemy) DC 22
Success “You detect the scent of iced saltwater.”

Perception/Search DC 18
Success “You sense something about the keyhole of the
closet door. It seems that closer inspection is needed.”

The door is locked (DC 30 Disable Device/Open Lock),
anyone attempting to pick the lock may set off the following
trap unless it is noticed in advance.




(above ka’hole)

Type mechanical; Perception/Search DC 22; Disable
Device DC 18

EFFECTS

Trigger touch; Reset repair

Effect Atk +17 melee (poison needle; 1 plus blue whinnis—
injury; save Fort DC 14; frequency 1/round for 2 rounds;
initial effect 1 Con; secondary effect unconsciousness)

ord Valta’s Room

#19, page 42
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j j%u carefully open the door to this room, ready for anything?i )
except what happens, which is nothing. This room seems
normal, until you realize that the window is open, although
secured. As the room is on the first floor, this seems like a
target for anyone attempting to get in and assassinate a

Wait to see if the PCs go to close the window, then carry on.

an obvious thin strand of silk seemingly attached to the
curtain, but in fact running behind the bottom of it and into
the stonework where a small condensation drain from the
indow ledge exists.

 ————
Perception/Search/Spot DC 5

Success “This hole contains a hollow-tipped bolt from
a miniature hand crossbow, although the bolt looks very
much like a writing quill that a man of letters might use”

This detail will be discovered once the trap has been disarmed.
The silk has nothing to do with the trap, but is there to distract the
PCs. Closing the window is what sets the trap off.

/ ) poisoned Bolt Trap

Type mechanical; Perception/Search DC 19; Disable
Device DC 19

EFFECTS

Trigger close window; Reset manual

Effect Atk +12 ranged (1d2+1 plus large monstrous
scorpion venom—injury; save DC 14; frequency 1/round
for 6 rounds; effect 1d4 Con; cure 1 save)

2
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y  Tlendant Queen
\ Daiiyin's Chambers

#20, page 42
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The only decorated one on this floor, the Attendant Queen’s

door has an engraving of an apple tree. As before, you open
the door slowly, ready for trouble. It is unlocked, but the
hinges are stiff and there is a slight groan as they yield. The
Attendant Queen’s room is immaculate, with everything in its
place. The bed is larger than the others seen so far, and there
is a chair by a dressing table with a number of jars and bottles
on it, along with a platinum brush, comb, and mirror. A large
wardrobe rests against one wall. On the bed is a writing tray,
one that rests on your lap if you write while sitting up in bed.
There are 3 scrolls on the tray: 2 tied but not sealed, with the
3rd one resting face up on top of them.

The walls have a series of paintings hanging on them, showing
Haijyin at various stages of her life. In each, judging by the
style and quality of her dresses, she is climbing the social
hierarchy, but is still seen as a woman of the people as she
<} tends to their needs selflessly.

L

————d
Knowledge (nobility) DC 12

Success “The dresses Haijyin is wearing are becoming more

and more exclusive, the style, color and material being

limited to certain individuals in specific positions.”

Each of the scrolls is labelled “menu” and none of them are
sealed. The first one to be opened and read is a trap. The phrase
at the top of the scroll reads, “To celebrate the coming together
of Prince Ruhtin, son of Tolkovar and goddess-son of Haijyin,
to Lumi Valtatytar, daughter of Lord Valta of the loyal town of
Morsain in the land of Klavek.

The scrolls radiate magic (Illusion, glamer)—if any part of
the menu is rubbed, it generates the aroma of the food that is
listed thanks to a ghost scent spell (similar to ghost sound except
it produces aromas instead of noises)—whilst the sepia snake sigil
is a variation of the traditional spell in that the sepia snake does
not dissipate in a flash of brown light accompanied by a puft of
dun-colored smoke and a loud noise, but instead becomes a thin
line of a poisonous substance that is absorbed beneath the skin,
turning it amber and having the same effect as the spell from
then on. This substance is a variation of drow poison. It renders a
person immobile (similar to the effect of hold person on a living
creature) rather than unconscious. A DC 18 Craft (alchemy)
check confirms this if the Reflex save to avoid the spell is made
and the substance isn’t injected. None of the jars have anything
more than makeup in them.




Type magic; Perception/Search DC 28; Disable Device DC 20
EFFECTS

Trigger visual (see below); Reset none

This trap is designed to capture and restrain intruders until
defenders can arrive. Anyone reading the script of a glyph
activates the sepia snake sigil hidden in the text.

Effect single target; spell effect (sepia snake sigil, CL 7th,
immobilized 1d4+7 days, DC 18 Reflex save negates)

Vo) Fincess-Co-Be Liumi
4% Valtatgtar's Room

#15, page 42
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“This is Lumi Valtatytar’s room. Neither lavishly decorate

nor overly feminine, it has an air of someone both beautiful
and practical. Every item is an exemplar of its type, yet
nothing is superfluous. There is a double bed, covered with
eiderdowns and topped with a thick fur; a dressing table and
chair; a wardrobe; a bath and changing screen; a full-sized
harp; and a sewing box next to a spinning wheel. The box has
a utilitarian hunting outfit resting on it, folded neatly.

X -

Perception/Search/Spot DC 8
Success “You find a wire”

Perception/Search/Spot DC 20

Success “As you enter the Princess-to-be’s room, you find
a much thinner trip wire attached to the lintel on the top
of the door frame, leading inwards and upwards” (Pause
while the PCs respond to this) “However, this is a ruse and
the wire isn’t linked to anything.”

Perception/Search DC 20*

*The 1st PC to step into this room attempts this check normally and the 2nd
has a 50% chance to attempt the check (any afterwards have a 25% chance).
Success for the first and possibly second (50% chance) PC
It’s only as you move further into the room that you become
aware of something pressing against your ankles; a trip wire!

Pause as the PCs perform their next action. An unsuccessful
check means it is walked into. Letting them discover the wire this
way leaves them in a dilemma. GM information is below.

V5

previously-unseen thin tube that is disguised as a horn being
played by a plaster trumpet archon on the inside wall above
the door; the horn is pointing directly at your heads, and you
may even be looking straight into it. You can move forward
to break the wire, or step backwards and release the tension?.

While the wire is under tension, nothing happens. However, once it
has been stretched, it will not remain taut, so whichever way the PCs
move, they will set it off. If the tension is maintained, the trap can be
disarmed. If the Disable Device check fails, the dust is sprayed over the
person(s) creating the tension in the wire and the person attempting
to disable the trap. If some kind of barrier is placed between the
trumpet and the relevant PCs, they gain a +5 circumstance bonus on
the first Fortitude save as the cloud doesn’t immediately gather around
them. The mechanism for disabling the trap is at trumpet level, so the
disabler is unlikely to benefit from this. Remember, if the trap goes off,
there are four rounds that the dust from the trumpet may affect them.

Type mechanical; Perception/Search DC 20; Disable
Device DC 21

EFFECTS

Trigger location; Reset repair

Effect poisonous gas (ungol dust—inhaled; save Fort DC
15; frequency 1/round for 4 rounds; initial effect 1 Cha drain;
secondary effect 1d2 Cha damage; cure 1 save); never miss

" he Bridal Suite

#17, page 42

The PCs may not discover the traps in the order they

are written here, but that doesn’t matter. Remember,

the traps are designed to tell the Attendant Queen how sophisticated

any future poisoning needs to be; any failure will give her the

information she needs.
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Sthis room contains the future marriage bed and is scenté’éz
with warmed rose oils. A magical breeze blows softly through

the room, keeping the scented air moving. A small statue of
an air elemental is on a display table that has a variation of
a whispering wind spell coming from it. If the PCs listen, the

zephyr says, “May the union of Prince Ruhtin Tolkovar and

Mistress Lumi Valtatytar be eternally blessed by the gods that

watch over them,” and repeats every 2 hours.

The bed clothes are made with the finest of silks and are

covered in soft rose petals, while the headboard is a bawdy

scene of fey creatures engaged in amorous activity—satyrs

and pixies feature prominently. On each side of the bed is

a low table with a single drawer. There are two wardrobes

and a chest of drawers, a dressing table and chair with a

mirror on the table, a full-length mirror about 7 feet tall that

is on a frame that allows it to change angle and has a seat

attached to one side that can be pulled round to the front of
the mirror and secured for use, a large candelabra hanging
from the ceiling, and a trolley with about two dozen bottles

nd decanters on it. At a glance, all seems fine.

Read this final part if the PCs need a hint.




As the PCs search this most resplendent of rooms, they will find
a number of traps of increasing complexity. Haijyin has been able
to ensure this room will be a real test of the party’s abilities. Only
the items below are trapped; the rest are harmless. Feel free to
describe them as you wish.

CTrap on the Bed

The first things the PCs find are two concealed miniature
wooden bolts that come from carvings in the headboard of pixies
firing tiny arrows. One targets each pillow. The trigger is operated
by a sensor pad underneath the Prince’s pillow. Each miniature bolt
is just under half an inch long.

) wyvern Bolt Tfap

Type mechanical; Perception/Search DC 18; Disable
Device DC 22

EFFECTS

Trigger proximity; Reset manual

Effect Atk +14 ranged (1d2+1 plus wyvern poison—injury;
save Fort DC 17; initial effect 2d6 Con damage; secondary
effect 2d6 Con damage; cure )

CTrap on the Bedside Table

Next to the bed, on both sides, is a bedside table. The first one the
PCs check will be clear of any danger; the second one is trapped.

There is a small vial of dark brown fumes with the stopper set to be

pulled out when the drawer is opened.

BUrnt ot]wr V(IPOT‘ Tmp

Type mechanical; Perception/Search DC 19; Disable
Device DC 23

EFFECTS

Trigger location; Reset repair

Effect poison gas (burnt othur fumes—inhaled; save Fort
DC 18; initial effect 1 Con drain; secondary effect 1d3 Con
damage); cure 2 consecutive saves); never miss; onset delay (3
rounds); multiple targets (all targets in a 10-ft.-by-10-ft. area)

Crap on the INirror

If the PCs decide to investigate the opulent mirror in the far
corner of the room, a search of the seat reveals the trigger to
another vial, one filled with a white mist, which is set in the top of
the mirror frame and looks like a gem that has been placed there
for the occasion.

Type mechanical; Perception/Search DC 18; Disable
Device DC 24
EFFECTS

Trigger location; Reset repair
Effect poison gas (insanity mist—inhaled; save Fort DC 15;
effect 1d3 Wis damage; cure 1 save)

CTrap on the €hest of Drawers

Finally, one of the drawer handles of the newly crafted chest of
drawers—the one on the left of the first large drawer down—is smeared
with a thin film of contact poison. In the low, flickering candle light, it is
difficult to spot this, and even a full search can fail. The chest of drawers
has 3 drawers in the topmost row and then 4 rows of a single drawer.

) prawer Handle smeared with contact poison cr o

Type mechanical; Perception/Search DC 18; Disable
Device DC 26

EFFECTS

Trigger touch; Reset reset

Effect poison (black lotus extract—contact; save Fort DC
20; onset 1 minute; initial effect 3d6 Con damage; secondary
effect 3d6 Con damage)

' skill check

When the party investigates the poisonous materials involved:
Bloodroot Dart Trap: Knowledge (nature) DC 15
identifies the toxin as bloodroot poison.

Poisoned Needle Trap: Knowledge (nature) DC 15
identifies the toxin as blue whinnis poison.

Poisoned Arrow Trap: Knowledge (nature) DC 15
identifies the toxin as scorpion venom.

Dark Sepia Snake Sigil Trap: Knowledge (arcana) DC
15 identifies the spell as a variant of sepia snake sigil.
Knowledge (nature OR dungeoneering) DC 15
identifies the toxin as a type of drow poison

Ungol Dust Trap: Knowledge (nature) DC 20 identifies
the toxin as ungol dust.

Wyvern Arrow Trap: Knowledge (arcana) DC 15
identifies the toxin as wyvern poison.

Burnt Othur Trap: Knowledge (nature) DC 20
identifies the smoke as burnt othur fumes.

Insanity Gas Trap: Knowledge (nature) DC 25 identifies
the gas as insanity mist.

Drawer Handle Trap: Knowledge (nature) DC 25
identifies the toxin as black lotus extract.

If the party investigates the mundane components of the traps:
Knowledge (local) DC 10 reveals the mechanical parts
of the traps are local materials.

Knowledge (local) DC 15 recognizes the poisons
themselves are from local plants and animals.
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" These encounters are designed to get the PCs

thinking about how they deal with problems

when they don’t have all their equipment at
hand—there are only two occasions during the tale, so put up with
any grumbles. Your players know you have their interests at heart;
you're their guide through the story, not the enemy in it. Adjust
events as required; suggestions below help with this.

The hall is marked as Area 3 on the map on Page 42. Entry to the
hall is carefully controlled. Guards check almost everyone who could
possibly conceal a weapon. One is using a lens of detection, while
another is using a wand of defect magic on more elaborately dressed
guests. A wand of detect thoughts is also available. All entrances have
smoke drifting slowly across them to check if anyone invisible is
trying to get in, and both ingress and egress are strictly limited to no
more than 2 people per round. Finally, a guard with a set of eyes of the
eagle scans the room at all times. Clothing is clearly designed to show
nothing is being hidden beneath layers, and that the ceremony will be
a peaceful one. Weapons are being taken from people and carefully
stored in large chests layered with sheeps wool and lined with a thin
skin of lead. Personal items are limited.

As the PCs are now undertaking some of their ceremonial
duties, and are sitting at a dining table, they can only be armed with
concealable simple light weapons or martial light weapons—this
excludes spiked gauntlets, shields or armor—and they will only be able
to wear padded armor or robes/items similar to robes. If they do not
have such armor or items, Sihteeri supplies basic examples for them,
along with appropriate tabards or tunics to cover the padded armor up.

Allow the players to place themselves around the banquet room
however they wish, but none are allowed to be within 20 feet of
the main table—their status doesn’t allow it unless one of them is
Prince Ruhtin’s friend. They need to remember that there are many
more important people than them at the banquet. If they start
throwing their weight around or making unfounded accusations,
they will be escorted from the room and “dealt with” by Viscount
Sihteeri, who wields considerable unquestioned power right now.
The PCs should not forget their place in these proceedings.

There are royal guards on the platform behind Lord Valta,
Attendant Queen Haijyin, Prince Ruhtin, and Lumi. Once the
PCs are in position, have them make a Perception/Spot check for
the incident at the end of this section, but don’t tell them the
result yet—this will keep the players on their toes and hopefully
lis%{eping closely—and then read the following:

<G $4 a3
j“You are attending the evening banquet, working again, but’$

away from the main table, where the guests of honor are seated.
Aside from a couple of people who are enjoying the fruits of Lord
Valta’s wine stock a little more than is wise, everyone is behaving
as they should. The formal wedding negotiations went without
a hitch, and everyone has relaxed a little, even the guards close
to the top table. Now gifts and promises will be exchanged.

As the banquet progresses, the tradition known as The Matching
Glass is performed. This custom requires that prior to the wedding
the couple-to-be has to craft, by hand (with help, of course), a
single drinking glass that has a mending spell built into it. This

_over onto the floor. Lord Valta begins shouting for his doctor.

glass is then carefully cut down the middle, with one half being
given to the groom-to-be and one half given to the bride-to-be.
They keep these halves safe and they are brought back together
at the banquet. The mending binds them together so that the
couple can drink from it. This ceremony is symbolic, showing the
two can work together and that neither will be as good without
the other. The bringing of the halves together shows that as one,
the two are complete. This also helps prevent impostors, as theyd
have to have the original glass half.

Prince Ruhtin produces his half from a wooden box while
Lumi draws hers from a silk bag. As they fit the pieces
together, there is a dim pulse of light as the two halves become
one whole. Those assembled applaud, whilst the respective
parents look on admiringly. The chief steward brings forth a
bottle of wine that was set down some seventy years ago by a
previous ruler of Morsain. He pours the wine until the glass
is almost full, and then offers it to Prince Ruhtin. The Prince
stands and holds up the glass in a toast.

“About my bride-to-be, Lumi, I have this to say: I want to be
with her just as she is, and I choose her above all others. To
my future wife, I say: I love you.”

Ruhtin takes a deep breath and then drinks heartily, from
the Matching Cup, only to immediately begin coughing and
sputtering. As the Royal Guards and Lord Valta move toward
him, Ruhtin holds up a hand. He coughs for another minute
before gasping for air.

“My apologies, everyone! I'm sorry! Some of the wine went
down the wrong pipe!”

There are sighs of relief all round followed by bouts of laughter
and a ripple of applause. Ruhtin wipes his mouth with a napkin.
Smiling at Lumi, he hands her the half-empty Matching Glass.
She stands, holds up the glass in toast, and says in a clear voice;
“About my groom-to-be, Ruhtin, I have this to say: I admire
all I have seen in him and want to share those qualities all of
my days. To my future husband, I say: I love you.”

She grins broadly at her husband-to-be, glances with mock
nervousness at the liquid, and takes a hesitant sip of the
wine, causing more laughter. When there’s no coughing, she
takes another sip and hands the rest to the wine steward. The
couple then exchange engagement rings, which confirms that
the wedding will be going ahead. Ruhtins is a thick band
of rough-worked gold, Lumi’s a delicate circle of entwined
platinum and adamantine.

The meal progresses normally for several minutes, before there is
a commotion on the stage. Lumi is teetering in her chair, her eyes
rolling back in her head. Ruhtin grabs for her, but she slumps

— e ]
This is the result of the skill check that was rolled before
the Readaloud:

DC 22 Perception/Spot check

Success Amidst all of the people standing to see what is
going on, you see one man making his way out of the room
against the direction of the crowd.
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~assist with Lumi, or they can begin questioning people. If they are
far enough apart (depending on how they set up at the beginning
of the scene), they can split up to accomplish all of the above.

If any or all of the PCs chase the man as he tries to get out of
the room, read the following:

The PCs can push their way through the crowd, jump up on to
tables and leap from each to the next, jump up on to one table and
leap for the hanging chandelier to aim at the man, aim some kind
of missile weapon at him (there are plates and bottles to hand), or
cast a spell at him.

Pushing Chrough the €rowd

If the PCs push through the crowd there have to be constant DC
15 Diplomacy checks—in which case people make a successful
attempt to move out of the way 60% of the time if successful and
40% of the time if unsuccessful—or DC 13 Intimidate checks—in
which case people make a successful attempt to get out of the way
80% of the time if successful and 20% of the time if unsuccessful.
However, Diplomacy success allows a PC to move 10 feet per
round, Intimidate allows you to move 7.5 feet per round (15 feet
per two rounds).

Jumping from Cable 1o Cable

If a PC jump from table to table an Acrobatics/Jump check is
needed to do this, ranging from DC 10 to DC 15. The tables are
only about 5 feet apart, hence the basic DC 10 check, but there may
be people between each table. Each time a PC goes to make the
jump, roll 1d8-3. Add this result to the Acrobatics/Jump DC to get
the check required to miss kicking a guest in the head.

Jumping from Cable 1o €handelier and
Swinging Cowards the Flecing Man

The chandelier is approximately 10 feet above the closest table
that will allow a PC to get enough energy to swing further onwards.
This requires a DC 16 Acrobatics/Jump check for a Medium-sized
creature and DC 48 for a Small-sized creature, as there is no run up.

If the PC swings and immediately lets go, she will travel a
distance of about 20 feet over the heads of the other guests. A
DC 15 Acrobatics/Tumble check allows the PC to either land on
another table or roll for the remainder of her movement allowance
and finish standing upright.

Palting the Intruder

At any given time, the man is surrounded by 1d6+1 people, and
this needs to be taken into account when working out the check
required to hit him. Eventually, one of two things will happen—the

options and puts up his hands. Whilst you hold the man, the
guards search him for weapons but the only thing they find is
@k a copper token. The man surrenders himself and says nothin
o
Ifthe PCsinspect the token they find it is embossed with a misshapen
knife which has a stylized smiling face on the length of the blade.

The man, Dasko Irthan, doesn’t know anything about the events,
and indeed is entirely innocent of any crime at the castle. Being a
member of the Grinning Ragamuffins, however, is an offense, even
for a young and impressionable person, and Lord Valta’s guards
will want to drag the man off. The PCs have just 5 rounds to act
decisively if they wish to ask the man any questions or keep him
out of the guards’ hands. Feel free to throw in red herrings as you
see fit. You can play Irthan as being full of bravado for the first 2
rounds, but he soon crumbles under pressure. He's the lowest type
of member of the Grinning Ragamuffins, someone who knows
nothing about the group and is used to deflect attention from “real
members” The guards work this out in 1d4+1 hours, but where
that leaves Irthan is another tale.

S 6
DC 25 Diplomacy check or opposed Intimidate check

against 1d20+6 (Watch Captain®™€) will give the PCs an
additional 5 rounds to question the man. Using Intimidate
will mean all future interactions with the guards have a
-2 penalty, as word gets around that the PCs are throwing
their weight around.

DC 20 Knowledge (local) or Knowledge (religion) check
Success You recognize the token as the symbol of a fanatical,
quasi-religious order called the Grinning Ragamuffins. It
is a small, poorly organized group of rogues and rangers
dedicated to bringing down the local leadership specifically
and the monarchy more broadly.

Irthan has little information, other than about himself, his
job (waiting staff), his bunk in the staff rooms, and that he got
the insignia one evening when he was drunk in a bar called the
Cracked Cleric, from a man shorter than him, but with a cheery
smile. There’s nothing else to tell. If the PCs manage to get extra
time with him, everything he knows is repeated. A DC 12 Sense
Motive check confirms he is telling the truth.




Y2, be¢ Grinning Ragamuiiigs
. op

“Not everything is wine and roses up in Morsain;
though. There are some who don't like Lord Valta, fair
enough but then there are others that don’t like rulership at all.
“Maybe youve heard of them, maybe you havent. They go by a
lot of different names, depending on where you are; the Grinning
Ragamuffins, the Grinning Rogues, the Laughing Daggers, the
Beholden of Anarchy. Some people say that the Pegasus Guild and
the College of the Quiet Maze are part of the Raggamuffins, or are at
least related. But who knows, right? All of that cloak and dagger stuff.
“The point is that these people are trying to destablize the rule of the
Klavek Kingdom. They even try to cause a ruckus in small Klavek
towns, like Sunglor. Word has it that these fellas are working out of
Drak’kal, sneaking into Sunglor, and causing havoc.
‘Thave a friend up in the north by the name of Mohg who says that in
Morsain, the Ragamuffins often work out of the forest south of town. He
never said how he knows, and I honestly think that it$ best if I dont ask.
“So, if you find any of these folks, mostly they talk about the
‘Ragged King, who I think goes by the name Skira. That part is
kind of hard to pin down. They say he’ll come back, but they don’t
know where or when, but when he does, he'll rule all of what is
now the Klavek Kingdom and beyond—maybe the whole world.
“They mostly work like your standard group of thieves: they kidnap,
they steal, they beat you up. The difference is that the Ragamuffins
prefer not to kill. A red face is better than a dead body; they say. You
definitely don’t want to get on their bad side, though; these are the kind
of people who will sacrifice a hundred of their own to win a single fight.
“The only way you can tell a Grinning Ragamuffin, aside from
catching them in the act, is by their symbol, a coin hammered flat
and carved to look like a smiling face. But they don't display them
out in the open; only when they have your confidence will they
show you. Be careful around them, should you run into one.”

The Grinning Ragamuffins is a collective of self-interested agitators
who work to ensure nothing gets too big, too settled, too established, or too
powerful in the Klavek Kingdom—including the government and monarchy!
The guild presents itself as chaotic, but is well organized and secretive at its
heart. When one of its members is captured, they seem to know little more
about the groups aims and objectives other than bland slogans. In fact, the few
people that make up the highest ranks of the order are happy to use public
disquiet and the calls for a republic it whips up to ease into positions of power
and decision-making, then destabilizing the establishment from within.
When a member is questioned, whether in general conversation or
under threat of torture, answers almost always come back to one objective:
the establishment of the “Shoeless King in Ragged Array” as the leader
of Klavek and beyond. This phrase has two meanings: the metaphorical
one (of a poor man or woman rising to be monarch) which nobody
expects to ever happen and the literal one (as “skira” means “to cleanse or
baptize” in the ancient languages that are the roots of the cant used by the
Grinning Ragamuffins). More recently, “skira” has come to mean “name”
or “nickname;” and talk of “Skira” has begun to make it sound like people
are referring to an actual person rather than an ideal. However, the real
aim of the groups leaders is to expose fraud, lies, deception, and hypocrisy
at the highest levels, wherever they occur and whoever the perpetrator.
The Grinning Ragamuffins appear to operate in the same way as
many other thieves’ guilds. They are responsible for kidnapping, bribery

W5 _and extortion, thievery and burglary, assault, and so on, but there is a
o

’ vast difference between the Grinning Ragamuffins and traditional

inflict a simple death. Bribe-taking magistrates find themselves tarred
and feathered in the center of a marketplace, their ill-gotten wealth

distributed to the local population rather than having their throat cut _I

in some back alley. Zealous clerics in the region are always made to
consider their actions carefully because they can be sure that pompous
superiority and self-aggrandizement will eventually attract the attention
of the Grinning Ragamuffins, and then it is only a matter of time before
they lose everything: position, influence, and respect.

The Grinning Ragamuffins have a strict structure for a guild with a
chaos-driven ethos. Each member within the organization can attract
no more than three assistants (activities tend to be fast and fluid rather
than grand in scale) and is aware only of those closely associated
with them rather than a wider guild membership. This leads to a
tetrahedral formation: a leader has three assistants, each of whom has
three helpers, and so on up and down the chain of command. This
means that any individual member knows of six other members:
her leader (the person that recruited them), her two fellow assistants
(making up the three assistants recruited by the leader), and the three
helpers she recruits as her own assistants. In this set-up, the leader isn't
aware of any of the helpers, assistants only know of their own helpers,
and helpers know only of the person who recruited them, two fellow
helpers, and the (up to) three people they recruit. This tight formation
simultaneously makes it difficult for the authorities to get a firm grip
on just who is involved with the guild and easy for the Grinning
Ragamuffins to sever links or associations at a moments notice.

If an individual seems to know more than he should, powerful mind-
affecting magic is used to erase any recollections of their life before being
left in a new town far from home. The fastidiously secretive network is
further disguised by a range of “non-members” who are convinced they
have become part of the group when they are merely decoys; anyone who
is being used this way is given a “membership pin” and told to act as eyes
and ears. Those who own such a pin are never truly made members, used
as expendable distractions as real Grinning Ragamuffins need them.

Considering the chaotic nature of the Grinning Ragamuffin’s
activities, there are some steadfast rules and guidelines that need to
be adhered to whenever possible.

1. Damage should be to the ego, wealth, reputation, and
authority of a victim.

2. Aransom is better than a body. Maintained secrecy is better

than a ransom.

Those who use their membership for self-gain suffer tenfold.

4. Losing today’s battle may be just the preparation needed to
win tomorrow’s war.

5. If someone is thirsty, buy them a drink—they’ll buy you a
meal when you are hungry.

2

6. A weekto plan; a minute to execute; a decade to recover from.
7. Its not what someone has that matters, but what they do with it.
8. Choose wisely whether to laugh with someone or laugh at them.
9. The mightiest avalanche starts with one snowflake too many.
10. Skira will return, although when and where may never be known.

Other than these guidelines, the Grinning Ragamuffins operates
along the lines of many spy networks; information, advice,
guidance, and assistance can be requested from higher up in the
organization, though help isn’t necessarily guaranteed.

Someone who joins the Grinning Ragamuffins doesnt do so
for personal advancement. The organization’s aim of “bringing the_a§

iompous low” sits uneasily with ladder-climbing. However, those who'
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do particularly well in one town or region may find themselves moved
to another place and given the chance, for example, to establish a new
network or to reinvigorate an old one. This is always done secretly and
if there is the slightest sign that a person might become homesick or be
called back for some reason, they aren’t moved at all.

Therefore the members at the top of the Grinning Ragamuffins
tend to be bards, rangers, or rogues. They are used to traveling or
suddenly relocating as circumstance dictates. Monks who have
grown tired of the strictures of law sometimes fit this template as
well, moving far from their monastery to begin a life of gentle chaos.

The Grinning Ragamuffins main currency is a simple one of
exploitation—weakness. Members search for the hidden secret, the
irresistible vice, the concealed irrational fear or phobia, the unusual regular
destination, the ego massager, the unexpected bedfellow. They push and
probe, finding the chink in seemingly impenetrable armor or untouchable
wealth, position, authority, or reputation. They are as water dripping on
to rock, slowly wearing the stone away until it cracks, crumbles, and falls.

All members are expected to report all they know about a target,
however trivial that information may appear to be, as even the smallest
detail may be the missing piece of a much larger picture, or the crumb
of that tips the balance. Gathering this comprehensive knowledge of
targets takes skill and diplomacy, and the most successful Grinning
Ragamuffins are those who have either the charisma to talk well or
the wisdom to listen correctly (a combination of both proving ideal).

This information, the lifeblood of the groups activities, follows a target
around as they go about their work, or travel across a region or even country.
It is passed from cell to cell, moving up and down the organizational
structure to wherever it is needed. The effect of every vice, vanity, conceit,
and act of self-importance seems to stalk an intended victim like a shadowy
hound as the Ragamuffins dog ones every move, with whispers and hearsay
of their past following them no matter how far or fast they journey. Ifa mark
continues to live the same self-serving life, he finds the imaginary creature
looming ever larger over him until his world crashes down around him.
owever, if he realizes the error of his ways and changes direction, the threat
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simply melts away, although it seems impossible to shake off the image of
a grinning face whenever the thought of that selfish past springs to mind.

All of this means that the Grinning Ragamuffins aren't afraid of
disrupting a way of life, whether an individual’s or those of a whole city or
region. Ensuring that no one is getting too far above themselves is time-
consuming and difficult to achieve, but the goal of ensuring that “the
needs of the many outweigh the needs of the few” keeps the group busy.
While change for change’s sake isn't the aim, regular demonstrations
of the difference between “importance” and “self-importance” serve as
vital lessons in tempering one’s pride in the Klavek Kingdom.

Naturally, the way the Grinning Ragamuffins works leads it into
disagreement with anyone who promotes their own agenda, keeps a
secret past hidden, feels their point of view is the only worthy one, or
who assumes rights without delivering responsibilities. Those who state
that power is theirs to simply take (or worse, be given without objection)
try to ruthlessly stamp out any trace of the group, using any means
possible. It is very common for a previously-unheard of assassins’ guild
to spring up where the Grinning Ragamuffins have been active and for
the contract killers to “stay on” whether the target is humiliated and
exposed or not. This causes many to view the chaotic guild as a double-
edged sword: if the Grinning Ragamuffins deal with a target effectively
and efficiently, the people are often overjoyed, but when war between
rival underground groups rumbles on, life becomes worse for everyone.

Anyone who actively promotes overzealous adherence to the law,
who worships a deity and religion that demands its congregation
“follows the rules” at all costs, who pushes themselves forward at the
(even accidental) expense of others or assumes an unelected mantle
of power, or who protects anyone who acts in any of these ways,
draws the attention of the Grinning Ragamuffins upon themselves
or any group they associate with. If a person is of a similar mindset
and openly challenges the status quo for the benefit of all, they might
be approached to become a helper, but that’s a choice that remains a
closely guarded secret, otherwise the person finds themselves' whisked
away to another region of Aventyr with no memory of their time with,_
the secretive agitators that make up the Grinning Ragamuffins.




The PCs need to protect Lumi from any further attack and from
the movement of the guests as they leave to room. They also need to
make sure the doctor has room to treat Lumi. This requires either a
DC 15 Diplomacy check or DC 14 Intimidate check each round,
although use of Intimidation means that any future interactions
with the guests will have a -2 penalty for 1d4 days.

If all or any of the PCs go to help Lumi, read the followi 3
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ﬁz)rd Valta’s doctor is trying to revive Lumi, to no effect. Sh
has gone very pale although her breathing, while shallow,
remains steady. The doctor rummages in his bag and pulls
out a small crystal vial, tilts Lumi’s head back, and forces her
to take a thick, brown liquid.
“Your Lordship,” the doctor says, I can do nothing else for her
here. I will need to examine her somewhere safe.”
Lord Valta nods. “You there,” he almost barks, pointing at
you, “Take my daughter and the doctor to her room and keep
a lookout. Guards! Take Attendant Queen Haijyin and Prince
Ruhtin to their rooms. And post watchmen immediately”

———— O

If a PC with the Heal skill examines Lumi, the doctor
welcomes the help.

DC 15 Heal check
Success You can tell that Lumi has been poisoned. This
poison is keeping her asleep.

DC 25 Heal check

Success Lumi is most likely being affected by the poison
known as Assassin Vine Cocktail.

Detect poison confirms this fact as well. IN THIS
INSTANCE, the additional Wisdom or Craft (alchemy)
checkis DC 25, as the poison used is an extremely rare one.

If the exact poison is established, the following checks
can be attempted.

Knowledge (nature) DC 20 or Craft (alchemy) DC 20
Success Assassin Vine Cocktail is made by grinding up
various parts of an assassin vine and mixing these ground
ingredients with Assassin Vine Riesling, the heady alcoholic
brew that can be made from the berries when they are
fermented. The riesling is a much sought-after product, but
rarely made due to the need to harvest the grapes from a
living plant. While fermentation removes their otherwise
potentially poisonous nature, the brewing process is an
exacting and precise one. Vineyards consisting of nothing
but assassin vines do exist, but are as rare as clothes
designers who keep phase spiders to make garments from
the creatures’ ethereal silk.

DC 20 Perception/Spot
Success The Matching Glass has a sticky residue on the
inside. It is sweeter than the wine itself.

DC 25 Knowledge (geography[produce from a region])
or DC 22 Profession (brewer/vintner)

Success This could be a wine that has been reduced to syrup,
placed in the glass, then has come back to its full alcoholic
content when mixed with another liquid. It appears to be
on both halves of the glass.

DC 20 Craft (alchemy)

Success The parts of the assassin vine, when ground up but
not added to a draft of Assassin Vine Riesling, can act as
inactive poison components. They rehydrate and activate
when the brew is added to them. These inactive parts can
be absorbed into the body by a variety of means and remain
inactive until the wine is introduced.

If the Craft (alchemy) check is successful, DC 20
Intelligence check

Success Lumi has been poisoned by the ground parts of the
assassin vine plant, but the wine must have been introduced
somehow. However, no one else has been affected.

DC 22 Perception/Spot

Success You recall that Lumi only took two small sips of
the wine from the Matching Glass, whereas Prince Ruhtin
drank deeply. Yet he didn’t suffer any consequences.

Lwmt's Poisorﬁng
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Lumi’s poisoning is the result of the 5 parts of the assassin
vine cocktail (dried and ground roots, pulp of the main
vine, pulp of the side vines, burnt leaves, and dried berries)
working together, administered through the fumes from
her candles (the burning of dried leaves within the wicks
and the smoke inhaled), within her make-up (pulp of
the main vine incorporated into a face cream and then
absorbed through the skin), an ingredient in her food
(dried and ground roots as a powder used for flavoring),
seasoning for her food (dried berries crushed and mixed
in with the pepper), as a coating on her cutlery (pulp of the
side vines used as part of the preparation of all the cutlery
so a thin film was left on the tines of her fork and blade of
her knife and ingested via her food), and finally in her drink
(fermented berries were dehydrated and used to coat the 2
halves of the Matching Glass. They were reactivated by the
other wine). None of them show as poisonous individually,
but together they are almost always deadly.
Assassin Vine Cocktail poison ONLY works if it enters
the body in a variety of ways—for example, if all the
components are ingested, they aren’t poisonous. At least 3
methods have to be used in order for the poison to take
effect. Lumi ingested, inhaled, and touched the poison.
Components come in a wide variety of formats and can be
mixed and matched with the absorption method.
Due to the toxicity of this preparation, it usually takes at least
3 neutralize poison spells to save someone if they take a half-
pint draft of Assassin Vine Riesling, although it is clear that
even the first one begins to halt the progress of the toxins




when administered. Thankfully, Lumi only took a couple of
sips of wine, so although the 5 other components poisoned
her, they only dropped her into a very deep slumber, even if
the effect initially looked much worse. Again, the indications
are that a skilled practitioner is at work, and indeed these
poisons were set up by an agent of Haijyin.

The players should establish where the poisons came from,
interrogating various people and making connections with
any previous events. The poisons on and in these items do
not work in the usual way. They are a combination that only
require one save as they only have an initial effect that is
actually making you susceptible to the secondary effect.
Nothing happens until the final trigger poison is taken, at
which time all the previous portions act at once. The people
involved in setting up Lumi’s room, the food, the silverware,
and the wine have no knowledge of how the Assassin Vine
cocktail ended up in or on any of the items, and no details
are given here as this is a wild goose chase. No one has the
remotest idea what the PCs are talking about even if they
do discover the 5 components, as the poison is so rare.

assassin vine cocktail

type—contact, inhaled, injury, and ingested*; save DC
24; initial damage 2d6 Con, unconsciousness; secondary
damage 2d6 Con, 1 permanent Con damage if not roused
from unconsciousness within 1 day; unconsciousness
1d4+1 days

Price 5,000 gp PLUS the Assassin Vine Riesling (priced
locally, but between 50 gp and 500 gp depending on the
availability of Assassin Vines in general)

*Assassin Vine cocktails have five components and the final dose of the
poison must be delivered through assassin vine wine for it to take effect.

) uestioning the Guests

: m The PCs may choose to begin questioning people.
A DC 15 Diplomacy check or a DC 14 Intimidate
check each round will garner some information.

Using Intimidate means interactions with the guests will have a -2
circumstance penalty for 1d4 days.

Answers are generally the same no matter who the PCs talk to:
people have been getting ready, have been in their rooms, have
been in the grounds around the castle, and so on. Any test for
honesty reveals that these replies are the truth, with the exception
of one man who says he was alone in his room but turns out to
have been drinking in a local dive-bar, the Cracked Cleric. (There
is a cumulative 5% chance per round of questioning this man that
this is revealed. As GM, roll percentage dice to establish the round
it happens in). But there is nothing sinister here; the man is an
alcoholic, has been trying to hide his condition, and the bar was the
first place where he didn’t know anyone. If the PCs ask locals about
the bar, it is described as a place for neer-do-wells. Remember, if
Dasko Irthan is asked about the bar, he admits to going there on
rare occasions. All of this means nothing in the long run, but may

Once Lumi is secured and investigations are
underway, Viscount Sihteeri again approaches the
PCs. After the (“successful;” if the PCs found more
than a third of the traps) attempts to make the royal party’s rooms safe,
and as a gesture to placate Lord Valta by his visitors, the PCs are placed
on guard duty and assigned to Lumi’s door. He speaks with them quietly.

~

) Q
,»»3 ¥ value your speed, efficiency, discretion, and ability to
maintain protocols. You have served the king well so far, and
I hope you will continue to do so. His Majesty will almost
certainly want to thank you in his own particular way.

While we still have all of the party guests...‘entertained’...
as the investigation is ongoing, we must maintain a certain
outward face. As before, you cannot be seen wearing large,
bulky or metallic armor, or wielding battlefield weapons, as this
suggests a certain lack of confidence in Lord Valta’s security.
You may continue to wear padding under your ceremonial
outfits and carry the same weapons as before...I know, I know,
these niceties could be the death of us all. Remember, King
Tolkovar has worked VERY hard to bring Morsain closer under
his wing; neither he nor Prince Ruhtin want to see these new
close ties ruined for the sake of your armor. I have arranged for
each of you to be given a potion for extra protection. I will have
them delivered to you once you are in position”

He produces silver whistles, one for each of you.

A way to call the royal guards is essential, so use these if
you run into a problem you can’t handle. By my orders as
a representative of King Tolkovar the Thirteenth, you are to
make sure that no one but Lord Valta and the doctor go in
and out. And you are to do this with finesse and discretion at
all times. Lord Valta doesn’t want his castle ruined and Prince
Ruhtin doesn’t want his first act as a married man to be to pay
a huge repair bill to his new father-in-law. Good luck.”

With that, you are posted outside of Lumi’s room, close to the
¢ suites of the royal guests and Lord Valta himself. ry

Allow the PCs to make any arrangements they like to protect
the door and corridor. What they can’t do is leave this area, either
physically or magically. Whatever they have available is what they
can use. After about 10 minutes, a woman approaches and says she
is from Viscount Sihteeri. She hands each of you a slim glass vial
with a shimmering silver liquid in it. These are shield of faith (+2)
potions that will last for 3 minutes when used. Blowing the whistles
will bring guards running in 1d3+3 rounds, although if the PCs
have used Intimidation against any of the guards at any stage, those
th§ rrive only help Lumi (if she is still there) rather than the

Tﬁ}ter 20 minutes, the doctor comes out of Lumi’ bedroo(n:;
and informs you that he is going to pay a call on an alchemist
to see if she has any potions that might help. You ease back
into your routine. Half an hour later, a crashing noise comes

from inside the room.

Pause for the PCs to respond.




R O

DC 20 Perception/Spot through the swarms (DC 10 when
the swarms have been cleared)

Success “This creature has a range of cuts on its forehead””
QA

A

/ o
*ﬁ% you open the door, you see thousands of bats wheeling
around the room, with one large type coming in through the
now-shattered window! This bat moves towards Lumi and
looks as if it is going to lift her into the air. If it is able to carry
her to the window, it could get away. At least one other giant
bat waits outside, flapping its massive wings and clenching its
=<} claws in anticipation.

Any PC in the room who blows her whistle (a standard action)
will find that the sound is muffled by the flying bats AND that she
is the focus for the attack of 2 swarms during the next round.

This encounter is the second one designed to get the PCs
thinking about how they deal with problems when they don’t have
all their equipment to hand. With that in mind, you can make it as
demanding as you wish. There can be a number of bat swarms, or
bat swarms and dire bats working together, in this room according
to Table 20 at the bottom of this page.

The scenario could be played so that the dire bat attempting
to carry off Lumi doesn’t fight back—it has enough to do with
attempting to fly with the young woman in its claws—so reducing
each of these Challenge Ratings by 1 is another way of using the
various foe creatures.

Our suggestion is to use 1 swarm per PC plus 1 more, and 2 dire
bats, one of which doesn’t fight and only carries Lumi. If attacked
and it has lost more than half its hit points, it drops Lumi and flees,
using its ability to “run” while flying, so as to get away as fast as it
can. There is another element here—the PCs aren’t meant to cause
too much damage to the room and corridor, and shouldn’t cause
ANY to Lumi. As they deal with the bat swarms and save Lumi at
the same time, they are likely to use spells.

Therefore, part of the description each time the PCs either use
missile weapons or spells that cause damage should be about the
effect the item or spell has on the room and corridor. Every die of
damage dealt by the PCs does 1 point of damage to the decoration
of the room or corridor. The room can take 16 points of damage,
the corridor 12 points of damage, before they need to be completely
refurbished. If either of them takes damage equal to half these

Table 20: Makmg the pire Bats an A?propﬂate chaﬂﬂ?e

will expect to gain compensation as follows:

Table 2.4 EXPerises once the Bats are Driven oﬂ

Damage Cost (gp) Additional cost per point past threshold
Up to 6 hp 2,400 Minimum cost is 2,400 gp
7+ 3,500 500 gp per point, up to and including 13 points
14+ 8,500 625 gp per point, up to and including 20 points
21+ 14,000 675 gp per point, up to and including 27 points
28 20,000 725 gp per point, limitless

These rates are less than what it will trully cost to restore everything,
but they are an acknowledgement of the PCs’ help. A DC 20 Appraise
check or DC 18 Knowledge (nobility) check will confirm this.

The dire bats seem to be creatures summoned by a ranger or
druid, but are in fact trained by the Attendant Queen. They attempt
to grab Lumi and fly away, using the cover of the other bat swarms.
If they escape with Lumi they will take her to the waiting huntsman.
When the PCs are close to the end of the fight, they nearly knock
over the doctor who has returned with a curative.

If the dire bats get Lumi out of the room, the PCs will have to be
quick on their feet and give chase right away in order to keep sight
of the them as they fly over the city and out toward the Haunted
Forest. As the doctor looks at the chaos of the aftermath of the fight,
he hands the nearest PC the curative and gasps, “You must help her,
she must drink this as soon as possible!” As he passes the PC the
potion, he steps back, realising that he can’t see Lumi, and because
of his horror at the blood and gore on the party from the fight—too
much even for a medical man. Without waiting to see what has
happened, he cries, “The Prince must know of this!” and runs off.

If the bats escape with Lumi, jump to Part 4: Chasing Lumi,
Section 1: Over the Roofs.

If the bats have been dealt with and Lumi is safe, the doctor
steps forward with the curative. He forces Lumi to drink the potion,
otherwise she will remain unconscious for the foreseeable future. She
soon opens her eyes and wonders why you are all looking at her. The
doctor rushes off to get Lord Valta and Prince Ruhtin while the PCs
explain what happened. When they arrive, Valta and Ruhtin thank
the PCs for their good work and politely ask them to leave the room.

If the bats have failed, jump to Part 4: Chasing Lumi, Section
2 Guard Duty.

CR Swarms Swarm/Dires Swarm/ Dires Swarm Dire Bat - 3.5E
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Section 1: Qver the Rools
Che Bats Get Away!

As the dire bat leaves the room with Lumi in
its claws, the rest of the remaining bats swarm
around for 2 rounds and then are gone. This
means that the dire bat carrying Lumi is some
distance away, as it can “run’ whilst flying.
Depending on what decision you have made as GM, there may be
a second bat awaiting to attack the party.

This is a zig-zagging chase over the rooftops of Morsain, and out
towards the forest. The dire bat, a large creature, can comfortably
carry Lumi, and will be gathering speed as it does so. Whoever flies
after it, and however they do it, will almost certainly need to charge
after it. The dire bat will initially fly at a height of 25 feet, but will
climb 5 feet per round if possible. Unless the PCs are very quick off
the mark, it will begin this chase about 125 feet ahead as it flies off.

If a second dire bat is involved, it will swoop down at any flying
PCs and disrupt any attempts to hit the dire bat that is carrying
Lumi. If any of the PCs summon aerial creatures, it will focus 2
rounds of attacks on it before flying off after the bat carrying Lumi.
It will fight to the death if faced by the PCs.

If the dire bat carrying Lumi gets away, she will be left at a point
that keeps her out of sight until the Huntsman can take her deeper
into the forest.

When flying above ground and/or at rooftop level, at street
level, or in building cellars and/or sewer pipes, roll 1d100 and
reference Table 22: City Chase (below) to see what the party might
encounter. Choose one of the suggested options, or just select an
event that fits in well with how your group acts and operates. The
broad details of what might occur in each area are listed below.

rable 22: cm1 chase

Street Liewel

A - A patch of mud slows any individual that steps in it
thanks to the contents of a tanglefoot bag it is covering (DC
15 Reflex save or immobile, half speed on success).

B - A plant display holding a miniature assassin vine®' (add
the young template®™) falls from a nearby window sill. It
snaps angrily at any ankles, humanoid or equine, as they
pass by.

C - A mist patch flows in from the river around the castle.
Vision is limited to 10 feet for 1d4+4 rounds.

D - A snow leopard® (add resist cold 5) lurks in a nearby
tree. It leaps out at you, scaring any horses or mules!

E - A rickety old cart, laden with grumpy chickens, takes
up the road ahead. The route is blocked and you must either
discover a new path around it or find a way to get up and
over it.

F - Two mages argue over the merits of assorted spells,
which they begin to demonstrate in the middle of the
street. A random spell effect covers a 30-ft radius area each
round for 2d3 rounds.

G - A band of hail sweeps across the city from east to west,
inhibiting any actions. Take a -4 penalty to attack rolls and
roll 1d20 each round (on a 1, take 1 point of lethal damage
from a large chunk of hail) for 4 rounds.

H - A band of professional “wedding revelers” sets off
fireworks®. They explode for 1d2+2 rounds

Place Area 01-15 16-29 30-42 43-54 55-65 66-75 76-84 85-92 93-99 00
Street 1 A,B,C A,CD B,.D,E E,F EG GH H,I L) J,K K,L
Street 2 A,C.D B,D,E 188 EG GH H,I L) J,K K,L LM
Street 3 13D} EAE EG GH H,I L) J,K KL LM MN
Street 4 E,F EG G,H H,I L) J,K K,L LM MN N,O
Street 5 EG GH H,I L) J,K KL LM MN N,O o,p
Street 6 G,H H,I ! J,K KL LM MN N,O0 Oo,p PQ
Above 1 R,S, T R,T,U S,U,V \AU WX XY NG Z,AA AA,BB BB,CC
Above 2 R,T,U S,UV V,W WX XY Y,Z Z,AA AA,BB BB,CC CC,DD
Above 3 SUV VW WX XY Y,Z Z,AA AA,BB BB,CC CC,DD DD,EE
Above 4 ,\W WX XY Y,Z Z,AA AA,BB BB,CC CC,DD DD,EE BEARE
Above 5 WX XY Y.Z Z,AA AA,BB BB,CC CCDD DD,EE EIEARNE FEGG
Above 6 XY Y,Z Z,AA AA,BB BB,CC CI€J0ID) = ' IDIDNENE) EEIEE FEGG GG,HH
Below 1 IL]] JJL,KK KK,LL LLLMM MMNN NN,OO OO,PP PPQQ QQRR RR,SS
Below 2 JJ,KK KK,LL LLMM MMNN NN,OO OO,PP PPQQ QQ.RR RR,SS SS,TT
Below 3 KK,LL LLLMM MMNN NN,00 OO,PP PPQQ QQRR RR,SS SS,TT TT,UU
Below 4 LLMM MMNN NN,00 OO,PP PPQQ QQ,RR RR,SS SSNIEL TTUU Uy, vv
Below 5 MM,NN NN,O00 OO,PP PPQQ QQRR RR,SS SS,TT TT,UU Uu,VvV  VVWW
Below 6 NN,00 OO,PP PPQQ QQ.RR RR,SS SS,TT TLUU UUVV  VVWW  WWXX







I - A trio of pickpockets®€ passes by dressed as monks. The
three of them have false arms folded across their stomachs
to conceal their thievery (+12 Sleight of Hand).

J — A town crier is handing out leaflets announcing that
there is a price on the head of someone who looks just like
one of the PCs. 1d12 shoppers nearby look towards the
party and begin pointing.

K - A merchant is giving away samples of his latest wine,
and the mass of thirsty people gathering in the street makes
it too crowded to pass through. With the route blocked, you
will need to find a new path.

L - A quartet of woodsmen come towards the party,
dragging a sled with two ankhegs®' on it. At least one is
alive and it breaks free from its bonds to attack the nearest
humanoids. The woodsmen flee the scene.

M - A geyser bursts upwards from a storm drain, quickly
forming into 1d4+1 small water elementals®. They dissipate
after 1d2+1 rounds, flowing back into the narrow drain
after drenching everything in a 30-ft radius

N - Cold, dirty water from an inn with accommodation
on its upper floors is accidentally tipped towards the party
in a 10-ft radius (+8 ranged, 1 nonlethal). If the water hits,
creatures with the scent ability gain a +5 bonus to track you
for 1d2+1 hours unless you wash.

O - A persistent salesman hops around in front of the party
for 2d2+1 rounds, slowing movement by 10 feet.

P - The shadowy form of an oversized dog is seen down an
alleyway. Suddenly its eyes and jaws glow deep red as the
hell hound® springs towards the party, scaring any horses
or mules.

Q - A huge religious icon, borne by 8 burly believers,
lumbers towards the party. It and the crowd of 2d12+12
devotees following behind, each carrying a small flail for
penitence purposes, block the road. The route is blocked
and you must either discover a new path around it or find a
way to get up and over it.

Above the Streets

R - A young sorcerer has just discovered he can fly.
Unfortunately he is firing off color spray spells in celebration
(CL 6th, Will DC 12, 7 rounds).

e —

S - A drunk gargoyle is weaving its way home and bumps
into the party. Each round for 1d4+1 rounds it switches
from insisting on either fighting or hugging a PC—neither
choice is a good one for the recipient. Eventually it falls
to the ground and into a gutter, where the creature can
be heard crying tears made of flakes of stone for 2 rounds
before snoring starts up.

T - A feather falling owlbear® pops into existence just above
the PCs and floats directly into the middle of the party. It
is in a rage, and fights viciously for 1d3+2 rounds before
disappearing into thin air.

U - A clutch (1d3+2) of pseudodragons® is invisibly
practising its latest aerial display. They object to the party
disrupting their intricate maneuvers and the creatures
attempt to sting everyone for 2 rounds before flying off.

V - 1d4+1 brightly colored balloons drift into the party’s
path—each contains an angry small air elemental® that was
tricked into its cage. They pick on the PCs for 1d2+1 rounds
before buzzing away.

W - An advertising bolt with magic mouth and shout cast
on it is accidentally fired into the middle of the party. Just
because it’s an accident doesn’t stop the spell from affecting
the party as the bolt lists the virtues of Creurconk’s Codliver
Curative Concoctions.

X - Two air walking town guards™® demand to know what
the PCs’ hurry is, delaying them for 1d2+1 rounds.

Y - A flock of geese flies into the party. As a reaction to the
surprise, they shower the PCs with a cloud of tiny golden
pellets, the effect of which is identical to a glitterdust spell
(CL 3rd, Will DC 13).

Z - Two giant wasps®, on the hunt for hosts for their eggs,
spot the party and race towards the PCs.

AA - A coud (1d2+1) of locust swarms®* mobs the PCs,
hindering their progress for 1d3+1 rounds.

BB - Two air mephits® take on two pixies® in a circular
relay race around the town. As one of each type roughly
follows the perimeter, the other dashes across Morsain
to an agreed tag point—what started as boisterous fun is
becoming very competitive. Anyone in the way feels the
force of these fast-flying creatures

CC - A manticore® spots the party and decides to try for an
easy meal (equal chance for either the PCs or their target). It
only fires spikes rather than engaging in melee, flying away
after any successful attack by the party or 3 unsuccessful
attacks (whichever comes first).

DD - A drunk and talkative young copper dragon®,
currently in the form of an over-sized chicken thanks to a
bet, flaps along a weaving flightpath that intercepts the PCs.
The creature “spots one,” sprouts a hand at the end of each
wing, and attempts to hug (grapple) the person, exclaiming,
“come and have a drink!” It begins to drop back towards an
inn below with the adventurer in tow (as this is the next
part of the bet).

EE - A young mage, riding what he thought was a bargain
broom of flying but has proved to be a broom of animated

attack, is spotted plummeting towards the party.




FF — An ogre mage®, about to return home after a shopping
trip, sees the PCs and their chase. Curious, it follows in
gaseous form for 1d3 rounds before choosing a side to
help. It casts a single cone of cold (CL 9th, Reflex DC 18)
at the party or the quarry, depending on the actions and
“persuasion” (alignment) of each side.

GG - The party encounters a couatl® in the form of
a distinguished human on the way to the wedding. A
positive encounter results in the creature casting freedom
of movement on the PCs; a negative one means the creature
cast gaseous form on them all instead.

HH - A belker® drifts lazily from a chimney below, taking
a full-attack action for one round as the party passes.

Below the Streets
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IT - A pool of water blocking the path up ahead smells
dreadful, and although the exact cause of this is unknown,
a number of the items floating on its surface look rather
unsavory. Any contact with it (Reflex DC 15 avoids it) gives
a —15 circumstance penalty to Hide and Move Silently /
Stealth checks for 2d4 hours due to the stench.

J] - A trapdoor in the ceiling of the tunnel the party is
walking along suddenly opens and swings wildly towards
the head of the nearest PC before vegetable peelings are
thrown through the space (+6 ranged, 1d2 nonlethal.)

KK - A rat swarm® rushes by, covering the PCs for 1 round
before moving on.

LL - Two constrictor snakes®, one with the rear end of a
dire rat currently sticking out of its mouth, slither towards
the party.

MM - As the party approaches a trapdoor in the ceiling it
becomes clear that the clay bricks around it are loose before
some of them suddenly fall, triggering a trap!

Search/Perception DC 20; Disable Device DC 20; type
mechanical; touch trigger; repair reset;
EFFECTS

Atk +12 melee (2d6 bludgeoning); multiple targets (all
targets in a 10-ft.-line).

NN - As the last member of the party passes an obvious
pit that everyone has stepped around, a block falls from the
roof, filling the tunnel ahead—there is no way past it short
of demolishing the obstruction.

OO - Two tired and emaciated mining mules walk slowly
towards the party. If fed and cared for, they become loyal
beasts of burden.

PP - An earth mephit® can be heard cursing its luck as it
drags a sack of iron pieces along. The bag weighs just about
the limit the mephit can move, and it is very angry about
its predicament.

QQ - A phantom fungus® watches the party from close by,
attempting to follow silently.

RR - A body has been dumped in a shallow grave to one
side of the passage the party is moving along. Checking
it triggers an extended bane spell effect (CL 3rd, Will DC
14 negates).

SS - In an unexpected open space, 4 divine fire beetles®
(with the celestial template®) confront a ghoul®.

TT - The party can hear Terran being spoken some way
ahead. Anyone who understands and speaks the language
can establish that it is two xorns® discussing which way to
go next (as they are lost).

UU - A “gelatinous cylinder” (a gelatinous cube that has
taken on the form of the cylindrical tube) rests in the tunnel
the party is traveling along.

VV - As the last member of the party passes a crack in the
wall that no one has taken notice of, a hand and arm appear
from it and attempt to grap the PC. It is a trapped troll®!
that has regenerated into the available space and is now
stuck. It has no Dexterity score in this form, and only one
melee attack with the free arm.

WW - An ochre jelly® rests on and within the skeleton
of a small humanoid—the creature has eaten the body
from the feet upwards, and has reached the neck. Only the
humanoid’s head remains intact, the face a mask of terror.

XX - A soft moan can be heard up ahead, and whoever it
is sounds nauseous (it turns out to be a cloaker® tempting
the party towards it).

Go to Part 4: Chasing Lumi, Section 3, The Next Steps: Going
After Lumi




e Bats are Caughtf

If the creatures don’t get away, and the aerial fight
; ends with dead bats all over Morsain, they will have
dropped Lumi. They will also do this if one gets reduced to a quarter
or fewer of its hit points and has a chance to get away. Remember
if it took damage as a result of the party’s activities in Lumi’s room.
This means the PCs need to have a contingency plan to rescue
Lumi as she falls from approximately anywhere between 25 and
50 feet. If not, she will find herself unceremoniously landing in a
large dung heap (there are a good number around as heavy horses
are used for many tasks in Morsain, and act as transport and
“machinery” in the logging and mining industries) taking up to
4d6 damage (the softness of the dung heap saves her from 1d6 of
damage). If Lumi is saved, everyone will be so pleased with the
situation and proud of the PCs that they will gain a +2 bonus to any
Charisma-based check for 1d3+1 days when in town.

Neither Gone, Nor Forgotten: Lumi should not be “dead and
gone” at this point, but could easily be at zero hp and unconscious.
The PCs will need to act very quickly. Alternatively, after the
attempts on her life, Lumi has been given a healing potion of some
kind and, either as she is being carried away or as she falls, the PCs
see her drink it (DC 15, 20 or 25 Perception/Spot check, depending
on how far they are away from her—making it something that
happens when they are fighting the dire bat is sensible, therefore
the check is DC 15). Lumi won’t take damage when the dire bat is
carrying her away, so she could be at full hit points as she starts to
fall. The PCs may not know this, so there should be some tension
in the air as she begins to drop.

As for the dung heap, it wouldn't be a fairy tale without at least
one amazing landing place, and a haystack isn't likely. However,
replacing it with a slow-moving hay cart is a good alternative if
your group enjoys the odd amusing event within a game. Have
Lumi described as starting the fall in a straight position that is a
result of being gripped horizontally by the dire bat, but curling
up as she falls, landing on her back in the dung heap, hay cart, or
whatever you use for her to end up in.

Go to Part 4: Chasing Lumi, Section 2: Guard Duty

(% ection 2: Guard Duty

Ifthe PCsstopped the bats taking Lumi, eventually theyare
“ relieved of duty and can get some rest. But their troubles
aren’t over. As they wake and dress the next morning, the following takes
place. If one of the PCs is out of their room or has just returned, so much
the better—they are the one Prince Ruhtin points at (the abductor saw
the PC outside the room and decided he would make a great disguise).
This confrontation is mere moments after Lumi’s abduction.

A

I &rly the next morning, while it is still dark, Prince Ruhtz(rl?
comes pounding on your door. When you open it, you can see
that he has Viscount Sihteeri and several Royal Guards with
him. He looks extremely angry, his face white.

“What have you done with her, he asks with quiet menace.
When you have no answer, he continues, his voice louder. “Just
moments ago, Lumi was feeling better enough to go for a walk. Of
<h course, I went with her. She has always enjoyed walks in the minm

o

At this point, Prince Ruhtin thrusts his left index finger towards &5
a magic-using PC or one who has just returned.

“Then you shoved me out of the way, pushed Lumi to the
ground, grabbed her wrist and she disappeared in a puff of
your magical smoke while you ran off, apparently coming
back here.”

His anger is clear, and you can feel his rage building.
\ “And as for this!”

At this point, Prince Ruhtin uses his left hand to rip open the
PC’s collar.

“Where is it, where is that accursed insignia I saw, the one

for the Grinning Ragamuffins! You want me and my family
dead. But I have you, and you will tell me where she is or I
will make sure you never see the light of day again!” His right
) hand grips the hilt of his sword.

DC 25 Diplomacy check

Success You convince Prince Ruhtin that (the PC in
question) has been with the rest of the party since being
relieved of guard duty. The Prince visibly sags, saying, “I'm
sorry, it’s just my concern for her. I sense I can trust you; I
know Lumi did. Find her; don’t let me or her down. Please,
hurry to get her back!”

Failure Prince Ruhtin grabs who he thinks is the offending
PC by the throat with his left hand and looks as if he is going
to throttle them, as he hisses, “Look me in the eyes and
tell me the truth!” He is pulled back by Viscount Sihteeri,
with a, “No, sire!” ringing around the room. Prince Ruhtin
composes himself and speaks, saying, “Others seem to trust
you, Lumi included, but I don’t know why at this point. My
guards will be watching your every move—EVERY move—
and if you even breathe out of turn, you’ll be taken below
these rooms to where life will be much more uncomfortable
for you as I get to the truth”

of you. “T recommend you try to do something about this, and
quickly!” He produces the copper token that was taken from
\ Dasko Irthan at the banquet.

Sihteeri does this even if the PCs thought they had it; it has been
taken from them somehow. He hands it to the PCs.

“And I have nothing more powerful than this he finishes,
offering you a scroll. With that, he turns and follows the
direction Prince Ruhtin took.



SR O

DC 15 Knowledge (arcana) or Spellcraft check

Success By Prince Ruhtin’s description of what happened,
you know that Lumi was taken by someone using an item
that casts the spell dimension door.

The scroll holds a single spell of locate object that lasts 10 minutes
and has a range of 800 feet.

¥ herever They Go,
A (Whatever They Do

The party will need to decide whether to: A. go after the perpetrator
of the assault (who is a rogue and assassin); B. try to instantly track
Lumi; and/or C. hunt for for further clues around the castle by talking
with people. The scroll will be able to find Wilhelm Jacobs inside the
castle or the grove where Lumi’s ring is hidden if used outside at a
point where the escaping dire bat was either last seen or where it
dropped Lumi, although on the ground rather than in the air.

B. Ti the party goes after Lumi

The party can use the scroll to determine where her
engagement band is, as this is something she should be
wearing and at least one of the PCs will have seen. They will
need to leave the castle and head out along the route the
dire bat took, using the scroll at the point on the ground
where they recovered Lumi after her fall OR where she
would have landed if the PCs caught her.

The PCs find it located in a small clearing, (DC 28
Perception/Spot check or DC 23 Perception/Search
check) resting in a dark brown velvet bag hidden in the
crook of two tree branches. The Huntsman who collected
Lumi has left it here to retrieve it later when the coast is
clear, and return it to the castle.

Once the place where Lumi was left has been located, go to
Part 4: Chasing Lumi, Section 3, The Next Steps: Going
After Lumi. Wilhelm Jacobs will be long gone and not be
traceable at this stage either in the castle, or indeed Morsain.

€. 11 the party decides 1o question people

If the PCs talk to people, there is a cumulative 5% chance
per round that someone says they could swear a man just
suddenly appeared behind them by the entrance to the

A Ti the party qoes after the perpetrator

The party can use the scroll to determine where the silver
insignia is. They will find that Wilhelm Jacobs (page 176) is
still in the castle, in the kitchens (or a similar distance away
as that between Lumi’s room and the kitchens) and they
can give chase. This has him leaping over items (Acrobatics
+14/Balance +8/Jump +9) before pushing them into the
path of the PCs, so they will have to move them out the way
or make their own occasional Acrobatic/Jump check—that
padded armor has become useful after all!

If the party find him, he will fight for a few rounds, then try to
flee, dropping items that may or may not help the party (his
arrows, shortbow; a slim, flexible scroll case, and sword, in that
order), then use his bracelet of the mountebank to escape.

Wl]l’lﬂ])’l’b\]mbs

If they happen to capture Jacobs, he won't talk (1d20+12 for
his ability to endure Intimidation) and will allow himself
to be taken away. Within a few minutes, there will be a hue
and cry, and Wilhelm will be dead, poisoned by a capsule in
his teeth. The PCs will find a silver insignia of the Grinning
Ragamuffins around his neck and the slim, flexible scroll
case tied into his long hair.

The scroll case has a simple note in it:

“She must be sent to the edge of the woods. The bracelets
are attuned to the usual place. We will wait, then take things
further” It also has a locate object spell on it with a range of
1,000 feet and that lasts 15 minutes. It is completed with the
insignia of the Grinning Ragamuffins.

Now go to Part 4: Chasing Lumi, Section 3: The Next
Steps: Going After Lumi.
<(}

kitchen. (Jacobs was moving silently, and just came around
a corner, making it seem like he appeared out of thin air).
Use this mechanism to keep the game moving—Gather
Information would take too long.

This can then allow the PCs to go looking for the
perpetrator if they wish, or indeed Lumi. They will still
have the scroll to use and this will give them the means
to move forward in the investigation. Go back to Part 4:
Chasing Lumi, Section 2, Guard Duty and have the PCs
go after either Lumi or Jacobs.

However, if the PCs have already gone after Jacobs and/or Lumi,
questioning people won't gain them any new, useful information.
Move on to Part 4: Chasing Lumi, Section 3, The Next Steps:
Going After Lumi.

Whether the PCs get to this point after chasing the dire bats or
tracing Lumi’s ring after Wilhelm Jacobs has kidnapped her, the
action is the same.

Either the dire bat or the dimension door takes Lumi to a disguised
holding area some distance outside of the lonelier part of town,
and she is left there until the Huntsman comes along. He will be
there, just on the far side of the south-western wall, by the patch of
woodland just beyond it. He does one of two things: either he will
watch the progress of the dire bats, and is ready to take Lumi away,
or if the bat is killed and Lumi rescued, he has retreated and looks
out for Lumi being sent to the agreed place by Wilhelm Jacobs the_a




}” they find Lumis ring, they also find evidence of horses.

The Huntsman intends to dispose of Lumi once they are deep in the
Haunted Forest and make it look like animals or giant vermin killed
her. In the gloom, the PCs may go on a wild goose chase for a while.

The Huntsman passes through the woods and then enters the
forest with a string of 4 horses behind him, which he will use to
confuse any pursuers when he activates an orb of misleading (see
below). He then rides off silently and invisibly, taking himself and
Lumi much further into the Haunted Forest. This many horses
leave a noticeable trail in the ground and surrounding flora, and
the PCs will be able to keep a trace on them in the following ways:

Perception/Search DC 8
Success You find an initial direction

Survival/Track DC 8
Success You may follow the trail by following tracks

Perception/Spot/Knowledge (nature) DC 15
Success You may follow the trail via damaged flora

If you want the PCs to be close to the huntsman and his horses,
they will see the following:

seems to be working on your side as much as your sound
judgment, you sense that they have stopped some way up

SRR 6
Perception/Listen DC 18

Success There are voices, one in particular, and, as you
round the corner from the south west, you see at least four
horses with long bundles draped over their withers.

Perception/Spot DC 10
Success As you enter a clearing, you see at least four horses
with long bundles draped over their withers.

Perception/Spot DC 15 The horses heads are pointing
inwards, hiding the riders. Suddenly there is the sound of
multiple neighs, and four riders leap from in front of their
horses, vault into their saddles and ride off into the trees
following trails along the cardinal compass points; due
north, south, east and west.

Who do you follow?!

If a tracker examines the stop-and-dismount point with a DC 19 &5¢
Survival check, she sees that there is only one definite set of boot
prints amongst the imprints of 4 horses’ hooves.

The Huntsman (a standard ranger-type) has activated an orb
of misleading, which produces 4 images as per the spell mislead,
before stepping back into the trees and using his silent, greater
invisible horse (silence is cast permanently on the saddle) which
is wearing horseshoes of a Zephyr to get deeper into the Haunted
Forest along a trail to the north east, leaving the confused PCs
behind. What the PCs do next is up to them, but remember the
Survival check above. Once the PCs have been distracted by the
images, the Huntsman will ride away with Lumi over his pommel.
Although it has no great impact on the action at this time,
Haijyin is watching events through her mirror and will respond
accordingly in the future. To her, the PCs are still just an irritant
rather than a threat.

GM Note

e N )
The Huntsman is an efficient and effective type, and Haijyin
has chosen to use him for her own ends. But there isn’t a
clear description given of him, and this is deliberate. The
party will need to work hard to both deal with him now
and attempt to capture him in the future, and not knowing
“exactly” what he (or indeed, a disguised she) looks like
should add to the confusion during those events. If anyone
asks, talk generically, but make each piece of equipment
sound important: the sturdy hunting knife with the skin of
a deadly local creature wrapped around the hilt; the bow
made from the horn or antler of a beast from deep in the
woods; a totem necklace made out of the claws of some
monstrous vermin, and so on. The Huntsman’s mount
should clearly be a regional horse. If you want an example,
use the description of a Jutland (a Danish working horse)
or Noriker (an Austrian working horse), both heavy-set and
well-balanced in snowy conditions, yet capable of quickly
covering the miles. Searching for either name will give you a
wide selection of images to use whichever you choose.

The fact there ISN’T an exact description is deliberate and
there as a tiny clue. The queen refers to the “Huntsman”
(uppercase) in reply to the PCs’ account, but there is a
“huntsman” (lower case) to go and arrest—how would
she know they are the same person? As a detective might
say, “One more thing, ma'am. I never gave a description
of the huntsman, so how would you know this is the
right man if you aren’t involved?” Say nothing at this
point, but allow comment if someone brings it up. Don’t
confirm anything, but at the end of the adventure reward
any player who notices.







Aura moderate illusion; CL 11th
Slot none; Price 26,400 gp; Weight 1 b.
DESCRIPTION

This small crystal ball is 3 inches in diameter and appears
to have 4 smoky clouds constantly moving around within it.
If thrown to the ground while a brief description of an
action is spoken, an orb of misleading instantly shatters
(destroying the item), granting greater invisibility for 14
rounds and creating 4 images of the creature that threw
it (as the spell mislead). These images set off in separate
directions of north, south, east, and west, performing the
described action for 14 rounds (CL+3).

It is rumored that these orbs act in slightly different ways
depending on the spellcasting discipline of its creator, with
bardic casting having a greater influence when actions are
based on Charisma, Luck-worshipping clerical casting
having a greater influence when actions based on Wisdom,
arcane casting having a greater influence when actions are
based on Intelligence, and Trickery-worshipping clerics
having a greater influence when actions are based on
Dexterity. When performing an action attuned to the orb
of misleading’s creator, the DC to disbelieve an illusion
increases by +1.

CONSTRUCTION

Requirements Craft Wondrous Item, greater invisibility,
mislead; Cost 13,200 gp

If the PCs split and follow individual horses, they will carry the
chase on as described immediately below. If they don't take the bait
and choose to look around, refer back to the DC 19 Survival check
above and allow them to see where the printslead. Once the Huntsman
mounts his horse, no trail is left, which may confuse the players. They
will then need to undertake further Survival checks to follow broken
flora and occasional now-visible horse hair along the trail.

(& ection 4: (Uoodland €hase

#' The PCs may choose to split up with each member of

the party following a different horseman or they may
choose to follow one horseman, combining their efforts to stop the
horseman and retrieve the rider. Of course, initially they have no
idea that the horsemen they follow are all illusions.

This will be a wild chase through the forest and should feel very
frantic. Be prepared for this “mini-game” in advance and make use
of miniatures, battlemats, and/or model scenery should you have
them. Keep things fast paced and emulate a chase scene in a movie.
Feel free to add flavor text and additional challenges to spice the
scene up accordingly!

The chase through the woods is a thrilling and precarious one.
As the PCs follow the ghostly forms through the trees, they are
faced with obstacles and natural hindrances, encounter strange
woodland creatures, and are beset by fell beasts and murderous
p_bandits! There is always a chance to avoid an encounter, and then

3
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be delayed in the chase!

As the PCs work their way through the chase, they will find they
have to deal with a randomly determined obstacle at the start of
their turn. What happens depends on the space they are on, but the
process is the same. The GM makes a percentage roll on Table 23
(page 69) to establish the obstacle. Most of these have two checks
associated with it; the green check is resolved first, and the red
check is resolved if the green check is failed. Success on one of
these checks moves a player to the next space on the board. Players
halted by an obstacle where both checks are failed must attempt
the same obstacle again, though a second consecutive failure to
overcome an obstacle does not halt movement to the next space on
the board. The rider automatically succeeds at every space/card so
always stays 1 step ahead of them. If they are about to catch the rider
the PCs automatically have to deal with a combat encounter and the
rider takes off.

A PC can choose from the various ways to bypass an obstacle
but that said, some options have an option where they can make
that check and if it fails they have to make the next check, if certain
checks fail the PC takes damage. If they fail to bypass the obstacle
they will stay on card 1 (yes, we'll have something simple like four
playing cards). Those who fail stay on a card and have to make
checks the next round to progress. Others move ahead. The rider
automatically succeeds at every card so always stays 1 step ahead of
them. If they are about to catch the rider the PCs have to deal with
a combat encounter and the rider takes off.

Final Obstacle

The final obstacle will be the most difficult, and while some PCs
will fail this one, the very skilled and lucky may just make it to
their goal. If they do continue, otherwise roll the damage as the PC
tumbles to the ground and the horse gallops off into the darkness,
the rider laughing a hearty laugh.

Caiching the Porseman

When the PCs get close enough to touch the horse, it vanishes
into thin air, an illusion. Lumi and the real horseman are long
gone, heading the other way as the PCs pursued the illusions
through the forest.

Snow White: The
Chase Deck sold
separately, but not
required.
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06-10

11-15

16-20

21-25

26-30

31-35

36-40

41-45

46-50

51-55

56-60

61-65

66-70

71-75

76-80

81-85

86-90

91-95

¢ 23 Forest

Enter Forest
Knowledge (nature) DC 12
Survival DC 12 | Lost, dazed
Fog
Knowledge (nature) DC 15
Survival DC 15 | Lost, dazed
Log over Deep Stream
Acrobatics DC 18 | 1d6 dmg
Swim DC 20 | Fatigued
Swampy Ground
Swim OR Strength DC 15
Survival DC 15 | Mindfire
Exposed Root System
Acrobatics DC 12 | 1d2 dmg
Reflex DC 15 | 1d4 dmg, prone
Tangled Branches
Knowledge (nature) DC 15
Survival DC 12 | Entangled
Foliage Blocking Path
Acrobatics DC 15 | 1d4 dmg
Survival DC 18 | 2d4 dmg
Foliage, Thick
Acrobatics DC 18 | 1d4 dmg
Survival DC 20 | 2d4 dmg
Foliage, Thorned
Acrobatics DC 18 | 1d6 dmg
Survival DC 20 | 2d4+2 dmg

Foliage, Thorned & Thick
Acrobatics DC 20 | 3d4 dmg
Survival DC 22 | 2d6+2

Animal Trail
Perception/Spot DC 15
Survival DC 15 | Dazed
Torrential Downpour

Survival 15 | 1 CON dmg temp
Reflex DC 20 | Stunned 2 rds
Wind Storm
Perception/Listen DC 15
Reflex DC 20 | 2d4 dmg, Prone
Lost on a Confusing Trail
Perception/Spot DC 18 | Dazed

Survival DC 20 | Dazed 2 rds
Forest Bandits

Stealth DC 15
Intimidate DC 15 | Combat

(retreat 1 s 1qace)
Wisp Po

Knowledge (nature) DC 20
Survival DC 18 | Distraction
Frost Crickets
Perception/Listen DC 18
Reflex DC 20 | 1d2 cold dmg
Canopy Collapse-Snow
Perception/Listen DC 18
Reflex DC 20 | 3d4 dmg subdual
Flash Flood
Swim DC 15 | 1d4 dmg subdual

Swim DC 20 | Washed Away
Encounter

Intimidate DC 20
Combat (retreat 1 space)

ase Encounters

Paralytic Fleas
Survival DC 15 | Fire needed

Steep Climb
Climb DC 15 | 1d4 dmg subdual
Fortitude DC 15 | Paralyzation Survival DC 20 | 1d4 dmg
Frost Mosquitos Crevasse
Survival DC 15 | Smoke needed| Acrobatics DC 20 | 1d6 dmg subdual
Fortitude DC 15 | 1d2 dmg Survival DC 20 | 2d6 dmg
Giant Spider Webs Poison Gas Nodule on Foliage
Strength DC 12 | Entangled Knowledge (nature) DC 20
Escape Artist DC 15 | Fatigued |Fortitude DC 20 | 4d4 dmg, sleep 1d4 mins
Loose Footing Bladebark Leaves
Acrobatics DC 15 1d6 (subdual) Reflex DC 20 | 2d4 dmg
Reflex DC 20 | Shaken (by fall) |Fortitude DC 20 | bark-petrification pg 109
Downed Tree Stationary Feyelk Herd
Acrobatics DC 15 | 1d3 dmg Stealth/Move Silently DC 35
Reflex DC 18 | 1d6 dmg, prone| Handle Animal DC 20 | Bull Rushed
Swamp Moving Feyelk Herd
Survival DC 15 | 1d6 dmg subdual Stealth/Move Silently DC 30
Swim DC 15 | 1 Con dmg (cold)| Handle Animal DC 25 | Bull Rushed
Slick Log over Stream Rock Slide
Acrobatics DC 17 1d4 dmg | Perception/Listen DC 20 | Deafened 2 mins| (1d2) Mandragora CR 4
Swim DC 18 | 1 Con dmg (cold),  Reflex DC 20 | 4d6 dmg subdual
Foliage, Thick Old Shoddy Rope Bridge
Acrobatics DC 20 | 1d6 dmg Acrobatics DC 20 | 2d4 dmg
Survival DC 20 | 2d4+2 dmg Reflex DC 20 | 2d6 dmg
Foliage, Thorned Foliage, Thorned
Acrobatics DC 20 | 2d4 dmg Acrobatics DC 22 | 2d4+2 dmg

(1d3) Dire Wolves CR 3

(1d2+1) Dire Wolves
CR3

(1d3) Fey Wolverines
CR3

(1d2) Calathgar CR 4
(1d2) Huldra CR 4

(1d2+1) Huldra CR 4

(1d2+1) Mandragora
CR4

(1d2) Winter Wolf CR

Survival DC 20 | 2d6 dmg  |Survival ]lDC 20 2d6+2ddm ntangled >
X . Foliage, Thorne &
Follage, Ehoryed Copind Acrobatics DC 25 | 4d4 dmg (1d2+1) Winter Wolf
Acrobatics DC 22 | 3d4+2 dmg ]
g Survival DC 25 | 3d6, Helpless 4 rds CR5
Survival DC 22 | 3d6 (held)
Route Through Thickets Hidden Trail Over Rocky Ground
Perception/Spot DC 18 Perception/Spot DC 20 (1d2) Forest Drake CR 4

Survival DC 18 | Dazed Survival DC 20 | Dazed 2 rds
Torrential Downpour Torrential Downpour

Survival DC 18 |2 CON dmg temp| Survival DC 25 | 3 CON dmg temp (12311 EorestDEEs

Reflex DC 22 | Staggered 6 rds Reflex DC 25 | Fatigued 10 rds 6
Wind Storm Wind Storm
Perception/Listen DC 18 Perception/Listen DC 20 (1d2)Werebear CR 4

Reflex DC 22 | 2d4+2 dmg, Prone Reflex DC 25 | 3d4 dmg, Prone, Shaken
Lost on a Confusing Trail Lost on a Confusing Trail
Perception/Spot DC 20 | Dazed| Perception/Spot DC 22 | Dazed 2 rds | (1d2+1) Werebear CR 4
Survival DC 22 | Dazed 2 rds Survival DC 25 | Dazed 3 rds

Forest Bandits Forest Bandits
Stealth DC 18 Stealth DC 20
Intimidate DC 18 | Combat | Intimidate DC 20 | Combat (retreat 1 (1d3+1) Wereboar CR 2
(retreat1s 1}.iace) space)
Wisp Po Wisp Pollen
Knowledge (nature) DC 22 Knowledge (nature) DC 25 (1d2+2) Wereboar CR 2

Survival DC 20 | Distraction
Laughing Squirrels

Survival DC 25 | Distraction
Parasitic Angel Moth
Handle Animal DC 20 Perception/Spot DC 22
Will DC 22 | Distraction  Survival DC 25 | 1d4 hp permanently lost
Canopy Collapse-Snow, Ice |Canopy Collapse-Snow, Ice, Branches
Perception/Listen DC 20 Perception /Listen DC 22
Reflex DC 22 | 4d4 dmg subdual|  Reflex DC 25 | 5d4 dmg subdual
Flash Flood Flash Flood

(1) Dire Bear CR 7

(1d2) Dire Bear CR 7

Swim DC 18 | 1d4+2 dmgsubdual ~ Swim DC 20 | 2d4 dmg subdual (1) Witchfire CR 9
Swim DC 22 | Washed Away Swim DC 25 | Washed Away (as Blown)
Encounter Encounter
Intimidate DC 22 Intimidate DC 25

Twisted Treant CR 9 _a\

Combat (retreat 1 space) Combat (retreat 1 space)
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[P W Short Folk are deciding how to extract maximum ransom for the il

7223 onctusion of Part Sour

BIf the PCs wish to track the horseman and Lumi
V), from their original location where the chase

4 started, or just want to search they must make
their way back to where it all began.

D) skill check

DC 19 Survival or DC 22 Perception/Spot/Knowledge (nature)
Success “Very few signs are visible, despite the clear snow along
the trail to the north east. In fact, you are certain there are no hoof
prints, yet this was the only other way out of the grove. Then,
suddenly; you see it! A scuff mark on the side of a birch tree, the
bark damaged. And then another sign, as a bush has had a patch of
snow disturbed from it. And finally there is a little horse hair, caught
on a thorny branch. You are on the right trail! But why no prints?”
Special If someone rolls at least 5 higher than the listed DC, they
have an insight that they may be following an invisible creature.
Two more Survival checks are required along the trail, but the
DC reduces by one each time due to familiarity of what you are
looking for. The other methods of following the trail remain at
the same level. Eventually the PCs will come to the following.
Survival DC 9 +1 per each hour after the first

Success: Even though the ground is muddy and messy from
snow now turned to rain, the PCs are able to make out a
mass of footprints. There are multiple sets of varying small
sizes, between five to seven, and they are perhaps childrens.
The tracks meander in all directions, quite chaotically.
There is also one set of human sized prints.

The small tracks lead into the forest, but disappear in the
root tangles and underbrush just a short way in. There is less
mud once you start to walk over the tree roots and through
the underbrush. After 20 feet along any trail of footprints,
following them in the gloom of the thick foliage requires a
DC 24 Survival check. The tracks are all generally difficult
to follow; and require a new check every 50 yards. Any failure
results in that particular trail being completely lost. The
human tracks, that appear and disappear in this location,
are not found again within this area or the wider forest.
GM note: Luckily for the Huntsman, once he mounts his horse
he becomes untraceable, thanks to the magical horseshoes.
Failure: The tracks are impossible to follow or discern what
size humanoid or how many could have caused them.

The Huntsman and Lumi rode to his chosen point, where he took
a lock of her hair and a small vial of blood for evidence. Close to
the heart of the Haunted Forest, even the Huntsman was nervous.
At this crucial point he and Lumi encountered the Seven Short Folk,
each one of them a spy, who appeared from all directions, recognised
Lumi as royalty and took her from the Huntsman. The Huntsman,
fearing for his life and believing the short folk to be “evil spirits of the
Haunted Forest,” fled the woods, having failed to kill Lumi as ordered by
the Attendant Queen. He now returns to the castle and tells the Attendant
Queen that Lumi is disposed of, giving her the vial of blood. Soon after
he leaves her, the Attendant Queen finds out this isn't the truth, by using
er magic mirror and a drop of that same blood. Meanwhile, the Seven

€reepy Crawlies

The PCs must return to Lord Valta and Prince
Ruhtin in order to explain what has transpired.

A. After hearing the news of Lumi’s capture by the mysterious
Huntsman, Prince Ruhtin turns his back to the PCs and walks off

in disgust, muttering:
‘\,
“Traps, bats, insurgents—what next?”

e
Prince Ruhtin spins round, and in a more animated tone states:
k.

19)
QI thought I knew you, could trust you and your reputation. |
But I am beginning to lose faith in you and your methods!”

If the PCs do nothing at this point, the prince stalks away, audibly
cursing their names However, if they return Lumi’s ring, he grudgingly
acknowledges their efforts and simply says:

£ )ﬁ
¥ Do what you know you should.”

" You saved Lumi before, so I am not yet entirely of the sané |
mind as the Prince, other than when he tells you to do as
you should. My daughter is the future here, loved by all. Her
death will reflect on you, and the entire town will remember
ou. Prove them wrong, and the Prince too.”
7))

C. Viscount Sihteeri remains behind when the other two have moved off,
telling the PCs that whilst he acknowledges there was almost certainly
no;thing more the PCs could do, doing nothing isn't an option.
%2 :‘27 (%f
{~Go back, right this wrong. Is it your doing? Perhaps not
directly, I cannot tell, but trust has been placed in you but
you have proved your worth only when the going has been
straightforward. At any sign of difficulty it seems you have
not repaid that trust, whether the Princes, Attendant Queen
Haijyins or Lord Valta’s, or most importantly, Lumis. I'm
| sure you will do the right thing”

g
D. The Attendant Queen Haijyin wishes to speak with the PCs further.
After hearing of the chase and description of the mysterious Huntsman
her eyes widen. She informs the group that just such a man lives a short
way off the town boundary, and that he often visits the castle to assist with
“pest control” within the castle proper. He was last in the castle two days
ago; the queen recalls him being enamored with Lumi, as she went to the
kitchens when he was there and he presented himself quite openly to her.
/ o0
[ jgf/ou say that you saw this Huntsman spirit Lumi away. The. v \
huntsman who often visited the castle apparently has a cabin
just outside the town. I want you to go and see if you can find
him. Arrest him and bring him to me. Take this badge. You
now have the full authority of His Majesty the King and my
position as Attendant Queen.”




— X ]
DC 20 Sense Motive check for each conversation:

A. Prince Ruhtin is now suspicious of the party

B. Lord Valta isn't sure, but he knows you dealt effectively
with the bats so is still has a little patience

C. Viscount Sihteeri is close to turning his back on you and
letting you drown, but feels you should have one more chance
D. Attendant Queen Haijyin is telling the truth and wants
to help you

Once all the conversations have been heard, they may want to
check by asking members of staff. The minimum time it takes to
gather the information from around the castle is 30 minutes, while
the maximum time is 90 minutes as it is a relatively small place. A
Diplomacy/Gather Information check can confirm the findings
from the Sense Motive checks, but the PCs need to be cautious when
doing this. A DC 25 result means they are able to establish the same
facts as listed above. If they get a result lower than this, they gather
the same information but have been careless. There is a chance they
arouse suspicion within the castle staff and someone reports back
to one of either Prince Ruhtin, Lord Valta, Viscount Sihteeri or
Attendant Queen Haijyin that their word has been doubted.

The chance that the relevant NPC finds out that the party is
trying to gather information about him or her is 100% minus
the PC’s Gather Information or Diplomacy check (whichever the
player chooses, but only one skill counts from each PC) minus the
length of time taken to collect the information. The base equation
for this becomes:

100 - skill check result - 30 (the minimum length of time
it takes)

For example, if the DC result is 15, the chance an NPC finds
out is 100-15-30, or 55%. For every minute longer the PC spends
gathering this information, the likelihood of word getting back
reduces by 1%, as the investigation is hidden within general
conversation and what seems like idle chit-chat. For example, if
the PC spends 90 minutes gathering the information, the chance of
word getting back becomes:

100 - the PC’s skill check result — 90

Now, for example, if the DC result is 5, the chance an NPC finds
out is 100-5-90, or just 5%. If word does get back, each of the four
NPCs will talk with the others at some point in the near future. This
will result in a -2 penalty to all checks for all PCs when interacting
with all four NPCs until something connected to Lumi is presented
to them by the party.

Huntsman’s cabin. The cabin itself is a simple,
one-story building with a steep roof and walls
made of timbers stained to help protect from the
cold. There are no windows. A rooster and several
hens cluck occasionally from a pen to the left of the front door.

Along the walkway from the path to the door there are two beds
of dark colored flowers of various types, now covered in snow but
with the odd bloom just showing through. A chimney is blackened
from soot, but isn’t currently smoking. Behind the cabin is a small
outbuilding that houses the Huntsman’s wagon.

 mmediate €vents Tnvolving
the Buntsman

The full details of the Huntsman aren’t given here as he is about
to be assassinated by Attendant Queen Haijyins summoned
centipedes. However, some check results have been given in order
to influence the result of the way the PCs approach the cabin and
the subsequent interaction. Of course, the PCs have been sent by
the Attendant Queen to bring the Huntsman back to the castle.
As they approach they spot him pulling his wagon from the small
outbuilding. He is just wearing his standard work clothes, rather
than any armor, and looks for all of Klavek as if he is a farm laborer.
How the PCs wish to approach the Huntsman is up to them.

A Stealthily

If the PCs use stealth, the Huntsman makes a DC 21 Perception/
Listen check followed by a DC 24 Perception/Spot check.

If the Huntsman fails to hear or see the PCs, he continues with
his task. They can approach the building and surprise him.

If he hears the party but doesn’t spot them, he reaches for his
battleaxe, which is resting on top of the cart, and backs towards the
out-building wall.

If he sees the party (with or without hearing them) he grabs his
battleaxe and calls out, “You, all of you, I see you there! Come out
and talk—what is there to fear?”

There is a single dirt path that leads to the _I




A pproaching the Cabin
, Stealthily or Responding
10 Being Seen

If the PCs approach him in the open and declare their mission,
he will heft up his battleaxe and prepare to fight to the death. He
knows the Attendant Queen and her ways; if he is captured she
will surely have him executed. At the same time, if he reveals his
part in the kidnapping of Lumi he will also be executed, albeit by a
different figure of authority.

At this point the huntsman just wants his freedom and was
preparing to undertake a journey away from here and head deep
into the wilderness, far from civilization. A DC 15 Perception/Spot
check or DC 13 Sense Motive check reveals an air of desperation in
his tone, while a separate DC 18 Perception/Spot check sees that his
horse has a few loaded saddlebags across its withers.

rresting the Buntsman

_ Whether the PCs decide to parlay with the
“" Huntsman, or whether they decide to charge in, they
find that just as they move to engage with him, he is
suddenly surrounded by 5 vicious albino centipedes. They seem
to appear from a large sack on the ground. The creatures could
not have fit inside without magic. There are no tracks in the snow
around the bag, making this a very strange occurrence indeed!
Regardless of which way the PCs handle this situation, the
Huntsman almost certainly dies and they will be left to deal with

the alblno centipedes.
,

i a flash, five immense centipedes appear out of nowhefeg;
placing themselves in a circle around the Huntsman,
preventing you from reaching him. Two turn and face towards
you, their pincers clicking viciously, whilst three attack the
Huntsman. He is surprised, as he was concentrating on you,
and it looks like the centipedes have hit home, and hard. The
two facing you move in menacingly, soon followed by the 3
%) that attacked the Huntsman.

ADC20 Perception/Spot check reveals that he has been caught
by surprise.

Cunning Centipedes: The three centipedes facing the
Huntsman all strike him on the surprise round, causing
damage and poisoning him. Two attack the party. On the
next round, the 3 attacking the Huntsman gain the initiative
and all hit him well enough to cause damage again, as well
as poisoning him once more. The Huntsman has lost 12
(6d3) Dexterity and 6d6-6 hp (27): he goes rigid and falls
to the ground, (His Dex is 14 and he has 27 hp when fully
healed). He dies the next round as his throat is ripped out
by the centipedes and he bleeds to death. The vermin then
all approach the party, bloodlust clearly visible to the PCs.

 § the busman Tt Survves 2

If the PCs manage to save the Huntsman, he claims he is
completely innocent and ignorant of the goings on. He
has been implicated due to the disguise of the kidnapper
earlier. A DC 20 Sense Motive check arouses suspicion. A DC 22
Perception/Spot check finds a bag that is the same type as the one
found in the crook of the tree. A DC 5 Perception/Search check
finds a lock of Lumi’s hair on the Huntsman. He claims to have
been away from home trading ingredients with alchemists and
healers he supplies. He came home to find a lock of hair attached to
his door, so he put it in his pocket to deal with later.

“hen the huntsman Dies

. Whatever happens, the Huntsman succumbs to

the centipedes’ poison as he has so much of it in
his system. If the PCs attempt to speak with dead, or similar magic
which might lend insight into the unfolding mystery, the spells fail.
The Huntsman is not interested in talking with them and his means
of death has sent his spirit swiftly into the afterlife. He cannot be
brought back from the dead. Lumi is also well out of range of spells
such as locate person or locate object. A DC 5 Search/Perception
check finds a lock of Lumi’s hair on the Huntsman’s body.

- ack at the Castle

. The party will be approached by Viscount
';- | Sihteeri, who says both the Prince and Attendant
&Y Queen are keen to know how they got on with

the Huntsman. When the PCs talk about the
centipedes, Sihteeri suggests they ask around the
castle to see if the Huntsman had dealt with them here.

The PCs will discover that the Huntsman had a close association
with the rare albino centipedes through some investigative
research. Each PC needs to gather useful information from 20
minutes of investigation. Anyone other than royalty questioned in
the castle will add a few minutes (Ms on the table below) to the
total, depending on the Diplomacy/Gather Information check. If
a person is questioned a second time by a PC, their help adds half
their minutes to the total as it is repetition. If they are quizzed a
third time, they subtract half their minutes from the total as their
information becomes confused.

Once each PC has gathered their information, they can piece
together the history of the Huntsman’s visits to the castle, where he
went, and what he did. He was hired on occasion to conduct pest
control, and was frequently seen heading toward the old catacombs,
an abandoned area beneath the castle. After their investigations,
the PCs are directed to a large stone door at the base of the castle.
This will allow them to attempt to deal with the puzzle and enter
the catacombs.

Engaging with the castle’s staff is useful in itself. Everyone is
aware of the PCs as a result of their actions to date, and are more
than happy to talk with them again—perhaps for too long and_g
in too much detail! If the PCs listen, they gain interesting tidbits

e




4, about professions, actions, and opinions. For every 5 minutes of
" information that is gathered from a worker-type, the PC gains a
bonus as follows:

Red workers give a +2 insight bonus to any one action
involving animals, including monstrous types

Blue workers give a +4 ability modifier to Charisma for any
one mostly-verbal action using that ability

Green workers give a +2 competence modifier to any one
Perception/Spot/Search/Listen check

Purple workers give a +2 morale modifier (due to enhanced
self-belief) to any one initiative roll

Orange workers give a +4 enhancement bonus to Wisdom
if applied to any one Profession check

blue workers give a +2 luck modifier to any one
Disable Device (locks)/Open Locks check

Dark red workers give a +2 competence modifier to any
one skill check using Intelligence, except Spellcraft

MS stands for “Minutes.”

Don't reveal this until the players decide who they will speak
to, and complete the task. Most PCs will need to speak with 5 or 6
members of staff to gather their information over the 20 minutes.
When the players ask who they can speak with, give them a list
of of staff and allow them to decide who is going to speak with
whom, then use the chart below to record the results, as well as any
bonuses gained. When everyone has done what they want to do,
reveal the bonuses to players as well as if they can progress.

T%M& 24: RGCOY‘dv Oj Wl’lO Has Been SPO’@(?‘YL Wl/th WhA‘}TL AS’W’% A}JOUJZ tl’lf} Huntsman

PC Name Worker1 | Worker 2 | Worker 3

Who

Time

Who

Time

Who

Time

Who

Time

Who

Time

Worker 4 | Worker5 | Worker 6 | Worker 7 Total




Job

Animal wrangler
Bird keeper
Bird scarer

Butler
Cleaner
Cook
Entertainer
Flag marshal
Fool

Footman

Guard leader

Herald

Housemaid

Kitchen staff
Laborer
Lady-in-waiting
Lamplighter
Messenger
Musician
Overseer
Porter
Rat catcher
Sage
Secretary

Stablehand

Steward

DC MS DC MS DC MS DC MS DC MS DC MS DC MS DC MS DC MS

10

10

15

10

10

10

10

10

10

10

10

10

15

10

12

15

15

4

Ground Floor

15

15

20

15

15

15

15

10

12

15

15

12

12

13

15

14

15

13

12

13

18

12

15

10

20

18

6

20

25

25

20

20

20

20

15

18

20

20

18

18

17

20

18

20

17

18

17

20

15

18

12

25

22

12

12

15

12

12

12

10

12

18

15

12

10

12

12

15

10

First Floor

20

18

18

18

15

15

22

20

15

15

18

15

18

13

25

23

22

23

20

18

27

25

18

20

22

18

20

15

15

20

20

15

15

12

25

20

12

15

12

Second Floor

20

25

25

20

20

18

28

25

18

18

15

30

30

30

25

25

23

30

30

22




he Castle Catacombs

The door that opens into the castle catacombs
has a strange symbol drawn upon it, comprising
chalk and charcoal and traces of dust (DC 8
Perception/Spot check), yet it stays in place no
matter what a PC does to it short of using a wish or miracle spell
to erase it. Even then it reappears at the start of the next hour. It is
a puzzle, and the short poem above it gives clues to its completion.
A stick of chalk, a charcoal straw, and a small bowl of dry soil sit
in a small alcove in the wall, next to the door (DC 13 Perception/
Search check).

The puzzle is magical (confirmed by a DC 17 Spellcraft check
using detect magic to reveal an aura of faint abjuration—arcane lock)
and was placed here by a previous royal wizard to keep folks from
getting under the castle. The door opens if the puzzle is solved using
the chalk, charcoal, and dust (any combination of these) although a
DC 40 Disable Device/Open Locks check forces it ajar for 2 rounds.
Few people know the solution; the Huntsman did as he worked here
occasionally. Other rare visitors have been seen entering the door,
but not always leaving. The poem reads as follows:

A S ~ A A
r‘j{\gj “A single path, one has to take, C%

Without a start, a cease, a break.
A single route from here to here,
The course of which begins unclear.

So draw your own conclusion, friend,

And walk the road that does not end.

For even when you think you'’re done,
You’re not, ‘less through each point you’ve run.”

T

With the softest “click,” the door opens, ajar barely an inch and
not properly clear of the wall. As the first person tries to move it
further, the sensation is more of literally passing through the stone

rather than swinging it open and going through a gap in the wall. _I 2

The puzzle seems determined to keep the secret of what lays beyond
hidden to the last. As the last PC steps through, the same click is
heard behind him, and signs of the entrance have disappeared.

¥, nside the Catacombs

The catacombs consist of four levels that sink deep below
) the castle, frequently going down to the water table and
=" even beyond in some places. The puzzle on the door is the
least of the magic that guards these chambers, and a constant tingle
can be felt in all the rooms even by mundane creatures. There are a
number of helpful and hindering effects in place on each level that
affect movement, spells, combat, and various other actions. These
effects are detailed at the start of each relevant section.

While there is a set path to follow to navigate the catacombs,
with the puzzle showing one way in and one way out of each area,
creatures connected to air, earth, fire, or water (via type, subtype,
sorcerer bloodline, or cleric domain) can move more freely in
certain rooms. Depending on the element that is dominant on a
level, element-focused beings are able to see other ways in and out
of a room as detailed in the description of that area. Each space has
a number of portals in the walls that can be seen and used only by
particular creatures, but not even spotted by the vast majority of
dungeon delvers. For example, in Area F1, anything linked to fire
can see and use portals to Areas F2, F3, F4, and F9, while those

-t
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B who aren’t can just see the way through to Area F2, and only then
)" if the door puzzle has been completed properly. The description
of each area lists where these portals go, and in some cases the
inhabitants of the area use them to escape the party. They are direct
horizontal paths, following north, south, east, and west in straight
lines only. These portals are visible in every area on every level if a
creature can travel on the Ethereal Plane or Astral Plane, but using
these methods to travel through a portal sends the PC back to the
Material Plane, dispelling the ethereal or astral state.

Level 4 is a safe house for a cell of the Grinning Ragamuffins.
One of the three that make up the group is a cleric of Tuulenvire,
a little-known demi-goddess of air with a complex and convoluted
background. The cleric discovered the direct link to the Plane of
Air after a vision and has exploited the level ever since.

@alacombs Lievel 1

This level consists of Areas F1, F2, F3, F4, F5, F6, F7,
F8, and F9. It has an association with fire. As a general rule, the
walls are made of red brick sealed with crimson mortar, and the
floors are either fired terracotta tiles about 6 inches square or red
sandstone blocks about 2 %-ft. square that have soot-colored veins.
Any variations to this standard form are described in the opening
paragraphs of each area. All of the rooms give off a sensation of
evocation magic, although this is to do with the links to the fire
domain rather than there being an evocation- powered spell to find
and disarm. The effects in place on this level are on following table:

Table 26. Eﬂccts inplace on Level 4 OJ( catacombs

Fire subtype creature, Water subtype creature,
creature under creature under the
the influence ofa  influence of spell with

bffcd art spell with the fire the water descriptor,
descriptor, cleric with  cleric with the water
the fire domain domain
Movement Ca.n.m.ove freely to any Fatigued and -5 ft. to
adjoining Level 1 room base speed
Spells +1 to caster level -1 to caster level
Attacks +1 luck bonus to attack -1 penalty to attack rolls
rolls
AC +1 luck bonus vs. any -1 penalty vs. any fire
water creature or effect creature or effect
+1 luck bonus vs. any -1 penalty vs. any fire
Saves
water creature or effect creature or effect
Skills +2 luck bonus toall -2 penalty to all skill
skill checks checks

Araa 1

The door from the castle leads into a 10-ft. square hallway.
The walls are plain brick and the floor is covered in fired
terracotta tiles. A DC 8 Survival check reveals that it is warmer
here than the area of castle the PCs have just left. This persists
in every area of this level.

The main space of the room is 15-ft. by 40-ft. and all the walls are
covered in horizontal clay tubes about 6 inches in diameter. There
are metal troughs underneath them that are full of ever-glowing
embers. These heat the air in the clay tubes which then rises into
the castle. Squares containing the tubes (adjacent to the walls) can
be walked through and actions can be completed in them, but they
count as difficult terrain. Fire creatures can move to Areas F2, F3,
F4, and F9 from here. The path indicated by the puzzle goes to
Area F2.

Two azers busily push heated coals around with their
warhammers. Occasionally they dip an index finger into them and
place it on their tongue, testing the quality of the heat. On seeing
the PCs, they attempt to usher the party back through the doorway.
If the PCs offer each azer an item connected to fire that is worth at
least 1,000 gp, the creatures let them go on peacefully; if the item is
worth 2,000 gp, the azers open the correct door for the party and
even warn them of the conflagrant coals in Area F3, offering four
small pots of embers to give as a gift.

CR 2 (XP 600)

LN Medium outsider (extraplanar, fire)

PF AC 18; hp 15 each (Pathfinder Roleplaying Game:

Bestiary 2)
3.5 AC 23; hp 11 each (Monster Manual)

TACTICS

During Combat When the adventurers insist on moving
into the room the azers use their Chipshot feat to flick red-
hot coals at them to drive them backwards.

Morale If the PCs attack, the azers fight defensively for 1
round, attack for 1 round, and then flee, one going into
Area F3, the other into Area F4, waiting until the party
has moved into Area F2 before returning. Unless a PC is
somehow connected to fire, the fleeing azers seem to simply
step through the troughs and pipes, and then the walls,
disappearing from sight.

Special Unlike standard azer, these creatures have the
Chipshot feat (see below) instead of Power Attack.
Development Standard creature except replace Power
Attack with Chipshot
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= N O
Sometimes wielding a hammer or mace isn’t enough to give
you the time you need when preparing to face a foe, and
a ranged weapon would provide the moment’s distraction
required. Some users of bludgeoning weapons are adept
at chipping pieces of stone or other solid debris from the
ground or walls around them and directing them as if they
are stones from a sling. Many a miner, gravedigger, and
gardener of exotic flora have been saved by the few seconds
of time gained by putting some undead or angry plant off
its stride then getting away as fast as possible!

Prerequisite: Proficiency with a melee weapon that deals
bludgeoning damage, base attack bonus +1, Str 13, Dex 13.
Benefit: You are able to use one of your melee weapons to
chip and sling bullet-sized pieces of hard material towards
an opponent as if they have been fired as a ranged attack.
The pieces of material act as if they are sling bullets, but
the damage die is reduced by one step (for a Medium-sized
creatures, 1d3). When you use a magical weapon that deals
energy damage, that energy damage is transferred to attacks
made with Chipshot.

Normal: A melee weapon is only used for melee attacks
Special: You can take Chipshot multiple times. Each time
you take the feat, it applies to a new type of bludgeoning
weapon. Point Blank Shot and other ranged combat feats
can be used with Chipshot. A fighter may select Chipshot
as one of his fighter bonus feats.

Arca§2

A small, 5-ft. square hallway links Areas F1 and F2. As the PCs
move from Area F1, they see a sooty red circle in the middle of the
floor with dirty boot prints in it—these are fresh if the azer escaped
this way—and an engraving in the door before them, The writing
glowing softly like thin lines of lava, growing brighter if someone
stands in the sooty circle. It reads as follows:

‘§’ Consider this when you start onwards: orf
What we normally wish, when snow softly engulfs
settlements everywhere, seems woefully wasteful; surely
snow shall eventually stop enveloping everything naturally,

when Northern nights eer ebb?
I hope you can follow what's been said? ’

This piece of nonsense information is the set of instructions to
cross Area F2. Any person not linked to fire needs to go in the
direction of the first letter of each word in the main message. Any
other path triggers the creatures and traps that are dotted about
the area. Fire creatures can move anywhere they wish in this room,
as well as to Areas F1 and F3 from here. The path indicated by the
main door puzzle goes to Area F3.

A creature stands on either side of both of the doors in this room,
with two more against the wall facing the doors (each marked by
a red “M”). They are small, humanoid beings, 4-ft. tall and heavily

magmin. They each radiate intense heat and are wreathed in auras &5

of searing flames, but do nothing more than turn their heads to
watch the PCs as they enter. This heat raises the temperature in the
room to 122°F (50°C).

CR 3 (XP 800)

CN Small outsider (elemental, extraplanar, fire)

PF AC 17; hp 30 each (Pathfinder Roleplaying Game:

Bestiary 2)
3.5 AC 17; hp 11 each (Monster Manual)

TACTICS

During Combat The magmin cannot move from the
squares they are standing on if there is any other living
creature in the room, and no other creature can enter their
square while they live, whatever its size (protecting them
from touch attacks).

Morale Although the magmin do not immediately engage
with the party, anyone who takes an incorrect step triggers
the creatures’ auras for 1 round. They do not attack anyone
first, but defend themselves if a fight takes place and then
stop fighting the moment an opponent does the same.

There are also 5 areas holding wall of fire traps. The trap produces
a ring with the heat radiating inwards that forms around the person
who sets it off. The magmin love these traps; when alone, 5 of them
endlessly and joyfully trigger the traps while the sixth watches for
intruders. Squares that are trapped have dotted red outlines.

Type magical; Perception/Search DC 29; Disable
Device DC 29
EFFECTS

Trigger proximity (alarm); Reset automatic reset
Effect spell effect (wall of fire, 2d4+5 fire damage, DC 16
Reflex save for half damage); single target within the ring created

If the azer from Area F1 managed to escape this way, it has
already moved on to Area F3, then Area F4, eventually doubling
back to Area F1 to continue its work.

Arca 33

The 5-ft square hallway between these two rooms sprays a cooling
gel over anyone coming from Area F2. This simple room is 15-ft. by
30-ft. and contains two piles of coal, each 15-ft. by 10-ft., one in the
northeastern corner, the other filling the south wall. Attempting to
move across the piles counts as difficult terrain, although due to the
nature of this level of the catacombs, fire-associated creatures can
move anywhere they wish in this room, as well as to Areas F1, F2,
F4, and F5 from here. The path indicated by the main door puzzle
goes to Area F4.

The path between the two heaps is full of sooty footprints, some
of which may be glowing if the azer from Area F1 escaped here. It
used its natural heat ability to warm some of both piles to keep the




4_conflagrant coal constructs within them happy. If the PCs deal with
the azers in Area F1 amicably and are given the pots of embers, they
can do the same. If not, they are faced by 4 belligerent constructs,
2 in each pile of coal.

As Raging Rubble**¢ but with the fire subtype (immunity
to fire and vulnerability to cold).

Raging rubble (4) CR 2 (XP 600)
N Small construct (swarm)

PF AC 16; hp 26 each (page 175)

3.5 (as above)

TACTICS

During Combat The conflagrant coals spit angrily at
anyone who doesn’t placate them with fire energy of some
sort, but calm down as soon as they are fed.

Morale Initially indifferent but hoping for a meal, they
become aggressive if it looks like they are going to go hungry
Development When fed, the conflagrant coals happily
warm any cold PCs or quickly dry any wet items.

The constructs are placated with one of the following methods: a
pot of embers each, if they are given 2 light or a single one-handed
flaming weapon(s) from the party, or if 4 spell levels worth of spells
with the fire descriptor are cast on each of them. A combination
of these tributes also works (see below). Otherwise they attack the
party and take any and all flaming material from it. The constructs
are frustrated at having to guard the piles of coal without being
allowed to consume the lot. The azers are very strict about this,
expecting the conflagrant coals to keep the piles from becoming
wet and unsuitable for use in Area F1.

. N O
1 one-handed flaming weapon = 2 light flaming weapons =

4 pots of embers = 16 levels of fire-descriptor spells.

16 units of fire energy placates the conflagrant coals. 1 one-

handed flaming weapon = 16 units, 1 light flaming weapon

= 8 units, 1 pot of embers = 4 units, 1 level of fire-descriptor

spells = 1 unit (Oth level = 0.5 units).

Arca 54

There is a narrow corridor between Area F3 and Area F4, 5 feet
wide and 15 feet long. The floor consists of 6-inch square tiles, 300
in total. Around the walls and hanging from the ceiling are 300
open hands. Almost all of them are wreathed in balls of flame as
bright as a torch.

A DC 16 Spellcraft check reveals that the corridor continually
pulses with faint evocation magic, while a DC 21 Spellcraft check

Jn_indicates the hand and flames are produce flame spells. A DC 26

fact, 300 traps.

Handy Corridor Activation Tiles: Although there are 300
activation tiles, they are linked together in groups of 25, each Ji#8
one 30 inches square; this means that there are only twelve 5-foot :
squares to deactivate. Not even that many need to be switched oft
for a Medium-sized creature to reach the other end of the corridor.
Each trap is fairly rudimentary and the flame from each hand only
does 2 hp damage. Finally, triggering a tile in one of the 25 tiles in
a section doesn’t mean all of the 25 hands in that area throw their
flames. If a tile is trodden on, roll a d12 to determine which area
the activated hand is in. Each 25-tile section activates 3 hands in
its own area and 2 hands in each of the other 30-inch square areas.

A DC 12 Climb check for each section of wall allows a PC to
use the hands to avoid the floor, although the hands aren’t always
passively cooperative. Each 5-ft section of wall requires 2 skill
checks and one roll on the Table 27: Climbing the Handy Corridor

Table 27. c]mbmg the Hamd11 corridor

%  Hand Reaction Effect
01-40 None Hand can be used to climb across the
wall
708 B Grpel e Next DC check is at +2.If 1mm.ed1ately
repeated, penalties are cumulative
Reflex DC 12 save to grip another
hand. If successful roll on this table
71-90  Drops the PC again. If unsuccessful, PC lands on the
floor and trap may be triggered
Reflex DC 12 for half damage.
HAm b Fortitude DC 12+damage or PC’s
91-99 PC hand sufficiently damaged so the PC
has a -2 circumstance penalty to all
actions using the hand
Reflex DC 18 save to grip another
00 Throws PC  hand. If successful roll on this table
downwards  again. If unsuccessful, PC lands on the

floor and trap may be triggered

a2\ - .t
“)) produce elame Tro

Type magical; Perception/Search DC 26; Disable Device DC 26
EFFECTS

Trigger touch; Reset automatic (10 minute delay)

Effect spell effect (produce flame, 2 fire damage x 25 along
corridor, 3 or 2 per corridor section, DC 12 Reflex save half
damage for each, DC 12 Reflex save for half damage; see
Handy Corridor Activation Tiles)

As PCs enter the area they find themselves on a jagged walkway 2
Y5 ft. wide around the perimeter. The rest of the floor has collapsed
40 feet into the center of the room, the tiles of the former floor a
chaotic heap. A DC 30 Perception/Spot check alerts the party to a




' from here The path indicated by the main door puzzle goes to Area F5.

This room is a dangerous place to be. Within the body is a tear
of burning flame. It was attracted to this level of the catacombs
because of its link to fire, but was a menace. Eventually it had to be
dealt with, and at no small expense a mage was hired to cast a symbol
of death with some specific triggering limitations, most notably
the triggerer being Chaotic Neutral and an ooze or containing an
ooze. There was some grand idea at the time of trying to reason
with the ooze and turn it into a guardian, but an initial attempt at
making contact with the creature wasn’t successful and hasn’t been
followed up to date.

A body of a suitable human was found, reanimated, and used
as bait for the ooze. The creature fell for the trick and the body
teleported onto the symbol. The floor was then collapsed, and
the entire set up—symbol, body, and ooze—covered up. The ooze
hasn't dared move since, as it is aware of the symbol via use of the
body’s eyes, and has been living off the body since it fell for the
ruse. It may not be the brightest spark, but it is cunning. The boot
twitching is all it has been able to do without triggering the magic.

The limited number of people who use the catacombs with any
regularity or frequency know not to go anywhere near the body,
and just make their way out of the room. Adventurers on the other
hand, may want to take a look.

Tear of Bwﬂm‘ng rlame CR 6 (XP 2,400)

CN Small ooze (fire)

PF AC 6; hp 62 (Pathfinder Campaign Setting: Lost Cities
of Golarion)

3.5 AC 6; hp 62 (page 193)

TACTICS

During Combat The tear of burning flame grapples the
nearest target and uses symbiosis, inhabiting its enemy
until the opponent dies or relinquishes control.

Morale The tear of burning flame has little to lose, but
doesn’t have a deathwish, and retreats when reduced to
5 hp or fewer.

ArcasS

Another small, 5-ft. square hallway links Areas F4 and F5. A DC
15 Knowledge (religion) check confirms that there are a series of
symbols and signs connected with funerals and burials over the
walls, while a DC 20 Knowledge (planes) check reveals that the
fetishes hanging from the ceiling are intended to speed easy passage
across the benign undead plane. If either of the above checks are
made, a DC 15 Knowledge (local) check reminds a PC that it is a
local eccumenical custom to bathe and coat the recently deceased
in ashes in order to keep them warm on their next journey.

The door is an intricate mechanism. A DC 20 Knowledge
(engineering) check allows a PC to understand that the design
virtually cuts out all air movement as it equalizes any and all flow
above an imperceptible exchange when the portal is opened. A result
of 25 or more on the skill check (or a DC 20 Bardic Knowledge
check) suggests that this room will be silent. Fire-associated creatures

)_£an move to Areas F3, F4, F6, and F7 from here. The path indicated

This room looks similar to Area F3, although instead of two (! .I

piles of coal there are two heaps of ash, each covering slightly more
than 10-ft. square but filling pits 20 feet deep, which isn’t obvious
at first. When the door opens, they glow slightly as the minimal air
exchange takes place. If anyone starts to move at more than 5 feet
per round, the inhabitants get very angry. Each 5-ft square of ash
contains a burning skeleton. 9 are standard creatures and the 10th
is clad in gold (the leader of the group). They rise up out of the ash
on discs that have permanent levitation cast on them, stepping off
of the discs and onto the pathway as soon as they can.

If someone enters the room and walks at 5 feet per round or less,
it is enough to convince the creatures that he is there for a funeral,
and the gold-clad skeleton presents a helmet full of hot ash as a
gift. If a PC identifies herself as the cleric of a deity of death, the
skeletons move and make a circle around the cleric, raise her up,
step back onto the levitating discs and sink below the ash, where
she is bathed as a corpse would be. This has the benefit of providing
a +2 enhancement bonus to AC as the ash feels like it is turning
into a sort of armor.

If anyone walks at a pace that is more than 5 feet per round, a
number of actions take place: first the gold-clad skeleton blocks
movement and attempts to slow down the PC. If this fails,
another skeleton pulls a lever that seals both doors shut, then
the entire group try to grapple the offending PC(s) and draw
him/them into the ash to “drown them. PCs that successfully
resist are engaged in a fight.

However, if the party walks around the room at 5 feet per
round or less, taking every care not to disturb the ash, the gold-
clad skeleton waits for them at the end of the path between the
piles. It bows before the PCs, then raises an ash-covered thumb
to each person’s forehead and smears a warm, dark line down it.
If a PC doesn’t want this to happen, all they have to do is touch
the skeleton’s hand before it touches their head. Those that do
accept the mark find that they have had death ward cast on them.
However, rather than last a period of time and defend the PC from
all relevant attacks, the magic stays in place until either the mark is
washed away or the PC suffers one relevant attack, which could be
days ahead, for example.

CR % (XP 200)

j sléwns, BUI i )

NE Medium undead

PE AC 16; hp 5 each (Pathfinder Roleplaying Game:

Bestiary 1)
3.5 AC: 15; hp 6 each (page 192)

TACTICS

During Combat The burning skeletons attempt to drown
their enemies in the ash pits.
Morale The burning skeletons fight until destroyed.

CR 4 (XP 400)

sk&]mm, Bumng, cold-clad

NE Medium undead

PF AC 16; hp 8 (Pathfinder Module: City of Golden Death)
3.5 AC 16; hp 9 (page 193)

TACTICS

During Combat & Morale As the burning skeletons.
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fact that their burning nature quickly eats up the oxygen in the
room. After 5 rounds of melee combat, the air is consumed
and the PCs begin to suffocate. Finally, if the adventurers step
onto the ash, it acts like quicksand and they sink into the pit,
effectively drowning. In either case, use the standard rules for
holding your breath when active.

Aras6

A 25-ft. long L-shaped corridor links Areas F5 and F6. While
the rest of this level of the catacombs have been brick and tile,
this passage is lined with cold iron. There is a secret door
at the end of the passage that requires a DC 22 Perception/
Search check to find.

The room beyond the secret door is 30-ft. by 35-ft.; the
floor, walls, and ceiling are the usual bricks and tiles. Any
investigation reveals that they are only 6 inches thick and
that the whole area is sheathed in cold iron. There are two
cells in the room, one in the northeast corner, the other in the
southwest. The bars of both of these are also cold iron. It is
exceptionally warm in here, and the two people present seem
to have opposite views on this.

Fire-associated creatures can move to Areas F5 and F7 from here
if they can get through the cold iron. The path indicated by the
main door puzzle goes down a flight of stairs and on to Area E1.

In the northeast corner there is a guard, a juvenile brass
dragon named Vartiomies. In humanoid form thanks to a
ring of alter self, she has auburn hair and yellow-brass colored
irises. She is nervous and excited at the same time: she has
only recently come-of-age as a juvenile and started her job
when she discovered that shatter was one of the spells she
knew deep inside her. She keeps her true identity a secret,
relying on appearing to be a successful sorcerer to explain her
abilities and skills.

The southwest corner holds Vartiomies’ charge: a cold
rider. Taken from the Haunted Forest and kept here while the
resident fey attempt to work out how it manages to keep that
area in a permanently near-frozen state, its name is Jaa-Isanta
and it is charged by the powers of cold to plunge the Haunted
Forest into perpetual winter, making it suitable for undead. It
hasn’t been “disposed of” because the residents of the area—
Morsainian and fey—want to know more about it and its plans,
hence its imprisonment here.

As they are similar in strength and ability, Vartiomies
watches the cold rider most of the time, just occasionally
spending short periods in her lair on Level 2. The cold rider
has attempted to escape on a number of occasions, using its
mighty powers to warp the bars of its cell and attempt to
take its jailer hostage. It obviously hasn't fully succeeded,
but has caught a few people by surprise in the past. However,
Vartiomies is different, and Jaa-Isanta hasn’t worked out the
seemingly-delicate woman yet; its new jailer is a real puzzle. It
is aware of her ability to cast the one spell that can penetrate
his defenses and is cautiously considering its possibilities.

When the party enters the area, Jaa-Isanta waits just 2 rounds
before it attacks, a spectacular effort allowing it to break free

While 10 skeletons are an annoyance, a greater danger is the

CG Medium dragon (fire)

PF AC 24; hp 105 (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 22; hp 110 (page 194)

TACTICS

During Combat Vartiomies uses her spells and magic
first, concealing her true nature until her breath
weapon is necessary.

Morale Varitomies retreats so that she might live to
retaliate, doing so when reduced to 25 hp or fewer.
Treasure +1 amulet of natural armor, +1 ring of protection,
wand of burning hands (CL 3rd, 40 charges), jeweled
electrum ring with red bloodstones (5,000 gp), ceremonial
electrum dagger with red star ruby (1,000 gp), gold comb
with red garnets (1,200 gp), jeweled anklet (2,000 gp)

Jaa-1santa, cold rider

CR 6 (XP 4,800)

CE Medium fey (cold)

PF AC 22; hp 97 (Pathfinder Roleplaying Game: Bestiary 3)
3.5 AC 22; hp 97 (page 190)

TACTICS

During Combat.Jaa-Isanta attacks anyone and tries to
get them to open the way out for it. If it gets the chance, it
slaughters the party and dines on the remains.

Morale Jaa-Isanta fights to the death.

The door in the southeast corner leads down to Area E1, the first
room of Level 2.

Ara sy

The stairway between rooms E10 and F7 (from Level 2 to Level
1) gets warmer with every step, until it is clearly uncomfortable
through any footwear that isn’t heat resistant. A creature associated
with fire finds the sensation a comforting one. At the top of the
stairs is an archway with a thick curtain across it. This acts as a
greater ring of energy resistance (fire), in that it stops too much
heat flowing from Area F7 into Area E10. It is hot to the touch.
However, if anyone moves the curtain to one side, they are hit by a
wall of heat and take 20 hp of damage (DC 10 Reflex save for half).
This room beyond the curtain is very roughly 35-ft. by 30-ft. and
contains three glowing pits of lava, each 20-ft. by 10-ft.; one is in the
northeast corner, one on the south wall, and one on the west wall.

It is extremely hot in this chamber (air temperature over 140°
F/60°C), which deals lethal fire damage. Breathing air in these
temperatures deals 1d6 points of damage per minute (no save).
In addition, a PC must make a Fortitude save every 5 minutes
(DC 15, +1 per previous check) or take 1d4 points of nonlethal
damage. Those wearing heavy clothing or any sort of armor take a
-4 penalty on their saves. In addition, those wearing metal armor
or coming into contact with very hot metal are affected as if by a
heat metal spell.

The lava pits are also very dangerous. Lava or magma deals 2d6
points of damage per round of exposure, except in the case of g
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" Damage from lava continues for 1d3 rounds after exposure
ceases, but this additional damage is only half of that dealt
during actual contact (that is, 1d6 or 10d6 points per round). An
immunity or resistance to fire serves as an immunity to lava or
magma. However, a creature immune to fire might still drown if
completely immersed in lava.

Fire-associated creatures can move anywhere they wish in this
room, as well as to Areas F5, F6, F8, and F9 from here. The path
indicated by the main door puzzle goes to Area F8 via a trap door
near the middle of the room.

In each of the three pits there is a thoqqua. They also have
the ability to use a limited form of dimension door between pits,
allowing all three to attack from one pit if they desire. If any of
them chooses to use its Spring Attack from a pit, it always does
so in the direction of another pit, so that if it misses its target, it
immediately lands back in some lava. The creatures are relatively
young and inexperienced. They provide the azers in Area F1 with a

Il way to super-heat the coals used to provide warmth for the castle.

It is fairly straightforward to “bribe” them by casting a fire spell at

them and then making a DC 15 Diplomacy check with each spell

level giving a +2 bonus to the roll, or casting a cold spell at them
and then making a DC 15 Intimidate check, with each spell level
giving a +1 bonus to the roll. Otherwise they challenge the party,
fighting for 4 rounds or until they are at 1/4th hp or less, at which
point they all retreat to the bottom of their individual lava tanks.

On the east wall next to the stairs are three azer-shaped harnesses,
one for each thoqqua.

CR 2 (XP 600)

N Medium outsider (earth, elemental, extraplanar, fire)

PF AC 15; hp 22 (Pathfinder Roleplaying Game: Bestiary 2)
3.5 AC 18; hp 16 (Monster Manual)

TACTICS

During Combat The thoqqua use their lava pits, making
attacks mid-jump in between them.

Morale The thoqqua stop fighting after 4 rounds or after
being reduced to % of their hp or less.

Special: These thoqqua receive Spring Attack as a bonus feat.

The trapdoor out of the area is concealed and a DC 12
Perception/Search check is required to find it. It drops 15-ft. into a
corridor 5-ft. wide and about 4-ft. high, tall enough for the azers to
stand upright but making most Medium-sized humanoids stoop.
Along the length of the ceiling are a number of lava stalactites that
form when the contents of one tank or another manages to find a
way to seep through the floor. It doesn’t happen often, and the sight
is unnerving. However, nothing happens to the PCs as they cover
the 15-ft. of corridor.

Arca 58

The 15-ft. long lava tunnel linking Areas F7 and F8 suddenly
ends in a stone door. A DC 10 Perception/Spot check makes it
clear that the way through it is potentially dangerous, while a DC
W 20 Perception/Spot check discovers a second door above the first

7Y that drops when the first door is opened, splitting the party.

{

The room beyond the stone door is 20-ft. by 25-ft. and its floor, &
walls and ceiling are back to the usual bricks and tiles. There are two 1
secret doors in the room, one in the northwest corner (a DC 32
Perception/Search check to find) and the other in the top half of
the east wall (found with a DC 20 Perception/Search check). Both
of these are a combination of lead and cold iron. It is exceptionally
warm in here, above 90°F (32°C), and PCs must make a Fortitude
save each hour (DC 15, +1 for each previous check) or take 1d4
points of nonlethal damage. Characters wearing heavy clothing
or armor of any sort take a —4 penalty on their saves. A character
with the Survival skill may receive a bonus on this saving throw
and may be able to apply this bonus to other characters as well.
Characters reduced to unconsciousness begin taking lethal damage
(1d4 points per hour).

Fire-associated creatures can move to Areas F4, F7, and F9 from
here. The path indicated by the main door puzzle goes on to Area F9.

The room has a single phantasmal killer trap in it that has three
trigger points. If any trigger is trodden on, it activates the trap and
usually produces something fiery and overwhelming, although it can
draw on an individual mind as per the usual spell if the GM prefers.
Disabling one trigger point disrupts the others for 1d3+1 rounds.

) phantasmal iller Tray

Type magical; Perception/Search DC 29; Disable Device DC 29
EFFECTS

Trigger touch (any one of three 5-ft. squares); Reset
automatic reset (after 10 minutes)

Effect spell effect (phantasmal killer, 7th-level wizard, DC 16
Will save for disbelief and DC 16 Fort save for partial effect)

Arca 59

The secret doors linking Areas F8 and F9 are very different ways
out of the former area. A DC 10 Perception/Spot check reveals
that both are made entirely of lead on this side of the wall and fit
tightly into their frames. Fire-associated creatures can move to
Areas F4, F7, and F9 from here. The path indicated by the main
door puzzle goes back to Area F1.

If a PC enters through the northwest door from Area 36 (secret
door A), she finds herself in a 15-ft. long, 10-ft. wide corridor, with
a wall to the right of it and iron bars to the left and end of it. The
secret door in the northwest corner (secret door C) is the way out,
found with a DC 20 Perception/Search check. It is also made of
lead like the doors into the room but has no cold iron bars. A DC
10 Perception/Spot check reveals this.

If a PC enters through the east door from Area F8 he finds
himself with iron bars ahead and to the left, allowing him to either
turn to the right or go forward. Both routes then meander through
a maze of iron poles, twisting back and forth along paths only
two-and-a-half feet wide. One route reaches a dead end, while the
other stops at another way out (secret door D, found with a DC
15 Perception/Search check). The room itself is roughly 20-ft. by
35-ft., with an extra section in the southeast corner that contains
secret door B. The floor, walls, and ceiling are thin lead sheets, with
no discernable join between any two surfaces. In comparison with,_
the previous areas, it is noticeably cold in here.




There is a shadow in this room, trapped here by a geas that
requires it to kill 101 living creatures that can speak Common and
aren’t Grinning Ragamulffins. It is a Jealous, Distorted Hidden One
named Aave Haamu. Once a member of the chaotic band, he was
caught trying to steal valuables from his three contacts, who issued
summary justice the moment they found out. In despair, Haamu
willed his essence into undeath. He was blessed by his deific
mistress, and granted additional abilities and powers. But there
was a price for his “forgiveness,” and until he fulfills the geas he is
confined to this space, guarding it against unwelcome visitors. He
has 37 Kkills so far.

Haamu was never an attractive man, either physically or
personality-wise. As such he was riddled with jealousy about his
colleagues’ ability to flow effortlessly around social circles and
events, hence deciding to rob them of something tangible. The result
of this overwhelming sense of longing to be “better” as a person,
coupled with the jealousy, is that Haamu now drains Charisma
instead of Strength. When a person reaches 0 Charisma, they are
not able to exert themselves in any way and go unconscious, dying
after 2d4 rounds.

When secret door A is opened, Haamu is compelled to retreat
into the southeast corner of the area. As soon as this door shuts, he
can roam anywhere he chooses—which is usually straight towards
whoever has entered the room. Those that know about secret door
C can rush towards it to get through the room before Haamu can
reach them. When secret door B is used, the compulsion pushes
him into the northwest corner, the ability to move freely about the
space returning when it closes. Then he begins to stalk anything in
the twisted pathway.

aave Haamy, jealous, pistorted widden one
(pistorted shadow™™)

CE Medium undead (incorporeal)

PF AC 15; hp 19 (page 174)

3.5 AC 13; hp 19 (page 190)

TACTICS

During Combat Aave Haamu’s reach ability allows him
to attack through the iron bars that make up the maze-
like path, and he uses them with great cunning and guile
(gaining a +3 AC bonus from cover).

Morale Aave Haamu fights to the death.

@aiacombs Lievel 2

This level consists of Areas E1, E2, E3, E4, E5, E6, E7, ES,

E9, and E10. It has an association with earth. As a general
rule, the walls are made of limestone and the floors are densely
packed dirt that is as hard as stone. All of the rooms give off a
sensation of transmutation magic, although this is to do with the
links to the earth domain rather than there being a transmutation-
powered spell to find and disarm. The effects in place on this level
are detailed on Table 28.

CR 5 (XP 4,600)

=
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TCLMC 28: E_ﬁ@(}ts m P]ﬂ(lé on Lﬁ\)fi 2 Oj oatacomb Y
Earth subtype creature,  Air subtype creature,
creature under the creature under the
Effect on... influence of a spell with influence of spell with
the earth descriptor, cleric the air descriptor, cleric
with the earth domain ~ with the air domain
Movement Ca.n.fr.eely move to any Fatigued and -5 ft.
adjoining Level 2 room penalty to speed
Spells +1 to caster level -1 to caster level
Attacks  +1luck bonus to attack rolls —1 penalty to attack rolls
AC +1 luck bonus vs. any air -1 penalty vs. any earth
creature or effect creature or effect
+1 luck bonus vs. any air -1 penalty vs. any earth
Saves
creature or effect creature or effect
. +2 luck bonus to all skill -2 penalty to all skill
Skills
checks checks
There are no similar effects on fire- or water-related

creatures on this level.

Ara €l

The stairway down from Area 6 starts off as tiled brick
but after just three steps becomes natural rock. A PC feels
a drop in temperature as she crosses from one to the other,
the effect of moving from an area influenced by fire to one
where earth is the predominant element. The door at the
bottom of the stairs is a single sheet of blank slate. It takes
a DC 15 Perception/Search check to find the opening
mechanism that pushes the door into the room. Once in
this room, earth-associated creatures can freely move to
Areas E2, E3, E4, and E9 from here. The path indicated by
the main door puzzle goes through a door in the south wall
to Area E2. The hinges of this door are on the inside of the
door frame.

While this level is aligned to the domain of earth,
Vartiomies (Area F6) has influenced the content of this
room as part of her arrangement to guard Jaa-Isanta—it
is filled with sand in order to make it feel more like her
distant home. There is a 2-ft. wide, flattened path along the
west and south walls that leads to the exit in the south wall,
with the rest of the 20-ft. high room piled with sand, as
deep as 15-ft. in places. If anyone moves at more than 10-ft.
per round in this area, the sand collapses like an avalanche
and buries the entire party in 4 rounds, blocking both ways
out. The Disable Device check tells a PC what to do to
avoid setting the trap off (starting the sandslide) and the
precautions that provide protection from its effect, rather
than how to actually disable it.




Type mechanical; Perception/Search DC 20; Disable
Device DC 25
EFFECTS

Trigger touch; Reset manual

Effect rushing sand (targets directly in areas of rushing
sand are knocked prone and take 2d6 bludgeoning per
round; DC 20 Reflex avoids); floor fills completely with
sand to a depth of 8 feet after 4 rounds (sand increases in
depth by 2 feet every round; the room is completely filled in
4 rounds, at which point the sand stops moving)

Some of Vartiomies treasure is buried in this room. If any of it is
taken, she resigns her position and hunts the thieves down, exacting
legal revenge on every member of the party. There are 15,000 sp and
1,500 gp buried under the tons of sand (she wears the rest of her hoard).

Arca €2

The short hallway between Areas E1 and E2 has a dusting of

sand in its northern half and evidence of calcium deposits in the
southern section. The way in is blocked by a huge stalactite that
fills the entrance for three quarters of its height, leaving a crawl
space at the bottom of it that is barely big enough for a Small-sized
creature to pass through and is a tight squeeze for Medium-sized
creatures (DC 20 Escape Artist check). Large-sized creatures get
stuck without some kind of ability, item, or magic to help them
avoid doing so. Once in this room, earth-associated creatures can
move to Areas E1, E3, and E5 from here. The path indicated by the
main door puzzle goes through a door in the north wall to Area E3.

A DC 22 Perception/Spot check finds some material attached to a
rough point of this formation. A DC 12 Knowledge (geography or local)
checkreveals it is from traditional huntsman's clothing worn in this region.

There is a narrow twisting path through this dry area (2 %-ft. wide),
filled with more stalactites and stalagmites. All of these are semi-
sentient, moving slowly about the space to create new and distinct
patterns every month, as well as different routes through the cavern.
The current path is shown on the map. There are also examples of the
perilous “living stalactites” in this cavern; 20 piercers™¢ of various
sizes are dotted about the place. Recognizing the hazard requires a
DC 20 Perception check, and damage can be avoided with a DC 15
Reflex save. Any creature that attacks a piercer unarmed or with a
natural weapon takes 1d4 points of acid damage.

Table 29: piercers in area £2

Piercing Acid Number %

i XP

Size CR Damage damage inarea chance

1-to-2 1/4 100 1d6 1d4 10 01-50
feet

2-to-4 400 2d6 1d6 7 51-85
feet

5-t0-6

feet LES

3d6 86-00

In addition to the the adult piercers there are also some of their &5
offspring, living stalagmites called “springers” or “shooters” They
exist on the ground and fire upwards when prey stands over them.
They eventually mature into piercers, and are measured in inches
rather than feet at this stage of their lives. A creature can make a
DC 8 Reflex save to avoid a springer’s attack.

If the PCs find a way to check deep along the south wall, a DC
28 Perception/Search check finds a calcified air mephit carrying
a scroll tube. Within this is a scroll of control winds (CL 9th), a
scroll of control weather (CL 13th), and a “thank you” note from a
Ry6ppy to one Tuulah-Dus. The 3 limeys in Area E6 let someone
pass without incident if an adult piercer or 3 springers are left for
them to feed on.

Arca €3

The link between Areas E2 and E3 is about 10-ft. wide and 5-ft.
deep. It ends in a counterweighted slab that is 5-ft. wide and slides
to the east. Two rounds after the slab is touched, the compacting
entranceway trap activates.

:" compactify Entrancewas Trap
Type mechanical; Perception/Search DC 20; Disable
Device DC 22

EFFECTS

Trigger timed (2 round delay); Reset automatic

Effect walls of hallway move together (6d6, crush); multiple
targets (all targets in a 10-ft. by 5-ft. hallway); never miss;
hidden switch bypass (DC 20 Perception/Search check)

The room is one large space split into two areas. Area 9 is roughly
30-ft. above Area E4, with no obvious way down between the two
other than climbing or flying. Earth-associated creatures in Area 9
can move back to Areas E1 and E2 from here. The path indicated by
the main door puzzle goes down the drop to Area E4.

The floor space here is 15-ft. by 25-ft. and the safe way through
the room is highlighted in green. The red squares are traps; every
5-foot square is hinged at its northern point. Standing on them
drops the PC into a 30-ft. deep pit and the floor springs back up
to act as a lid. The lids fit almost perfectly with the floor and are
difficult to hold in place and or open (DC 22 Strength check).
Each trap drops a creature into its own pit, separated from any
others around it by a 2 feet thick wall of stone.

)

/\’ well made pit focp

Type mechanical; Perception/Search DC 20; Disable
Device DC 22

EFFECTS

Trigger location; Reset automatic

Effect 30-ft. deep pit (3d6 falling damage); DC 20 Reflex
avoids; single targets (target in a 5-ft.-square area)

The floor square in the northwest corner is safe and is the way
down to Area E4. A DC 18 Perception/Search check reveals an_a{8

indentation in the north wall. If a hand is placed in this and the W&




phrase “Down please” spoken in Common or Terran, the floor
area becomes a spiral staircase around a pillar. It descends 30 feet
to a narrow walkway along the north wall. At the end of this is a
trapped secret door (a DC 12 Perception/Search check reveals it).
The ease of this may lull adventurers into a false sense of security,
and they may then miss the trap.

Type mechanical; Perception/Search DC 20; Disable
Device DC 16

EFFECTS

Trigger touch; Reset repair

Effect poison gas (Gorgon Breath Vapor: inhaled; save Fort
DC 19; frequency 1 round; initial effect permanently turned
to stone; secondary effect none; cure none); never miss;
multiple targets (all targets in a 15-ft.-by-2 1/2-ft. corridor)

The door opens into Area E4.

Arca €4

This space appears to be a 25-ft. by 20-ft. rectangle. Hidden
behind a wall of stone to the north is a black pudding. If the wall
is breached even in a small way, the pudding brings the rest of it
down and flows outwards to its greatest extent (granting it a +4
circumstance bonus to initiative).

CR 7 (XP 3,200)

N Huge ooze

PF AC 3; hp 105 (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 3; hp 115 (Monster Manual)

TACTICS

During Combat The black pudding slams enemies
into submission.

Morale The black pudding mindlessly fights to the death.

If the pudding kills its prey, it moves back to the space it was
occupying to digest its meal. After an hour, the wall of stone
magically rebuilds, holding the creature back in place in order to
catch the next unwary interloper.

Earth-associated creatures can move to Areas El, E3, E7, and
E9 from here. The path indicated by the main door puzzle goes
through a door in the south wall to Area E5.

The floor of this area consists of hard packed earth that has W

been swept clean and is virtually flat. In the southeastern corner
a DC 25 Perception/Search or Spot check notes that the earth
is less smooth than the rest of the area. A small onyx box is
buried about 3 feet down beneath the floor. Within the box is an
amber wand of major image (CL 7th, 17 charges). On the lid is an
engraving that reads, “When you're finished with my contents,
make use of my twin.”

Arca €5

The 5-foot square between Areas E4 and E5 is wet clay. While it _. X

is strong enough to support almost 500 Ibs., a creature weighing
more than 75 Ibs. that stands in place for two rounds or more finds
themselves sinking into the clay at a rate of 1 foot per two rounds. Even
standing still on it for 1 round requires a DC 18 Reflex save to stop a
layer of clay coating an adventurer’s boots, which reduces speed by -5
ft. for 1d6 rounds and lowers Dexterity by 2 points for 1d3+1 rounds.

If a PC studies the clay, a DC 30 Perception/Spot check suggests
that something disappeared into it at an earlier stage. Anyone
standing still on it begins sinking (see above) and eventually find that
itis 15 feet deep with a partially decomposed form at the bottom (the
corpse of a cleric of an ancient air domain). If the body is brought
to the surface, it still has some useable equipment on it: a suit of +1
splint mail, a ring of spell storing (minor) with obscuring mist (CL 1st)
and wind wall (CL 3rd) in it, and a +1 defending light mace.

The space beyond is is 25-ft. by 45-ft., the largest chamber yet. Earth-
associated creatures can move to Areas E2, E4, and E10 from here. The
path indicated by the main door puzzle goes to the east into Area E6.

The first 5-ft. strip inside the door is more clay. Although creatures
can't sink into this area to the depth of the hallway, a DC 18 Reflex
save is required each round or they incur the same movement and
Dexterity penalties described above. Additionally, each round the save
is failed the penalties are cumulative; e.g., after 3 failed checks a PC’s
speed is reduced by 15 feet per round and Dexterity reduced by 6 points
for the relevant time. The rest of the area consists of 40 limestone tiles
inlaid with sandstone letters from the Common alphabet.

At the far end of the room on a low platform are three statues. A
DC 20 Knowledge (local, religion or, planes) check reveals they are
ancient regional earth demi-deities, while results of 25 or more identify
them to be Maankamara (good), Skitt (bad), and Jord (neutral).

On the north wall to the left of the door, the following phrase is
written in dozens of languages:

,»»{é} “What is the best way to travel through life?”

“Earthglide” is the answer. Anything earth-associated knows this.
A DC 10 Knowledge (arcana, religion, or planes) check gives four
possible answers: earthglide (a link to earth), combustion (a link to
fire), waterspouts (a link to water) and whirlwinds (a link to air). The
letters on the floor can trace each of these by stepping from one to
another. If a PC follows “combustion,” “waterspouts,” or “whirlwinds”
she ends up by one of the statues. They are animated objects that attack
for one round. The PC is then teleported back to the entrance strip.

B
' animated object, medium

N Medium construct

PF AC 14; hp 36 (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 14; hp 31 (Monster Manual)

TACTICS

During Combat The statue attacks for just one round as
punishment for following the incorrect path

Morale The statue is mindlessly aggressive towards anyone
who doesn’t know the correct path to follow.

CR 3 (XP 800)
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A When the “earthglide” path is followed, it leads towards the

statues at first, then doubles back towards the exit in the east
wall. A DC 35 Perception/Spot check allows a PC to see that the
squares that make up the correct route are worn away a little more
than any of the others. The check has to be made for each letter,
but is reduced by 2 if a previous letter is found. This reduction is
cumulative for consecutive successful checks.

S STATUE STATUE STATUE D
T 18] N N S
P 0 L G I
S I / I w \ H
D / R S T L
E T 18] I R
A 0 B A H
w C M w\ E

Arca €6

The 5-foot square between Areas E5 and E6 is dry limestone with
few features. The space beyond is 30-ft. by 45-ft., even bigger than
the one the PCs have just left. Earth-associated creatures can move
to Areas E5 and E9 from here. The path indicated by the main door
puzzle goes to the east into Area E7.

The whole room is a dry limestone cavern, the floor, walls
and ceiling smooth and gently undulating. The way out is in the
east wall, a little over 30-ft. away. There is a fine coating of lime
powder covering much of the floor, with a noticeable pile (DC 20
Perception/Spot check) in the middle of the north, east, and south
walls, each of which is a limey. They are very much like guard dogs,
but will let creatures safely pass if given a “treat”

LIMEY (3) CR 3 (XP 600)
NE Medium outsider (earth, elemental, extraplanar)

PF AC 15; hp 30 each (page 174)

3.5 AC 15; hp 30 each (page 191)

TACTICS \

During Combat These limeys rise to calcify any intruder
unless they are presented with the remains of either an adult
piercer or 3 springers (or are each given a magic stone).
Morale The limeys fight to the death.

The creatures know that anyone who isn’t aware that they need
either an offering from Area E2 or are each given a magic stone
almost certainly shouldn’t be this far in the catacombs.

Araa €7

The 10-ft. square space between Areas E6 and E7 is smooth
granite jet black in color except for the door slab, which has an
engraving on it. This can clearly be felt (DC 8 Perception/Search
check) by anyone touching the door, but seeing it is difficult as the
/n_hallway seems to absorb any light brought into the space thanks to
» a permanent deeper darkness spell. The area beyond is ‘I-shaped,
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but this isn’t immediately obvious as it is as dark as the entrance &5

hall due to a pillar in the northeast corner of the room also having
a permanent deeper darkness spell cast on it. Earth-associated
creatures can move to Area E4 from here. The path indicated by
the main door puzzle goes east down a winding flight of stairs to
Area W1 on Level 3 of the catacombs.

This space is full of traps, each of which is individually low level
but made more difficult to find thanks to the darkness. However,
the carving on the door reveals the path if anyone can work out
what the gibberish-seeming message means. It reads as follows:

A

®) Oy

T3 The greatest rocks rise and fall, their way through life (%’
completed thanks to small steps.

Be wise; follow this path always, for rushing leads to

destruction. Let me tell you how.

Sofi or Sote, Eate, Note,
Note, Nofi, Wete.
Note, Note, Eafi, Eate,
Sote, Eafi, Sofi.
Eate, Eafi, Nofi, Wefi
Note, Eafi, Sofi!

The words are abbreviations of the direction - NOrth, EAst, SOuth,
WEst—and the distance to go in feet—FIve, TEn. For example, “Sofi”
is “south, five feet’, while “Eate” is “east ten feet”. Following the path
as indicated means the PCs avoid the traps listed below.

) meld into stone Trap

Type magical; Perception/Search DC 28; Disable Device DC 28
EFFECTS

Trigger touch; Reset automatic reset

Effect spell effect (meld into stone, CL 5th, DC 14 Reflex
save negates); multiple targets (all targets in each of two
adjacent 5-foot squares). Whoever sets this off sinks into
the granite as if it was treacle until 100 Ibs. of non-living
material has been absorbed, at which point the stone re-
hardens and holds the person in place.

cR 3 (Red)

Type mechanical; Perception/Search DC 25; Disable
Device DC 20

EFFECTS

Trigger touch; Reset manual

Effect Atk +10 melee (falling stone blocks; 4d6 damage);
multiple targets (all in a 10-ft.-square area)

stone Blocks Jrrom the ccl]mg

(chute)

Type mechanical; Perception/Search DC 25; Disable
Device DC 20
EFFECTS

cr 4 (first two green squares)

Trigger location; Reset automatic reset
Effect chute (20 ft.) that drops victims into a deeper pit
trap; DC 20 Reflex avoids.




-d, green square ln‘ the exit)

Deeper Pit TIGp CR A

Type mechanical; Perception/Search DC 20; Disable
Device DC 23

EFFECTS

Trigger touch; Reset automatic reset

Effect hidden switch bypass (Perception/Search DC 25);
20-ft.-deep pit (2d6 falling damage); DC 15 Reflex avoids;
any target that falls down one of the chutes

The door into the deeper pit trap closes once anything has fallen
into it, trapping a creature inside. At the bottom of the pit is the
skeleton of a minotaur that has clearly suffered severe trauma to the
ribcage and skull. Anyone with the ability to use exotic two-handed
melee weapons, along with any orc or half-orc, sees the damage has
come from an orc double axe. The skeleton still has a bag containing
13 gp and a potion of bull’s strength. Around the right shoulder and
waist of the skeleton is a +1 spiked chain. These are the remains of a
former rival of Malthazar, a minotaur that protected the catacombs
before retreating to the woods around Morsain.

Arca €8

The stairway up from Area W9 starts off flooded but after 3-ft.
becomes frost-cracked rock. A PC feels a rise in temperature as
she crosses from one to the other, the effect of moving from an
area influenced by water to one where earth is the predominant
element. The door at the top of the stairs is a single sheet of blank
slate. It takes a DC 15 Perception/Search check to find the opening
mechanism that pushes the door up into the ceiling. Once in this
room, earth-associated creatures can move to Areas E9 and E10.
The path indicated by the main door puzzle goes through a door in
the west wall to Area E9.

This L-shaped room shows signs of having been an office of
some kind (DC 25 Perception/Spot check), with everything
designed for a Large-sized creature if the one remaining piece of
intact furniture is anything to go by, along with the wear marks and
darker outlines along the walls. The item is an armchair suitable for
a creature with a sizeable backside. A DC 20 Perception/Search
check combined with a DC 20 Knowledge (local or nature) check
suggests a creature with a tail regularly sat in it. If either check
achieves a result of 25 or greater, small, coarse, bovine hairs are
found. This is where Malthazar used to live when he was caretaker
of the catacombs many years ago. In the northwest corner of
the room is an 8-ft. by 14-ft. slab of hornfels rock. It is plain and
smooth, with no sign of being anything other than, say, a table.
However, if the word “Paljastaa” is spoken aloud, it becomes a three
dimensional model of most of the catacombs, with the rest of the
hornfels becoming temporarily incorporeal. “Salata” returns it to
its solid form.

When visible, each of the model’s areas take on the precise
form of the actual spaces, including traps, secret doors, contents,
and inhabitants who can be seen moving about in the catacombs,
including the PCs looking at the model. Exceptions to this are
Areas Al to A9, which don’t appear at all (a secret door is shown
between Areas W5 and W7 allowing progress), and a secret space

W that is in the very northern section of the east wall.

with a DC 45 Perception/Search check (reduced to DC 25 if
located on the hornfels rock or made visible) and opens with a DC

40 Disable Device check. A PC can’t “take 20” as there is a penalty _I ;

for failure—any unsuccessful attempt locks the door for a year and
a day unless a wish, limited wish, or miracle spell is used to open it
or the caretaker of the catacombs unlocks it. Currently there isn't
an official caretaker and Malthazar isn’t likely to return any time
soon, but rumor has it that one of Morsain’s townsfolk has come
into possession of the minotaur’s key to the door.

Behind the door is a 6-inch cubed space. Within it is a single
scroll, dry with age and untouched for years. A DC 18 Use Magic
Device check or DC 22 Reflex save is needed to unroll the fragile
parchment without damaging it (otherwise its magic is lost). There
are four lines of writing on the scroll as follows:

Muuttaa itsednne: valita tuli
Muuttaa itsednne: valita maa
Muuttaa itsednne: valita vesi
Muuttaa itsednne: valita ilma

These four phrases are powerful shapechange spells (CL 20th),
each attuned to a particular element. A DC 15 Knowledge (religion
or planes) check reveals that “Tuli” allows a creature to gain the
fire subtype, “Maa” the earth subtype, “Vesi” the water subtype and
“Ilma” the air subtype. Once a line is spoken, the others fade away
and cannot be remembered. The scroll teleports back to its storage
space. A creature has entirely become the chosen subtype, with any
and all of its usual types and subtypes temporarily suppressed. If
the lines are copied by anyone, they do not have the same power
as when read from the scroll. Gaining a subtype allows a creature
to move around the relevant catacomb rooms as other similar
creatures can, as well as immunity to one element and vulnerability
to another (determined by subtype). A subtype is maintained for
200 minutes or until the change is dismissed, which is achieved by
re-opening the scroll and reading the one line that is now on it:

O
A
AO

This returns a creature to its original type and subtype, making
the original four lines reappear. It doesn't matter at all about the
spellcasting ability of the user, it’s their ability to unroll the scroll
properly in the first place that is important—anyone that does so
finds they can read the writing. However, if the unrolled scroll is
passed to another person, it appears blank then jumps out of the
holder’s hands (DC 45 Reflex save negates), rerolls itself, teleports
back to its storage place, and the door slams shut.

Arca €9

Muuttaa itsednne: valita itsedisi!

The 10-ft. long corridor between Areas E8 and E9 is another
made of hard packed earth. The space beyond is 20-ft. by 25-ft. and
the same material. Earth-associated creatures can move to Areas g
F6, E1, E4, E6, E8, and E10 from here. The path indicated by the_a
main door puzzle goes to the north into Area E10. ;




quite small, but some are the width of a human adult’s shoulders,

oval shaped, and worn smooth. These have been made by giant
centipedes, something that doesn’t need a skill check to confirm
as there are body parts of three of the creatures strewn about
the floor, about 20 pieces in total. A DC 15 Perception/Search/
Knowledge (nature) check reveals that the creatures have been
expertly dealt with. A ranger with vermin as a favored enemy gets a
+4 bonus to this check, and is also able to tell that they were killed
by single strokes from a battleaxe. A druid gets a +2 bonus to the
check and also knows that a specialist’s knowledge of both weak
and vital points has been demonstrated by the attacker. Each blow
was precise and the centipedes killed with maximum effectiveness
and efficiency. Even the blows delivered once the vermin were dead
suggest care was taken, and there is little blood and ichor about. If
the party spends more than 3 rounds looking at the body parts, five
of the centipedes appear. A DC 5 Search/Perception check finds a
lock of Lumi’s hair stuck to one of the centipedes.

@)

\} / \ h monstrous albio cmnqacdes CR 3 (XP 800)

S

CE Medium vermin

PF AC 14; hp 22 each (page 171)

3.5 AC 14; hp 22 each (page 187)

TACTICS

During Combat They don't fight any creature with the
earth subtype, but do concentrate their attacks on rangers
whenever possible.

Morale When 3 of them are killed, the remaining 2 retreat
into their narrow tunnels. These loop back and forth
chaotically, eventually coming back into the room no
matter how long they are followed for (with regard to either
distance or time).

Arca €10

The 5-foot square between Areas E9 and E10 is powdery and
dry, and can be kicked up to leave a dusting on feet and boots. The
space beyond is 30-ft. by 20-ft., similarly dry and warmer than the
previous area.

Earth-associated creatures can move to Areas E5, E8, and E9
from here. The path indicated by the main door puzzle goes up a
flight of stairs to the west into Area F7.

The floor is red clay, baked hard by the warmth from Area F7.
The majority of it is fairly smooth, the fine coating from the hallway
more in evidence here, even becoming about an inch thick at the
edges of the room. The exception is the northeast corner, where
a 10-ft. square section is broken and piled up so that it looks like
someone has dug a hole and then inexpertly filled it in.

A DC 22 Perception/Search check finds a set of prints in the
dusty surface made by a pair of small boots that appear out of
nowhere close to the south wall, move a few paces to the north
towards the disturbed corner, then stop by a rucksack that is in the

Wp_middle of the floor. It also locates a number of imprints made by a
{5 large, barefoot humanoid with only 4 toes on each foot. They come

from the northeast corner and take a few strides towards the wall 45

south of the stairs, about 2-ft. or 3-ft. to the right of the rucksack.
A result of 27 or more on the Perception/Search check, or a DC
23 Survival check determines that the prints of the Large-sized
humanoid are about 8 months old, while the booted prints were
made in the last 8 hours.

The smaller tracks were left by the Attendant Queen herself (she
has a petite shoe size) who used her mirror of mental prowess to
access the catacombs. Using her knowledge of summoned creatures,
she identified the giant centipedes found in the catacombs as
being extraplanar, thanks to the description by the Huntsman. She
planned on charming the vermin and transferring them into a bag
of holding, before planting them within the Huntsman’s cabin to
eliminate him while he slept, thus preventing him from testifying
against her should any of her ill deeds come to light. She had
meant to exit the same way she entered, but her plan didn’t work
the way she had intended. Capturing a centipede took longer than
she anticipated, and on re-entering Area E10 she found that she
had disturbed the room’s other occupant, an old and decrepit clay
golem. It didn't attack as Haijyin reacted quickly, but she did drop
the bag of holding (type II) and hastily left. The centipede failed to
escape from the item and expired, and if it is emptied, the vermin
now appears as a zombipede, while the decrepit clay golem appears
if any living creature is present for more than 5 rounds out of any 2
minutes in total per hour.

CR 5 (XP 4,600)

NE Huge undead

PF AC 19; hp 55 (page 177)

3.5 AC 19; hp 81 (page 195)

TACTICS

During Combat The zombipede concentrates on one
opponent until it is dead, then moves on to the next.
Morale The zombipede attacks mindlessly and relentlessly
(as all zombies are wont to do).

Decrepit o]uq Golem CR 5 (XP 4,600)
N Large construct

PF AC 22; hp 57 (page 169)

3.5 AC 22; hp 46 (page 183)

TACTICS

During Combat The golem attacks any opponent the
zombipede is attacking. The zombipede never attacks the
golem.

Morale The golem fights until there is nothing living left in
the room, then return to its resting place.




%mmmbs Licvel 3

This level consists of Areas W1, W2, W3, W4, W5, W6,
W7, W8, and W9. It has an association with water. As a
general rule, the walls are made of a sludgy clay-like material that
looks likely to collapse at any moment and the floors are mostly a
supportive jelly or ooze, although patches of quicksand also occur.
All of the rooms give off a sensation of conjuration magic, although
this is to do with the links to the water domain rather than there
being a conjuration-powered spell to find and disarm. The effects
in place on this level are detailed on this table:

Table 30: Eﬁcctsm place onevel 3 of catacombs

Water subtype creature, Fire subtype creature,
creature under the creature under the
influence of a spell with influence of spell with

T the water descriptor, the fire descriptor,
cleric with the water cleric with the fire
domain domain
Movement Ca:n .fr.eely move to any  Fatigued and -5 ft.
adjoining Level 3 room penalty to speed
Spells +1 to caster level -1 to caster level
1 luck k
Attacks #1 luck bonus to attac -1 penalty to attack rolls
rolls
AC +1 luck bonus vs. any fire -1 penalty vs. any water
creature or effect creature or effect
+1 luck bonus vs. any fire -1 penalty vs. any water
Saves
creature or effect creature or effect
- +2 luck bonus to all Skill -2 penalty to all skill
Skills
checks checks

There are no similar effects on air- or earth-related creatures on
this level.

Arca

The stairs between Areas E7 and W1 take a turn to the south half
way along them. Here they change from being smooth granite and jet
black in color to icy rock pockmarked with water-holding holes and
permafrost-filled cracks. At the bottom of the stairs is an archway
filled by a curtain of water; it takes a DC 20 Perception/Spot check
to notice this is barely falling. The area beyond is T-shaped, with a
triple vaulted ceiling divided into three 15-ft. by 15-ft. sections above
the main branch, while the 10-ft.-by-25-ft. entry section is flat and
painted with a scene of a tidal wave swamping an erupting volcano.
Water-associated creatures can move to Areas W2, W3, and W9
from here. The path indicated by the main door puzzle goes south
through a double door into Area W2.

At the bottom of the stairs, the floor is flooded to a depth of 2
feet. The center of the room is a 10-ft. by 15-ft. pit trap where the
water is an additional 20-ft. deep (the large dotted red rectangle).
The base of this pit is magnetic and triggered by anyone who
comes within 5-ft. of the pit. A creature in metal armor or carrying

Type mechanical; Perception/Search DC 25; Disable
Device DC 22
EFFECTS

Trigger proximity; Reset manual

Effect hidden switch bypass on wall by the way to Area 15
(DC 25 Perception); 20-ft.-deep pit (2d6 falling damage);
DC 15 Reflex avoids (metallic creatures or creatures
carrying/wearing half their weight in metal take a -5 penalty
to the check); water-filled (potential for drowning); magnetic
floor (DC 20 Strength to escape the pull of the magnet)

Walking around the edges of the room does keep a creature away
from the central pit most of the time, but triggers one of the deep
slumber traps that is placed in the middle of the east and west walls.

s]wnb&r Tray

Type magical; Perception/Search DC 28; Disable Device DC 28
EFFECTS

Trigger proximity (alarm); Reset automatic reset

Effect spell effect (deep slumber, DC 14 Will save negates);
multiple targets (all targets in a 35-ft.-radius burst)

The archway out of this area also has a curtain of water flowing
down it. As with the entrance, it is difficult to tell that it is moving.
The curtain fills the whole hallway between here and Area W2.

Area (U2

Moving through the hallway between Areas W1 and W2 almost
certainly leaves a PC soaking wet, as they have to walk through a
barely-moving wall of water. The room has a 5-ft. by 10-ft. space
that is empty; beyond that is another wall of water, dark, and
uninviting. The area is 30-ft. by 40-ft., but that is impossible to
tell from where a PC stands. The path indicated by the main door
puzzle goes west into Area W3, but that is of limited help in the
circumstances. Water-associated creatures can move to Areas W1,
W3, W4, W5, and W7 from here.

The whole area is full of water, magically held in place and
replaced on an hourly basis via a link to an underground lake
far below the surface of Aventyr. A DC 22 Perception/Search
check is needed to find the way out, even with the result of the
entrance puzzle, as the door is concealed behind water-smoothed
stone. In the floor of the empty space at the entrance to the area
is a secret space that holds 6 shell tokens that represent a kraken
(DC 25 Perception/Search check). Anyone crossing the room
needs to take one of the tokens with them in order to do so safely,
as it allows its bearer to breathe underwater and without one they
attract the attention of the trio of skum that now protect this area
from unwelcome visitors.

There is a small, shell box with an image of a kraken on it in
the exit hallway. On its top is a token-sized slot where the beak
of the creature is sited. If anyone who is carrying a token doesn’t
place it in the box, they find they start to “drown” as soon as they_a§







4_reaching the next level of the catacombs (the effect ends as soon
as the afflicted creature puts its token into the box; creatures not
bearing a token are unaffected).

CR 2 (XP 600)

(3)

LE Medium monstrous humanoid (aquatic)

PF AC 13; hp 20 each (Pathfinder Roleplaying Game:

Bestiary 1)
3.5 AC 13; hp 11 each (Monster Manual)

TACTICS

During Combat The skum prefer fighting opponents
weaker than themselves, ganging up and rapidly dealing
with them.

Morale As soon as one skum dies, the others retreat into
the darkness and avoid fighting for as long as they can
Treasure: Each carries two kraken shell tokens

Special: The skum fully understand that earth-dwellers have
difficulty here, and try to ensure opponents have to take
vigorous actions that mean they quickly run out of breath

Arca U3

Besides containing the box for the kraken tokens, the short
hallway between Areas W2 and W3 is coated with slick algae
making it difficult to walk across. Anyone moving more quickly
than half speed coats the soles of their footwear with a thin film
of the slime. The next time this person moves more quickly
than walking pace (% speed) or engages in combat, they need to
make a DC 15 Reflex save or fall to the floor. Looking through
the opening into Area W3 allows a PC to see that the way on
through the catacombs is just 15 feet away through a door in the
south wall. Water-associated creatures can move to Areas W1,
W2, and W4 from this room.

The room is L-shaped, with the biggest space (15-ft. by 25-ft.) to
the north, but it is hidden by an illusory wall (DC 27 Perception/
Search check to see through). This means that like most people
that cross this room, the party won't find this section if they are
pressed for time, simply seeing the area as a 10-ft.-by-30-ft.
corridor. Within this space is a giant clam, fully 12 feet across, that
is home to a water naga®. This shell keeps the creature in a form of
temporal stasis when closed, but revives it if anyone manages to see
through the illusory wall. The naga is true to its Neutral alignment,
disliking and distrusting everything it meets in equal measure. It
guards a significant item, but is also there to establish the truly
worthy future possessor of it if possible. It is a string of searing light
peatls (type V), a magical item from the Elemental Plane of Water
equivalent to a necklace of fireballs (something that doesn't work
very well in watery realms).

_J) striny of searing Light pearls

R o

Aura moderate evocation; CL 10th

Slot neck (does not take up slot); Price 1,500 gp (type I),
2,700 gp (type II), 4,200 gp (type III), 5,400 gp (type IV),
6,000 gp (type V), 8,100 gp (type VI), 9,000 gp (type VII);
Weight 1 b

This item appears to be nothing but pearls on a string,
sometimes with the ends tied together to form a necklace.
(It does not count as an item worn around the neck for the
purpose of determining which of a character’s worn magic
items is effective.) If a character holds it, however, all can
see the strand as it really is—a thin cord of woven merfolk
hair which passes through a number of translucent pearly
orbs. The pearls are detachable by the wearer (and only by
the wearer), who can easily hold one of them in the palm of
her hand and crush it. When this happens, a pearl projects
a blast of light from her open palm as a searing light spell.
Pearls come in different strengths, ranging from those that
deal 1d8 points of light damage to those that deal 5d8. The
pearls affect undead in the same way the searing light spell
does. The market price of a pearl is 300 gp for each die
(d8) of damage it deals. Each string of searing light pearls
contains a combination of pearls of various strengths. Some
traditional combinations, designated types I through VII,
are detailed below.

String 5d8 4d8 3d8 2d8 1d8 Market Price

Typel - - - 2 1 1,500 gp

Typell - - 1 2 2 2,700 gp
Typelll - 1 2 1 2 4,200 gp
oy SEEEE 1 5,400 gp

TypeV 2 1 - 1 4 6,000 gp
Type VI 1 3 2 1 2 8,100 gp
Type VII 3 1 2 1 3 9,000 gp
CONSTRUCTION

Requirements Craft Wondrous Item, searing light; Cost
750 gp (type I), 1,350 gp (type II), 2,100gp (type III), 2,700
gp (type IV), 3,000 gp (type V), 4,050 gp (type VI), 4,500
gp (type VII)

The water naga, Vesi Herttuator, asks a series of questions to
establish if any creature present is connected to water and is of a
greater experience level than she has achieved (CR 7). If the person
satisfies these two criteria, she asks him to spend 5 minutes in the
sealed flooded shell with her; if he comes out of this alive, the string
of pearls is his.

If attacked, the naga uses spells to defend herself. In addition, she
flips open the lid of the clam to reveal that the inside of the upper
half of the shell is as smooth and reflective as a mirror. Indeed,
over time it has become infused with the essence of the naga and
is magical, acting in exactly the same way as a mirror of opposition.
If anyone tries to detach the upper casing with anything short of
a miracle or wish spell, it loses this magical ability and returns to
being an ordinary shell.
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The 5-ft. square hallway between Areas W3 and W4 opens up in
the middle of the north wall of the next room. Anyone who looks
through the opening into Area W4 can see that the way out is in the
southeast corner through a door in the east wall. Water-associated
creatures can move to Areas W2, W3, W5, and W7 from this room.

Inside the door is a narrow platform, just 2-ft. wide, that stretches
the entire 25-ft. width of the room. At the south end, another 2-ft.
wide platform sits in front of the door (which is 5-ft. wide). There is
also a 5-ft. square platform in the middle of the south wall. The rest
of the room is flooded and seems deep, although the water is moving
and the actual depth (15-ft.) is almost impossible to tell. Between the
main entrance platform and the two ledges near the way out are 33
circular pillars, each about 18 inches across, the tops of which barely
break the surface of the choppy water. There is a symbol on each
one—letters from the Aquan alphabet—and each is roughly 5-ft.
from the next. On either side of the door there are 5 stylized images
of humanoids next to 5 embellished symbols. These can be identified
by making a relevant DC 15 Knowledge check as follows:

Tab]é 34: DOOVW(II1 Il’l/j:OYTHallOYL at Entrance to Area w4

Humanoid Knowledge  Symbol Knowledge
Nature
Malenti (monstrous Lawful All can be found
humanoid) using Knowledge
I (geography, history
Triton . a3 Good  or nobility) and the
(outsider) bol
symbols are more
Maleand Nature (giants) Chaotic to do with he-raldry
female scrags and the way different
Religion g people use them rather
Lacedon (undead) Evil than actual holy or
Male and rehglol.ls tradition
Local regarding the five
female . Neutral . .
(humanoids) belief standpoints
merfolk

Once each of these has been established, a person needs to be
able to translate each creature’s name into Aquan. Then the PCs see
that they need to follow a path from letter to letter across the tops
of the wet pillars, spelling out the name of the creature. A PC needs
to pick a creature relevant to their alignment and then keep to it,
for example, a Lawful Good character can trace the name of either
the malenti OR the triton.

Along the edge of the entry platform is the following phrase:

C \Q%‘Xs a drop becomes an ocean, the least of steps becomes th
ST greatest of journeys.”

No PC should have to step more than 5-ft. between letters or
7-ft. between a final letter and a platform at the south end of the
room. Moving from pillar to pillar takes a DC 10 Acrobatics/
Jump check. Safely balancing on a slippery, rough-hewn pillar top
requires a DC 12 Acrobatic/Balance check. There is nothing to
stop anyone from flying or levitating from pillar to pillar.

EXIT/ N Platform I
(0} S I\II L
1 1
D G (0) N
e E 1
¢~ { R
1 ><
A >< C E A

I
S L M T
2-ft.wide narrow platform at entrance

If anyone tries to get to the exit without following one of the
word paths, or incorrectly follows a path, the giant octopus lurking
in the 15-ft. deep water attacks. If everyone follows a path correctly,
the monster stays hidden.

alant octopus CR 6 (XP 4,600)

N Large animal (aquatic)

PF AC 18; hp 90 (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 18; hp 47 (Monster Manual)

TACTICS

During Combat As a Large-sized creature the giant
octopus’ movement between the pillars is restricted, but
this is countered by the fact that it can reach above the
surface of the water to grasp foes.

Arca OS5

The 5-foot square between Areas W4 and W5 leads through the
east wall into this area. Looking through the door into Area W5
doesn’t reveal much except another flooded room and metal walls
blocking the way through about 15 feet from the entrance. Water-
associated creatures can move to Areas W2, W4, and W6 from this
room, but the route through to Area W6 isn't clear due to the metal
walls. A number of rough-topped pillars can be seen piercing the
liquid’s surface by about 6 inches. A DC 10 Acrobatic/Balance
check is required to stand on a pillar and a creature using the plank
gains a +2 circumstance bonus. If the sleet storm trap is set off, the
check increases to DC 17 as the top of a pillar becomes obstructed
by a pile of sleet and ice, becoming very slippery. Other items can
be found as follows:

o Point A is a 6-ft. plank, sodden but sound.

o Point B has an 8-ft. plank close by it, attached to the
north wall.

o Point C is the trigger position for a sleet storm trap.

o Point D is a platform with a slowly spinning snow-filled
cloud above it. It is the center of the sleet storm trap and
where the disabling switch is situated.

o  Point E is a small platform with a secret door leading from it.




Type magical; Perception/Search DC 28; Disable Device DC 28
EFFECTS

Trigger location Reset automatic reset
Effect spell effect (sleet storm, CL 5th); multiple targets (all
targets in a 40-ft.-radius burst)

The metal walls reach from the ceiling to 3 inches above the floor. The
liquid here is 20-ft. deep and is mildly acidic (1 point of damage per round
of exposure except in the case of total immersion, which deals 10 points
of damage per round) and extremely cold (extreme cold [below -20°F/-
28°C] deals 1d6 points of lethal damage per minute [no save], Fortitude
save [DC 15, +1 per previous check] or take 1d4 points of nonlethal
damage; creatures wearing metal armor or coming into contact with very
cold metal are affected as if by a chill metal spell). All the PCs have to do is
get from the entry platform across the pillars to one of the chamber’ exits.

The secret door to Area A8 is found with just a DC 8 Perception/
Search check. It leads to a short corridor that ends in another secret

door that again requires a DC 8 Perception/Search check to find. |

The door down to Area Al is hidden in much more professionally
and can only be found with a DC 35 Perception/Search check.

Arca U6

The secret corridor between Areas W5 and W6 leads through
the west wall of this new room. The space is 15 ft, wide and 45-
ft. long. Much of the north wall is made from solid ice and the
space definitely feels colder than the rest of the level; this wall also
glows with a soft blue light. The floor is a thin film of iron-hard ice,
although the southwest corner is clear. Water-associated creatures
can see portals to Areas W5, W7, and W8 from this room. The secret
door from Area A9 can only be found with a DC 35 Perception/
Search check, but does not open from this side without a DC 40
Disable Device/Open Locks check.

There is a body on the floor in the middle of the north wall, its right
hand frozen into the ice itself. There are 4 large holes punched clean
through the torso. A DC 15 Heal check suggests holes were created on
the right side of the body and that the left-side holes are exit wounds.

Anyone touching the north wall has to make a DC 14 Reflex save
or find they are stuck to the ice. Water-associated creatures gain a
+2 circumstance bonus to the check. On a failed save, the icewall
grows around the person’s hand in 1d3+1 rounds, only being
removed with a Strength check (DC 15 + 1 per previous check).
As soon as a creature’s hand is held in place, a trap is triggered in
the top of the east wall that fires 4 ice spears along the north wall.
The spears then melt, adding to the room’s floor coating (taking an
hour to be naturally replenished in the east wall).

Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Trigger location Reset automatic reset (1 hour delay)
Effect Atk +12 ranged (1d8 piercing, Crit x3); single target
(4 spears at target in a 5-foot square)

(h

symbol to a lesser fire god from lands many hundreds of miles away,
a +1 light mace that can inflict minor wounds 3 times per day to

water-affiliated types, and a pair of boots of the winterlands. All other X

gear is indicative of an inexperienced and far-from-wealthy cleric.

The 5-ft. section at the west end of the ice wall is a concealed door
that can be found with a DC 7 Perception/Search Spot check—it
isn’t really hidden, but the icy appearance provides some disguise.

The north section of this area beyond the ice wall is a series
of icy stalagmites in a deathly-still atmosphere. The terrain is
extremely difficult to cross, as the spikes are up to 5-ft. tall and are
very slippery. Each 5-foot square counts as 4 squares. In addition,
any creature that is Large-sized or bigger needs to squeeze between
these stalagmites, hampering movement even further. None of
these seems to inhibit the three creatures that live here: hoarlings.
Built of ice and hoarfrost, these short humanoids radiates intense
cold that causes the air around them to shimmer in a freezing
cloud. They aren’t keen on visitors and try to move the party on
through the exit in the west wall to Area W7.

CR 3 (XP 800)

j. . H-oar]iﬂg (3)

CN Small outsider (elemental, extraplanar, water)

PF AC 17; hp 30 each (page 173)

3.5 AC 17; hp 11 each (page 188)

TACTICS

Morale When threatened, the hoarlings attack for 1 round
then retreat through the portals visible to water creatures
that lead to Area W8. They then wait for the party to leave
their home, return to Area W6, and try to ambush the PCs
from behind. They never enter Area W7 themselves, as it is
far too hot for them.

If the party gets a chance to search the north section of Area
W6, either because it beats the hoarlings or forces them to flee, a
DC 18 Perception/Search check uncovers a pendant that is a clear,
spindle-shaped stone on electrum wire. A DC 25 Perception/
Search check reveals an earring with a pearly white spindle
hanging from a 10 inch platinum chain. They are both ioun stones:
the earring sustains a creature without food and water, while the
pendant regenerates 1 point of damage per hour.

The exit to Area W7 is an ice tunnel about 24 inches high along
its entire gently upward-sloping length; Small-sized and larger
creatures have to crawl along it to move forward.

Arca U7

The narrow crawlspace between Areas W6 and W7 exits towards
the southeast corner of this chamber, about 5 feet from the floor. A
DC 12 Acrobatics/Balance check or Reflex save is needed to stop
anyone slipping over the edge and falling to the floor; anyone who
does so runs the risk of breaking fragile and brittle items as they
land. Visibility through the crawlspace into Area W7 is limited
as a cloud—made from either cooling steam, warmed breath, or
perhaps it is an actual cloud—blocks much of the room. Water- g4
associated creatures can move to Areas W2, W4, W6, W8, and W9_a!
from this room. )




" extreme. The coldness of the tunnel produces the misty cloud,
which takes up the square in front of the exit and the two on
either side of it. Anyone moving through it comes out the other
side as wet as if caught in a summer shower. Once past it, the
room is stiflingly humid, almost unbearably so, with billowing
steam limiting visibility to 5 feet in all directions. These clouds are
caused by the creatures that live here, Hoyry and Huuru the steam
mephits (Bluff +7, Ride +2; otherwise identical to regular steam
mephits). These two extremely rare creatures have foregone their
allegiance with the Plane of Fire, crossed over at a planar border
into the Plane of Water, and become creatures with the Water
subtype (albeit superheated boiling water). They did this when
they encountered their equally-rare mounts—celestial porpoises
that also spent their time at a junction between the Planes of Fire,
Water, and Good (these two creatures, Delfiini and Pyoriainen, are
like celestial dolphins in every respect except they have resistance
to fire 5 instead of their standard resistance to electricity 5). Hoyry
rides Delfiini and Huuru uses Pyoriainen as a mount, with a set of
thin seaweed straps around each porpoise’s dorsal and pectoral fins
as a saddle. As highly intelligent creatures, Delfiini and Pyoriainen
enjoy the games they play with Héyry and Huuru and have learned
how to react to the movement of the mephits, which grants the
creatures an additional +2 circumstance bonus to Ride checks
(total +4) as they actively help their riders stay in the saddle.

Hoyry and Huuru have developed the jaunty demeanor and
unflagging sense of humor of water mephits, and the four creatures
gleefully spend their time swimming and leaping between the two
pools of near-boiling hot water, with the mephits attempting to
knock each other off their respective porpoise with their breath
weapons. This is why the area is full of steam clouds that make the
conditions of the place severely hot. The creatures often dive deep
into the pools, which are linked to their home once you get past
200-ft. down. At this depth the water is above boiling point and yet
is super-condensed steam, similar to the vents that are found at the
great depths of oceans but even hotter. The porpoises have some
trouble swimming here and don’t like to stay too long on their
own, but they know the mephits love the place so endure the high
temperatures for their sakes.

The mephits have little treasure of their own, having no real
interest in it, but they do guard an item that most water-aligned
creatures find entirely repulsive: about 120-ft. down the pool in the
middle of the room is an iron box containing an evil-aligned net
of snaring. The box is so hot that anyone touching it is damaged as
if they are affected by a fire shield spell (CL 7th). A DC 30 Disable
Device/Open Locks check is needed to get into the box and opening
it releases a ball of superheated water similar in effect to a fire trap
spell (1d4+7 points of damage, Reflex DC 16 for half). They do have
one item each of their own: a vial of elixir of scalding spittle.

The mephits seek to make fun of the PCs as they cross the room,
drenching them in hot water from their breath weapons and trying
to lure the adventurers into the pools. If they find out the PCs have
dealt with some or all of the creatures in areas F1, F2, F3, F4, F5, F6,
F7, F8, and/or F9, they express their gratitude and present the party
with one of the vials of elixir.

Aura moderate conjuration; CL 11th
Slot —; Price 1,100 gp; Weight —
DESCRIPTION

This strange elixir bestows upon the drinker the ability
to spit up to three balls of scalding water as ranged touch
attacks, each dealing 4d6 points of bludgeoning and fire
damage to a single target within 25 ft. (Reflex DC 13
halves damage). Unused blasts dissipate 1 hour after the
liquid is consumed.

CONSTRUCTION

Requirements Craft Wondrous Item, flaming sphere, fog
cloud; Cost 550 gp

If two or more of the creatures are frightened or close to death,
all four retreat to the pool with the hidden box in it and wait until
the intruders have gone. The way out to Area W8 is a set of grand
doors depicting scenes from deep under the sea, with images such
as merrow drowning ogres, kapoacinth drowning gargoyles, and
storm giants drowning fire giants. In the center of this are two
entwined dragons, one black and one bronze, with other dragon
species crushed beneath their hind claws. The black dragon is on
the left door, the bronze on the right.

Arca W8

The double doors from Area W7 lead through the west wall
of Area W8. They lead to a temple is 20-ft. wide and 25-ft. long.
The east wall has a 5-ft. by 10-ft. alcove in it that has a lifelike
Medium-sized statue of a bronze dragon in its south section and
a similarly realistic black dragon in the north square. The exit is
in the north wall and is about 15-ft. to 20-ft. away. The floor is laid
with alternating bronze and black tiles, each with a mosaic of an
Aquan word. Water-associated creatures can see portals to Areas
W6, W7, and W9 from this room.

This area is a small temple dedicated to the spirit of water rather
than any particular water deity. The dragons on the doors give a clue
as to which one a person should walk through. Those of lawful or
good alignment should use the bronze dragon door, while anyone
chaotic or evil should enter via the black dragon (neutral passerby
can use either). If someone uses the wrong door they automatically
activate the animated objects at the far end of the temple.

When any creature touches either door, 10 words float into view,
flowing like water as they appear out of thin air. They move around
each other, occasionally joining up only to quickly split apart into
the original words. They are Aquan and are the following:

Spot check notes these are blue
Ice, Melt, Water, Evaporate, Vapor: a DC 10 Perception/
Spot check notes these are green

They don’t appear in this exact order at any stage, but the way
the two lists are presented above is important. Individual words are
straightforward to read (and understand if you can speak Aquan),




A matter—solid (hail, ice), liquid (water, rain), and gas (steam,
vapor), as well as four words that describe how matter transfers
between a solid to a liquid (freeze, melt) and between a liquid to
a gas (condense, evaporate). A DC 15 result or higher establishes
that the riddle must revolve around getting the correct order of
how matter changes state.

Opening either door reveals what is described in the area’s first
paragraph. In addition, if anyone touches the wrong door the eyes
of the statue of that dragon glow; the bronze dragon has blue eyes,
the black dragon has green. A DC 19 Knowledge (arcana) check
tells the PC that the bronze dragon construct is very young, while a
result of 20 or higher reveals that the black dragon statue is young.
Immediately beyond the bronze dragon door is a tile with the word
“ice” inlaid into it, while the black dragon door has a bronze tile
with a mosaic of the word “steam” before it.

The rest of the area is laid out as per the diagram. Each word
appears twice. To get out of the room, a PC has to follow the trail
of floating words that appeared before the doors in the hallway.
Entering through the bronze dragon door means you need to step
from ice to melt to water to evaporate to vapor. Using the black
dragon door means you move from steam to condense to rain to
freeze to hail. In both cases this means the path ends up a stride
away from the exit, and it is possible to follow both paths using
single steps. Because each word is repeated, other routes can be
taken if you have a longer stride or choose to jump or fly from
square to square.

Black Dragon  Bronze Dragon
Condense Evaporate Rain Water
Ice Hail

Melt / Freeze
)
Hail Rain >< Water \Vapor

Exit Steam Evaporate Condense Melt
Vapor / Steam / Ice /Freeze
Black dragon door ~ Bronze dragon door

Various events can take place as follows:

o When a PC enters through a correct door and follows a
correct path out, nothing happens.

o When a PC enters through the wrong door (the relevant
dragon’s eyes are glowing) but then follows the correct path
for her alignment, nothing happens.

o When a PC enters through the correct door, then makes one
mistake while following the path, the relevant dragon’s eyes
glow but nothing else happens.

o When a PC enters through the wrong door, then makes one
or more mistakes while following the incorrect path for her
alignment, the relevant dragon attacks when each mistake is made.

o When a PC enters through the correct door, then makes
two or more mistakes while following the correct path, the
relevant dragon attacks when the second and all subsequent
mistakes are made.

The bronze dragon statue attacks by breathing a cone of repulsion
gas. Creatures within the cone must succeed on a DC 16 Will save

effect. The black dragon construct breathes a line of acid that deals £
6d4 points of damage (DC 17 Reflex save for half). N

If a PC reaches the dragons, a DC 15 Perception/Search check M
and then a DC 20 Disable Device check deactivates the breath |}
weapon for 1 round plus 1 additional round for each point the
Disable Device check was exceeded. Treat this whole room as a CR
5 encounter for experience purposes. The way out leads to a short
corridor that turn to the west after 5 feet and then ends in a 3-ft.-
round metal valve door.

Area U9

The valve door from Area W8 enters the east wall of Area W9.
The room is 20-ft. square, with water gently lapping at the bottom
of the door. The ceiling is about 4-ft. overhead. No other exit is
visible. Water-associated creatures can sense portals to Areas W1,
W7, and W8 from this room.

This room is dark and quiet, the cold water giving off virtually
nothing for those with heat-related vision to see. The water is very
salty—it is in fact hypersaline, 44% salt (or about 2 lbs. of salt per
pint of water; 3.5kg/litre). This makes swimming in it extremely
difficult, even when wearing armor. Any attempt to do so is more
like floating on the surface; this presents a real problem because
the exit from the room is at the bottom of the northwest corner. A
DC 35 Swim check is needed to travel just 5 feet down through the
water, and the effort required turns each 5 feet of movement into
a standard action rather than a move action. Anyone who weighs
400 Ibs., including carried items, gains a +1 circumstance bonus to
the roll, +1 for every 25 Ibs. extra.

However, if the valve door at the top of the room is left open, a
teleport spell automatically occurs at a depth of 15-ft. that sends the
swimmer back to only 5-ft. underwater. This happens as often as a
swimmer gets to the 15-ft. mark and the door is open. This is because
there is a trap-type effect on the doorframe. A DC 15 Perception/
Search check finds 20 small studs around the inner circumference of
the valve, all of which need to be depressed by the door itself to stop
the teleport from happening. This makes the DC 5 Disable Device
check straightforward, but also reveals that closing the door is the
only way to stop the effect without an epic effort (DC 45). The low
Disable Device check influences the CR of this trap.

Té]ﬂpm“t Trap

Type magical; Perception/Search DC 15; Disable Device
DC 5 (or 45)

EFFECTS

Trigger location Reset automatic reset

Effect spell effect (teleports creatures 10 ft. up); multiple
targets (all targets that swim down to a depth of 15 ft.)

There is a set of rungs embedded on the south wall 5-ft. from the
west corner. A DC 25 Perception/Search check finds them, and
a DC 30 Disable Device check or DC 15 Strength check forces
them out of the wall. The rungs stay extended for 1 round plus 1
round for each point the check is exceeded by. They are used to pull
a creature down to the similar set that goes from the south wall to
the gap in the north wall that leads to the stairs. This lower set isg




i larger creatures (or those wearing bulky equipment, such as heavy
armor) need to squeeze through the gap or remove the items that
are hindering them.

When the door is closed, a number of events take place:

Round 1: The valve door locks. All 20 studs hold it in place
and a DC 25 Disable Device/Open Lock check is needed
to open it. The rungs in the south wall emerge from the
stonework and can only be found with a DC 20 Perception/
Search check, as the moving water obscures them. If the
valve door is opened, the rungs retract back into the wall.

Round 2: The remaining 4-ft. of air space starts to fill with salt

water. Just underneath the ceiling there are about 10,000
microscopically small gates from the Plane of Water,
roughly 500 per 5-ft.-by 5-ft. square. These fill the room
with water at a rate of 400 cubic feet per round, meaning
the room fills entirely after 4 rounds. Any method used
to close gates shuts 125 of these miniature rifts, reducing
the water flow by 5 cubic feet per round. The rate of water
falling is identical to a storm, reducing visibility ranges by
three quarters, imposing a -8 penalty on_Perception/Spot,
Search, and Listen checks.
The teleport effect at the 15-ft. depth mark switches off for
as long as the valve door at the top of the room stays closed
(opening the door requires a DC 30 Disable Device/Open
Lock check).

Round 3: There are 3-ft. of air space left. Opening the door
becomes more difficult, requiring a DC 35 Disable Device/
Open Lock check.

Round 4: There are 2-ft. of air space left. The volume of noise
in the limited air space is similar to a severe wind and
Perception/Listen checks are at an additional -4 penalty.
Opening the door needs a DC 40 Disable Device/Open
Lock check.

Round 5: The water flow into the room stops after half
the round, leaving 6 inches of air space. This air would
normally run out in approximately 3 and a half hours if just
one person was swimming around or 52 minutes for a party
of four. Any strenuous activity by any individual reduces
this time by 1 minute because of the increased production
of CO?, which replaces the oxygen.

Round 6: The temperature in the room starts to drop to below
32°F (0°C) and the surface of the water begins to turn into
a gel—it never freezes over, as the temperature would need
to be so low that magic equivalent to a wish or miracle spell
would be required.

Round 7: The water temperature continues to drop.

Round 8 & Round 9: The temperature of the water is at roughly
0°F(-17°C) and replicate conditions and effects of severe
cold (Fortitude save once every 10 minutes [DC 15, +1 per
previous check], taking 1d6 points of nonlethal damage on
each failed save).

Round 10: The gelled surface effectively takes up the remaining
space at the top of the room, removing any remaining
available air and creating a seal with the ceiling.

Once every creature has exited the room (or is dead) the
onditions reset over a period of 5 minutes, with the gates to the

the obstacles within this room is equivalent to a CR 8 encounter.

The stairs out of the room are flooded for the first 3-ft. before
they suddenly become frost-cracked rock. A PC feels a rise in
temperature as she crosses from one to the other, the effect of
moving from an area influenced by water to one where earth is the
predominant element.

afacombs Lievel 4

| 'This level consists of Areas Al, A2, A3, A4, A5, A6, A7,

A8, and A9. It has an association with air. Unless listed
otherwise, the walls are made of a dense air bubble that gives way
when more than 20 Ibs. of force presses against it, allowing whatever
is providing the pressure to fall through and drop away as the wall
re-establishes itself, and the floors are invisible silenced glass. All of
the rooms give off a sensation of illusion magic, although this is to
do with the efforts the Grinning Ragamuffins have taken to protect
the place once they turned it into a safe house rather than there
necessarily being illusion-powered spells to find and disarm. The
result of this effort is that although the walls and ceilings are made
of air, and the floors of glass, nothing that is inside a room can be
seen from the outside unless you are a member of this Grinning
Ragamuffin cell and the handful of associates connected to it that
occupy this level. Anyone in a room can see beyond the walls. As
before, one of the group is a cleric of Tuulenvire, a goddess of air
with a complex and convoluted background. The cleric discovered
the direct link to the Plane of Air after a vision and has exploited
the rooms ever since.The effects in place on this level are as follows:

Table 32. Eﬁcctsm place onrevel 4 oj cataconbs

Earth subtype creature,
creature under the
influence of spell with

Air subtype creature,
creature under the

Effect on... influence of a spell with 3
. 3 . the earth descriptor,
the air descriptor, cleric g
g ' ; cleric with the earth
with the air domain p
domain
Can move to any Fatigued and -5 ft. to
Movement S
adjoining Level 4 room speed
Spells +1 to caster level -1 to caster level
+1 luck k
Attacks uck bonus to attac -1 penalty to attack rolls
rolls
+1 luck bonus vs. any -1 penalty vs. any air
AC
earth creature or effect creature or effect
Saves +1 luck bonus vs. any -1 penalty vs. any air
earth creature or effect ~ creature or effect
Skills +2 to all skill checks -2 to all skill checks

There are no similar effects on fire- or water-related creatures on
this level.
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The door down from Area W5 is hidden well and can only be
found with a DC 35 Perception/Search check. The stairs down go
steeply south for 5-ft., there is a 5-ft. square landing, then the stairs
continue to the east for another 10-ft., where they end with a door
that has something on it.

When the door is looked at closely, a lettered grid can be seen in its
middle, which is shown below. Above the grid is the following phrase:

What'’s not thair?

N I T R (@] G
R G O N H 18
A X E N Y N
N N N (@) D (@)
(@) E G (@) R X
1§ N N 1§ G Y

Beneath the grid is a carving of an ear with a hand cupping it,
inviting someone to speak into it.

Reading around the grid from the top lefthand corner, the players
can find nitrogen, oxygen, neon, argon, hydrogen, and xenon.
There may be a discussion about which of these isn’t a component
of air—"what is not the air”—but they all are. The main component
that is missing, and the answer to the puzzle, is carbon dioxide
(“what is not there?”). If the party gets the answer correct and
speaks it into the ear, the center of each letter O dissipates to reveal
a small vial of sky blue liquid. Each vial is an elixir of levitation (CL
10th) that holds 3 doses. When all three doses are imbibed at once,
the levitation effect lasts 10 minutes. When 2 doses are imbibed at
once, the levitation effect lasts 4 minutes. When 1 does is imbibed,
the levitation effect lasts 2 minutes. Imbibing more than 3 doses of
an elixir of levitation at once has no additional effects. When the
puzzle is answered incorrectly, both letter Xs momentarily glow
red. In either case, the door opens and a breath of the crispest,
cleanest, freshest air the PCs have ever tasted washes over them.

Beyond the door there seems to be nothing, but it does open
into a 15-ft. square space that has a glass floor and no discernable
walls or ceiling. There is a breeze blowing all around, and clouds
appear to be above and below the party. No exit other than the one
the adventurers comes through is visible. Air-associated creatures
can sense a portal in the middle of the south wall that goes to Area
A2, although nothing suggests that this space has walls, a floor, or
a ceiling. Trial and error discovers the boundaries to this room,
but it isn’t difficult. The floor is tempered glass with a permanent
silence spell cast on it. A DC 8 Perception/Search check finds the
walls, although taking 10 on this check isn’t possible (failure means
falling over the edge). The ceiling is 15-ft. above the floor. The party
is now on the Plane of Air.

The center of the room contains a trap, a glyph of warding that
activates a wind wall spell and a silent image spell. The wind wall

) /B is circular and goes around the entire room, the wind blowing

WV inwards. The silent image is a whirling cone of gray air with a set

of glowing eyes following the PCs’ every move. It appears in the 88
middle of the room as a 5-ft. wide cone at its base, is 15-ft. tall, and"
is 15-ft. wide at the top and looks exactly like a large air elemental.

Due the use of combined illusion spells, creatures that fail a DC \ot

15 Will save believe the figment to be real, fooled into thinking
an elemental is attempting to draw her into its whirlwind (unlike
normal, no interaction with the figment is required to make the
check to disbelieve the illusion). The only intended effect is for
loose items to be ripped from the party and thrown out of the
room, as well as for the adventurers to look foolish as they flail
around at this “nothingness.”

Type magical; Perception/Search DC 28; Disable Device DC 28
EFFECTS

Trigger proximity (alarm); Reset none

Effect spell effect (silent image, wind wall, CL 5th; DC 15
Will save negates silent image)

These effects last for 6 rounds. After this anyone can see the exit
in the south wall, but no path. If the party activates the glyph, the
lillend in Area A2 is ready for their arrival.

Arca A2

The 5-foot square between Area Al and Area A2 is a 40-ft. long
tube that drops straight down to another airy portal. This next
room is an irregular shape, and it isn’t possible for a creature to
know exactly where they are entering the chamber although the
portal exits to the south. The exit to Area A3 is in the east wall and
is about 30-ft. away, but the path to it is twisted. The area has the
same air bubble walls and silenced glass floors as the previous room.
There are also invisible glass walls at the places indicated on the
map that separate the area into three distinct spaces. Air-associated
creatures can sense this exit portal as they enter the room.

The nearest section is the entrance hall; it has a desk, large
corkscrew resting post with a comfortable resting platform on the
top of it, a bookstand with a ledger on top and some journals on
a shelf beneath the stand. Along the north wall here is a rack with
two support arms, one for a shortbow and one for a small harp.

Around the “corner” further south a chaise longue sits in the
southeast corner. Along the west wall are three perches and two
platforms designed for avian and aerial creatures. Hanging from each
of the perches are two baskets, one containing fruit and the other
nuts and seeds, while the platforms have trays underneath them
with slivers of rare meat and fish. Bowls of clear, fresh water are also
attached to every perch and platform. These baskets, trays, and bowls
all radiate faint conjuration (creation) magic as they automatically
replenish the food and drink through a create food and water spell
every 12 hours. They stop working if taken from this area.

The northeastern section of this room is a longer space with
only two items in it. The first is a small ridge in the floor (the
dotted line) that is slightly curved and worn smooth. It is a marker
point for resting against when practicing with a bow:; this marker
is exactly 25 ft. from the other item, a thin pole with four legs
coming from it, and with a circular wooden disc on top of it. The g




" of just % inch across. All pitted with fine holes, but the large disc
radiates faint illusion (glamer) magic—when the target is struck by
an arrow or dart, the targets comment on accuracy and possible
improvement thanks to permanent magic mouth spells. Use of this
item for at least two hours a day bestows the Point-Blank Shot feat
until the next dawn, or Precise Shot for the same period to anyone
who already has Point-Blank Shot. This item does work if taken
from the room.

Currently occupying the room is Jousi, a lillend who has come
around to the ways of the Grinning Ragamuffins, is now a member
of the band, and one of three creatures in this cell. AAlthough a
traditionally benevolent creature, Jousi has seen the decay of
“goodness” in Morsain and chosen to help disrupt the activities
of the “great and the good”—she is Chaotic Neutral with good
tendencies, meaning that neither her natural weapons nor any
weapon she wields are good-aligned for the purpose of overcoming
damage reduction. She uses the archery target at least two hours a
day and currently has Point-Blank Shot in place as a bonus feat. Like
many of the Grinning Ragamuffins’ activities, she means to deflate
the pompous and overbearing rather than really harm anyone,
including those on this level of the catacombs who shouldn't be
here. If the party is diplomatic (DC 25 Diplomacy check) and able
to convince Jousi that it has every intention of bringing those in
power “down a peg or two,” she allows it to pass. She lets any air-
related creatures or followers of Tuulenvire pass without issue.

CR 7 (XP 3,200)

CG Large outsider (azata, chaotic, extraplanar, good)

PF AC 20; hp 73 (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 17; hp 45 (Monster Manual)

TACTICS

Morale Jousi fights for 3 rounds before fleeing up through the
ceiling, where she peppers the PCs with arrows until she next
takes damage, after which she flies away at her full speed.
Special Jousi is unlike regular lillends in several ways: she
is Chaotic Neutral (her weapons are not good-aligned but
she otherwise counts as having the good subtype), she has
Point-Blank Shot as a bonus feat, and she has a ranged
attack (+1 shortbow +10/+5 [1d8+1, Crit x3, Range 60 ft.]).

Arca A3

The 5-foot square between Area A2 and Area A3 is another tube
that drops down, but this one is almost 200-ft. long. The Grinning
Ragamuffins that use this can either fly or make use of the magic
that is in place halfway down the tube; saying the goddess’s name
at the midway point casts feather fall on the speaker after the leap
of faith. The room is 60-ft. long, 15-ft. wide, and 15-ft. high, with
the entrance in the west wall. The exit to Area A4 is in the south
wall. The room has the same air bubble walls and silenced glass
floors as the previous spaces. Air-related creatures are also able to
pass through the walls to Areas A8 and A9 although it takes a DC
W 35 Perception/Spot check to find an exact route through the open

¥ Plane of Air to do so.

The air in this area is moving rapidly, spinning horizontally from &&f

the south to the north thanks to the presence of a gifted huge air
elemental. The creature is permanently in whirlwind form, with
its base anchored on the middle of the south wall and at its full
“height” of 50 ft.; this makes the small space around the base cone
no more than 5-ft. from the south wall and 2-ft. from the west
wall, east wall, floor, and ceiling, so passing creatures are buffeted
about by the blast, taking damage as appropriate and being moved
to the north. At first this may seem like a good thing, as anyone
who makes a DC 10 Knowledge (planes) check knows that air
elementals are never more than 50 ft. tall, and so there is space to
avoid the effects.

However, although it can’t be seen, the final 10 feet of space in
front of the north wall is a gently swirling cloud of diluted insanity
mist held in place by the cloudy boundaries of the room. Every
time a creature enters it and takes in a lungful of the substance,
or every round that it stays in the space, they are affected by it
(insanity mist; fype—inhaled; save Fort DC 12; frequency 1/round
for 6 rounds; effect 1 Wis damage; cure 1 save).

The elemental is protected from taking lethal damage by
Tuulenvire, but can't attack back as a result (other than being in
whirlwind form). Any hits it takes automatically deal subdual
damage and when it reaches zero hit points it shuts down for 1d3+3
rounds. Then the whirlwind starts up again and the elemental is
restored to full hit points due to the deliverance of the goddess
(only wish, miracle, or similarly powerful effect can permanently
destroy or remove it). The creature’s whirlwind doesn’t affect air-
related creatures or Tuulenvire’s followers.

When the party finally gets to the exit in the south wall,a DC 10
Perception/Spot check finds an airy mechanism that needsa DC 7
Disable Device check to make the effects of the elemental instantly
stop for 1d3+3 rounds. If the exit portal is used with the whirlwind
still in effect, huge quantities of air are drawn into the room for
1d2+2 rounds, making the walls bulge. After the rolled period,
the pressure becomes too great and the walls explode outwards,
sending everyone present a horizontal distance of 10d6+90 feet
before they start to fall or fly. As this is a small protected pocket of
the Plane of Air, they are unlikely to meet anything but they stand
a very good chance of getting lost as it takes a DC 40 Perception/
Spot check to find the rooms again.

Arca A4

The 5-foot square between Area A3 and Area A4 holds a barely-
perceivable (DC 22 Perception/Spot or Search check) vertical
ladder that climbs 100 feet. Actually using it is important—rather
than just flying or levitating alongside it—because halfway up the
almost invisible structure is a teleport point that shifts the top half
of the ladder to the entrance of Area A4 when hands grasp the two
rungs below the middle rung, the middle rung itself, and the two
rungs above it. Jousi knows this and flies to the center point, grasping
the relevant rungs before flying on to the top. If this isn’t done, the
ladder ends in mid-air rather than the entrance to Area A4.

This chamber would be 40-ft. square if the northwestern corner
wasn't missing. The entrance is in the north wall, close to the west
wall. The exit to Area A5 is roughly in the middle of the east wall.
The space has the now-familiar air bubble walls and silenced glass




4_an exact route through the open Plane of Air to do so. Unusually,
air-related creatures are not able to step through the walls into Area
A5 (blocked by a tangible force when they try to do so).

The area has three sections surrounded by thin, smoky curtains,
as indicated on the map. They each contain items appropriate to a
bedroom—bed, footlocker, chair and small table, wardrobe—but
everything is invisible. However they aren't silenced, and a DC 18
Perception/Listen check results in a PC hearing a drawer scrape in
the north section.

If the party makes a DC 15 Stealth/Move Silently check to stop
their equipment from making any sound (remember, the floor is
silent), it can surprise the belker searching through the contents of
the northeastern space. If the check fails the creature hides and waits
to ambush the party. There is another belker in the southeast corner.
These creatures are fierce enemies of the Grinning Ragamuffins,
sworn to eliminate them; the duo sneaked into this area without
Jousi becoming aware of them (yet) and are making the most of it.

CR 6 (XP 2,400)

Ne:
selkers (2
o

NE Large outsider (air, elemental, evil)

PF AC 20; hp 68 each (Pathfinder Roleplaying Game:

Bestiary 2)
3.5 AC 22; hp 38 each (Monster Manual)

TACTICS

During Combat Despite their reputation and usual disposition,
the belkers aren't interested in a fight unless the PCs choose to
start one—in this case they concentrate their attacks on the
person that starts the melee until he is dead, then leave.

They have been hunting for the Grinning Ragamuffins’ lair for
some while. Agents of a deimavigga devil working with a high-ranking
Klavek spymaster (neither plays a role here, but could be a plotline
for GMs to use later on), the belkers believe that a senior person in
Morsain Castle is a member of the rogue cabal and hope to find out
who it is; they reveal this if successfully Intimidated, but each gains a
+4 circumstance bonus to resist if it knows the intimidator isn't a Plane
of Air native (as it can flee with less chance of being caught).

If the three areas are searched, the following items can be found: A
pillow on the bed acts as a medallion of thought projection when the
user is asleep, while the wardrobe holds a cloak of lesser poisonousness
(detect poison reveals toxins woven into fabric; cannot be removed
without remove curse). This cloak isn't coated with death-dealing
poison but a mixture of less-potent malyss root paste, weak dragon
bile, and a light coating of sticky spider web. If the poison takes effect
when it is put on, the wearer finds himself foolishly flailing to remove
it, being suddenly less dexterous, weaker, and “stuck” to the cloak.

potent 'l’H(l]l $S rO00t paste

type—contact; save Fort DC 12; onset 1 minute; frequency
1/minute for 6 minutes; effect 1 Dex damage; cure 1 save

LGSS"POt&TLIZ dragon lﬂ]é

type—contact; save Fort DC 18; frequency 1/round for 6
rounds; effect 1 Str damage; cure 1 save

secured in the lid of the footlocker under some skillfully-replaced
padding. This is Pullistaa, the intelligent dagger used by this cell

of the Grinning Ragamuffins to reveal the lies and bombast of the N

overly self-important in and around Morsain.

) pullistaa (ﬁtte]ligent 1 dagger)

Price 39,804 gp; Aura moderate divination

Alignment Chaotic Neutral; Senses 60 ft., vision and hearing
Intelligence 10, Wisdom 13, Charisma 13; Ego 5

Skills Sense Motive +11

Language telepathy (Common [Klavek])

This intelligent +1 dagger is slim and lightweight, being
more ceremonial than martial. This makes it more
straightforward to slip it into a belt or boot where it can
serve its purpose. In addition to the abilities listed above,
either Pullistaa or its bearer can use zone of truth (CL 10th)
three times per day.

A DC 28 Perception/Search check finds a secret compartment
in the table, just about big enough to fit up to 4 sheets of vellum.
Currently there are 2 sheets in there: the first is a scroll of glibness
(CL 5th). The second has an image of an archery butt at the top of it
with 3 sets of initials underneath—AH (Attendant Queen Haijyin),
LS (Lord Sihteeri), and the most lawful adventurer in the party.
GMs should have fun establishing a sense of paranoia as the party
imagines the Ragamuffins appearing from around every corner!

Arca AS

The 5-foot square between Area A4 and Area A5 comprises
two invisible protective barriers, one after 18 inches and the other
2-ft. further on, both found with a DC 45 Perception/Search or
Spot check (even the Grinning Ragamuffins are often hard pressed
to point them out when they use this entrance). Whereas all the
previous spaces on this level of the catacombs have had bubble walls
that have been light and airy, and the outside appearance of those
here are similar, inside is a different story. The walls are heavy and
dark, almost black. A DC 5 Knowledge (nature) check recognizes
them as storm clouds (something a druid notices instantly).

The room is 45-ft. long, 30-ft. wide and 15-ft. high, with the
entrance towards the south of the west wall; the exit to Area A6 is in
the northeast corner. Air-related creatures don’t have the ability to
pass through these walls into other areas in the way they have been
able to in other rooms. When the PCs finally make it to the 10-ft.
wide exit, they find two more invisible protective barriers identical
to those in the entrance from Area A4 with a DC 45 Perception/
Search or Spot check.

The perimeter clouds form 9 call lightning traps. Each trap covers
a 15-ft. by 10-ft. space, with each 5-foot square given a number, as
on the map. As the room is entered, all 9 traps are triggered. Once
triggered, each round for 6 rounds, a bolt of lightning strikes up
from floor to ceiling in the numbered square, 1 to 6 in order. While
a creature is in the room, the traps reset after 1 “calm” round, then
the storms start again. There are many paths through this roo

once the order of the lightning strikes is known, but until then it is &4
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Type magical; Perception/Search DC 15; Disable Device
DC 22 (the method rather than actually disabling it)
EFFECTS

Trigger spell; Reset automatic reset (1 round delay)

Effect spell effect (call lightning, 3d6 electricity damage,
6 bolts, 1 per round for 6 rounds; DC 14 Reflex save for
half damage)

The way out of the north wall passes through the exit membranes
into Area A6.

Arca A6

The 5-ft. by 10-ft. space between Area A5 and Area A6 has two
membranes in place keeping the storms of Area A5 in place.Unlike
the dark clouds of the previous room, this short hallway is made of
soft, bright, wispy clouds that are still and calm. They continue on
into the next room, which is a simple 20-ft. cube. The entrance is
in the south wall, and the exit is on the west side of the space. The
walls of this area are totally smooth and unlike the air bubble walls
in other rooms, although it does still have the silenced glass floors as
previously encountered. Air-associated creatures can sense that the
only ways in and out of this area are through the obvious portals.

As the adventurers look at the walls, the clouds take the form
of positive and motivating episodes from their lives. Each round
for 4 rounds, the images become more personal and meaningful,
although individual PCs can only see images of themselves, not
their allies. Suddenly on the 5th round, the party see their most
longed-for desires—a spell that the PCs each have to make a save
against to avoid. The Grinning Ragamuflins use this room to disable
and stupefy those who get much too close to them. The effects can
be long-term and are a “kind” way to keep hostages under control.

.

) Longai- For Desire Trap

XP 1,600
Type magical; Perception/Search DC 29; Disable Device DC 29
EFFECTS

Trigger spell; Reset automatic reset
Effect spell effect (longed-for desire; DC 16 Will save for
disbelief and DC 16 Fort save for partial effect)

School illusion (phantasm) [emotion, mind-affecting]
Level bard 4, magus 4, sorcerer/wizard 4, witch 4
Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Target one living creature

Duration instantaneous

Saving Throw Will disbelief, Fortitude partial (see text);
Spell Resistance yes

You create a fleeting image of the most wonderful creature
imaginable to the subject simply by forming the yearnings
of the subjects subconscious mind into something that
its conscious mind can visualize: the most beautiful of all
creatures. Only the spell’s subject can see the longed-for desire.
You see only a vague shape. The target receives a Will save to
recognize the image as unreal. If that save fails, the phantasm
touches the subject. The subject must succeed on a Fortitude
save or fall into an eternal unconscious state of excessive
ecstasy (awakening a creature from this unconscious state
requires a DC 40 Heal check, remove curse, or limited wish).
Even if the Fortitude save is successful, the subject is stunned
for 1 round per caster level.

If the subject of a longed-for desire spell succeeds in disbelieving
and possesses telepathy or is wearing a helm of telepathy,
the illusion can be turned back upon you—you must then
disbelieve it or become subject to its stunning effect.

The way out of the west wall passes through another 5-ft. by 10-
ft. hallway into Area A7.

Ara A7

The 5-ft. by 10-ft. space between Area A6 and Area A7 has a
faint sweet odor that can be detected with a DC 18 Perception/
Spot check (creatures with scent automatically succeed). The room
beyond this short hallway is 20-ft. by 25-ft. and 20-ft. high, with
the exit facing the entrance across the space in the west wall. The
walls of this area are again made of air bubbles as in other rooms,
along with the silenced glass floors as previously encountered. Air-
associated creatures can't sense any other ways in and out of this
area due to the contents.

The space is full of a permanent solid fog cloud (effective CL
12th) that comprises nitrous oxide, turning the whole room into
a continuous hideous laughter spell (effective CL 5th). This is not
a trap, but a natural occurrence that the magic has tapped into.
Anything that falls foul of this effect attracts the attention of a
pair of ethereal filchers that appear, deliver a bite, attempt to steal
something, then disappear. They each do this for three rounds or
until they take damage. If either filcher is hit twice in one round, it
accidentally drops an item.
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N Medium aberration

PF AC 17; hp 22 each (see page 170)

3.5 AC 17; hp 22 each (Monster Manual)

TACTICS

During Combat See above.

Morale See above.

Treasure: The first one drops a brooch of shielding with 57
points left to absorb while the second leaves an amulet of
natural armor +1 behind.

The way out of the west wall passes through another 5-ft. by 10-
ft. hallway that is 140-ft. high before it leads into Area A8. If a PC
looks up, she can see the way out of the hallway.

Arca A8

Once the PCs have scaled up the 140-ft. high hallway they find
themselves at a glowing archway. The entrance is in the east wall
of the room, with the exit in the north wall. As with most other
rooms, the walls of this area are made of air bubbles along with
silenced glass floors. Air-related creatures are also able to pass
through the walls to Areas A3 and A4, although it takes a DC 35
Perception/Spot check to find an exact route through the open
Plane of Air to do so.

In the southwest corner of the room is an invisible brass lamp,
buried in the air bubble wall about 12 feet from the ground. It
appears too heavy for the cloudwall to support it, but that is where
it sits. It is the traveling home of Ilmoitse, a noble djinn® that
crosses the realms as a roving ambassador for the Plane of Air. He
is aware of the Grinning Ragamuffins and is spending time with
this cell to decide whether to support the group or evict them.

He can’t be rescued from the lamp (as he is on his home plane)
so won't be granting any wishes at any time. If the GM so desires,
he responds to requests to come out of his lamp and a diplomatic
party can get his views on the Grinning Ragamuffins (use
standard rules and guidelines for Diplomacy checks). If Ilmoitse
becomes bored or annoyed with the party, he simply retreats into
his home and cannot be enticed to come back out without the use
of a wish or miracle.

When adventurers are true scions of diplomacy (or if the GM
wants to have an additional set of encounters) Ilmoitse invites the
party into his home—this invitation is the only way they can get
into the lamp (short of a wish or miracle). The inside of the lamp
is similar to a empowered, widened permanent mage’s magnificent
mansion. As a 10th level caster, Imoitse is able to maintain 45
cubic spaces, each one being 20 feet per side. There is no plan for
this mansion, but feel free to let the PCs encounter all manner of
weird and wonderful sights, sounds, and smells from across the
planes. Above all else, remember that it is a palatial home full of
luxury “needed for travel” items rather than a dungeon; Ilmoitse
is a powerful noble and likes the finer things in life. Other than
the lamp, the space is empty. The exit hall in the north wall leads
through to Area A9.

Arca A9

The 5-ft. by 10-ft. hallway leads through to a long, narrow room _I X

(15-ft. by 45-ft.). The way in comes through the south wall, with
the exit directly opposite it in the north wall. The walls, floor,
and ceiling are the ubiquitous air bubbles and silenced glass.
Air-related creatures can see routes through to Areas A3 and A7,
although it takes a DC 35 Perception/Spot check to find the exact
path through the open Plane of Air to use them. Carved around the
archway into the room is the following phrase:

‘\%] Say, my friend; getting through here will be a breeze!

This is the only clue the party receives to aid with the problems
presented by this space. Saying, “My friend” in Auran allows the
person to harmlessly walk through all of the winds in place further
in the room. If the phrase isn’t spoken by a creature, it has to deal
with the wind tunnel.

5 feet in front of the entrance are a set of four crushing hands
forming a 40-ft. long wall almost to the end of the room. If a PC
attempts to pass them, she can feel them ushering her down the
5-ft. wide corridor to the east end of the room. If she persists, they
grapple her and move her along, and there’s also a wall of force
behind the hands barring movement backwards. The final 5-foot
square of this space allows a PC to turn the corner and face back
the way she came. The 5-ft. by 15-ft. section of floor against the
east wall is still, calm, and unremarkable—however, this is only a
moment’s respite before the challenge begins.

The next 10-ft. by 10-ft. section has 2 gust of wind spells
permanently in place, with the current going from east to west.
The next 5-ft. by 10-ft. section has five 2-ft. wide wind wall spells
in place,, swirling around the space but still pushing the airflow
to the west. The next 10-ft. by 10-ft. section has two control wind
spells accelerating everything towards the west wall, while the next
10-ft.-square space has a whirlwind in it. All spells are CL 17.

The final 5-ft. by 10-ft. space, just past the exit, has a permanent
handy helper (CL 17th) obstacle in place designed to capture anyone
who is forced down the room by the violent winds. The barricade
is made up of what appears to be small leather gloves, and anyone
caught in the obstacle is poked, shoved, pinched, slapped, and very
occasionally punched by many “little hands.” Each time a person is
in contact with the barricade, roll twice on the table below. Damage
is inflicted as indicated:

T@M@ 33: H(U’Idiq HG]?J&Y‘ D(UI’L%G m Ared A7

Number of Damage Damage
% per round Glove type IO glogve Typeg
01-30 Poking 7d4 1 hp Subdual
31-55 Shoving 4d4 2hp Subdual
56-75 Pinching 3d4 3 hp Subdual
76-90 Slapping 3d4 3hp Lethal
91-00 Punching 2d4 5 hp Lethal

The way out of this area is up a flight of stairs that goes 10 feet
north before reaching a landing. Here, the stairs turn to the west
and go on for another 10 feet. A DC 20 Perception/Search check_g




N ]
School evocation [force]; Level bard 6, sorcerer/wizard 6
Casting Time 1 standard action

Components V, S, M (a soft glove)

Range medium (100 ft. + 10 ft./level)

Effect 5-ft. wide line of roiling gloves up to 20 ft. long/ level,
or a ringed wall of roiling gloves with a radius of up to 5 ft.
per two levels; either form 20 ft. high

Duration 1 min./level (D)

Saving Throw Reflex half (or Reflex negates; see text); Spell
Resistance yes

An immobile, vertical barricade of roiling gloves shaped
of pure force springs into existence. Any creature passing
through the wall of gloves rolls percentage dice twice,
consults the table below, and takes damage as indicated
(Reflex save for half damage).

CL11 CL12 CL13 CL15+

Number Number Number Number Damage/

Glove ") %) %) (%) Glove DPC
ks (oﬁéo) (oic—lgs) (ozc—h;o) (oz(—i;lo) e odval
Shoving (82(—130) (741%1;10) (341%1;15) 2hp  Subdual
Pinching — = — (9?‘_130) (52‘3‘715) 3hp  Subdual
Slapping  — — (7:1;1 0) 3hp  Lethal
Punching — — ( 9??3 0) 4hp  Lethal

If you evoke handy helper so that it appears where creatures
are, each creature takes damage as if passing through the
roiling obstacle. Each such creature can avoid the obstacle
(ending up on the side of its choice) and take no damage by
making a successful Reflex save.

Handy helper provides cover (+4 bonus to AC, +2 bonus on
Reflex saves) against attacks made through it.

As the PCs leave the catacombs, probably looking the worse
for wear, they are quickly approached by the castle guards, who
don’t immediately recognize them. Any explanation (DC 5
Diplomacy) gets them on the guards’ good side and healing is
called for if required. The party may well have brought evidence
of the centipedes from the catacombs; additional questioning of
the castle guards (DC 15 Diplomacy/Gather Information—
remember any bonuses or penalties from the way the PCs treated
the guards earlier) reveals that the strange albino creatures very
rarely leave the gloom of the old catacombs, and haven’t been
seen in the castle proper or in the surrounding countryside as far
as anyone can recall. The Huntsman has always worked hard to
keep their numbers down so they did not become a threat, plus the
flaying of the beasts seemed to give him an outlet for his sometimes
dominating anger. Although a small clue, it is a clue: the albino
centipedes were “planted,” so the Huntsman was murdered.

It’s possible the PCs have retrieved the bag as well, and may
want to immediately talk about the Grinning Ragamuffins. Both
of these actions will immediately place them in danger of planted
snipers! As soon as the party moves away from the guards, a figure
appears, fires two hand-crossbow bolts at the party (random
targets, both a score of 20 to hit), then launches itself into the air
and towards town.

' J) 1f the PCs have questioned the guards, they attract the

= attention of numerous snipers who deftly roam the
rooftops of Morsain. After the assault in the castle, the snipers wait
for the PCs to pass along the open sides of it, step onto a balcony,
or exit the building to pursue the attacker (their favorite option)
before making their own attacks. They do so quickly, but withdraw
before the PCs can follow them all.

(ool
‘\\\9\ CR 7 (XP 3200)
=

stupers (4 appmrmg)

Medium humanoid (human) Rogue 8

PF AC 16; hp 36 each (page 176)

3.5 AC 16; hp 21 each (page 193)

TACTICS

Snipers try to use the environment to allow them accurate
shots on their targets while preventing accuracy of return fire.
During Combat Snipers move during combat, constantly
attempting to fool their targets while getting in range for
their sneak attack.

Morale These snipers fight until it appears their targets are
adept at returning fire. At this point, they withdraw before
allowing the targets to follow.

Treasure The only treasure snipers carry is their gear.
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You return to the castle to report on what you have"
discovered, handing the lock of hair you discovered to
the Prince. Ruhtin, seething with frustration, demands to
know what can be done.

Attendant Queen Haijyin explains that she has a magical
device in her chambers that might allow Lumi to be found, if
she can use the lock of hair. Prince Ruhtin relents and hands
it over gently, keeping a few strands for himself, as if handling
them roughly will harm Lumi directly. Haijyin bows to her
goddess-son and walks off to her chambers.

Lord Valta speaks, saying, “You have had multiple chances

are involved in this kidnapping and that these momentary
triumphs are nothing more than raising false hope, so that
when she is ransomed, we will pay whatever you demand, or
if she is killed, it will be all that more devastating to us.”
Prince Ruhtin looks like he wants to order you off to be
beheaded, but he says nothing.

“I do not believe this,” Lord Valta continues. “At least, not yet.
If the Attendant Queen can indeed locate my daughter, you
will be given one last chance to bring her back. If you succeed,
then you will be allowed to leave here with your lives—and
perhaps our thanks as a reward, despite all we have been
through. If you fail, do not come back. But know this: always
looking over your shoulder will be the wisest action you could
take. The love of a father is nothing compared to the power of
a Lord of the Klavek Empire.”

There is an incredibly uncomfortable silence that hangs over
the throne room until Haijyin returns. “Lord Valta! Prince!
I have found her. She is deep in the Haunted Forest, and at
least for now, alive and unharmed.”

“They will go and retrieve her,’ Lord Valta says. “They will
bring her back, alive AND unharmed.”

“I understand, my Lord. Follow me,” Haijyin says to you, “I
@shhave a way to take you to Lumi.”

Haijyin will take the PCs where she uses as her “workroom”
and produce a scroll of teleport. She has seen the Seven Small Folk
keeping Lumi, but says nothing about them. She hopes that either
the PCs will die in the Haunted Forest or that they will engage the
Seven Small Folk and Lumi will get caught in the crossfire. Haijyin
understands that the Haunted Forest is unpredictable and is keen
to send the PCs into it in hopes of getting rid of them.

SR O

DC 15 Spelilcraft or DC 20 Knowledge (arcana)

Success The spell from the scroll is working as it should,
but there’s something wrong with the location to which
you're being sent.

Failure The teleport makes your stomach turn over, but you
can feel yourself hurtling towards your destination.

‘(;:/\/ X \‘ Y zé;

i O
aijyin and her room disappear from view and for an’
instant, you are in pitch blackness, just before you catch a
glimpse of a dark forest covered in still-falling snow. The forest
seems to spin all around you, and as the magical darkness
around you fades, you find yourself standing upon a narrow,
snow-covered animal path that meanders through the woods.
A frigid cold bites at your face as the wind picks up and snow
begins to come harder. A silence falls over the woods, but it
is far from comforting. There is no sign of either Lumi, or
anything in the least bit encouraging...

to recover my daughter and at each turn, she has been The PCs have been transported directly into the heart of the
snatched away from us again. Prince Ruhtin believes that you Haunted Forest where they will continue their search for Lumi.

the Story so Far

g N O
After the trials and tribulations of the pre-wedding

ceremonies for Prince Ruhtin and Lumi Valtatytar, the
young bride-to-be has been abducted by a local huntsman
and taken deep into the woods that cover much of the lands
around the town of Morsain. After following a number
of leads that became dead-ends, the PCs have found
themselves close to being arrested for kidnapping and
are even suspected of murder. For now, there is just one
glimmer of hope, just one more lead to follow: that Lumi
is alive somewhere in the Haunted Forest, a dark place as
much full of dread tales and frightening accounts as it is of
ravenous creatures and looming undead.

But that is where the PCs must venture. Attendant Queen
Haijyin is confident that Lumi is alive somewhere in there,
and as this could be the last chance the PCs have to redeem
themselves, they are given the task of venturing into the
woods and returning with her, ALIVE. With this news,
Viscount Sihteeri, Prince Ruhtin’s advisor, approaches you
once again. Although his outward countenance seems to
suggest he has little to no faith in you, you know he has
helped before. Perhaps this is the last time such help will
come your way...




By now the PCs know that the Haunted Forest is located just south
of town. It hugs the southwest road, daring travelers to enter its
dark yet alluring clutches. For many generations, stories of these
haunted woods have been told and retold, gaining notoriety and
fervor with each telling. These days no one local dares enter the
heart of these woods, as those that do rarely return. The PCs will
have crossed its border if they went after the Huntsman, and their
return marks them out.

Truth be told these woods aren't so bad, but those occupants
that dwell here prefer that the tall folk continue to feed on the fear
and superstition. Many of the tales originate from the fey, the wild
men, and the thieves that make their homes in these woods, and
are continually propagated in an attempt to keep others out.

In the forest it can be very cold, and temperatures range from
cold weather to severe cold as listed below. In very rare conditions
this forest may be exposed to extreme cold conditions, and even
seemingly limitless snow, but this only occurs once every 25-50
years (at GM’s discretion). In the case of extreme cold, 90% of the
flora within the forest (except the trees) will die.

Table 34: EXposure to cold Terrtpfmums (PF/3.5)

Cold Fortitude save each hour (DC 15, +1
weather i
per previous check) or 1d6 nonlethal
(below
40°F/4°C)* col
Severe cold Fortitude save every 10 minutes (DC
(below 0°F/ 15, +1 per previous check) or 1d6
-18°C)* nonlethal cold
Extreme 1d6 lethal damage per minute (no
cold (below save) Fortitude save every minute
-20°F/ (DC 15, +1 per previous check) or 1d4
-29°C) nonlethal damage
Extreme 1d6 lethal damage per round and
cold (below frozen blood (no save) Fortitude save
-35°F/ every minute (DC 15, +1 per previous
-37°C) check) or 1d2 Con damage

A character who takes nonlethal damage from cold or exposure becomes
fatigued until that damage is healed.
*Characters with appropriate protection (cold weather gear) do not need
to make a save. Characters with the Survival skill may gain bonuses to
their Fortitude saving throws, and may be able to apply this bonus to
others.
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animals wanting to remain near the flowers. When approached by
cold blooded animals (such as snakes) the flowers don’t move at all.
The reasoning behind the flower’s actions are as of yet unknown.

| he Alchemist’s

Journal

una und Flora
Ichemica

Rare vegetation grows and mystical creatures frolic in the Haunted
Forest, mostlikely due to the fey that dwell here. The first indications
that things within these woods are different from other temperate
forests are the fruits and flowers, many of which seem to blossom
all year round despite the chill temperatures. Only one woman,
a highly skilled alchemist, knows the following information.
Although she has recorded it within her journals, she has told
only her most esteemed and trusted colleagues of the secrets of the
Haunted Forest. She fears that the unscrupulous might abuse the
precious plants found within the forest. The following are just a few
pages of notes from her expansive catalog of books entitled Fauna
und Flora Alchemica.

lora

N &., The flower reminds the spirit of the love which swells

' inside each of us, ready to blossom when two lovers meet.
Let us go now, in search of flowers and souls, for it is the
journey which has inspired such passion. As we enter the forest, I long
to call out for you to bathe me in your scent. May we may meet again
under starlit skies, our naked skin tightly intertwined in the bosom
of Mother Nature.

A]ﬂ,quom rlower ( ﬂos‘lgm)

Location scattered along forest paths

Frequency rare

Season(s) all (blooms year round)

Successful harvest DC 25 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use DC 22 Craft (alchemy)

This plant blooms year round. It has an orangish-red
flower the size of a halfling’s hand, shaped like a star. This
flower remains partially closed until approached by a warm-
blooded creature, at which point it raises itself towards the
sky, moving from its usual position of facing the ground. As
it senses the warmth emanating from the creature, it emits an
equally warm glow from within and turns toward the approaching
creature, opening into full bloom and bathing the creature with a
soothing, inviting light. The air temperature around these flowers
is noticeably warmer than the rest of the forest. The brighter the
light, the warmer one feels. The flowers warm creatures both inside
and out, causing happy, soothing sensations to take hold in one’s

% mind. It is quite difficult for observers to pry themselves away from
( .-f'. these alluring flowers, though there is no reason to do so as they

08

Alchemy Notes After much experimentation, I found that
a cream made from the flower’s rhizomes ( known as a
“creeping root” to non-alchemists), when rubbed upon the
skin, created these same feelings of warmth and well-being
for a duration of 1d4 hours per ounce applied. It takes at
least 500 alaquora flowers and a binding agent to make one
ounce of this cream.

Note: If the cream is allowed to freeze or become too warm

(next to a fire or such), it becomes useless and must be
discarded.

GM Notes These plants have a magical alluring effect; those
who fail a DC 15 Will save triggered when within 10 feet of
the alaquora flowers are compelled to linger near them for 1d2
minutes (unless it would be obviously dangerous to do so).
When applied directly to the skin (a standard action) the
alaquora cream warms the subject, preventing the damaging
effects of cold environments. Applied alaquora cream allows
a creature to treat cold conditions as one rating less severe:
extreme cold becomes severe cold, severe cold becomes
cold, and so on. Multiple applications do not increase the
effect. Those in standard cold conditions using alaquora
cream feel warm as if sitting beside a roaring fire. A 1-ounce
application of alaquora cream lasts 1d4+1 hours, and GMs
may establish price as fitting within their own setting.




paths or along main trails.
Brushing up against the sharp edges of bladebark leaves causes
a strange effect. After the animal is cut it quickly flees from the
bladebark leaf but after a few minutes of travel begins to slow as its
skin petrifies into a bark-like material which can only be described
as like that of a tree trunk. After this, the legs of the creature take
root in the nearby soil and within minutes the entire beast
7 has transformed into a tree. Within a few days a large,
bulbous knot forms in the centermost point of the creature.
A seed pod then bursts from this knot, unleashing puftball-like
seeds which catch the wind and blow all over the forest, and the
cycle begins again. Needless to say, it is best to keep your distance
from these silent killers.

Alchemy Notes Although at first hesitant to experiment
with these deadly leaves, I gathered the courage, borrowed
a gauntlet from the guards at Castle Morsain (don’t worry,
I returned it), and picked a leaf so I could get started with
my tests. Preliminary results revealed that the bladebark
leaf itself is designed to cut through the skin of a creature,
but the bark petrification poison (as I've loosely named it)
actually lives in the stalk of the plant, an interaction with
both the Bladebark Leaf and the tree upon which it has
sprouted. The poison travels down the stalk and into the
N jagged edges of the leaf. Attempts to harness this potent
\ \\ poison have failed as exposure to air seems to render the
N\ liquid impotent. Perhaps an alchemist or sage with the
proper equipment may be able to harness this poison in a
laboratory or other controlled setting. However, I had to
give up on any further testing. I now avoid bladebark leaves
when roaming the forest as they bring me only the means
to a pointless end.

e,

GM Notes A falling bladebark leaf forces a creature to make
a DC 15 Reflex save, but only if they know the leaf to be a
threat. Creatures approaching a tree are likely unaware of
o the danger these plants pose and thus could easily brush

Bladebark Lé(l_]( (cortice- arborjohwm

stalk. They tend to grow in areas where there are a lot of animal £5f

Location scattered seemingly at random throughout forest
Frequency rare

Season(s) fall & winter

Successful harvest (leaf) DC 25* Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use (leaf) DC 25* Craft (alchemy) check
required due to careful handling

*DC 20 if using some form of protection

Successful harvest/use (extract) DC 35 Alchemy check
(exposure to air destroys the extract).

Bladebark leaves are an enigma in and of themselves due to the
fact that they have no single type of tree from which they originate.
The leaves sprout halfway up the trunks of host trees throughout
the Haunted Forest seemingly at random, typically with the onset
of fall. Why would a plant’s growing season start in the coldest,
darkest part of the year? This was the first of many questions I
found myself asking about these odd plants. After sprouting from
a host tree, bladebark leaves grow quickly, and reach almost a foot
i in circumference. Their edges are razor sharp and quite dangerous

W to fauna in the forest. As the bladebark leaf itself grows, so does the

against one. When this occurs, the creature takes 1d6
points of piercing and slashing damage, triggering a DC
15 Fortitude save to resist the bladebark leaf’s poison. If
affected by the toxin a creature’s movement slows by half
and then reduces by an additional 5 feet every 1d4+1
rounds until the creature is unable to move at all. At this
point, creatures failing a DC 20 Fortitude save are “bark-
petrified,” (petrified for all intents and purposes) and
cannot move, act, or speak. This can be completely cured by
a bark to flesh spell, or healed temporarily with a reversed
barkskin spell, which turns the creature to flesh for the
spell’s duration. If a creature is not completely restored to
flesh within 1d4+2 days it sprouts a reproductive pod over
the course of 24 hours. At the end of this period the pod
bursts, unleashing 2d100 bladebark leaf seeds into the air.
Creatures restored to flesh once the pod has grown for 12
or more hours die instantly.




g Alchemy Notes When distilled, chendrook bark produces

CJ’](?WOO‘@ Tree ((U‘bor Vﬂ:@) a potent alcoholic drink which protects those that imbibe
- ————>o it from non-magical cold, disease, and poison. Eaten on its

Location Haunted Forest own, chendrook bark has no effect.

Frequency common

Season(s) all

Successful harvest DC 10 Knowledge (nature) or

Profession (e.g. horticulturalist, botanist) check

Successful use DC 15 Craft (alchemy) check

GM Notes The above effects are accurate but fleeting,
only lasting for a mere 1d4+4 minutes after drinking

. i / chendrook bark alcohol. Care must be taken, as
\1 Il 4 drinking too much of this spirit can cause drunkenness

and blindness that lasts for 6d4 hours; there is a
. u cumulative 10% chance of this occurring for

every drink imbibed after the first.

This stout evergreen grows heartily and is the
most common tree in the Haunted Forest. The
tree is said to originate from a land far to the
north of this continent, yet there is limited
factual evidence to back this up as many
texts were burned during the
Klavek Kingdom’s inception.




| @alVOT' an Root (radjx-jtom)

A Location Fey Glade

; Frequency rare
Season(s) all
Successful harvest DC 25 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use DC 15 Craft (alchemy) check

In glades where the capricious creatures trick, play, and taunt,
there grows a short, stocky plant with tightly wound leaves.
Galvoran plants smell of onions, and the leaves have an extremely
bitter and foul taste. Harvesting galvoran root can be quite difficult
due to the influence of the fey that live close by it, as they tend to
get the highest quality specimens first. While it has little or no
inherent value to alchemists, the roots of the galvoran plant can be
digested easily, taste quite good, and have marvelous healing effects
for those without potions or clerical magic.

Alchemy Notes When rubbed on the skin, a poultice
created from this plant prevents and wards off any type of
flea. A galvoran root poultice lasts 1-2 hours.

GM Notes A galvoran poultice prevents fleas and ticks
from biting a creature for a period of 1d4 hours after it is
applied. When this duration ends the poultice evaporates,
the smell fades, and it no longer has any effect.
Galvoran root has an additional use which most alchemists
have yet to discover—when eaten or ground into a pulp and
applied to an open wound, the poultice heals 1d4 hp. One
galvoran plant holds one healing root. On rare occasions
(5% of the time), a group of these plants grow together and a
massive root tying them all together can be dug up, resulting
in enough healing root for 20 doses. These special poultices
must be eaten or applied to wounds at least 10 minutes apart,
\ Or they have no effect as the body can only absorb a
small amount of theliquid at a time. Fey are able to eat
as much of this root as they wish and still enjoy its
effects. Furthermore, galvoran root
gives all fey 2d4+2 hp per dose
and grants a temporary +1 to
all saving throws for
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chost rlute (tibimmn@s)

Location wetlands or near water
Frequency uncommon
Season(s) spring, summer, fall
Successful harvest DC 10 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use DC 15 Craft (alchemy) check
(DC 25 to preserve for later use)

Ghost flutes are beautiful plants that grow in the
wettest parts of the Haunted Forest, usually by the edge
of a stream or pond. They tend to lose their seed pods as
winter approaches and leave a hard white hollow shell
with holes, the interior looking almost bone-like. As
winter winds pick up and blow through these “bones,
the plants make a frightful sound akin to many ghosts
screaming or whistling. Sometimes I like to think

they’re having a ghostly party! ﬁ @ @

Alchemy Notes The ghost flute’s hard shell can
be broken open to reveal a small amount of thick
goo. When enough of this goo is gathered (15—
20 plants worth) it can be rubbed onto armor
or a weapon, causing a very interesting magic
effect—the armor or weapon becomes almost
translucent! I don’t know what other effects this

has because I honestly haven’t had the necessary
time to experiment. Hopefully I'll be able to get
to this next week.

GM Notes From the typhaceae family and
similar to bulrush or cattails, these plants
typically grow with a small base of leaves and a
single, simple, jointless stalk between 1-5 feet tall
at the top of which are the flowering spikes. Once
per year (typically in late summer) the ghost flute =
loses its flowering spikes either through windy -
conditions or from harvesting by birds that use
the spikes in their nests. Once all of the spikes have been
removed, only a shell remains which crumbles and hardens
in the increasingly cold winds. As winter approaches the
plant pulls back and provides all nutrients to the leaves and
roots, leaving the stalk to harden and die. Once hardened,
the stalk and shell blow in the wind, an eerie whistling
sound emitted by the air rushing through the holes in the
shell. As a result of the fey magic of the Haunted Forest,
this transforms into a ghost sound spell that increases
in intensity for each plant growing in the area (typically
between 20-200; CL 1* + 1 for every 10 ghost flute plants).
The goo gathered from the inside of the hard shell of the
ghost flute can be rubbed onto a weapon or piece of armor
causing it to be affected as if by ghost touch (CL 8") for 8
minutes. There must be enough goo to cover the entire
weapon or armor in order for it to have this effect. One dose
of ghost flute goo is enough to cover one Medium-sized one-
handed weapon, one piece of Medium-sized light armor, or
one Medium-sized light shield. Applying ghost flute goo is a
tull-round action that provokes attacks of opportunity.




er Bm (umpm)
Location Haunted Forest
Frequency rare
Season(s) spring & summer
Successful harvest DC 22 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use DC 15 Craft (alchemy) check and DC 10
Profession (distiller) check*

*Treating juniper berries requires proper distillation equipment.

Juniper trees grow hidden away in only a few select glades within
the woods. It is unknown if the plants were planted by fey or grow
wild, but either way the magical creatures of the forest come to
these clearings often to check if the berries are ripe. When ripe, the
juniper berries are picked and taken back to Fey Glade. There, the
berries are mashed and distilled along with grain spirits . When
this mixture is ready it makes for a potent drink which they have
named Ginn in honor of the original leader of the Haunted Forest
Fey (now deceased).

Alchemy Notes This berry, when mashed, distilled, and
combined with grain spirits, forms a potent alcoholic drink
that prevents the effects of most disease and infection.

GM Notes Generally 1d20x20 berries can be found ripe
upon a juniper tree at any given time. Occasionally (15%
of the time) a juniper tree is found picked bare with only
unripe berries available (these trees were recently harvested
by fey). 40-50 berries creates 1 ounce of Ginn.

Drinking 1 ounce of Ginn daily prevents most common
diseases found in cities (dysentery and filth fever). It does
not protect the drinker from other forms of disease, but it
does grant a +2 alchemical bonus to saving throws if the
imbiber has been consuming 1 ounce of the drink each day
for at least 1d2 weeks.

Fey who imbibe a half-ounce of Ginn are protected from
all forms of disease for 24 hours—except the black plague
(originating in the Vast Swamp), of which there is no
known cure.

Nectar Pot (novem-nectanmus)

Location Feyglade Stream
Frequency very rare
Season(s) spring & summer
Successful harvest DC 10 Knowledge (nature) or Profession
(e.g. horticulturalist, botanist) check to transfer to container
DC 20 Knowledge (nature) check to carry a useable plant
Successful use consume (swift action, no check required)

The nectar pot is one part of a large plant that grows only in and
around the Feyglade, close to the stream that flows through that
part of the forest. Its mother plant, the Nectanius Nine, is made of
nine separate and very distinct parts, none of which are of any use
to travelers in the Haunted Forest save the nectar pot.

Alchemy Notes A most delicious drink awaits you should
you stumble upon a nectar pot. These pitcher-shaped flowers
collect rainwater from above; in the belly of the plant, the
rainwater mixes with a sweet-smelling elixir from the mother
plants digestive system. Hummingbirds and insects are
attracted to the smell of the resulting juice within the nectar
pot, but then find they cannot escape the pot’s steep, slippery
sides. The juice coats their wings, preventing them from
flying out. They eventually tire and drown
in the juice, where their bodies are
slowly digested and fermented. :
Strangely enough, this
fluid is completely
safe for
humanoids
to imbibe
and in
fact
tastes
quite
delicious, although it is a bit of an
acquired taste.

Upon drinking the nectar pot elixir
one instantly feels quite light-
headed and a bit tipsy, as if youve /£
consumed one too many glasses
of wine. Soon after, and the
feeling of tipsiness fades,
and just as it does the real
magic begins! Your body
grows in size and your
skin grows a safe and
protective coating of
bark. The faeries here
in Feyglade seem to
refrain from using the
nectar when I'm around,
but when I've approached
the glade in the past I
have spied a couple of the
creatures grown to a larger size,
pushing each other, laughing and
carrying on! As I grew closer and they caught




sight of me they quickly retreated into the darkness of the
forest’s edge. Perhaps these nectar pots are a secret of the fey,
something they don't wish to share with outsiders lest city
dwellers begin to come in droves for the precious nectar.

GM Notes A nectar pot has a 60% chance of containing
enough liquid for a Medium-sized creature to drink and
benefit from its full effects (70% for a Small-sized creature
and 80% for a Tiny-sized creature). Upon imbibing the
nectar contained within, a creature is affected by barkskin
and enlarge person (CL 6™). There is typically only enough
nectar for a single creature, although depending upon their
size the portions can vary (at the GM’s discretion). The
nectar must be drunk from the naturally occurring pot and
cannot be transferred to other containers; any attempts to
do so causes the nectar to lose all magical properties and
become only as useful as simple water. However, those who
use the other parts of the plant to their advantage witha DC
20 Knowledge (nature) check can convert the remainder
of the plant into a makeshift sling which suspends the
nectar pot and allowing it to be carried elsewhere; the
nectar remains effective for 1d2+1 days while carried in
this way. Travelers encountering various bugs and pests
find that swarms are instead attracted into the nectar pot,
though this is only useful for small insects and birds.

S]lﬂ'ﬂbfﬁf‘ POMUM Tree (C{TIJOY'-SOWM)

e ——

Location Forest Maze

Frequency uncommon (only within maze)

Season(s) all (basic fruit is in abundance in spring and
summer, waning during fall and winter)

Successful harvest DC 28 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use consumption of its ripe fruit (which is
difficult to find; quantity at the GM’s discretion)

slumber appears quite magical, as subjects do not require any form
of sustenance and seem to repel all signs of aging.

Alchemy Notes Attempts to dilute or distill the liquid from the
pomum have failed to produce any results and deem potion-
making using this fruit impossible. However, the pomum
apples themselves surely have an insidious application
if put in the wrong (or right) hands, as one could quite
easily swap out a shiny, red apple for one of these fruits, the
consumer of which would fall into a deep slumber (thereby
removing someone of authority from power without
actually killing the subject). Note: not a single mammalian
test subject has yet to awake and I fear my poor little rats
may stay sleeping forever! However, when tested on my pet
lizard, the pomum had no effect. I believe this fruit to only
work on mammals, and from additional experimentation,
none over 600 pounds in weight.

GM Notes A pomum is similar to an apple and will be
mistaken for a regular apple fruit unless the creature
eating it is very skilled, possessing a bonus of at least
+10 to Profession (botany) or Craft (alchemy) checks,
or succeeds on either a DC 10 Knowledge (nature) or
Survival check. If a ripe pomum is consumed (even in
small amounts), a powerful magical slumber overtakes the
individual (no save). While in this state the person cannot
be affected by weather-related conditions, does not hunger
or thirst, and does not age. They can never awaken on their
own and must rely on outside forces to assist them, or they
will slumber for eternity.

Creatures normally resistant to sleep receive a DC 25
Fortitude save to overcome the long-lasting effects, though
even those that succeed still fall asleep for 1d10+10 hours
before awakening normally. Those who are immune to
sleep, such as elves, are unaffected by pomum apples.

Finding Pomum Fruit Ripe pomum are very difficult to find
in the Haunted Forest. They do grow on the trees but once

This tree produces a fruit that closely resembles an apple, yet
all are advised not to eat from this tree! Experiments on all kinds
of creatures have shown that pomum induce a deep slumber from
which test subjects have never awoken. Interestingly enough, this

they ripen, the fey immediately pick them and hide them in
the deepest part of the woods, in places too dense for most
to traverse. During spring and summer, 1d2 ripe pomum
apples can be found per tree, whereas in fall or winter only
one pomum apple can be found per 100 trees checked.

The Cure One who has eaten a pomum may be awoken
@ only by one of three methods. First, one may use a
& limited wish, miracle, or wish spell to instantly awaken
_ aslumbering creature. Secondly, a noble quest may be
Sk undertaken on behalf of the slumbering creature,
§\  the results of which must restore and strengthen
¥ a family bond which was previously severed.
Thirdly, the powerful magic of true love’s kiss
instantly awakens a slumbering creature. The kiss
must be heartfelt and meaningful.
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Location unknown

Frequency legendary

Season(s) winter

Successful harvest special*

Successful use DC 30 Craft (alchemy) check & DC 20
Knowledge (arcana) check (bud) or DC 15 Knowledge
(arcana) check (petal); failure destroys the bud or petal
(thus only the most learned sages and alchemists are
allowed to work with the legendary flower)

*Locating a winterflower requires a Knowledge (nature),
Profession (e.g. horticulturalist, botanist), or Craft
(alchemy) check with an initial DC 40 due to the rarity
of a blooming winterflower. The DC of this check can be
reduced to as low as DC 30 when the search for it is led by
an experienced guide (-1 per 2 levels of expert or 2 points
in Profession [mountaineer] the guide has; these bonuses
can be combined).

The winterflower is the rarest flower in all of Aventyr. It thrives
in cold mountainous regions and has a reputation for growing
on difficult-to-access mountain peaks and cliffs. It is the only
known flower to grow through multiple layers of snow to reach
the sunlight.

The chance that the flower I saw was in fact the legendary
winterflower is slim at best, but it did fit all of the fables I have
heard since childhood. Alas, I could not reach the location as it
was growing from the side of a dangerous clift-face above a cabin
known by the occupants of the forest to contain seven deadly
rogues. Although temptation begged me to overcome my fears, I
could not brave the scoundrels and the death-defying climb. Thus,
I will never know if it was truly the legendary winterflower which I
saw perched so high above the forest floor.

Alchemy Notes I have no firsthand experience with
winterflowers but I have heard rumors that the leaves,
petals, bud, stem, and root may all be utilized with great
care to craft all manner of potions, balms, and magical
items which allow one to resist all forms of cold—both
normal and magical! Alternatively, there are offensive uses
mentioned in ancient tales, such as the fable of the man
who froze an entire clan of orcs by chewing up a petal of the
legendary flower and blowing the vapor upon the village.

GM Notes While the winterflower does not currently grow
within the forest, it may return within the next year or so.
If the PCs are diligent and check back often, they may find
it flowing in the cold breeze, high up on the edge of the
Galvoran Cliffs located in the southeastern part of the forest.
A single winterflower can be worth 10,000-20,000 gp
depending on the severity of the winter. They are very
much sought after, and there are those who spend their
lives in pursuit of the plants. They bloom so rarely the

Winterflower is considered a legend throughout most

of the Klavek Kingdom, and in the Klavekian-controlled
fishing village of Rybalka (located within Vikmordere)
there is an annual celebration honoring the winterflower.
In recent times a group of adventurers retrieved the rare

flower and planted it near Rybalka where it thrived through
the season and was untouched by the citizens nearby. The
flower has since thrown seeds to the wind, and now the
winterflower blooms in far-flung locations surrounding
the great Serpent Lake in Vikmordere. Most flower-seekers
have begun to venture to those lands, leaving some of the
former picking grounds free to grow (and be found by
adventurers) once more. However, a bloom from a relatively
warm and wind-free site (such as a village) is not as potent
as one from the top of a mountain.

Effects The effects of the winterflower are many and varied
(ultimately at the GM’s discretion).

Bud (1): The bud of the winterflower is the most potent part
of the plant. It is extremely resistant to cold and can survive
in any conditions no matter how cold (normal or magical).
Magical items (generally armor) crafted using the bud
(1-2 depending on the size of the armor) are permanently
resistant to all cold-based attacks and grant the wearer a +10
alchemical bonus to cold-based saving throws, cold resistance
10, and immunity to effects that normally freeze a creature.

Petals (5): The petals of the winterflower are filled with
the essence of winter herself. If one of the petals is chewed
and quickly blown from the moutbh, freezing air rushes out,
causing damage to creatures (as cone of cold, CL equal to
the creature’s hit dice) and placing anyone unable to resist
the effects in temporary stasis under a thick layer of ice (as
the spell polar stasis, CL 17t" see page 203).
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Location Haunted Forest

Frequency uncommon

Season(s) spring, summer, fall

Successful harvest and use no known use (as of yet)

Wisp pollen is dangerous stuff, I caution you to turn the other
way upon spotting it. At first one would think snow is falling from
the sky until you realize this fluffy stuff is coming from the trees
themselves, and as you begin to dance you become entranced
and lose yourself in the patterns falling all around you. Your body
becomes so light you feel as though a slight breeze may pick you
up and blow you away—then it happens! The winds pick up and
blow the pollen which you follow, dancing all the way, straight into
the mouth of a predator or carnivorous plant! Lucky for me I have
made some good friends during my time here in the forest and was
snatched away just as I was about to stick my head into the maw
of a carnivorous begeldentrap (planned for a future journal entry).
Once again, if you see the pollen falling, STAY AWAY!

Alchemy Notes When I arrived home this evening I found
a few tufts of wisp pollen stuck to my clothing. As I tugged
to remove the tufts, they pulled free and started to dance
about the room as if they had a mind of their own! Grabbing
my butterfly net, I was able to trap the sneaky little things
and place them under my observation lens. What I found
caught me completely by surprise. The tiniest of fey were
at the center of these fluffy balls, their multiple limbs the
actual strands from which the fluffy material extended.
Apparently their sole purpose is to entrance and direct
hapless travelers—whom they consider invaders—into
the nearest hazardous place. After some testing I realized
I could no longer safely research the pollen as I kept
getting crazy thoughts in my head which involved rushing
headlong into the forest in the middle of the night. I finally
let the wisp pollen go out my front door and decided to be
rid of it. Although a determined alchemist may be able to
learn more, I was at my wits’ end with the stuff and decided
it best to leave it be.

In hindsight I realize I probably should have placed this
entry in the fauna section but alas, the ink is already dry
and here it stays!

GM Notes Upon encountering wisp pollen, a creature
must roll a DC 15 Will save or become affected as per the
spells charm person and suggestion, compelled by a silent
urge mysteriously translated through the wisp pollen’s
hypnotic dancing patterns that leads creatures through the
forest and toward the nearest adversary or hazard. The wisp
pollen seeks only to trick invaders of the forest and have
them killed through natural means. They are not evil but
preservers of the realm whose life goal it is to keep things
exactly as they were meant to be. Whether or not the pollen
can somehow be captured and utilized by an alchemist is
entirely at the discretion of a GM.
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. zzenzabada Tree (arbor-odore)

EEEEE—————id
Location Haunted Forest
Frequency Common
Season(s) all (leaves in spring & Summer)
Successful harvest and use DC 20 Knowledge (nature) or
Profession (e.g. horticulturalist, botanist) check
Successful use DC 30 Craft (alchemy) check

These trees are the most common deciduous species of perennial
plant in the Haunted Forest, although they are outnumbered by
the chendrook evergreen. The zzenzabada was originally a tropical
fruit tree from the distant halfling lands of Picollo. The trees
were brought here almost two hundred years ago by a group of
halfling explorers that left their homeland with a large supply of
seeds representing all of the major fruit and nut bearing plants in
their native country. The halfling’s goal was to spread food to the
colder northern climes so that they could begin to populate these
regions and if necessary even leave their homeland in order to
avoid growing threats there. Most of the seeds were too acclimated
to warmer climes to truly take hold in the north, but one type of
plant was able to survive by adapting to express its winter traits
all year round. It certainly helped that zzenzabada trees produce
fruit only in the coldest season, making it extremely efficient at
attracting fauna into its proximity, which in turn brings warmth
to the tree, helping it stay alive in harsh conditions. Thus,
every single one of these trees is filled with local fauna, y

nocturnal laughing squirrels, and parasitic angel moths.

primarily (but not limited to) arctic lemurs, minitaurs, , ;

Alchemy Notes I hear that in Picollo during the
winter months the temperature can sometimes
drop to freezing depending upon offshore
storm systems. When this happens, the
zzenzabada pushes small nodules out from its
bark, emitting a scent that attracts all nearby
fauna to it, thereby keeping it warm. I harvested
many of these nodules and tested them. At first they
would not work but, after adhering more nodules
to myself (using tree sap from the chendrook
evergreen), I was able to attract some small
critters which joined me on my travels. The
little creatures even protected me from harm
when dangerous monsters approached,
fighting to the death! This was quite a
discovery, and something I've continued to use
in my daily excursions to the Haunted Forest as a

means of warning and protection from the lethal
predators there. Now if I could just figure out how to
teleport away from danger as the feyelk do!

GM Notes Any Small-sized or Tiny-sized animals,

magical beasts, or vermin (CR ¥ or less) moving within 15
feet of a zzenzabada tree must succeed a DC 10 Will save
or be forced to approach and climb the tree as if under

the effects of charm animal. The creature remains in
the tree for 1d2 days plus one day for every degree
Celsius below freezing. If the tree is attacked by any
means, the creatures charmed in this way come

to the tree’s defense, attacking anyone within 10 feet and
fighting to the death. The creatures do not allow themselves
to be driven from the tree and viciously attack anyone who
attempts to oust them. If they are unsure as to the source of
the attack and taking damage, a charmed creature finally
flees into the forest and abandons the tree, feeling unable
to defend it. If the scent nodules are covered in some way
(very difficult, but possible), charmed creatures abandon
the tree after 1d4+1 hours.

Obtaining a scent nodule and utilizing it grants a +10 on
all checks involving creatures with the animal, magical
beast, or vermin type so long as the actions are considered
friendly and the creature’s motives are not evil or malicious.
The nodules lose potency when removed, but when ten or
more nodules are used simultaneously all Small-sized and
Tiny-sized animals, magical beasts, and vermin (of neutral
alignment with CR of 1/2 or less) within 10 ft. must make a
DC 5 Will save or be charmed for a number of days equal
to the number of nodules divided by 2. If any of the nodules
are covered up or placed in a container the scent ceases
immediately, and without the other nodules to back it up
the creature(s) leave the PC after 1d2 hours.







' au“a within this forest, the elk began to exhibit magical abilities. These
abilities (as tested carefully over the past few years) include the

Immense beauty lies in wait within these woods, following: _
whether it be the soft and gentle movements of graceful 1. All feyelk are somehow able to detect the presence of

quadrupeds, the mighty footfalls of great and glorious beasts, or the humanoids within a 1-mile radius.
tickle of an insects wings upon your neck. Let me fall asleep beneath 2. Feyelk are able to detect if said humanoids are hostile or
these trees and become one with the forest and my animal friends. simply “passing through” I came to this conclusion after

watching the same group of elk avoid a couple of local hunters,
then approaching a druidic trio who came to see the unique

F&l/‘ GU@ ( ('Tl/ﬂ/«? (1'1«((?' _f&ia) specimens in this forest—actually good friends of mine!

— 3. The females have a hypnotic gaze which functions similar to
Location Haunted Forest (interior) an arcane spell called hypnotic pattern. I think they can only
Frequency uncommon do this once per day as I've followed herds around enough
Season(s) all and only had it happen once per female encountered.
Successful gathering DC 15 Handle Animal check if 4. The males have purple horns covered in spiraling lines and
friendly / DC 40 if hostile (to capture alive) followed by patterns which light up in winter when it’s dark, casting a
DC 15 Knowledge (nature) check or DC 12 Profession beautiful purple light on the snow-covered forest floor.
(hunter) check or DC 18 Craft (alchemy) check If anyone threatens the male or his herd he slams these
Successful use DC 30 Craft (alchemy) check (DC 18 if a horns into nearby trees which causes winter snow to come
vacuum is available) crashing down, blinding would be attackers. I've also seen
the horns shake and pulsate with a high pitched noise, after
The feyelk of the Haunted Forest are common enough that even which the elk (and herd if within 200 feet) all vanish from
new travelers stumble upon one a few hours after entering the the area and reappear somewhere else within the Haunted
woods. If it wasn't for the incredible horns which grow upon the Forest (usually a mile from the original location).
males one would likely mistake a feyelk for a regular Klavekian elk.
N Alchemy Notes After accidentally coming upon a slain

male and female a few years back I was able to collect some
data on these strange fey-twisted elk. The two primary
points of interest for me were quite obviously the eyes of the
female and the horns of the male. Upon further research I
have since learned that the liver is an important internal
organ as well, although I'll talk more about that later.
Female Feyelk Eyes: The eyes of the female are either
brown or black. This has no bearing on if they are
capable of sending out the hypnotic gaze or not. After
dissection and testing I have determined that when
dissolved with a drop of green slime, % of the eyeball
creates a swirling, hypnotic pattern which lasts between
15-45 minutes depending upon the freshness of both the
eye and the slime.
I've also found that mashing up an eyeball and adding it to
any potion causes confusion (CL 6™), although if you make
one I recommend giving it to an enemy instead of drinking
it yourself!
Male Feyelk Horns: The gorgeous horns of the magnificent
male feyelk! These are a sight to behold, especially when
you get them home and find out at sunset that they
continue to glow during a wintery night long after the
teyelk has died. I still have a pair of these hanging over my
small fireplace. In the cold season it’s nice to come home
to a home already lit by a warm purple glow! After some
basic testing it is apparent that the luminescent properties
stem from some of the flora which the elk consume while
grazing. The females eat the same plants, but not having
horns the influence of the local plant life is not as apparent
as with the males. The bones of the creatures also have
this purple luminescence as well, although it is very faint.
I attempted to make a powder from the horns, but kept
running into the same problem: as soon as I scraped off a
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sizable amount it would glow with the intensity of a bonfire,
then fizzle out and turn to useless dust. With the help of a
local wizard I was able to scrape off some of the powder in
a vacuum and seal it airtight. This seemed to preserve the
effect as later I was able to open the container and throw
the dust out which glowed brightly for several minutes! I
bet this would work well when searching for someone or
something turned invisible, although crafting it seems to
be quite a pain.

GM Notes with two notable exceptions. Female feyelk are
able to use hypnotic pattern once per day as a spell-like
ability (CL 4™, concentration +6, DC 14) while male feyelk
are able to use teleport (to a random, safe location within
a mile) 3 times per day as a spell-like ability (CL 18th,
concentration +20) Each male is able to teleport up to three
females with him to the new location.

Combining 1 drop of green slime and at least % of a
female feyelK’s eyeball in a collapsing container (with two
inner chambers designed to break from within) creates
a hypnotic pattern bomb. Crafting one of these devices
requires a DC 20 Craft (alchemist) check and it is used as
a splash weapon. A creature hit by a hypnotic pattern bomb
and creatures within 10 ft. of the square the splash weapon
lands in are treated to effects identical to a hypnotic pattern
spell (Will DC 15) for 1d4+2 rounds.

The horns of a male feyelk can be ground up and used as
two handfuls of dust of appearance. Unlike regular dust of
appearance, ground feyelk horn coats everything within a
15-foot radius when thrown into the air. Alternatively, it
can be used as a spell component for invisibility, improving
the power of the magic to act as improved invisibility for the
beginning of the spell’s duration (a number of rounds equal
to caster level).

Location tall grassy areas (or within bramble bushes
during the winter)

Frequency uncommon (common near pomum trees)
Season(s) all (especially active in summer)

Successful gathering DC 20 Handle Animal or Profession
(e.g. orthopterologist, biologist) or DC 18 Knowledge
(nature) check (to capture a single cricket alive; details on
catching multiple crickets are below)

Successful use DC 20 Craft (alchemy) check (potion of ice mist)

Frost crickets can be heard chirpingas one travels through the Haunted
Forest. Their eerie song bathes the woods in a thick mist generated by
their frost covered legs rubbing together with great intensity.

Alchemy Notes These crickets, though difficult to capture,
make an excellent potion of ice mist. The potion can be
drunk, then exhaled, causing an effect similar to the
cricket’s frost mist, yet intensified due to the reduction and
refinement of the magical frost obtained from the insect’s
legs. A large quantity of frost crickets are required to make
a single potion (800-1000), thus the process of catching the
insects, skimming their legs, and refining the potion is quite
labor intensive and requires a very patient, steady hand.

GM Notes Creatures that consume a potion of ice mist may
breathe a cloud of frost mist with a range of 5 feet to 15
feet, expanding over the course of 1d4+1 rounds into an
area filling 100 feet x 100 feet. Creatures near the edges of
the area of effect may make a DC 15 Reflex save to dive
out of the cloud before their vision is completely obscured.
Creatures within the cloud are considered blind and take
1d4 cold damage per round while they

remain within its area of effect.

The cloud disperses after

1d10+6 rounds or

can be instantly

dispersed using a

spell or effect that

generates a strong

wind. The use of

a hand-held

net (like

a




butterfly net) is needed in order to catch the required
number of frost crickets to craft a potion of ice mist with
any reasonable amount of efficacy. The preferred method
of catching these insects is to stomp the ground near their
sound and wait for them to begin flying, swinging the net
through the resulting chaos (a touch attack against AC 18
nets 10 crickets +2 crickets for every point above 18.)

How frost crickets cause problems for travelers A hundred
of these little insects can generate a cold cloud of mist 10 feet
by 10 feet, thus one thousand frost crickets creates a cloud of
frost mist 100 feet x 100 feet, generating a cold so intense that
creatures in the area take 1d2 cold damage each round they
remain in the mist (no save). The mist completely obscures
vision, turning all creatures within the ice mist cloud blind.
It takes 1d10+6 rounds for an ice mist cloud to disperse.
Frost crickets may only create such a cloud once per day and
usually do so only if a predator approaches too close in the
tall grasslands of the forest (usually in small clearings and
commonly near pomum trees).

Frost crickets do not purposely attack anything and create their
cool mist as a means of concealing themselves from would-
be predators. The chill simply drives predators off. It takes a
quartet of medium creatures 1d4 rounds per 100 frost crickets
to locate and crush the bugs to death. Creatures within an ice
mist cloud take an extra +2 rounds per 100 frost crickets to do
so (for example, 400 crickets would take 4d4 rounds to kill, or
4d4+8 rounds to kill while enveloped in mist.)

Frost crickets can be killed easily enough by stomping on them
or crushing them with weapons, and a fireball makes quick
work of almost any sized group of the frosty little creatures.

Ice Frog (rana- glacicm)

= e —
Location Pondy Falls and other water sources

Frequency uncommon

Season(s) all

Successful gathering DC 12 Handle Animal check or DC
15 Knowledge (nature) check or DC 20 Profession (e.g.
herpetologist, biologist) check; DC 20 Perception/Search +
grapple vs. CMD 18/AC 18 to catch.

Successful use DC 20 Craft (alchemy) check

These amphibians look just like normal frogs except for the fact
that they are clear and appear to be made of ice. Despite being
cold to the touch, ice frogs do not move in a frigid manner as
one might expect. Perhaps these were created through magical
experimentation by some long dead wizard, or maybe a goddess of
ice and water is responsible. Whatever the reason, the semi-magical
creatures exist and are unique to these woods (so far as I know).

Alchemy Notes I have always been wary of killing any
creature simply for alchemical research, so when I stumbled
upon one of these frogs in a small pond, missing a leg and
dying, I took the opportunity to catch it and take it back to
the lab. While I examined it closely under a magnifying lens
the poor creature died. When it did, it melted away as if it
had been made of solid ice. Curiously, the puddle it formed
on the stone table seemed to be normal water. I absorbed the
liquid into an ocean sponge and squeezed it into a glass jar,

labeled it, and placed it upon my shelf. A few
days later when I had time to again research
the liquid, I reached for the jar and was
amazed to see the level of water
in the jar had reduced ever
so slightly. Within
the water swam
three  albino
tadpoles.

Realizing
that the air supply
was quickly depleting
I opened the jar and
began to care for
the tadpoles as
they grew.
Not
knowing
what
kind of
food they
ate I experimented
with many
materials, having
little luck until
one snowy day
when on a whim
I decided to try
a chunk of snow
and ice.

Sure enough, the little critters went to town on both
items, consuming much of the ice before it melted and
ignoring what had become water. Over the next few weeks
I continued to feed them ice and snow, watching them grow
into tiny frogs before releasing them back into the Haunted
Forest from which their “mother” had come. Although I
craved to know more about these unique amphibians, I
decided not to experiment any further with the creatures—
there are some magical things in this world which should
remain a mystery, known by the gods themselves.

GM Notes Ice frogs are as cold to the touch as ice but
do not cause any damage to creatures that pick them up.
Crushing or breaking a frog instantly kills the creature (1
hp). As winter turns to spring, ice frogs voraciously eat
any snow and ice they come across, feeding in preparation
for the full thaw after which they have nothing to feed on.
Eventually they thaw in summer and become no more
than half a dozen tadpoles, of which two or three generally
survive to adulthood and become ice frogs just in time for
a cold Klavekian fall (winter temperatures).




Luck Béét]f/ (bé@t]ﬁ Jcortum)

Location treetops throughout Haunted Forest

Frequency very rare

Season(s) all

Successful gathering a Handle Animal, Knowledge
(nature), or Profession (e.g. lepidopterist, biologist) check
made with a natural 20 roll (any other result causes the luck
beetle to flee or vanish from existence).

At the very top of the canopy over the Haunted Forest one can
find beauty in many forms, but if you spot one of these then you
surely are blessed by the gods, for the luck beetle brings only the
best of luck to those who can catch them! These little beetles are
shamrock green with yellow or orange underbellies, bearing the
head of a leprechaun—you may think I am being light but I kid you
not! If you've ever seen a leprechaun they are typically a bit chubby
with a large bulbous nose and red hair and trimmed beard, and yes,
these little bugs sport heads identical to that of the small fey!

Alchemy Notes Although it took me weeks to catch a luck
beetle, I finally grabbed one. When I did it wasn’'t hard
to get at all. It came to me as smoothly as rolling a die on
the table, tumbling off of a leaf right into my hand! After I
caught the little insect it did not try to escape, but rather
climbed into my pocket and stayed with me for the entire
day. Everything I did before turning in for the night, from
climbing trees to catching bugs, I did nearly perfectly. I
took it home with me, but the next day the luck wore oft
and the critter no longer wanted to stay in my pocket. After
putting it to sleep with an herb then dissecting it I found
that the inside was empty. Upon going to dispose of the
shell it turned to dust and blew off my workbench. For the

next week I had nothing but bad luck—I broke my toe, lost
several specimens, got attacked by paralytic fleas, lost my
food, and finally lost my way in the forest. It was a complete
disaster. I ended up staying in my home for two weeks just
to be sure the luck beetle’s curse had worn off. It was only
after apologizing to the gods of fortune and the winter’s
breeze for killing the creature did the jinx come to an
end. Strangely, I haven't seen many luck beetles since this
incident. I am unsure if they have lessened in number in the
forest, are trying to stay away from me, or if I'm still cursed
in some way. All T know is I don’t recommend harming one
of these cute little guys. I still feel horrible for what I did.

GM Notes A luck beetle can only be caught by making a skill
check with a roll of natural 20. Upon catching a luck beetle
a bond between the deities of luck and the holder of the
insect is created. For the next 24 hours the bonded creature
has good luck in all that they do. Skill checks, attack rolls,
and anything requiring a d20 die roll are rolled twice, taking
the better result each time (at the GM’s discretion; other
die rolls may be treated the same way). If any evil or selfish
actions are committed by a bonded creature or any harm
is caused to helpless animals while under the luck beetle’s
effects, the luck blessing immediately ceases to function.
Instead, the bonded creature becomes cursed and takes the
worst result of two d20 die rolls (and at the GM’s discretion,
other die rolls as well) for the next 24 hours. If the bonded
creature Kkills the luck beetle, the bonded creature becomes
cursed for the next 2 weeks: skill checks, attack rolls, and
anything requiring a d20 die roll are rolled twice, taking
the worst result each time (at the GM’s discretion, other die
rolls may be treated the same way). In addition, all saving
throws made within the next 24 hours automatically fail.




Lunminescent Bats (clﬁroptem-hmﬁmsca)
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Location trees

Frequency rare (common in summer)

Season(s) all

Successful gathering and use (by day) DC 15 Handle
Animal, Knowledge (nature), or Profession (e.g. biologist,
chiropterologist) check (to capture alive)

Successful gathering and use (by night) DC 25 Handle
Animal check, Knowledge (nature), or Profession (e.g.
chiropterologist, biologist)

Scientific collection DC 15 Craft (alchemy) check during
fall, winter, or spring (DC 25 in the summer)

Glowing bats flitting about the night’s sky over these woods
have further reinforced the rumors of spirits dwelling within the
Haunted Forest. Dissecting these bats has revealed that they obtain
their special luminescence from a rare gland that secretes glowing
liquid through their sweat glands, spreading over their leathery
skin. This glow attracts insects from all over the forest, causing bat
swarms to go into a feeding frenzy.

Alchemy Notes Luminescent glands removed from
these bats can produce a liquid suitable for use in myriad
applications in which a glowing substance is required. The
liquid is viscous and sticky, but can easily be bottled and
thrown to reveal combatants who may be using stealth or
magic to conceal their location. At least 40 luminescent
glands are needed to create one normal sized bottle.

GM Notes The glowing liquid produced by the bats’ glands
may be treated as low lamplight, providing only 5 feet of
visibility that makes it particularly easy to spot creatures in
the dark (incurring a -2 penalty to the AC of targets within
the radius of luminescent bat light as they are made into
“glowing opponents”). A bottle of luminescent bat light
can be used as thrown splash weapon, causing a creature
that takes a direct hit to become covered in the glowing
substance, as do any creatures within a 5-ft.-radius (DC 13
Reflex negates).

Location Forest Maze
Frequency rare
Season(s) all
Successful harvest DC 35 Handle Animal check (to capture alive)
Successful use DC 20 Knowledge (nature) or Profession
(e.g. lepidopterist, biologist) check or DC 10 Craft
(alchemy) check

Deep within the Haunted Forest is a verdant labyrinth within
which a real minotaur waits, anticipating the awakening of a girl
trapped under glass (at least that's what I think). I have dreamed
that he is actually a prince trapped in a bestial form, and that her
kiss will transform him back into a human again. For now she
sleeps, waiting for someone to cure her of the effects of the slumber
induced by the pomum apple. Actually, that was what I thought for
years, but after encountering something within the Forest Maze my
mind was changed forever.

Want to know what changed it? Minitaurs.

Tiny minotaurs hide in the thick brambles and trimmed hedges of
the Forest Maze, waiting for a frustrated traveler to hack at the labyrinth
itself. When they do, theyd best be prepared for the fight of their life, for
hundreds of these creatures stream out from the surrounding foliage.
Just like an ant lifts more than its body weight, these tiny creatures
pull no punches. The person responsible for damaging the Forest
Maze becomes covered in the creatures, so many that they cannot
fight back. The offending party is then taken deeper into the maze into
the most confusing location. All of their_goods are stripped away
and hidden throughout the maze by Af the minitaurs. Finally, the

) diminutive beastmen make £ sure whatever weapon
\ was used to attack the @&/ maze is lost forever—either
throwing it into the

bottomless pit (if nearby)
or dropping it into @l a deep part of the forest
stream.

seeing these )
creatures at '
work I realized
my dream of the \
minotaur was
wrong. He was not
a prince—or at least
not a human prince. He
is in fact a minotaur,
and he awaits the help
of a great wizard to
transform his lover
back into a fellow
minotaur so
the two can
live happily
ever after
in the
maze.
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The minitaurs are their children who can never grow up due
to the curse which the girl is under. Well, maybe I've got it right,
maybe I don’t—either way, it’s fun to guess!

Alchemy Notes Minitaurs are very aggressive, so I have not
had the opportunity to capture one alive. I did, however,
watch a particularly large (and ugly) half-orc named Kordak
attempt to fight off a horde of them before being knocked to
the ground. As the minitaurs carried him off I noticed that
one of the creatures had been crushed under the weight
of the burly warrior as he fell. The poor little thing wasn't
moving. I took the creature’s dead body before any others
could see me and ran all the way home. After a few hours
of fruitless testing and experimentation I was about to give
up, thinking these strong critters had nothing to give the
alchemical world. It was then that I made my discovery.
As I went to pack up and put away my things I suddenly
found my strength enhanced! I was able to easily lift things
which should have been quite heavy, and crush the shells
of nuts with my bare hands! How had this happened? I was
baffled as I had not ingested anything from the creature nor
extracted anything proving useful, but with due scientific
diligence I noticed a small cut on my fingers, a laceration
that must have happened when I fled the forest in such
a hurry. The blood of the minitaur had merged with my
own, and for a very short period I was as strong as an ox.
Further testing confirmed that injection of the stuff grants
increased strength for a very short period of time. Good
luck catching one of these to utilize, however: they are nasty
buggers that never make themselves
readily available. The more you

fight them, the more _ -
appear and the E
more  aggressive

they get!
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GM Notes
Mixing the blood
of one minitaur
with the blood of
a Medium-sized
humanoid grants that
creature +10 alchemical
bonus to Strength for 1d4+1
rounds. Side effects include anger, g
aggression, and a strong sense of
duty and honor to rid the world of
intruders to the realm of nature.
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Location trees

Frequency common

Season(s) all (very active in fall)

Successful gathering and use DC 22 Handle Animal
check or DC 12 Knowledge (nature), Profession (e.g.
rodentologist, biologist), or Craft (alchemy) check

The first time I heard the laugh of these squirrels I thought some
kind of demonic munchkin was trailing me through the forest—
the shrill, high-pitched noise which these creatures make can only
be described as laughter. These tree-dwelling rodents come out to
play and gather food (nuts and berries) only during the nighttime.
They are especially active in fall, gathering all that they can in
preparation for the extremely cold Klavekian winter. They are not
very fearful of travelers and often approach campsites at night
to steal bits of food, stashing them away inside holes within the
trees. They have been known to occasionally grab something shiny
(such as a magical ring or trinket) and make off with it, usually
awakening the owner with rolling laughter echoing through
the forest, creating the general assumption that small humanoid
bandits made off with the goods instead. Their laughter has been
thought to be many things by travelers I have met in the woods,
from halflings to kobolds, even demons.

Alchemy Notes One day I stumbled upon a dead nocturnal

laughing squirrel and dissected it back at my lab to
\ see if there was anything inside I could use in
my potions, salves, or balms. Unfortunately,
there were no organs or other body parts
which were of any alchemical use
after my initial tests. I did, however,
\ find a multitude of items
within the creature’s stomach,
including a magic ring, a six-
sided die, a tiny silver belt
buckle, and a diminutive
whetstone. Who knew these
/,, little critters were walking
¢ treasure hoards?

N

¥, GM Notes  Nocturnal
/ squirrels frequent camp-
sites, especially those with
a warm fire. Unlike some
creatures, they are not scared of
the flames. If the adventurers are
camping near a tree there is a 20%
chance that nocturnal squirrels are
in the branches above them.
If a nocturnal squirrel is killed there is
a 10% chance that its stomach contains
at least 1d4 items of value. If four items
are found there is a 30% chance that
there is also an additional Small-sized
& magical item of the GM’s choice.
gl




Location see below
Frequency see below
Season(s) see below
Successful gathering and use Knowledge (nature),
Profession (e.g. entomologist, biologist) or Craft (alchemy)
check (uncommon: DC 20, rare: DC 25, very rare: DC 30)

Paralytic fleas are common in summer months, both on animals
and in tall grass. They become uncommon on animals and rare in tall
grass in spring and autumn. Finally, they turn very rare in tall grasses
during the winter, remaining uncommon on animals at this time.

It is usually recommended that travelers in the Haunted Forest
sleep under a tree at night to avoid the onslaught of terrible
paralytic fleas, which spread like wildfire in these woods during the
summer months. For some yet-unestablished reason, the fleas need
tall grasses to hunt most effectively, and the lack of grass around
the roots and base of a tree tends to put the insects off.

Alchemy Notes These fleas are horrible to behold and
have no apparent alchemical use! When they bite any
mammal it becomes paralyzed. In the meantime, these
little ravenous specks feast upon the poor creature, causing
further paralysis. It is a rare thing, but occasionally so many
fleas congregate in one area that they drink blood from a
creature until it is simply skin and bones. Of course, this
takes many days, but imagine the feeling of being awake
and aware, yet unable to move as hundreds of thousands of
practically invisible insects suck your blood!

GM Notes Paralytic fleas tend to gather in small (5-ft.-
square) clusters of 1d10+10 fleas in spring, fall, and winter,
or large (15-ft.-square) clusters of 4d10+40 fleas in the
summer. Creatures that enter into or end their turn in the
area of a paralytic flea cluster make a Fortitude save based
on their size (Tiny or Small: 15, Medium: 12, Large: 10,

Huge: 8); failure on this save paralyzes a creature

for 1d2+1 rounds. During this time more fleas congregate
in the area, doubling the number of Fortitude saves each
round, to a maximum of 6. At this point, consecutively
failed Fortitude saves increase the duration of the paralysis
by 1d2+1 rounds per failed save. After being paralyzed for
one minute, a creature loses 1d2 hp per hour.

Take Note! The exact number of paralytic fleas that appear
is up to the GM (if used as individual creatures, they have
AC 17, 1 hp, speed 5 ft., and a single +7 melee touch attack
that deals no damage but triggers a Fortitude save, even
against creatures with damage reduction). Paralytic fleas
are meant to be an extreme nuisance but should not be used
while PCs are involved in combat (except to liven up an
otherwise easy battle for the adventurers), nor should they
be used to knock down the entire party as this could result
in an unsightly end to the game.

How to ward off the fleas Galvoran plants (see galvoran
root in the Flora section) have leaves which give off a foul
odor. A poultice created from the plant prevents and wards
off these fleas when applied to a creature’s skin or fur. One
application of the poultice lasts 1d2 hours.

; PArasitic Aﬂg@l moth (tineis- cmg@]i)

et
Location any

Frequency very rare
Season(s) all
Successful gathering and
use DC 25 Knowledge
(nature), Profession (e.g.
lepidopterist, biologist) or Craft
(alchemy) check

This rare moth appears only at night

and glows with a bright, easily visible

radiance. When seen flying over the Haunted

Forest, this insect is often mistaken for a ghost

as its long tendril-like follicles trail down all

~ around it like an undead apparition wearing a dress
gown. The parasitic angel moth’s glow is so wondrous

-~ that many creatures are attracted to its beauty, allowing




s

) is painless and barely noticeable.

& Alchemy Notes The blood of a parasitic angel moth larva

can make an interesting poison which, when ingested,
causes a creature to lose life force immediately. Preliminary
tests have shown this ill effect to occur in every single
instance save one, leading me to believe its effects are most
potent. Attempts to reduce and concentrate the poison have
failed, creating only a useless viscous black liquid.
Poison: Angel Blood Poison Type—disease, ingested or
inserted (see below); save—Fort DC 25; onset—1d6 days;
frequency—1/week; effect—1d4+2 permanent hp loss;
cure—1d4+4 weeks.

GM Notes Creatures about to become victims of a parasitic
angel moth make DC 15 Perception check to notice its
eggs being inserted via a tiny follicle protruding from the
abdomen of the large insect. A successful DC 20 Reflex
save allows a creature to reflexively swat the miniscule
follicle away, avoiding the insertion of the parasite. If the
parasite is inserted it grows within the creature, feeding on
1 hp per week for a period of 1d4+4 weeks. This hit point
loss is permanent and there is no way to restore hit points
lost in this way, save for retraining, or a miracle, limited
wish, or wish spell. Eventually, a small pus-filled sack on the
creature’s back (spotted on a naked host by a comrade with
a DC 10 Perception check) explodes and a larva emerges
and begins to search for plant life to consume. The larva
grows for 1d4+4 days before weaving a cocoon and finally
emerging 1 week later as another parasitic angel moth.

wormwood weed worm (vermis- ctbsimhﬁm)

R O

Location any near fey

Frequency common

Season(s) spring & summer

Successful harvest DC 20 Knowledge (nature) or
Profession (e.g. lepidopterist, biologist) check

Successful use DC Craft (alchemy) check

4 the thing to lay eggs under the skin of any who touch it. This action

until our inevitable demise, but rather a journey through the eyes £
of this vessel for purposes yet unknown, but joys abound—and to
behold, not a beginning or an end, but just a single perspective on
a much wider painting using colors we cannot see and words we
cannot hear. This is the life of one who has been touched by the
worm, at least until you've come down to earth and found yourself
in your own skin again, comprehending things once more through
just the spoken word and the five senses.

Alchemy Notes The smoke emitted by this worm is the same
toxin present on their soft velvety skin. Humanoids of all
types are affected by this hallucinogenic toxin. If captured and
handled carefully using gloves or other tools, a wormwood
weed worm can be made to give up the toxin, although doing
so inevitably kills it. The toxin can then be diluted to cause
effects of confusion and disorientation. This potion can be
made especially strong if merged with a drop of sap from
the slumber pomum tree and a few hairs from a nocturnal
laughing squirrel. When the toxin is delivered directly to a
humanoid’s skin its effects are extremely powerful!

GM Notes The toxin collected from a single wormwood
weed worm can be diluted to cause effects of confusion and
disorientation, making a potion of confusion when mixed
with an ounce of any water-like substance (CL 7%; duration
1d4+1 rounds; DC 15 Will save). When a drop of sap from
the slumber pomum tree and a few hairs from a nocturnal
laughing squirrel are included in the mixture it becomes a
more powerful potion of severe confusion (CL 11%; duration
1d4+6 rounds; DC 20 Will save).

Wormwood weed worm toxin

delivered directly \ "\\

to a humanoid’s W/ I //"'
skin bears its ) Vs VB SR
/L

most potent
effects, caus-
ing the —
confusion _— —
condi- %
tion accom-
panied by vivid
hallucinations
(duration 2

Wormwood weed worms (or weed worms for short) are colorful
velvety-skinned caterpillars with beautifully patterned eyes and

hours; DC
25 Will save).

entrancing smoke which rises from small holes in their sides. The
smoke and skin of the creature both emit a powerful hallucinogenic
toxin to which humanoids are quite susceptible.

This worm should not be approached or touched if you have
work to do. Once you have touched this creature your head
begins to feel heavy and things start to change. Leaves become
faces, roots become arms, your body becomes earth, and the \
world begins to transform before your very eyes. Words | '\ N/ 4
have no meaning but touch tells all, and a look unfolds the \ gl
secrets of the universe before you as you progress intoa
spiraling reality in the cosmos through which you are
just a speck of dust floating along on a tranquil sea of -
serenity. I have bathed in the bath of the gods and come

/. out with the understanding that life is not a battle or a
' { s ¥ journey for acquisition of wealth only to subsist upon

(]
D



Location any glade

Frequency rare

Season(s) spring & summer

Successful harvest and use DC 22 Knowledge (nature),
Profession (e.g. lepidopterist, biologist) or Craft (alchemy) check

At first one may suspect that I placed this in the wrong section,
but I assure you this root belongs under “fauna” There was a time
where I too was confused and didn't know where to place the
strange specimen. I first stumbled upon a qwiddle root one day
in a surprisingly warm afternoon in the Haunted Forest. My foot
caught something in the soil and pulled up a good bit of it from the
moist earth below. At first I thought I had discovered a new type of
beet, but after careful examination and revealing more of the root I
quickly found myself wrapped up in something else entirely! Once
the large part of the purple root pulled free of the ground I became
intertwined in smaller white roots from the bottom part of the
“plant!” They wrapped themselves around my fingers, hands, and
arms, increasing the pressure until my fingers turned purple! As
soon as I let go, it turned to me (that’s right, it had a face) and asked,
“What is purple, white, and green yet rarely seen?” I stammered
“I-L... I don’t know...a beet?” After I gave this answer, the creature
released me and plummeted back into the soil, wriggling back
down into the earth.

What a strange plant... but soon I was to find out
it was not a plant at all, but a small creature which
feeds upon burrowing insects underground. After
years of hiding amongst other root vegetables
to catch small root beetles and other vermin
this critter slowly took on the appearance of the
adjacent roots. Somehow—either through magical
experimentation or the wild fey magic in these woods—
it gained the ability to speak with a predilection for riddles. If
you answer their riddles
correctly, the creature
either leaves you alone or
gives you a clue to how to
solve an entirely different
problem. The clue might
be as simple as how to
find food in the forest or
as complex as giving away
which direction an enemy
of yours has traveled. Trust
me, they have helped me
avoid barbarians plenty
of times. The riddles
tend to be as complex
as the answer you seek,
which T've surmised they
telepathically pick up
on, though they don't
always have the answer. I
mean they must've heard
something in order to tell it

just plain out of luck!

Alchemy NotesQwiddle roots may be harvested only in
spring and summer, as they burrow too far underground
during the fall and winter. Harvesting one requires more
than one person, so that once the riddle has ended the root
can be dropped into a sack and prevented from escaping by
burrowing away. In my case, I had a local huntsman help
me obtain my first specimen, which I took back to my lab to
experiment with. The creature wasn’t actually all that hard
to kill, and I made sure to put it out of its misery quickly.
After dissection I found many oddly shaped organs inside
which were very small and either orange, blue, or black. The
black organs turned out to be dead material because after
a day or so the others began to turn black as well. Before
they did I had a chance to do further testing, discovering
that the orange organs have a very interesting effect when
consumed in their natural state. After eating one I found
myself able to answer nearly any riddle with surprising
accuracy! This effect lasted just long enough for me to find
an old book of riddles and go through about ten of them
without looking at the answer. I got nine out of ten correct!
Although I had read that book before, it had been many
years, and the answers had truly slipped my mind. Perhaps
it was just the power of imagination playing tricks on me
though. I will have to do further experimentation to be
sure, but it’s fall now and the qwiddle roots have burrowed
too deeply into the earth for me to locate them.
Come spring it'll be the first thing I do!

GM Notes The qwiddle root’s “riddle organ”

is a bright orange color and can be consumed
whole within 24 hours of picking to provide the
following temporary bonuses: a +5 to Perception
checks, +2 to all Knowledge
' checks, and +10

to Knowledge

or Intelligence
checks to solve
riddles. These
bonuses last

1d4+4 minutes. If
the organ is not
consumed within
24 hours after the
qwiddle root died,
it turns black and
becomes useless.

If the body of the
creature is left for
more than 48 hours,
all of its organs

turn black and
nothing more can
be salvaged from the
corpse.




For Flora and Fauna encounters the GM may
use the previously listed options as he or she sees fit. For monstrous
encounters you may roll below; once per hour of travel within the forest.

table 35. vikelihood of Encounter in the

H(lmté(i Forest

Nightfall to

Time of day Dawn to Sunset Sunset to Nightfall
Dawn

Activity Moving Stationary Moving Stationary Moving

% chance 30 15 45 30 60

If an encounter is indicated, roll percentage dice, then consult
the following table to account for other factors. The factors are
cumulative. Add the relevant figures to the d% roll to get a grand
total, then refer to the encounter table below.

T(lbl& 36: mﬁumtial Factors j:OT‘ an encounter

in the Haunted rorest

Nightfall to

Dawn to Sunset Sunset to Nightfall
Dawn

Factor Moving Stationary Moving Stationary =~ Moving

Using fire  +0 -5 +5 +0 +10

Pack
animals/ 45 +10 +5 +5 +0
horses

Cast
lusion +0 =5 +5 +0 +10
spell

Cast
Evocation -5 -10 +0 -5 +5
spell

Making

) +0 +5 +5 +5 +5
noise

Pace
faster
than
walking

+0 N/A +5 N/A +10

Tdbl& 37: ENcounters i tl’bé Hawmo[ Forest

Nightfall

Dawn to Sunset Sunset to Nightfall
to Dawn

Creature Moving Stationary Moving Stationary Moving

Bl

Raven® CR O1=21 01228 01 01-21 =
1/6
el

Rat Dll/r;’ CR 22-32  29-42  02-13  22-32 —

g Bl
Fﬂ%é’%/szon 33738 5 43- DN a14=00, *EIT88. & 1=

Wolf** CR1 = 39-43 50-55 21-26  39-43 05-11

Wolverine®!

TUCRy | 4448 56-61  27-32  44-48  12-18
2 1

Dire Wolf” ' o o3 6266 33-38 4953  19-25
CR 3

Fe‘grgz’gverme SAEEME k67— 71 fe SOLAH S 54 BRY 26530

Brown Bear®!

CR4 59-63 72-75 45-50  59-63 33-39

—g—caéa§h4ar 64-68  76-79  51-56  64-68  40-47

Wolverine
Dire®' CR 4

Huldra® CR4 74-77  84-86 64-68  74-77 54-59

B2
ML?;%I% 78-81 87-89  69-73 78-81  60-65

69-73  80-83 57-63  69-73 47-53

Worg, Winter| - ’ o 1 b
Wolf"' CR 5 82-85 90-92 74-78 82-85 66-71

Lycanthrope,
Wereboar® = 86-88 93-94 79-82 86-88 72-76

CR2

Drake
Forest® CR 4

Lycanthrope,
Werebear® @ 92-94 97-98 87-90 92-94 82-86

CR 4

89-91 95-96 83-86  89-91 77-81

Bear, Dire®!
CR7

95-96 99 91-93  95-96 87-90

Demon
Shadow®! 97-98 00 94-96 97-98 91-94
CR7

Witchfire??
CR9

99 = 97-98 99 95-97

Treant, Twisted

CRY 00 = 99-00 00 98-00

Important Note: Number of monsters occurring is up to the GM, but it is
recommended that the total CR not raise above 4-5 during the day and above 6-7 at

night if possible unless the party requires a very significant challenge.







ocations within the
A, Daunted Forest
' oftfomless Pit

This legendary pit is normally very difficult to find,
taking either a DC 32 Knowledge (geography) or Knowledge
(local) check to discover if it is being deliberately searched for; it
is an elusive feature of the forest. However, there is a cumulative
chance that an individual or party will “just come across” the pit in
the course of their time in the Haunted Forest. This chance is equal
to 1% per party member per 5 minutes they spend in the forest,
which means a party of 4 will definitely come across it after a little
over 2 hours, whilst a party of 20 would be guaranteed to find it in
just about 25 minutes.

This is because it is actually a case of the Pit finding the party. It
is an unliving entity, coming about as a result of originally being an
entranceway to a mineshaft. When the mine was worked out, the
shaft became a place to drop unwanted items, including prisoners
or enemies. At over 300 feet deep, death was certain for almost
everyone thrown in it. Over the years, the souls, spirits, and essence
of all those living beings disposed of down it seeped into the rock
of the cavern at its bottom and began to soak up the sides of the
shaft, as water can be drawn upwards against gravity. The result
of this mix of material—the rotting bodies, the fluids of creatures
willing to scale the walls of the shaft to eat them, and the inner
attributes of the dead—caused the organic material of the pit to
take on a life (or unlife) of its own.

The Bottomless Pit is an incorporeal, brownish, worm-like
creature, around 200 feet long and about 7 feet wide. It “burrows”
through the ground, although its nature means it doesn’t have to
shift any soil or rock out of the way, and it can pass through water
as easily as any other material. When it senses a living being, it will
follow it for 1d10+10 minutes, judging the strength of the creature
(or creatures), before forming a hidden pit ahead on the path. The
Bottomless Pit needs to be still for 3 rounds for the volume of soil
or rock it is inhabiting to become as incorporeal as it is, forming
a deep drop into inky nothingness. This has lead to the belief that
there are mysterious bottomless pits all over the forest.

However, this is compounded by an anomaly within the makeup
of the Bottomless Pit, which is that when a creature that has fallen
into it reaches the 190 feet mark, it momentarily enters the ethereal
plane, only to re-emerge at a place 20 feet below the entrance to the
Bottomless Pit’s worm-like body.

The Bottomless Pit causes no direct physical damage, but as a
creature falls down the created shaft, it bounces off the corporeal
edges of it, putting itself at the risk of being touched by the
incorporeal sides of the Pit. This has the same effect as being
struck by a wraith with regard to draining Constitution, but
not the hit point loss due to the impact. A creature keeps falling
until its Con is zero, when it becomes part of the Bottomless Pit’s
fabric. Additionally, if a creature tries to climb up the sides of the
Bottomless Pit, it automatically receives the Constitution damage
each round, again until its Con reaches zero.

The only ways for a PC to escape the creature are to:

o attempt to magically Conjure (teleport) herself out of
the creature, although doing so while falling and taking
Con damage isn't easy

o destroy the creature by attacking it from the inside as
she falls before it kills her

o or by another PC seeing the falling party member as she
reappears at the 20 feet mark and somehow grabbing her.

All of these are particularly unappealing, and death-leading-to-
undeath usually occurs. The Bottomless Pit moves off once it has
disposed of the life force of whoever falls into it, depositing the
bodies in the soil or rock that had moments before been incorporeal.
This last point is the reason bodies can be found entombed in the
strangest of places when mines are dug or dungeons excavated.

However, when the Bottomless Pit does appear, it sometimes
releases items that were buried in the soil it has now made
incorporeal, turning the items into ghost touch versions. This means
anyone falling down the Pit may pass incorporeal items waiting to
be grabbed. If a PC falls into the Pit, she sees an incorporeal horn of
blasting. This instrument can be grasped, but performs differently
to a standard version. It still does the usual sonic damage to
crystalline objects and creatures, but only damages and deafens
incorporeal non-crystalline creatures. Saves and range of effect are
the same as a standard horn of blasting. While the PCs don’t know it
yet, this may be useful when dealing with Haijyin’s mirror.

Bottomless pit

\

- -

XP 9600

Colossal undead

PF AC 25; hp 127 each (page 167)

3.5 AC 17; hp 136 each (page 182)

TACTICS

The Bottomless Pit follows its prey by burrowing
underground before digging out a hidden pit ahead of them.
During Combat Once someone has fallen into its pit, the
Bottomless Pit uses its wraith-like touch to deal damage to
its prey.

Morale The Bottomless Pit continues to fight until either it
has devoured the soul of its prey or until dead.

Treasure The Bottomless Pit is incorporeal and as such,
carries no treasure, but an incorporeal horn of blasting is
uncovered when the Bottomless Pit takes up its position to
attack the PCs.




F’E epglade

This wide clearing in the forest teems with life. There is an immense

oak tree on the north end of the glade. Numerous fey and wild *

animals are out in the open, simply going about their lives.

S As you step into a nice, wide open clearing in the forest, you ar%
surprised to see a large number of fey creatures. Though some
have taken interest in your arrival, none seem particularly
threatened by you. Visible throughout the glade are a large
number of small colored barrels. Some have faces painted on
them, some are all one color, while still others have patterns
on them. There are crude, yet beautiful, tables and chairs
scattered through the glade. The chairs seat all manner of fey
and the tables are covered in wonderful smelling foods and
fun-looking games. After a moment, one small fey, a pixie,
separates from the pack and flies over to you.

“Hello!” she says in a high pitched voice. “Welcome to our
home! You can stay here, as long as you aren’t meanies!” She
looks you over for a moment, watching to see your reaction.
When you don’t immediately attack, she continues: “I'm
“f)och. Come in! You can meet Queen Drona!”

Doch takes you over to one particular table, where a woman sits
contemplating the playing pieces of a board game that you do not
recognize. Her opponent, a small creature that seems entirely made
out of sticks and branches, waits patiently. Finally, the woman
moves one of her pieces and says, “Buait” with a smile. The stick
person smacks its hands together in appreciation, hops down from
its chair and runs off to play another game. The woman stands and
turns to smile at you.

0\ )

L FWelcome to our glade,” she says, bowing her head slightg/;d%f
“I am Drona. Those who live here call me ‘Queen, but we
don’t have much use for many rules or rulers here. I am the
oldest, to be sure, and the others think that makes me the
wisest as well. I saw that Doch greeted you, so I assume she
told you not to be mean,” she says with a grin. “This is true.
We welcome you to our home, as long as you harm no other.
It is almost meal time. Please, join me.”

Drona is what she claims to be: the oldest fey in this glen. She has
no ulterior motives, she just wants to see her people live out their
lives the way they want to. Although she silently rejects the title of
Queen, she will fight fiercely to defend her home and family. As
long as the PCs arent violent, she remains peaceful.

The meal is pleasant, with the fey taking each bite with a bit of
reverence. If asked about this trait, Drona will explain that the
plants and animals that make up the meal are considered family
by the fey and by eating these family members, their spirit lives on
in each of the diners. After the meal is over and the dishes taken
away to be washed in a nearby stream, several of the smaller and
more energetic fey come over to Drona, all of them wanting to play
a game. Drona laughs and asks what they want to play.







Kasta is a game of rolling barrels. The barrels that you saw
when you walked into the glade are gathered and two grids
made of sticks are rolled out onto the ground.

Game Pieces: There are eight different designs of barrels;
red, blue, green, purple, yellow with a smiley face, orange
with black arrows, black with yellow dots, and a bright
multicolored swirl.

The Setup: The grids are 20 ft. by 20 ft. and are made up of
squares that are 1 ft. on a side. The barrels are divided up
evenly, 400 per grid. Half of those are placed randomly in the
ten rows furthest away from the player. The remaining barrels
are then divided equally between the two players, 200 each.
Tiny and Diminutive fey then climb into the barrels to be
rolled. They find the experience dizzying and hilarious and
as such, this game is incredibly fun for them to take part in.
The Rules: The object of the game is to roll the barrels
toward the far end of the grid and if the barrel lands adjacent
to at least two barrels that are the same color or design, they
are removed from the grid. The first person to clear their
grid wins. If no barrels are removed after five throws, five
more barrels are added to the row closest to the competitor.
To play kasta, a player must make a ranged attack against AC
14 (10 + small size (+1) + rolling on uneven ground (+3). The
player may target any unoccupied square they choose. Feats like
Point-Blank Shot and Throw Anything affect this roll normally,
but Weapon Focus or Weapon Specialization do not apply. If the
player misses by less than 5, the barrel rolls to a space adjacent to
where they intended. If the player misses by more than 5, it rolls
to a space that is two squares away from where they intended.
Between each toss, a fey who is not playing will adjust results
so that each barrel is in one square. These fey will also remove
any barrels that connect with two or more matching barrels and
place down any new barrels that are required. The winner of
the game is presented with a faerie skirt (page 200).

XP 4,800

CN Female fey (blodeuwedd queen)
PF AC 23; hp 103 (page 169)

3.5 AC 23; hp 103 (page 184)
TACTICS

Drona uses her allergen aura to incapacitate any foes before
using summon nature’s ally to conjure a brown bear. She
uses any and all spell-like abilities as the situation dictates
before entering melee as a last resort.

During Combat Drona attempts Diplomacy checks (+19)
to dissuade opponents from combat.

Morale Ifany ofher followers are in harm's way, Drona surrenders
and asks for mercy. If none of her followers are in danger she
fights until victory is secured, at which point she orders the
intruders to leave the Feyglade. If she cannot win the fight and
her people are safe, she uses verdant step to move as far away
from the combatants as possible before leaving the Feyglade.
Treasure The only treasure Drona carries is a masterwork sling.

32

XP 1,200

N Large animal

PF AC 16; hp 42 each (Pathfinder Roleplaying Game: Bestiary 1)
3.5 AC 15; hp 51 each (Monster Manual)

TACTICS

A brown bear attacks primarily with its claws.

During Combat When faced with a foe or small group of
threats, the grizzly attempts to subdue or kill with its claws.
When it can, the bear grabs a single target to deal damage
continuously until that target is dead, unconscious, or escapes.
Morale This summoned brown bear fights as long as Drona
commands it to.

Treasure None.

At some point when in the Feyglade, the PCs may notice the Fey
avoid the eastern part of the glade when gathering barrels or running
aro;zxd playing. If asked about this, read the following:

&

4 > %
j “Our former brother Skogi lives there now,” Drona says sadl(y}
“Well, ‘lives’ may not be the right word. One day, he came
back from the forest and was laughing and laughing about a
trick he played on a young girl. He was always mischievous
and playful, but over time, he felt worse about this trick,
because he went back to see her and found that this was no
prank. She was still asleep, even after many years.”

“He went out into the world and gathered many panes of
mismatched glass until he had built himself a glass coffin, saying
that it ‘was what he deserved. He lies there now, out to the east.
He is determined to lay there forever. He placed himself in the
casket, closed the lid, and ate a pomum fruit, putting himself to
sleep. His last wish was to be left undisturbed.”

If the PCs wish to go see Skogi, Drona won't stop them. Shust
asks that they respect his wishes and leave him undisturbed. If the

("In an area where no snow seems to have fallen, you come|
across a casket made of many different types of glass. As the
light passes through the panes, the light diffuses into rainbows
on the ground and trees.

Inside the casket lays a Fey with his eyes closed. In his hands
rests the rotted remains of a pomum fruit. Even in his slumber,
e look on his face tells you of his unhappiness.

If Skogis coffin is opened, nothing happens, although it will
take a DC 15 Dexterity check not to break the lid off, since it was
hastily attached. If Skogi’s body is moved or the casket damaged
or destroyed, nothing will happen immediately, but Drona and the
other fey will know what has taken place and will insist that you leave
Feyglade and not return. If the PCs argue, they will be attacked.

If the PCs are successful when dealing with Malthazar (see “The
Forest Maze” section), and the young girl is woken and allowed to
return to the life she wants to live, Skogi will revive and pledge to
care for the girl, even from afar, as a way to show his remorse for his
original actions. He will carry out this task to the best of his abilities
for the rest of his days, although no one will ever know he is there. _ga§







he Forest INaze

Che Story of IMalibazar, INinotaur of te Maze

Malthazar is a minotaur warrior from far oft lands where his kind
rule. He was a scout for his people, venturing off daily into the
tall forests to track fey spies and orc thieves, both of which often
attempted to infiltrate the minotaur-ruled land in search of ways
to overthrow the sovereign kingdom. One day, while tracking a
particularly elusive group of men, Malthazar found himself, for
the first time, lured into a trap. The minotaur ranger was captured
by humans who spoke a strange guttural language and wore tall
fur hats. They mobbed Malthazar and beat him until he could no
longer stand. Then he was taken aboard a great ship and locked
inside a large metal cage. The overseer, a tall, musclebound, and
scarred man, became Malthazar’s keeper. During the time at sea he
whipped and beat the minotaur into submission.

After a long journey upon the ocean in complete darkness,
Malthazar found himself in a strange land. It was cold like his
home, but devoid of much of the vast forests and wildlife of which
he was accustomed. Soon after arriving he found himself caged
and displayed as a beast for spectators to gawk over. One day, a
wealthy human woman with a heavy purse and veiled intentions
came to visit. Impressed by Malthazar’s might and appearance,
she purchased him from the overseer. Malthazar would come to
learn that this well-dressed woman was a senior/high-ranking
representative of one of the Attendant Queens of Mohkba. In a
supposed act of kindness she had Malthazar’s chains removed and
ordered her servants to clean his bloodstained, filthy fur. Once
bathed, Malthazar was properly clothed and fed a fine meal. The
minotaur had become quite distrustful of humankind but had also
been deprived of his dignity for far too long and was indebted to
the woman. “What do you want of me?” he finally spoke directly
as he stared down the long, cold dining table at his new owner.
The woman set down her fork and gently patted her mouth with
a fine embroidered napkin. “I will clothe you, feed you, grant you
any armor and weaponry which you desire. You will live within
the catacombs below this castle, you will serve the Grinning
Ragamuffins, which uses the catacombs as one of its bases of
operation. You will follow my orders without question, will be loyal
only to the Grinning Ragamufhins, and will report to them when I
am in Mohkba” With a single nod Malthazar took the mysterious
band named the Grinning Ragamuffins as his new master, throwing
himself at the capricious mercy of the group and all that it would
have him do.

Over the next five years Malthazar made the catacombs of Castle
Morsain his home, crafting ways to make it even more of a hazardous
maze than the layout of the rooms had originally intended, and by
doing so held a strategic advantage over any newcomers or would
be spies attempting to infiltrate this base of operations. Although
some knowledge of the Grinning Ragamuffins was gleaned through
his service here, Malthazar purposely forgot anything he heard so
as not to get involved in others affairs. He did his job dutifully until
one day he found a trio of the Ragamuffins in conference along
with the man who had captured Malthazar all those years ago. As
memories came flooding back, the minotaur saw red. Before he

; Wn_knew what had happened, he found himself with the man’s crushed

forgotten battle-cry from the depths of his soul, and for ever
tortured prisoner, every slave who ever lived, and every creature

who had perished under the lash, he began to wade through his _I

attackers with complete disregard for his own life. When a being
is faced with the option to live his life on his knees or die on his
feet the choice is as clear as a cold forest stream splashed upon
one’s blood-stained face. The water fell back into the stream and
Malthazar shook his mane. He found himself in the nearby forest.
It had all happened so fast; he had slain so many, then fled the city.
His back was riddled with arrows and the final blood-letting of at
least three men stained his fur through to the skin, but he was free.
As Malthazar went to stand he suddenly collapsed at the edge of
that stream. Staring into the sun, he realized that he had lost far too
much blood to continue. As he said his goodbyes to this terrible
world, two figures came into view, both human, one a small girl
who skipped along singing until she saw the minotaur, the other a
man with a walking stick at his side. The man smiled at Malthazar
and said, “Fear not great warrior, I mean no harm to you and seek
only to bring you aid” The man came to Malthazar’s side, healing
his wounds with a magical potion bottle. He offered to take the
minotaur to his home deep in the forest to recover and hide from
both Morsain’s troops and the Grinning Ragamuffins who were
actively searching the forest for him.

Malthazar left with the kind man and his daughter and ventured
deeper into the local woodland known as the Haunted Forest. The
man told Malthazar he was now free and had a choice to make. He
could leave the forest and roam as he wished, or stay and live with
the man and his daughter, also free but with others who would treat
him as an equal. Malthazar chose the latter, for these were the first
friendly folks he had met since being taken from his homeland. The
man’s daughter was still very young, and without a mother. When
the father would leave to earn money for the two, she would be left
in the confines of the forest, completely exposed to the wilds of the
land and in dire need of protection. It is not that the father thought
her incapable of protecting herself, but she was not yet old enough
to truly fend for herself whilst he was away. The man offered to
pay the minotaur with food, shelter, and gems for protecting his
daughter while he was away. Malthazar enjoyed this duty, finding
the girl’s spirit reminiscent of his own daughter’s, who had been
killed by fey spies long ago.

In order to protect the girl Malthazar asked for three things:
a special magical armor with a minotaur heart bearing horns
emblazoned upon a gorgeous breastplate, and two magical battle
axes designed and forged to Malthazar’s specifications. The man
agreed, and after a long, distant search for the right crafters and two
years of forging, Malthazar had his armor and weapons. Shortly
after receiving these gifts, the father disappeared without warning.
No clues were left as to this disappearance, but as Malthazar had
sworn to protect the girl, he could not be off searching for the
father or those who may have been responsible for it. So it came
to pass that a Minotaur and a human girl found themselves living
together as family, and as the years rolled by, as Malthazar became
her guardian, she came to treasure him as a father, for he protected,
provided, and most of all, loved her.

Once, when the girl was much older, and Malthazar was out
hunting, a fey convinced the girl to wander far from the cabin to
a small clearing where a beautiful apple tree grew. It was covered
with succulent red apples, ripe for the picking. The fey tricked the_a§
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A_girl to fall into a deep, magical slumber. When Malthazar returned
he searched madly for the girl. On finding her, he attempted to
wake her. But no matter how he tried, he could not rouse the girl.

As the weeks went on the Minotaur realized that the girl’s
health did not deteriorate. It was if she was frozen in time, and as
her sworn protector he knew what he must do. Using an ancient
technique known to all Minotaurs in his realm, and granted by
the god of the Minotaurs himself, Malthazar crafted a maze within
which to place her body. He used the two wondrous axes and chose
the thickest part of the forest as his starting point, chopping a path
that wound around, then circled back, then went in on itself, until
he was satisfied that it would confuse any intruders. He hid her
body deep within the maze, and stood at the only correct path so
that any who found their way through the maze would have to pass
through him before they could harm the girl. There he still stands
to this day, guardian over the Forest Maze and protector to the girl
that slumbers for eternity, for none shall pass.

'gg he INaze

The Forest Maze twists and turns, writhes and wiggles
through the dense Haunted Forest. A GM has a choice here
depending upon how their game is progressing or the style of their
play group. If the players wish to speed things up and simply get to
the bottom of this side quest, ruling it out as a key plot point and
continuing, then you may wish to simply skip the maze via a series
of successful perception or skill checks by the most observant
members of the party. Alternatively, if your group is known for
revelling in a side trek, and frequently enjoy challenges and puzzles,
you may use the maze on page 137.

Df;veloper’s Tip: No& igating the maze

V% W%_ L]
It is recommended that you tell the players to keep a map
of their progress through the maze, or they will be asking
you to give them directions when they become lost. As
they progress through the maze, throw in a few random
encounters, deceased adventurers (for treasure or healing
potions), and some wilderness style traps for extra fun!
If your players enjoy this sort of diversion, you can easily
extend the forest maze expedition to cover an entire game
session. But it is important that you read your group’s own
morale as they travel through the maze. It should be a fun-
filled diversion, or an enjoyable addition to the game, not
an annoyance to those that wish to progress more rapidly
through the forest.

gg' he Cwin Bridges

Within the maze there are two bridges which change
location at random. Sometimes, while they attempt to solve the
maze, the PCs will find themselves standing before a wide gap over
a fast flowing, ice cold stream, while other times, and apparently at

for the group depending upon their abilities. Obviously the PCs may .
attempt to climb down to the stream and wade through it, but this

water is frigid all year round, and will cause the rapid onset of severe o

hypothermia. Additionally, in winter at least, there are blocks of ice
flowing along it that act like a trap if not carefully avoided.

| _g_onironiing the INinotaur

Malthazar the minotaur awaits the PCs as they approach the
end of the maze. He will guard both the entrance to the last part of
the maze, and the girl contained at the center of it, with his life.

If the PCs attempt to talk with Malthazar they will have a very difficult
time. Only on a DC 30 Diplomacy check will Malthazar even agree
to speak with them. Otherwise he does all his talking with his axes.

Should Malthazar be defeated, just before dying (or if subdued) he
will beg them not to harm the girl, and tell them of her magical slumber,
finally asking them to help her, before he ceases speaking entirely.

Should the PCs succeed in Diplomacy, Malthazar will try to
discern if they are reliable and trustworthy folk through a series of
questions to test their loyalty (up to the GM). If they seem of good
heart and are honest, he will tell them his story in its entirety and
beg for their assistance in finding a cure for the girl.

malthazar the minotaur

\ \\\\)\ )
N

CR 6 (XP 2,400)

NG Male minotaur ranger 2
PF hp 61; AC 19 (page 175)
3.5 hp 61; AC 20 (page 192)
TACTICS

During Combat Malthazar wades into combat, relying on
his strength to carry him through the battle.

Morale Malthazar fights until defeat is certain or he is
subdued, at which point he tells the PCs about the girl in
the maze and asks them to help her.

Treasure Malthazar carries two axes, one of which he
grants to a PC if the girl is cured and brought back as proof.

lass Case

‘l In the center of the forest maze is a glass case surrounded
by three Slumber Pomum Trees. The glass case is designed to
withstand any attack and even repels magic. It cannot be removed
from this area and any attempt to do so causes the glass case to fall
to the ground. Once in contact with the forest floor the case cannot
be moved by any known means. The magic which binds the case
here is tied to the girl, the fey of the wood, and the spirits which still
dwell in and haunt this forest (such as the girl's mother and brother
who tragically died within the confines of these woods).

Inside the glass case sleeps a beautiful human girl, aged 16. The
curse which causes her eternal slumber can only be lifted by one
of the three conditions listed under the section entitled Curing the
Girl (page 141).
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‘he Stumber Pomum Crees

( At the center of the forest maze are three Slumber Pomum
trees which are covered in rich, red, ripe apples to tempt intruders.
Those of weak willpower (DC 10 Will save) may be tempted to
approach the tree and take a bite from one. If Malthazar warned
them about the tree, then no save is needed.

- A noble quest may be undertaken on the slumberer’s
~ behalf, the results of which must restore and strengthen
~ a family bond which was previously severed.

- The powerful magic of true loves kiss may instantly
- awaken one who slumbers. The kiss must be heartfelt
‘and meaningful, and the person performing the kiss
-must forsake their former life just to spend the rest of
their time on this earth with the slumbering individual.

Pow 1o Tall in love and live bappily ¢ver afte

Ah, the course of true love is never smooth or straightforward. What with |
elixirs, spells, curses, and assorted overly-charming fey, dragons, and those
from best-unmentioned outside places, affairs of the heart follow a tricky
path fraught with emotional pitfalls. Anyone can say they are in love, but how
can one truly know? Can the mind be trusted when passion is rising; is that
feeling true love, or simply a passing wave of emotion? Sages have pondered
over this for thousands of years, bards have attempted to bring understanding
through song and verse, dwarves have...well, maybe well steer clear of the
thoughts of dwarves for a moment. For when true love approaches, head
and heart both need to play their part to find that sweet spot that lasts forever.

In matters of the heart, it is as easy to go too far as it is to not go far
enough. The beloved has to be sure that their suitor’s head and heart are
both in this together, or at least that where one leads, the other follows
closely behind. Therefore expressing true love is a combination of
charismatic passion coupled with wise sincerity and honesty. Those who
are mindful and caring with their words may be nervous when declaring
true love, while those who can physically express strength of ardor may
not be able to do so in more intimate and lasting ways. Of course, being
too demonstrative with either aspect can put someone off as quickly
as too little; the path between smothering someone with affection and
seeming indifference isn't easy to follow at the best of times.

Ingameterms, truelove canbe expressed through the balance between two
rolls. A Charisma check expresses what the heart is feeling, while a Wisdom
check does the same for the head. However, proving to be too charismatic
can be overwhelming or come across as insincere, and demonstrating too
much practical wisdom can be uninspiring or just plain dull.

Two checks are made for each lover and the results compared on Table 38.
A total of 21 or more uses the “20” reading, while a total of zero or less uses the
“I” figure. The rating for each person is cross-referenced on Table 39, which
gives the percentage chance that the couple fall in true love. Next, if your game
is long-term and youd like a rough indication of how long a relationship
might last, refer to Table 40 for a suggested length of time that love could be

~ true, then multiply this timespan by the lifespan factor from Table 41.

It could be that although players want to be lucky in love, they aren’t

& fortunate with the dice and the relationship either finishes before the

participants want it to or it goes on for longer than they would like it to.
In addition, you may want to revisit the state of the relationship after
major events, as they can help or hinder the bond between paramours.
If so, refer to Table 42 for actions and events that can improve or sour

- both the chance of love occuring and of it lasting. This table can also

help when lovers are from races that have widely varying life spans and

& may view time differently, as it suggests why short-lived humans stay

~ will the romance prove to be a Perfect 10 when it comes to true love?

in love with long-lived elves, for example. The timescales on this table

.' ~ are also multiplied by the racial factor on Table 41.

Creatures making the Charisma and Wisdom checks gain a +1

. Circumstance bonus or -1 penalty for every 12 months they have known
- each other. The creature can decide whether they want a bonus or penalty
- for each year, either to dampen the effect of being too wise or charismatic or

to help overcome being not charismatic or wise enough. Taking 10 or 20 isn't

" possible, as the moment of truth is a tense one and hearts are beating fast!

But with all of this, were not suggesting that players should give up
roleplaying a love affair if they want to do so, and neither should you
as GM stop acting as and for any NPCs. These guidelines are simply

- to help along groups looking for an additional level of depth in the
- experience as a game, or even for those who don’t wish to play out all

the nuances of finding one’s sweetheart. Whatever you choose to do,.g
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Rating for Lover 1

10 9 8 7 6 5 4
10 93 90 85 80 75 70 65
9 90 85 80 75 70 65 60
8 85 80 75 70 65 60 55
7 80 75 70 65 60 55 50
6 75 70 65 60 55 50 45
5 70 65 60 55 50 45 40
4 65 60 55 50 45 40 35
3 60 55 50 45 40 35 30
2 55 50 45 40 35 30 25
1 50 45 40 35 30 25 20

55
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35
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23
20
15
10
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Rating for Lover 1

10 9 8 7 6 5 4
2d12+9  2d10+9  1d20+8 3d6+8 2d8+7 2d6+7
4d6+10 years
years years years years years years
2d10+9  1d20+8 3d6+8 2d8+7 2d6+7 1d12+6
2d12+9 years
years years years years years years
1d20+8  3d6+8 2d8+7 2d6+7  1d12+6  1d10+6
2d10+9 years
years years years years years years
3d6+8 2d8+7 2d6+7 1d12+6  1d10+6 2d4+5
1d20+8 years
years years years years years years
2d8+7 2d6+7 1d12+6  1d10+6 2d4+5 1d8+5
3d6+8 years
years years years years years years
2d6+7  1d12+6  1d10+6  2d4+5 1d8+5 2d3+4
2d8+7 years
years years years years years years
1d12+6  1d10+6 2d4+5 1d8+5 2d3+4 1d6+4
2d6+7 years
years years years years years years
1d10+6 2d4+5 1d8+5 2d3+4 1d6+4 2d2+3
1d12+6 years
years years years years years years
2d4+5 1d8+5 2d3+4 1d6+4 2d2+3 1d4+3
1d10+6 years
years years years years years years
1d8+5 2d3+4 1d6+4 2d2+3 1d4+3 1d3+2
2d4+5 years

years years years years years years

Tdbl(? S Li_](ésp(l% Factor

Race

Factor

Dwarf Elf Gnome Half-elf Half-orc Halfling
X5 x7 x4 x2.5 x1.2 X2

Table 42: Rcckeckmg L_]( LOVe 1S True

Attitude

Total loathing
Undermining
Uncaring
Noncommittal
Caring
Supportive

Total love

Example Actions

Sacrifices your life, leaves you to die, demands you face great dangers
Takes risk to hurt you, attacks you, interferes, berates you, deserts you
Wishes you ill, misleads you, gossips about you, avoids you, insults you
Doesn’t much care one way or the other, usually does just enough

Wishes you well, checks on you, often advises or helps you, acts for you

Takes risks for you, protects you, backs you up, heals you, aids you

Gives own life, fights to death, throws self in front of great dangers to you

3
1d12+6 1d10+6 2d4+5
years years years
1d10+6 4 o sears L
years -~
2d4+5 THsarees 2d3+4
e years
1845 ) 43 g ears  140%4
years —
2d3+4 0 s 2d2+3
years o
1d6+4 Jears 1d4+3
years -
2d2+3 1A B 1d3+2
years years
1d4+3 4 Jears "
years -
1d3+2 1d2+2 years 2 years
years
1d2+2
2 years 1 year
years
Human Orc
x1.4 x1
Time Before
Recheck  Effecton Table 40
3 months ~30%
6 months ~20%
1 year ~10%
2 years _59%
1 year +5%

6 months

3 months

+15%

+25%
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\&Curing the Girl

If cured, the girl will thank the PCs graciously. If Malthazar is still alive,
he will give the party one of his axes in gratitude, then take the girl
from these woods to live in another isolated place, far from the fey. If
by some chance a player wants to lose their current PC to start a new
one, this may be a point in the game to do so. If the girl and a PC go off
together, Malthazar will leave, his heart broken, and not return.

If the PCs killed Malthazar and the girl learns this she will grow
very angry with them. The PCs must act fast in an attempt to calm
her down and convince her that they had no choice (a DC 20
Diplomacy or Bluff check depending upon their true actions and
motives). If she is calmed she will begin crying and ask the PCs to
help escort her either back home to her cabin (50%), or back to
the nearby town of Morsain (50%). The seven short folk now live
in the cabin, so the group will be in for a surprise, while returning
to Morsain at this point in their quest may prove equally tricky.
Treat the girl as a standard peasant girl with 10 AC and 2 hp. She
is weaponless and unskilled in combat. If the PCs are attacked she
will flee in the other direction as fast as she can.

Y ondy Falls

Pondy Falls is fed from a large stream originating in the
Galvoran Cliffs. The water crashes down from a far off ledge, then
gathers in a small lake before feeding this area. A huge elevation
change creates a beautiful waterfall framed by gray stone, and
reflecting the emerald green of the forest. The bright white snow
reflects off the water as it gathers in a small pond before flowing
down the hill in the direction of the forest’s edge.

) ondy Pond
b

Pondy Pond was named by a young boy who played here
almost twenty years ago. This cold forest pond contains small
freshwater fish, pond skippers, and beautiful pond plants able to
withstand the cold climate and sometimes freezing conditions.

(& orrowater

A feeling of sadness washes over anyone visiting this pond.
Unbeknownst to most, a young boy drowned here more than twenty
years ago. After finding him blue and floating in the pond the boy’s
mother, Shaylona, wept beside the pond for many days before
wandering aimlessly into the forest to die. She was never seen again,
although from time to time the spirit of a young woman can be seen
standing at the edge of these woods, gazing upon the pond below
the waterfall. If approached, the spirit flees into the forest before
vanishing into the deepest, darkest part of the woods.

If one of the PCs spots the spirit and is adept at communicating
with such creatures, and extreme care is taken by all the PCs, and
compassion freely exuded, the spirit just may come forth and tell
her story. Her guilt is severe. If the PCs can find and remove her

y_son’s bones from the bottom of the pond, then bury them within the
PV forest, she will reward them with her assistance anytime the PCs are




& within the Haunted Forest. Her power is weak, so she warns that she

may only arrive once per cycle of the moon when summoned to help
them (see The Spirit of Shaylona for more information).

Liocating Ttems within Pondy Pond

Pondy Pond is deepest at the point closest to the waterfall, reaching
almost forty feet deep with the bottom gradually rising the further
one gets from the falls. The center of the pond is roughly thirty feet
deep. Swimming in Pondy Pond is a DC 15 Swim check, unless the
PC swims under the waterfall, in which case the DC rises to 20.
The water is frigid and anyone spending more than a minute in this
water risks succumbing to hypothermia. Even a quick swim requires
disrobing upon exiting the water and warming oneself with a blanket
by the fire. Those choosing to “tough it out” are likely to perish.

N O

Perception/Search DC / Results (cumulative check*)

DC 18 / Locate the boy’s bones

DC 22/ (1d4+1) gems worth (1d20x10 each)

DC 27/ ring of protection +1

DC 32/ +2 dagger

*Note: A high check scores that item and everything listed
prior. For example, a 30 scores the ring of protection +1,
1d4+1 gems, and the PC locates the boy’s lost bones. An 18
locates only the boy’s bones.

'ﬁg‘ he Spirit of Shaylona

Summoned by calling her name once per lunar cycle.
Arrives within 1d4+4 rounds in day, 1d4 rounds at
night, and if summoned near the pond she will arrive in
1d2 rounds day or night.

o Actions: Scare enemies or manifest herself long enough
to set off a trap, free a PC from bonds, or perform other
simple actions.

o She will only be able to make a single action which
affects the normal material world (free from bonds, etc.)

o  After arriving only stays for 1d3 rounds.

)ondy Fall
E)ony alls

This waterfall creates powerful negative ions which repel
the sadness of the pond should the curse of the drowned boy be
removed. This invigorates the spirit, and after the crisp, cold mist
falls to one’s face, they will feel replenished, refreshed, and revived
as well as invigorated and ready to take on any challenge (all minor
magical effects of ill nature and simple disease is removed).

Hidden within the waterfall itself is a water elemental, which in
turn is bound to a Decanter of Endless Water disguised with a spell
of invisibility. One of the seven small folk that live in the cabin in the

o
completely over. Furthermore, the water elemental acts as guardian to
the cave entrance, handily disguised behind the waterfall.

If the PCs find the cave (DC 25 Perception/Search), and try _I X

to enter, the water elemental will attack them, moving freely up
and down the waterfall, into the pond, and even throughout the
gurgling, ice cold stream. Those hit by the water elemental will
slowly move into a state of hypothermia as the water is quite chill,
nearly frozen coming from the tall Galvoran Cliffs above and
furtherly chilled by the icy winds.

Lau”ge water E]érrumml CR 5 (XP /1600)

Neutral Large elemental (water, extraplanar)

PF AC 18; hp 68 each (Pathfinder Roleplaying Game:

Bestiary)
3.5 AC 20; hp 68 each (Monster Manual)

TACTICS

A water elemental will use its vortex form to try to separate
party members and then attack them individually.

During Combat The large water elemental will do
everything within its power to keep an opponent in the
water to take advantage of water mastery. This includes
grappling and attempting to drown an opponent.

Morale The water elemental will fight to the death
Treasure The water elemental carries no treasure.

)ondy Falls Cave
P

The cave at Pondy Falls is small and unremarkable. It is
quite simply the exit (or entrance) to the small folks secret tunnel
which originates beneath their cabin and also serves to conceal their
treasure (at the end of this tunnel, yet furtherly hidden as described in
the section detailing the cabin). The tunnel itself is only 3 ft. tall and
4 ft. wide at its largest section, and becomes very cramped and nearly
impossible to navigate for tall folk. This is not to say it is impossible to
use, but those that do so will be very noisy and have trouble moving
about, especially if attacked by a swarm of angry insects!

After a tight crawl through narrow, muddy and winding
passages, the party will encounter a swarm of centipedes which the
small folk have trained to take food scraps and leave them alone as
they pass through the tight cave. If the PCs attempt to feed them
fresh food of any kind, they will ignore the PCs; otherwise they will
attack. Turning around in this cave is impossible and combat can
only be attempted by the PC at the front, although all PCs may take
damage from the swarm’s attacks. All attacks by the lead PC suffer
a —4 to -8 penalty and spellcasting also becomes quite difficult (the
actual penalty is linked to weapon size—small is —4, medium is
-6, large is -8. There is no room to swing a cat. Piercing weapons
are a little easier to use here, so they have their penalty reduced by
2, to -2, -4 and -6 respectively. Spellcasting is similarly affected,
with any spell that requires a somatic component to cast having its
saving throw reduced by 2 for a small caster, 4 for a medium caster
and 6 for a large caster). GMs may use this encounter as they wish
depending on the PCs current strength and resources.







D&V&lOEGY"S Note:

N O
If the PCs take this path they are essentially sneaking in
the back door (whether they know it or not), and thus will
shorten the adventure considerably. Deterrents should be
used for a party which prefers a longer adventure, while
a party which simply wishes to rush through should be
permitted a little leeway to speed things along.

Trained centivede swarm CR 4 (XP 4,200)

N Diminutive vermin (swarm)

PF AC 18; hp 31 each (Pathfinder Roleplaying Game:

Bestiary)
3.5 AC18; hp 31 each (Monster Manual)

TACTICS

During Combat A centipede swarm surrounds and attacks
any living prey it encounters. A swarm deals 2d6 points of
damage to any creature whose space it occupies at the end
of its move.

Morale A trained centipede swarm fights to the death
unless ordered otherwise.

Treasure A trained centipede swarm carries no treasure.

The passage continues directly below the cabin of the seven
short folk, to a hidden side passage (DC 25 Perception/Search)
that leads to a secret treasure room where all of the coins and
gems the folk find are kept, along with secret messages from
their organization. At this apparent dead end, another passage
climbs vertically via finely-made steel handholds up to a wooden
trap door. When opened, this is covered by an old and dusty rug
beneath a wooden dining room table in the common room of the
cabin. More information on the cave and the cabin is available in

the next section.
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=== It would appear that humans lived here if not for the
seven small homemade rocking chairs placed haphazardly upon
the elevated wooden porch.

Bistory of the Cabin

This cabin was originally built by a human man and his wife. They had
hoped to live out their lives close to nature and have the freedom which
comes with a natural setting. After bearing two children, a boy and a
girl, the wife begged her husband to make their home more secure, for
occasionally wild animals and monsters would wander far too close to
their home, and the wife feared for the lives of their children.

The man needed more materials to construct safeguards, traps,
and a secret room, so he took to the nearby town in search of
work. Through a bit of intellect, a lot of skill, and an incredible
amount of luck, the man became wealthy practically overnight!
Within just a few short weeks the man returned to his family with
supplies and enough riches to handle anything which could come
their way. Sadly, all the wealth in the world could not save his son
from drowning at Pondy Pond, a place which the boy himself had
named. The father was away when this occurred, and by the time
he returned, his wife had lost her mind and fled into the deepest
and darkest recesses of the forest. The man searched and searched,
but despite many weeks of this, he could not locate her.

After the tragedy of losing both his son and wife, the man vowed
to find a guardian to protect the sole remaining member of his
family, his daughter. After a long and difficult search, the man finally
found the perfect protector, a minotaur named Malthazar, a stalwart
and noble warrior. But fate had not finished its taxing visit upon
the man, and while away on what was meant to be a short trip, the
father became lost from the world of men, never to return. During

this absence, the daughter was tricked into eating a poisoned apple

by one of the
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0. was devastated that he was not at the girl’s side when this occurred as
he had taken a vow to protect her. Soon after this, Malthazar moved
away from the home with the slumbering girl, knowing he could not
adequately protect her at all times in this location. He went into the
densest portion of the woods and with two mighty axes began to
build a maze which would hide the poisoned girl from those that
would do her harm.

Seven short folk came to make their home in the abandoned forest
cabin, utilizing the available supplies and dried foods, and building traps
and secret doors to further enhance the security of the structure. They
also dug caverns and holes and pits in an attempt to dissuade larger folk
from following them should they find themselves on the run.

After establishing a solid base of operations, the small folk set
about spying on travellers out at the main road which led to town,
learning the patterns of commerce and the military and royalty
brigades that enter Morsain, specifically those that guard the royal
family. After many months of taking notes, one by one, the small
folk travelled to town and began planting rumors of hauntings in
the nearby forest and ghosts which appeared to travellers along the
road, to dissuade townsfolk from entering the woods. At the same
time, the other six, dressed as ghosts using sheets, lanterns and a little
bit of flying powder scared the gold out of travellers. Those few that
turned to attack were put to sleep with a magical gas that the seven
folk carried with them wherever they went. The travelers would
then be ransacked, all their goods stolen, and any traces of the small
foll’s footprints and activity concealed or erased through careful and
meticulous work. Wagons were disassembled and used to add on to
the cabin, the horses were let loose in the woods for monsters to
consume. When the travellers awoke they would find themselves just
inside the forest, naked as the day they were born with no knowledge
of where their goods, or their horses went. This is how the roadside
robberies began, and they continue to this day! So much in fact, that
few rarely if ever travel this road at night anymore. Usually it is the
rare new traveller to these lands that finds him or herself confronting
a band of brigands parading as floating apparitions!

Every once in awhile the seven small folk capture a member of the
Klavekian military, a visiting dignitary or diplomat, or a member
of the royal retinue. The small folk generally seek information on
Klavekian troop movements and operations, diplomatic relations
with neighboring countries and even Mohkbavian operations as
well as her fellow towns and villages, plus the local royal family’s
recent edicts, plots, ploys, and affairs. Whenever possible, the small
folk obtain details on the layout of the castle interior as well as her
defenses, the schedules of all who live within—including changes of
guard and other security operations. Also, details on the dungeon,
jailers, and means of escape are also recorded in great detail.

In all cases, the subject is captured and questioned. Interrogations
often include the use of illusions, making the subject think they
are being questioned by angry spirits. Along with this magic, the
Small Folk will make use of various alcoholic spirits. These drinks
lower the captives’ resistance to the illusions, and also loosens them
up, so when the Small Folk begin tickling the captives’ feet with
feathers, or trip the captives as they try to walk around, it will seem
funnier than it is, making the subject more likely to talk. Those
with guilty consciences often speak quickly. Once the Small Folk
have gotten the answers they want, or at least the answers they can
get, they give the captive a heavily spiced juniper berry liqueur.
Once thoroughly sedated, the Small Folk strip the subject, bundle

]%\ pproaching the €abin

Those rolling a successful DC 12 Perception/Spot check will |8
easily spot small bootprints in the mud approaching the house, although
these could be missed by a party intent on reaching their target.

What the party most likely is not aware of, is the multitude of
traps ready and armed for their arrival (or any other victim of the
small folK’s pillaging conquests for that matter).

As the party approaches the elevated porch they receive a DC 20
Perception/Spot check to notice a series of levers underneath the
porch. Anyone that approaches these levers may fall into a 20 ft. deep
pit trap filled with black pudding. The cold temperatures have slowed
the pudding down so that it may only make an action once every two
rounds for the first 8 rounds. After that, it attacks normally.
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Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Trigger location; Reset manual

Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area);
combat with black pudding (see below)
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CR A3 (XP 25,600)

N Gargantuan ooze

PF AC 5; hp 225 (page 171)

3.5 AC 1; hp 243 (page 186)

TACTICS

A black pudding attacks by grabbing and squeezing their prey
During Combat A black pudding attempts to move over
its prey and squeezes them to death before dissolving them.
Morale A black pudding fights to the death.

Treasure A black pudding carries no treasure.

Seven levers located under the porch. After all, who can resist
pulling one, just to see what it does?

Lever One: Opens a nearby vent where steam from the
earth below was redirected from the caves through
a metal tube and directed at the face of any tall folk
who may pull this lever. Thus, a cloud of hot steam
and sulphurous gas blasts the PC that pulled the lever
in the face, causing 1d4+4 (no save) points of damage
due to the heat and requiring a DC 15 Fortitude save
or else the individual will inhale significant quantities of
poisonous gas, thereby disabling the victim for the next
1d20 minutes. In addition, the tube has a small whistle
built into the pipe, and the loud noise caused by the gas
and steam rushing out notifies anyone within the cabin
that intruders are outside.
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Lever Two: Triggers a separate vent to lever one, which
releases air under high pressure, in turn also blowing
through a whistle which emits a high pitched noise
inaudible to most humanoids. Within 1d4+2 rounds a
massive swarm of luminescent bats arrive, 4d10x100 in
total. These bats squeak and flap like mad around the PCs
and the location of the whistle which continues blowing
for 1d10 rounds after the bats arrival. Meanwhile,
there is a 5% cumulative chance per round that either
the bats OR the flailing PCs slam into another lever,
thereby triggering the effects on the bats and any PCs
nearby. After the whistle ceases functioning most of the
bats withdraw, although a few may remain and cling to
the PC’s backpacks and folds in their clothing, making
for an interesting surprise later on. The noise the bats
make warns the small folk inside the cabin that there is
a group of intruders lurking outside.

Lever Three: When this lever is yanked a barrel of ice-cold
water situated on the porch directly above the PCs flips
over and empties out onto the porch, running through
the cracks in the porch and all over the PCs. There is
a 30% chance the PCs will get wet which may cause
hypothermia if they are unable to disrobe and find a fire
to warm themselves. There is a 20% chance that one of
the small folk inside hear the sound of the pot dumping
the water and only a 10% chance they will act on it.
Obviously if the PCs yell out due to the cold, or simply
in frustration, this last percentage quadruples to 40%!

Lever Four: The rascal that created this lever also created
the pit trap filled with black pudding and hopes that
whoever fell into the pit is close enough to the lever
to encounter its ill effects. When pulled, a large tube
concealed in the rock under the cabin spews forth over a
thousand tiny goose feathers which stick to anything wet
or sticky (especially black pudding goo) immediately
in front of the tube (DC 16 Reflex save to move out
of the way, meaning the next person could be hit). It
is impossible to get all these feathers oft save for a hot
bath back in town, and you will smell strongly of goose
to any creature that can scent. Any carnivorous creature
that can use scent will attack the closest PC smelling of
goose over any other. The small folk inside will not hear
this trap go off.

Lever Five: When the fifth lever is pulled it lights a small
fuse running from behind the lever boxes and through
the dirt nearby. The fuse itself was expertly hidden
among rocks and other debris so as to make it very
difficult to spot (DC 20 Perception/Spot). If the water
from lever 3 spilled into this area the fuse will burn, then
smolder, and finally extinguish. However, if the large
barrel of water did not hit this area the fuse will burn
and trigger four equally spaced piles of black powder
which erupt in a shower of sparks and small explosions.
Anyone near one of these piles (40% chance if the PCs
are under the porch, and 90% chance if they are near
the levers) takes the following damage per pile: 1d10-
1 damage and is blinded for 1d4 rounds. Furthermore,

smoke inhalation causes minor asphyxiation lasting
1d2+1 rounds and temporarily decreasing the PC’s
Constitution by one point for 1 hour. A DC 16 Reflex
save halves the damage, and this reduces by 1 for every
5 feet you are away from a pile. The sounds made by
these minor explosions warn anyone inside the cabin
that intruders are outside and enjoying their traps.

Lever Six: This lever has a small wooden sign above it upon

which is etched in chalk “Happy bats and happy fairies,
live in the forest; quite contrary, to your belief that
this wood is haunted, is the fact that you are hunted!”
Although quite nonsensical, a small hint is given at
the results of this trap, for if the lever is pulled, a small
nozzle tucked in the shadows of the deck above sprays
20 pints of invisible fey blood all over the PCs (DC 22
Reflex save avoids this via the hissing sound of the
blood being projected under pressure). Within 1d10+6
rounds a number of fey will arrive to investigate the
smell of their slain kin and engage the PCs. These can
be at the GM’s choice, but have at least one per PC plus
one additional creature if levels are below those of the
PCs or one fewer than the number of PCs if greater.
Anyone standing outside the area under the porch is
unaffected, though if they accompany the others who
have blood upon them the fey will consider them
partners in the supposed murder of their kinsmen.
The trap itself will not alert the small folk inside the
cabin as to the PCs presence, but the ensuing combat
has a cumulative 15% chance per round to tip them off
that something is going on out there. Of course if the
PCs make any loud noises such as screaming or firing
off huge spells this percentage chance is automatically
pushed to 100%.

Lever Seven: The moment someone touches this lever an arc

of electricity shoots up and strikes the PC causing 1d6+6
damage. If the PC is wearing metal armor this shock
increases as follows: by 1d6 for studded leather, 2d6 for
banded or splint, 3d6 for chain, and 4d6 for plate of any
kind. The PC may not be able to let go of the lever once
grasped unless succeeding on a DC 18 Strength check.
Alternatively, the lever may simply be pulled which ends
the flow of magical electricity being generated from inside
the panel from a wand of lightning bolts. If a PC continues
to hold the lever, she will suffer an extra 2d6 damage per
round until released or pulled. Anyone in direct contact
with the PC takes equal damage. The magic wand which
powers this effect has only 20 charges left, thus will last an
equal number of rounds, or suspend expending charges
once a PC lets go, pulls the lever, or is killed and drops
off. This trap is silent and will not let anyone in the house
know that the PCs are coming. Pulling the lever opens a
small panel to reveal the wand.







fairs 10 the Porch

The stairs to the porch are set up with a rather devious trap door
which dumps a PC into a pit filled with paralytic fleas with two
doors which shut over top of the PC.

Type mechanical; Perception/Search DC 25; Disable
Device DC 25
EFFECTS

Trigger location; Reset automatic
Effect 25-ft.-deep pit (2d6+2 falling damage); DC 22 Reflex
avoids; paralytic flea bites (see below)

The way the trap works is as follows:

1. (Steps 1-3) The stairs are halfling/gnome sized (recently
added by the small folk) so that Medium-sized creatures
tend to skip over a few steps with each bound up to the
porch, causing the trap to arm when any of the first three
steps have over 50 pounds of force applied to them.

2. (Steps 4-6) The next three steps must all be stepped
on in order to disarm the trap. Most Medium-sized
humanoids skip over at least one of these steps on their
way up (80% chance unless otherwise stated by player).
If any of these three steps are skipped the trap will not
be triggered yet will remain armed.

3. (Steps 7-9) The third and final phase of the trap are the
three steps which are bolted together and poised to drop
open like a trap door (if the trap is armed), dropping the
victim into a pit 5 ft. deep from stairs to ground, then a
hole which drops an additional 20 ft. into the earth for a
total fall distance of 25 ft. (2d6+2 damage). Furthermore,
the pit is filled with 15 paralytic fleas (see page 124).
Finally, after the victim falls into the pit, two doors close
upon the pit and the three stairs also close making escape
very unlikely, if not impossible.

€lievated Porch

The long wooden porch is cluttered with seven little rocking chairs,
seven wooden side tables, with seven little ashtrays designed to
empty and rest seven small pipes.

Each rocking chair is tied to one another with slender ropes of

water-strengthened bark. When relaxing the small folk disengage the
ropes by pressing a small button near the base of each rocking chair
and pull the ropes out with thick leather gloves. To reactive the chairs
is quite the ordeal, but it is the job of the most industrious of the seven
thieves to do so each evening. Every once in awhile the thief has a bit
too much to drink and passes out prior to completing his task. There is
a 20% chance that the thief has failed to reactivate the trap. If your roll
shows that the trap is in fact deactivated, roll percentile dice again to

to capture and interrogate the rogue who is drunk enough to tell them &
what they need to know about the house.

If the PCs are having a particularly tough time you can always
throw them a bone and let them stumble upon the sleeping thief
rather than rolling to determine results. The spy was meant to be
setting the trap, but in his drunken state, he managed to trigger it
and is now asleep in the chair, pinned to it. The rogue will not give
up any information about his fellow short folK’s personal lives, the
secret organization they work for, or the secret doors within the
house. He will, however, reveal anything they want to know about
the girl who has been staying with them and the nature and location
of all the traps within the house (of course this does require some
effort and significant role-playing on the play-group’s part).
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Type magical; Perception/Search DC 20; Disable Device DC 20
EFFECTS

Trigger touch; Reset manual

Effect Atk +15 ranged (1d4+4 bludgeoning damage;
repeats for 7 rounds, automatic damage after initial round);
spell effect (entangle, CL 7th, Reflex DC 14); battering arms
(1d4+4 cumulative nonlethal bludgeoning damage for 6
total rounds, Reflex DC 22 negates)

The bark ropes binding the chairs together are magical and have
three effects. The first effect is that when the rope is contacted, it
pulls all of the chairs into a circle around the intruder(s). Secondly,
it activates both an entangle and a warp wood spell, allowing roots
and grasses to grow up through the floorboards of the porch and
hold the offender(s) in place. The second effect is that the chairs
begin to shift and grow two arms each. These chairs are made
of freely-given treant wood. These arms form large wooden fists
that begin to beat the offender(s) for 1d4+4 points of nonlethal
bludgeoning damage for 7 rounds. Each chair has an AC of 13,
hardness of 5, and 15 hit points. Dispel magic will eliminate the
entangle spell, but will not affect the chairs themselves.

IMain €Entry Door

The main entry to the seven short folk’s cabin is locked and
protected by three traps, a poison needle, an electrified door knob,
and a pit trap.

The door is locked (DC 30 Disable Device/Open Lock), anyone
attempting to pick the lock may potentially set off one or all of the
following traps unless they are spotted in advance.
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Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Trigger touch; Reset none

Effect Atk +10 (poison needle; 1d3 plus greenblood oil—
save Fort DC 13—frequency 1/round for 6 rounds; effect
1d2 Dex damage; cure 1 save)




Type mechanical; Perception/Search DC 25; Disable
Device DC 20
EFFECTS

Trigger touch; Reset none
Effect electricity arc (6d6 electricity damage, DC 22 Reflex
save for half damage); single target

Levered pit Trap CR 3
Type mechanical; Perception/Search DC 23; Disable
Device DC 20

EFFECTS

Trigger location; Reset manual

Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area);
triggers 1d6 random levers below porch (see page 147)

After the door is pushed open, a hanging bell will chime, notifying
any occupants that visitors are imminent. The small folk will either
arm themselves and take an offensive stance in the two doorways to
the common room, take a defensive stance in the common room, or
exit through one of the two main secret passages. Their choice will be
determined based on the PCs actions in the forest to date.

The small folk have a number of fey spies who have been watching
the PC’s actions and have been reporting to the small folk. If the
small folk believe the PCs to be able to withstand their defenses as
well as a combat scenario, they may choose to withdraw and leave
the cabin completely. Half the group will leave through the secret exit
in the wall whilst the other halfleave through the trapdoor under the
rug. Those that choose to exit through the cave will surely snag any
of the treasure stash that they can carry seeing as they can use it to
again set up shop in another location far from here.

€ntryway

The entryway contains three cunning pit traps (marked on map). Both
doors into the common room are trapped with “numbing needles”

which are propelled out from tiny holes in the wall, just above the door. Y
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Type mechanical; Perception/Search DC 23; Disable
Device DC 20

EFFECTS

Trigger location; Reset manual

Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area)
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Type magical; Perception/Search DC 25; Disable Device DC 25*
EFFECTS

Trigger touch; Reset manual

Effect Atk +5 melee (1d6 piercing plus 2 Dexterity damage);
multiple targets (all creatures in contact with walls, floor; or ceiling)
*A nearby hidden switch (DC 30 Perception/Search) bypasses this trap.
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Doors 16 Common Room

Both the doors to the common room are trapped as described in the
previous section. If the small folk know that the PCs are coming they split
up with two backstabbers waiting in place to be hidden behind the door
upon opening, three with ranged weapons behind the table and using
it for 25% cover, and two more missile-shooters hiding behind barrels
and crates using them for 50%-75% cover. Upon opening the door the
five with ranged weapons begin to fire, drawing the PCs into the room.
Once the group has moved fully into the room, the two backstabbers
move in targeting first any cleric they see, followed any wizard/sorcerer
in a party, attempting to knock out the group’s spellcasters quickly. After
the backstabbers have struck, those with ranged weapons continue to
fire, now targeting the spellcasters until either they drop, or the small
folk are engaged in melee by the other party members.

The group consists of the following folks. Their details are at the
end of the adventure:

o  The leader is Iloinen, a man who ultimately sees good
everywhere and will often give someone the benefit of
the doubt. He is half elven, half Tallfellow, or as some
call them, Tallish.

o  Tohtori takes care of the short folk, and does the curing,
of course. He is a deep halfling.

o Mieleton is a Lightfoot halfling who is just not very wise
about making sensible decisions for himself.

o Vasynyt is more relaxed than the other short folk, but
is sometimes just lax in performing duties. He is always
dreaming of the next tale or song. He is a rock gnome.

o  Parskia, a forest gnome, is always investigating and finds
her gnome nose in awkward places.

o Ujo is just a little uncomfortable around the opposite
sex. He is too darn Charismatic for his own good, but as
a hill dwarf, he doesn’t realise it.

o Juro, the group’s deep dwarf, well, she doesn’t get out
much and likes to make her own way.

CR 4 (XP 400)

tumi valkea valmu{tar

LG Female humanoid (human) expert 3

PF AC 13; hp 17 (page 175)

3.5 AC 13; hp 13 (page 191)

TACTICS

Lumi carries a small silvered rapier that looks ceremonial,
but is fully functional. She uses it when given the
opportunity to do so.

During Combat If Lumi is forced into combat, she strikes
with her fists, her seemingly ceremonial rapier, or any
weapon within reach.

Morale Lumi only fights to the death if her opponent gives
her no quarter; otherwise she tries to parley.

Treasure Lumi carries no appreciable treasure on her
person, but she is to marry into great wealth and may be
worth a ransom.







Given the chance, Lumi will try to flee any fight, and will be
found by Attendant Queen Haijyin (see “The Crone with the
Crown in Her Eyes” below). She will try to take a direct route out
of the hut, as she is aware that there are protections in place that she
wouldn’t be able to overcome.

She will only fight if cornered, as mentioned above. As she
doesn’t know it is the PCs attacking the hut, she doesn't forewarn
them at all, preferring to hide and then escape when possible.

If the fight is going poorly, then the leader will hide inside an
empty crate and close the lid while the rest of the small folk draw
the party into the secret bedroom and passage beyond through the
rest of the traps. Meanwhile, the leader crawls out of the crate and
attempts to escape through the secret trap door hidden beneath the
rug (under the table) and through the passages below (of course
taking the treasure with him). If the rest of the group is able to
escape, they all meet up at Pondy Falls cave until they are able to
determine their next course of action. None of the shortfolk tries
to take Lumi with them; staying alive to find another target in the
future is more important.

Secret Doors
Crapdoor 10 Creasure €ave

This trapdoor can be found with a successful DC 20 Perception/
Search check. The trapdoor opens into the caves below. Only
small sized creatures may fit through the caves. After entering the
initial cave one must backtrack and push aside a disguised wall
made from wooden boards with adhered rock chunks and debris
from the cave (DC 25 Perception/Spot). Once opened one will
find the following.

o  Assorted gems oflarge and medium sizes, totalling 6,550 gp
o 1 wand of hold person (15 charges)

o 1 wand of charm person (15 charges)

o 1 wand of hallucinatory terrain (8 charges)

e 100 pp

The wands are to assist the small folk if they need to escape
from the area and are being pursued. They will not hesitate
to use the wands until all of the charges have been expended.

Door 1o the Bedroom

A secret door may be found on the eastern wall with a DC 20
Perception/Spot check. This secret door leads to the bedroom, and
is triggered by pressing the red nose of a laughing, drunk man in
a painting hanging upon the wall. Once triggered, a wooden panel
folds away revealing a long bedroom in the room beyond. The room

folk take turns to sleep in this. The blankets are blankets of warmth.

Each bed has a small blanket box underneath it, built into the 4
floor. At night, these contain all the weapons and armor of the |}
short folk. If removed, the blanket boxes lose their magical ability
and become simple wooden crates. There’s space for little else.

Aura moderate illusion; CL 11th

Slot none; Price 84,000 gp; Weight 40 Ibs.
DESCRIPTION

This normal wooden frame and mattress are indistinguishable
from an ordinary bed. The headboard curves around and
slightly over whoever is sleeping in it, and carvings of creatures
known for their watchfulness adorn the worked timber.
When the headboard of a bed of alertness is activated by
the person who intends to sleep in it, for the next 8 hours
the bed senses any creature within 120 feet who intends to
harm the sleeper. The bed of alertness also creates the effect
of a prayer spell upon all creatures in a 20-ft.-radius that
are friendly to the sleeper. Immediately thereafter, it sends
a mental alert to these friendly creatures, waking them and
warning them of possible danger from creatures within a
120-ft.-radius. These effects last for 10 minutes, and the bed
of alertness can perform this function once per day.

Once the sleeper is awake, the bed of alertness bestows a
+1 insight bonus on initiative checks. If the headboard is
grasped firmly it enables the holder to use detect evil, detect
good, detect chaos, detect law, detect magic, discern lies,
light, or see invisibility as spell-like abilities (CL 11th; each
different use is a standard action).

Lastly, the bed of alertness can be used to simulate the casting
of a veil spell once per day, disguising any creatures within a
120-ft.-radius, so long as no two are more than 30-ft. apart.
CONSTRUCTION

Requirements Craft Wondrous Item, alarm, detect chaos,
detect evil, detect good, detect law, detect magic, discern lies,
light, prayer, see invisibility, veil; Cost 42,000 gp

slanket of warmth

Aura faint abjuration; CL 3rd

Slot shoulders; Price 5,000 gp; Weight 4 Ibs.
DESCRIPTION

This gray woollen blanket looks snug.

A blanket of warmth makes the wearer feel a minimum
temperature of what is necessary to feel warm. For example,
ahuman would feel a minimum of 70° F (21° C). This blanket
has no effect if the wearer is in temperatures that are higher
than what is considered warm for the wearer. A blanket of
warmth makes its wearer immune to hypothermia.
CONSTRUCTION

Requirements Craft Wondrous Item, resist energy; Cost 2,500 gp




Aura moderate conjuration; CL 9th
Slot none; Price 3,250 gp; Weight 18 Ib.
DESCRIPTION

This appears to be a common wooden blanket box, about 3
feet across, a foot and a half high, and a foot wide.

An underbed blanket box is a tesseract that opens into a
nondimensional space: its inside is larger than its outside
dimensions. Regardless of what is put into the blanket box,
it weighs a fixed amount so long as the object or creature’s
regular weight does not exceed 325 Ibs. or have a volume
exceeding 40 cubic feet. An underbed blanket box can be
attuned to work in one specific room if the owner wishes.
CONSTRUCTION

Requirements Craft Wondrous Item, secret chest; Cost 1,625 gp

Secret Entry/ €Exit

The secret entry/exit into the caves may be located with a DC 15
Perception/Spot check. Once the door is opened, a crate must be
pushed aside in order for any tall folk to enter. This takes at least 1
round as the crate is filled to the brim with useless rocks dug out
from the cave. This gives the small folk time to rush across a pit
and pull a short and lightweight plank with them. This then leaves
a gap between them and their pursuers, forcing anyone following
to either fall into the 20 ft. deep pit (2d6 damage) that has barbed
spikes at the bottom, or attempt to leap across (DC 22 Acrobatics/
Jump). The next pit is bypassed in exactly the same way by the
small folk, whilst the third still has its plank across when the PCs
get to it, with the fleeing short folk just out of sight. However, the
plank is the trap.

Type mechanical; Perception/Search DC 20; Disable
Device DC 20
EFFECTS

Effect 20-ft.-deep pit (2d6 falling damage); Atk +10 melee
(1d4 spikes per target for 1d4+4 damage each plus 1 point
of damage to armor from barbs); DC 20 Reflex avoids;
multiple targets (all targets in a 10-ft.-square area)

cammﬂaged PI Trap (2nd p{t) CR 3
Type mechanical; Perception/Search DC 25; Disable
Device DC 20

EFFECTS ,

Effect 30-ft.-deep pit (3d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area)

2 ) coﬂapsfng Plank &T ideous Laughter ™ (ydp[r) CR3

Type mechanical and magic; Perception/Search DC 20;
Disable Device DC 25 (fixed plank), DC 27 (hideous laughter)
EFFECTS

Trigger location and touch (spell effect); Reset repair
(plank) and automatic reset (spell effect)

Effect 20-ft.-deep pit (2d6 falling damage, DC 20 Reflex
avoids plank); spell effect (hideous laughter for 3 rounds,
Will DC 13 negates); multiple targets (10-ft. middle section
of the 20-ft. plank)

If the PCs get Lumi away from the spies, they find that she is
actually sympathetic to them, not through coercion but because
the way they describe their plight has tugged on her heartstrings.
She will go back with the PCs, but will become a firm advocate of
integration with the short folk nations.

Of course, the PCs may end up as great friends with the spies.
If this happens, a party is thrown, and the PCs are subjected to
an evening of storytelling, songs, and drinking. The PCs will find
themselves in the middle of a wild night of celebration, as the short
folk toast Lumi, the party, and each other over and over again. Each
time there is a round of drinks, a PC has to make a Fortitude save
DC 10 (+1 for each drink consumed) to avoid becoming entirely
and wholly drunk. There will be at least 8 drinks, as each of the
short folk and Lumi says her or his piece, but there will be more as
the PCs are encouraged to join in with the chance to give thanks.

Depending on the way the PCs have treated the short folk, they
will either still be in the cabin when they wake up, or they will have
dumped the PCs on the road closest to Morsain. In either case, no
harm will befall the PCs. If the short folk are friendly, they will take
the PCs to where Lumi goes to relax, and try to show the party that
she is happy. If the rogues are still grumpy with the PCs in any way,
remember to wrap up warmly as the temperature has just fallen to
below freezing, and this will be necessary when they are dumped
close to the nearest guard post back towards the town.

he €rone with the
€rown in Per €lpes

As they encounter the spies, and engage them in whatever way,
what the PCs don’t know is that the Attendant Queen is tracking
both them and Lumi, thanks to the items she gave them earlier. As
they either fight the spies or become their friends, the disguised
Attendant Queen manages to speak with Lumi, offering her a
pomum that is poisoned. Again, she has used her mirror to find
out about the girl, this time to track her down.

Lumi falls foul of this, and the Attendant Queen replaces a piece
of Lumi’s jewellry with an invisible amulet of sleep, a cursed item
that acts as a permanent symbol of sleep, leaving a person in what
appears to be suspended animation. As with all cursed items, it
doesn’t reveal itself to be what it is under most magical detection.
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aiiyin catches up with Liumi

Attendant Queen Haijyin uses the blood and hair of Lumi
to track down the girl deep in the forest. She travels there using
phantom steed, leaves the horse a short distance away to wait for
her, and moves towards the hut. After casting hallucinatory terrain
and misdirection (in case her ring of mind-shielding is somehow
overcome—she is nothing if not cautious) she waits patiently until
Lumi moves out of the hut for some fresh air, or to gain some brief
respite from either the party or the fighting (which she will flee).

On seeing Lumi, the Attendant Queen casts detect thoughts to
plan how to approach her. She will then use disguise self to match
Lumi’s state of mind. Haijyin approaches her and either simply
talks with her (if the party is taking place) or leads her to safety
(if the fight is taking place). She will cast hypnotic pattern as part
of her conversation before offering Lumi an apple. As the young
woman takes it, Haijyin casts poison and gently touches the back
of her hand. Lumi fails the save, falling unconscious as her Con
reduces to 3 and her hit points to 1.

The Attendant Queen drags Lumi to a fallen tree and lays her out
along it. She places the cursed amulet of sleep around Lumis neck and
then casts plant growth over it all. Haijyin then uses dimension door to
get back to her phantom steed and rides back to Morsain. All of this will
take a minute from the time Lumi steps through the door of the hut.

Of course, this only goes smoothly for the Attendant Queen
ONLY if no one else comes through the door, either as part of the
fight or as a natural occurrence during the party. In either case,a DC
32 Perception/Spot check from the moment Lumi steps through the
door allows a PC or short folk to notice that she is missing from the
hut. This reduces by 1 for each round after Lumi has gone outside.

If anyone leaves the hut to directly search for Lumi (and this
could be something that stops a fight, at the GM’s discretion), they
will have to overcome the effects of the hallucinatory terrain. If
anyone sees the Attendant Queen in whatever disguise she adopts,

from the hut at first (DC 30 Perception/Spot). If disturbed, the
Attendant Queen will simply cast poison, place the amulet of sleep
around Lumi’s neck, and flee using dimension door.

Aura moderate abjuration; CL 9th

Slot neck; Price 2,400 gp; Weight 1 1b.

This device is typically worn on a chain or as a brooch,
although it takes on the qualities of the skin of the person
wearing it, melding into them.

Magical analysis shows that an amulet of sleep can be used
to improve healing by restoring lost ability points with
curative effects from lesser restoration. In actuality the
amulet of sleep plunges the wearer into a comatose-like
state. The only ways to wake are by the kiss of a true love, a
wish or miracle, or by making the wearer drink an elixir of
love (causing the amulet of sleep to rise back out of the skin)
and then casting remove curse.

CONSTRUCTION :

Requirements Craft Wondrous Item, bestow curse, symbol
of sleep; Price 1,200 gp.

N

they can attack, but Haijyin and Lumi will be over 100 feet away

summon monster spells and convert her druid spells to summon
nature’s ally spells. Each spell will act as a Level 1 spell, calling

as many small vipers, fiendish (monster) and standard (ally), as X’

possible. They will seem to rain down on the party, crawling into
clothing and armor and threatening with their poisonous attack
every round. Remember, because of her Augmented Summoning
feat, all of Haijyin's summoned creatures have +4 to Strength and
Constitution scores, giving +2 to all attacks and damage, +2 hp per
HD, and +2 to Fortitude saves.

Fiendish vipers CcrR 4/ 2 (XP 200)

- >

CE Small magical beasts

PF AC 16; hp 5 each (Pathfinder Roleplaying Game:
Bestiary)

3.5 AC 16; hp 6 each (Monster Manual)

TACTICS

Fiendish vipers use their small size to attempt to get in close
to prey and poison them with a bite.

During Combat Fiendish vipers attack as directed by
Haijyin, using smite good against obviously susceptible
opponents.

Morale Fiendish vipers fight to the death.

Treasure Fiendish vipers carry no treasure.

When the PCs rush to the aid of Lumi, they will find her
engulfed by a mass of local flora that has been attracted here by
the Attendant Queen’s plant growth spell. However, the mix of
arcane and divine energy that has been flowing around this area
has triggered a reaction in the surrounding plant life, and it decides
to fight back. Lumi’s body is now covered by a Gravewrap.

eravewrap CR 6 (XP 2,400)
N Huge plant

PF AC 19; hp 76 each (page 172)

3.5 AC 18; hp 94 each (page 187)

TACTICS

Slowly and steadily moving over stone sarcophagi and
tombstones alike (making them looking like nothing more
than a large bushes), a gravewrap attacks stealthily, showing
no fear. It attempts to engulf as much flesh as it can, as
quickly as it can, whenever a person passes within range.
During Combat The gravewrap grabs its opponent with its
tendrils and uses its paralysis ability.

Morale The gravewrap fights to the death.

Treasure The gravewrap has no treasure.

If the PCs go after “the crone,” they find she has disappeared
into thin air, pretty much literally. The dimension door, expeditious
retreat and phantom steed ensure the Attendant Queen is long gone.







he enemy of my enemy

At this point, the PCs and spies may understand that
they are fighting for the same thing, even if they are on different
sides, but too late realise they’ve made a mistake. Rushing back to
Lumi, they find her seemingly dead. The PCs do what they can to
save her. But what next?

If the PCs have the upper hand in any fight, the short folk will look
to melt away into the undergrowth at this point, taking full advantage
of their small size to disappear along a number of animal trails that
have been allowed to develop over time. Pursuit by any PC that is
medium will be at 50% his usual movement rate due to the cramped
conditions and unfamiliarity with the twists and turns. Large creatures
move at 25% their movement rate or can attempt 50% and take 1d4
damage from scratches and scrapes each round. Small PCs can move
at full movement rate but will need to make a DC 5 Balance/Acrobatic
check every round to avoid tripping over for 1d4 damage.

If the fight is about equal, the short folk will offer to hear the
PCs out. At first, there will be disagreement between the short folk
about this, and the PCs as to how to solve the problem, requiring
either a DC 20 Diplomacy check if the party was happening and
the mood has to go from friendly to helpful OR DC 10 if the two
groups are going to be just co-operative OR two steps of DC 25
to go from hostile to indifferent and then EITHER DC 15 if the
two groups are going to be just co-operative OR DC 30 if the
relationships has to become helpful.

If any of these rolls is simply too high for the party, yet they are
making an effort to work with the short folk, allow them to attempt
a 3-step process—hostile to unfriendly (DC 20), unfriendly to
indifferent (DC 15) and indifferent to friendly (DC 15), perhaps
with the rolls being made by different party members, supported
by others. Different viewpoints sway different members of the short
folk, who are naturally suspicious of people changing their actions.

If the short folk have the upper hand in a fight, they will subdue
the party, tie them up, and then revive them. They will state that
they are going to go to Morsain and see if they can “strike a blow”
for non-Klaveks everywhere by returning Lumi. They state that
they will release the PCs on their return.

If the PCs and short folk agree to work together, some healing
and possibly restoration is needed. If the Diplomacy check succeeds,
Tohtori and Ujo will suggest this and start to do what is required.

If the party had been taking place, there may well be the need to
sober up via magical healing—if nothing is done, a penalty to any
Dexterity-based skill of -1 per 2 toasts that had been drunk should
be introduced, with this penalty reducing by 1 every 2 hours.

f%\ tlempling fo wake Liumi

As stated in the description of the amulet, the only ways to
wake Lumi are a wish or miracle spell, an elixir of love and remove curse,
or the kiss of a true love. You can use the same mechanic for this as is
described for the pomum to establish ifa PCis a true love (see page 138).

If roused, Lumi will describe how the Huntsman took her into
the forest in order to kill her, but couldn’t do it. While he hesitated,
the seven short folk rescued her and have cared for her since. This
may clear up aloose end or two in the players’ minds. If asked about

W the crone, Lumi will state that she believes the old woman lives in

' another part of the Haunted Forest, if rumor is to be believed.

isn't “on their side” per se. She will almost certainly want to get back
to Morsain and her wedding (unless a PC wishes to demonstrate

true love for Lumi), but will act as an advocate for this group of o

short folk, providing it agrees to leave the Haunted Forest. She
admits that she will be duty-bound ultimately to come out on
Morsain’s side of matters.

All this means that the PCs now have to decide who to support
and how. No matter what, Prince Ruhtin will want to deal with the
Short Folk as spies, as they are at hidden war with the people of
Klavek generally and Morsain specifically. A truce might be possible
for a short while, but the spies would be determined to exact some
kind of revenge on the city if given the chance. Whatever happens,
it'll be problematic for the PCs, not least because Lumi is now to be
a short-term advocate for the spies.

arI Senen:
Remm 1o IDorsain

The PCs need to return to Morsain with Lumi,
and possibly with the spies in tow. If the seven
short folk overcame them, they will need to
escape and rush back. Otherwise, the journey to Morsain is as
eventful as you wish it to be. We suggest that you consider one or
two random encounters (see page 127) and avoid any of the major
set pieces that haven't been experienced. The exception to this is
the Bottomless Pit (see page 129), IF you intend to have the PCs
directly confront Haijyin and attack her mirror, as the incorporeal
horn of blasting it holds will help the PCs. However, an uneventful
trip is fine if appropriate.

With regard to the seven short folk, the PCs have to decide
whether to tell Prince Ruhtin (who will want to deal with the spies,
even though they saved Lumi), tell King Tolkovar through Viscount
Sihteeri (very dangerous for all concerned!) or go ahead guerilla-
fashion and try to fix the problem. Lumi may or may not want to/
be able to fight. The Attendant Queen will have a large protective
retinue, as members of the Grinning Ragamuffins come to her aid,
making an all-out battle a messy, but not impossible option.

Ultimately, the PCs need to gather evidence from the traps,
the attack on the room, the poisoning at the feast, the catacombs,
the Huntsman’s death, and the final attempt in the wood, finally
confronting the Attendant Queen and engage in a short, sharp fight
to arrest her. Of course, Haijyin looks to escape.

| .L-J ncounters when
) beading imto the palace

\ As the PCs approach the palace, about half a mile
from home, there will be a welcoming committee in
full royal regalia—or at least what looks like a welcoming party.
Attendant Queen Haijyin has organized a number of the Grinning
Ragamuffins to stop the PCs and Lumi getting back alive. Half will
approach the party and attempt to Bluff the PCs into accompanying
them, then lead them down a quieter street where the other half a§
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: Here are a few ideas to deal with each situation
folk are together, there will be additional members of the group,
consisting of 1 member who will fight with Iloinen and 1 member

‘w/
for every 2 of the other short folk who came along, meaning there \ \ 1
may be an additional 4 attackers for a total of 8. J Cbe pariy re““‘“s on “s own
y and Liumi is unconscious

A. As the party arrives at the castle, it will be met by

LE Medium human rogue 8 Viscount Sihteeri and 2 guards. The PCs can start to
PF AC 16; hp 47 each (page 172) explain the situation (DC 15 Diplomacy as Sihteeri is
3.5 AC 16; hp 28 each (page 188) now indifferent to the PCs, but can be persuaded to
TACTICS become friendly and even helpful if the check result is
The Grinning Ragamuffins use numbers and flanking to high enough) OR try to overstate their part in events
overwhelm an opponent, trying to use their sneak attack ability. (a Bluff check opposed by Viscount Sihterri’s Sense
During Combat The Grinning Ragamuffins use Bluff checks Motive). Initially, his Sense Motive modifier is at -5,
to Feint in combat, capitalizing on their sneak attack ability. as he wants to believe the party now Lumi is back, but if
Morale The Grinning Ragamuffins fight until two members a PC mentions short folk, crones or strange monsters,
remain, at which point they flee in different directions. the Sense Motive modifier becomes +5 or even +10 as

the tale becomes harder to believe. Sihteeri knows his
reputation will be at risk when he reports to the King.

B. 5 rounds after meeting and speaking with Sihteeri,

y ack in the palace:
. = Prince Ruhtin arrives with 2 more guards and be
7 a royal aua‘e “ce almost overwhelmed with emotion. He will take Lumi

in his arms and kiss her; as he truly does love her, this
will revive her, and both she and the prince express

There are a number of possible scenarios here, depending on profound joy at the situation.
the actions of the PCs when dealing with the short folk and the
unconscious Lumi. They include: C. 5 rounds after this, Lord Valta and Attendant Queen
Haijyin will arrive from different directions. A DC 5
1. the party returns on its own and Lumi is unconscious Sense Motive check directed at Lord Valta reveals that
the party returns on its own and Lumi is conscious, he is overjoyed to see Lumi. A DC 25 Sense Motive
having been woken by a wish, miracle, or an elixir of check directed at the Attendant Queen leads you to
love and remove curse, and isn't in love with a PC think something is wrong—she reacts with controlled
3. the party returns on its own and Lumi is conscious, Diplomacy, and is being protected by her ring of mind
having been woken by a kiss, and is in “true love” shielding from giving too much away.
with a PC
4. the party returns on its own, but without Lumi D. 5 rounds after this, if required, assistants to Viscount
5. thepartyreturnswith the shortfolkand Lumiis unconscious Sihteeri arrive and present each PC with a potion of
6. the party returns with the short folk and Lumi is cure serious wounds.
conscious, having been woken by a wish, miracle,
or an elixir of love and remove curse, and isn't in E. 5rounds after this, if the PCs didn’t deal with/defeat the
love with a PC short folk in the Haunted Forest, there is a commotion
7. the party returns with the short folk and Lumi is coming from the direction of the kitchen and the 7
conscious, having been woken by a kiss, and is in true spies come bursting in, making a final attempt to strike
love with a PC a blow for their freedom! They will fight for 3 rounds
8. the party returns with the short folk, but without Lumi before trying to kidnap Lumi and fleeing. They will flee

on the 5th round whatever happens.
If they did deal with the short folk, Attendant Queen
Haijyin will step away from the group to a table about

Of course, there are many other possible endings, not least 60 feet away, sit down, get what looks like a votive
that Lumi and a PC fall in love and decide to spend the rest candle out of a bag, light it, and start praying. She will
of their lives together. But that, and the repercussions of it for cast summon monster IV, Il and II in that order, each
Morsain and the party, are another whole adventure entirely! time bringing lemures into the fray, so that there will

be between 4-9 of the creatures attacking the PCs. As
GM, chose a number right for the party.




Lemure CR 4 (XP 400)

LE Medium outsider

PF AC 14; hp 13 each (Pathfinder Roleplaying Game:

Bestiary)
3.5 AC 14; hp 9 each (Monster Manual)

TACTICS »

The lemures surge toward anything that they find and try
to claw it apart.

During Combat The lemures attack relentlessly, expecting
their damage reduction and resistances to protect them.
Morale The lemures fight to the death.

At the same time as the lemures appear, Ilmeeton Piru
steps from the shadows and fights to defend Haijyin,
allowing the Attendant Queen time to escape.

\

hmeeton piru CR A4 (XP 42600)
LE female outsider (devil, evil, extraplanar, lawful) Monk 2
PF AC 29; hp 112 (page 173)
3.5 AC 29; hp 114 (page 189)
TACTICS
Despite the strict rules of her employment, any semblance
of honor disintegrates once Ilmeeton Piru engages in
combat and feels confident of victory.
During Combat She polymorphs herself to avoid detection
or lurks invisibly in the shadows, waiting to catch her prey
with their backs turned. Alternatively she uses other spell-
like abilities to soften up a target, then finds a weak spot and
exploits her cruel bloodletting talent.
Morale Ilmeeton fights until Queen Attendant Haijyin
is clear of combat. Ilmeeton gradually moves away from
combat until victory is assured.
Treasure +2 kukri (2)

During either of these encounters, Prince Ruhtin
will join the PCs in the fight, as will 2 of the guards.
Attendant Queen Haijyin will remain away from the
fighting and cast expeditious retreat, summon swarm,
and return to the group looking as if she is leading
Lumi away. In fact she will take a route close to either
Iloinen or a lemure, as appropriate, at which point she
will use her dagger Myrkky on Lumi and blame the
attacker. If the blow is successful, she will scream, drop
Lumi, call for help, then retreat to her room to hide the
dagger. If she is noticed (DC 25 Perception/Spot or
Sense Motive) she will flee to her room and use either
dimension door (taking the mirror with her) or the
mirror of mental prowess (if desperate) to escape.

Che party returns on its
own and Laumi is conscious,
having been woken by a wish,
miracke, or an ¢lixir of love
and remove curse, and isn't
in love with a P€

| &

This is very similar to Scenario 1 but with the following differences:

A. the PCs get a +5 bonus to all rolls as Lumi is able to
verify their stories

B. Naturally Prince Ruhtin’s kiss doesn’t revive Lumi as she
is already awake, but each senses that the other is truly
in love. This means they look favorably on the PCs.

The rest of the events from Scenario 1 play out as described from
this point onwards.




- Che party returns on its

.. 1 /A

. As the party arrives at the castle, they will be met by
Viscount Sihteeri and 2 guards. The PCs can start to
explain the situation (DC 15 Diplomacy as Sihteeri is
now indifferent to the PCs, but can be persuaded to
become friendly and even helpful if the check result is
high enough) OR try to overstate their part in events
(a Bluff check opposed by Viscount Sihterri’s Sense
Motive). Initially, his Sense Motive modifier is at -5, as
hei wants to believe the party now Lumi is back, but if
a PC mentions short folk, crones or strange monsters,
the Sense Motive modifier becomes +5 or even +10 as
the tale becomes harder to believe. Sihteeri knows his
reputation will be at risk when he reports to the King.
Sihteeri will also sense that there is something different
about Lumi and whichever PC revived her with the
“true love” kiss.

having been woken by a

Riss, and is in true love with

aPC

5 rounds after meeting and speaking with Viscount
Sihteeri, Prince Ruhtin will arrive with another 2
guards and be almost overwhelmed with emotion. He
will try to take Lumi in his arms and kiss her; however,
she resists and explains that she is no longer in love
with him, but that the relevant PC is who she wants to
spend her life with. Prince Ruhtin will not be able to
control his anger, and will challenge the PC to a duel on
the spot! There is an explosion of activity, with Sihteeri
attempting to defuse the situation, Lumi trying to do
the same, and Prince Ruhtin shouting about “ultimate
betrayal” and “Morsain being a nest of vipers to be
eradicated!” The Prince shouts that he wants the duel
within the hour.

5 rounds after this, Lord Valta and Attendant Queen
Haijyin will arrive from different directions. A DC 5
Sense Motive check directed at Lord Valta reveals that
he is overjoyed to see Lumi. A DC 25 Sense Motive
check directed at the Attendant Queen leads you to
think something is wrong—she reacts with controlled
Diplomacy, and is being protected by her ring of mind
shielding from giving too much away. However, they
too enter the increasingly loud discourse about the
situation, making matters worse.

5 rounds after this, if required, assistants to Viscount
Sihteeri arrive and present each PC with a potion of
cure serious wounds. Prince Ruhtin stops the assistants
from handing them out; “Why should I allow such
traitors to gain relief at the expense of Klavek?”

own and Liumi is conscious,

5 rounds after this, if the PCs didn’t deal with/defeat the
short folk in the Haunted Forest, there is a commotion
coming from the direction of the kitchen and the 7
spies come bursting in, making a final attempt to strike
a blow for their freedom! They will fight for 3 rounds
before trying to kidnap Lumi and fleeing. They will flee
on the 5th round whatever happens.

If they did deal with the short folk, Attendant Queen
Haijyin will step away from the group to a table about
60 feet away, sit down, get what looks like a votive
candle out of a bag, light it, and start praying. She will
cast summon monster IV, III and II in that order, each
time bringing lemures into the fray, so that there will
be between 4-9 of the creatures attacking the PCs. As
GM, chose a number right for the party.

At the same time as the lemures appear, Ilmeeton Piru
steps from the shadows and fights to defend Haijyin,
allowing the Attendant Queen time to escape.

The PCs’ actions during the 1st round may well be to
grab the potions of cure serious wounds.

During either of these encounters, Prince Ruhtin
will join the PCs in the fight, as will 2 of the guards.
Attendant Queen Haijyin will remain away from the
fighting and cast expeditious retreat, summon swarm,
and then return, looking as if she is leading Lumi away.
In fact she will take a route close to either Iloinen or a
lemure, as appropriate, at which point she will use her
dagger Myrkky on Lumi and blame the attacker. If the
blow is successful, she will scream, drop Lumi, call for
help, and retreat to her room to hide the dagger. If she
is noticed (DC 25 Perception/Spot or Sense Motive)
she will flee to her room and use either dimension door
(taking the mirror with her) or the mirror of mental
prowess (if desperate) to escape.

In this instance, Prince Ruhtin will rush to Lumi’s side
and cradle her, calling in regal tones for assistance. After
the issue with the poisonous traps earlier, potions of
neutralize poison are available, and the Prince trickles
one into Lumi’s mouth, then kisses her passionately.
Her eyes flutter open, see Ruhtin, and she starts to cry.
“My prince, how could I have been so blind. All others
are just shadows in the full brightness of your love.
Forgive me, please, if you can; I am yours and yours
alone!” It seems the Prince has a truer, deeper love for
Lumi than anyone else.

Where this leaves the PC who may (or may not) have
been in love with Lumi is another story. In the first
instance, Sihteeri manages to calm Prince Ruhtin
down, and ushers the PCs away for “restoring”




Che party returns on its
own, but without Liumi

A. As the party arrives at the castle, t will be met by Viscount
Sihteeri and 2 guards. The PCs can start to explain the
situation (DC 25 Diplomacy as Sihteeri is unfriendly to
the PCs, but can be persuaded to become friendly and
even helpful if the check result is high enough. Being
indifferent to them won't help, on a DC 15 check) OR try
to overstate their part in events (a Bluff check opposed by
Sihterri’s Sense Motive). He is suspicious, as the PCs have
been part of Lumi’s disappearances too often. If PCs talk
of short folk, crones or strange monsters, Sihteeri gains
a Sense Motive modifier of +5 or even +10 as the tale
becomes harder to believe. He knows his reputation will
be at risk when he reports to the King.

B. 5 rounds after meeting and speaking with Viscount
Sihteeri, Prince Ruhtin will arrive with another 2 guards
and be almost overwhelmed with emotion. The prince
will not be able to control his anger at Lumi not being
with them, and will call for all the PCs to be arrested on
the spot! There is an explosion of activity, with Viscount
Sihteeri attempting to defuse the situation and Prince
Ruhtin shouting about “ultimate betrayal” and “Morsain
being a corrupting nest of vipers to be eradicated!”

C. 5 rounds after this, Lord Valta and Attendant Queen
Haijyin will arrive from different directions; a DC 5
Sense Motive check directed at Lord Valta automatically
reveals that he is as angry as Prince Ruhtin, both for the
loss of Lumi AND the way the prince is commenting on
Morsain; this escalates the argument. A DC 25 Sense
Motive check directed at the Attendant Queen leads
you to think something is wrong—Haijyin reacts with
controlled Diplomacy, and is being protected by her
ring of mind shielding from giving too much away. She
doesn’'t seemed to be concerned in any great way.

D. 5 rounds after this, if required, assistants to Viscount
Sihteeri arrive and present each PC with a potion of cure
serious wounds. Prince Ruhtin stops the assistants from
handing them out; “Why should I allow such traitors to

gain relief at the expense of Klavek?” Then a squad of 10

guards appear and attempt to arrest the PCs.

' castle suards CR 4 (XP £200)

LN Medium humanoid (human)
PF AC 19; hp 48 each (page 168)
3.5 AC 18; hp 39 each (page 183)
TACTICS

The Castle Guards deal nonlethal damage against the PCs
in an attempt to arrest them.

During Combat The Castle Guards pair off (one pair per
PC if possible) using Outflank to deal extra damage.

- Morale The Castle Guards fight to the death.
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E. 5rounds after this, if the PCs didn’t deal with/defeat the

short folk in the Haunted Forest, there is a commotion
coming from the direction of the kitchen and the 7
spies come bursting in, making a final attempt to strike
a blow for their freedom! They will do one of two
things, depending on where you would like the story
to go. They will either:

fight for 3 rounds before trying to kidnap the prince
(they won't get very far) and fleeing. They will flee on
the 5th round whatever happens. In this case, Haijyin
will slip away and return to her room. She will find
out what happened to Lumi, hoping she is dead. If the
PCs don’t have her, this will be the case, unless they
have hidden her for some reason. Haijyin returns,
outwardly full of grief, inwardly overjoyed.

they will appear with Lumi, and attempt to claim a
reward. However, in the confusion, they will then
attempt to kidnap the prince (they won't get very
far) and flee. In this case, Prince Ruhtin will join the
PCs in the fight, as will 2 of the guards. Attendant
Queen Haijyin will remain away from the fighting
and cast expeditious retreat, summon monster IV to
get 1d4+1 lemures appearing with the short folk, and
then return, looking as if she is leading Lumi away.
In fact she will take a route close to either Iloinen or
a lemure, as appropriate, at which point she will use
her dagger Myrkky on Lumi and blame the attacker. If
the blow is successful, she will scream, drop Lumi, call
for help, and retreat to her room to hide the dagger.
If she is noticed (DC 25 Perception/Spot or Sense
Motive check) she will flee to her room and use either
dimension door (taking the mirror with her) or the
mirror of mental prowess (if desperate) to escape.




4 g Gbe party returns with
z v the short folk and Liumi is
* V' unconscious

A. As the party arrives at the castle, they will be met by

Viscount Sihteeri and 2 guards. The PCs can start to
explain the situation (DC 25 Diplomacy as Sihteeri is
unfriendly to the PCs, but can be persuaded to become
friendly and even helpful if the check result is high
enough. Being indifferent to them won't help, on a DC
15 check). In this case, Sihteeri makes a Sense Motive
check with a -5 modifier, as he wants to believe the
party now Lumi is back, but is nervous of the short
folk. The party can try to overstate its part in events
(a Bluff check opposed by Sihterris Sense Motive)
but if any PC mentions deals with the spies, defeating
crones, or strange monsters, Sihteeri gains a Sense

B. 5 rounds after meeting and speaking with Viscount Sihteeri,

Prince Ruhtin will arrive with another 2 guards and be
almost overwhelmed with emotion. He will take Lumi in
his arms and kiss her; as he truly does love her, this will
revive her, and both she and the prince express profound
joy at the situation. However, the presence of the short folk
causes uproar, and Ruhtin quickly calls for the full guard
duty to come to his aid. It takes a DC 25 Diplomacy check
to get the Prince to stop being hostile, then another for him
to become friendly. The second check has a +5 bonus if
Lumi is able to speak for the short folk.

If the Diplomacy check works, move on to C. If it fails,
move straight to E, then include what happens during
C after 5 rounds and D after 10 rounds.

C. Ifthe rounds of Diplomacy checks were successful during

B, 5 rounds later Lord Valta and Attendant Queen
Haijyin arrive from different directions; a DC 5 Sense
Motive check directed at Lord Valta automatically
reveals that he is simply overjoyed to see Lumi. However,
he too is angry at seeing the short folk, and the PCs will

Motive modifier of +5 or even +10 as the tale is harder
to believe. He knows his reputation will be at risk when
he reports to the King.

have to use Diplomacy again, in the same way they did
with Prince Ruhtin, although each check has a +15
bonus as the Prince is on the side of the PCs. A DC 25
Sense Motive check directed at the Attendant Queen
leads you to think something is wrong—Haijyin reacts
with controlled Diplomacy, and is being protected by
her ring of mind shielding from giving too much away.

If the Diplomacy check during B was unsuccessful, Lord
Valta and Attendant Queen Haijyin arrive during the fight.

N 5 rounds after this, if required, assistants to Viscount
// \u Sihteeri arrive and present each PC with a potion of
| cure serious wounds. If the Diplomacy check during B

was unsuccessful, this happens during the fight.

If the Diplomacy check during B is unsuccessful, the short
folk will fight for 3 rounds before trying to kidnap Lumi, and
then flee. They will flee on the 5th round whatever happens.
If the Diplomacy check during B is successful, Attendant
Queen Haijyin will step away from the group to a table
about 60 feet away, sit down, get what looks like a votive
candle out of a bag, light it, and start praying. She will
actually cast summon monster IV, IIl and II in that order,
each time bringing lemures into the fray, so that there are
between 4-9 of the creatures. Ideally, allow 7 to appear, one
next to each of the short folk, making it seem like they are
connected. Otherwise, chose a number right for the party.

During either of these encounters, Prince Ruhtin will join the PCs
inthe fight, as will 2 of the guards. Attendant Queen Haijyin will
ove away from the fighting and cast expeditious retreat, summon
swarn, and then return, looking as if she is leading Lumi away:
n fact she will take a route close to either Tloinen or a lemure, as
appropriate, where she will use her dagger Myrkky on Lumi and
lame the attacker. If the blow is successful, she will scream, drop
umi, call for help, and retreat to her room to hide the dagger. If
iced (DC 25 Perception/Spot or Sense Motive) she will flee to
= “lher room and use either dimension door (taking the mirror with

== her) or the mirror of mental prowess (if desperate) to escape.
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If the Diplomacy check works, move on to C. If it fails,
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[ C after 5 rounds and D after 10 rounds.

This is very similar to Scenario 5 but with the following differences: C. Iftherounds of Diplomacy checks were successful during
B, 5 rounds afterwards, Lord Valta and Attendant

A. the PCs get a +5 bonus to all rolls as Lumi is able to Queen Haijyin will arrive from different directions;
verify their stories a DC 5 Sense Motive check directed at Lord Valta
automatically reveals that he is simply overjoyed to

B. Prince Ruhtin’s kiss doesn't revive Lumi as she is already see Lumi. However, he too is angry at seeing the short
awake, but each senses that the other is truly in love. folk, and the PCs will have to use Diplomacy again,

This means they look favorably on the PCs. in the same way they did with the Prince, although

each check has a +15 bonus as the prince is on the side
of the PCs. A DC 25 Sense Motive check directed at
the Attendant Queen leads you to think something
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is conscious, having been i
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true love with a PC /5

A. As the party arrives at the castle, they will be met by
Viscount Sihteeri and 2 guards. The PCs can start to
explain the situation (DC 25 Diplomacy as Sihteeri
starts as unfriendly towards the PCs, but can be

' persuaded to become friendly and even helpful if the

: check result is high enough. Being indifferent to them

won't help, on a DC 15 check). In this case, Sihteeri

makes a Sense Motive check with a -5 modifier as he
wants to believe the party now Lumi is back, but is
nervous of the short folk; if any PC mentions making
deals with the spies, or of defeating crones and strange
monsters, the Sense Motive check immediately gains

a +5 or even +10 modifier as the tale becomes harder

to believe. Sihteeri knows his reputation will be at risk

when he reports to the King. Sihteeri will also sense
that there is something different about Lumi and
whichever PC revived her with the true love kiss.

B. 5 rounds after meeting and speaking with Viscount
Sihteeri, Prince Ruhtin will arrive with another 2
guards and be almost overwhelmed with emotion.
The Prince will try to take Lumi in his arms and kiss
her, but, she resists and explains that she is no longer

in love with him, but that the relevant PC is who she



If the Diplomacy check during B was unsuccessful,
Lord Valta and Attendant Queen Haijyin arrive during
the fight.

5 rounds after this, if required, assistants to Viscount
Sihteeri arrive and present each PC with a potion of
cure serious wounds. Prince Ruhtin stops the assistants
from handing them out; “Why should I allow such
traitors to gain relief at the expense of Klavek?” This
is the case whether the Diplomacy check during B was
successful or not—the prince just isn’t going to help
the PCs now.

If the Diplomacy check during B was unsuccessful, the
potions arrive during the fight. Prince Ruhtin won't
realise and won't stop the PCs grabbing one if required.
It could be that one of the PCs manages to get a potion
to a severely injured Prince, which may save the day.

E. If the Diplomacy check during B is unsuccessful, the

short folk will fight for 3 rounds before trying to
kidnap Lumi and fleeing. They will flee on the 5th
round whatever happens.

If the Diplomacy check during B is successful,
Attendant Queen Haijyin will step away from the
group to a table about 60 feet away, sit down, get what
looks like a votive candle out of a bag, light it, and start
praying. She will actually cast summon monster IV, III
and II in that order, each time bringing lemures into
the fray, so that there are between 4-9 of the creatures.
Ideally, allow 7 to appear, one next to each of the
short folk, making it seem like they are connected.
Otherwise, chose a number right for the party.

During either of these encounters, Prince Ruhtin
will join the PCs in the fight, as will 2 of the guards.
Attendant Queen Haijyin will remain away from the
fighting and cast expeditious retreat, summon swarm,
and then return, looking as if she is leading Lumi away.
In fact she will take a route close to either Iloinen or
a lemure, as appropriate, at which point she will use
her dagger Myrkky on Lumi and blame the attacker.
If the blow is successful, she will scream, drop Lumi,
call for help,and retreat to her room to hide the dagger.
If noticed (DC 25 Perception/Spot or Sense Motive)
she will flee to her room and use either dimension door
(taking the mirror with her) or the mirror of mental
prowess (if desperate) to escape.

In this instance, Prince Ruhtin will rush to Lumi’s side
and cradle her, calling in regal tones for help. After
the issue with the poisonous traps earlier, potions of
neutralize poison are available, and the Prince trickles
one into Lumi’s mouth, then kisses her passionately.
Her eyes flutter open, see Ruhtin and she starts to cry.
“My prince, how could I have been so blind. All others
are just shadows in the full brightness of your love.
Forgive me, please, if you can; I am yours and yours
alone!” It seems the Prince has a truer, deeper love for
Lumi than anyone else.

Where this leaves the PC who may (or may not) have
been in love with Lumi is another story.

vy Che party returns
I A \ | |

/A without Liumi

This is absolutely the worst possible option—little to nothing can
be redeemed from this situation.

A. Asthe party arrives at the castle, it will be met by Viscount

Sihteeri and 2 guards. The PCs can start to explain the
situation (DC 25 Diplomacy as Sihteeri starts as unfriendly
towards the PCs, but can be persuaded to become friendly
and even helpful if the check result is high enough.
Being indifferent to them won't help, on a DC 15 roll)
OR begin to expand their part in this (an opposed Bluft
check against Viscount Sihterris Sense Motive). Sihteeri
is suspicious, as the PCs seem to have been involved with
Lumi’s disappearances too often, and is nervous of the
short folk; if any PC mentions making deals with the spies,
or of defeating crones and strange monsters, the Sense
Motive check immediately gains a +5 or even +10 modifier
as the tale becomes harder to believe. Sihteeri knows his
reputation will be at risk when he reports to the King.

B. 5 rounds after meeting and speaking with Viscount Sihteeri,

Prince Ruhtin arrives with another 2 guards and be almost
overwhelmed with emotion. The Prince will not be able to
control his anger at both Lumi not being with them, yet the
short folk are openly in the castle. He calls for everyone to be
arrested on the spot! There is an explosion of activity, with
Viscount Sihteeri attempting to defuse the situation and Prince
Ruhtin shouting about “ultimate betrayal” and “Morsain
being a corrupting nest of vipers to be eradicated!” Guards can

be heard approaching (DC 25 Perception/Listen).

C. 5rounds after this, Lord Valta and Attendant Queen Haijyin

will arrive from different directions; a DC 5 Sense Motive
check directed at Lord Valta automatically reveals that he is
as angry as Prince Ruhtin, for the loss of Lumi, the presence
of the short folk, AND the way the prince is commenting
on Morsain; this escalates the argument. A DC 25 Sense
Motive check directed at the Attendant Queen leads you to
think something is wrong—Haijyin reacts with controlled
Diplomacy, and is being protected by her ring of mind
shielding from giving too much away. She doesn’t seemed
to be concerned in any great way. At the same time, a squad
of 10 guards appear and attempt to arrest everyone.

E. 5rounds after this, if required, 2 assistants to Viscount Sihteeri

arrive and present each PC with a potion of cure serious
wounds. They will be noticed on a DC 20 Perception/Spot
check. If the fight is still going on and they are approached,
they will give up the potions and flee. If the fight is over and
the guards have won, they will take the potions. if the PCs
have won, they are advised to grab them and flee before more
guards appear. What happens to the PCs after this depends
on where they head, and is another tale. Getting away from
Morsain will be challenge enough as word of the arrest warrant
for them quickly spreads around the town, and people try to
stop them escape to the countryside around town.







onclusion

With so many possible endings, the conclusion needs to be carefully considered. The PCs might discover
the Attendant Queen’s treachery and want to gather final pieces of evidence. If anyone spots her casting
spells in the final fights, give them a chance to race after her to her room. They arrive just in time to either
see her dimension door spell go off as she carries her mirror or see her step into the mirror and be gone. By
the time the PCs get to the mirror, the gate will have been closed. What WILL be on the floor in either case
is Myrkky; handling this intelligent weapon leaves the PC open to being dominated by it, so people should
take care. However, it is evidence, and helps the PCs’ case.

In any of the scenarios, the PCs then have a lot to explain to King Tolkovar, almost certainly via Viscount Sihteeri (one doesn't simply
walk up to a slightly barbaric king and tell him his 5th Attendant Queen is a vile traitor...), as well as possibly to Prince Ruhtin, with the
knowledge that giving the spies away will have them all imprisoned at best and killed at worst, whilst letting them go will mean they are
able to take back great insight into how to gain access to Morsain and the weaknesses of the guards. What are the PCs to do? The Prince
and Lord Valta will send guards to chase after the short folk, but they will be long gone. The PCs may decide to track down the short folk
for themselves, but that’s another story

It may well be that there is some form of reconciliation between the short folk and Lord Valta. Prince Ruhtin will need more convincing,
but how that works out is another story again.

After scenarios 1, 2, 3, 5, 6, and 7 (as well as possibly 4), at least the wedding goes ahead later on. Lumi and Prince Ruhtin, along with
Lord Valta, will all be very grateful for a long time afterwards, even with all the events. During the ceremony, if she was arrested, the
Attendant Queen somehow evades the attention of Lord Valta and Prince Ruhtin’s guards, with none of them aware how she’s done it! Of
course, it is her mirror that has allowed her to step into it and be gone—Haijyin always has it set up so she can step back to her room from
a point in the castle where she knows she will be. She will then have used her usual methods to escape. The PCs need to take a decision
on whether to track the Attendant Queen—but that, of course, is another story. Whatever they do, the PCs become the focus of a positive
tale about their rescue of Lumi. Their reward will be a generous one that raises eyebrows.

Scenario 8 means the PCs become outlaws, at least for a period of time; it will be no small feat that gets them back into Prince Ruhtin’s
good books. Once again, that’s another story...

And so, gentle gamers, our tale is told. A story of a princess and her prince; of a wicked queen and her plot most foul; of derdoing
and winning through against the odds; of spies and chases; of fairies and creatures beyond imagination; and of pulse-quickening, heart-
pounding adventure the likes of which only comes along once in an adventurer’s life! Those who have faced the foes and found the friends
of Morsain are more than likely heroines and heroes of the realm...but then again, they may just be on the run! Whichever it is, their lives
will never be the same, neither here nor across the Klavek Kingdom.

We hope you have enjoyed this account of the betrothal of Lumi Valkea to his Highness, Prince Ruhtin, and that the many twists and
turns of fate and fortune haven't left you gasping for breath. To be sure, anyone who leaves Morsain after the events of the last few weeks
will have a yarn to tell that earns them many a glass of the region’s finest ale or wine. So imagine having been at the very center of those
events, to be the people that moved and shook the town as they lost and rescued fair Lumi. Of course, there were material rewards:
trinkets, baubles, perhaps the odd fiefdom here and there to rule over if the time allows. But the real reward is knowing you kept true love
on its destined course; that you helped forge, maintain, and ultimately strengthen the bond between two young lovers. (What's that at the
back? You've stolen Lumi’s heart from the prince! Forshame on you! But each to their own, I suppose...) And now as you ride through the
gates of Morsain for perhaps the last time, you can reflect on a job well done. An angry witch-queen may still be at large and have you in
her sights, but surely that’s something to be dealt with another day.

Pere ends the story of Princess Liumi and Prince Rubfin.
Na zdrowie! To Klavek and her citizens!
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A writhing mass of legs and poisonous pincers swarms across
sthe ground in a deadly, undulating wave.

ALBINO CENTIPEDE SWARM

XP 1,200

N Diminutive vermin (swarm)

Init +4; Senses darkvision 60 ft., tremorsense 30 ft.;
Perception +4

DEFENSE

AC 18, touch 18, flat-footed 14 (+4 Dex, +4 size)

hp 31 (9d8-9)

Fort +5, Ref +7, Will +3

Defensive Abilities swarm traits, Inmune weapon damage
OFFENSE

Speed 30 ft., climb 30 ft.

Melee swarm (2d6 plus poison)

Space 10 ft.; Reach 0 ft.

Special Attacks distraction (DC 13), poison
TACTICS

During Combat The albino centipede swarm moves into
the square of the nearest opponent, using its poison to slow
down their prey.

Morale The albino centipede swarm fights to the death.
STATISTICS

Str 1, Dex 19, Con 8, Int —, Wis 10, Cha 2

Base Atk +6; CMB —; CMD —

Feats Weapon Finesse®

Skills Climb +12, Perception +4; Racial Modifiers +4
Perception

ECOLOGY

Environment temperate or warm forest or underground
Organization solitary, pair, or tangle (3-6 swarms)
Treasure none

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 13; frequency 1/round
for 6 rounds; effect 1d4 Dex damage; cure 1 save. The save DC
is Constitution-based and includes a +2 racial bonus.
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XP 19,200

Female human druid 6/wizard 7
NE Medium humanoid (human)
Init +2; Senses Perception +12
DEFENSE

AC 19, touch 16, flat-footed 17 (+3 armor, +2 Dex, +4 deflection)
hp 55 (6d8+7d6)

Fort +7, Ref +6, Will +14; +4 vs. spell-like and supernatural
abilities of fey and against effects that target plants
Immune detect alignment (and all variations), detect
thoughts, discern lies, poison

OFFENSE

Speed 30 ft.

Melee Myrkky +9/+4 (1d4+2 plus poison*, Crit 19-20/x2)

Ranged +1 hand crossbow +10/+5 (1d2+1 plus poison*,

Crit 19-20/x2)

*Attendant Queen Haijyin is a master poisoner and carries

whatever toxins and venoms the GM sees fit to use.

Druid Spells Prepared (CL 6th; concentration +10)
3rd—mneutralize poison, plant growth, poison (DC 17)
2nd—barkskin, resist energy, summon swarm (2)
Ist—endure elements, entangle (DC 15), longstrider,
obscuring mist
0th—detect poison, flare (DC 14), guidance, resistance

Wizard Spells Prepared (CL 7th; concentration +12)
4th—dimension door, summon monster IV
3rd—deep slumber (DC 18), phantom steed, summon
monster 111
2nd—detect thoughts (DC 17), misdirection, summon
monster 11, summon swarm
Ist—chill touch (DC 16), color spray (DC 16),
disguise self, expeditious retreat, protection from
good, summon monster I
Oth—mage hand, mage hand, message, touch of
fatigue (DC 15)

TACTICS

During Combat Ifforced into combat, Queen Haijyin either
uses Myrkky (her intelligent assassin’s dagger of venom) or a
hand crossbow taken from one of the adventurers she used
to gain the mirror of mental prowess from the Underworld.
She coats the crossbow bolts in poison if possible (the type
of poison is up to the GM, but viper venom is suggested).
Morale Attendant Queen Haijyin rarely gets involved in
direct combat, preferring to let her retinue step in. Failing
that, she summons a large number of creatures using a range
of spells and then uses wild shape to change into something
similar to escape. She firmly believes in living to fight
another day and will never willingly relinquish Myrkky.
STATISTICS

Str 10, Dex 14, Con 10, Int 20, Wis 18, Cha 16

Base Atk +7; CMB +7; CMD 23

Feats Arcane Strike, Augment Summoning, Craft Wondrous
Item, Eschew Materials, Exotic Weapon Proficiency (hand
crossbow), Greater Spell Focus (conjuration), Natural Spell,
Scribe Scroll, Spell Focus (conjuration), Spell Mastery
(mage hand, disguise self, summon swarm, deep slumber,
summon monster IV)




Skills Appraise +9, Bluff +9, Craft (traps) +19, Diplomacy
+13, Disguise +6, Handle Animal +11, Heal +11, Intimidate
+7, Knowledge (arcana) +13, Knowledge (geography)
+13, Knowledge (local) +13, Knowledge (nature) +15,
Knowledge (nobility) +13, Linguistics +15, Perception +12,
Ride +12, Sense Motive +12, Spellcraft +21, Stealth +8,
Survival +10, Use Magic Device +7

Languages Abyssal, Common, Daemonic, Draconic,
Druidic, Dwarven, Elven, Gnome, Goblin, Halfling,
Infernal, Orc, Sylvan, Undercommon

SQ animal companion link, arcane bonds (arcane bond
[familiar]), arcane familiar nearby, deliver touch spells
through familiar, empathic link with familiar, hand of
the apprentice (8/day), nature bond abilities (animal
companion), resist nature’s lure, share spells with companion,
share spells with familiar, speak with animals, speak with
familiar, specialized schools (universalist), spontaneous
casting, trackless step, wild empathy, wild shape (2/day), wild
shape (animal), wild shape (elemental), woodland stride
Gear +1 hand crossbow (tiny), bracers of armor +3, Myrkky
(assassin’s dagger of venom; see below), periapt of proof
against poison, ring of mind shielding, ring of protection +4

F/Rmme]hgm assassin's dagga" ofvenom

Price 83,500 gp; Aura strong necromancy

Alignment Lawful Evil (NE tendences); Senses 60 ft., darkvision
Intelligence 16, Wisdom 16, Charisma 10; Ego 15
Language telepathy (Common, Elven [Drow], Infernal,
Undercommon)

This wicked-looking, curved +2 dagger provides a +1
bonus to the DC of a Fortitude save forced by the death
attack of an assassin. It also has a very finely serrated edge
that allows the wielder to use a poison effect (as the spell,
save DC 14) upon a creature struck by the blade once per
day. The wielder can decide to use the power after he has
struck. Doing so is a free action, but the poison effect must
be invoked in the same round that the dagger strikes.

In addition, Myrkky has the following powers:

The wielder gains cure moderate wounds (CL 3rd; self only),
hold person, and locate object as spell-like abilities each
usable three times per day.

Once per day Myrkky may use rusting grasp as a spell-like
ability (CL 15th).

Myrkky intelligently advises Attendant Queen Haijyin on
the most effective or efficient poisons. They frequently talk
about how to best deal with opponents, as Myrkky has
existed for many hundreds of years and been involved with
countless assassinations. The weapon is made out of one
of the legs from a fallen demonic retriever that was killed
in a hunt by its original maker, an infernal weaponsmith.
Although Haijyin isn’t (currently) an assassin, Myrkky
is impressed with her relentless drive and ambition. It is
happy to stay with her at least for the time being, although
if an assassin of greater experience and bloodlust came
along, whoss to say if it’s loyalty would remain so secure?
Myrkky’s purpose is to defend evil multiclass spellcasters
and to promote their aims.

BOTTOMLESS PIT

XP 9,600

NE Medium* undead
Init +4; Senses blindsight 90 ft., lifesense 60 ft.; Perception +22
*Bottomless pits are Medium-sized on the outside, but
their interior is Gargantuan.

DEFENSE

AC 25, touch 25, flat-footed 16 (+9 Dex, +6 deflection)
hp 127(15d8+60)

Fort +7, Ref +14, Will +13

Defensive Abilities incorporeal, undead traits
OFFENSE

Speed fly 60 ft. (good)

Melee incorporeal touch +20 (1d6+4 negative energy plus
1d6 Con drain)

Special Attacks bottomless drop (1d6 Con drain, Fort
DC 21 negates)

TACTICS

Before Combat When it senses anything living, a
bottomless pit follows it for 1d10+10 minutes, judging
the strength of the creature or creatures before forming a
hidden pit ahead of the future victims.

During Combat Once someone has fallen into its pit, the
bottomless pit uses its wraith-like touch to deal damage to its prey.
Morale The bottomless pit continues to fight until either it
has devoured the soul of its prey or until dead.
STATISTICS

Str —, Dex 28, Con —, Int 18, Wis 18, Cha 18

Base Atk +11; CMB +11; CMD 30

Feats —

Skills ~ Knowledge  (arcana)  +24,  Knowledge
(dungeoneering) +21, Knowledge (nature) +21, Knowledge
(planes) +21, Knowledge (religion) +24, Perception +22,
Stealth +27, Survival +22

SQ hide in plain sight

ECOLOGY

Environment underground
Organization solitary
Treasure none

SPECIAL ABILITIES

Bottomless Drop (Su) A bottomless pit traps its victims by
exposing them to the seemingly endless interior within it.
The creature needs to be still for 3 rounds for the volume of
soil or rock it is inhabiting to become as incorporeal as it is,
forming a deep drop into inky nothingness.

The anomaly within a bottomless pits makeup causes
victims that fall into it to momentarily enter the Ethereal
Plane after dropping 180 feet, re-emerging 20 feet below
the entrance to the bottomless pit's worm-like body.

The interior of a bottomless pit deals no direct physical
damage—instead, as a victim falls down the monster’s
ethereally looping gullet they bounce off the corporeal edges
of the shaft, briefly graced by the incorporeal sides of the
creature. Each round, a falling victim takes 1d6 Con drain
and grants the bottomless pit 5 temporary hit points (DC 21
Fortitude negates). This save DC is Charisma-based.

A victim keeps falling until its Constitution reaches zero,
at which point its life force becomes part of the bottomless




pits fabric and its corpse is left in the ground behind.

Victims that try to climb up the sides of a bottomless pit

receive no save against the Constitution drain each round.

The only ways for a victim to escape the creature are to:

o use conjuration magic (such as dimension door or
teleport), although doing so while falling and taking
Constitution drain isn’t easy

o destroy the bottomless pit by attacking it from the inside
until it dies (AC 16, no incorporeal special quality)

o receive aid from a creature above the bottomless pit
(able to reach down 20 feet somehow to grab the victim)

A bottomless pit is a brownish, worm-like creature around

5 feet long (200 feet in its tesseract insides) and about 7

feet wide. It “burrows” through the ground, although its

incorporeal nature means it doesn’t have to shift any soil or
rock out of the way, and it can pass through water as easily
as any other material.

All of the ways to escape a bottomless pit are particularly

unappealing, and most creatures perish after falling into one

of these monsters. A bottomless pit moves off once it has
drained the life force of a victim, depositing the corpse in
the soil or rock that had moments before been incorporeal

(leaving bodies entombed in the strangest of places to be

found when mines are dug or dungeons excavated).

- acrid scent of vinegar wafts from this shield-sized blossom.
1 shocking blue petals slowly twitches a cluster of sharp
mens arranged like a ring of teeth within a leafy muzzle.

XP 1,200

N Small plant

Init +8; Senses darkvision 30 ft., low-light vision, scent;
Perception +2

DEFENSE

AC 16, touch 15, flat-footed 12 (+4 Dex, +1 natural, +1 size)
hp 39 (6d8+12)

Fort +6, Ref +6, Will +4

Defensive Abilities cold healing; Immune cold, plant traits
Weaknesses fire vulnerability

OFFENSE

Speed 20 ft., climb 20 ft.

Melee flower +7 (1d6+2 plus 1d6 cold), 2 tendrils +7 (1d4+2)
Space 5 ft.; Reach 5 ft. (10 ft. with tendrils)

Special Attacks seed spray (15-ft. cone, 4d6 cold damage,
Reflex DC 14 for half, usable every 1d4 rounds)
STATISTICS

Str 14, Dex 19, Con 14, Int 6, Wis 15, Cha 12

Base Atk +4; CMB +5; CMD 19 (21 vs. trip)

Feats Blind-Fight, Combat Reflexes, Improved Initiative
Skills Stealth +17

Languages Sylvan (cannot speak)

SQ mold mulch

ECOLOGY

Environment cold forests
Organization solitary, growth (2-8), garden (9-25)
Treasure standard
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SPECIAL ABILITIES
Cold Healing (Ex) Calathgars are healed by cold. Anytime
a calathgar is subjected to cold damage, it regains 1 hit point
(regardless of the amount of cold damage dealt). When in
areas of severe cold (such as arctic regions or near brown
mold), a calathgar gains fast healing 1.

Mold Mulch (Ex) Upon being reduced to 0 hit points, a
calathgar withers and swiftly decays, transforming into a
5-foot patch of brown mold. If a calathgar is killed by fire,
the mold immediately grows into a 10-foot patch. If it is
killed in a space already occupied by brown mold, that mold
patch doubles in size just as though fire had been brought
near. The area within 30 feet of brown mold is cold enough
to activate a calathgar’s cold healing and the persistent effect
of its seed spray. Brown mold deals 3d6 points of non-lethal
cold damage to all creatures within 5 feet of it.

Seed Spray (Ex) Once every 1d4 rounds, up to 3 times per
day, a calathgar can expel a blast of thorny, frozen seeds in
a 15-foot cone. All creatures in this area take 4d6 points of
cold damage (Reflex DC 15 for half ). In frigid climes—
areas where the temperature is 40 degrees or colder—these
seeds cling to those they strike, dealing an additional 1d6
points of cold damage on the following round. The save DC
is Constitution-based.

CASTLE GUARD

XP 1200

Human warrior 6

LN Medium humanoid (human)
Init +5; Senses Perception +9
DEFENSE

AC 19, touch 11, flat-footed 18 (+6 armor, +1 Dex, +2
shield)

hp 48 (6d10+11)

Fort +6, Ref +3, Will +4

OFFENSE

Speed 20 ft.
Melee light flail +9/+4 (1d8+2)
TACTICS

During Combat The Castle Guards pair off (one pair per
PC if possible) using Outflank to deal extra damage.
Morale The Castle Guards fight to the death.
STATISTICS

Str 15, Dex 12, Con 13, Int 12, Wis 14, Cha 12

Base Atk +6; CMB +8; CMD 19

Feats Alertness, Improved Initiative, Outflank, Weapon
Focus (light flail)

Skills Acrobatics -4 (-8 jump), Climb +3, Diplomacy +6,
Escape Artist -4, Fly -4, Intimidate +9, Perception +9, Ride
-4, Sense Motive +9, Stealth -4, Survival +4, Swim -3
Languages Common, Dwarven

Other Gear chainmail, heavy wooden shield, light flail




XP 1,600

N Large construct

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

DEFENSE

AC 22, touch 10, flat-footed 22 (+12 natural)

hp 57 (5d10+30)

Fort +2, Ref +2, Will +2

DR 10/bludgeoning; Immune construct traits, magic
OFFENSE

Speed 20 ft.

Melee 2 slams +9 (2d8+3)
Space 10 ft.; Reach 10 ft.
Special Attacks berserk
STATISTICS

Str 16, Dex 11, Con —, Int —, Wis 11, Cha 1
Base Atk +5; CMB +9; CMD 19
SPECIAL ABILITIES

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. The uncontrolled
decrepit golem then has a 10% cumulative chance per
round of collapsing into a pile of unformed clay, and the
spirit is released from its duties within the construct.

This chance resets to 0% after one minute of inactivity. A

berserk decrepit golem attacks the nearest object smaller

than itself within reach, as its eyesight fails and it flails
around wildly. Once it goes berserk, no known method
can reestablish control.

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.

o A move earth spell drives the golem back 120 feet and
deals 3d12 points of damage to it (no save).

o A disintegrate spell slows the golem (as the slow spell) for
1d6 rounds and deals 1d12 points of damage (no save).

o 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.

Size Discrepancy (Ex) Although a decrepit golem remains

Large with regard to space and reach, the amount of damage

it has taken over the years means that a number of physical

characteristics are treated as one size category smaller. A

clay golem made decrepit sees its Strength reduce by 8 and

its Dexterity increase by 2. Its natural armor decreases by 2

but it no longer suffers a size penalty to AC or attack rolls.

The damage by size it deals as a golem decreases to 2d8.

Clothed in verdant lichen and flowers of broom, meadow,
fii sweet, and oak, this shapely maiden has skin of velvety moss
- and living grass for hair. A crown of flowers bloom within her
" hair. A regal serenity graces her countenance as she approaches,
 her outstretched, root-like hands brushing the tips of the tallest
- grass—the wind itself whispers around her feet as patches of

___clover, heather, and milkweed mark her every step.

PAP:VV

DRONA, BLODEUWEDD QUEEN

XP 4,800
CN Medium fey
Init +10; Senses low-light vision; Perception +15
Aura allergen (DC 22, 1d6 rounds)
DEFENSE
AC 23, touch 17, flat-footed 16 (+6 Dex, +1 dodge, +6 natural)
hp 103 (9d6+72)
Fort +11, Ref +12, Will +11
DR 5/cold iron
OFFENSE
Speed 30 ft.
Melee 2 claws +8 (1d8+4)
Ranged mwk sling +9 (1d4+4)
Spell-Like Abilities (CL 11th; concentration +21)
Always active—endure elements, nondetection
Constant—speak with plants
At will— create water, dancing lights, detect animals or
plants, entangle (DC 18), plant growth, whispering wind
3/day—command plants, deep slumber (DC 20), modify
memory (DC 21), move earth, spike growth (DC 20),
summon nature’s ally IV
1/day—fire seeds, goodberry, hallucinatory terrain (DC
21), lesser geas (DC 20), plant shape IT
TACTICS
During Combat Drona attempts Diplomacy checks (+19)
to dissuade opponents from combat.
Morale If any of her followers are in harm’s way, Drona
surrenders and asks for mercy. If none of her followers are
in danger she fights until victory is secured, at which point
she orders the intruders to leave the Feyglade. If she cannot
win the fight and her people are safe, she uses verdant step
to move as far away from the combatants as possible before
leaving the Feyglade.
STATISTICS
Str 22, Dex 22, Con 27, Int 14, Wis 17, Cha 24
Base Atk +4; CMB +10; CMD 27
Feats Combat Casting, Improved Initiative, Iron Will,
Dodge, Mobility
Skills Diplomacy +19, Escape Artist +13, Handle Animal
+12, Heal +9, Knowledge (nature) +14, Perception +15,
Perform (wind) +16, Sense Motive +15, Stealth +18 (+22
in grasslands), Survival +15; Racial Modifiers +4 Stealth
in grasslands
Languages Aklo, Common, Sylvan
SQ change shape, verdant step, wild empathy +13
ECOLOGY
Environment temperate plains
Organization unique




Treasure double standard (masterwork sling with 20 sling
bullets, other treasure)
SPECIAL ABILITIES

Allergen Aura (Ex) Drona exudes an aura of pollen and
other irritating allergens that forces living creatures within
30 feet to make a DC 22 Fortitude save or become sickened,
coughing and sneezing for 1d6 rounds. Creatures who
successfully save cannot be affected by Drona’s aura for 24
hours. Drona can suppress this aura at Will as a free action.
The save DC is Constitution-based.

Change Shape (Su) Drona can assume a single unique
humanoid shape or the form of a prairie owl once per day
for up to 7 hours as if using the spell polymorph. These
hours do not need to be consecutive and Drona can return
to her normal shape as a free action.

Nature’s Infusion (Su) Once per day, while surrounded
by any field or fertile plain, Drona may infuse herself with
borrowed life energy from nearby plants and nutrients in
the ground. This ability functions exactly like false life (CL
11th) but lasts only 1 hour.

Verdant Step (Su) Every stride taken by Drona causes small
plants, grasses, and wildflowers to sprout from the ground,
though she can suppress this effect if she desires. While within
a plain of tall grass, brush, or similar undergrowth, Drona may
also step through such plant-life and emerge at any other point
within the same field (potentially miles away). This ability
functions similar to transport via plants, but Drona can only
transport herself and does not require a plant equal to her size.
This ability is usable three times per day.

Wild Empathy (Ex) This works like the druid’s wild empathy
class feature, except Drona has a +6 racial bonus on the check.

ETHEREAL FILCHER

XP 800

N Medium aberration

Init +8; Senses darkvision 60 ft.; Perception +10
DEFENSE

AC 17, touch 14, flat-footed 13 (+4 Dex, +3 natural)
hp 22 (4d8+4)
Fort +2, Ref +5, Will +5
Defensive Abilities ethereal jaunt
OFFENSE
Speed 40 ft.
Melee bite +3 (1d4)
Spell-Like Abilities (CL 4th; concentration +5)
At will—detect magic
TACTICS

Before Combat Using its ethereal jaunt ability, the
ethereal filcher remains unseen, prowling about enemies
(sometimes through solid objects).

During Combat When it finds a likely target to steal from,
the ethereal filcher shifts to the Material Plane, catching
its opponent unaware. It attempts to seize an item, then
quickly retreats back to the Ethereal Plane or if an enemy is
intractable, distracts with a bite attack.

Morale After it secures a trinket or has been badly wounded,
the ethereal filcher escapes.

STATISTICS

Str 10, Dex 18, Con 13, Int 7, Wis 13, Cha 10
Base Atk +3; CMB +3; CMD 14

Feats Dodge, Improved Initiative

Skills Perception +10, Sleight of Hand +17; Racial
Modifiers +4 Perception, +8 Sleight of Hand

Languages Common

ECOLOGY

Environment underground
Organization solitary
Treasure double

SPECIAL ABILITIES

Ethereal Jaunt (Su) An ethereal filcher can shift from the
Ethereal Plane to the Material Plane as a free action, and shift
back again as a move action (or as part of a move action). The
ability is otherwise identical to ethereal jaunt (CL 15th).

_This stocky, muscular mammal is the size of a badger, its

narling lips revealing a mouth full of yellow teeth.

FEIGR WOLVERINE

XP 800

N Medium animal (fey)
Init +4; Senses low-light vision, scent; Perception +10
DEFENSE

AC 15, touch 14, flat-footed 11 (+4 Dex, +1 natural)

hp 22 (3d8+9)

Fort +5, Ref +5, Will +2; +4 on saves vs. mind-affecting
effects

DR 5/cold iron; Resist cold and electricity 10

OFFENSE

Speed 30 ft., burrow 10 ft., climb 10 ft.

Melee 2 claws +3 (1d6+1), bite +3 (1d4+1)

Special Attacks rage

Spell-like Abilities (CL 3rd; concentration +4)
1/day—entangle, faerie fire, glitterdust
3/day—dancing lights

STATISTICS

Str 13, Dex 19, Con 15, Int 4, Wis 12, Cha 12
Base Atk +2; CMB +3; CMD 17 (21 vs. trip)
Feats Skill Focus (Perception), Toughness
Skills Climb +10, Perception +10

SQ camouflage

ECOLOGY

Environment cold forests
Organization solitary
Treasure none

SPECIAL ABILITIES

Camouflage (Ex) A feigr wolverine can use Stealth to hide
in any sort of natural terrain, even if the terrain does not
grant cover or concealment. It gains a +4 racial bonus on
Stealth checks. This bonus does not stack with any racial
Stealth bonus possessed by the base creature.

Rage (Ex) A feigr wolverine that takes damage in combat
flies into a rage on its next turn, clawing and biting madly
until either it or its opponent is dead. It gains +4 to Strength,
+4 to Constitution, and -2 to AC. The creature cannot end
its rage voluntarily.




FIENDISH VIPER

XP 200

CE Tiny magical beasts

Init +3; Senses darkvision 60 ft., low-light vision, scent;
Perception +9

DEFENSE

AC 16, touch 15, flat-footed 13 (+3 Dex, +1 natural, +2 size)
hp 5 (1d8+1)

Fort +3, Ref +5, Will +1

Resist cold 5, fire 5; SR 6

OFFENSE

Speed 20 ft., climb 20 ft., swim 20 ft.

Melee bite +5 (1d2-1 plus poison)

Space 2-1/2 ft.; Reach 0 ft.

Special Attacks smite good 1/day (+0 attackand AC/+1 damage)
TACTICS

During Combat Fiendish vipers attack as directed by Haijyin,
using smite good against obviously susceptible opponents.
Morale Fiendish vipers fight to the death.

STATISTICS

Str 8, Dex 17, Con 12, Int 1, Wis 13, Cha 2

Base Atk +0; CMB +1; CMD 8 (can't be tripped)

Feats Weapon Finesse

Skills Climb +11, Perception +9, Stealth +15, Swim +11;
Racial Modifiers +4 Perception, +4 Stealth

ECOLOGY

Environment any temperate and warm

Organization solitary

Treasure none

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 9; frequency 1/
round for 6 rounds; effect 1d2 Con damage; cure 1 save.

% This black, amorphous blob piles up on itself, a quivering mound
- of midnight sludge that glistens darkly before surging forward.

GARGANTUAN BLACK PUDDING

XP 25,600

N Gargantuan ooze

Init -5; Senses blindsight 60 ft.; Perception -5
DEFENSE

AC 5, touch 1, flat-footed 10 (-4 size, -5 Dex, +4 natural)
hp 225 (18d8+144)

Fort +11, Ref -2, Will -2

Defensive Abilities split, ooze traits

OFFENSE

Speed 20 ft., climb 20 ft.

Melee 3 slams +16 (2d6+10 plus 2d6 acid plus grab)
Space 25 ft.; Reach 20 ft.

Special Attacks constrict (2d6+7 plus 2d6 acid), corrosion
TACTICS

During Combat A black pudding attempts to move over
its prey and squeezes them to death before dissolving them.
Morale A black pudding fights to the death.

STATISTICS

Str 24, Dex 1, Con 26, Int —, Wis 1, Cha 1
Base Atk +13; CMB +24 (+28 grapple); CMD 29 (33 vs.
bull rush, can't be tripped)

Skills Climb +15

SQ ooze traits, suction

ECOLOGY

Environment any underground
Organization solitary
Treasure none

SPECIAL ABILITIES

Acid (Ex) Each time a creature suffers damage from a black
pudding’s acid, its clothing and armor take the same amount
of damage from the acid. A DC 23 Reflex save prevents
damage to clothing and armor. A metal or wooden weapon
that strikes a black pudding takes 2d6 acid damage unless the
weapons wielder succeeds on a DC 23 Reflex save. If a black
pudding remains in contact with a wooden or metal object
for 1 full round, it inflicts 21 points of acid damage (no save)
to the object. The save DCs are Constitution-based.

Corrosion (Ex) An opponent that is being constricted by a
black pudding suffers a -4 penalty on Reflex saves made to
resist acid damage applying to clothing and armor.

[his lengthy, segmented horror writhes and twists, pulsing its
venomous mandibles in search of prey.

__ GIANT FIENDISH MONSTROUS ALBINO CENTIPEDE CR 3

XP 800

CE Medium vermin

Init +2; Senses darkvision 60 ft.; Perception +4
DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 22 (4d8+4)

Fort +3, Ref +2, Will +0

Immune mind-affecting effects; Resist cold 5, fire 5
OFFENSE

Speed 40 ft., climb 40 ft.

Melee bite +2 (1d6-1 plus poison)

Special Attacks poison, smite good (+4 damage)
TACTICS

During Combat The giant albino centipede tries to bite anyone
within range, usingits smite good ability on a strong melee combatant.
Morale The giant albino centipede fights to the death.
STATISTICS

Str 9, Dex 15, Con 12, Int —, Wis 10, Cha 2

Base Atk +0; CMB -1; CMD 11 (can't be tripped)

Feats Weapon Finesse®

Skills Climb +10, Perception +4, Stealth +10; Racial
Modifiers +4 Perception, +8 Stealth

ECOLOGY

Environment temperate or warm forest or underground
Organization solitary, pair, or colony (3-6)

Treasure none

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 13; frequency 1/round
for 6 rounds; effect 1d3 Dex damage; cure 1 save. The save DC
is Constitution-based and includes a +2 racial bonus.




XP 2,400

N Huge plant

Init +5; Senses low-light vision; Perception +8
DEFENSE

AC 19, touch 9, flat-footed 18 (+1 Dex, +10 natural, -2 size)
hp 76 (9d8+36); regeneration 10 (slashing or fire)

Fort +10, Ref +6, Will +5

Immune acid, plant traits

OFFENSE

Speed 15 ft.

Melee main tendril +9 (2d6+5 plus improved grab), 2
tendrils +4 (1d6+2 plus improved grab)

Space 15 ft.; Reach 15 ft.

Special Attacks paralysis (3d6 rounds, DC 18), wrapping
engulf (DC 15, 2d6 acid damage plus paralysis, AC 14, 25 hp)
TACTICS

During Combat The gravewrap grabs its opponent with its
tendrils and uses its paralysis ability.

Morale The gravewrap fights to the death.

STATISTICS

Str 20, Dex 12, Con 18, Int 3, Wis 10, Cha 3

Base Atk +6; CMB +13 (+17 grapple); CMD 24 (can't be tripped)
Feats Improved Initiative, Iron Will, Lightning Reflexes,
Power Attack, Skill Focus (Stealth)

Skills Perception +8, Stealth +3 (+11 in undergrowth);
Racial Modifiers +8 Stealth in undergrowth

Languages Sylvan (cannot speak)

ECOLOGY

Environment any graveyard or burial grounds
Organization solitary

Treasure standard

Improved Grab (Ex) A gravewrap that hits a creature at
least one size category smaller than itself with its main
tendril attack can attempt to start a grapple as a free action
without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can try to engulf
its opponent in the following round. A gravewrap can also
use its improved grab ability on a side tendril attack; if it
wins the grapple check, it establishes a hold, picks up the
opponent, and transfers it to under its bulk as a free action,
automatically dealing main tendril damage.

Wrapping Engulf (Ex) A gravewrap can try to engulf
a Medium or smaller creature in its body as a standard
action, attempting a grapple that does not provoke an attack
of opportunity. If it wins the grapple check, it establishes
a hold and strikes the engulfed victim with a side tendril,
gaining +4 bonus to the attack roll. The gravewrap can
still use its whip-like tail to strike at other targets while
engulfing creatures.

Once under the plants mass, an opponent must succeed on a
DC 20 Fortitude save or be paralyzed for 3d6 rounds by the
gravewraps naturally poisonous juices, taking 2d6 points of
acid damage per round. A new save is required each round
inside the plant. The save DC is Constitution-based.

A smothered creature that avoids paralysis can climb out of
the mass with a successful grapple check. This returns it to
edge of the plants mass where another successful grapple

check is needed to get free. A smothered creature can also
cut its way out by using a light slashing or piercing weapon
to deal 25 points of damage to the gravewrap’s interior
(AC 14). Once the creature exits, the plant’s regenerative
capacity closes the hole; another swallowed opponent must
cut its own way out. A Huge gravewrap’s bulk can smother
2 Large, 8 Medium, 32 Small, 128 Tiny, or 512 Diminutive
or smaller opponents.

A gravewrap is 15 feet tall and across, able to quickly
smother anything of its size or smaller under its immense
bulk (2,500 pounds). Animals and other plant creatures are
unnerved by the presence of a gravewrap; they avoid it and
any place it has been within the last 24 hours as the monster
has the air of an undead shrine.

GRINNING RAGAMUFFINS

XP 3,200

Human rogue 8

LE Medium human

Init +7; Senses Perception +10
DEFENSE

AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)

hp 47 (8d8+8)

Fort 2; Ref +9; Will +2

Defensive Abilities evasion, improved uncanny dodge,
offensive defense

OFFENSE

Speed 30 ft.

Melee morningstar +7/+2 (1d8+1)

Ranged light crossbow +8/+8/+3 (1d8, Range 80 ft., Crit 19-20/x2)
Special Attacks sneak attack +4d6 (range 40 ft.)
TACTICS

During Combat The Grinning Ragamuffins use Bluff checks
to Feint in combat, capitalizing on their sneak attack ability.
Morale The Grinning Ragamuffins fight until only
one member remembers, at which point that Grinning
Ragamuffin flees.

STATISTICS

Str 12; Dex 17; Con 11; Int 14; Wis 11; Cha 10

Base Atk +6; CMB +7; CMD 20

Feats Improved Initiative, Point Blank Shot, Rapid Reload
(light crossbow), Rapid Shot, Weapon Focus (light crossbow)
Skills Acrobatics +12, Bluff +10, Climb +10, Disguise +10,
Escape Artist +12, Intimidate +10, Knowledge (local) +12,
Perception +10, Sense Motive +10, Stealth +12

Languages Common, Draconic, Dwarven

SQ rogue talents (fast stealth, ninja trick [deadly range],
offensive defense, resiliency, terrain mastery [urban +2]),
trapfinding, trap sense +2

Gear studded leather armor, light crossbow (20 bolts)




HOARLING

XP 800

CN Small outsider (elemental, extraplanar, water)
Init +0; Senses darkvision 60 ft.; Perception +7
Aura hoarfreezing aura (20 ft., DC 14)
DEFENSE

AC 17, touch 11, flat-footed 17 (+6 natural, +1 size)
hp 30 (4d10+8)

Fort +6, Ref +4, Will +3

DR 5/magic; Immune elemental traits, cold
Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft.

Melee melee touch +7 (1 plus hoarburn) or slam +7 (1d6+2
plus hoarburn)

Special Attacks hoarburn (1d6, DC 14)

STATISTICS

Str 15, Dex 11, Con 15, Int 8, Wis 10, Cha 10

Base Atk +4; CMB +5; CMD 15

Feats Iron Will, Power Attack

Skills Acrobatics +7, Climb +9, Perception +7, Sense
Motive +7, Stealth +11

Languages Aquan

SQ freezing flesh

ECOLOGY

Environment any land (Plane of Water)
Organization solitary or gang (2-8)
Treasure standard

SPECIAL ABILITIES

Freezing Flesh (Ex) Any metal weapon striking a hoarling
must succeed at a DC 14 Fortitude save or become brittle
and cracked, gaining the broken condition. Another strike
by the same weapon causes it to be destroyed if it fails a
second save. Wood weapons are destroyed after only one
failed save. Unarmed and natural attacks made against the
hoarling deal 1 point of cold damage to the attacker. The
save DC is Constitution-based.

Hoarfreezing Aura (Ex) A hoarling radiates extremely
low temperatures that removes heat faster than it can be
replaced from nearby sources such as flames or warm
objects, and any creature that starts its turn within 20 feet
of a hoarling must succeed at a DC 14 Fortitude save or take
1d6 points of cold damage, becoming covered by a coating
of white ice crystals. The save DC is Constitution-based.

While hoarlings populate the Plane of Water, they
sometimes slip through elemental rifts into the Material
Plane. These rifts usually occur in places of intense still
cold, such as pockets of very cold air in valleys and hollows,
large cavities beneath the surface of banks of dry snow, or
in places of strong, unpredictable magic. The latter scenario
usually results in more problematic entrances, as hoarlings
tend to accidentally freeze any nearby cold objects.

Though not courageous, these small outsiders still make
formidable foes against any creature without resistance to
their intense cold. Their touch freezes and shatters clothing,
and creatures that strike their bodies with steel run the risk
of reducing their weapons to chips and flakes. Hoarlings’
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best defense in their homes on the Plane of Water is in their
sheer numbers. Their settlements, dotted with frozen pools
and deep pockets of super-chilled air, teem with staggering
numbers of the creatures.

Hoarlings are paranoid and untrusting. Always fearful of the
larger denizens of the Plane of Water, hoarlings harangue
any interlopers with dozens of questions, asking where
they are going, where they came from, and what they are
doing near the hoarlings’ precious ice pools. Unsatisfactory
answers see the hoarlings try to shuffle travelers off as
quickly as possible, but those who refuse to leave risk being
thrown into a pool of virtually freezing slush.

Hoarlings take great pride in the cultivation of their ice
pools. Each ice pool as a different purpose, such as bathing,
cooking meals, or relaxation. Hoarlings add minerals
and salts to these pools to properly season them for their
intended uses. Cooking pools (sometimes called “murder
pools” by strangers) freeze more intensely than most others
as they draw all moisture from the food, and relaxation
pools are generally clearer than bathing pools.

Upon reaching adulthood, hoarlings stand 4 ft. tall,
weighing about 350 Ibs. because of their dense composition.

" ' ILMEETON PIRU, QUEEN HAI[YIN 'S CONFIDANTE CR A4
"4

Faceless devil monk 2

XP 12,800

LE Large outsider (devil, evil, extraplanar, lawful)

Init +5; Senses darkvision 60 ft., see in darkness, telepathy
100 ft.; Perception +23

DEFENSE

AC 29, touch 18, flat-footed 23 (+5 Dex, +10 natural, -1
size, +1 shield, +4 Wis)

hp 112 (10d10+40 plus 2d8+8)

Fort +10; Ref +15; Will +14

Defensive Qualities evasion

DR 10/good; Immune fire, poison; Resist acid 10, cold 10; SR 21
OFFENSE

Speed 40 ft.
Melee unarmed strike +15/+10 or flurry of blows +14/+14/+7
(1d8+4) or +2 kukri +18/+13 (1d6+6, Crit 15-20/x2) or two
+2 kukri +16/+16/+11/+11 (1d6+6, Crit 15-20/x2)
Ranged +1 seeking unholy sling +17/+12 (1d6+5, Range 50 ft.)
Space 10 ft.; Reach 10 ft.
Special Attacks bloodletting (as rend; +2d6 bleed, +1d6 for
3rd hit, +1d6 for 4th hit and Fort DC 15 or death), dance of
blades (standard action, Will DC 21 or dazed for 1 round),
flurry of blows, stunning fist 2/day (Fort DC 15)
Spell-Like Abilities (CL 10th; concentration +15)

At will—bull’s strength, charm person (DC 16),

polymorph (self only)

1/day—greater invisibility, nightmare (DC 20), teleport
TACTICS

During Combat Despite the strict rules of her employment,
any semblance of honor disintegrates once Ilmeeton Piru
engages in combat and feels confident of victory. She
polymorphs herself to avoid detection or lurks invisibly
in the shadows, waiting to catch her prey with their backs




turned. Alternatively she uses other spell-like abilities to
soften up a target, then finds a weak spot and exploits her
cruel bloodletting talent.

Morale Illmeton fights until Queen Attendant Haijyin
is clear of combat. Ilmeeton gradually moves away from
combat until victory is assured.

STATISTICS

Str 18, Dex 20, Con 19, Int 12, Wis 18, Cha 20

Base Atk +11; CMB +16; CMD 35

Feats Alertness, Catch Off-Guard, Combat Reflexes,
Double Slice, Improved Critical (kukri), Improved Two-
Weapon Fighting, Improved Unarmed Strike, Stunning
Fist, Two-Weapon Defense, Two-Weapon Fighting,
Weapon Focus (kukri)

Skills Acrobatics +20, Climb +17, Escape Artist +18,
Intimidate +10, Knowledge (planes) +14, Perception +23,
Sense Motive +23, Stealth +20

Languages Infernal (understands, but does not speak)
Gear +1 seeking unholy sling (12), +2 kukri (2), belt of
physical perfection +2, sandals of the lightest step

SPECIAL ABILITIES

Infernal Armaments (Su) Ilmeeton Pirus natural
weapons, as well as any weapons she wields, are treated
as evil-aligned and lawful-aligned for the purpose of
overcoming damage reduction.

Pt
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JEALOUS, DISTORTED HIDDEN ONE (SHADOW) CR5

XP 1,600

CE Medium undead (incorporeal)

Init +2; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 15, touch 15, flat-footed 12 (+2 deflection, +2 Dex,
+1 dodge)

hp 19 (3d8+6)

Fort +3, Ref +3, Will +4

Defensive Abilities incorporeal, channel resistance +2,
partial or total concealment in shadows (20% miss chance);
Immune undead traits

OFFENSE

Speed fly 40 ft. (good)

Melee incorporeal touch +4 (1d6 Charisma damage)
Space 5 ft.; Reach 10 ft.

Special Attacks create spawn, distorted extended reach (10 ft.)
STATISTICS

Str —, Dex 14, Con —, Int 6, Wis 12, Cha 15

Base Atk +2; CMB +4; CMD 17

Feats Dodge, Skill Focus (Perception)

Skills Fly +11, Perception +8, Stealth +8 (+12 in dim light,
+4 in bright light); Racial Modifiers +4 Stealth in dim light
(-4 in bright light)

Languages Common

SPECIAL ABILITIES

Charisma Damage (Su) A jealous shadow’s touch deals
1d6 points of Charisma damage to a living creature. This
is a negative energy effect. A creature dies if this Charisma
damage equals or exceeds its actual Charisma score.

Create Spawn (Su) A humanoid creature killed by a
shadow’s Charisma damage becomes a shadow under the
control of its killer in 1d4 rounds.

Distorted Shadow (Su) Not bound by the limitations of
physical creatures, some shadows can flicker and distort like
their namesakes, stretching out to touch victims over much
greater distances. These shadows possess the Advanced
creature simple template, but instead of gaining a bonus to
natural armor, increase their reach with their incorporeal
touch by 10 feet.

Hidden One (Su) While all shadows are stealthy, some
are especially effective at concealing themselves in areas
of dim and shifting light. Rather than making Stealth skill
checks, these shadows simply have partial or even total
concealment among normal shadows, adding a 20% miss
chance to their already formidable ability to shrug off many
mundane sources of damage.

LIMEY

XP 800

NE Medium outsider (earth, elemental, extraplanar)

Init +5; Senses darkvision 60 ft., tremorsense 30 ft.;
Perception +7

Aura thirst (20 ft., DC 14)

DEFENSE

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)

hp 30 (4d10+8)

Fort +6, Ref +5, Will +3

Defensive Abilities amorphous; DR 10/bludgeoning;
Immune elemental traits

OFFENSE

Speed 30 ft., burrow 30 ft.
Melee slam +6 (1d6+3 plus calcification)
STATISTICS

Str 14, Dex 13, Con 15, Int 10, Wis 11, Cha 10

Base Atk +4; CMB +6; CMD 17

Feats Improved Initiative, Iron Will

Skills Acrobatics +8, Climb +9, Knowledge (planes) +7,
Perception +7, Sense Motive +7, Stealth +8 (+12 on rocky
areas); Racial Modifiers +4 Stealth on rock

Languages Terran, Common (understand only, not fluent)
SQ compression, lime powder form

SPECIAL ABILITIES
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Calcification (Su) A creature struck by a limey’s slam
attack must succeed on a DC 14 Will save or immediately
calcify for 1d3+1 rounds, as if affected by a flesh to stone
spell (caster level 11th). There is no limit to the number
of Hit Dice a limey can affect with this ability. The save
DC is Constitution-based.

Lime Powder Form (Su) As a standard action, a limey
can cause its humanoid form to collapse into a pile of
animated lime powder. In this form, treat the limey as if it
were a small earth elementalB1 made out of lime. The limey
retains its compression and thirst aura abilities when in
lime powder form, but loses its calcification attack and its
damage reduction, as its lime powder body is much more
compact and easier to scatter with solid weapon blows.




Thirst Aura (Su) A limey radiates a 20-ft.-radius spread
that makes creatures feel dehydrated, as if all water within
them is being sucked away. Any creature in the area
must succeed on a DC 14 Will save or take 1d6 points of
nonlethal damage, becoming fatigued for 1d3+1 rounds.
There is no limit to the number of Hit Dice a limey can
affect with this ability. A creature that successfully saves is
immune to that limey’s thirst aura for 24 hours. The save
DC is Constitution-based.

LUMI VALKEA VALTATYTAR

XP 400

Female human expert 3

LG Medium humanoid (human)
Init +3; Senses —; Perception +6
DEFENSE

AC 13, touch 13, flat-footed 10 (+3 Dex)
hp 17 (3d8)

Fort +3, Ref +4, Will +3

OFFENSE

Speed 30 ft.

Melee silver dagger +5 (1d4)

TACTICS

During Combat If Lumi is forced into combat, she strikes
with her fists, her seemingly ceremonial rapier, or any
weapon within reach.

Morale Lumi only fights to the death if her opponent gives
her no quarter; otherwise she tries to parley.

STATISTICS

Str 13, Dex 17, Con 10, Int 16, Wis 10, Cha 17

Base Atk +2; CMB +3; CMD 16

Feats Great Fortitude, Persuasive, Weapon Finesse

Skills Diplomacy +11, Intimidate +5, Knowledge
(geography) +9, Knowledge (history) +9, Knowledge (local)
+9, Knowledge (nobility) +9, Linguistics +9, Perception +6,
Perform (oratory) +9, Profession (librarian) +6, Ride +6,
Sense Motive +6

Languages Aquan, Common, Giant, Gnome, Halfling,
Sylvan, Terran

Gear stiletto (silver dagger)

MALTHAZAR OF THE MAZE

Melee silver battleaxe +9/+4 (2d6+4, Crit x3), Feybane
(Cold Iron Battleaxe) +9 (2d6+2, Crit x3), gore +6 (1d6+2)
or greataxe +11/+6 (3d6+4, Crit x3), gore +6 (1d6+2)
Space 10 ft.; Reach 10 ft.

Special Attacks favored enemy (fey +2), powerful charge
(gore +11, 2d6+6)

TACTICS

During Combat Malthazar wades into combat, relying on
his strength to carry him through the battle.

Morale Malthazar fights until defeat is certain or he is
subdued, at which point he tells the PCs about the girl in
the maze and asks them to help her.

STATISTICS

Str 19, Dex 10, Con 15, Int 10, Wis 12, Cha 7

Base Atk +8; CMB +13 (+15 bull rush); CMD 23 (25 vs.
bull rush)

Feats Great Fortitude, Improved Bull Rush, Power Attack,
Rugged Northerner, Two-Weapon Fighting

Skills Bluft -2, Climb +8, Fly -2, Heal +6, Intimidate +9,
Perception +16, Sense Motive +1, Stealth +7, Survival +12
(+13 to track), Swim +12; Racial Modifiers +4 Perception,
+4 Survival

Languages Giant

SQ track +1, wild empathy

Combat Gear +3 leather armor (shaped to accommodate a
minotaur’s horns and not suitable to fit another humanoid
without modification), Chevalsille (silver battleaxe), Feybane
(cold iron battleaxe), greataxe; Other Gear +1 chain shirt,
potion of cure serious wounds, potion of displacement

RAGING RUBBLE SWARM

XP 2,400

Male minotaur ranger 2

NG Large monstrous humanoid

Init +0; Senses darkvision 60 ft.; Perception +16
DEFENSE

AC 19, touch 9, flat-footed — (+5 armor, +5 natural, -1 size)
hp 61 (8d10+17)

Fort +9, Ref +8, Will +6

Defensive Abilities natural cunning; Immune becominglost, #aze
OFFENSE

Speed 30 ft.
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XP 600

N Small construct (swarm)

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

DEFENSE

AC 16, touch 13, flat-footed 14 (+2 Dex, +3 natural, +1 size)
hp 26 (3d10+10)

Fort +1, Ref +3, Will -4

Defensive Abilities hardness 8, swarm traits; Immune
construct traits

OFFENSE

Speed 30 ft., burrow 30 ft.

Melee swarm (1d6 plus distraction)
Special Attacks distraction (DC 13)
STATISTICS

Str 10, Dex 14, Con —, Int —, Wis 1, Cha 1
Base Atk +3; CMB —; CMD —
SQ construction points (additional movement, stone)




SNIPERS

XP 3,200

Human rogue 8

LE Medium human

Init +7; Senses Perception +10

DEFENSE

AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)

hp 36 (6d8+6)

Fort +2, Ref +9, Will +2

Defensive Abilities evasion, improved uncanny dodge,
offensive defense

OFFENSE

Speed 30 ft.

Melee heavy mace +7/+2 (1d8+1)

Ranged light crossbow +8/+8/+3 (1d8/19-20)

Special Attacks sneak attack +4d6 (range 40 ft.)

TACTICS

During Combat Snipers move during combat, constantly
attempting to fool their targets while getting in range for
their sneak attack.

Morale These snipers fight until it appears their targets are
adept at returning fire. At this point, they withdraw before
allowing the targets to follow.

STATISTICS

Str 12; Dex 17; Con 11; Int 14; Wis 11; Cha 10

Base Atk +6; CMB +7; CMD 20

Feats Improved Initiative, Point Blank Shot, Rapid Reload
(light crossbow), Rapid Shot, Weapon Focus (light crossbow)
Skills Acrobatics +12, Bluff +10, Climb +10, Disguise +10,
Escape Artist +12, Intimidate +10, Knowledge (local) +12,
Perception +10, Sense Motive +10, Stealth +12

Languages Common, Draconic, Dwarven

SQ rogue talents (fast stealth, ninja trick [deadly range],
offensive defense, resiliency, terrain mastery [urban +2]),
trapfinding, trap sense +2

~ This animated trees bark is knotted into vaguely humanoid
features, with branches for arms and roots for legs.

TWISTED TREANT

XP 6,400

NG Large plant (fey)

Init +3; Senses low-light vision; Perception +12
DEFENSE

AC 22, touch 11, flat-footed 19 (+3 Dex, +11 natural, -2 size)
hp 90 (12d8+36)

Fort +11, Ref +7, Will +9

Defensive Abilities plant traits; DR 10/cold iron, 10/
slashing; Resist cold, electricity, and fire 10; SR 20
Weaknesses vulnerability to fire

OFFENSE

Speed 40 ft.

Melee 2 slams +14 (1d8+6, Crit 19-20/x2)
Ranged rock +11 (1d8+10)

Space 15 ft.; Reach 15 ft.

Special Attacks rock throwing (180 ft.), trample
(2d6+9, DC 25)
Spell-Like Abilities (CL 12th; concentration +15)
Continuous—speak with plants
1/day—confusion, deep slumber, entangle, faerie fire,
feeblemind, glitterdust, major image
3/day—dancing lights
TACTICS
During Combat The twisted treant throws rocks before
closing into melee combat. It focuses on any PC using a
fire-based weapon or spell to try to remove that threat from
combat.
Morale A twisted treant fights until reduced to 23 hit points
or less, at which point it retreats.
STATISTICS
Str 23, Dex 16, Con 17, Int 14, Wis 16, Cha 15
Base Atk +9; CMB +20; CMD 29
Feats Dodge, Improved Critical (slam), Iron Will, Mobility,
Power Attack, Spring Attack, Weapon Focus (slam)
Skills Diplomacy +11, Intimidate +11, Knowledge (nature)
+11, Perception +10, Sense Motive +9, Stealth -5 (+11 in
forests); Racial Modifiers +16 Stealth in forests
Languages Common, Sylvan, Treant
SQ animate trees (180 ft., up to 2 trees at a time), double
damage against objects (full attack), treespeech
ECOLOGY
Environment any forest (The Haunted Forest)
Organization solitary
Treasure none

WILHELM JACOBS

XP 6,400

Male human rogue 8/assassin 1

LE Medium human

Init +4; Senses Perception +16

DEFENSE

AC 18, touch 14, flat-footed 14 (+4 armor, +4 Dex)

hp 56 (9d8+17)

Fort +3, Ref +11, Will +5

Defensive Abilities evasion, improved uncanny dodge

OFFENSE

Speed 30 ft.

Melee +1 shock shortsword +12/+7 (1d6+2 plus 1d6

electricity and poison, Crit 19-20/x2) Ranged composite

(+2) shortbow +10/+5 (1d6+2, Range 60 ft., Crit x3)

Special Attacks death attack (Fort DC 12), poison use,

sneak attack +5d6

Spell-Like Abilities (CL 9th, concentration +10)
3/day—detect magic

TACTICS

Before Combat Jacobs believes in the concept of hiding

in plain sight and has developed a series of bland disguises

that allow him to become someone to whom you wouldn't

pay the slightest attention. With so many unfamiliar people

working in the castle for the wedding, he seems to be nothing

more than “just another servant-in-waiting” on an errand.




During Combat Jacobs is skilled at using his sword’s
shock enchantment to disarm his enemies, or cause those
in metal armor to suffer extreme discomfort when struck.
In addition, he tends to strike the most powerful-looking
spellcaster with his wyvern poison.

Morale Jacobs knows that he is expected to succeed, and
that failure won't be tolerated. If it looks like he’s going to
lose, he flees using his bracelet and isn’t seen again.
STATISTICS

Str 15, Dex 18, Con 13, Int 13, Wis 16, Cha 11

Base Atk +6; CMB +8; CMD 22

Feats Acrobatic, Deft Hands, Stealthy, Weapon Finesse,
Weapon Focus (shortsword)

Skills Acrobatics +14, Bluff +6, Climb +8, Diplomacy
+6, Disable Device +16, Disguise +13, Escape Artist +12,
Knowledge (local) +11, Linguistics +7, Perception +16,
Sense Motive +9, Sleight of Hand +12, Stealth +16
Languages Common, Draconic, Dwarven, Giant, Gnoll, Orc
SQ rogue talents (fast stealth, lasting poison, minor magic),
swift poison, trapfinding +4, trap sense +2

Combat Gear bracelets of the mountebank (2; one himself,
one on Lumi); Other Gear +1 shadow studded leather armor,
+1 shock shortsword, composite (+2) shortbow (30 arrows)
SPECTAL ABILITIES

Wyvern Poison—fype injury; save Fort DC 15*; frequency
1/round for 6 rounds; effect 1d4 Con damage; cure 2
consecutive saves

*Wilhelm’s lasting poison rogue talent reduces the DC of
the poison by -2, but it remains effective for two attacks.

ZOMBIPEDE

XP 1,600

NE Huge undead

Init +1; Senses darkvision 60 ft.; Perception +0
Aura thirst (20 ft., DC 14)

DEFENSE

AC 19, touch 9, flat-footed 18 (+1 Dex, +10 natural, -2 size)
hp 55 (10d8+10)

Fort +4, Ref +5, Will +8

DR 5/slashing; Immune undead traits
OFFENSE

Speed 30 ft., burrow 30 ft.

Melee bite (2d6+6) or slam +9 (2d6+4)
STATISTICS

Str 19, Dex 13, Con —, Int —, Wis 10, Cha 10

Base Atk +7; CMB +13 (+17 grapple); CMD 24 (+28 vs. trip)
Feats Toughness

SQ staggered

ILLOINEN

XP 3,200

Male halfling (tallish) rogue 7/shadowdancer 1
NG Medium humanoid (elf)

Init +7; Senses low-light vision; Perception +11
DEFENSE

AC 14, touch 14, flat-footed 10 (+3 Dex, +1 dodge)

hp 47 (8d8+8)

Fort +3, Ref +9 (+2 bonus vs. traps), Will +1; +2 vs.
enchantments

Defensive Abilities evasion, trap sense, uncanny dodge;
Immune magic sleep; Resist elven immunities

DEFENSE

Speed 30 ft.

Melee rapier +8 (1d6+2, Crit 18-20/x2)
Ranged sling +8 (1d4+2, Range 50 ft.)
Special Attacks sneak attack +4d6
TACTICS

Tactics Iloinen hides in plain sight, waiting until an ally has
attacked before using sneak attack against the same enemy.
Once this tactic proves impossible, he stands his ground in
the most obvious exit and makes use of his ability to strike
out at several opponents as they run past trying to escape.
Morale Iloinen fights until his people seem overwhelmed,
at which point he either parleys or attempts a full retreat
with everyone of his small folk.

STATISTICS

Str 14, Dex 17, Con 13, Int 16, Wis 8, Cha 8

Base Atk +5; CMB +7; CMD 21

Feats Combat Reflexes, Dodge, Improved Initiative,
Mobility, Weapon Finesse

Skills Acrobatics +13, Appraise +13, Bluft +9, Diplomacy
+9, Disable Device +16, Escape Artist +13, Intimidate +9,
Perception +11 (+14 to locate traps), Perform (dance) +9,
Sense Motive +9, Sleight of Hand +12, Stealth +13, Use
Magic Device +9

Languages Common, Elven, Gnome, Halfling

SQ elven magic, hide in plain sight, rogue talents (combat
trick, fast stealth, trap spotter), trapfinding +3

Gear rapier, sling (20 bullets)




XP 1,200

Female dwarf (deep delver) rogue 2/warrior 4
NG Medium humanoid (dwarf)

Init +2; Senses darkvision 90 ft.; Perception +9
DEFENSE

AC 12, touch 12, flat-footed 10 (+2 Dex)

hp 46 (2d8+4d10+12)

Fort +5, Ref +6, Will +1; +2 vs. poison, spells, and spell-
like abilities, -2 vs. light
Defensive Abilities
aberration), evasion
Weakness minesight
OFFENSE

deep warrior (+2 AC vs.

Speed 20 ft.

Melee longspear +7 (1d8+3, Crit x3)

Ranged shortbow +7 (1d6, Range 60 ft., Crit x3)
Special Attacks hatred, sneak attack +1d6
TACTICS

During Combat Juro uses her longspear to stab over the
heads of her shorter companions.

Morale Juro follows Iloinen’s lead.

STATISTICS

Str 15, Dex 14, Con 13, Int 12, Wis 10, Cha 8

Base Atk +5; CMB +7 (+9 vs. aberrations); CMD 19 (23 vs.
bull rush/trip)

Feats Cleave, Power Attack -2/+4, Toughness +6

Skills Acrobatics +7 (+3 jump), Appraise +1 (+3 to
determine the price of nonmagic items with precious metals
or gemstones), Handle Animal +8, Heal +2, Intimidate +8,
Knowledge (local) +10, Perception +9 (+10 to locate traps,
+11 to notice unusual stonework, such as traps and hidden
doors in stone walls or floors), Survival +6

Languages Common, Dwarven, Terran

SQ greed, hardy, rogue talents (bleeding attack +1), slow
and steady, stability, stonecunning +2, trapfinding +1
Other Gear longspear, shortbow (20 arrows)

MIELETON

TACTICS

During Combat Mieleton places himself in a dark corner
and tries not to be seen, using the surprise to sneak attack
an obvious spellcaster, relying on evasion to keep him out
of trouble. If he goes unnoticed he uses his crossbow for as
long as he can, backing away from melee combat as long
as possible before switching to his punching dagger after
enemies engage him directly.

Morale Mieleton follows Iloinen’s lead.

STATISTICS

Str 14, Dex 15, Con 8, Int 13, Wis 13, Cha 10

Base Atk +3; CMB +4; CMD 17

Feats Acrobatic, Dodge, Rapid Reload (light crossbow)
Skills Acrobatics +14 (+10 jump), Climb +12, Craft (rope)
+9, Craft (traps) +9, Disable Device +12, Escape Artist +10,
Fly +6, Heal +4, Perception +7 (+9 to locate traps), Sense
Motive +5, Sleight of Hand +10, Stealth +14, Swim +10
Languages Common, Halfling

SQ fearless, rogue talents (resiliency 1/day, slow
reactions), trapfinding +2

Gear leather armor, light crossbow (15 bolts), punching dagger

XP 1,200

Female gnome (forest gnome) druid 3/rogue 2
NG Small humanoid (gnome)

Init +2; Senses low-light vision; Perception +9
DEFENSE

AC 14, touch 14, flat-footed 11 (+2 Dex, +1 size, +1 dodge)
hp 31 (5d8+5)

Fort +4, Ref +6, Will +5; +2 vs. illusions

Defensive Abilities defensive training, evasion

OFFENSE

XP 1,200

Male halfling (lightfoot) rogue 5
NG Small humanoid (halfling)
Init +2; Senses Perception +7
DEFENSE

AC 14, touch 14, flat-footed 11 (+2 Dex, +1 size, +1 dodge)
hp 21 (5d8-5)

Fort +1, Ref +7 (+1 bonus vs. traps), Will +3; +2 vs. fear
Defensive Abilities evasion, trap sense, uncanny dodge
OFFENSE

Speed 20 ft.

Melee punching dagger +6 (1d3+2, Crit/x3)

Ranged light crossbow +6 (1d6, Range 80 ft., Crit 19-20/x2)
Special Attacks sneak attack +3d6

Speed 20 ft.

Melee club +3 (1d4-1)

Ranged dart +6 (1d3-1, Range 20 ft.)

Special Attacks hatred, sneak attack +1d6, wooden fists

(+1, 5 rounds/day)

Spell-Like Abilities (CL 5th; concentration +6)
1/day—dancing lights, ghost sound, prestidigitation,
speak with animals

Druid Spells Prepared (CL 3rd; concentration +5)
2nd—cat’s grace, owl’s wisdom
Lst—charm animal (DC 13), magic fang, speak with animals
Oth—create water, detect magic, light, resistance

TACTICS

Tactics Parskia and Grevlin try to flank a melee fighter
so that Parskia can use her sneak attack ability. Grevlin
immediately goes into a blood rage while Parskia casts
magic fang on Grevlin’s bite attack.

Morale Parskia follows Iloinen’s lead.

STATISTICS
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Str 8, Dex 14, Con 13, Int 10, Wis 15, Cha 12

Base Atk +3; CMB +1; CMD 14

Feats Animal Affinity, Dodge, Run

Skills Acrobatics +6 (+10 to jump with a running start,
+2 jump), Disable Device +8, Escape Artist +8, Fly +4,




Handle Animal +8, Heal +7, Knowledge (local) +8,
Knowledge (nature) +10, Perception +9 (+10 to locate
traps), Ride +4, Sense Motive +7, Stealth +12, Survival +9,
Use Magic Device +6

Languages Common, Druidic, Gnome, Sylvan

SQ illusion resistance, nature bond (animal companion),
rogue talents (fast stealth), spontaneous casting, trackless
step, trapfinding +1, wild empathy, woodland stride

Other Gear club, dart (10), spell components, studded
leather armor

GREVLIN

Badger animal companion

N Small animal

Init +1; Senses low-light vision, scent; Perception +5
DEFENSE

AC 17, touch 13, flat-footed 15 (+2 Dex, +4 natural, +1 size)
hp 26 (3d8+9)

Fort +5, Ref +5, Will +2

Defensive Abilities evasion

OFFENSE

Speed 30 ft., burrow 10 ft.

Melee bite +1 (1d4), 2 claws +1 (1d2)
Special Attacks blood rage
TACTICS

During Combat Grevlin bites and claws at enemies, using
his size to his advantage.

Morale Grevlin follows Parskia’s orders unless his master is
killed, at which point Grevlin fights to the death.
STATISTICS

Str 11, Dex 14, Con 15, Int 2, Wis 12, Cha 6

Base Atk +2; CMB -1; CMD 10 (14 vs. trip)

Feats Improved Natural Armor, Improved Natural Attack
(bite), Toughness

Skills Escape Artist +5, Perception +5; Stealth +5; Racial
Modifiers +4 Escape Artist

SQ link, share spells, tricks (attack, defend)

TOHTORI

Special Attacks channel positive energy 4/day (Will DC 12,

1d6), sneak attack +2d6, wooden fist (+1, 6 rounds/day)

Domain Spell-Like Abilities (CL 2nd; concentration +3)
6/day—resistant touch

Cleric Spells Prepared (CL 2nd; concentration +3)
Lst—endure elements, entangle®, longstrider, obscuring mist
Oth—detect poison, flare, guidance, guidance, resistance
Domains plant, protection

TACTICS

Tactics Tohtori does the groups curing, often standing back
from events to deliver timely healing and save the day. He
has also proved his worth when providing a buffer against
the occasional undead that wanders towards the life-heat
of the cabin. He makes good use of his crossbow by firing
blessed bolts at appropriate opponents.

Morale Tohtori follows Iloinen’s lead.

STATISTICS

Str 6, Dex 16, Con 10, Int 12, Wis 16, Cha 13

Base Atk +3; CMB -3; CMD 10

Feats Extra Channel, Turn Undead, Weapon Focus
(light crossbow)®

Skills Appraise (stone or metal) +3, Concentration +1,
Craft (stone or metalwork) +3, Knowledge (religion) +6,
Perception +2, Stealth +4,

SQ stonecunning, trapfinding, trap sense +1, weapon training
Languages Common, Halfling, Undercommon

Gear light crossbow (20 bolts), light mace

XP 1,200

Male halfling (deep halfling) rogue 3/cleric 2
NG Small humanoid (halfling)

Init +3; Senses darkvision 60 ft.; Perception
DEFENSE

AC 14, touch 14, flat-footed 11 (+3 Dex, +1 size)
hp 26 (5d8)

Fort +5, Ref +7, Will +8 (+3 vs. fear)

Defensive Abilities evasion

OFFENSE

Speed: 20 ft. (4 squares)

Melee light mace +2 (1d4-2)

Ranged light crossbow +8 ranged (1d6, Range 80 ft.,
Crit 19-20/x2)

XP 1,600

Male dwarf (dweorg) paladin 3/rogue 3
LG Medium humanoid (dwarf)

Init +6; Senses darkvision; Perception +8
Aura aura of courage (10 ft.)

DEFENSE

AC 16, touch 12, flat-footed 14 (+3 armor, +1 shield, +2 Dex)
hp 40 (3d10+3d8+6)

Fort +6, Ref +8 (+1 bonus vs. traps), Will +7; +2 vs. poison,
spells, and spell-like abilities

Defensive Abilities defensive training, evasion, trap sense;
Immune fear, disease

OFFENSE

Speed 20 ft.
Melee longsword +7 (1d8+1, Crit 19-20/x2)
Ranged composite (+1) longbow +7 (1d8+1, Range 110 ft.,
Crit x3)
Special Attacks hatred, smite evil 1/day (+2 attack and AC,
+3 damage), sneak attack +2d6
Spell-Like Abilities (CL 3rd; concentration +4)
at will—detect evil
TACTICS

Tactics Ujo casts bless before he and Juro wade into melee
combat, preferably against a single target, trying to flank to
allow both to sneak attack.

Morale Ujo fights as hard as possible, but follows Iloinen’s lead.




- Str12, Dex 14, Con 10, Int 8, Wis 13, Cha 15

- Base Atk +5; CMB +6; CMD 18 (22 vs. bull rush/trip)
Feats Extra Lay on Hands, Improved Initiative, Toughness
+6, Weapon Focus (Longsword)®
Skills Acrobatics +5 (+1 jump), Appraise -1 (+1 to
determine the price of nonmagic items with precious metals
or gemstones), Bluff +7, Climb +4, Diplomacy +11, Disable
Device +5, Escape Artist +0, Fly +0, Heal +5, Intimidate
+7, Perception +8 (+9 to locate traps, +10 to notice unusual
stonework, such as traps and hidden doors in stone walls or
floors), Ride +0, Sense Motive +5, Spellcraft +5, Stealth +0,
Survival +4, Swim -1
Languages Common, Dwarven
SQ aura, greed, hardy, lay on hands (1d6, 5/day), mercies
(fatigued), rogue talents (combat trick), slow and steady,
stability, stonecunning +2, trapfinding +1
Other Gear composite (+1) longbow (20 arrows), light
wooden shield, longsword, studded leather armor

,

VASYNYT

XP 1,600
Male gnome bard 3/rogue 3
NG Small humanoid (gnome)
Init +2; Senses low-light vision; Perception +9
DEFENSE
AC 13, touch 13, flat-footed 11 (+2 Dex, +1 size)
hp 36 (6d8+6)
Fort +2, Ref +8 (+1 bonus vs. traps), Will +5; +2 vs.
illusions, +4 vs. bardic performance, sonic, and language-
dependant effects
Defensive Abilities defensive training, evasion, trap sense
OFFENSE
Speed 20 ft.
Melee shortsword +4 (1d4-1/19-20/)
Ranged shortbow +7 (1d4-1, Range 60 ft., Crit x3)
Special Attacks bardic performance 10 rounds/day
(countersong, distraction, fascinate DC 13, inspire competence
+2, inspire courage +1), hatred, sneak attack +2d6
Spell-Like Abilities (CL 6th; concentration +8)
1/day—dancing lights, ghost sound, prestidigitation,
speak with animals
3/day—acid splash
Bard Spells Known (CL 3rd; concentration +5)
Lst (4/day)—charm person (DC 13), hideous laughter
(DC 13), identify, sleep (DC 13)
0th—dancing lights, detect magic, know direction, light,
message, read magic
TACTICS
Tactics Vasynyt remains in the background and uses his
dancing lights spell as a distraction, switching to whichever

of his bardic performances seems the most appropriate. If

separated from the rest of the Small Folk, he attempts to
fascinate an opponent and then uses his sneak attack ability
before moving away from melee combat.

Morale Vasynyt follows Iloinen’s lead.

STATISTICS

Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 15
Base Atk +4; CMB +2; CMD 14

Feats Persuasive, Skill Focus (Perform [sing]), Toughness
Skills Acrobatics +8 (+4 jump), Bluff +14, Craft
(Instruments) +10, Diplomacy +13, Disable Device +12,
Escape Artist +8, Fly +4, Intimidate +4, Knowledge (local)
+7, Perception +9 (+10 to locate traps), Perform (sing) +14,
Sense Motive +14, Spellcraft +10, Stealth +15

Languages Common, Giant, Gnome, Sylvan

SQ bardic knowledge +1, illusion resistance, trapfinding
+1, versatile performance abilities (singing [Bluff, Sense
Motive]), well versed

Gear shortbow (30 arrows), shortsword
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ALBINO CENTIPEDE SWARM

Size/Type: Diminutive Vermin (Swarm)

Hit Dice: 9d8-9 (31 hp)

Initiative: +4

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 18 (+4 size, +4 Dex), touch 18, flat-footed 14
Base Attack/Grapple: +6/—

Attack: Swarm (2d6 plus poison)

Full Attack: Swarm (2d6 plus poison)

Space/Reach: 10 ft./0 ft.

Special Attacks: Distraction, poison (Fort DC 13, initial
and secondary damage 1d4 Dex)

Special Qualities: Darkvision 60 ft., immune to weapon
damage, swarm traits, tremorsense 30 ft., vermin traits
Saves: Fort +5, Ref +7, Will +3
Abilities: Str 1, Dex 19, Con 8, Int
Skills: Climb +12, Spot +4

Feats: Weapon Finesse®
Environment: Underground
Organization: Solitary, tangle (2-4 swarms), or colony
(7-12 swarms)

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

COMBAT

—, Wis 10, Cha 2

A centipede swarm surrounds and attacks any living prey
it encounters. A swarm deals 2d6 points of damage to any
creature whose space it occupies at the end of its move.
Special Abilities

Distraction (Ex): Any living creature that begins its turn
with a centipede swarm in its space must succeed on a DC
13 Fortitude save or be nauseated for 1 round. The save DC
is Constitution-based.

Skills: A centipede swarm has a +4 racial bonus on Spot
checks and a +8 racial bonus on Climb checks, and uses
its Dexterity modifier instead of its Strength modifier for
Climb checks. A centipede swarm has a +8 racial bonus on
Climb checks and can always choose to take 10 on a Climb
check, even if rushed or threatened.
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Female Human Wizard 7/Druid 6

Size/Type: Medium Humanoid (Human)

Hit Dice: 7d4+6d8 (44 hp)

Initiative: +2

Speed: 30 ft. (6 squares)

Armor Class: 19 (+3 bracers, +2 Dex, +4 deflection), touch
16, flat-footed 17

Base Attack/Grapple: +7/+7

Attack: Dagger +9 melee (1d2+2 plus poison*/19-20) or
dagger +9 ranged (1d4+2/19-20) or hand crossbow +10
ranged (1d4 plus poison*/+19-20)

Full Attack: Dagger +9/+4 melee (1d4+2 plus
poison*/19-20) or dagger +9/+4 ranged (1d4+2/19-20) or
hand crossbow +10/+5 ranged (1d4+1 plus poison*/19-20)
*Attendant Queen Haijyin is a master poisoner and carries
whatever toxins and venoms the GM sees fit to use.
Special Qualities: Animal companion (tiny viper), nature
sense, resist nature’s lure, summon familiar, trackless step,
wild empathy, wild shape (2/day), woodland stride

Saves: Fort +7, Ref +6, Will +14

Abilities: Str 10, Dex 14, Con 10, Int 20, Wis 18, Cha 16
Skills: Appraise (traps) +7, Bluff +6, Concentration +16, Craft
(trapmaking) +21, Decipher Script +15, Diplomacy +13, Gather
Information +5, Handle Animal +8, Heal +9, Knowledge
(arcana) +13, Knowledge (geography) +13, Knowledge (local)
+13, Knowledge (nature) +15, Knowledge (nobility and royalty)
+13, Listen +12, Ride +4, Spellcraft +21, Spot +12, Survival
+4 (+6 to avoid getting lost, natural hazards and when above
ground in natural environments), Use Magic Device (scrolls) +7
Feats: Augment Summoning, Craft Wondrous Item, Exotic
Weapon Proficiency, Natural Spell, Scribe Scroll, Spell
Focus (conjuration), Spell Mastery (mage hand, disguise
self, summon swarm, deep slumber, summon monster IV)
Environment: Any

Organization: Solitary, retinue (1-2 companions, 2-3
handmaids, 4-8 guards)

Challenge Rating: 13

Treasure: +1 Hand Crossbow (Tiny-sized) (10 Bolts), Bracers
of Armor +3, Mirror of Mental Prowess, Myrkky (Intelligent
Assassin’s Dagger of Venom), Periapt of Proof Against Poison,
Ring of Mind Shielding, Ring of Protection +4)

Alignment: Neutral evil (with strong lawful tendencies)
Languages: Common, Draconic, Druidic, Dwarven, Elven
(Drow), Gnomish, Sylvan

COMBAT

Attendant Queen Haijyin rarely gets involved in direct combat,
preferring to let her retinue step in; see page 158 for more
information. Failing that, she summons a large number of creatures
using a range of spells and then uses wild shape into something
similar to escape. She firmly believes in living to fight another day.
If forced into combat, she will either use Myrkky, her
intelligent assassin’s dagger of venom, or a hand crossbow
taken by one of the party she used to gain the mirror of
mental prowess from the Underworld. She will coat the
crossbow bolts in poison if possible. The type of poison is
up to the GM but our suggestion is viper venom.

Haijyin never throws Myrkky.




MYRKKY: mxaﬂgcnt ASSASSIS daﬂgcr (jvmom

Special Qualities: senses 60 ft., darkvison 60 ft., hearing
Abilities: Intelligence 16, Wisdom 16, Charisma 10

Ego: 18

Alignment: Lawful evil (with neutral evil tendencies)
Lesser Powers: hold person (enemy only), locate object, cure
moderate wounds (2d8+3) 3/day

Special Purpose: Defend evil multiclass spellcasters and
promote their aims

Dedicated Power: Rusting grasp as touch attack
Languages: Common, Elven (Drow), Underworld and
Infernal. It can also communicate telepathically with
Attendant Queen Haijyin.

This wicked-looking, curved +2 dagger provides a +1 bonus to the
DC of a Fortitude save forced by the death attack of an assassin. It
also has a very finely serrated edge. This allows the wielder to use
a poison effect (as the spell, save DC 14) upon a creature struck by
the blade once per day. The wielder can decide to use the power
after he has struck. Doing so is a free action, but the poison effect
must be invoked in the same round that the dagger strikes.
Myrkky is intelligent and advises Attendant Queen Haijyin on
the most effective or efficient poisons. They frequently talk about
how to best deal with opponents, as Myrkky has existed for many
hundreds of years and been involved with countless assassinations.
Myrkky is made out of one of the legs from a fallen demonic
retriever that was killed in a hunt by its original maker, an
infernal weaponsmith.

Although Haijyin isn’t (currently) an assassin, Myrkky
is impressed with her relentless drive and ambition. It is
happy to stay with her at least for the time being, although
if an assassin of greater experience and bloodlust came
along, who's to say if it’s loyalty would remain so secure?

Attendant Queen Haijyin has a tiny viper familiar. She
keeps it on her person at all times, frequently wearing it as
a disguised hairband. She also has a medium viper animal
companion which she wears as a disguised choker.
Special Abilities
Druid Spells (Caster Level 6th)
0th (DC 14) detect poison, flare, guidance (2), resistance
1st (DC 15) endure elements, entangle, longstridet, obscuring mist
2nd (DC 16) barkskin, resist energy, summon swarm (2)
3rd (DC 17) neutral poison, plant growth, poison
Wizard Spells (Caster Level 7th)
0th (DC 15) mage hand (2), message, touch of fatigue
Lst (DC 16) chill touch, color spray, disguise self, expeditious
retreat, protection from good, summon monster I
2nd (DC 17) detect thoughts, hypnotic pattern,
misdirection, summon monster II, summon swarm
3rd (DC 18) deep slumber, phantom steed, slow,
summon monster 111
4th (DC19) crushingdespair, dimension door, hallucinatory
terrain, phantasmal killer, summon monster IV
All of Haijyins conjuration spells are casta DC +1 higher than above.

BOTTOMLESS PIT

Size/Type: Colossal Undead (Incorporeal)

Hit Dice: 21d12 (136 hp)

Initiative: +13

Speed: Fly 60 ft. (good) (12 squares)

Armor Class: 17 (-8 size, +9 Dex, +6 deflection) touch 17,
flat-footed 8

Base Attack/Grapple: +10/-

Attack: Incorporeal touch +11 melee (1d6 Constitution
drain)

Full Attack: Incorporeal touch +11 melee (1d6 Constitution
drain)

Space/Reach: 10 ft./0 ft.

Special Attacks: Constitution drain

Special Qualities: Darkvision 60 ft., daylight powerlessness,
incorporeal traits, +2 turn resistance, lifesense 60 ft.,
undead traits, unnatural aura

Saves: Fort +11, Ref +16, Will +16

Abilities: Str -, Dex 28, Con -, Int 18, Wis 18, Cha 22
Skills: Hide +33, Intimidate +30, Knowledge (geography)
+28, Knowledge (local) +28, Listen +28, Search +28, Sense
Motive +28, Spot +28, Survival +4 (+6 following tracks
AND keep from getting lost /avoiding natural hazards)
Feats: Alertness®, Blind-Fight, Combat Expertise, Combat
Reflexes, Dodge, Great Fortitude (x 2), Improved Initiative®,
Mobility, Track

Environment: Underground, can exist overground
Organization: Solitary (unique)

Challenge Rating: 10

Treasure: None

Alignment: Lawful Evil

COMBAT

The only ways for a PC to escape the creature are to:
attempt to magically Conjure (teleport) herself out of the
creature, although doing so whilst falling and taking Con
damage isn't easy

destroy the creature by attacking it from the inside as she
falls before it kills her

or by having another PC see falling party member as she
reappears at the 20 feet mark and somehow grab her.

For more information on the bottomless pit, see page 129.




CALATHGAR

Size/Type: Small Plant

Hit Dice: 6d8+12 (39)

Initiative: +8

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 16 (+4 Dex, +1 natural, +1 size), touch 15,
flat-footed 12

Base Attack/Grapple: +4/+5

Attack: Flower +7 melee (1d6+2 plus 1d6 cold) or 2 tendrils
+7 melee (1d4+2)

Full Attack: Flower +7 melee (1d6+2 plus 1d6 cold) or 2
tendrils +7 melee (1d4+2)

Space/Reach: 5 ft./ 5 ft. (10 ft. with tendrils)

Special Attacks: Seed spray (15-ft. cone, 4d6 cold damage,
Reflex DC 14 for half, usable every 1d4 rounds)

Special Qualities: Cold healing, darkvision 30 ft., immunity
to cold, low-light vision, mold mulch, plant traits, scent,
vulnerability to fire

Saves: Fort +6, Ref +6, Will +4

Abilities: Str 14, Dex 19, Con 14, Int 6, Wis 15, Cha 12
Skills: Hide +17

Feats: Blind-Fight, Combat Reflexes, Improved Initiative
Environment: cold forests

Organization: solitary, growth (2-8), garden (9-25)
Challenge Rating: 4

Treasure: Standard

Alignment: Neutral

Languages: Sylvan (cannot speak)

SPECIAL ABILITIES

Cold Healing (Ex)

Calathgars are healed by cold. Anytime a calathgar is
subjected to cold damage, it regains 1 hit point (regardless
of the amount of cold damage dealt). When in areas of
severe cold (such as arctic regions or near brown mold), a
calathgar gains fast healing 1.

Mold Mulch (Ex)

Upon being reduced to 0 hit points, a calathgar withers and
swiftly decays, transforming into a 5-foot patch of brown
mold. If a calathgar is killed by fire, the mold immediately
grows into a 10-foot patch. If it is killed in a space already
occupied by brown mold, that mold patch doubles in
size just as though fire had been brought near. The area
within 30 feet of brown mold is cold enough to activate a
calathgar’s cold healing and the persistent effect of its seed
spray. Brown mold deals 3d6 points of non-lethal cold
damage to all creatures within 5 feet of it.

Seed Spray (Ex)

Once every 1d4 rounds, up to 3 times per day, a calathgar
can expel a blast of thorny, frozen seeds in a 15-foot cone.
All creatures in this area take 4d6 points of cold damage
(Reflex DC 15 for half ). In frigid climes—areas where
the temperature is 40 degrees or colder—these seeds cling
to those they strike, dealing an additional 1d6 points
of cold damage on the following round. The save DC is
Constitution-based.

CASTLE GUARD

Human Warrior 6

Size/Type: Medium Humanoid (Human)
Hit Dice: 6d10+6 (39 hp)

Initiative: 1 (Dex 1)

Speed: 20 ft. (4 squares)

Armor Class: 18 (+5 armor, +2 shield, +1 Dex), touch 11,
flat-footed 17

Base Attack/Grapple: +6/+8

Attack: +9 flail (1d8+2)

Full Attack: +9/+4 flail (1d8+2)

Face/Reach: 5 ft./5 ft.

Saves: Fort +6, Ref +3, Will +4

Abilities: Str 15, Dex 12, Con 13, Int 12, Wis 14, Cha 12
Skills: Diplomacy +5, Intimidate +5, Listen +6, Sense
Motive +8, Spot +6, Use Rope +3

Feats: Alertness, Improved Initiative, Negotiator, Weapon
Focus (flail)

Challenge Rating: 4

Treasure: Breastplate, Flail, Heavy Steel Shield
Alignment: Lawful neutral

DECREPIT CLAY GOLEM

Size/Type: Large Construct

Hit Dice: 3d10+30 (46 hp)

Initiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 22 (+12 natural), touch 10, flat-footed 22
Base Attack/Grapple: +2/+9

Attack: Slam +5 melee (2d8+3)

Full Attack: 2 slams +5 melee (2d8+3)

Space/Reach: 10 ft./10 ft.

Special Attacks: Berserk

Special Qualities: Construct traits, damage reduction 10/
bludgeoning, darkvision 60 ft., immunity to magic, low-
light vision

Saves: Fort +1, Ref +1, Will +1

Abilities: Str 17, Dex 11, Con 0, Int 0, Wis 11, Cha 1
Skills: —

Feats: —

Environment: Any

Organization: Solitary or gang (2-4)

Challenge Rating: 5

Treasure: None

Alignment: Always neutral

Advancement: 4-11 HD (Large); 12-18 HD (Large); 19-33
HD (Huge)

Level Adjustment: —

A decrepit golem is one that has taken a significant amount
of damage over a long period, hasn't been repaired or cared
for, yet continues to function as intended, following its last
instruction. As the magic within the construct gradually fails,
anumber of its abilities cease to work as they once did, and the
creature, while still a formidable opponent for most people,
fails to hold the terror it once did for seasoned adventurers.




COMBAT

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. The uncontrolled decrepit golem
then has a 10% cumulative chance per round of collapsing
into a pile of unformed clay, and the spirit is released from
its duties within the construct. A berserk decrepit golem
attacks the nearest object smaller than itself within reach,
as its eyesight fails and it flails around wildly. Once it goes
berserk, no known method can reestablish control.
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.

A disintegrate spell slows the golem (as the slow spell) for
1d6 rounds and deals 1d12 points of damage.

An earthquake spell cast directly at a clay golem stops it
from moving on its next turn and deals 5d10 points of
damage. The golem gets no saving throw against any of
these effects.

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. For example, a
clay golem hit by the breath weapon of a black dragon heals
7 points of damage if the attack would have dealt 22 points
of damage. A clay golem gets no saving throw against
magical attacks that deal acid damage.

Size Discrepancy (Ex) Although a decrepit golem remains
Large with regard to space and reach, the amount of damage
it has taken over the years means that a number of physical
characteristics are treated as one size category smaller. A
clay golem made decrepit sees its Strength reduce by 8 and
its Dexterity increase by 2. Its natural armor decreases by 2
but it no longer suffers a size penalty to AC or attack rolls.
The damage by size it deals as a golem decreases to 2d8.

Clothed in verdant lichen and flowers of broom, meadow,
sweet, and oak, this shapely maiden has skin of velvety moss
and living grass for hair. A crown of flowers bloom within her
hair. A regal serenity graces her countenance as she approaches,
her outstretched, root-like hands brushing the tips of the tallest
grass—the wind itself whispers around her feet as patches of
clover, heather, and milkweed mark her every step.

— "> o0
Size/Type: Medium Fey
Hit Dice: 9d6+72 (103 hp)
Initiative: +10
Speed: 30 ft. (6 squares)
Armor Class: 23 (+6 Dex, +1 dodge, +6 natural), touch 17,
flat-footed 16
Base Attack/Grapple: +4/+10
Attack: 2 claws +8 melee (1d8+4) or masterwork sling +9
ranged (1d4+4)
Full Attack: 2 claws +8 melee (1d8+4) or masterwork sling
+9 ranged (1d4+4)
Special Qualities: Allergen aura (DC 22, 1d6 rounds),
change shape, damage reduction 5/cold iron, low-light
vision, spell-like abilities, verdant step, wild empathy +13
Saves: Fort +11, Ref +12, Will +11
Abilities: Str 22, Dex 22, Con 27, Int 14, Wis 17, Cha 24
Skills: Concentration +21, Diplomacy +19, Escape Artist
+13, Handle Animal +12, Hide +18 (+22 in grasslands), Heal
+9, Knowledge (nature) +14, Listen +14, Perform (wind)
+16, Search +4, Sense Motive +15,Spot +14, Survival +15
Feats: Combat Casting, Improved Initiative, Iron Will,
Dodge, Mobility
Environment: Temperate plains
Organization: Unique
Challenge Rating: 8
Treasure: Double standard (masterwork sling with 20 sling
bullets, other treasure)
Alignment: Chaotic neutral
Languages: Aklo, Common, Sylvan
Special Abilities
Allergen Aura (Ex)
Drona exudes an aura of pollen and other irritating
allergens that forces living creatures within 30 feet to make
a DC 22 Fortitude save or become sickened, coughing and
sneezing for 1d6 rounds. Creatures who successfully save
cannot be affected by Drona’s aura for 24 hours. Drona can
suppress this aura at Will as a free action. The save DC is
Constitution-based.
Change Shape (Su)
Drona can assume a single unique humanoid shape or the form
of a prairie owl once per day for up to 7 hours as if using the
spell polymorph. These hours do not need to be consecutive
and Drona can return to her normal shape as a free action.
Nature’s Infusion (Su)
Once per day, while surrounded by any field or fertile plain,
Drona may infuse herself with borrowed life energy from
nearby plants and nutrients in the ground. This ability
functions exactly like false life (CL 11th) but lasts only 1 hour.




Spell-Like Abilities
Always  active—endure  elements,  nondetection;
Constant—speak with plants; At will— create water,
dancing lights, detect animals or plants, entangle (DC 18),
plant growth, whispering wind; 3/day—command plants,
deep slumber (DC 20), modify memory (DC 21), move
earth, spike growth (DC 20), summon natures ally IV; 1/
day—fire seeds, goodberry, hallucinatory terrain (DC 21),
lesser geas (DC 20), plant shape II. Caster level 11th.

Verdant Step (Su)

Every stride taken by Drona causes small plants, grasses,

and wildflowers to sprout from the ground, though she can

suppress this effect if she desires. While within a plain of

tall grass, brush, or similar undergrowth, Drona may also

step through such plant-life and emerge at any other point

within the same field (potentially miles away). This ability

functions similar to transport via plants, but Drona can

only transport herself and does not require a plant equal to

I her size. This ability is usable three times per day.

Wild Empathy (Ex)

This works like the druid’s wild empathy class feature,

except Drona has a +6 racial bonus on the check.

Skills

Blodeuwedd Queens gain +4 to Hide and Move Silently

checks while in grasslands.

FEIGR WOLVERINE

Size/Type: Medium Animal (Fey)

Hit Dice: 3d8+9 (22 hp)

Initiative: +4

Speed: 30 ft. (6 squares), burrow 10 ft. (2 squares), climb 10 ft.
Armor Class: 15 (+4 Dex, +1 natural), touch 14, flat-footed 11
Base Attack/Grapple: +2/+3

Attack: 2 claws +3 melee (1d6+1), bite +3 (1d4+1)

Full Attack: 2 claws +3 melee (1d6+1), bite +3 (1d4+1)
Space/Reach: 5 ft./5 ft.

Special Attacks: Rage

Special Qualities: Camouflage, damage reduction 5/cold
iron, low-light vision, resistance to cold and electricity 10,
scent, spell-like abilities

Saves: Fort +5, Ref +5, Will +2; +4 on saves vs. mind-
affecting effects

Abilities: Str 13, Dex 19, Con 15, Int 4, Wis 12, Cha 12
Skills: Climb +10, Listen +7, Spot +10

Feats: Skill Focus (Spot), Toughness

Environment: Cold forests

Organization: Solitary

Challenge Rating: 3

Treasure: none
Alignment: Neutral




SPECIAL ABILITIES

Camouflage (Ex)
A feigr wolverine can use Stealth to hide in any sort of
natural terrain, even if the terrain does not grant cover or
concealment. It gains a +4 racial bonus on Stealth checks.
This bonus does not stack with any racial Stealth bonus
possessed by the base creature.
Rage (Ex)
A feigr wolverine that takes damage in combat flies into a
rage on its next turn, clawing and biting madly until either
it or its opponent is dead. It gains +4 to Strength, +4 to
Constitution, and -2 to AC. The creature cannot end its
rage voluntarily.
Spell-like Abilities
Dancing lights 3/day; entangle, faerie fire, glitterdust 1/
day. Caster Level 3rd.

FIENDISH VIPERS

Size/Type: Small Magical Beast

Hit Dice: 1d8 (6 hp)

Initiative: +3

Speed: 20 ft (4 squares), climb 20 ft., swim 20 ft.

Armor Class: 17 (+1 size, +3 Dex, +3 natural) touch 14,
flat-footed 14

Base Attack/Grapple: +0/-6

Attack: Bite +4 melee (1d2 plus poison)

Full Attack: Bite +4 melee (1d2 plus poison)
Space/Reach: 5 ft./5 ft.

Special Attacks: Poison (Fort DC 12, initial and secondary
damage 1d6 Con), smite good (+1)

Special Qualities: Darkvision 60 ft., resistance to cold 5,
resistance to fire 5, scent, spell resistance 6

Saves: Fort +4, Ref +5, Will +1

Abilities: Str 10, Dex 17, Con 15, Int 3, Wis 12, Cha 2
Skills: Balance +11, Climb +11, Hide +11, Listen +7, Spot
+7, Swim +6

Feats: Weapon Finesse

Challenge Rating: 1/2

Alignment: Neutral evil

FOREST DRAKE

Size/Type: Large Dragon (Earth)

Hit Dice: 5d12+10 (42 hp)

Initiative: +6

Speed: 30 ft. (6 squares), fly 60 ft. (average) (12 squares),
swim 30 ft.

Armor Class: 17 (+2 Dex, +6 natural, -1 size), touch 11,
flat-footed 15

Base Attack/Grapple: +5/+10

Attack: Bite +8 (1d8+4) and tail slap +3 (1d8+2)

Full Attack: Bite +8 (1d8+4) and tail slap +3 (1d8+2)
Space/Reach: 10 ft./10 ft.

Special Attacks: Acidic cloud

Special Qualities: Aquatic adaptation, darkvision 60 ft.,
immune to acid, paralysis, and sleep, low-light vision,
scent, speed surge

Saves: Fort +6, Ref +6, Will +4

Abilities: Str 19, Dex 14, Con 14, Int 9, Wis 11, Cha 12
Skills: Hide +6, Intimidate +9, Listen +8, Spot +11, Stealth
+6, Survival +6, Swim +20

Feats: Improved Initiative, Power Attack, Skill Focus (Spot)
Environment: Forests

Organization: Solitary, pair, or rampage (3-12)

Challenge Rating: 4

Treasure: Standard

Alignment: Lawful evil

Languages: Draconic

SPECIAL ABILITIES

Acidic Cloud (Su)

A forest drake can, as a standard action, spit a ball of acid
that bursts into a cloud on impact. This attack has a range
of 60 feet and deals 4d6 points of acid damage (Reflex DC
14 half) to all creatures within the resulting 10-foot-radius
spread. The cloud remains for 1d4 rounds once created,
acting as a 10-foot-radius obscuring mist (it no longer
causes damage), but a strong wind disperses it in a single
round. Once a forest drake has used its acidic cloud breath,
it cannot do so again for 1d6 rounds. The Reflex save is
Constitution-based.

Aquatic Adaptation (Ex)

A forest drake can breathe underwater indefinitely and
can freely use its breath weapon and other abilities while
underwater. The acidic cloud created by that attack
dissipates after 1 round if used underwater.

Speed Surge (Ex)

Three times per day as a swift action, a forest drake may
draw on its draconic heritage for a boost of strength and
speed to take an additional move action in that round.

GARGANTUAN BLACK PUDDING

Size/Type: Gargantuan Ooze

Hit Dice: 18d10+144 (243 hp)

Initiative: -5

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 1 (-4 size, -5 Dex), touch 1, flat-footed 1
Base Attack/Grapple: +13/+38

Attack: Slam +17 melee (3d6+12 plus 3d6 acid)

Full Attack: Slam +17 melee (3d6+12 plus 3d6 acid)
Space/Reach: 20 ft./20 ft.

Special Attacks: Acid, constrict 2d8+12 plus 2d6 acid,
improved grab

Special Qualities: Blindsight 60 ft., split, ooze traits

Saves: Fort +14, Ref +1, Will +1

Abilities: Str 27, Dex 1, Con 26, Int 0, Wis 1, Cha 1

Skills: Climb +16
Environment: Underground
Organization: Solitary
Challenge Rating: 13
Treasure: None
Alignment: Always neutral




This black pudding is 20 feet across and 3 feet thick,
weighing about 48,000 pounds.
COMBAT

A black pudding attacks by grabbing and squeezing their prey.
Special Abilities

Acid (Ex)

The creature secretes a digestive acid that dissolves organic
material and metal quickly, but does not affect stone.
Any melee hit or constrict attack deals acid damage, and
the opponents armor and clothing dissolve and become
useless immediately unless they succeed on DC 27 Reflex
saves (this save is is adjusted for its additional Hit Dice: and
higher Constitution score). A metal or wooden weapon
that strikes a black pudding also dissolves immediately
unless it succeeds on a DC 21 Reflex save. The save DCs are
Constitution-based.

The pudding’s acidic touch deals 21 points of damage per
round to wooden or metal objects, but the ooze must
remain in contact with the object for 1 full round to deal
this damage.

Constrict (Ex)

A black pudding deals automatic slam and acid damage
with a successful grapple check. The opponent’s clothing
and armor take a -4 penalty on Reflex saves against the acid.
Improved Grab (Ex)

To use this ability, a black pudding must hit with its 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, it establishes a hold and can constrict.

Split (Ex)

Slashing and piercing weapons deal no damage to a black
pudding. Instead the creature splits into two identical
puddings, each with half of the original’s current hit points
(round down). A pudding with 10 hit points or less cannot
be further split and dies if reduced to 0 hit points.

Skills

A black pudding has a +8 racial bonus on Climb checks
and can always choose to take 10 on a Climb check, even if
rushed or threatened.

GIANT FIENDISH MONSTROUS ALBINO CENTIPEDE

Size/Type: Large Vermin (Extraplanar)

Hit Dice: 5d8 (22 hp)

Initiative: +2

Speed: 40 ft. (8 squares), climb 40 ft.

Armor Class: 14 (-1 size, +2 Dex, +3 natural), touch 11,
flat-footed 12

Base Attack/Grapple: +2/+7

Attack: Bite +3 melee (1d8+1 plus poison)

Full Attack: Bite +3 melee (1d8+1 plus poison)
Space/Reach: 10 ft./5 ft.

Special Attacks: Poison (Fort DC 11; 1d4 Dex damage
initial and secondary), smite good (+5 damage)

Special Qualities: Damage reduction 5/magic, darkvision 60
ft., resistance to cold and fire 5, spell resistance 10, vermin traits
Saves: Fort +3, Ref +3, Will +1

Abilities: Str 13, Dex 15, Con 10, Int 3, Wis 10, Cha 2
Skills: Climb +10, Hide +6, Spot +4

Feats: Weapon Finesse®

Environment: Any evil-aligned plane, forest
Organization: Solitary or colony (2-5)

Challenge Rating: 3

Treasure: None

Alignment: Chaotic evil

Monstrous centipedes tend to attack anything that resembles
food, biting with their jaws and injecting their poison.
Skills: Monstrous centipedes have a +4 racial bonus on Spot
checks, and a +8 racial bonus on Climb and Hide checks.
They can use either their Strength or Dexterity modifier for
Climb checks, whichever is higher. Monstrous centipedes
can take 10 on Climb checks, even if threatened or distracted.

GRAVEWRAP

Size/Type: Huge Plant

Hit Dice: 9d8+54 (94 hp)

Initiative: +1

Speed: 10 ft. (2 squares)

Armor Class: 18 (-2 size, +1 Dex, +9 natural), touch 9, flat-
footed 17

Base Attack/Grapple: +6/+21

Attack: Tendril (main) +11 melee (3d8+7)

Full Attack: Tendril (main) +11 melee (3d8+7) and 2
tendrils +6 melee (1d8+2)

Space/Reach: 15 ft./15 ft.

Special Attacks: Engulf, improved grab, paralysis

Special Qualities: Low-light vision, plant traits,
regeneration 10

Saves: Fort +12, Ref +4, Will +5

Abilities: Str 24, Dex 12, Con 22, Int 3, Wis 10, Cha 3
Skills: Hide +9, Listen +2, Move Silently +1, Spot +2
Feats: Alertness, Improved Natural Attack, Iron Will,
Power Attack

Environment: Graveyards and burial sites

Organization: Solitary

Challenge Rating: 6

Treasure: 1/10th coins; 50% goods; 50% items
Alignment: Always neutral

Advancement: 10-16 HD (Huge); 17-27 HD (Gargantuan)
A gravewrap can quickly smother anything up to a length
of 15 feet. It weighs about 2,500 pounds.

Animals and other plant creatures are unnerved by the
presence of a gravewrap. They avoid it and any place it has been
within the last 24 hours as it has the air of an undead shrine.
COMBAT

Slowly and steadily moving over stone sarcophagi and
tombstones alike (making them looking like nothing more
than a large bushes), a gravewrap attacks stealthily, showing
no fear. It attempts to engulf as much flesh as it can, as
quickly as it can, whenever a person passes within range.
Special Abilities

Improved Grab (Ex)

To use this ability, a gravewrap must hit a creature at least
one size smaller than itself with its main tendril 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, it establishes a hold and can try to engulf the
opponent in the following round. A gravewrap can also
use its improved grab ability on a side tendril attack. If it
wins the grapple check, it establishes a hold, picks up the
opponent, and transfers it to under its bulk as a free action,
automatically dealing main tendril damage.
Engulf/Paralysis (Ex)

A gravewrap can try to wrap a Medium or smaller creature
in its body as a standard action. The gravewrap attempts a
grapple that does not provoke an attack of opportunity. If it
wins the grapple check, it establishes a hold and strikes the
engulfed victim with a +4 bonus on its attack roll. It can still
use its whip-like tail to strike at other targets.

Once under the plants mass, the opponent must succeed
on a DC 20 Fortitude save or be paralyzed for 3d6 rounds
by the gravewraps naturally poisonous juices, taking 2d6
points of acid damage per round. A new save is required each
round inside the plant. The save DC is Constitution-based.
A smothered creature that avoids paralysis can climb out of
the mass with a successful grapple check. This returns it to
edge of the plant’s mass where another successful grapple
check is needed to get free. A smothered creature can also
cut its way out by using a light slashing or piercing weapon
to deal 25 points of damage to the gravewrap’s interior
(AC 14). Once the creature exits, the plant’s regenerative
capacity closes the hole; another swallowed opponent must
cut its own way out. A Huge gravewrap’s bulk can smother
2 Large, 8 Medium, 32 Small, 128 Tiny, or 512 Diminutive
or smaller opponents.

Regeneration (Ex)

Slashing weapons and fire deal normal damage to a
gravewrap A gravewrap that loses part of its overall mass
can regrow it in 1d6 minutes. Placing the severed portion
against the mass enables it to reattach instantly.

GRINNING RAGAMUFFINS

Skills: Balance +13, Bluff +11, Climb +11, Hide +13, Jump
+11, Knowledge (local) +13, Listen +11, Move Silently +13,
Spot +11, Tumble +13

Feats: Improved Initiative, Point Blank Shot, Rapid Shot,
Weapon Focus (light crossbow)

Challenge Rating: 8

Treasure: Light Crossbow (20 Bolts), Morningstar, Studded
Leather Armor

Alignment: Lawful evil

Languages: Common, Draconic, Dwarven

HOARLING

Human Rogue 8

Size/Type: Medium Humanoid (Human)

Hit Dice: 8d6 (28 hp)

Initiative: +7

Speed: 30 ft. (6 squares)

Armor Class: 16 (+3 armor, +3 Dex), touch 13, flat-footed 13
Base Attack/Grapple: +6/+7

Attack: Morningstar +7 melee (1d8+1) or light crossbow
+10 ranged (1d8/19-20)

Full Attack: Morningstar +7/+2 melee (1d8+1) or light
crossbow +8/+8/+3 ranged (1d8/19-20)

Space/Reach: 5 ft./5 ft.

Special Attacks: Sneak attack +4d6

Special Qualities: Evasion, improved uncanny dodge,
Trapfinding, trapsense +2, uncanny dodge

Saves: Fort +2, Ref +9, Will +2

Abilities: Str 12, Dex 17, Con 11, Int 14, Wis 11, Cha 10
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Size/Type: Small Elemental (Water, Extraplanar)

Hit Dice: 2d8+2 (11 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 size, +6 natural), touch 11, flat-footed 17
Base Attack/Grapple: +1/-1

Attack: Freezing touch +4 melee touch (1d8 cold plus
hoarburn) or slam +4 melee (1d3+3 plus hoarburn)

Full Attack: Freezing touch +4 melee touch (1d8 cold plus
hoarburn) or slam +4 melee (1d3+3 plus hoarburn)
Space/Reach: 5 ft./5 ft.

Special Attacks: Hoarburn, hoarfreezing aura

Special Qualities: Damage reduction 5/magic, darkvision
60 ft., elemental traits, immunity to cold, flake weapons,
vulnerability to fire

Saves: Fort +3, Ref +3, Will +0

Abilities: Str 15, Dex 11, Con 13, Int 8, Wis 10, Cha 10
Skills: Climb +4, Spot +3

Feats: Great Fortitude

Environment: Elemental Plane of Water

Organization: Solitary, gang (2-4), or squad (6-10)
Challenge Rating: 3

Treasure: Standard coins; standard goods (nonliquids
only); standard items (nonliquids only)

Alignment: Always chaotic neutral

Advancement: 3-4 HD (Small); 5-6 HD (Medium)

Level Adjustment: —

Hoarlings are small, human-shaped beings from the
Elemental Plane of Water that radiate intense cold and are
wreathed in an aura of freezing mist. A typical hoarling is 4
feet tall and weighs 350 pounds.

Hoarlings speak Aquan.

COMBAT

Although small, hoarlings are dangerous opponents.
Their touch is effective against those who lack protection
or immunity from cold and freezing, but if faced with
opponents who have immunity to cold, hoarlings rely on
their slam attack. In any case, hoarlings are not valiant
fighters. They usually flee if injured, although often only far
enough to set up a freezing ambush for their enemies.

A hoarling’s natural weapons are treated as magic weapons
for the purpose of overcoming damage reduction.

Brittled Weapons (Ex)

Any metal weapon that strikes a hoarling must succeed on a
DC 12 Fortitude save or become brittle, cracked, and flaky.




Another strike by the same weapon causes it to be destroyed
if it fails a second save. Wood weapons are destroyed after
only one failed save. The save DC is Constitution-based.
Hoarfreezing Aura (Ex)

A hoarling radiates extremely low temperatures that
removes heat faster than it can be replaced from nearby
sources such as flames or warm objects, and any creature
that starts its turn within 20 feet of a hoarling must succeed
ata DC 12 Fortitude save or take 1d6 points of cold damage,
becoming covered by a coating of white ice crysyals. The
save DC is Constitution-based.

HULDRA

Size/Type: Medium Fey

Hit Dice: 7d6+14 (38 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 16 (+3 Dex, +3 natural), touch 13, flat-footed 13
Base Attack/Grapple: +3/+7

Attack: Slam +7 melee (1d6+4) or tail slap +7 melee (1d6+4
plus 1d4 Cha damage)

Full Attack: Slam +7 melee (1d6+4) or tail slap +7 melee
(1d6+4 plus 1d4 Cha damage)

Space/Reach: 5 ft./5 ft.

Special Attacks: Lashing tail, manipulate luck

Special Qualities: Darkvision 60 ft., immune to charm and
compulsion effects, low-light vision, regeneration 3 (acid or
fire), resistance to cold 10, scent

Saves: Fort +4, Ref +8, Will +7

Abilities: Str 19, Dex 17, Con 14, Int 12, Wis 14, Cha 19
Skills: Bluff +16, Concentration +8, Disguise +16, Escape
Artist +13, Hide +13, Knowledge (nature) +11, Listen +10,
Spot +10, Use Magic Device +14

Feats: Deceitful, Dodge, Mobility, Power Attack
Environment: Cold forests and mountains

Organization: Solitary, pair, or family (3-8)

Challenge Rating: 4

Treasure: Standard

Alignment: Chaotic neutral

Languages: Common, Giant, Skald, Sylvan

SPECIAL ABILITIES

Lashing Tail (Su)

A huldra’s tail slap is a primary attack. In addition, each
time a huldra damages a creature with her tail slap, she deals
1d4 points of Charisma damage, causing her target to grow
progressively more deformed and ugly with each strike. A
DC 15 Fortitude save negates the Charisma damage. The
save DC is Constitution-based.

Manipulate Luck (Su)

Once per day, a huldra can manipulate another creature’s
luck by spending a full-round action, during which the
huldra must remain in physical contact with the target
creature. When the huldra uses this ability, she must
choose whether she is imparting good luck or bad luck.
A creature granted good luck gains a +2 luck bonus on
all saving throws, attack rolls, and skill checks, while a
creature afflicted with bad luck takes a -4 penalty on all
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saving throws, attack rolls, and skill checks. A DC 17 Will
save negates the effect. Huldras cannot be the target of this
ability. This effect lasts for 24 hours and is a curse effect. The
save DC is Charisma-based.
Spell-Like Abilities
detect snares and pits, endure elements, pass without
trace constant; charm person (DC 15), daze monster
(DC 16), wood shape 3/day; deep slumber (DC 17) 1/
day. Caster Level 4th.

ILMEETON PIRU, QUEEN HAIJYIN’S CONFIDANTE

Faceless Devil Monk 2

Size/Type: Large Outsider (Evil, Extraplanar, Lawful)

Hit Dice: 10d8+50 plus 2d8+10 (114 hp)

Initiative: +5

Speed: 40 ft. (8 squares)

Armor Class: 29 (-1 size, +5 Dex, +10 natural, +4 Wis, +1
Two-Weapon Defence), touch 18, flat-footed 23

Base Attack/Grapple: +11/+20

Attack: Unarmed strike +14 melee (1d8+4) OR +2 kukri
+16 (1d6+6/15-20) OR +1 seeking unholy sling +17 ranged
(1d6+5)

Full Attack: Unarmed strike +14/+9 melee (1d8+4) OR +2
kukri +16/+11 melee (1d6+6/15-20) and +2 kukri +16/+11
melee (1d6+6/15-20) OR flurry of blows +13/+13 melee
(1d8+4) OR +1 seeking unholy sling +17/+12 (1d6+5)
Space/Reach: 10 ft./10 ft.

Special Attacks: Bloodletting, dance of blades, spell-like abilities
Special Qualities: Damage reduction 10/good, darkvision
60 ft., evasion, immunity to fire and poison, resistance to
acid 10 and cold 10, see in darkness, spell resistance 21,
telepathy 100 ft.

Saves: Fort +10, Ref +11, Will +10

Abilities: Str 18, Dex 20, Con 19, Int 12, Wis 18, Cha 20
Skills: Bluff +15, Concentration +18, Diplomacy +8,
Disguise +2 (+4 acting), Hide +17, Intimidate +17,
Knowledge (arcana) +15, Listen +19, Move Silently +21,
Search +15, Sense Motive +17, Spot +19, Survival +2 (+4
following tracks)

Feats: Alertness, Combat Reflexes, Improved Critical
(kukri), Improved Two-Weapon Fighting, Improved
Unarmed Strike, Stunning Fist, Two-Weapon Defence,
Two-Weapon Fighting

Environment: HEL or plane of current contract
Organization: Solitary

Challenge Rating: 11

Treasure: +2 kukri (x2), +1 seeking unholy sling, +1
bullets (12), infernal belt of physical perfection +2, sandals
of the lightest step

Alignment: Always lawful evil

Ilmeeton Piru can understand but does not speak Infernal
Ilmeeton Piru’s natural weapons, as well as any weapons
she wields, are treated as evil-aligned and lawful-aligned
for the purpose of overcoming damage reduction.




Special Abilities
Bloodletting (Ex)
The faceless take pride in knowing the vital areas of their
targets. If one successfully hits an opponent twice in the
same round of combat, it has opened a gaping wound in a
vital area, such as the neck or femoral artery. This deals an
additional 2d6 points of bleed damage. Should the faceless
land three blows in the same round, this increases to 3d6
points of bleed damage. Anyone with the bad luck to be
on the receiving end of four hits in a single round takes
3d6 points of bleed damage as above and must succeed at a
Fortitude save (DC 15) or die, as though they had sustained
massive damage. Creatures immune to critical hits are
immune to bloodletting
Dance of Blades (Ex)
The faceless learn to perform hypnotizing tricks with their
weapons during combat. This entails walking the blades
over their knuckles, waving them in front of a target until
they blur, or even juggling them. A faceless can attempt the
dance of blades as a standard action. Any target that watches
this display must make a successful Will save (DC 20) or be
dazed for 1 round. The save DC is Charisma-based.
Spell-Like Abilities
At will—bull’s strength, charm person (DC 16),
polymorph (self only). 1/day—greater invisibility,
nightmare (DC 20), teleport. Caster level 10th. The save
DCs are Charisma-based
At will—greater teleport (self plus 50 pounds of objects
only), fly, invisibility (self only), major image (DC 15),
polymorph (self only), wall of ice. Caster level 12th. The
save DC is Charisma-based.
TACTICS

Despite the strict rules of her employment, any semblance
of honor disintegrates once Ilmeeton Piru engages in
combat and feels confident of victory. She polymorphs
herself to avoid detection or lurks invisibly in the shadows,
waiting to catch her prey with its back turned. Alternatively,
she uses other spell-like abilities, such as charm person or
nightmare, to first distract a target, then find a weak spot
and exploit her cruel bloodletting talent.

JAA-ISANTA, COLD RIDER"

Size/Type: Medium Fey (Cold)

Hit Dice: 13d6+52 (97 hp)

Initiative: +7

Speed: 30 ft. (6 squares)

Armor Class: 22 (+9 armor, +3 Dex), touch 13, flat-footed 19
Base Attack/Grapple: +6/+9

Attack: +2 icy burst glaive +12/+7 melee (1d10+6 plus 1d6 cold,
Crit/x3+1d10 cold) or gore +4 melee (2d6+1 plus 1d6 cold)
Full Attack: +2 icy burst glaive +12/+7 melee (1d10+6 plus 1d6
cold, Crit/x3+1d10 cold) or gore +4 melee (2d6+1 plus 1d6 cold)
Special Qualities: Darkvision 60 ft., fast healing 5,
icewalking, immunity to cold, low-light vision, spell
resistance 19, susceptible to shatter, vulnerability to fire,
vulnerability to sonic

Saves: Fort +8, Ref +11, Will +10

Abilities: Str 17, Dex 16, Con 18, Int 16, Wis 15, Cha 17

Skills: Concentration +12, Handle Animal +13, Hide +17,
Intimidate +10, Jump +19, Listen +18, Knowledge (nature)
+12, Move Silently +17, Ride +19, Sense Motive +13, Spot
+18, Tumble +11
Feats: Improved Initiative, Mounted Combat, Ride-By
Attack, Trample, Weapon Focus (glaive)
Languages: Common, Elven, Sylvan
Environment: Any cold
Organization: Solitary, pair, or cavalry (3-12)
Challenge Rating: 8
Treasure: Standard
Alignment: Chaotic evil
Icewalking (Ex)
A cold rider and any creature it rides can move across icy
surfaces without penalty and do not need to make Balance
checks to run or charge on ice. They may climb icy surfaces
as if under the effects of the spider climb spell.
Implements of Ice (Su)
A cold rider wears full plate armor and wields a +2 icy burst
glaive made of magical ice as hard as steel. Its armor does
not restrict it in any way. When a cold rider dies, its armor
and glaive melt into water in 1d6 rounds.
Spell-Like Abilities
Constant—pass without trace; at will—chill metal
(DC 15), deep slumber (DC 16), ghost sound (DC 13),
obscuring mist, phantom steed, ray of frost; 1/day—
freedom of movement, ice storm. Caster level 13th.
Susceptible to Shatter (Ex)
A shatter spell deals 3d6 points of damage to a cold rider (no
save) and reduces its armor bonus by 2 for 1 minute. Shatter
spells automatically overcome a cold rider’s spell resistance.

:_ JEALOUS, DISTORTED HIDDEN ONE (SHADOW)

Size/Type: Medium Undead (Incorporeal)

Hit Dice: 3d12 (19 hp)

Initiative: +2

Speed: Fly 40 ft. (good) (4 squares)

Armor Class: 13 (+2 Dex, +1 deflection), touch 13, flat-
footed 11

Base Attack/Grapple: +1/-

Attack: Incorporeal touch+3 melee (1d6 Cha)

Full Attack: Incorporeal touch+3 melee (1d6 Cha)
Space/Reach: 5 ft./10 ft.

Special Attacks: Create spawn, charisma damage, distorted
extended reach (10 ft.)

Special Qualities: Darkvision 60 ft., incorporeal traits, +2
turn resistance, partial or total concealment in shadows
(20% miss chance), undead traits

Saves: Fort +1, Ref +3, Will +4

Abilities: Str 0, Dex 14, Con 0, Int 6, Wis 12, Cha 13
Skills: Hide +8%, Listen +7, Search +4, Spot +7

Feats: Alertness, Dodge

Environment: Any

Organization: Solitary or gang (2-5), or swarm (6-11)
Challenge Rating: 5

Treasure: None

Alignment: Always chaotic evil




Advancement: 4-9 HD (Medium)

Level Adjustment: —

Charisma Damage (Su)

The touch of a jealous shadow deals 1d6 points of Charisma
damage to a living foe. A creature reduced to Charisma 0
by a jealous shadow falls unconscious and then dies in 2d4
rounds. This is a negative energy effect.

Create Spawn (Su)

Any humanoid reduced to Charisma 0 by a shadow becomes a
shadow under the control of its killer within 1d4 rounds of dying.
Distorted Shadow (Su)

Not bound by the limitations of physical creatures, some
shadows can flicker and distort like their namesakes,
stretching out to touch victims over much greater distances.
These shadows possess the Advanced creature simple
template, but instead of gaining a bonus to natural armor,
increase their reach with their incorporeal touch by 10 feet.
Hidden One (Su)

While all shadows are stealthy, some are especially effective at
concealing themselves in areas of dim and shifting light. Rather
than making Stealth skill checks, these shadows simply have
partial or even total concealment among normal shadows,
adding a 20% miss chance to their already formidable ability
to shrug off many mundane sources of damage.

Skills

Shadows have a +2 racial bonus on Listen and Spot checks
and a +4 racial bonus on Search checks. A shadow gains a +4
racial bonus on Hide checks in areas of shadowy illumination.
In brightly lit areas, it takes a -4 penalty on Hide checks.

Size/Type: Medium elemental (earth, extraplanar)
Hit Dice: 4d8+12 (30 hp)
Initiative: +5

Speed: 30 ft. (6 squares), earth glide

Armor Class: 15 (+1 Dex, +4 natural), touch 11, flat-footed 14
Base Attack/Grapple: +3/+5

Attack: Slam +5 melee (1d6+3 plus calcification)

Full Attack: Slam +5 melee (1d6+3 plus calcification)
Special Attacks: Thirst aura (20 ft., DC 14)

Special Qualities: amorphous, compression, darkvision
60 ft., damage reduction 10/bludgeoning, elemental traits,
lime powder form, tremorsense 30 ft.

Saves: Fort +6 Ref +2, Will +3

Abilities: Str 14, Dex 13, Con 16, Int 10, Wis 11, Cha 10
Skills: Hide +4%, Listen +4, Move Silently +4%, Spot +4
Feats: Improved Initiative, Iron Will

Environment: Any rocky

Organization: Solitary, pair, or nest (3-4)

Challenge Rating: 3

Treasure: Standard

Alignment: Neutral evil

Languages: Limeys speak Terran, and understand Common.
SPECIAL ABILITIES

Calcification (Su)
A creature struck by a limey’s slam attack must succeed on
a DC 14 Will save or immediately calcify for 1d3+1 rounds,
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as if affected by a flesh to stone spell (caster level 11th).
There is no limit to the number of Hit Dice a limey can
affect with this ability. The save DC is Constitution-based.
Earth Glide (Ex)

A limey can glide through stone, dirt, or almost any other
sort of earth except metal as easily as a fish swims through
water. Its burrowing leaves behind no tunnel or hole, nor
does it create any ripple or other signs of its presence. A
move earth spell cast on an area containing a burrowing
limey flings it back 30 ft, stunning the creature for 1 round
unless it succeeds on a DC 15 Fort save.

Lime Powder Form (Su)

As a standard action, a limey can cause its humanoid form
to collapse into a pile of animated lime powder. In this form,
treat the limey as if it were a small earth elementalMM
made out of lime. The limey retains its compression and
thirst aura abilities when in lime powder form, but loses
its calcification attack and its damage reduction, as its lime
powder body in this form is much more compact and easier
to scatter with solid weapon blows.

Thirst Aura (Su)

A limey radiates a 20-foot-radius spread that makes creatures
feel dehydrated, as if all water within them has been sucked
away. Any creature in the area must succeed on a DC 14 Will
save or take 1d6 points of subdual damage, and affected by
the effects of fatigue for 1d3+1 rounds. There is no limit to
the number of Hit Dice a limey can affect with this ability.
A creature that successfully saves is immune to that limey’s
thirst aura for 24 hours. The save DC is Constitution-based.
Skills: *Limeys have a +4 racial bonus on Hide and Move
Silently checks made in rocky areas.

LUMI VALKEA VALTATYTAR

Female Human Expert 3 (Snow White, Valta’s daughter)
Size/Type: Medium Humanoid (Human)

Hit Dice: 3d6 (13 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 13 (+3 Dex), touch 13, flat-footed 10

Base Attack/Grapple: +2/+3

Attack: Unarmed strike +5 melee (1d3+1 nonlethal) OR
small silvered rapier +5 melee (1d4)

Full Attack: Unarmed strike +5 melee (1d3+1 nonlethal)
OR small silvered rapier +5 melee (1d4)

Space/Reach: 5 ft. / 5 ft.

Saves: Fort +1, Ref +4, Will +3

Abilities: Str 13, Dex 17, Con 10, Int 16, Wis 10, Cha 17
Skills: Decipher Script +8, Diplomacy +11, Gather
Information +6, Knowledge (history) +9, Knowledge
(local) +9, Knowledge (nobility and royalty) +9, Listen +6,
Sense Motive +8, Speak Language +3, Spot +6

Feats: Diligent, Negotiator, Weapon Finesse

Challenge Rating: 2

Treasure: Small Silvered Rapier (dagger)

Alignment: Lawful good

Languages: Aquan, Common, Giant, Gnome, Halfling,
Sylvan, Terran




Male Minotaur Ranger 2

Size/Type: Large Monstrous Humanoid
Hit Dice: 8d10+16 (61 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 20 (+6 armor, -1 size, +5 natural), touch 9,
flat-footed 20

Base Attack/Grapple: +8/+12

Attack: Chevalsille (Silver Battleaxe) +8 melee (2d6+4/
x3) or Feybane (Cold Iron Battleaxe) or Gore +5 melee
(1d6+1/x2)

Full Attack: Chevalsille (Silver Battleaxe) +8/+3 melee
(2d6+4/x3) and Feybane (Cold Iron Battleaxe) +7 melee
(2d6+2/x3) or Gore +5 melee (1d6+1/x2) and Greataxe
+10/+5 melee (3d6+4/x3)

Space/Reach: 10 ft./10 ft.

Special Attacks: Powerful charge (gore +11, 2d6+6)
Special Qualities: Darkvision 60 ft., favored enemy (fey
+2), natural cunning, track +1, wild empathy +0

Saves: Fort +9, Ref +8, Will +6

Abilities: Str 17, Dex 10, Con 15, Int 10, Wis 12, Cha 7
Skills: Bluff -2 (+0 vs. fey), Climb +8, Fly -2, Heal +8, Hide
+7, Intimidate +9, Listen +16 (+18 vs. Fey), Move Silently
+7, Sense Motive +1 (+3 vs. fey), Spot +16 (+18 vs. fey),
Survival +14 (+16 vs. fey, +15 to track), Swim +12

Feats: Great Fortitude, Improved Bull Rush, Power Attack,
Self-Sufficient, Two-weapon Fighting

Environment: The Haunted Forest

Organization: Unique

Challenge Rating: 5

Treasure: +3 studded leather (shaped to accommodate a
minotaur’s horns and not suitable to fit another humanoid
without modification), Chevalsille (Silver Battleaxe), Feybane
(Cold Iron Battleaxe), greataxe, minotaur chain (minotaur
only), potion of cure serious wounds, potion of displacement
Alignment: Neutral good

Languages: Giant

MANDRAGORA

Size/Type: Small Plant

Hit Dice 5d8+15 (37 hp)

Initiative: +4

Speed: 40 ft., burrow 10 ft., climb 40 ft.

Armor Class: 17 (+4 Dex, +2 natural, +1 size), touch 15,
flat-footed 13

Base Attack/Grapple: +3/+8 grapple

Attack: Bite +8 melee (1d6+2 plus grab) or 2 slams +8
melee (1d4+2 plus poison)

Full Attack: Bite +8 melee (1d6+2 plus grab) or 2 slams +8
melee (1d4+2 plus poison)

Space/Reach: 5 ft./5 ft. (10 ft. with slam)

Special Attacks: Blood drain (1d2 Constitution), poison
(Fort DC 15, confusion and fatigue, only the “act normally”
result on the confusion behavior table ends the effect), shriek

Special Qualities: Low-light vision, plant traits, resistance to
acid/cold/electricity 5, vulnerable to supernatural darkness
Saves: Fort +7, Ref +7, Will +2

Abilities: Str 15, Dex 18, Con 17, Int 8, Wis 13, Cha 10
Skills: Climb +10, Hide +14 (+22 in vegetation), Spot +9,
Racial Modifiers +8 Climb, +8 Stealth in vegetation

Feats: Lightning Reflexes, Skill Focus (Spot), Weapon
Finesse

Environment: Cold or temperate forests

Organization: Solitary, pair, or grove (3-12)

Challenge Rating: 4

Treasure: Standard

Alignment: Chaotic evil

Languages: Abyssal, Common

SPECIAL ABILITIES

Shriek (Su) Once per day as a standard action, a mandragora
can give voice to an unsettling shriek. All creatures within a
30-foot spread of a shrieking mandragora must make a DC 15
Will save or become nauseated for 1d4 rounds. This is a sonic,
mind-affecting ability. The save DC is Constitution-based.
Vulnerable to Supernatural Darkness (Ex) In areas of
supernatural darkness (such as those created by deeper darkness,
but not by darkness), a mandragora is slowed, as the slow spell.

SKELETON, BURNING

Size/Type: Medium Undead
Hit Dice: 1d12 (6 hp)
Initiative: +5

Speed: 30 ft. (6 squares)
Armor Class: 15 (+1 Dex, +2 armor, +2 natural), touch 11,
flat-footed 12

Base Attack/Grapple: +0/+1

Attack: Scimitar +1 melee (1d6+1 plus 1d6 fire, Crit 18-20/
x2) or claw +1 melee (1d4+1 plus 1d6 fire)

Full Attack: Scimitar +1 melee (1d6+1 plus 1d6 fire, Crit
18-20/x2) or claw +1 melee (1d4+1 plus 1d6 fire)

Special Attacks: Fiery aura (1d6 fire damage), fiery death
(5-ft.-radius, 1d6 fire, Reflex DC 10 halves damage)
Special Qualities: Damage reduction 5/bludgeoning, darkvision
60 ft., immunity to fire, vulnerability to cold, undead traits
Saves: Fort +1, Ref +1, Will +2

Abilities: Str 13, Dex 13, Con —, Int —, Wis 10, Cha 1
Feats: Improved Initiative

Challenge Rating: %>

Treasure: None

Alignment: Always neutral evil

Fiery Aura (Ex)

Creatures adjacent to a burning skeleton take 1d6 points
of fire damage at the start of their turn. Anyone striking a
burning skeleton with an unarmed strike or natural attack
takes 1d6 points of fire damage.

Fiery Death (Su)

A burning skeleton explodes into a burst of flame when it dies.
Anyone adjacent to the skeleton when it is destroyed takes
1d6 points of fire damage per 2 Hit Dice the skelton possessed
(minimum 1d6). A Reflex save (DC = 10 + % the skeleton’s Hit
Dice + the skeleton’s Cha bonus) halves this damage.
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SKELETON, BURNING, GOLD-CLAD

Size/Type: Medium Undead

Hit Dice: 1d12+3 (9 hp)

Initiative: +3

Speed: 20 ft. (4 squares)

Armor Class: 16 (-1 Dex, +2 armor, +5 natural), touch 9,
flat-footed 16

Base Attack/Grapple: +0/+2

Attack: Scimitar +2 melee (1d6+2 plus 1d6 fire, Crit 18-20/
x2) or claw +2 melee (1d4+2 plus 1d6 fire)

Full Attack: Scimitar +2 melee (1d6+2 plus 1d6 fire, Crit
18-20/x2) or claw +2 melee (1d4+2 plus 1d6 fire)

Special Attacks: Fiery aura (1d6 fire damage), fiery death
(5-ft.-radius, 1d6 fire, Reflex DC 10 halves damage)
Special Qualities: Damage reduction 5/bludgeoning,
darkvision 60 ft, immunity to fire, light fortification,
vulnerability to cold, vulnerability to electricity, undead traits
Saves: Fort +1, Ref -1, Will +2

Abilities: Str 15, Dex 8, Con —, Int —, Wis 10, Cha 1
Feats: Improved Initiative, Toughness®

Challenge Rating: 1

Treasure: None

Alignment: Always neutral evil

Fiery Aura (Ex)

Creatures adjacent to a gold-clad burning skeleton take
1d6 points of fire damage at the start of their turn. Anyone
striking a gold-clad burning skeleton with an unarmed
strike or natural attack takes 1d6 points of fire damage.
Fiery Death (Su)

A gold-clad burning skeleton explodes into a burst of flame
when it dies. Anyone adjacent to the skeleton when it is
destroyed takes 1d6 points of fire damage per 2 Hit Dice
the skeleton possessed (minimum 1d6). A Reflex save (DC
= 10 + % the skeleton’s Hit Dice + the skeleton’s Wis bonus)
halves this damage.

Light Fortification (Ex)

Whenever a critical hit or sneak attack is scored against a
gold-clad burning skeleton, there is a 25% chance that the
extra damage is negated and damage is rolled normally.

SNIPERS

Special Qualities: Evasion, improved uncanny dodge,
Trapfinding, trapsense +2, uncanny dodge

Saves: Fort +2, Ref +9, Will +2

Abilities: Str 12; Dex 17; Con 11; Int 14; Wis 11; Cha 10
Skills: Balance +13, Bluff +11, Climb +11, Hide +13, Jump
+11, Knowledge (local) +13, Listen +11, Move Silently +13,
Spot +11, Tumble +13

Feats: Improved Initiative, Point Blank Shot, Rapid Shot,
Weapon Focus (light crossbow)

Challenge Rating: 7

Treasure: Heavy Mace, Light Crossbow (20 bolts), Studded
Leather Armor

Alignment: Lawful evil

Languages: Common, Draconic, Dwarven
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TEAR OF BURNING FLAME

Human Rogue 8

Size/Type: Medium Humanoid (Human)

Hit Dice: 6d6 (21 hp)

Initiative: +7

Speed: 30 ft.

Armor Class: 16 (+3 armor, +3 Dex), touch 13, flat-footed 13
Base Attack/Grapple: +6/+7

Attack: Heavy mace +7 melee (1d8+1) or light crossbow +9
ranged (1d8/19-20)

Full Attack: Heavy mace +7/+2 melee (1d8+1) or light
crossbow +8/+8/+3 ranged (1d8/19-20)

Space/Reach 5 ft./5 ft.

Special Attacks: Sneak attack +4d6
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Size/Type: Small ooze (fire)

Hit Dice: 5d10+35 (62 hp)

Initiative: -5

Speed: 10 ft. (2 squares), climb 10 ft.

Armor Class: 6 (-5 Dex, +1 size), touch 6, flat-footed 6

Base Attack/Grapple: +3/+5

Attack: Slam +7 melee (1d6+3 plus burn and grab) or -1

ranged (by spell)

Full Attack: Slam +7 melee (1d6+3 plus burn and grab) or

-1 ranged (by spell)

Special Attacks: Burn (1d6, DC 19), constrict (1d6+3), symbiosis

Special Qualities: Blindsight 60 ft., damage reduction

5/—, immunity to fire, ooze traits, spell-like abilities, spell

resistance 17, telepathy 100 ft., vulnerability to cold

Saves: Fort +8, Ref -4, Will -2

Abilities: Str 14, Dex 1, Con 24, Int 4, Wis 5, Cha 1

Skills: Climb +12, Hide +2, Move Silently +1

Feats: Ability Focus (symbiosis), Toughness, Weapon

Focus (slam)

Languages: Common

Environment: Any land

Organization: Solitary or pack (2-6)

Challenge Rating: 6

Treasure: None

Alignment: Usually chaotic neutral

Advancement: —

Level Adjustment: —

Spell-Like Abilities
At will—detect thoughts (DC 7), produce flame; 3/
day—searing light. Caster level 5th. The save DCs are
Charisma-based.

Symbiosis (Ex)

As part of a constrict attack, a tear of burning flame can

attempt to forcefully inhabit a humanoid victim’s body.

A DC 21 Fortitude save resists this intrusion and renders

immunity to that ooze’s symbiosis ability for 24 hours; failure

means the ooze spends a full-round action inhabiting its

new host. Once absorbed, the ooze grants incredible boons

to willing hosts, or slowly incinerates unwilling victims.

A willing host ceases aging, is sustained as if wearing a ring

of sustenance, and becomes sterile. He or she also gains the

fire subtype, spell resistance, and telepathic abilities of the




tear of burning flame. A host can use the creature’s spell-like
abilities, with save DCs calculated using the host's Hit Dice
and Charisma score, although daily limits of powers still
apply. Damage dealt to the host does not harm the ooze.
Unwilling victims are granted no abilities, and are instead
tortured with searing pain. Victims take automatic burn
damage each round, and must succeed on a DC 21 Fortitude
save or become nauseated for 1d4 rounds. While this occurs,
the ooze may telepathically appeal to the host for control
of the body to prevent further pain (treat control as magic
jar, with no receptacle required). The ooze may vacate the
body of a host as a full-round action, bursting forth in a
protoplasmic expulsion, dealing double burn damage. A
victim may attempt to expel the creature from his or her
body as a full-round action with a DC 21 Fortitude save,
but each attempt results in automatic burn damage from the
ooze, and damage from the creature’s violent exit if successful
(as if the ooze had left voluntarily). Remove curse expels the
creature, if the caster succeeds on a DC 21 caster level check.
The save DCs are Constitution-based.

TWISTED TREANT

Size/Type: Large Plant (Fey)

Hit Dice: 12d8+36 (90 hp)

Initiative: +3

Speed: 40 ft. (8 squares)

Armor Class: 22 (+3 Dex, +11 natural, -2 size), touch 11,
flat-footed 19

Base Attack/Grapple: +9/+20

Attack: Slam +14 melee (1d8+6/19-20) or rock +11 ranged
(1d8+10)

Full Attack: 2 slams +14 (1d8+6/19-20) or rock +11
ranged (1d8+10)

Space 15 ft.; Reach 15 ft.

Special Attacks: Rock throwing (180 ft.), trample
(2d6+9, DC 25)

Special Qualities: Animate trees, damage reduction 10/
cold iron, damage reduction 10/slashing, double damage
to objects, low-light vision, plant traits, resistance to cold/
electricity/fire 10, spell-like abilities, spell resistance 20,
treespeech, vulnerability to fire

Saves: Fort +11, Ref +7, Will +9

Abilities: Str 23, Dex 16, Con 17, Int 14, Wis 16, Cha 15
Skills: Diplomacy +11, Hide -5 (+11 in forests), Intimidate
+11, Knowledge (nature) +11, Listen +10, Sense Motive +9,
Spot +10; Racial Modifiers +16 Hide in forests

Feats: Dodge, Improved Critical (slam), Iron Will, Mobility,
Power Attack, Spring Attack, Weapon Focus (slam)
Environment: The Haunted Forest

Organization: Solitary

Challenge Rating: 9

Treasure: Standard

Alignment: Neutral good
Languages: Common, Sylvan, Treant

SPECIAL ABILITIES

Animate Trees (Sp)
A treant can animate any trees within 180 feet at will,
controlling up to two trees at a time. It takes 1 full round
for a tree to uproot itself, after which it moves at a speed of
10 feet and fights as a treant (although it has only one slam
attack and lacks the treant’s animation and rock-throwing
abilities), gaining the treant’s vulnerability to fire. If the
treant that animated it terminates the animation, moves
out of range, or is incapacitated, the tree immediately takes
root wherever it is and returns to its normal state.
Double Damage Against Objects (Ex)
A treant or animated tree that makes a full attack against an
object or structure deals double damage.
Spell-Like Abilities
1/day—confusion, deep slumber, entangle, faerie fire,
feeblemind, glitterdust, major image; 3/day—dancing
lights. Caster Level 12th.
Treespeech (Ex)
A treant has the ability to converse with plants as if subject
to a continual speak with plants spell, and most plants greet
them with an attitude of friendly or helpful.

VARTIOMIES, JUVENILE BRASS DRAGON

Size/Type: Medium Dragon (Fire)
Hit Dice: 13d12+26 (110 hp)
Initiative: +4
Speed: 60 ft. (12 squares), burrow 30 ft. (6 squares), fly 200
ft. (poor; 40 squares)
Armor Class: 22 (+12 natural), touch 10, flat-footed 22
Base Attack/Grapple: +13/+16
Attack: Bite +16 melee (1d8+3), 2 claws +11 melee (1d6+1),
2 wings +11 melee (1d4+1)
Full Attack: Bite +16 melee (1d8+3), 2 claws +11 melee
(1d6+1), 2 wings +11 melee (1d4+1)
Special Attacks: Breath weapon (60-ft. line, 4d6 fire
damage, Reflex DC 18 halves or 30-ft. cone, DC 17 or sleep
1d6+4 rounds)
Special Qualities: Blindsense 60 ft., darkvision 120 ft.,
dragon traits, immunity to fire, immunity to magic sleep
effects, immunity to paralysis, low-light vision, keen senses,
vulnerability to cold
Saves: Fort +10, Ref +8, Will +9
Abilities: Str 17, Dex 10, Con 15, Int 12, Wis 13, Cha 12
Skills: Bluff +17, Diplomacy +17, Listen +19, Search +17,
Sense Motive +17, Spellcraft +9, Spot +19
Feats: Alertness, Flyby Attack, Hover, Improved
Initiative, Wingover
Languages: Common, Elven, 11 other languages
Challenge Rating: 8
Treasure: Triple standard
Alignment: Chaotic good
Advancement: 14-15 HD
Level Adjustment: +4
Spell-Like Abilities
At will—speak with animals; 3/day—endure elements
(juvenile or older; radius 40 ft.). Caster level 3rd.




Male Human Rogue 8/Assassin 1

Size/Type: Medium Humanoid (Human)

Hit Dice: 8d6+8 plus 1d6+1 (40 hp)

Initiative: +4

Speed: 30 ft.

Armor Class: 18 (+4 armor, +4 Dex), touch 14, flat-footed 14
Base Attack/Grapple: +6/+8

Attack: +1 shocking shortsword +11 melee (1d6+2 plus 1d6
electricity plus poison/19-20) or composite (+2) shortbow
+10 ranged (1d6+2/x3)

Full Attack: +1 shocking shortsword +11/+6 melee (1d6+2
plus 1d6 electricity plus poison/19-20) or composite (+2)
shortbow +10/+5 ranged (1d6+2/x3)

Special Attacks: Death attack (Fort DC 12), poison use,
sneak attack +5d6, spells

Special Qualities: Evasion, improved uncanny dodge,
trapfinding, trap sense +2, uncanny dodge

Saves: Fort +3, Ref +12, Will +5

Abilities: Str 15, Dex 18, Con 13, Int 12, Wis 16, Cha 11
Skills: Balance +8, Bluff +8, Climb +4, Diplomacy, Disable
Device +7, Disguise +12, Escape Artist +14, Forgery +5,
Gather Information +4, Hide +13, Jump +9, Knowledge
(local) +9, Listen +11, Move Silently +18, Open Lock +10,
Sense Motive +4, Sleight of Hand +8, Spot +11, Tumble +7
Feats: Agile, Nimble Fingers, Stealthy, Weapon Focus
(shortsword), Weapon Finesse

Challenge Rating: 9

Treasure: +1 studded leather of silent moves, bracelets of the
mountebank (one on himself, one on Lumi)

Alignment: Lawful evil

Languages: Common, Dwarf

SPECIAL ABILITIES

Wyvern Poison (Ex)
Injury, Fortitude DC 17, initial and secondary damage 2d6 Con.

WITCHFIRE

Size/Type: Medium Undead (Incorporeal)

Hit Dice: 10d12+70 (125 hp)

Initiative: +10

Speed: Fly 50 ft. (perfect) (10 squares)

Armor Class: 24 (+7 deflection, +6 Dex, +1 dodge), touch
24, flat-footed 17

Base Attack/Grapple: +7/ +13

Attack: Incorporeal touch +13 melee (8d6 fire plus witchflame)
or witchflame bolt* +13 ranged (8d6 fire plus witchflame)
Full Attack: Incorporeal touch +13/+8 melee (8d6 fire plus
witchflame) or witchflame bolt* +13/+8 ranged (8d6 fire
plus witchflame)

Special Qualities: Darkvision 60 ft., incorporeal, immune
to fire, sound mimicry (animal noises), spell-like abilities,
undead traits, witchflame

Saves: Fort +10, Ref +11, Will +10

Abilities: Str —, Dex 22, Con —, Int 17, Wis 16, Cha 25
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Skills: Bluff +17, Fly +14, Intimidate +20, Knowledge (any
two) +13, Move Silently +19, Sense Motive +16, Spot +16
Feats: Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, Mobility

Environment: Swamps or woodlands

Organization: Solitary or coven (3 witchfires and hags—
see “Witchfire Covens”)

Challenge Rating: 9

Treasure: Standard

Alignment: Chaotic evil

Languages: Auran, Common, Giant

SPECIAL ABILITIES

Spell-Like Abilities
At will—dancing lights, disguise self, ghost sound
(DC 17), invisibility, pyrotechnics (DC 19), ray of
enfeeblement (DC 18); 1/day—summon (level 4, 2 will-
o’ -wisps 50%). Caster Level 9th.
Witchflame (Su)
Any creature damaged by the incorporeal touch or ranged
bolt attacks of a witchfire must succeed on a DC 22 Will
save or become engulfed in sickly green flames. While these
eerie flames deal no additional damage, the affected creature
glows as per faerie fire and becomes sickened. While under
the effects of the witchflame, the victim gains vulnerability to
fire and takes half again as much damage (+50%) from fire
attacks of any sort. This effect persists for 10 minutes. The
supernatural flames can only be extinguished before this
duration expires by a break enchantment, miracle, remove
curse, or wish spell—the effective caster level of the witchflame
is equal to the witchfires HD (CL 10th for most witchfires).
Any creature entering the same square as a witchfire or striking
it with a melee attack must succeed on a DC 22 Will save or
begin burning with witchflame, even if the attack would not
otherwise harm the witchfire because of its incorporeal nature.
A bolt of witchflame has a range of 60 feet with no range
increment. The save DCs are Charisma-based.

ZOMBIPEDE

Size/Type: Huge Undead

Hit Dice: 12d12+3 (81 hp)

Initiative: +1

Speed: 40 ft. (8 squares), climb 40 ft.

Armor Class: 19 (-2 size, +1 Dex, +10 natural), touch 9,
flat-footed 18

Base Attack/Grapple: +6/+18

Attack: Bite +8 melee (2d6+6) OR slam +8 (2d6+4)

Full Attack: Bite +8 melee (2d6+6) OR slam +8 (2d6+4)
Space/Reach: 15 ft./10 ft.

Special Qualities: Single actions only, damage reduction 5/
slashing, darkvision 60 ft., undead traits

Saves: Fort +4 Ref +5, Will +8

Abilities: Str 19, Dex 13, Con 0, Int 0, Wis 10, Cha 10
Feats: Toughness

Environment: Underground

Organization: Any

Challenge Rating: 4

Treasure: None

Alignment: Neutral evil




ILLOINEN

Male Halfling (Tallish) Rogue 7/Shadowdancer 1
Size/Type: Small Humanoid (Elf, Halfling)

Hit Dice: 7d6+7 plus 1d8+1 (37 hp)

Initiative: +3

Speed: 20 ft. (4 squares)

Armor Class: 14 (+3 Dex, +1 size), touch 14, flat-footed 11
Base Attack/Grapple: +5/+2

Attack: Rapier +9 melee (1d4+1/18-20) or sling +10 ranged (1d3+2)
Full Attack: Rapier +9 melee (1d4+1/18-20) or sling +10
ranged (1d3+2)

Space/Reach: 5 ft. / 5 ft.

Special Attacks: Sneak attack +4d6, +1 atk/damage with
thrown weapons and slings

Special Qualities: Evasion, elven blood, elven perception
(detects secret doors as an elf), hide in plain sight, immunity to
sleep, low-light vision, trapfinding, trap sense +2, uncanny dodge
Saves: Fort +4, Ref +11, Will +2 (+1 vs. fear); +2 vs.
enchantments

Abilities: Str 12, Dex 17, Con 13, Int 14, Wis 8, Cha 10
Skills: Balance +10, Bluff +5, Diplomacy +7, Disable Device
+9, Disguise +7, Escape Artist +10, Gather Information +2,
Hide +18, Listen +8, Move Silently +14, Open Lock +9,
Perform (Dance) +5, Search +10, Sleight of Hand +9, Spot
+8, Use Magic Device +7

Feats: Combat Reflexes, Track, Weapon Finesse
Challenge Rating: 8

Treasure: Rapier, Sling (20 Bullets)

Alignment: Neutral good

Languages: Iloinen speaks Common, Elven, Halfling,
Giant, Goblin

Female Dwarf (Deep Dwarf) Warrior 4/Rogue 2
Size/Type: Medium Humanoid (Dwarf)

Hit Dice: 4d8+4 plus 2d6+2 (31 hp)

Initiative: +2

Speed: 20 ft. (4 squares)

Armor Class: 15 (+3 armor, +2 Dex), touch 12, flat-footed 13
Base Attack/Grapple: +5/+7

Attack: Longspear +7 melee (1d8+2/x3) or shortbow +7
ranged (1d6/x3)

Full Attack: Longspear +7 melee (1d8+2/x3) or shortbow
+7 ranged (1d6/x3)

Special Attacks: Sneak attack +1d6

Special Qualities: Evasion, sneakattack +1d6, stonecunning
(+2 on checks involving stone work), trapfinding
Space/Reach: 5 ft./5 ft.

Saves: Fort +5, Ref +6, Will +1

Abilities: Str 15, Dex 14, Con 13, Int 12, Wis 10, Cha 8

Skills: Intimidate +8, Jump +5, Knowledge (local) +10,
Survival +9

Feats: Cleave, Power Attack, Toughness

Challenge Rating: 5

Treasure: Hide Armor, Longspear, Shortbow (20 Arrows)
Alignment: Neutral good

Languages: Common, Dwarven, Terran

She doesn’t get out much and likes his own way.

MIELETON

Male Halfling (Lightfoot) Rogue 5

Size/Type: Small Humanoid (Halfling)

Hit Dice: 5d6-5 (12 hp)

Initiative: +2

Speed: 20 ft. (4 squares)

Armor Class: 14 (+2 armor, +1 Dex, +1 size), touch 12,
flat-footed 13

Base Attack/Grapple: +3/+5

Attack: Punching dagger +7 melee (1d4+2/x3) or light
crossbow +7 ranged (1d4/19-20)

Full Attack: Punching dagger +7 melee (1d4+2/x3) or light
crossbow +7 ranged (1d4/19-20)

Space/Reach: 5 ft./5 ft.

Special Attacks: Sneak attack +3d6

Special Qualities: Evasion, trapfinding, trap sense +1,
uncanny dodge

Saves: Fort +2, Ref +8, Will +3 (+2 bonus vs. fear)
Abilities: Str 14, Dex 15, Con 8, Int 13, Wis 13, Cha 10
Skills: Balance +10, Disable Device +9, Escape Artist +10,
Hide +14, Listen +7, Move Silently +14, Open Lock +10,
Search +4, Spot +4, Tumble +10

Feats: Dodge, Rapid Reload

Challenge Rating: 4

Treasure: Leather Armor, Light Crossbow (20 Bolts),
Punching Dagger, Thieves’ Tools

Alignment: Neutral good

Language: Common, Halfling

PARSKIA

Female Gnome (Forest Gnome) Druid 3/Rogue 2
Size/Type: Small Humanoid (Gnome)

Hit Dice: 3d8+3 plus 2d6+2 (25 hp)

Initiative: +2

Speed: 20 ft. (4 squares)

Armor Class: 16 (+3 armor, +2 Dex, +1 size), touch 13,
flat-footed 14

Base Attack/Grapple: +3/+0

Attack: Club +4 melee (1d4-1) or dart +7 ranged (1d4-1)
Full Attack: Club +4 melee (1d4-1) or dart +7 ranged (1d4-1)
Special Attacks: Sneak attack +1d6

Special Qualities: +2 racial bonus against illusions, animal
companion, defensive training, evasion, gnome traits,
hatred, low-light vision, nature sense, sneak attack +1d6,
trackless step, trapfinding, wild empathy, woodland stride
Saves: Fort +4, Ref +6, Will +5

Abilities: Str 8, Dex 14, Con 13, Int 10, Wis 15, Cha 12




Skills: Balance +4, Escape Artist +8, Hide +16 (+20 in
wooded areas), Knowledge (local) +8, Knowledge (nature)
+8, Listen +11, Move Silently +8, Spot +7
Feats: Animal Affinity, Dodge
Challenge Rating: 4
Treasure Club, Dart, Sickle, Studded Leather Armor
Alignment: Neutral good
Languages: Elven, Gnome, Sylvan
He is always investigating and finds his large gnome nose
in awkward places.
Special Abilities
Druid Spells Known (Caster Level 3rd)
Oth (4/day; DC 12)—create water, detect magic, light,
resistance
Ist (3/day; DC 13)—charm animal, magic fang, speak
with animals
2nd (2/day; DC 14)—cat’s grace, owl’s wisdom
Spell-like Abilities
1/day—dancing lights, ghost sound, prestidigitation.
Caster Level 5th.

GREVLIN (Bcw‘gcr animal compomion)

Size/Type: Small Animal

Hit Dice: 3d8+6 (19 hp)

Initiative: +3

Speed: 30 ft. (6 squares), burrow 10 ft. (2 squares)

Armor Class: 18 (+1 size, +4 Dex, +3 natural), touch 15,
flat-footed 13

Base Attack/Grapple: +0/-5

Attack: Claw +4 melee (1d2-1)

Full Attack: 2 claws +4 melee (1d2-1) and bite —1 melee (1d3-1)
Space/Reach: 5 ft./5 ft.

Special Attacks: Rage

Special Qualities: evasion, link, low-light vision, scent,
share spells, trick: attack, trick: defend

Saves: Fort +4, Ref +5, Will +1

Abilities: Str 9, Dex 18, Con 15, Int 2, Wis 12, Cha 6
Skills: Balance +5, Escape Artist +7, Handle Animal +9,
Listen +3, Spot +3

Feats: Agile, Track®, Weapon Finesse®

Environment: Temperate forests

Organization: Solitary, pair, or cete (3-5)

Challenge Rating: —

Treasure: None

Alignment: Always neutral

The badger is a furry animal with a squat, powerful body. Its
strong forelimbs are armed with long claws for digging. An
adult badger is 2 to 3 feet long and weighs 25 to 35 pounds.
COMBAT

Badgers attack with their sharp claws and teeth.

Special Abilities

Rage (Ex): A badger that takes damage in combat flies
into a berserk rage on its next turn, clawing and biting
madly until either it or its opponent is dead. It gains +4 to
Strength, +4 to Constitution, and -2 to Armor Class. The
creature cannot end its rage voluntarily.

Skills

Badgers have a +4 racial bonus on Escape Artist checks.
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TOHTORI

Male Halfling (Deep Halfling) Rogue 3/Cleric 2
Size/Type: Small Humanoid (Halfling)
Hit Dice: 3d6 plus 2d8 (19 hp)
Initiative: +3
Speed: 20 ft. (4 squares)
Armor Class: 14 (+3 Dex, +1 size), touch 14, flat-footed 11
Base Attack/Grapple: +3/-3
Attack: Light mace +2 melee (1d4-2) or light crossbow +7
ranged (1d6)
Full Attack: Light mace +2 melee (1d4-2) or light crossbow
+7 ranged (1d6)
Space/Reach: 5 ft. / 5 ft.
Special Attacks: Sneak attack +2d6, +1 atk/dmg with
thrown weapons and slings, turn undead (+2) 4/day
Special Qualities: Darkvision 60 ft., evasion, stonecunning,
trapfinding, trap sense +1, turn undead
Saves: Fort +5, Ref +7, Will +8 (+3 vs. fear)
Abilities: Str 6, Dex 16, Con 10, Int 12, Wis 16, Cha 13
Skills: Appraise (stone or metal) +3, Concentration +1,
Craft (stone or metalwork) +3, Hide +4, Knowledge
(religion) +6, Listen +2
Feats: Extra Turning, Improved Turning
Challenge Rating: 5
Treasure: Light Crossbow (30 Bolts), Light Mace
Alignment: Neutral good
Languages:  Tohtori
Undercommon
Special Abilities
Cleric Spells (Caster Level 2nd)
0th (DC 13) detect poison, flare, guidance,
guidance, resistance
Ist (DC 14) endure elements, entangle, longstrider,
obscuring mist
Plant Domain Granted Powers: Rebuke or command
plant creatures as an evil cleric rebukes or commands
undead 4/day. This granted power is a supernatural ability.
Protection Domain Granted Power: Tohtori can generate
a protective ward as a supernatural ability. Grant someone
he touches a +2 resistance bonus on his or her next saving
throw. Activating this power is a standard action. The
protective ward is an abjuration effect with a duration of 1
hour that is usable once per day.

speaks Common, Halfling,




Male Dwarf (Dweorg) Rogue 3/Paladin 3
Size/Type: Medium Humanoid (Dwarf)
Hit Dice: 3d6 plus 3d10 (26 hp)
Initiative: +2
Speed: 20 ft. (4 squares)
Armor Class: 16 (+3 armor, +1 shield, +2 Dex), touch 12,
flat-footed 14
Base Attack/Grapple: +5/+6
Attack: Longsword +7 melee (1d8+1/19-20) or composite
longbow (+1 Str) +7 ranged (1d8+1/3)
Full Attack: Longsword +7 melee (1d8+1/19-20) or
composite longbow (+1 Str) +7 ranged (1d8+1/3)
Special Attacks: Hatred, sneak attack +2d6, smite evil 1/
day (+2 to hit, +3 damage)
Special Qualities: Aura of courage, aura of good, defensive
training, detect evil, divine grace, divine health, lay on
hands, stonecunning (+2 on checks involving stone work) ,
trapfinding, trap sense +1
Saves: Fort +4, Ref +6, Will +3
Abilities: Str 12, Dex 14, Con 10, Int 8, Wis 13, Cha 15
Skills: Balance +4, Bluff +5, Diplomacy +11, Disable Device
+2, Gather Information +5, Heal +4, Hide +4, Intimidate
+5, Jump +4, Knowledge (local) +2, Knowledge (religion)
+2, Listen +6, Move Silently +5, Sense Motive +4, Spot +4,
Tumble +5
Feats: Improved Initiative, Toughness, Weapon Focus
(longsword)
Challenge Rating: 5
Treasure: Composite Longbow (+1 Str; 20 Arrows), Heavy
Wooden Shield, Longsword, Studded Leather Armor
Alignment: Lawful good
Languages: Common, Dwarven
Just a little uncomfortable around the opposite sex. Too
darn charismatic for his own good, but doesn’t realise it.
Special Abilities
Spell-like Abilities

At Will—detect evil. Caster level 3rd.

VASYNYT

Male Gnome (Rock Gnome) Bard 3/Rogue 3

Size/Type: Small Humanoid (Gnome)

Hit Dice: 3d6 plus 3d6 (21 hp)

Initiative: +2

Speed: 20 ft. (4 squares)

Armor Class: 13 (+2 Dex, +1 size), touch 13, flat-footed 11
Base Attack/Grapple: +4/+1

Attack: Short sword +4 melee (1d6-1/19-20) or shortbow
+7 ranged (1d6-1/x3)

Full Attack: Short sword +4 melee (1d6-1/19-20) or
shortbow +7 ranged (1d6-1/x3)

Space/Reach: 5 ft./5 ft.

Special Attacks: Sneak attack +2d6

Special Qualities: +1 racial bonus on attack rolls against
kobolds and goblinoids.

+4 dodge bonus to Armor Class: against monsters of the
giant type, +2 racial bonus to saves vs. illusions, bardic
music, bardic knowledge, countersong, evasion, fascinate,
inspire courage +1, inspire competence, sneak attack +2d6,
trapfinding, trap sense +1
Saves: Fort +2, Ref +8, Will +5
Abilities: Str 8, Dex 14, Con 10, Int 13, Wis 12, Cha 15
Skills: Balance +7, Bluff +8, Diplomacy +8, Disable Device
+7, Gather Information +7, Hide +9, Knowledge (local) +7,
Listen +8, Perform (sing) +14, Sense Motive +4, Spellcraft
+5, Spot +4
Feats: Negotiator, Skill Focus (Perform (sing)), Toughness
Challenge Rating: 5
Treasure: Shortbow (30 Arrows), Shortsword
Alignment: Neutral good
Languages Common, Gnome
More lazy or lax in performing duties, Vasynyt is always
dreaming of the next tale or song.
Special Abilities
Bard Spells Known (Caster Level 3rd)
0th (4/day; DC 12) detect magic, light
Spell-Like Abilities
1/day—speak with animals (burrowing mammal only,
duration 1 minute); 1/day—dancing lights, ghost sound,
prestidigitation. Caster level 6th.
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Deep Dweorg: Dweorg that live far deep beneath the surface
of Aventyr increase their bonus to saves against poisons,
spells, and spell-like abilities to +3 and the range of their
darkvision extends to 90 feet. However, they gain the light
blindness weakness (abrupt exposure to bright light blinds
deep dweorg for 1 round; on subsequent rounds they are
dazzled as long as they remain in the affected area) and take
a -1 penalty to Charisma-based skill checks against non-
dweorg.

Tallish Halfling: Capable of growing to be nearly an entire foot
taller than most of their kin, this rare breed of halflings are
the result of an elf coupling. Like an elf, tallish halflings
have a base speed of 25 ft., are immune to magic sleep
effects, gain a +2 racial bonus to saving throws against
enchantment spells and effects, a +2 racial bonus on caster
level checks made to overcome spell resistance, and a +2
racial bonus on Spellcraft checks to identify the properties
of magic items. These replace the fearless, halfling luck, and
sure-footed racial traits.

Underhalfling: Some of Piccolos small folk descended into
the Underworld to avoid the troubles of their homeland,
adapting to the endless caves through centuries of peril.
Their time below Aventyr has made these halflings
stockier and shorter than their kin on the surface, and
slightly less likeable. Underhalflings gain darkvision 60 ft.,
stonecunning, and a +2 racial bonus on Appraise checks
and Craft checks related to stone or metal. These replace
the +2 racial bonus to Charisma.

Wood Gnome: Although only slightly smaller than regular
gnomes, wood gnomes stand out because of their bark-
colored or green-gray skin and though a few are blue-eyed,
they are almost universally brown- or green-eyed. Wood
gnomes gain a +2 racial bonus to Stealth checks (increasing
to +6 in wooded areas), add kobolds and orcs to the list of
types their hatred racial trait is effective against, gain Elven
as a starting language, and benefit from a continual pass
without trace spell-like ability. These replace the defensive
training, illusion resistance, and obsessive racial traits.

MALLFOLK SUBTYPES

Aura moderate abjuration; CL 9th
Slot neck; Price 2,400 gp; Weight 1 Ib.
DESCRIPTION

This device is typically worn on a chain or as a brooch,
although it takes on the qualities of the skin of the person
wearing it, melding into them.

Magical analysis shows that an amulet of sleep can be used to
improve healing by restoring lost ability points with curative
effects from lesser restoration. In actuality the amulet of sleep
plunges the wearer into a comatose-like state. The only ways
to wake are by the kiss of a true love, a wish or miracle, or by
making the wearer drink an elixir of love (causing the amulet of
sleep to rise back out of the skin) and then casting remove curse.
CONSTRUCTION

Requirements Craft Wondrous Item, bestow curse, symbol
of sleep; Price 1,200 gp.

Bai of A],&r'mass

Aura moderate illusion; CL 11th
Slot none; Price 84,000 gp; Weight 40 lbs.
DESCRIPTION

This normal wooden frame and mattress are indistinguishable
from an ordinary bed. The headboard curves around and
slightly over whoever is sleeping in it, and carvings of creatures
known for their watchfulness adorn the worked timber.
When the headboard of a bed of alertness is activated by the person
who intends to sleep in it, for the next 8 hours the bed senses any
creature within 120 feet who intends to harm the sleeper. The bed
of alertness also creates the effect of a prayer spell upon all creatures
in a 20-ft.-radius that are friendly to the sleeper. Immediately
thereafter, it sends a mental alert to these friendly creatures,
waking them and warning them of possible danger from creatures
within a 120-ft.-radius. These effects last for 10 minutes, and the
bed of alertness can perform this function once per day.

Once the sleeper is awake, the bed of alertness bestows a
+1 insight bonus on initiative checks. If the headboard is
grasped firmly it enables the holder to use detect evil, detect
good, detect chaos, detect law, detect magic, discern lies,
light, or see invisibility as spell-like abilities (CL 11th; each
different use is a standard action).

Lastly, the bed of alertness can be used to simulate the casting
of a veil spell once per day, disguising any creatures within a
120-ft.-radius, so long as no two are more than 30-ft. apart.
CONSTRUCTION

Requirements Craft Wondrous Item, alarm, detect chaos,
detect evil, detect good, detect law, detect magic, discern lies,
light, prayer, see invisibility, veil; Cost 42,000 gp




Aura faint abjuration; CL 3rd
Slot shoulders; Price 5,000 gp; Weight 4 Ibs.
DESCRIPTION

This gray woollen blanket looks snug.

A blanket of warmth makes the wearer feel a minimum
temperature of what is necessary to feel warm. For example,
ahuman would feel a minimum of 70° F (21° C). This blanket
has no effect if the wearer is in temperatures that are higher
than what is considered warm for the wearer. A blanket of
warmth makes its wearer immune to hypothermia.
CONSTRUCTION

Requirements Craft Wondrous Item, resist energy; Cost 2,500 gp

Aura moderate conjuration; CL 11th
Slot —; Price 1,100 gp; Weight —
DESCRIPTION

This strange elixir bestows upon the drinker the ability to spit
up to three balls of scalding water as ranged touch attacks,
each dealing 4d6 points of bludgeoning and fire damage to
a single target within 25 ft. (Reflex DC 13 halves damage).
Unused blasts dissipate 1 hour after the liquid is consumed.
CONSTRUCTION

Requirements Craft Wondrous Item, flaming sphere, fog
cloud; Cost 550 gp

Aura faint abjuration; CL 3rd
Slot wrist; Price 8,000 gp; Weight —
DESCRIPTION

This is ring of brightly colored flowers is bound together by
long, thin reeds tied in a knot. It looks as if it would easily fit
around the waist of a tiny fey or the wrist of a larger creature.
The faerie skirt grants the wearer a +4 sacred bonus to the
wearer’s Charisma for 24 hours, at which point the flowers
wither and the reed dries out and breaks. The faerie skirt also
grants an additional +4 circumstance bonus to Diplomacy
with any creature with the Fey subtype for that 24 hour period.
CONSTRUCTION

Requirements Craft Wondrous Item; eagles splendor;
creator must be Fey; Cost 4,000 gp

Aura moderate transmutation; CL 9th

Slot feet; Price 15,000 gp; Weight —

> /) Feif Rwer s]i?pers

DESCRIPTION

These slippers are simple blue leather stitched with rows of
tiny freshwater pearls; their soles are green as water lilies, and
the slippers leave damp footprints wherever they go.

Fey river slippers allow their wearer to continually utilize the
effects of water walk and to sing haunting music as a spell-like
ability three times per day (caster level equal to hit dice).
CONSTRUCTION

Requirements Craft Wondrous Item, haunting music,
water walk; Cost 15,000 gp.

Aura moderate illusion; CL 11th
Slot none; Price 26,400 gp; Weight 1 Ib.
DESCRIPTION

This small crystal ball is 3 inches in diameter and appears
to have 4 smoky clouds constantly moving around within it.
If thrown to the ground while a brief description of an action is
spoken, an orb of misleading instantly shatters (destroying the
item), granting greater invisibility for 14 rounds and creating 4
images of the creature that threw it (as the spell mislead). These
images set off in separate directions of north, south, east, and
west, performing the described action for 14 rounds (CL+3).
It is rumored that these orbs act in slightly different ways
depending on the spellcasting discipline of its creator with
bardic casting having a greater influence when actions are
based on Charisma, Luck-worshipping clerical casting having
a greater influence when actions based on Wisdom, arcane
casting having a greater influence when actions are based
on Intelligence, and Trickery-worshipping clerics having a
greater influence when actions are based on Dexterity. When
performing an action attuned to the orb of misleading’s
creator, the DC to disbelieve an illusion increases by +1.
CONSTRUCTION
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Requirements Craft Wondrous Item, greater invisibility,
mislead; Cost 13,200 gp

) pullistaa (mtaﬂngcm +4 daggcr)

Price 39,804 gp; Aura moderate divination
Alignment Chaotic Neutral; Senses 60 ft., vision and hearing
Intelligence 10, Wisdom 13, Charisma 13; Ego 5

Skills Sense Motive +11

Language telepathy (Common [Klavek])

This intelligent +1 dagger is used by Ragamuffins hidden
in the catacombs of Morsain Castle to reveal the lies and
bombasts of the overly self-important in and around the
town. Pullistaa is slim, lightweight for a dagger, being more
ceremonial than martial. This makes it more straightforward
to slip it into a belt or boot where it can serve its purpose. In
addition to the abilities listed above, either Pullistaa or its
bearer can use zone of truth (CL 10th) three times per day.
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For the purpose of this adventure, Attendant Queen Haijyins
spell book isn't there for the PCs to find. In the exceptional
circumstance that they to kill her OR that she doesn't escape
and you want to include a spellbook, feel free to include
any spells that youd like to introduce to your campaign. As
guidance, Haijyin tends to collect spells that reflect her druidic
nature rather than any others, with Conjuration, Enchantment,
Ilusion and Transmutation spells being favored in that order
over other schools of magic.

Aura moderate evocation; CL 10th
Slot neck (does not take up slot); Price 1,500 gp (type I), 2,700
gp (type II), 4,200 gp (type III), 5,400 gp (type IV), 6,000 gp
(type V1), 8,100 gp (type V1), 9,000 gp (type VII); Weight 1 Ib.
This item appears to be nothing but pearls on a string,
sometimes with the ends tied together to form a necklace.
(It does not count as an item worn around the neck for the
purpose of determining which of a character’s worn magic
items is effective.) If a character holds it, however, all can
see the strand as it really is—a thin cord of woven merfolk
hair which passes through a number of translucent pearly
orbs. The pearls are detachable by the wearer (and only by
the wearer), who can easily hold one of them in the palm of
her hand and crush it. When this happens, a pearl projects
a blast of light from her open palm as a searing light spell.
Pearls come in different strengths, ranging from those that
deal 1d8 points of light damage to those that deal 5d8. The
pearls affect undead in the same way the searing light spell
does. The market price of a pearl is 300 gp for each die (d8)
of damage it deals.

Each string of searing light pearls contains a combination of
pearls of various strengths. Some traditional combinations,
designated types I through VII, are detailed below.

String 5d8 4d8 3d8 2d8 1d8 Market Price

Typel — — — 2 1 1,500 gp
Typell — — 1 2 2 2,700 gp
Type Il — 1 2 1 2 4,200 gp
TypeIV 1 — 2 3 1 5,400 gp
TypeV 2 1 — 1 4 6,000 gp
Type VI 1 3 2 1 2 8,100 gp
Type VII 3 1 2 1 3 9,000 gp
CONSTRUCTION

Requirements Craft Wondrous Item, searing light; Cost
750 gp (type I), 1,350 gp (type II), 2,100gp (type III),
2,700 gp (type IV), 3,000 gp (type V), 4,050 gp (type VI),
4,500 gp (type VII)

underbed slanket Box

Aura moderate conjuration; CL 9th
Slot none; Price 3,250 gp; Weight 18 Ib.
DESCRIPTION

This appears to be a common wooden blanket box, about 3
feet across, a foot and a half high, and a foot wide.

An underbed blanket box is a tesseract that opens into a
nondimensional space: its inside is larger than its outside
dimensions. Regardless of what is put into the blanket box,
it weighs a fixed amount so long as the object or creature’s
regular weight does not exceed 325 Ibs. and its volume is 40
cubic ft. or less. An underbed blanket box can be attuned to
work in one specific room if the owner wishes.
CONSTRUCTION

Requirements Craft Wondrous Item, secret chest; Cost 1,625 gp




Assassin vine cocktail

EE——————
type—contact, inhaled, injury, and ingested*; save Fort DC
24; initial damage 2d6 Con, unconsciousness; secondary
damage 2d6 Con, 1 permanent Con damage if not roused
from unconsciousness within 1 day; unconsciousness
1d4+1 days

Price 5,000 gp PLUS the Assassin Vine Riesling (priced
locally, but between 50 gp and 500 gp depending on the
availability of assassin vines in general)

*Assassin vine cocktails have five components and the final
dose of the poison must be delivered through assassin vine
wine for it to take effect.
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g e —
type—inhaled; save Fort DC 19; frequency 1 round; initial
effect permanently turned to stone; secondary effect none;
cure none)

Less-potent dragon bile

e —d
type—contact; save Fort DC 18; frequency 1/round for 6
rounds; effect 1 Str damage; cure 1 save

L&SS-POTZ&TLTZ TYWJHSS root P@St&

type—contact; save Fort DC 12; onset 1 minute; frequency
1/minute for 6 minutes; effect 1 Dex damage; cure 1 save

\/) BARK TO FLESH

e ——d
School transmutation; Level sorcerer/wizard 6

Casting Time 1 standard action

Components V, S, M (a drop of humanoid blood mixed
with crushed roots or leaves from the recipient)

Range medium (100 ft. + 10 ft./level)

Target one bark-petrified creature

Duration instantaneous

Saving Throw Fortitude negates (object); see text;

Spell Resistance yes

This spell restores a bark-petrified creature to its normal
state, restoring life and goods. The creature must make a
DC 15 Fortitude save to survive the process. Any bark-
petrified creature, regardless of size, can be restored. The
spell also can convert a tree or other plant sporting bark
upon its mass into a fleshy substance. Such flesh is inert
and lacking a vital life force unless a life force or magical
energy is available. For example, this spell would turn a
small treant into a flesh treant, but an ordinary tree would
become a mass of inert flesh in the shape of the tree. You
can affect an object that fits within a cylinder from 1 foot to
3 feet in diameter and up to 10 feet long.

) Hcmdq Heljf)cr

e —
School evocation [force]; Level bard 6, sorcerer/wizard 6
Casting Time 1 standard action
Components V, S, M  (a soft glove)
Range medium (100 ft. + 10 ft./level)
Effect 5-ft. wide line of roiling gloves up to 20 ft. long/ level,
or a ringed wall of roiling gloves with a radius of up to 5 ft.
per two levels; either form 20 ft. high
Duration 1 min./level (D)
Saving Throw Reflex half (or Reflex negates; see text); Spell
Resistance yes
An immobile, vertical barricade of roiling gloves shaped
of pure force springs into existence. Any creature passing
through the wall of gloves rolls percentage dice twice,
consults Table 43 on the next page and takes damage as
indicated (Reflex save for half damage).
If you evoke handy helper so that it appears where creatures
are, each creature takes damage as if passing through the
roiling obstacle. Each such creature can avoid the obstacle
(ending up on the side of its choice) and take no damage by
making a successful Reflex save.
Handy helper provides cover (+4 bonus to AC, +2 bonus on
Reflex saves) against attacks made through it.
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ERNENCE12. CL13 CL15+

Number Number Number Number Damage/

Glove o) (0 (%) (%) Glove €
i ng (ofgo) (oiﬁgs) (0?—14710) (0?210) B ikdual
Shoving (82(—130) (7?(_130) (3?(_1;15) 2hp  Subdual
Pinching  — (9'?_130) (52(_1;15) 3hp Subdual
Slapping  — (72(_1;10) 3hp  Lethal
Punching — — ( 9?_13 0) 4hp  Lethal

#/ LONGED-FOR DESIRE

]
School illusion (phantasm) [emotion, mind-affecting]
Level bard 4, magus 4, sorcerer/wizard 4, witch 4

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Target one living creature

Duration instantaneous

Saving Throw Will disbelief, Fortitude partial (see text);
Spell Resistance yes

You create a fleeting image of the most wonderful creature
imaginable to the subject simply by forming the yearnings
of the subject’s subconscious mind into something that
its conscious mind can visualize: this most beautiful of
creatures. Only the spell’s subject can see the longed-for
desire. You see only a vague shape. The target receives
a Will save to recognize the image as unreal. If that save
fails, the phantasm touches the subject, and the subject
must succeed on a Fortitude save or fall into an eternal
unconscious state due to excessive ecstasy (awakening a
creature in this unconscious state requires a DC 40 Heal
check, remove curse, or limited wish). Even if the Fortitude
save is successful, the subject is stunned for 1 round per
caster level.

If the subject of a longed-for desire spell succeeds in
disbelieving and possesses telepathy or is wearing a
helm of telepathy, the illusion can be turned back upon
you—you must then disbelieve it or become subject to its
stunning effect.
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2/ POLAR STASIS

School evocation [cold]; Level druid 8, sorcerer/wizard 9
Casting Time 1 standard action

Components V, S, M (Winterflower petal)

Range medium (100 ft. plus 10ft/caster level)

Area 5 ft. radius/caster level, 20 ft. high

Effect emanation/cloud

Duration Instantaneous (Primary Effect); 1d4+1 round
per caster level (Secondary Effect)

Saving Throw Fortitude and Reflex

Spell Resistance yes

A blue-white mist of freezing air and ice flows from your lips.
The blast deals 2d6 cold damage and 1d4 points of Dexterity
drain to all within the area of effect. Those who succeed in
a Fortitude save take half damage and are allowed a Reflex
Save to avoid the secondary effect of the spell.

Secondary Effect: Frozen State

You place creatures within the area of effect under a thick
layer of ice; creatures frozen in this way are placed into a
state of suspended animation. For the creatures, time ceases
to flow, and its condition becomes fixed. Its body functions
virtually cease, and no force or effect can harm it other than
the use of a wish spell or direct divine intervention. This
state persists until the duration of the spell expires.
Creatures normally immune to magical cold automatically
resist all effects of this spell.
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9" airy Cale Magic
L&, by Woligang Baur

. ——atd
School evocation; Level sorcerer/wizard 2

Casting Time 1 standard action

Components V, S, F (a handaxe)

Range close (25 ft. + 5 ft./2 levels)

Effect one handaxe

Duration 1 round/level (D)

Saving Throw none; Spell Resistance yes

This spell animates a small existing handaxe, turning it into
your servant. The dancing hatchet strikes at any opponent
within its range, as you desire, starting in the round that
you cast the spell. The hatchet attacks its designated target
once each round on your turn. Its attack bonus is equal
to your caster level + your Intelligence bonus or your
Charisma bonus (for wizards or sorcerers, respectively).
As a normal weapon, the dancing hatchet can strike most
creatures; if cast on an enchanted or masterwork weapon,
it gains the bonuses due to its making. It deals 1d6 points
of slashing damage, with a threat range of 20 and a critical
multiplier of x3.

The hatchet always strikes from your direction. It does not
get a bonus for flanking or help a combatant get one. If
the hatchet goes beyond the spell range from you, goes
out of your sight, or you are not directing it, it returns to
you and hovers.

Each round after the first, you can use a standard action to
switch the hatchet to a new target. If you do not, the hatchet
continues to attack the previous round’s target.

The hatchet can be attacked or harmed by physical attacks,
and dispel magic cancels it in the usual way. The hatchet’s AC
is 11 (10, +1 size bonus for Small object), and it has 4 hp.

If an attacked creature has spell resistance, the resistance
is checked the first time a dancing hatchet strikes it. If the
hatchet is successfully resisted, the spell is dispelled. If not,
the hatchet has its normal full effect on that creature for the
duration of the spell.

Mythic: If one mythic power point is expended, this spell
affects a number of handaxes equal to the caster’s level.

Ny Enchmtad Dance
D ——d

School enchantment (compulsion) [mind-affecting]; Level
bard 4, sorcerer/wizard 5, witch 4

Casting Time 1 standard action

Components V

Range touch

Target living creature touched

Duration concentration or 1d4+1 hours

Saving Throw Will partial (see text); Spell Resistance yes
The caster completes the verbal component of the spell
with an invitation to the subject of the spell; if the
invitation is accepted, the saving throw is bypassed. If the
subject accepts the dance or fails the saving throw, it feels
both an urge to dance and gains the ability to do so as if it
had 10 ranks in Perform (dance). The subject and caster
dance together, moving smoothly and correctly through
the all steps of whatever dance music might be heard, or
else dancing to whatever tune the caster hums to set the
rhythm of the dance.

The spell effect makes it impossible for the subject and
caster to do anything other than dance and converse—time
seems to fly by, and the subject often feels that no time has
passed at all, though the spell lasts as long as the caster
concentrates, or 1d4+1 hours, whichever is longer. The
subject speaks freely and with evident delight to the caster
during this time, and the caster of the enchantment often
finds himself likewise more prolix than usual.

The enchanted dance imposes no penalty to Armor Class
or saving throws, though it negates any Armor Class bonus
granted by a shield the target holds and the requirements of
the dance keep caster and subject moving at no more than
walking speed. A successful Will save reduces the duration
of this effect to 1 round.

If the creatures affected by an enchanted dance suffer
damage, the effect ends immediately. If the spell lasts more
than 3 hours, the subject and caster must make a Fortitude
saving throw when the spell ends; failure means the subject
or caster are fatigued.
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School enchantment (charm) [mind-affecting, sonic];
Level bard 2, cleric/druid 3, sorcerer/wizard 2, oracle 3,
witch 2

Casting Time 1 standard action

Components V, S

Range Medium (100 ft. + 10 ft./level)

Target all creatures within a 100-ft.-radius burst centered
on caster

Duration concentration + 1 round/level (D)

Saving Throw Will negates; Spell Resistance yes

Haunting music creates a song as rich as the siren’s and
as alluring as the Lorelei’s, calling those who hear it to
the caster. The unearthly music affects up to 20 HD of
creatures; all creatures in the area who fail a Will saving
throw move toward the caster in a direct line. If this path
is through dangers such as a rushing river or over a chasm,
affected creatures gain a second saving throw (if this fails,
they move into the dangerous terrain regardless). Creatures
lured by haunting music can take only move actions. Those
who reach the caster stand still for a round, enraptured,
then break free of the effect.

U) Lost in the woods
- ——— o

School enchantment (compulsion) [mind-affecting]; Level
bard 2, sorcerer/wizard 3, witch 1; Domain trickery 2
Casting Time 1 standard action

Components V, S, M/DF (ripped map)

Range medium (100 ft. + 10 ft./level)

Targets all creatures in a 10-ft.-radius burst

Duration 10 minutes/level

Saving Throw Will negates; Spell Resistance yes

Lost in the woods befuddles its targets, making it difficult
for them to find their way, but this effect only becomes
apparent after the spell ends. A lost character must find his
or her way to safety through in the usual way. A Will saving
throw negates the effect.
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School transmutation; Level alchemist 2, sorcerer/wizard 3
Casting Time 1 standard action

Components V, S

Range touch

Target straw touched

Duration permanent

Saving Throw none, see text; Spell Resistance no

You can spin straw or hay into gold. The spell creates
2d12 gp + 1 per caster level (maximum +5). A successful
Appraise check at the spell’s save DC will reveal that the
coins are true gold, but the spell can be cast only once
per night. Creatures with a fey heritage (such as elves or
leprechauns) gain double the usual coinage from this spell.

e N )
School transmutation (polymorph); Level alchemist 2,
sorcerer/wizard 3

Casting Time 1 standard action

Components V, S, M (a wolf hide)

Range personal

Target you

Duration 1 min./level (D)

When you cast this spell you can assume the form of any
wolf-like creature of the animal type matching the hide
you use in the casting. The wolf-like creatures in roughly
increasingly level of power are wolf, boreal wolf, worg,
mythic worg, winter wolf, and mythic winter wolf). Once
you assume your new form, you gain the following abilities:
o +4bonus to Strength

o  +2bonus to Dexterity

« +1 bonus to Constitution

o  +2 natural armor bonus

o low-light vision

o the Run feat

If the form you assume has any of the following abilities,
you gain the listed ability:

o Bleed

o  Breath weapon

o Darkness aura

o Darkvision 60 feet

o Fear cone

o Immunity to cold

If the creature has immunity or resistance to any elements,
you gain resistance 10 to those elements.

If the creature has vulnerability to an element, you gain
that vulnerability.




Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Trigger location Reset automatic reset (1 hour delay)
Effect Atk +12 ranged (1d8 piercing, Crit x3); single target
(4 spears at target in a 5-foot square)
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Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Effect 20-ft.-deep pit (2d6 falling damage); Atk +10 melee
(1d4 spikes per target for 1d4+4 damage each plus 1 point
of damage to armor from barbs); DC 20 Reflex avoids;
multiple targets (all targets in a 10-ft.-square area)

) arbed pit Trap

Type magical; Perception/Search DC 15; Disable Device
DC 22 (the method rather than actually disabling it)
EFFECTS

Trigger spell; Reset automatic reset (1 round delay)

Effect spell effect (call lightning, 3d6 electricity damage,
6 bolts, 1 per round for 6 rounds; DC 14 Reflex save for
half damage)

Type mechanical; Perception/Search DC 25; Disable
Device DC 20
EFFECTS

Effect 30-ft.-deep pit (3d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area)

Type mechanical and magic; Perception/Search DC 20;
Disable Device DC 25 (fixed plank), DC 27 (hideous laughter)
EFFECTS

Type mechanical; Perception/Search DC 20; Disable
Device DC 17

EFFECTS

Trigger touch; Reset manual

Effect Atk +8 ranged (1d4 plus bloodroot poison—injury;
save Fort DC 12; frequency 1/round for 4 rounds; initial
effect —; secondary effect 1d4 Con and 1d3 Wis)

Trigger location and touch (spell effect); Reset repair
(plank) and automatic reset (spell effect)

Effect 20-ft.-deep pit (2d6 falling damage, DC 20 Reflex
avoids plank); spell effect (hideous laughter for 3 rounds,
Will DC 13 negates); multiple targets (10-ft. middle section
of the 20-ft. plank)

Type mechanical; Perception/Search DC 20; Disable
Device DC 22
EFFECTS

Type mechanical; Perception/Search DC 19; Disable
Device DC 23
EFFECTS

Trigger location; Reset repair

Effect poison gas (burnt othur fumes—inhaled; save Fort
DC 18; frequency 1/round for 6 rounds; initial effect 1 Con
drain; secondary effect 1d3 Con damage); cure 2 consecutive
saves); never miss; onset delay (3 rounds); multiple targets
(all targets in a 10-ft.-by-10-ft. area)

Trigger timed (2 round delay); Reset automatic

Effect walls of hallway move together (6d6, crush); multiple
targets (all targets in a 10-ft. by 5-ft. hallway); never miss;
hidden switch bypass (DC 20 Perception/Search check)

Type mechanical; Perception/Search DC 23; Disable
Device DC 20
EFFECTS
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Trigger location; Reset manual
Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area)




Type magic; Perception/Search DC 28; Disable Device
DC 20
EFFECTS

Type mechanical; Perception/Search DC 25; Disable
Device DC 20
EFFECTS

Trigger visual (see below); Reset none

This trap is designed to capture and restrain intruders until
defenders can arrive. Anyone reading the script of a glyph
activates the sepia snake sigil hidden in the text.

Effect single target; spell effect (sepia snake sigil, CL 7th,
immobilized 1d4+7 days, DC 18 Reflex save negates);
poison (drow poison—contact; save Fort DC 13; initial
effect immobility; secondary effect immobility for 2d4
hours; cure 1 save)

Trigger touch; Reset none
Effect electricity arc (6d6 electricity damage, DC 22 Reflex
save for half damage); single target

Type magical; Perception/Search DC 28; Disable Device
DC28
EFFECTS

(&drdgrmsquambq the exit) cr 4

Type mechanical; Perception/Search DC 20; Disable
Device DC 23

EFFECTS

Trigger touch; Reset automatic reset

Effect hidden switch bypass (Perception/Search DC 25);
20-ft.-deep pit (2d6 falling damage); DC 15 Reflex avoids;
any target that falls down one of the chutes

r—

Trigger proximity (alarm); Reset none
Effect spell effect (silent image, wind wall, CL 5th; DC 15
Will save negates silent image)

XP 1,600

Type mechanical; Perception/Search DC 20; Disable
Device DC 16

EFFECTS
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Type magical; Perception/Search DC 28; Disable Device
DC28
EFFECTS

Trigger proximity (alarm); Reset automatic reset
Effect spell effect (deep slumber, DC 14 Will save negates);
multiple targets (all targets in a 35-ft.-radius burst)

Trigger touch; Reset repair
Effect poison gas (Gorgon Breath Vapor: inhaled;
save—Fort DC 19; frequency—1 round; initial effect—
permanently turned to stone; secondary effect—none;
cure—none); never miss; multiple targets (all targets in a
15-ft.-by-2 " -ft. corridor)

msaminf éas TrAp

Type mechanical; Perception/Search DC 18; Disable
Device DC 24
EFFECTS

Type mechanical; Perception/Search DC 18; Disable
Device DC 26

EFFECTS

Trigger touch; Reset reset

Effect poison (black lotus extract—contact; save Fort DC
20; onset 1 minute; frequency 1/round for 6 rounds; initial
effect 3d6 Con damage; secondary effect 3d6 Con damage)

" e

Door KJ’LOlJ Trap
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Trigger location; Reset repair

Effect poison gas (insanity mist—inhaled; save Fort DC
15; frequency 1/round for 6 rounds; effect 1d3 Wis damage;
cure 1 save)

) Levered pit Tray

—
Type mechanical; Perception/Search DC 23; Disable
Device DC 20

EFFECTS

Type mechanical; Perception/Search DC 20; Disable
Device DC 20
EFFECTS

Trigger touch; Reset none

Effect Atk +10 (poison needle; 1d3 plus greenblood oil—
save Fort DC 13—frequency 1/round for 6 rounds; effect
1d2 Dex damage; cure 1 save)
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Trigger location; Reset manual

Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area);
triggers 1d6 random levers below porch (page 146)
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XP 1,600

Type magical; Perception/Search DC 29; Disable Device DC 29
EFFECTS

Trigger spell; Reset automatic reset

Effect spell effect (longed-for desire; DC 16 Will save for
disbelief and DC 16 Fort save for partial effect)

Type mechanical; Perception/Search DC 25; Disable
Device DC 22

EFFECTS

Trigger proximity; Reset manual

Effect hidden switch bypass on wall by the way to Area 15
(DC 25 Perception); 20-ft.-deep pit (2d6 falling damage); DC
15 Reflex avoids (metallic creatures or creatures carrying/
wearing half their weight in metal take a -5 penalty to the
check); water filled (potential for drowning); magnetic floor
(DC 20 Strength to escape the pull of the magnet)

Type magical; Perception/Search DC 28; Disable Device
DC 28

EFFECTS

Trigger touch; Reset automatic reset

Effect spell effect (meld into stone, CL 5th, DC 14 Reflex
save negates); multiple targets (all targets in each of two
adjacent 5-foot squares)

The creature that sets this off quickly sinks into the granite
as if it was treacle until 100 Ibs. of non-living material has
been absorbed, at which point the stone re-hardens and
holds the person in place.

Type magical; Perception/Search DC 25; Disable Device
DE@V5*

EFFECTS

Trigger touch; Reset manual

Effect Atk +5 melee (1d6 piercing plus 2 Dexterity damage);
multiple targets (all creatures in contact with walls, floor, or ceiling)
*A nearby hidden switch (DC 30 Perception) bypasses this trap.
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Type mechanical; Perception/Search DC 20; Disable
Device DC 20

EFFECTS

Trigger location; Reset manual

Effect 20-ft.-deep pit (2d6 falling damage); DC 20 Reflex
avoids; multiple targets (all targets in a 10-ft.-square area);
combat with black pudding (page 171)

Type magical; Perception/Search DC 29; Disable Device
DC29

EFFECTS i

Trigger touch (any one of three 5-ft. squares); Reset
automatic reset (after 10 minutes)

Effect spell effect (phantasmal killer, 7th-level wizard,
DC 16 Will save for disbelief and DC 16 Fort save for
partial effect)

irst two green sqmres) CR 4

Type mechanical; Perception/Search DC 25; Disable
Device DC 20
EFFECTS
Trigger location; Reset automatic reset
Effect chute (20 ft.) that drops victims into a deeper pit
trap; DC 20 Reflex avoids.
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Type mechanical; Perception/Search DC 19; Disable
Device DC 19
EFFECTS

Trigger close window; Reset manual

Effect Atk +12 ranged (1d2+1 plus large monstrous
scorpion venom—injury; save DC 14; frequency 1/round
for 6 rounds; effect 1d4 Con; cure 1 save)

Type mechanical; Perception Search DC 22; Disable
Device DC 18
EFFECTS

Trigger touch; Reset repair

Effect Atk +17 melee (poison needle; 1 plus blue whinnis—
injury; save Fort DC 14; frequency 1/round for 2 rounds;
initial effect 1 Con; secondary effect unconsciousness)

) produce rlame Trap

Type magic; Perception/Search DC 26; Disable Device
DC 26

EFFECTS

Trigger touch; Reset automatic (10 minute delay)

Effect spell effect (produce flame, 2 fire damage x 25 along
corridor, 3 or 2 per corridor section, DC 12 Reflex save half
damage for each, DC 12 Reflex save for half damage; see
Handy Corridor Activation Tiles)
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Type magical; Perception/Search DC 20; Disable Device
DC 20
EFFECTS

Trigger touch; Reset manual

Effect Atk +15 ranged (1d4+4 bludgeoning damage;
repeats for 7 rounds, automatic damage after initial round);
spell effect (entangle, CL 7th, Reflex DC 14); battering arms
(1d4+4 cumulative nonlethal bludgeoning damage for 6
total rounds, Reflex DC 22 negates)

Type mechanical; Perception/Search DC 20; Disable
Device DC 25
EFFECTS

Trigger touch; Reset manual

Effect rushing sand (targets directly in areas of rushing
sand are knocked prone and take 2d6 bludgeoning per
round; DC 20 Reflex avoids); floor fills completely with
sand to a depth of 8 feet after 4 rounds (sand increases in
depth by 2 feet every round; the room is completely filled in
4 rounds, at which point the sand stops moving)

Type magical; Perception/Search DC 28; Disable Device
DC 28

EFFECTS

Trigger location Reset automatic reset

Effect spell effect (sleet storm, CL 5th); multiple targets (all
targets in a 40-ft.-radius burst)

PN -
("_’, ) stone slocks from the celing (red)

Type mechanical; Perception/Search DC 25; Disable
Device DC 20

EFFECTS

Trigger touch; Reset manual

Effect Atk +10 melee (falling stone blocks; 4d6 damage);
multiple targets (all in a 10-ft.-square area)
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Type magical; Perception/Search DC 15; Disable Device
DC 5 (or 45)

EFFECTS

Trigger location Reset automatic reset

Effect spell effect (teleports creatures 10 ft. up); multiple
targets (all targets that swim down to a depth of 15 ft.)

Type mechanical; Perception/Search DC 20; Disable
Device DC 21
EFFECTS

Trigger location; Reset repair

Effect poisonous gas (ungol dust—inhaled; save Fort DC
15; frequency 1/round for 4 rounds; initial effect 1 Cha drain;
secondary effect 1d2 Cha damage; cure 1 save); never miss

Type magic; Perception/Search DC 29; Disable Device DC 29
EFFECTS

Trigger proximity (alarm); Reset automatic reset
Effect spell effect (wall of fire, 2d4+5 fire damage, DC 16 Reflex
save for half damage); single target within the ring created

Type mechanical; Perception/Search DC 20; Disable
Device DC 22
EFFECTS

Trigger location; Reset automatic
Effect 30-ft. deep pit (3d6 falling damage); DC 20 Reflex
avoids; single targets (target in a 5-ft.-square area)

Type mechanical; Perception/Search DC 18; Disable
Device DC 22
EFFECTS
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Trigger proximity; Reset manual

Effect Atk +14 ranged (1d2+1 plus wyvern poison—injury;
save Fort DC 17; frequency 1/round for 6 rounds; initial
effect 2d6 Con damage; secondary effect 2d6 Con damage)
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“Time,” Catherina Gaugont whispered to her mirror. “Time is the enemy of all women, in this land of cruel men and black forests and
ready swords. The men want us beautiful, rounded, and unblemished—and that means young. And my days of youth and beauty are
slipping away from me.”
“A cause of great regret,” the mirror murmured, for they were safely alone. “Your cleverness and wisdom has made Gaugont great, and
unified all the lands between the Mader and the Duorapa. The laws and peace enforced by the knights of your late husband have brought
good lives to all”

“Not all,” the Queen of Gaugont said in a hard voice. “They do not hesitate to kill witches”

“The huntsman is too fearful to talk. No one can prove what you are, but the folk of the Nachwald know your power.”

There came a careful, deferential rap on the locked and barred door then, and the mirror went dark even before the Dowager Queen
of Gaugont rose to answer it. ogl &)
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It opened upon the grim captain of the royal guard. He stood in the passage with half a dozen of his knights, looking even grimmer
than usual, spattered with back country mud to above their knees.

“There is no sign of Snow—of the Princess Maria. My men continue to scour the Nachwald and all the valley of the Unterharz beyond.
I cannot believe she could have climbed the mountains, and lived, but all the caves and lowest slopes are being searched”

“Your diligence and loyalty, Hans, keep Gaugont strong,” the Queen told him, giving him a sad smile. “T trust in you. If the princess is
to be found, you shall find her”

“The huntsman Johann knows the depths of the Nachwald better than I—better than all of us. As you trust in me, I trust in him. He
fares deep in even now, his third day and night, and I've given orders that he be admitted to your presence without delay, should he learn
or find . . . anything of interest.”

“Faithful Hans, I thank you,” the Queen replied, letting a single tear descend her cheek.

She did not let a trace of a sneer touch her lips until the door was closed, locked, and barred again, and a crimson and trembling Hans
had swept away. Weeping at will had bound men to her for years now. It was almost better than a spell.

Johann’s distinctive pattern of taps came late, or rather early, but th
hesitation, secure in the protection of her iron collar—that by its sheer strength of forging prevented strangulation, and that by its
enchantments guarded her against wounding by things of metal. Shed had wristlets and anklets made to match it, to make them all seem
like mere adornments when she wore them with naught else beneath her nightcloak.

She let him see her body now, as he slipped into the room smelling of crushed leaves and forest mud . . . and fresh blood.

“My Johann,” she breathed, embracing him. “What news?”

“T've brought what you requested,” he murmured, and she could hear the fear in his voice. Fear of being silenced forever to keep her secret.

“Lay it on yonder table,” she breathed, “and fear not. I shall have need of my faithful Johann for years and years to come”

And the moment hed set the tied leather sack carefully on the table, she embraced him, and tugged at the lacings of his garments with
a hunger she did not have to feign, and pantingly banished his fear.

She had not lied. She would have need of Johann in time to come, for there were sly things of nights that the stolid Hans could not do,
and should never know about. One of them was the order Johann had just fulfilled. “Bring me the lungs and liver of Snow White,” she
had told him.

And now, here they were, lying in a puddle of dark red blood within three layers of leather. The spell was done; she would have to drink
it all and devour every last piece of them raw, by daybreak.

Shed already stripped oft everything she wore, and opened the door that led onto her high and private balcony, to let in the night-chill
and the pitiless moonlight. Not a candle was lit in this royal bedroom that was so lonely since the death of her husband the king—and
now the flight of the petulant, defiant Princess Maria, the beloved “Snow White” of the realm. Buckets were set ready to wash in and to
catch anything she spewed so she could devour it, too.

She drew in a deep breath, and hefted her sharp little witch’s knife in her hand.

This was it.

“The things we do to chase beauty;” the mirror murmured then. She turned and gave it such a murderous look that it went dark and
silent in a flashing instant.




It had been distasteful in the extreme. The slippery feel of it going down her throat had made her gag several times, but—
“I, Catherina Gaugont, am a strong woman,” she told the moonlit bedchamber proudly. The mirror stayed dark and silent.
Wise of it.

—shed thrown back her head and gone out onto the balcony and gulped great deep breaths of the chill night air, then returned to her 3

distasteful feast. Now it was done at last, every last drop of blood drunk.

Her stomach was not pleased, but she would keep it down.

All this, to give herself the supple strength, beauty, and graceful agility of the young princess when she shapechanged. So when the
passing years made her an old and wrinkled crone—and certain spells aged their worker fast—she would have an attractive younger form
she could use from time to time.

Away from the eyes of those in Gaugont whod known Snow White well, of course. So it was farewell to being a black cat forever; she
was now Catherina, or Maria, or a black crow as big as a pony.

And being as the moon was going down and the night growing dark indeed, it was time for such an oversized crow to fly. And to further
the scheme that would make her rich indeed.

Gaugont needed a king, and Catherina needed gold and power enough to be a real queen, not a widow ruling a few pastoral mountain
valleys until someone decided to conquer them.

She changed in the usual unpleasant dark whirl of feathers, tossed her head back to settle the ensorceled biscuit shed need securely
into her crop, and took wing. g% SN

It is the privilege of princes to be late, as someone had once said. Kings took it a step further, which is why the still young, still
handsome, and still unwed Karlheinz Mahlhurst, ruler of the rich realm of Hofanburg, was still out in the main hall of his hunting lodge
quaffing and laughing with his nobles rather than in this dark-paneled royal bedchamber, and in his waiting and nicely warmed bed.

The servants had set tall candles around it, warmed it with warming pans, and built a nice fire with spices tossed in to drive off the mold
and damp smells of the deep forest all around.

The king’s laughter was fast approaching the door. Shed arrived just in time.

In a whirl of wings shed retrieved the biscuit for him to eat, put it under the pillow, dived in under the covers, and become Snow White,
arms and lips open and inviting. With the spellbound seduction of the golden-haired Karlheinz to her, Hofanburg would be hers! And
there were but two small, weak duchies between Hofanburg and Gaugont . . .

Then sat up with a smile, and saw the King’s mouth fly open in astonishment. “Greetings,” she purred, or tried to, but what came out
was a wet snorting.

The huntsman had played her false!

She was no young and beautiful princess, but a young boar!

“What prank is this?” the King of Hofanburg roared, half-smiling, and as she sprang from the bed and crashed heavily to the floor,
clumsy in this fat and unfamiliar body, he snatched out his belt-knife and flung it.

And her shoulder burned like fire but seared like cold ice.

Cold iron!

“Hounds! Loose my hounds! Let us have sport!” Karlheinz roared.

He was between her and the door. The only door.

And there was a boar-spear hanging on the wall—and he was reaching for it.

Catherina fled for the still-shuttered window, fear and fury almost choking her.

The shutters were stout and well-made but old, and not fashioned to stop something bursting out, only to foil wind and weather and
small flying or skulking things from getting in.

They gave way with a terrific crash.

Bruised and winded by her hard landing in the trodden dirt and tree roots outside, Catherina staggered up in a daze and fled.

Away, she must get away . . .

The cold iron would poison her if she tried to change shape with this knife still in her shoulder, and now she lacked hands. . .

Ram a tree or low-hanging branch, that was what shed have to do. She set off into the dark forest, scrambling—

Not fast enough. The King’s spear slammed into her haunch with a sickening thud, flinging her into a helpless slide through mud
and dead leaves.

Through a dazed darkness of rising agony Catherina, the most powerful witch in all these lands, struggled on trying to fight down the
pain enough to shapechange into a crow again.

So she could flee, poison be damned. The excited barks of the hounds were growing louder and louder . . . and burst upon her.

As she nearly fainted from the new bubbling darkness in her veins, discovering that a crow weighed down by the cold iron of a boar-
spear through it and a belt-knife in one shoulder can barely flap, let alone fly . . .

“Snow White,” she whimpered, or tried to. “Why couldn’t I be Snow White?”

So many jaws . . .
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by The Brothers Grimm
translated by Margaret Taylor (1884)

Once upon a time in the middle of winter, when the flakes of snow were falling like feathers from the sky, a queen
sat at a window sewing, and the frame of the window was made of black ebony. And whilst she was sewing and
looking out of the window at the snow, she pricked her finger with the needle, and three drops of blood fell upon
the snow. And the red looked pretty upon the white snow, and she thought to herself, “Would that I had a child as white as snow, as red
as blood, and as black as the wood of the window-frame.”

Soon after that, she had a little daughter, who was as white as snow, and as red as blood, and her hair was as black as ebony; and she was
therefore called Little Snow-white. And when the child was born, the Queen died.

After a year had passed the King took to himself another wife. She was a beautiful woman, but proud and haughty, and she could not
bear that anyone else should surpass her in beauty. She had a wonderful looking-glass, and when she stood in front of it and looked at
herself in it, and said --

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?”

the looking-glass answered —

“Thou, O Queen, art the fairest of all!”

Then she was satisfied, for she knew that the looking-glass spoke the truth.

But Snow-white was growing up, and grew more and more beautiful; and when she was seven years old she was as beautiful as the day,
and more beautiful than the Queen herself. And once when the Queen asked her looking-glass —

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?” it answered —
“Thou art fairer than all who are here, Lady Queen.”
But more beautiful still is Snow-white, as T ween.”

Then the Queen was shocked, and turned yellow and green with envy. From that hour, whenever she looked at Snow-white, her heart
heaved in her breast, she hated the girl so much.

And envy and pride grew higher and higher in her heart like a weed, so that she had no peace day or night. She called a huntsman,
and said, “Take the child away into the forest; I will no longer have her in my sight. Kill her, and bring me back her heart as a token.” The
huntsman obeyed, and took her away; but when he had drawn his knife, and was about to pierce Snow-white’s innocent heart, she began
to weep, and said, “Ah dear huntsman, leave me my life! I will run away into the wild forest, and never come home again”

And as she was so beautiful the huntsman had pity on her and said, “Run away, then, you poor child.” “The wild beasts will soon have
devoured you,” thought he, and yet it seemed as if a stone had been rolled from his heart since it was no longer needful for him to kill her.
And as a young boar just then came running by he stabbed it, and cut out its heart and took it to the Queen as proof that the child was
dead. The cook had to salt this, and the wicked Queen ate it, and thought she had eaten the heart of Snow-white.

But now the poor child was all alone in the great forest, and so terrified that she looked at every leaf of every tree, and did not know
what to do. Then she began to run, and ran over sharp stones and through thorns, and the wild beasts ran past her, but did her no harm.

She ran as long as her feet would go until it was almost evening; then she saw a little cottage and went into it to rest herself. Everything
in the cottage was small, but neater and cleaner than can be told. There was a table on which was a white cover, and seven little plates, and
on each plate a little spoon; moreover, there were seven little knives and forks, and seven little mugs. Against the wall stood seven little
beds side by side, and covered with snow-white counterpanes.

_ Little Snow-white was so hungry and thirsty that she ate some vegetables and bread from each plate and drank a drop of wine out of

. £ach mug, for she did not wish to take all from one only. Then, as she was so tired, she laid herself down on one of the little beds, but,_a{8
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"init, said a prayer and went to sleep.

the same order in which they had left it.
The first said, “Who has been sitting on my chair?”
The second, “Who has been eating off my plate?”
The third, “Who has been taking some of my bread?”
The fourth, “Who has been eating my vegetables?”
The fifth, “Who has been using my fork?”
The sixth, “Who has been cutting with my knife?”

The seventh, “Who has been drinking out of my mug?”

When it was quite dark the owners of the cottage came back; they were seven dwarfs who dug and delved in the mountains for ore. M
They lit their seven candles, and as it was now light within the cottage they saw that someone had been there, for everything was not in |}

Then the first looked round and saw that there was a little hole on his bed, and he said, “Who has been getting into my bed?” The others
came up and each called out, “Somebody has been lying in my bed too.” But the seventh when he looked at his bed saw little Snow-white,
who was lying asleep therein. And he called the others, who came running up, and they cried out with astonishment, and brought their
seven little candles and let the light fall on little Snow-white. “Oh, heavens! oh, heavens!” cried they, “what a lovely child!” and they were
so glad that they did not wake her up, but let her sleep on in the bed. And the seventh dwarf slept with his companions, one hour with

each, and so got through the night.

When it was morning little Snow-white awoke, and was frightened when she saw the seven dwarfs. But they were friendly and asked
her what her name was. “My name is Snow-white,” she answered. “How have you come to our house?” said the dwarfs. Then she told
them that her step-mother had wished to have her killed, but that the huntsman had spared her life, and that she had run for the whole
day, until at last she had found their dwelling. The dwarfs said, “If you will take care of our house, cook, make the beds, wash, sew, and

» <

knit, and if you will keep everything neat and clean, you can stay with us and you shall want for nothing” “Yes,” said Snow-white, “with
all my heart,” and she stayed with them. She kept the house in order for them; in the mornings they went to the mountains and looked
for copper and gold, in the evenings they came back, and then their supper had to be ready. The girl was alone the whole day, so the good

dwarfs warned her and said, “Beware of your step-mother, she will soon know that you are here; be sure to let no one come in”

But the Queen, believing that she had eaten Snow-white’s heart, could not but think that she was again the first and most beautiful of

all; and she went to her looking-glass and said —

“Looking-glass, Looking-glass, on the wall,
Who in this land is the fairest of all?”

and the glass answered —

“Oh, Queen, thou art fairest of all I see,

But over the hills, where the seven dwarfs dwell,
Snow-white is still alive and well,

And none is so fair as she.”

Then she was astounded, for she knew that the looking-glass never spoke falsely, and she knew that the huntsman had betrayed her, and
that little Snow-white was still alive. And so she thought and thought again how she might kill her, for so long as she was not the fairest in
the whole land, envy let her have no rest. And when she had at last thought of something to do, she painted her face, and dressed herself

like an old peddler-woman, and no one could have known her. In this disguise she went over the seven mountains to the seven dwarfs,

and knocked at the door and cried, “Pretty things to sell, very cheap, very cheap.” Little Snow-white looked out of the window and called
out, “Good-day my good woman, what have you to sell?” “Good things, pretty things,” she answered; “stay-laces of all colours,” and she
pulled out one which was woven of bright-coloured silk. “I may let the worthy old woman in,” thought Snow-white, and she unbolted
the door and bought the pretty laces. “Child,” said the old woman, “what a fright you look; come, I will lace you up properly for once”

Snow-white had no suspicion, but stood before her, and let herself be laced with the new laces. But the old woman laced so quickly and so

tightly that Snow-white lost her breath and fell down as if dead. “Now I am the most beautiful,” said the Queen to herself, and ran away.

Not long afterwards, in the evening, the seven dwarfs came home, but how shocked they were when they saw their dear little Snow-
white lying on the ground, and that she neither stirred nor moved, and seemed to be dead. They lifted her up, and, as they saw that she
I was laced too tightly, they cut the laces; then she began to breathe a little, and after a while came to life again. When the dwarfs heard wha

2y

-

_-.\




{2 had happened they said, “The old peddler-woman was no one else than the wicked Queen; take care and let no one come in when we are
2 not with you” But the wicked woman when she had reached home went in front of the glass and asked — (

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?”

and it answered as before —

“Oh, Queen, thou art fairest of all I see,

But over the hills, where the seven dwarfs dwell,

Snow-white is still alive and well,

And none is so fair as she”

When she heard that, all her blood rushed to her heart with fear, for she saw plainly that little Snow-white was again alive. “But
now; she said, “I will think of something that shall put an end to you,” and by the help of witchcraft, which she understood, she made a
poisonous comb. Then she disguised herself and took the shape of another old woman. So she went over the seven mountains to the seven
dwarfs, knocked at the door, and cried, “Good things to sell, cheap, cheap!” Little Snow-white looked out and said, “Go away; I cannot
let any one come in” “I suppose you can look,” said the old woman, and pulled the poisonous comb out and held it up. It pleased the girl
so well that she let herself be beguiled, and opened the door. When they had made a bargain the old woman said, “Now I will comb you
properly for once” Poor little Snow-white had no suspicion, and let the old woman do as she pleased, but hardly had she put the comb
in her hair than the poison in it took effect, and the girl fell down senseless. “You paragon of beauty,” said the wicked woman, “you are
done for now;” and she went away. But fortunately it was almost evening when the seven dwarfs came home. When they saw Snow-white
lying as if dead upon the ground they at once suspected the stepmother, and they looked and found the poisoned comb. Scarcely had
they taken it out when Snow-white came to herself, and told them what had happened. Then they warned her once more to be upon her
guard and to open the door to no one.

The Queen, at home, went in front of the glass and said —

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?”

then it answered as before —

“Oh, Queen, thou art fairest of all I see,

But over the hills, where the seven dwarfs dwell,

Snow-white is still alive and well,

And none is so fair as she”

When she heard the glass speak thus she trembled and shook with rage. “Snow-white shall die;” she cried, “even if it costs me my life!”

Thereupon she went into a quiet, secret, lonely room, where no one ever came, and there she made a very poisonous apple. Outside it
looked pretty, white with a red cheek, so that everyone who saw it longed for it; but whoever ate a piece of it must surely die.

When the apple was ready she painted her face, and dressed herself up as a country-woman, and so she went over the seven mountains
to the seven dwarfs. She knocked at the door. Snow-white put her head out of the window and said, “I cannot let any one in; the seven

» «

dwarfs have forbidden me” “It is all the same to me,” answered the woman, “I shall soon get rid of my apples. There, I will give you one”

“No,” said Snow-white, “I dare not take anything” “Are you afraid of poison?” said the old woman; “look, I will cut the apple in two
pieces; you eat the red cheek, and I will eat the white” The apple was so cunningly made that only the red cheek was poisoned. Snow-white
longed for the fine apple, and when she saw that the woman ate part of it she could resist no longer, and stretched out her hand and took

._the poisonous half. But hardly had she a bit of it in her mouth than she fell down dead. Then the Queen looked at her with a dreadful _a{%

| { s ¥ look, and laughed aloud and said, “White as snow, red as blood, black as ebony-wood! this time the dwarfs cannot wake you up again.”
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And when she asked of the Looking-glass at home —

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?”

it answered at last —

“Oh, Queen, in this land thou art fairest of all.”

Then her envious heart had rest, so far as an envious heart can have rest.

The dwarfs, when they came home in the evening, found Snow-white lying upon the ground; she breathed no longer and was dead.
They lifted her up, looked to see whether they could find anything poisonous, unlaced her, combed her hair, washed her with water and
wine, but it was all of no use; the poor child was dead, and remained dead. They laid her upon a bier, and all seven of them sat round it
and wept for her, and wept three days long.

Then they were going to bury her, but she still looked as if she were living, and still had her pretty red cheeks. They said, “We could not
bury her in the dark ground,” and they had a transparent coffin of glass made, so that she could be seen from all sides, and they laid her in
it, and wrote her name upon it in golden letters, and that she was a king’s daughter. Then they put the coffin out upon the mountain, and
one of them always stayed by it and watched it. And birds came too, and wept for Snow-white; first an owl, then a raven, and last a dove.

And now Snow-white lay a long, long time in the coffin, and she did not change, but looked as if she were asleep; for she was as white
as snow, as red as blood, and her hair was as black as ebony.

It happened, however, that a king’s son came into the forest, and went to the dwarfs’ house to spend the night. He saw the coffin on the
mountain, and the beautiful Snow-white within it, and read what was written upon it in golden letters. Then he said to the dwarfs, “Let me
have the coffin, I will give you whatever you want for it” But the dwarfs answered, “We will not part with it for all the gold in the world”
Then he said, “Let me have it as a gift, for I cannot live without seeing Snow-white. I will honour and prize her as my dearest possession.”
As he spoke in this way the good dwarfs took pity upon him, and gave him the coffin.

And now the King’s son had it carried away by his servants on their shoulders. And it happened that they stumbled over a tree-stump,
and with the shock the poisonous piece of apple which Snow-white had bitten off came out of her throat. And before long she opened
her eyes, lifted up the lid of the coffin, sat up, and was once more alive. “Oh, heavens, where am I?” she cried. The King’s son, full of joy,
said, “You are with me,” and told her what had happened, and said, “I love you more than everything in the world; come with me to my
father’s palace, you shall be my wife”

And Snow-white was willing, and went with him, and their wedding was held with great show and splendour. But Snow-white’s wicked
stepmother was also bidden to the feast. When she had arrayed herself in beautiful clothes she went before the Looking-glass, and said —

“Looking-glass, Looking-glass, on the wall,

Who in this land is the fairest of all?”

the glass answered —

“Oh, Queen, of all here the fairest art thou,

But the young Queen is fairer by far as I trow.”

Then the wicked woman uttered a curse, and was so wretched, so utterly wretched, that she knew not what to do. At first she would not
go to the wedding at all, but she had no peace, and must go to see the young Queen. And when she went in she knew Snow-white; and

she stood still with rage and fear, and could not stir. But iron slippers had already been put upon the fire, and they were brought in with
tongs, and set before her. Then she was forced to put on the red-hot shoes, and dance until she dropped down dead.







(e A WM......_LH.M-M L

e
A - e R iy
ST A TS IR OO T AR TS AR CAD e AR RO PR
1
ﬂ_.
L]
(7

=, it
— e el =—
S e ST

RALEH

LN

Bl
PrezawETy:

!

S
;
5

7

—
|

1
o il
,ﬂa—..llﬁ"..sl 3.&..__....1.".1‘...-%
H ‘a
; f £
—_—— e
\wmmmﬂ\ﬂdmamm@mwwm"ﬁuﬂ?\an..m“.nu.\.armﬂﬁ..m,.n.a

> — -

S BT R R

Cam=wrewggwnrargyF
[ e e




._ﬁmn..._,nwmnmwmwmnﬂﬁ_
oTa s T§

AT ‘ \ =

. _.‘ = - " }

. ——— - — ey = A = |

s I/, & TSI A P ICTLIEIL L4 T G Rl ST LT I 9

/4

N

Y

r.
e VAW I e s — AW v~ = iy
=~ L T A D1 IC I GO A LT T

L1

SAT1PIRTAARE
SnrsmIsmARETAY I

i

-
a'\?l.‘

BY
Na
2

AT
AL,
92,

.
mﬂr g
St T P P dd

B
8
A
¢
B
B
.
¥
=
i
P
| &

- — s ——, 4
L O T P 7

e

1
1)

1
1
17
|
| 1]
1

T

-

wATTANTATREWSD

e — e € — — - e
P e AR WAT LIPS LA A L

i
N |
& 0 a1




AT T S T R TS TN NS a0 T e el A 8T e T ale

dﬂﬁwﬂmnmnﬂu@mnﬂm‘n

g e — — ——r ot
TR A G e et e e ) S e e T =l R

by
\d0)
-

rra =S TATA St ant S neTa= et

e O v v O — -
L] PAAA DI GG AT A= T

AR92

-
-

Font
997

> LT

L

k)

P
B,
B
-4
-
B

Teme e On s TATat s s e




Srsam. -

A

A

of




-
| A=
X

N TelT )
acombs
of CaslticiiNsrss







1icgion of - |




. 'H\

giont
. k - ’

NBS










—
o Rl

_.._ ,_.
e O O S e PP Rt
Ad]

I
- 3 1 & =

e

3 -3

L 1
i=

- g g v . £ g . = Tm—
sr/lllrTeres=re terarese; Ml O n e

' =Wy e s i oA =
{0 it At S St IS
=

o
~b

-?|lll.-|.|lll.| .

=EpTpracacss -

_
L

=075 IS =%

e

Lq,ﬁ

ol et
=

e e B i
IS TSSO N LT S P P A= e i

s
Gl




Rt atalate T
" ls

ST TS T aT e W v n oI
SIS T LIRS L~ e PPt mhmeare Pa®,

-
3

——— s P —— — = —

Pt G A T =1 o)

ELRRT  ELLEDY
SNAVAPREE e

A

"
:
.
-
&
{]
-
B
B
v
F

g

g e e —
bl A s

mATNARTADAED I

LA St S S X N A A= A

F
.
EoRTR







W_..ﬂ-n-umni..nwa.-ﬂ.ﬂ-..._ﬁiu.-wN._.ha".._"m‘d”tm“._nnw."-nu.a.l.lﬂ:uﬂ._ﬂn
¥ g . - .

fioassaaratacsranes:

e e e T SO
AL )L A el el o 0

AT RS

- - e s —ar
TS A eI g St Ot Lo T2 K]

LSt L S A LA =’

ST ATANB TS AR OTAP A

EAYRUNE

Teme A nee!







-l
WD PR S R A T

-y, <111 oy
Lt

2 bas

[+

_- g

—— e e e







oF (Eastle Wiz
icvels & @il 4










//

RISOCCRY

/ 4
A Y 4
v
y 4

e

)

. F FLEL LS AV = A
h - ¥y y y ; wh 3 ] ¢
' J 5 R T O e T &
; i AP : / 7 7

4

Y










cknowledqments

The following is a list of backers for the Snow
White Kickstarter. This book was made
possible by their generous contributions to
our project. The entire AAW Games team is
grateful for all your support.

2002simon01, Aaron Fishman, Aaron Gomez, Aaron Rabold, Aaron
Reimer, Aaron Tranes, Adam Atack, Adam Roy, Adrian Playle, AJ,
Alain Neuvens, Alan L., Alana Smith-Brown, Alberto De Jesus,
Alex, Alex Charney, Alex Manduley, Alex Strang, Alex Villagran,
Alexander Mercer, Allan MacKenzie-Graham, Amy Knotts, Andreas
Lenhart, Andrew, Andrew Gregory Meyer, Andrew Hauptman,
Andrew Hayford (Raging Herald), Andrew Kelsoe, Andrew Lotton,
Andrew Moreton, Andrew Taylor, Andrew-Kent Snyder, Andy
Kwong, Andy Tuttle, Anish Hermon, Anna Lapinsh, Anton Stocker,
Ash Walter, Askel, Austin Stanley, Avi Hecht, Balgin Stondraeg, Ben
Gerber, Benedikt Heck, Benjamin Drejer, Benjamin Schmid, Bill B,
Bill Cornwell, Bill Kirschner, bilwar, Blind Mapmaker, Borna Pekaric,
Botho, Brad Kane, Brad Lansford, Brad Stephens, Bradley Smith,
Breitmaier, Bret Smith, Brett Charlton, Brian Fitting, Brian Keish,
Brian Tanner, brothernight19, Bruce Cload, Bruce Gray, Bruce Ralston,
Brynjar Sigurdsson, BTO, C Rathunde, carlo cattaneo, Cassie Grove,
cgasink, Chad Hastings, Charles Myers, Charles Proteau, Charles
Warren, Charlie Bell, Cheryl Besch, Chris Claus, Chris Croken, Chris
Stevens, chris stewart, Chris Zank, Christian Hattenbach, Christina
Dessi, Christine F, Christopher, Christopher Gautrau, Christopher
Norcross, Christopher Ryan, CJG, Cody Anderson, Colin Fisher,
Corinna Clanton, Craig Denham, Craig Hackl, Craig Johnston,
crazy_cat, Dale Hirt, daleperchn, Damien Brunetto, Dan Rekeweg,
Dan Schinleber, Dan Wentzel, Daniel C, Daniel Cannon, Daniel
Nissman, Daniel Provencio, Daniel Reddy, Daniel Robichaud, Danny
S Atwood, darksigil, DarkWhite, Darren Fong, Dave Poppel, David,
David Cinabro, David Dowling, David Floriolli, David Jackson, David
Jacobson, David Lippert, David McG, David Nielson, David Ninos,
David W. Bowers, davrion, Dead Gentlemen Productions, Dean
Keith, Dean Rogers, DeAnna Ferguson, Dennis A. Pascale, Derek
Blakely, dgagnon99, Dhawk, Dirk Vanleeuw, Donald Ferris, Doug
Bailey, Doug Triplett, Douglas Miles, Dwight Davis, Ed Kowalczewski,
Edward Scarbrough, Edwin Nathan Frerichs, Eli Barnes, Emily Lula,
Eric Williamson, Eric Zylstra, Erich Salvesen, Erich Schwartz, F Scott
Nessler, Felipe Malandrin, Felix Laurie von Massenbach, fermin
saez, Festy_Dog, Forar, Francis Juracko, Francois Michel, Frank
Dickerson, Frank Guerrini, Frank Precissi, Frits Kuijlman, Gary
Norton, Gatt, gbonehead, Gene Virgilio, Geoffrey Eaton, Geoftrey
Ford, George A Lindner Jr, Gerulas, Gilles Plamondon, Gionata
Dal Farra, Gordon Duke, Graham Woodhouse, Greg Chapin, Greg
Stewart, GUTS Department, Hallie Miller, Hannah Summerfelt,
Heine Stick, Henning Peters, Ian, Ian McG, Jackie Cates, Jackson
Starky, Jacob Blackmon, Jake Leeder, Jamas Enright, James, james
burke, James Holdridge, James Newman, james w manning, Jamie
Jung, Jani Waara, Jason Broadley, Jason Payne, Jason Sadler, Jason
Spencer, Jason Sperber, Jason Ventura, Jaye Sonia, Jeft Kerns, Jeff St.
Pierre, Jeft Swanson, Jeffrey Hersh, Jeffrey Palmer, Jeffrey Smith, Jeffry
Rinkel, Jen Kuiper, Jeremy Adams, Jeremy Kear, Jeremy Olson, Jeremy
Siemon, Jeremy Smith, Jeremy Wildie, Jesse Beebe, Jesse Keen, Jessica,
/n_Jez Clement, JHewett, Jim Groves, Jim O’Sullivan, Joe Parzanese, Joel
[ ¥ N. Fischoff, John “johnkzin” Rudd, John B., John D. Moore, John

241

Diffley, John Digby Willis, John Dossa, John Doyle, John Forrester- &5

Raymond, John Ulmer, Jon Harrison, Jon Messenger, Jon Potter, -

Jonathan Bowen, Jonathan Burstein, Jordi Rabionet Hernandez, Josh,
Joshua, Joshua C Kitchens, Joshua Gullion, Joshua Howland, Joshua
Walker, Juha Lahteenmaki, Julius der Bastler, Justin Andrew Mason,
Justin P. Sluder, Justin Ryan Isaac, Kalervo Oikarinen, Kamos | Exile
in Torment, Karen Lockwood, Karissa, Karl Schmidt, Kayla Graves,
Keith Williams, Kelly Borys, Kelvin Frizzell, Kennan Ward, Kenneth
J. Weir, Kenneth M Burling Jr, Kenneth Miller, Kenneth S. Pettersen,
ketwyld, Kevin, Kevin Cook, Kevin Daignault, kjgrant, Kobold King,
Koryander, Kris, Kristen Fagan, Kurt C. Yost, Kyle Bunn, Kyle G.
Crider, Kyle Hart, Lasse, Laura Lundy, Laura Thompson, Lee W. Dowd,
Leon C. Glover III, Leon Higley, Lewis Terry, Lifeform Entertainment,
LLGC, Lisa Kellogg, Liz T, Louis Nicoulin, Louis Porter Jr., Lucas Abend
Moreira, Luis Ramos (Asajev), Luke Norman, M. Sean Molley, Mana
Taylor, Manuel Siebert, Marc Lago, Marc Margelli, Marc V, Marina
de Santiago Buey, Mario Butter, Mark A Noll, Mark Bruce, Mark
Platt, Martin Blake, Martin Kern, Martin M., Mathew Duckwitz, Matt
Kaufman, Matt Whittaker, matthew defilippo, Matthew Hudson,
Matthew Probst, Matthew Simon Bartels, Matthew Wilk, Max Ellison,
Mckean (Mack Fulbright), Mel White, Melissa Garza, Melissa White,
meowstef, Metro Sauper, Michael Alkema, Michael Armstrong,
Michael Destefani, Michael Heitzman, Michael McSwiney, Michael
Strauss, Michael Thompson, Michael Willett, Michael Zacharias,
Michel Lepage, Mike Baker, Mike Myler, Mike Santangelo, Mike
Welham, Mixail Papazoglou, Mi-T, Monica Marlowe, moon mulligan,
MoosenHammer, Mourne, Mr Nasty Butler, MultaeKappae, Murray
Macdonald, Naoki Sakuma, Nate Miller, Nexorator, Njall - Cayne
Corp. Shareholder 6.66, Norm Moffett, Oliver Dickerson, Oliver Kuka,
Oliver Volland, Oliver von Spreckelsen, Olna Jenn Smith, orlean, Oscar
Ulloa, Oshunsar, Our House Games, Ovid, Owlglass, ozoli, Patrick D
Miner, Patrick Mueller-Best, Patrick Seymour, Patrick Trapp, Patrik,
Paul Cook, Paul E. Record, Paul Goodwin, Paul Kohler, Paul Rivers,
Paul S. Enns, Paul Spear, Per Kristian Schanke, Peter, Philip Carter,
Pierre Noel, Pineapple Steak, Pouderoux, Quentin Jaquier Courtier
Immobilier, Rachel Collier, Raffaele Passarelli Ramon Gomez,
Random McNasty, randomclass, Randy Belanger, Redfuji6, Reg Mc
Reynolds, Renato Retz, Rhel, Rich Householder, Richard Edwards,
Richard Ferris, Richard gamble, Richard Guidorizzi, Richard Mundy,
Rick Small, rimmep, Rob Bolyard, Rob MacLennan, Robert Bell,
Robert Harper, Robert Keller, Robert Thomson, Ron Williams,
Ronald Corn, Ronald Hopkins, Rose Bailey, Russell Liley, Russell
Ventimeglia, Sam Eckels, Sara Peters, Sarah Holding, Schnuffel, Scott
Kelley Ernest, Scott Maynard, sean, Sean Holland, Sean Macdonald,
Sean Winnie, SeeleyOne, Seith Metts, Serena Nelson - Hero of the
AGRM, Serge Billarant, Sergio “Sergut” Gutierrez-Santos, Sergio
Silvio Herrera Gea, Seth Hopkinson, Sewicked, Shaun McMahon,
Sheri Bryan, Sherry Marshall, Shervyn von Hoerl, Simmy Sims, Simon
Ward, Sleet, SmiteWorks, Space_Titanium, SS, Stefan Radermacher,
Stephan Topf, stephanie wagner, Stephen Honea, Stephen Potter,
Stephen Yeardley, Steve Huntsberry, Steve Johnston, Steve Mackenzie,
Steven Bakker, Steven Lord, Steven Schopmeyer, Steven T Appleton
Jr., Stipe Karmelic, Sven Berglowe, Taran Xavier, tcarpenterjr, Tero
Mintyld, Terry Buckingham, Terry Kaden, Thilo, Thomas Lokum,
Thomas Paradowski, thompgc, Tim Aukett, Tim Baker, Timothy
David Elrod, Timothy H. Ott, Tinzien, tobias.dworschak, Tom
Dodson, Tom Henely, tommi salama, Tony Troskoski, Trip the Space
Parasite, Vinciente, WarsBlade, Wayne Tripp, Will, Will Crandall,
Will Edgington, William Delmar I1I, William Wells, Willj, Wine Guy, a8
Wolfthulhu, Y. Lee, Yuki Hyou, Zachary Rzepiela, and Zathras. &




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 trade-mark 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 coadaptability 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

242

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 material by E.
Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on
material by Jonathan Tweet, Monte Cook, and Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson,
Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger,
and Bill Webb; Based on original content from TSR.
Pathfinder RPG GameMastery Guide Copyright 2010, Paizo Publishing, LLC; Authors: Cam Banks, Wolfgang
Baur, Jason Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James Jacobs, Kenneth
Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason Nelson, David
Noonan, Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley Schneider, Amber Scott, Doug Seacat, Mike
Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.
Pathfinder RPG Bestiary © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by
Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary 2, © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur, Jason
Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon Hodge, James
Jacobs, Steve Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie,
Sean K Reynolds, E Wesley Schneider, Owen K.C. Stephens, James L. Sutter, Russ Taylor, and Greg A. Vaughan,
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Bestiary 3, © 2011, Paizo Publishing, LLC; Authors Jesse Benner, Jason
Bulmahn, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims, F. Wesley
Schneider, James L. Sutter, and Russ Taylor, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.
Pathfinder Roleplaying Game Bestiary 4 © 2013, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner,
Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, Matt James, Rob
McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Sean K Reynolds, E. Wesley Schneider,
Tork Shaw, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn,
Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds,
Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim
Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds,
Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game: Ultimate Equipment (OGL) © 2012, Paizo Publishing, LLC; Authors: Dennis
Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, Matt Goetz,
Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith, Michael Kenway, Hal MacLean, Jason Nelson, Tork
Shaw, Owen KC Stephens, Russ Taylor, and numerous RPG Superstar contributors
Pathfinder Roleplaying Game Advanced Race Guide © 2012, Paizo Publishing, LLC; Authors: Dennis Baker,
Jesse Benner, Benjamin Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, Jason
Nelson, Stephen Radney-MacFarland, Owen K.C. Stephens, Todd Stewart, and Russ Taylor.
Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker, Ross Byers,
Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan H.
Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean
K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Campaign Setting: Technology Guide © 2014, Paizo Inc.; Authors: James Jacobs and Russ Taylor.




ATHFINDER

HIIIEPI.\'INE GAME COMPATIBLE

Love is in the air of the Klavek Kingdom. What started as a
marriage of practicality has turned into the real thing. The Prince
has met his true love, Lumi Valtatytar. Lumi is loved by everyone for
her intelligence, kindness, grace, and beauty.

The path of true love rarely runs smoothly; the PCs, initially
there to help at the wedding, find themselves faced by assassination
attempts, intrigue, and insurgents. Someone is determined to stop
the party from getting Lumi to the church on time. Who is behind
this mischief? In the middle of the chaos, Lumi disappears. The
PCs are called on to track her down.

This adventure includes:

Multiple paths to reach each stage of the story

Detailed cartography mapping of a full-scale castle

A new multi-stage poison, “Assassin Vine Cocktail”
Rules for running a high speed chase on horseback
through a forest

The Alchemist's Journal, detailing the various flora &
fauna in the Haunted Forest

New creatures, including the Twisted Treant, Bottomless
Pit and Gravewrap

Fairy tale-themed traps, such as the Binding Rocking Chair
New magic items, including the amulet of sleep, bed of
alertness and orb of misleading

Multiple possible endings to the tale, depending upon the
players’ actions throughout the adventure

Game mechanics for falling in love—the heart rules the head!
Gorgeous maps by Tommi Salama

And of course, all those essential fairy tale elements; a
beautiful heroine, a prince, a queen, a magic mirror, and
a hidden cabin in a haunted forest
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