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What €vil Lurks

(Round One ~ Who K nows)
By Catie Straiton

A Two-Round Adventure for the Legends of the Shining Jewel Campaign

Don’t you hate it when you find out that something that ‘everyone knows’ is
true...isn’t? Sometimes what you don’t know CAN hurt you. For heroes of levels
1-15.
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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign
adventure. It is written to be played in a standard four-
hour convention time slot. It is a good idea to have the
players and judge place some sort of name tag in front
of them, so everyone can easily identify each other and
the names of the characters they are playing. Some of
the text in this adventure is in bold italics. This text is
for the players to hear, although you are certainly free to
paraphrase or summarize the text if you feel it is
necessary.

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to
make changes to the module as necessary to
accommodate any unforeseen actions taken by the PCs.
If the players find another way to deal with the module,
they should be successful and appropriately rewarded.
The GM may also invent new NPCs as needed to
populate the city of Amthydor, which is not completely
detailed due to practical limitations.

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests
or the like come along to finish the combat and save the
PCs. Full XP awards should not be given for the
encounter if this is necessary.

Do NOT save the PCs if their failure is a result of their
own ill-advised actions or lack of forethought. Softening
the blow from a bad set of rolls or simple bad luck is
one thing, but stupid actions deserve what they get.

CALCULATING ATL (AVERAGE TABLE LEVEL)

Add up the levels of all characters at the table (plus
cohorts and entourages) and any animals that will take
part in combat that are not granted by class features
(such as familiars, animal companions, or bonded
mounts). Divide this total by 6, regardless of how many
player characters are at the table. This gives you the
Average Table Level (ATL) for running combats.

A NOTE ABOUT ATLS AND THE POWER OF PCsS

Not all parties are created equal. Some level 1 parties
can handle anything the GM can throw at them, and
some level 3 parties are relatively weak for their levels.
If the GM finds that the party at the table is really not up
to the challenge of the tier, he should adjust the
encounters DOWN for that party. This is particularly
important if the party has a broad mix of experience
levels, is lacking clerics and paladins who can heal, or is
a “role-playing” rather than “battle-ready” party. The
encounters should be a worthy challenge, not an
impossible task or a slaughter fest. Regardless of what
the instructions say, the GM should let common sense
rule the day (and the module).

ABOUT THE MODULE

"What Evil Lurks" is a stand-alone scenario in the
Legends of the Shining Jewel campaign. The two
rounds of this event are intended to be run consecutively
and continuously, with only a short intermission
between them, though each has its own treasure,
experience points and Time Unit cost. A Player must
play the same PC in both rounds of the scenario.

LIFESTYLE IN LSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and
armor, and other daily expenses. In the LSJ Campaign
this is reflected in Lifestyle Costs, which are paid at the
start of every LSJ adventure. See page 151 of the LSJ
Campaign Guide.
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ADVENTURE BACKGROUND

Before recorded history, the first and greatest of all
Raia’s creatures were the ancient dragons. Even
the elves cannot say if the first dragons came to
Raia from another place and claimed the world as
its home or if it was created by the gods. In either
case, the dragons took up the role of protectors of
Raia and paid no fealty to the divine Powers.
When the gods created the elder races (elves,
dwarves, gnomes and halflings) as worshipers, the
dragons made themselves known to these new
inhabitants of the world. The wyrms found the
elves to be much of the same mind as themselves —
curious, mystical, and highly attuned to the natural
world. The long-lived and innately magical elves
were the natural successors to the great dragons as
keepers of ancient knowledge, heirs to the wyrms’
magic and guardians of the natural places and the
creatures who lived there.

In time, the wyrms departed Raia in a great
migration, in their quest of new knowledge and
new worlds to explore, leaving the world to the
elder races and to the newest of Raia’s children,
humans.  Those few dragons that remained
concealed or isolated themselves, masquerading as
elves or humans or hiding in the most distant and
remote places.

Not all of the dragons and their ilk, with their life
spans that stretched for aeons, were willing to cede
the world to the shorter-lived races. Some of those
who stayed behind did so out of curiosity or duty,
while others who defied the migration sought to
reclaim the position that they believed their kin had
wrongfully ceded, as the preeminent creatures of
Raia and reassert their dominance. They openly
waged war on mankind or forged pacts with the
dark powers and enemies of the elves, only to be
slain or else viciously suppressed by an alliance of
their own kin, elves, dwarves and others.
Knowledge of the remaining dragons was
concealed and over thousands of years the great
wyrms were relegated to myth and legend. The
few sightings through the centuries were generally
attributed to drunken hallucinations, misidentified
large lizards, transmuted spellcasters and similar
‘misidentified” creatures.

One of these rogue dragon-kin, an ancient primal
linnorm, was entombed, held in a magical stasis
deep in the earth near what would become,
thousands of years later, the city of Amthydor.
Over time, the essence of the creature leached into
the land, tainting earth, plants, streams and even
wildlife with its evil. A forest, planted by the
elves to cover the linnorm’s prison, unexpectedly
took on this taint as well. When humans came to
make their homes across the nearby Delambir
Mountains, they sensed the poisonous shadow that
permeated the area and called the place the
Darkwood.  Over time, the trees, plants and
animals within the Darkwood became more and
more malevolent, misshapen and crazed.

In recent centuries, the seals entombing the
creature have begun to weaken.  Still locked in its
enchanted slumber, it has nevertheless attracted a
host of dark creatures who seek its release. A cult
of Suulthah has taken up residence in the
Darkwood and is seeking a way to break through
the physical and magical bindings that entomb the
primal linnorm. Their efforts have already enjoyed
limited success, causing the ancient beast to stir
within its prison, resulting in an ‘earthquake’ that
strikes Amthydor in the early hours of the
morning.

Introduction — A sudden earthquake strikes
Amthydor before dawn.

Encounter 1: The shrine of Lohm is concerned
that the quake is not a natural event and wants the
PCs to help investigate.

Encounter 1a: When leaving the shrine of Lohm
the PCs are ‘befriended’ by what appears to be a
wolf.

Encounter 2: A seer has received a vision about
the earthquake and the events behind it. She has a
warning for the PCs and a hint about where to go
next, if they are willing to listen.

Encounter 3: The shrines and temples of Destine
(goddess of knowledge), Dymora (goddess of
secrets), Emerys (god of magic) and Galvandt (god
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of vigilance) may hold answers for the PCs and
one holds a challenge.

Encounter 3a: It is possible for the heroes to
investigate, and perhaps gain some insight, by
visiting the tomb of an ancient priestess of
Dymora.

Encounter 4: The PCs may look for information
from temples other than Destine, Dymora, Emerys
or Galvandt.

Encounter 5: The PCs can contact representatives
from the League of Thaumaturgical Studies.

Encounter 6: Information can be obtained from
members of the Amthydor Miners’ Guild.

Encounter 7: If the PCs have the proper
recommendations, they may visit the Royal
Archives.

Encounter 8: The PCs can travel to Lohmlohron,
an ancient ruined shrine located three days from
Amthydor.

Encounter 9: The PCs travel to the dwarven
settlement of Hearthstone and learn more of the
area’s history.

Intermission — The PCs will have an opportunity to
deliver their preliminary report, and receive further
instructions.

NOTE on NPC Spellcasting in this event -
Temples and shrines throughout Amthydor are
reserving their available spells, including those
scribed on scrolls, for use in the rescue and cleanup
effort following the earthquakes. PCs will not be
able to purchase spells or scrolls, including during
the Shopping Spree or Bazaar.

NOTE on Knowledge skill checks in this event —
Players may ask to roll Knowledge skill checks to
recall information pertaining to the origin and
history of dragons or the ritual to imprison the
primal linnorm. While the GM can allow these
checks, there are as many theories and versions of
dragon history as there are bards to tell the tales,

and the PCs can only get the correct history by
talking to the NPCs appearing in the scenario.

INTRODUCTION — SHAKE, RATTLE &
RoLL

Determine where each of the PCs would be an
hour before dawn on a typical day in Amthydor.
PCs who would normally be awake, and who
succeed on a DC 20 Wisdom check, will realize
that there should be some non-human-generated
sounds somewhere in the city. Insects, birds, small
animals and barking dogs provide a constant
background at every hour of the day and night.
The current absence of any sounds of nature is
distinctly unnatural. Awake PCs with animal
companions or familiars will recognize that their
friends are behaving oddly, as if sensing something
imminent. Awake PCs who are lupaari or tabreen
will sense an unnatural stillness in the air, as if the
land and every creature were waiting for
something to happen. Even after the quakes,
animal companions and familiars will continue to
sense that something is ‘off’, but the feeling will be
less intense and more in the background, only
noticeable if they actually think about paying
attention to it.

Insects and night birds have already retreated
from the coming dawn, while the small creatures
that greet the morning have yet to venture forth,
leaving the city blanketed in pre-dawn silence.

The only sounds are the soft stirrings of late night
workers completing their tasks, early morning
workers beginning their day and the faint, gentle
lapping of the waves against the docks.

The silence is shattered by a thunderous rumble
from beneath the ground, as the earth heaves up
in a series of rolling waves that sweep across the
city from edge to edge and continue on into the
harbor.

PCs, who are sleeping at the time of the
earthquake, will be awakened as the shaking tosses
them onto the floor. Standing PCs must make a
successful Reflex save DC 15 or fall to the ground
until the shaking subsides. The shaking will last
for one full minute before subsiding as abruptly as
it began. The quake is strong enough to cause
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furniture to shift, to toss someone from bed or to
make pictures fall from the walls, but it is not
strong enough to topple a well-built stone
structure. (Magnitude 4.0 to 4.5)

As you take note of the disorder around you, the
shouts of the curious and concerned fill the
streets. The shouts turn quickly to disgruntled
grumblings and comments of ‘just a shaker’ ...
‘back to sleep’ ... ‘no real damage’ ... ‘nothing to
be excited about’.

shouts of frightened citizens and the cries of
panicked animals. No sooner does the shaking
stop than volunteers begin pouring out into the
streets, quickly organizing into work parties.
From smartly uniformed Noble House guards to
the residents of the newly restored District of the
Poor, the able bodied begin moving rubble,
bringing water and tending the injured, while
those less able to perform more physical tasks set
to watching for looters.

The PCs may certainly investigate if they wish,
though this preliminary quake has done very little
damage and what damage there is can easily wait
the hour until daylight to be cleaned up. Let them
take what actions they wish. No one else seems
terribly excited about this relatively minor
incident.

NOTE - If the PCs should decide to visit the
shrine of Lohm immediately following the first
guake, the second quake will occur while they are
en route. Modify the remainder of the
Introduction and Encounter One as necessary to
account for the actions of the PCs.

The sun rises over a city more annoyed than
distressed by the early waking. Bakers, farmers
and other workers with early morning tasks to
perform make their way to hearth and field.

Being heroic adventurers, the PCs may wish to
render aid during this emergency. Allow about ten
minutes for the players to role play and indicate
how their characters would be assisting — looking
for trapped survivors, tending to the injured,
recapturing escaped animals, etc. Be creative in
describing the chaos — panicked horses running
through the streets, a street sweeper pinned beneath
a fallen statue or roof beam, a child crying for its
mother, temple healers setting up triage areas, the
Diamond Legion calling for calm, and so on. The
PCs can participate in the cleanup efforts if they
wish, or simply stand by and watch. In either case,
it will be about six hours, at noon, before someone
comes looking for them to draw them further into
the scenario.

The second, much larger quake will occur an hour
after the first, just as the sun climbs over the city
wall.

A distant rumbling roar, first felt and then heard,
builds quickly as it sweep across the countryside
and washes over the city, lifting streets and
structures alike, before dropping them again as
the ground beneath them heaves upward and
then collapses. Statues and monuments topple
over, while buildings shudder and sway
dangerously and ships strain at their moorings
and roll on the sudden swells.

As the sun reaches its zenith a sense of order is
already beginning to express itself throughout the
city. The injured have been tended and made
comfortable. Strayed animals have been
recovered and returned to their pens. Architects
and engineers are moving from structure to
structure, assessing the safety of each building
before allowing the occupants to return.

It is assumed that the PCs will be doing the ‘right
thing’ and assisting with the rescue and cleanup
efforts in some manner appropriate to their
individual abilities and skills. If not, modify the
box text below appropriately.

This second quake is much more powerful than the
first shockwave, damaging buildings, walls and
roads. The shaking will continue, with varying
intensity but without stopping, for nearly five
minutes. (Magnitude 6.0 to 6.5). PCs standing at
the time of the second quake must succeed at a
Reflex save DC 20 to remain standing.

The ground stills and the roar of heaving earth
and the crash of falling stone are replaced by the

There is a sense of satisfaction and
accomplishment from the volunteers around you
as they survey the fruits of the morning’s labors
and begin making their way to a nearby
command post and rally point to receive their
next assignment in the cleanup effort. Before
you can follow, a low voice behind you draws
your attention. A sturdy youth in earth-stained
brown robes, clearly too tall to be a dwarf, but
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with the same ruddy complexion, stands waiting
to address you. “Your pardon, please. If you
would be of assistance to the city during this
crisis, 1 have a proposition for you. I am Edoric,
of the Stone Hall. My master, High Priest Boren,
has information on the earthquake and would
like to speak with you.”

The Stone Hall, for PCs succeeding on a DC 15
Knowledge (local) or DC 10 Knowledge
(religion) skill check is the local shrine of Lohm,
the god of earth and stone. Although worship of
Lohm is legal in Amthydor, the presence of the
small shrine to the god of Earth is unofficial, and
while there is some measure of cooperation and
tolerant acceptance, the shrine is not a member of
the city’s Quorum of Faith.

Edoric is an earnest, puppy-like boy of eleven,
eager to please and determined to earn the praise of
his superiors. He has only been an acolyte for a
few weeks and has no skills or abilities useful in
the current cleanup, so he has been relegated to
messenger duty. He will rattle on endlessly (or
until the PCs tell him to shush) about whatever
topic captures his attention while he escorts the
heroes (types of rock, characteristics of various
gemstones, virtues of traditional (tunnel) mining
over open pit or placer mining, etc. Be creative.).
He knows that High Priest Boren wants to talk to
the PCs about the earthquake, but he does not
know any other details. The PCs may of course
refuse to accompany him, at which point he will
take on a perplexed defeated puppy expression, as
if considering how to explain his failure to his
superior, and reluctantly return to the shrine
without the PCs.

It is remotely possible that a PC may be in
possession of a lyre of building and want to use it
to help rebuild. There is nothing to prevent this, if
the PC is willing to spend the time and make the
necessary skill checks.

» If the PCs accompany the priest to the shrine
of Lohm GO TO Encounter 1 (page 6).

> If the PCs decline the invitation to investigate
GO TO Encounter 2 (page 9).

ENCOUNTER 1 — MORE THAN WHAT IT
SEEMS

The PCs may visit the shrine of Lohm as many
times as necessary, if they think of additional
guestions. This box text applies only to the first
time that they visit the shrine.

There is nothing to hinder the PCs on their way to
the Stone Hall, except the desire to throttle Edoric
for his ceaseless chatter.

Edoric leads you through the city in a
meandering search, stopping periodically to
collect another person, before navigating the
work parties clearing debris in the Services
District and entering a low building of polished
marble. Navigating the dim halls, you emerge
into a stone courtyard dominated by an ornate
globe fashioned into an exact representation of
Raia. The globe, large enough that it would take
three men to encircle it with their arms joined,
hovers above a waist-high granite pillar. Slivers
of polished gemstones inlaid into the surface of
the globe mark countries, mountains, plains,
deserts, rivers, seas, and other geographic
features. The stocky man contemplating the
globe lacks the rich robes and ornate vestments
that one might expect of a high priest, but the
natural aura of deep piety that surrounds him
makes such outer trappings redundant. His red-
brown hair and close-trimmed beard are
unmarked by gray, but his dark brown eyes reveal
an old soul, making it difficult to tell his true age.

High Priest Boren may not be what some believe a
priest should look like, but he is Lohm’s chosen
representative in Amthydor, and highly respected
by both clergy and laity. The stone globe levitates
only an inch or so above the top of the pillar and
rotates freely. The pillar is slightly dished on top,
complementing the curve of the globe.

“Welcome to the Stone Hall. Thank you for
coming. | confess that I am reluctant to ask
anyone to divert their attentions away from the
citywide cleanup efforts, but with the shrine’s
resources limited, 1 am afraid that 1 have little
choice. As | am sure you are already aware, the
attention of every able-bodied man, woman and
child in Amthydor is focused on the results of this
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morning’s earthquakes. While it is vital that we
restore the normal order quickly, | believe that
the cause of the tremors is of great significance
and bears a closer examination.

&« \What or where is Lohmlohron?:

This is the PCs’ cue to be interested and ask
‘Why?” If they don’t comment or question, he will
continue.

“Earthguakes are not uncommon in this area,
and have in fact been growing more frequent in
recent months. Through our connection to the
earth, we who serve Lohm have been gifted with
certain...insight into such impending events and
are blessed with the means to redirect their
energies in more suitable directions, reducing the
damage to inhabited areas. That was not the case
today. We had no warning and were powerless to
influence the force or direction of the
subterranean shockwaves. 1’ve spent the entire
morning searching the shrine’s histories, and
based upon what I have read, there are two
possible reasons. One, something has happened
to the ancient shrine of Lohmlohron, where the
seismic energy generated by the motion of the
earth beneath the nearby mountains is channeled
and diverted; or Two, this morning’s earthquakes
were not natural.”

“Lohmlohron is an ancient dwarven shrine to
Lohm. It’s located in the mountains, three days
from the city. It predates the founding of
Amthydor by thousands of years. It’s in ruins
now, but there’s an old dwarven hermit, some call
him a holy man, rumored to guard the shrine.
Some say that he isn’t alive, isn’t real. They say
that he’s the shade of the last high priest or a
manifestation of the divine power that imbues the
shrine. Some even claim that he is really a
dragon, if you can believe such a thing.”

& \What or who is the Abator?:

“The Abator is an artifact of Lohm. It alters the
intensity and direction of the earth’s forces, such
as those generated during an earthquake. The
shrine of Lohmlohron is built over it.”

Earthquakes in the area are not unknown, but they
are relatively uncommon. When they do occur
they typically last for less than one minute and
seldom do more than rattle the crockery, even
without the mitigating efforts of the Lohmar.

« \What do you want us to do?:

What Boren does not know, and what has been
concealed and then lost over time, is that the
Abator was created not to reduce the damage to
Amthydor from quakes, but to prevent earthquakes
from weakening the prison containing the primal
linnorm.

«& How frequent are earthquakes in the area?:

“Investigate the situation. Locate, if you can, any
obvious external cause for the tremors. Ascertain
if the Abator (AB-at-tor) in Lohmlohron is intact
and functioning. Determine if there is a threat to
the Protectorate.”

« How will we know if the Abator is

working?:

“Quakes are more common than most people
realize. They actually happen almost constantly,
but are so slight as to be virtually undetectable
except by magical observation. Those quakes that
would be detectable unaided by the observant,
even those that do no damage, are less common.
There are perhaps six or eight per year and those
are mostly mitigated by the Abator. Larger
earthquakes, capable of causing serious damage
and loss of life, are relatively rare. The Abator
reduces their force and limits their damage. In
the past six months there have been no less than
twenty measurable events, three times the normal
number for an entire year.”

“l have never seen that Abator myself. No one
currently in Amthydor ever has. Only the
guardian of Lohmlohron has access to it. It
should be apparent, if it isn’t working, but the
guardian of the shrine will know for certain.”

&« Do you know where the quakes were
centered?:

“The shock waves came from the west, most likely
just beyond the mountains, and traveled in the
direction of the sea. Earthquakes originating
between the sea and the mountains are all but
unheard of.”
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High Priest Boren will provide the PCs with a map
of the area west of Amthydor, on the opposite side
of the mountains. The central feature of the area
shown on the map is the Darkwood Forest. The
area indicated is HUGE, over a thousand square

miles, and will need to be narrowed down

considerably.

« \Why does it matter what caused the
earthquakes?:

that another quake is imminent. | cannot even
send Edoric to find them. 1 sent him in search of
you less than an hour after the shaking of the
second quake ceased and it took him half the day
to collect you.”

“Something tells me that this was not a natural
event. If it isn’t, as | suspect, then it may have
been caused by some agency that poses a threat to
Amthydor. | cannot explain why, but I feel that
something dangerous is looming. Something
about the earth is out of balance and | do not
know if the cause is natural or unnatural, but |
believe that the threat is real.”

He sent inquiries to the League of Thaumaturgical
Studies, the Miners’ Guild and the shrines/temples
of Destine (Knowledge), Dymora (Secrets),
Emerys (Magic & Time) and Galvandt (Vigilance)
just before the second quake. At each of the
shrines, temples, the guildhall and LoTS, only a
handful of apprentices and acolytes are left to
perform basic daily tasks, while the rest are
working to restore order throughout the city. High
Priests and League Councilors may be present, or
lesser members can direct the PCs where to find
them.

Boren’s intuition is correct. He can’t explain
exactly what he is sensing, or why, but he
genuinely feels that the threat to Amthydor is very
real.

&« Do you know who or what would have the
ability to cause the tremors?:

“If you can locate a senior priest from one of the
other temples, they may be able to assist in
divining the cause of the quakes.”

& \Which other shrines and temples did you
contact?:

“The most devout of priests and druids can
sometimes cause the earth to move in the manner
of a small quake, but the effect has an extremely
limited area. Our assessment indicates that the
tremors began to the west of Amthydor and
traveled some distance.”

“l sent requests to the temples of Emerys and
Hyperion, and the shrines of Destine and
Dymora.”

Observant players may wonder about Boren’s
choice of contacts. If they question why he
contacted those temples and shrines specifically —

«& Have you performed any divinations?:

“We who follow the Earthlord seldom have cause
to pray for such blessings. | have sent requests
to some of the other shrines and temples, as well
as the Miners’ Guild and the League of
Thaumaturgical Studies, in hopes of obtaining
information and assistance, but with everyone
more interested in cleaning up after the tremors
than in learning what caused it...” He gestures in
helpless frustration. “Nearly everyone who may
know anything is somewhere in the city working
to restore order as quickly as possible. It may be
days before they even receive my messages, much
less respond to them. | cannot seek them out
myself, because | need to remain here to monitor
the land and give warning if there should be signs

“l...” Boren looks suddenly perplexed. “I don’t
know. | didn’t really stop and analyze when |
was sending out the messages. | just wrote out
the requests automatically. 1 don’t remember
even deciding who to send them to. | simply
addressed the inquiries to those faiths that it
occurred to me might be of assistance. Our
shrine, and even the faith of Lohm in general,
don’t have a particularly close relationship with
any of them.”

It would be natural to contact the shrine of Destine
(goddess of knowledge) or the temple of Emerys
(god of magic and time), but it makes much less
sense to contact the shrine of Dymora (goddess of
secrets) or the temple of Galvandt (god of
vigilance). The shrine of Lohm has a much closer
relationship with the three other elemental faiths
(Aurelian — Air, Cyrene — Water and Zara — Fire)
or with Kalek (god of crafting).
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«& Can you cast any spells for us?:

“Sadly, no. Our shrine is small and we have only
a handful of priests. Our resources have already
been expended aiding the injured and displaced
and repairing critical structures.”

other verse. | don’t know of any ‘wards of gold’.
Of course, this isn’t the only shrine of Lohm in
the area, just the only active one.”

The priests of the shrine, all of whom except
Boren, are 5" level and lower, have already
exhausted their spells for the day while assisting in
the rescue and cleanup effort.

« Do you know anything about the history of
the shrine?:

If the PCs revisit the shrine they can ask about the
riddles provided by the seer. The ‘other’ shrine of
Lohm is the ancient ruined shrine of Lohmlohron,
located in the mountains, three days travel from
Amthydor.

«& Have you heard anything about a ritual to
imprison something nearby?:

“Not nearly as much as | would like to. Normally
a high priest prepares his successor, revealing
secrets of the faith and conveying information not
available in the shrine’s open records. My
predecessor died...unexpectedly, and without a
chosen successor. | was sent from Ihnall, as soon
as word reached the high temple there. Just
before I arrived the shrine was vandalized and the
written records destroyed. So there was no
opportunity for any exchange of information.
Everything, written and unwritten, was lost.”

“Il did do some research before I left Ihnall, when
I was first assigned to come here. Small shrines
like this one are not required to report to a faith’s
main temple on everyday activities and even
regionally significant events often go unreported.
The only thing that stood out was a brief message,
from the old shrine of Lohmlohron. It was buried
among the oldest records. I'm afraid that is
wasn’t particularly enlightening. | really only
remember it for its brevity and obscurity. All it
said was ‘The prison is sealed. The key is broken.
Time will conceal the knowledge.””

Ihnall is the center of religion on Raia and the
home of the ranking temples of many of the faiths
practiced in the world. The death of the previous
high priest was determined to be the result of foul
play, considering that all that was ever found of the
man was an arm, a foot, one ear and his tongue, on
the floor of his blood-soaked study. The study had
been ransacked, as if the murderer was searching
for something. An investigation was unable to
identify a culprit and the case remains unsolved.
Everyone associated with the shrine was cleared.
Three weeks later the shrine was vandalized and
searched again and the records burned.

The PCs may return later in the event with
additional questions, based upon what they learn
in other encounters.

« \What do you know about the visions from
the seer?:

Boren did not attach any significance to the
message at the time and even now he does not
know for certain that it refers to the earthquake, but
he cannot deny the possibility.

&« \What kind of
imprisoned?:

creature could be

“Some form of dragon, or a dragon-kin, if the
seer’s visions are to be believed.”

« \What do you know about a seal or key?:

“Nothing that | can think of that might apply to
this situation.”

« \What do you know about dragons?:

“The “‘Stone Shaper’ clearly refers to Lohm. ‘By
earth consumed’ implies some sort of burial or
imprisonment in stone. The ‘Five’ could be a
reference to the five powers mentioned in the

“Dragons? Some say that before they left Raia
the wyrms taught the first dwarves the secrets of
working adamantine and mithral. There are
stories of metallic dragons living near dwarven
settlements and joining with them to fight orcs
and goblins. Of course, there haven’t been any
dragons around for thousands of years. People
claim to see them every so often, but usually only
after they’ve been drinking, or else it was some
wizard practicing his transformation spells.”
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He knows about the young black dragon in the
sewers several years ago, but like many locals he
believes that it may have been just a big lizard. He
will acknowledge that the recent sighting of a blue
dragon in the Whitewold Forest could possibly
have been a wyvern, but could have been an actual
dragon.

«& Can you offer any other advice?:

“Don’t overlook any possibility. The answer
could be right in front of us at any time.”

The PCs may visit the shrine of Lohm as many
times as necessary, if they think of additional
guestions.

It is possible that the party will want to go directly
to Lohmlohron, ignoring the rest of the encounters
in Round One. This is fine, though the GM should
present the party with Encounter 1A and
Encounter 2 while they are en route to the city
gate.

> Once the PCs decide on a destination
(regardless of where they want to go) GO TO
Encounter la (page 10).

ENCOUNTER 1A — CAN | KEEP HIM?

Leaving the shrine of Lohm you begin making
your way in the direction of (insert destination).

PCs succeeding at a Perception check DC 10 will
hear a faint whining and see a gray and black shape
in the shadows of an alley.

The whining gets louder as you approach the
alley and a canine face peeks out from behind a
wooden crate. The face is quickly followed by the
body, as a young wolf slinks out of the shadows,
tail waving anxiously and brown eyes expectant.

The ‘wolf’ is Malthionas, an imp consular working
with the cult of Suulthah to free the primal
linnorm. In this form (beast shape Il), he appears
as a young adult wolf. If the PCs offer food, he
will take it hungrily, but not viciously. If any of
the PCs attempt to speak with animals he will offer
a sob story that he was captured by a poacher and
brought into the city, but that he escaped. He tried

to get out of the city, but every time the guards saw
him they chased him. He thinks that he is far from
his pack lands, because nothing smells familiar.

He will attach himself to the party in an attempt to
earn their trust and gain information on the PCs’
progress and report back. He will ‘help’ the PCs,
as a friendly wolf might, without actually
providing any real assistance. Malthionas’ real
stats are provided in GM Aid #3. His ‘wolf’ stats
are as for a normal wolf (see Druid, animal
companions, Pathfinder RPG Core Rulebook).

If a PC actively attempts to detect evil on
Malthionas, his aura is one of moderate evil (3 HD
aligned outsider). If the PCs discover his identity
or intent he will first try to flee and will fight if
cornered. True seeing will reveal his true form.

Once the party has learned as much as possible in
Round One or they become suspicious of him,
Mathionas will sneak away to report to the cult of
Suulthah.

» If the PCs absolutely no idea where to go next
and they haven’t been there yet, GO TO
Encounter 2 (page 10).

> If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the
councilors of the League of Thaumaturgical
Studies GO TO Encounter 5 (page 25).

» If the PCs approach the masters of the Miners’
Guild GO TO Encounter 6 (page 27).

» If the PCs visit the Royal Archive GO TO
Encounter 7 (page 28).

ENCOUNTER 2 — IF YOU COULD SEE
WHAT | HEAR

This is a floating encounter, to be used when the
PCs run out of ideas or veer off track. It can only
be visited once, but the GM should not hesitate to
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use it to give the PCs a nudge in the right direction,
if they need it.

A young woman with a long braid of chestnut
brown hair, her eyes bound by a brightly colored
green and blue silk scarf, makes her way along
the cobbled street with the aid of a carved wooden
staff that she taps lightly on the stones. Other
passersby politely make way for her, as she
abruptly turns and crosses the street in your
direction. There is no hesitation in her steps as
she slips deftly between wagons hauling debris or
wounded or sidesteps cracks in the cobbled street.

Serpent’s child, By Five entombed

Knowledge Keeper, Stone Shaper,
Muistress of Secrets, Master of Time
Vigilant Guardian seals the design

The young woman is Saria. If the PCs attempt to
discern her race, she has a slightly otherworldly
aura, most closely resembling that of an aasimar.
She has been blind since birth and was raised in an
orphanage run by the various temples and shrines
of Amthydor’s Quorum of Faith. She follows no
particular faith, but acknowledges the power of all
of the non-evil gods worshiped in Amthydor. She
believes that those deities are responsible for the
visions that she receives and tries to honor that gift
by using what she “sees’ to help where she can.

She will approach a random PC in the party (GM’s
discretion, perhaps the least involved player). She
will address that PC by class description (warrior
for a fighter, holy warrior for a paladin, noble
lord/lady for a noble, mage for a wizard,
priestess/priest for a cleric, mindbender for a
psionic character, tracker for a ranger, etc). She
receives visions of auras seen in her mind, rather
than with her eyes, that tell her the sort of person
she is dealing with.

Saria does not know what the parchment says. She
writes automatically, as she feels compelled by the
gods. If the PCs tell her what she has written, she
doesn’t know the meaning of it all, but she can
suggest that the PCs start with the second verse
and the five deities described there (Destine,
Lohm, Dymora, Emerys and Galvandt). A
successful Knowledge (religion) skill check DC
15 will allow the PCs to identify each deity
mentioned,

“I hope that you find wisdom in the gods’ words,
adventurers. Good luck to you.”

“l bear a message for you, (insert class). The
gods have shown you to me, and given me the
means to guide you on your quest.”

She will provide the PCs with Player Handout #2,
a pair of cryptic rhymes that identify 1) what
caused the earthquake (an imprisoned dragon-kin)
and 2) the five deities (Destine, Lohm, Dymora,
Emerys and Galvandt) whose priests helped to seal
the primal linnorm in its prison. She received her
‘vision’ in the early hours of the morning, just
before the first quake.

Ancient kin, by Earth consumed
Wards of gold, all Knowledge hidden
Wyrm to hold, Release forbidden

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

If the PCs decline the invitation to investigate

a second time in favor of continuing to assist

with the cleanup give them the Roleplaying

Bonus XP appropriate to each PC’s own ATL,

sign their logsheets and thank them for

playing.

vV Vv VY VYV V VY
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ENCOUNTER 3 — A WING AND A
PRAYER

In addition to the shrine of Lohm, the four temples
and shrines able to provide the most assistance are
Destine, Dymora, Emerys and Galvandt. Only
these faiths will have detailed information useful in
dealing with the present situation.

None of these shrines or temples will have spells
available to the PCs, other than those specifically
mentioned in text below, even if the PCs have certs
for free or reduced cost spells from those temples.
Every temple and shrine is reserving their available
spells, including those on scrolls, for use in the
recovery effort.

SHRINE OF DESTINE

The shrine of Destine protected the upper right
guadrant of the seal, made of bronze and etched
with silver, gold and platinum.

Bartholomew, the young priest who usually has
door duty, is elsewhere during this crisis. Talmus,
a retired priest, still of sound mind, but less fit in
body, has been called in.

things, either from the shrine of Lohm or from
our goddess directly.”

« Can you perform any divinations for us?:

“We keep a supply of scrolls in reserve for
emergencies. Under the circumstances | believe
this qualifies. My assistance is required with the
recovery effort, but 1 can spare the time for a
single casting.”

Epirotes will arrange for a single casting of one
spell, either commune (10 questions) or divination.
Possible results are provided in GM Aid #2.

& Can you cast any other spells for us?:

“Everything that we have is needed to help
restore order.”

& \What do you know about the visions from
the seer?:

The PCs can share the seer’s message with

Epirotes and ask for his insight into its meaning.

Pausing in front of a polished wooden door
Talmus, the elderly priest greeting visitors at the
doors of Destine’s Hall of Enlightment, peers up
at you, his back bent by age. “Deputy Priest
Epirotes has only just returned from a meeting of
the Quorum and he’s going back out right away
to assist in the cleanup, but he has agreed to see
you for a few minutes.” He turns the knob and
gestures you into a study where a heavyset man in
his late forties looks up from reading a message
scroll.  “You’ve come from the Stone Hall. |
don’t know that I’ll have the answers that you’re
looking for, but you are welcome to ask your
guestions.”

The PCs can ask, and Epirotes will answer, if he
can.

&« Do you think that the earthquake was a
natural event?:

“That’s a question for the servants of the Stone
Lord. I’m no judge of the cause of such things. |
can tell you that we usually have warning of such

“*Knowledge Keeper’ is an apt description of
Destine. The others referenced would be Lohm,
Dymora, Emerys and Galvandt, unless I am
grievously mistaken.” He rereads the seer’s
message, considering for a moment. “It may not
be related to the present situation, but on his
deathbed, High Scribe Malthas passed on to my
superior a secret of the shrine, from before the
founding of the city. Pericartius broke tradition
and shared it with me, to help preserve the
knowledge. He said that he felt compelled by
Destine. The story, he said, was never written
down, but passed through oral tradition from
High Scribe to High Scribe through the centuries.
Oral history, rather than written, is highly
unusual in our faith, because of the risk of losing
valuable knowledge if the bearer dies
unexpectedly and is unable to pass on the
information. The other problem with spoken
conveyance is that there’s no way of knowing
how much it’s changed with each new telling.
The subject of the tale was a great alliance, to
defeat a powerful evil that threatened the area. It
was not possible, or perhaps not desirable, to kill
the creature, and so it was imprisoned. One
reason that I remember the tale is that, according
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to Malthas, it was forbidden to ever write down
anything about the event.”

& Can you offer any other advice?:

« Do you know anything about the seal?:

“The binding was completed with a seal made of
precious metals, which was then broken into five
parts. The parts were scattered, to prevent the
evil from ever being released. One of the pieces
was placed within the shrine here. Malthas
considered it his only real failure as High Scribe
that the shrine’s piece vanished twenty years ago,
stolen and never recovered. The other pieces
might be with other temples.”

“The League of Thaumaturgical Studies may
have information. If you have a way of gaining
access to the Royal Archive, that would be even
better, but without an idea of where to start and
permission to research the records it could be
difficult.”

&« How can we get access to the Royal
Archive?:

If the PCs describe the shape of one or more of the
other missing pieces, Epirotes will agree that it fits
the description of the piece that was stolen.

&« \What kind of creature could have been
imprisoned?:

“Normally only the most serious scholars are
permitted access and they often wait weeks or
even months for the opportunity. If you can find
someone to sponsor you, you can petition the
Archivist and see what happens. It can’t hurt to
try.”

“Some form of reptile, perhaps a giant serpent.
Possibly even a dragon.”

Gaining access to the Royal Archives will take
four hours for the request to be approved, provided
that the PCs have the appropriate sponsors.

«& Can you sponsor us to the Archive?:

« \What do you know about dragons?:

“Dragons? The oldest histories acknowledge
their existence. There are paintings and statues
depicting them. The ancient legends say that they
were the first creatures to call Raia home and
that they taught magic to the elves. They
vanished from Raia, thousands of years ago, in a
great Retreat. Sightings over the centuries since
then have generally been attributed to
misidentification, sorcerous transformations or
drunken hallucinations. In the past few years,
there have been several suspected sightings in
and around Amthydor.” He pauses, looking
thoughtful. “What is most unusual is that the
shrine’s records are oddly silent on the subject.
It’s almost like all of the tomes specifically
referencing dragons in detail have been removed.
I never noticed it before, and perhaps | wasn’t
meant to.”

“l lack the authority. The Quorum itself could
sponsor you, if you had their favor, or one of the
temple high priests, a ranking member of the
Legion, one of the nobles or, of course, the Lord
Monarch himself.”

Such an absence of information on a subject as
major as dragons is indeed noteworthy. The
absence of books detailing dragons isn’t new, this
is just the first time that someone from the shrine
has consciously realized it, almost as if everyone
had been made to forget that such books existed.

To access the Royal Archive the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit a Favor,
Gratitude or Boon from one of the following — the
Lord Monarch, Alexander Breng, Captain Vestra,
Jordan the Bard, an NPC Amthydoran Noble or
Noble House, or an Amthydoran temple/shrine or
High Priest OR the party must forfeit two of the
Favors, Recommendations, Gratitudes or Boons
above. Favors, Recommendations, Gratitudes or
Boons redeemed in this manner are Void and
cannot be used for any other purpose. If the PCs
lack the above qualifications, or are unwilling to
forfeit the required certs they may still gain access
by incurring a Debt.

SHRINE OF DYMORA

The shrine of Dymora guarded the lower right
guadrant of the seal, made of bronze and etched
with silver, gold and platinum.
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A silent acolyte escorts you to a study decorated
in red silk, black leather and polished wood. A
stunning woman in a revealing scarlet silk gown,
a pair of glossy black feathered wings sprouting
from her back, gestures with an elegant
manicured hand.

& Are you evil?:

This is, of course, Mistress Jade, High Priestess of
Dymora. As Dymora’s priestess, Jade possesses a
natural aura of overwhelming evil (if detected for),
but she holds no malice towards either the city or
the PCs.

She smiles. “Well, aren’t you a rude one, to ask
such a blunt question. Good and evil are a matter
of perception. Regardless of what you may have
heard about me, or about my goddess, I am just
as invested as you are in keeping Amthydor
strong. Dymora enjoys a little order and
structure as much as the next god.”

“Sit. Under the circumstances | doubt that this is
a social visit, so you’ll understand if 1 don’t send
for refreshments. Clearly you have something
important on your minds, to be here instead of
out in the city joining the recovery effort.”

Like most of the city’s inhabitants, she has been
busy, in her own way, helping reestablish order.
The PCs will have to ask specific questions in
order to get any useful answers. Regardless of
what their first question is, before she answers it
she will pose a question of her own.

Of course she is evil, her goddess has transformed
her into an erynies, but she is also lawful and there
is a difference between an evil nature and evil
intent in the moment. She won’t lie to the PCs
unless it serves her greater purpose and she gains
nothing if Amthydor falls. She will, however,
decline to answer if it suits her.

&« Do you think that the earthquake was a
natural event?:

“Do you know the largest number of people who
can keep a secret?”

“Do I look like a dwarf to you?” She casually
buffs her already flawless nails. “Of course it
wasn’t natural. If those rockbrothers know about
anything, it’s earth and stone. They’ve always
helped to protect Amthydor from the effects of
earthquakes.”

The answer, of course, is ‘One’.

“My Lady is the Mistress of Secrets, and she does
not keep her place by her priestesses telling
everything they know to whoever asks.”

The PCs may try to guilt her into talking, by
pointing out that it is her ‘duty’ as a citizen of
Amthydor to help protect the city. It they try this
tactic, she is prepared to respond.

« \What do you know about the visions from
the seer?:

The PCs can share the seer’s message with

Mistress Jade and ask for her insight into its

meaning.

“I am as dedicated to the protection of Amthydor
as any of you. My family is here, after all.”

If the PCs question about her family, they may
attempt a Knowledge (nobility) skill check DC 25.
Though she, and her family, seldom speaks of it,
she is the daughter of Lord Consul and High Lady
Tezriine, and the sister of High Lady Deyniel
Tezriine-Allison. If the PCs realize her family
connections, and speak them aloud, she will only
nod silently. If they don’t know, and ask, she will
comment.

“If you don’t know, why should I make it easy for
you?”

Everyone has their secrets.

She seems to consider for a moment. “Did you
know that dwarves can keep a secret almost as
well as a Dymoran? An elf will tell you what he
knows, he’ll just speak in riddles. A dwarf, on the
other hand, you’d have better luck asking a rock.
I’d wager that the other temples and shrines that
you’ve visited have had little information to offer,
and if they did it was through oral tradition
instead of a written history.  The knowledge that
you seek was never meant to be known except to
those charged with guarding the secret, lest it be
used by the wrong people. There was a ritual,
over four thousand years ago, to seal away some
ancient evil. Five priests, mostly elves and
dwarves, because humans were not yet
widespread, joined together to bind a creature
that they could not, or would not, kill.”
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Mistress Jade can identify the five priests as
followers of Destine, Dymora, Emerys, Galvandt
and Lohm.

“Furthermore, something that your seer couldn’t
tell you, there was someone else involved in the
ritual. Also, not all of the great dragons left in
the Retreat. Some stayed behind, for reasons that
only they know.”

Mistress Jade doesn’t know the identity of the
other person or creature that helped with the ritual.
There were other dragons, besides the three that
she is referring to, who remained on Raia, but
those were not especially noteworthy.

« \What kind of creature could have been
imprisoned?:

object of great importance. She can reveal the
location of the tomb of the ancient priestess, whose
body was moved and reburied in the city’s
cemetery after the founding of Amthydor. She
will, if asked, provide a writ authorizing the PCs to
inspect and, if necessary, open the tomb for the
sole purpose of determining that the piece of the
seal is still inside.

« Can you perform any divinations for us?:

“We maintain a supply of scrolls for use in
emergencies. | must return soon to assist with the
cleanup, but | can spare the time for a single
casting.”

“Not a true dragon, but something related to one.
An abomination created by the gods, out of
revenge or jealousy, when the dragons would not
pay homage to them.”

Mistress Jade will arrange for a single casting of
one spell, either commune (10 questions) or
divination. Possible results are provided in GM
Aid #2.

& Can you cast any other spells for us?:

Mistress Jade personally believes that it was some
type of dragon-kin that was imprisoned, though of
course, there is no proof.

« Do you know anything about the seal?:

“Everything that we have is reserved to help with
the recovery and cleanup.”

« \What do you know about dragons?:

“Seal isn’t really the right word. It was more of a
key, from what I’ve heard. It was made of a
mixture of precious metals and alloys. It was
broken into five pieces and each priest kept one
and hid it away, so that they could never be
rejoined and used to release the prisoner.”

“The first dragons of each type were said to all be
the offspring of the same single female and one
of her two consorts. Of course, it’s all just
legend, and there are as many versions as there
are bards to tell the tales. To ever know the truth,
you’d need to ask a dragon.”

Each of the five pieces was made of a different
metal or alloy — brass, bronze, copper, gold and
silver, and all were decorate with an ornate design
of an arcane symbol in ancient draconic, traced in
gold and platinum. The metals and alloys match
the five types of metallic dragons, plus platinum.

If the PCs describe the shape of one or more of the
other missing pieces, Mistress Jade will agree that
it could be a part of the key.

« Do you know where to find the Dymoran
piece of the seal?:

«& Can you offer any other advice?:

“The Royal Archive is said to contain
information dating back to before the founding of
Amthydor, and even to the Chaldean Empire. If
you can gain access, you may find something
there.”

&« How can we get access to the Royal
Archive?:

“Buried, | suspect, with the priestess of the time.
It is not uncommon for keeping a vital secret, to
take it to the grave.”

“The Archive is closely guarded and few
outsiders are permitted inside. You would need a
good reason, and a sponsor.”

Mistress Jade has never seen the seal, but she was
told that the priestess was buried with a bronze

Gaining access to the Royal Archives will take
four hours for the request to be approved, provided
that the PCs have the appropriate sponsors.
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«& Can you sponsor us to the Archive?:

“The Royal Archivist does not approve of me. My
recommendation would likely hinder rather than
help your efforts.”

To access the Royal Archive the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit a Favor,
Gratitude or Boon from one of the following — the
Lord Monarch, Alexander Breng, Captain Vestra,
Jordan the Bard, an NPC Amthydoran Noble or
Noble House, or an Amthydoran temple/shrine or
High Priest OR the party must forfeit two of the
Favors, Recommendations, Gratitudes or Boons
above. Favors, Recommendations, Gratitudes or
Boons redeemed in this manner are Void and
cannot be used for any other purpose. If the PCs
lack the above qualifications, or are unwilling to
forfeit the required certs they may still gain access
by incurring a Debt.

When the PCs are ready to leave, Mistress Jade
will offer one last tidbit —

capable of assisting should do so in any way that
they are able. She isn’t afraid to get her hands
dirty.

& Can you perform any divinations for us?:

“Our focus has been on determining if there is
any additional threat to Amthydor. While we
believe that there is some growing danger to the
city, we have been unable to determine the nature
of the threat or when it may strike.”

High Priestess Lilyra and the clergy have already
attempted divinations. They know that the threat is
real and that the city will come to harm if nothing
is done, but not where the greatest danger lies or
when an attack will come.

& Can you cast any other spells for us?:

“All of the temples resources are being directed
toward assisting those who have been injured or
displaced.”

“There are rumors of a cult of Suulthah
worshiping nearby. It may be completely
unrelated, but it is something to keep in mind.”

&« Do you think that the earthquake was a
natural event?:

She doesn’t know where the cult is based or how
many members there are.

TEMPLE OF EMERYS

The temple of Emerys guarded the upper left
guadrant of the seal, made of silver and etched
with silver, gold and platinum.

“We monitor any unusual surges of magical
energies. Nothing drew our attention, so it likely
wasn’t caused by magic. That means natural,
either the normal shifting of the earth, or caused
by some creature.”

& \What can you tell us about the visions from
the seer?:

The PCs can share the seer’s message with Eirini,

and ask for her insight into its meaning.

Following the directions provided by the acolyte
at the Hall of Mysteries, you find Eirini, the
deputy priestess of Emerys. She has exchanged
her priestess’ robes for dust-stained shirt and
breeches, and moves among the occupants of a
temporary shelter for those whose homes have
been damaged, offering blankets and other small
comforts. After a reassuring word to a mother
with two young children, she draws you aside.
“Have you come to volunteer or is there another
pressing need that brings you?”

“I’ve been thinking, trying to remember anything

that might be important, since an acolyte brought
High Priest Boren’s message and High Priestess
Lilyra showed it to me. There is little to tie our
two faiths together, but there is a little known
legend from before the founding of Amthydor, of
an elven mage-priest of Emerys who came from
the Mystwood to join with a priest of Lohm and
others to perform a great ritual.”

« Do you know anything about the seal?:

Deputy Priestess Eirini is a distant relation of
House Slidell. She believes that rank is
meaningless in a crisis and that everyone who is

“It would be possible to use such a seal, almost
more of a key really, if it was then broken up and
the pieces scattered. If the pieces could be kept
apart, it would prevent whatever had been sealed
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from being opened - a box, a chamber, a
building, etc. We have several such seals within
the temple that have been used to secure a
number of items or places.”

If the PCs ask to see the seals, and succeed at a DC
18 Diplomacy check (DC 13 for worshipers of
Emerys), she will return with them to the temple
and show them to a small, secured room in a lower
level of the temple. She will not reveal details of
the security on the room.

Deep shelves hold a collection of polished wooden
chests. Eirini opens several, exposing a variety
of objects made of wood, polished stone, crystal or
precious metals, resting on velvet linings.
Opening one box, she gestures to you. “As you
can clearly see...” she pauses, suddenly looking
perplexed. “This is not the seal that is supposed
to be in this box.” She picks up the object and
turns it over in her hands. Light reflects off the
silver seal, and the metallic tracings that line its
surface. She holds out her hand, offering the
seal. As she drops it into your palm you realize
immediately that it weighs much less than a pure
silver object that size should. “I saw the seal
object from this box less than a year ago and this
is not that object. Someone has been here and
has placed this decoy in place of the true seal
object. | must speak with High Priestess Lilyra at
once.”

The false seal is made of iron with a thin coating of
silver. It is a nearly perfect copy of the real seal
object. The piece is one inch thick, the size of a
large man’s spread hand, in the shape of a four-
sided figure. It is round on one edge, with three
short angled sides. Picture a quarter of a circle,
with the point cut off. The completed figure,
composed of five parts, is a circle with an
elongated diamond/kite shape in the center. The
piece from the temple of Emerys is the upper left
guadrant. Deputy Priestess Eirini doesn’t know
when the piece of the seal was stolen and replaced
with the fake and she will not permit the PCs to
accompany her to locate and speak with High
Priestess Lilyra. Investigating the theft is outside
the parameters of this scenario. The important
thing is for the PCs to realize that the real piece has
been stolen and can be used to free the primal
linnorm.

&« \What kind of creature could have been
imprisoned?:

“Some ancient dragon or dragon-like creature.”

« \What do you know about dragons?:

“Dragons? It’s only legend of course, though it
is handed down from the elves, all dragons
descended from three. The First Wyrm, who was
the mother of the dragon race, and her two
Consorts. One is said to have been the father of
the first evil dragons, while the other is the father
of those who were good. There are dozens of
other myths, of course, any of which could be
true, but this is the one that appears among the
shrine’s oldest records.”

This is the true legend.

& Can you offer any other advice?:

“The shrine of Destine or the League of
Thaumaturgical Studies may have records that
would be useful in your investigation.”

«& Can you sponsor us to the Archive?:

“Such a recommendation would have to come
from High Priestess Lilyra and she is extremely
busy. If you are in favor with another high priest
of one of the Quorum shrines or temples, you
may gain access faster.”

To access the Royal Archive the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit a Favor,
Gratitude or Boon from one of the following — the
Lord Monarch, Alexander Breng, Captain Vestra,
Jordan the Bard, an NPC Amthydoran Noble or
Noble House, or an Amthydoran temple/shrine or
High Priest OR the party must forfeit two of the
Favors, Recommendations, Gratitudes or Boons
above. Favors, Recommendations, Gratitudes or
Boons redeemed in this manner are Void and
cannot be used for any other purpose. If the PCs
lack the above qualifications, or are unwilling to
forfeit the required certs, they may still gain access
by incurring a Debt.

TEMPLE OF GALVANDT
The temple of Galvandt was responsible for
protecting the diamond-shaped center segment of
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the seal, made of gold and etched with silver, gold
and platinum.

The imposing towers of the temple of Galvandt
cast long shadows over the Temple District as you
make your way through the streets. Drawing
closer, you hear the alarm bell atop the highest
tower begin to ring and the towers themselves fall
under shadow. A swarm of large winged forms
drops from the clouds to attack the armed priests
emerging from the temple. The attackers, some
twenty blue-scaled winged beasts with long
serpentine necks and barbed tails, immediately set
to attacking the defenders.

At ATLs 1-7, the attacking creatures are standard
wyverns, modified only for size at ATLs 5 & 7.

At ATLs 9 and higher they are dracovyrns (half-
dragon wyverns) with mottled blue-green hides.
The dracovyrns possess small front legs, in
addition to the normal wyvern hind legs and wings,
and are more maneuverable in the air than ordinary
wyverns. Presumably the PCs will join in the
fight, like good little would-be heroes. If not,
modify the box text appropriately.

While the followers of Galvandt lay out the
welcome mat for their unexpected and
unwelcome guests, several of the beasts break off
and direct their attention to you.

The wyverns/dracovyrn attack is a distraction, to
draw Galvandt’s clergy out of the temple while the
piece of the seal stored there is stolen.

Airborne PCs doing battle  with  the
wyverns/dracovyrns who fall uncontrolled suffer
1d6 damage per 10 feet of fall upon impact. A
creature falling and striking the ground while
grappling a wyvern/dracovyrn suffers an additional
1d6 damage per 20 feet, from being crushed by the
creature upon impact.

|ATL 1

¥ Wyvern, Juvenile

N Medium dragon

Init +3; Senses darkvision 60 ft., low-light vision,
scent; Perception +10

AC 20, touch 13, flat-footed 17 (+3 Dex, +7
natural)

hp 61 (5d12+10)

Fort +6, Ref +5, Will +7

Defense Abilities nil; DR nil; Immune sleep,
paralysis; SR nil

Spd 20 ft., fly 60 ft. (poor)

Melee sting +6 (1d4+2 plus poison) or bite +6
(1d8+2 plus grab) or 2 wings +1 (1d4+1)

Full Atk sting +6 (1d4+2 plus poison), bite +6
(1d8+2 plus grab), 2 wings +1 (1d4+1)

Ranged nil

Space 10 ft.; Reach 5 ft.

Special Attacks rake (2 talons +6, 1d4+2)
Spell-Like Abilities nil

Spells Known nil

Str 15, Dex 16, Con 14, Int 7, Wis 12, Cha 9
Base Atk +5; CMB +7 (+11 grapple); CMD 22
Feats Flyby Attack, Iron Will, Skill Focus
(Perception)

Skills Fly +7, Perception +10, Sense Motive +11,
Stealth +9; Racial Modifier +4 Perception
Languages Draconic

SQ nil

Special Abilities

Poison (EX) Sting — injury; save DC 15; frequency
l/round for 6 rounds; effect 1d4 Constitution
damage; cure 2 consecutive saves. The save DC is
Constitution-based.

| ATL 3

¥ Wyverns, Juvenile (2)
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| ATLS

| ATL 9

X Wyverns (2)

N Large dragon

Init +5; Senses darkvision 60 ft., low-light vision,
scent; Perception +18

AC 19, touch 10, flat-footed 18 (+1 Dex, +9
natural, -1 size)

hp 97 (7d12+28)

Fort +9, Ref +6, Will +8

Defense Abilities nil; DR nil; Immune sleep,
paralysis; SR nil

Spd 20 ft., fly 60 ft. (poor)

Melee sting +10 (1d6+4 plus poison) or bite +10
(2d6+4 plus grab) or 2 wings +5 (1d6+2)

Full Atk sting +10 (1d6+4 plus poison), bite +10
(2d6+4 plus grab), 2 wings +5 (1d6+2)

Ranged nil

Space 10 ft.; Reach 5 ft.

Special Attacks rake (2 talons +10, 1d6+4)
Spell-Like Abilities nil

Spells Known nil

Str 19, Dex 12, Con 18, Int 7, Wis 12, Cha 9
Base Atk +7; CMB +12 (+16 grapple); CMD 23
Feats Flyby Attack, Improved Initiative, Iron Will,
Skill Focus (Perception)

Skills Fly +5, Perception +18, Sense Motive +11,
Stealth +7; Racial Modifier +4 Perception
Languages Draconic

SQ nil

Special Abilities

Poison (EX) Sting — injury; save DC 17; frequency
l/round for 6 rounds; effect 1d4 Constitution
damage; cure 2 consecutive saves. The save DC is
Constitution-based.

| ATL 7

X Wyverns (4)

% Dracovyrns (4)

N Large dragon

Init +5; Senses darkvision 60 ft., low-light vision,
scent; Perception +20

AC 23, touch 10, flat-footed 22 (+1 Dex, +13
natural, -1 size)

hp 150 (9d12+49)

Fort +13, Ref +7, Will +9
Defense Abilities nil; DR nil;
sleep, paralysis; SR nil

Spd 20 ft., fly 60 ft. (average)
Melee sting +17 (1d6+9 plus poison) or bite +17
(2d6+9 plus grab) or 2 claws +17 (1d6+9) or 2
wings +12 (1d6+5)

Full Atk sting +17 (1d6+9 plus poison), bite +17
(2d6+9 plus grab), 2 claws +17 (1d6+9), 2 wings
+12 (1d6+5)

Ranged nil

Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 20 half), rake (2
talons +17, 1d6+4)

Spell-Like Abilities nil

Spells Known nil

Str 28, Dex 12, Con 24, Int 9, Wis 12, Cha 11
Base Atk +9; CMB +17 (+21 grapple); CMD 28
Feats Flyby Attack, Hover, Improved Initiative,
Iron Will, Skill Focus (Perception)

Skills Acrobatics +4, Fly +6, Perception +20,
Sense Motive +12, Stealth +8; Racial Modifier +4
Perception

Languages Draconic

SQ nil

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Poison (Ex) Sting — injury; save DC 17; frequency
1/round for 6 rounds; effect 1d4 Constitution
damage; cure 2 consecutive saves. The save DC is
Constitution-based.

Immune cold,

| ATL 11

% Dracovyrns (6)
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| ATL 13

| ATL 17

¥ Dracovyrns, Improved (4)

N Large dragon

Init +5; Senses darkvision 60 ft., low-light vision,
scent; Perception +25

AC 24, touch 10, flat-footed 23 (+1 Dex, +14
natural, -1 size)

hp 182 (11d12+63)

Fort +15, Ref +9, Will +11
Defense Abilities nil; DR nil;
sleep, paralysis; SR nil

Spd 20 ft., fly 60 ft. (average)
Melee sting +19 (1d6+9 plus poison) or bite +19
(2d6+9 plus grab) or 2 claws +19 (1d6+9) or 2
wings +14 (1d6+5)

Full Atk sting +19 (1d6+9 plus poison), bite +19
(2d6+9 plus grab), 2 claws +19 (1d6+9), 2 wings
+14 (1d6+5)

Ranged nil

Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 20 half), rake (2
talons +19, 1d6+4)

Spell-Like Abilities nil

Spells Known nil

Str 28, Dex 12, Con 24, Int 9, Wis 12, Cha 11
Base Atk +11; CMB +19 (+23 grapple); CMD 30
Feats Flyby Attack, Hover, Improved Initiative,
Improved Natural Armor, Iron Will, Skill Focus
(Perception)

Skills Acrobatics +8, Fly +9, Perception +25,
Sense Motive +12, Stealth +9; Racial Modifier +4
Perception

Languages Draconic

SQ nil

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Poison (EX) Sting — injury; save DC 17; frequency
l/round for 6 rounds; effect 1d4 Constitution
damage; cure 2 consecutive saves. The save DC is
Constitution-based.

Immune cold,

| ATL 15

% Dracoverns, Improved (6)

% Dracovyrns, Greater (6)

N Large dragon

Init +5; Senses darkvision 60 ft., low-light vision,
scent; Perception +29

AC 24, touch 10, flat-footed 23 (+1 Dex, +14
natural, -1 size)

hp 246 (15d12+91)

Fort +19, Ref +13, Will +15
Defense Abilities nil; DR nil;
sleep, paralysis; SR nil

Spd 20 ft., fly 60 ft. (average)
Melee sting +23 (1d6+9 plus poison) or bite +23
(2d6+9 plus grab) or 2 claws +23 (1d6+9) or 2
wings +21 (1d6+5)

Full Atk sting +23 (1d6+9 plus poison), bite +23
(2d6+9 plus grab), 2 claws +23 (1d6+9), 2 wings
+21 (1d6+5)

Ranged nil

Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 20 half), rake (2
talons +23, 1d6+4)

Spell-Like Abilities nil

Spells Known nil

Str 28, Dex 12, Con 24, Int 9, Wis 12, Cha 11
Base Atk +15; CMB +23 (+27 grapple); CMD 34
Feats Flyby Attack, Hover, Improved Initiative,
Improved Natural Armor, Iron Will, Multiattack,
Skill Focus (Perception), Wingover

Skills Acrobatics +11, Fly +13, Perception +29,
Sense Motive +16, Stealth +13; Racial Modifier
+4 Perception

Languages Draconic

SQ nil

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Poison (EX) Sting — injury; save DC 17; frequency
1/round for 6 rounds; effect 1d4 Constitution
damage; cure 2 consecutive saves. The save DC is
Constitution-based.

Immune cold,

The temple’s defenders will slay the last of the
wyverns just as the PCs kill the last of their own
opponents.
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The last of the winged monstrosities crashes to
the ground, raising a cloud of dust and cracking
the paving stones. Without pausing to celebrate
their victory, the temple’s defenders quickly set
about seeing to the wounded and carting away the
bodies of the creatures.

Bladebreak will reveal the identity of the stolen
object.

“A piece of a gold seal, broken and divided to
prevent it from being used to free a source of evil,
has been guarded by the temple since the
founding of Amthydor.”

If the PCs were injured helping to defend the
temple, the priests will offer healing, providing
enough spells to return the PCs to 80% of their
normal hit points.

As the last carcass is hauled away and the guards
resume their posts, an armored priest carrying an
iron-shod quarterstaff approaches you. “I don’t
know what brought you here at just this moment,
when the entire city is focused on restoring order,
but | can only believe that Galvandt had a hand
in the timing. | am Staern Bladebreak. Who
shall I tell the High Guardian assisted so ably in
defeating the beasts and how can the Tower of
Vigilance aid you?”

Bladebreak will not allow the PCs, even PC
followers of Galvandt, to inspect the vault.

&« Do you think that the earthquake was a
natural event?:

“It is in the nature of those who serve Vigilance
to be suspicious. | believe that it is possible that
the earthquake was fabricated through magic.”

«& Can you perform any divinations for us?:

Stearn Bladebreak is in his early forties, with
silver-flecked brown hair and intense gray eyes.
He is a close advisor of the new High Guardian of
Galvandt, Laestra Adiran. The High Guardian is
elsewhere in the city, having left Bladebreak in
charge during her absence.

After the PCs ask two or three questions or the
wrong question, they will be interrupted by an
acolyte with an urgent message for Bladebreak.

“We must be ever watchful for threats to our
charge. As part of our vigilance we keep a supply
of scrolls for use when there is a critical need and
no time to prepare. Current circumstances would
appear to make this just such a situation.”

Stearn Bladebreak will arrange for a single casting
of one spell, either commune (10 questions) or
divination. Possible results are provided in GM
Aid #2.

& Can you cast any other spells for us?:

An acolyte sporting several freshly bandaged
wounds hurries up to Bladebreak and draws him
aside. The pair speaks quickly and quietly before
the acolyte hurries back the way that he came.
Returning to your conversation, his expression is
grim. “It appears that the attack was staged as a
distraction, to cause chaos and allow someone to
break into the temple’s secure vault. Something
entrusted to the temple for protection has been

“We have already been forced to sacrifice a
number of spells fending off the wyverns.
Everything else is being directed to assisting in
the cleanup following the earthquakes.”

« \What do you know about the visions from
the seer?:

The PCs can share the seer’s message with

Bladebreak, and ask for his insight into its

meaning.

stolen. | must inform the High Guardian
immediately.”
The acolyte’s message is delivered in a

combination of whispered words, coded phrases
and discrete hand signals, preventing the PCs from
overhearing and understanding more than a
fraction of the message. If the PCs have already
revealed their reason for visiting the temple,

“It is a sign from the gods that the tomb has been
discovered, perhaps by the wrong people. Even
those charged with watching for signs of a
renewed danger have no knowledge of what the
threat is or where it can be found. The greatest
protection, secrecy, is a dual-edged sword. It can
also be the greatest danger, through ignorance.”

& Do you know anything about the seal?:
If the PCs cut right to the chase and the acolyte
hasn’t already delivered his message, he will arrive
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as soon as the PCs ask about the seal object, before
Bladebreak can answer. If this is the question that
triggers the arrival of the acolyte present the
following after reading the box text of the acolyte’s
arrival —

kept the history alive and watched for any sign that
the beast was waking.

« \What do you know about dragons?:

Bladebreak steps back, shifting his grip on his
staff slightly and giving you a searching look.
“Perhaps you can explain why the very item that
you are asking about was stolen, during a
diversion which you conveniently arrive just in
time to participate in?”

“Dragons? They were the first guardians of
Raia. There are those who believe that the
dragons left Raia and have only just begun to
return. They would be wrong. Even within the
very walls of Amthydor, they have never
completely left us.”

As a servant of Galvandt, Bladebreak is naturally
suspicious of the timing of the PCs’ arrival when
combined with the attack and the theft. A
successful Diplomacy skill check DC 15 + ATL
will allow the PCs to convince him that the entire
thing is sheer coincidence.

If the acolyte has already delivered his message
before the PCs asked about the seal object —

He is referring, of course, to Sil, the dragon who
posed as a desert elf in a previous scenario and
who later transformed himself into a draconic lich.

«& Can you offer any other advice?:

“The binding ritual was completed with a seal
ornamented in silver, gold and platinum, which
was then broken into five parts. Each part was
entrusted to one of the five priests who helped
enact the ritual. If the five pieces of the seal were
ever to be rejoined, they could be used to undo the
binding.”

“The only place in Amthydor with a greater store
of knowledge than the shrine of Destine is the
Royal Archive. If you have a way of gaining
access, you may find something there, but without
an idea of where to start and permission to
research the records it would be difficult.”

« How can we get access to the Royal
Archive?:

If the PCs describe the shape of piece stolen from
the temple of Emerys, Bladebreak will tell them
that the piece held by the temple of Galvandt was
the silver diamond-shaped center segment. He can
also reveal, if asked, that the remaining segments
were made of brass, bronze, copper and gold.

&« \What kind of creature could have been
imprisoned?:

“Scholars seeking access to the Archive must
petition for permission. They must have a
sponsor for their petition, typically a temple, a
noble or another person of similar rank.”

Gaining access to the Royal Archives will take
four hours for the request to be approved, provided
that the PCs have the appropriate sponsors.

& Can you sponsor us to the Archive?:

“An ancient primal dragon-kin. A beast that
would not follow the rest in Retreat and was too
dangerous to be permitted to remain free. A
menace that would have consumed every living
thing unfortunate enough to encounter it, but it
was not possible or permissible to kill outright at
the time.”

“Only the High Guardian could provide such a
recommendation and she is currently
unavailable. A noble in good favor with the
crown could do so, or a ranking officer of the
Legion.”

The temple of Galvandt is the one temple that has
not lost all knowledge of the primal linnorm.
While some of the knowledge has been lost over
time, in their capacity as vigilant guardians the
High Guardian and their most senior advisor have

To access the Royal Archive the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit an existing
Favor, Gratitude or Boon from one of the
following — the Lord Monarch, Alexander Breng,
Captain Vestra, Jordan the Bard, an NPC
Amthydoran Noble or Noble House, or an
Amthydoran temple/shrine or High Priest OR the
party must forfeit two of the Favors,
Recommendations, Gratitudes or Boons above.
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Favors, Recommendations, Gratitudes or Boons
redeemed in this manner are Void and cannot be
used for any other purpose. If the PCs lack the
above qualifications, or are unwilling to forfeit the
required certs they may still gain access by
incurring a Debt.

Bladebreak has one other piece of information to
offer, as the PCs are preparing to leave —

“There are rumors of an evil cult worshiping
nearby. We believe that it may be based south
and west of the city, but we have not been able to
definitively locate it or identify the deity that they
follow.”

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

YV VvV VY V V

ENCOUNTER 3A — REST IN PIECES

A matching two-foot high black marble wall
encircles the crypt. The enclosed garden holds
carefully tended black roses, their heavy scent
filling the air, a life-sized statue of an erinyes and
a statue of a human man. The heavy marble door
into the crypt lies in shattered pieces on the
ground surrounding the entrance.

The lid of the marble coffin inside has been
pushed aside to reveal the desiccated body of a
woman in a flowing black gown unfazed by the
passage of time. A gold and ruby holy symbol
adorns her neck and her skeletal hands lay across
her breast, as if they once cradled some cherished
object.

The body is that of Illyria, an ancient priestess of
Dymora. The object that she held was the bronze
lower right segment of the seal.

A DC 20 Perception check will reveal that the
statue near the tomb is really Trask, the caretaker
of the cemetery, turned to stone. PC who have
encountered him before (see GM Aid #1) receive a
+5 bonus to this check. The PCs may restore him
themselves, if they are able, visit (or return to) the
League of Thaumaturgical Studies for a scroll (and
a mage to read it, if necessary), or restore him
using basilisk blood (if they can get the blood to
him within an hour of Killing the basilisk). If they
can restore him quickly, he will answer questions
for the PCs, and perhaps reveal a clue as to what
they will be facing during the final combat in
Round Two.

If the PCs are able to restore Trask —

« What happened?:

Ordered rows of simple headstones and ornate
family crypts mark the final rest of Amthydor’s
dead. The markers range from unadorned stones
bearing only a name and dates to detailed stone
carvings depicting people, animals or objects. A
polished black marble crypt dominates a tiny
walled garden in the far corner of the cemetery.

“I noticed a group of people lurking around the
tomb and | came to investigate. | saw a beautiful
robed woman and several hunched, grayish
figures in cloaks trying to break in. | have a
whistle, to summon assistance from the Legion in
the event of an... unexpected rising or other
attack. 1 was about to blow it when the woman
spoke to me and then everything went dark and
cold and silent. I don’t remember anything else
until 1 saw you.”

Trask did not get a good look at the ‘woman’
before he was turned to stone and so cannot
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identify her as a medusa. If the heroes press him to
remember additional details, he can recall that it
looked like the grayish figures might have had
reptilian tails. He does not know enough to
identify them as troglodytes.

« Do you know what they were looking for?:

those temples. Every temple and shrine is
reserving their available spells for use in the
recovery effort.

ARDRA, ELIANNA, GLISSANDE,
HYPERION, ILLUDRA, LUCOR, MENEON,
PELIRON, PIETOS or SORENA —

“l do not. The priestess’s remains were moved to
the tomb from another location just after the
founding of the city. If it were something
important, you would think that someone would
have stolen it before this.”

«& Have any other tombs been vandalized?:

“Not that | am aware of.”

No other tombs have been broken into.

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

vV VvV VY V V

ENCOUNTER 4 — HOLY WORDS

Temples and shrines other than those serving
Destine, Dymora, Emerys, Galvandt and Lohm
will have only limited information available. None
will have spells available to the PCs, even if the
PCs have certs for free or reduced cost spells from

No additional information is available from these
temples and shrines.

AURELIAN, CYRENE, KALEK or ZARA -

A powerful binding ritual took place four thousand
years ago, to trap a primal creature that posed a
great threat to the area.

AYLA BRIANNA or CERION —

The shrines of Ayla, Brianna and Cerion share the
grove located in the Rosewood. They know that a
large number of animals have been fleeing the area
just on the other side of the mountains and seeking
safety in and around the Rosewood. They know
nothing about the ritual, the seal, the primal
linnorm or the source of the quakes.

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

YV VvV VY V V
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ENCOUNTER 5 — IT'S MAGIC!

Your inquiries at the League of Thaumaturgical
Studies have led you to the District of the Poor,
where a brown-garbed woman with the slightly
angular features of a half-elf is moving from
building to building accompanied by a dwarf and
several residents. A golden eagle circles above
the inspection party, landing on the roof and
eyeing you as you move along the lane. As the
group steps out of the last structure on that side
of the cobbled street, the woman notices you and
approaches. “Have you just been assigned to this
section? Have you found additional damage?”

& \What do you know about the visions from
the seer?:

The PCs can share the seer’s message with Dinalta,

and ask for her insight into its meaning.

“If someone discovered where this creature was
imprisoned, and they had the key to its release, it
could devastate the city, even the entire continent,
and there may not be a way to stop it again.”

« Do you know anything about the seal?:

The woman is Dinalta, League Councilor for the
Chapter of the Basilisk. The League’s Chapter of
the Basilisk is the sponsor and governing body for
members who specialize in transmutation magic.
She is inspecting structures in the newly renovated
District of the Poor and making minor repairs
through magic. Once the PCs explain their
mission, she will answer questions to the best of
her ability.

« Do you think that the earthquake was a
natural event?:

“The sort of seal that would likely be used for
such a ritual is more like a key, really. It would
then be broken up and divided, with each piece
protected be a different person or group. If the
pieces were ever rejoined, they could be used to
release whatever had been imprisoned. The seal
would consist of a number of pieces signifying the
number of mages or priests participating in the
ritual. Each piece might even be made of a
different material, to represent different arcane
disciplines, races or some other division.”

“No, | do not. But at the same time, the League
did not detect any surge of magic of the intensity
necessary to fabricate such an event. It would
have to be a greater magic than any available
here in Amthydor, older than the city itself, it is a
part of the land itself.”

In this case, the five metals represent the five types
of metallic (good) dragons. If the PCs describe the
shape of pieces stolen from the temple of Emerys
and the tomb of the Dymoran priestess, Dinalta can
confirm that they could be part of a powerful seal
object and that if reunited could be used to break
the binding.

&« \What kind of creature could have been
imprisoned?:

& Can you perform any divinations for us?:

“Such magicks are hardly my specialty. | can
mend broken stone, change a creature’s form or
fly without the aid of wings, but I cannot reveal
the secrets of the world. You would need a
member of the Chapter of the Sphinx for that.”

“The only reason to imprison a creature in such a
manner is because it is too powerful to Kkill
outright or too important to the balance of the
world.”

« \What do you know about dragons?:

«& Can you cast any other spells for us?:

“We have been asked to devote all of our
resources to repairing damage to the critical
areas of the city — housing, food and water
distribution, temples and government buildings.”

“Dragons gave magic to the elves, if legend is to
be believed. Some among the League believe that
they still make their home on Raia, watching over
the magic to be certain that it isn’t abused or
looking for a way to take the magic back. They
could be among us at any moment and we might
never know.”

& Can you offer any other advice?:

“Temples, guilds and even the League keep
histories that are important to themselves. If
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their information contains something significant
to Amthydor as a whole, it is by accident rather
than design. The only place in Amthydor where
you might find a complete history, without bias, is
the Royal Archive. They don’t let just anyone
have access, but under the circumstances you
might be allowed to search the Archive’s
records.”

group, and with a scream of rage rakes its talons
across the face of the wolf...which seems to
shimmer as the bird passes over it, appearing as a
tiny red-skinned figure with curving horns,
leathery wings and a barbed tail. As the eagle
banks and soars skyward, the wolf again stands
before you.

« How can we get access to the Royal
Archive?:

“Anyone seeking access to the Archive must
petition the Archivist for permission. They need a
sponsor for their petition, typically a senior
scholar, a guild master, a noble or another person
of similar rank.”

Gaining access to the Royal Archives will take
four hours for the request to be approved, provided
that the PCs have the appropriate sponsors.

«& Can you sponsor us to the Archive?:

“Only the League Guild master could provide
such a recommendation and he is currently
unavailable. A ranking officer of the Legion or a
noble in good standing may have the necessary
authority.”

To access the Royal Archive the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit an existing
Favor, Gratitude or Boon from one of the
following — the Lord Monarch, Alexander Breng,
Captain Vestra, Jordan the Bard, an NPC
Amthydoran Noble or Noble House, or an
Amthydoran temple/shrine or High Priest OR the
party must forfeit two of the Favors,
Recommendations, Gratitudes or Boons above.
Favors, Recommendations, Gratitudes or Boons
redeemed in this manner are Void and cannot be
used for any other purpose. If the PCs lack the
above qualifications, or are unwilling to forfeit the
required certs they may still gain access by
incurring a Debt.

Once the PCs have asked their questions present
the following —

The eagle is really Berajor, a polymorphed gold
dragon that has been lurking among the members
of the League of Thaumaturgical Studies in an
effort to locate the cult of Suulthah that is trying to
free the primal linnorm. Berajor has cast an
antimagic field, enclosing the ‘wolf’ in it long
enough to reveal its true form of an imp consular.
Ideally the PCs will deal with the nasty little
creature themselves. If not, Dinalta will cast flesh
to stone upon it as a last resort.

Because it is possible for the PCs to fight him at
almost any point in the scenario, stats for the imp
consular, Malthionas, are provided in GM Aid #3.
His stats are the same at ALL ATLs.

If captured, Malthionas cannot be intimidated, but
he can be bargained with. If the PCs agree to free
him, he will give them an important hint to what is
happening.

He grins toothily and speaks in a high sing-song
voice.

“Serpents Heir, they found it there,
Beneath the wood, they knew they could.
Soon to free, by broken key.

False wyrm cruel, the Jewel to Rule!”

The watching eagle gives a piercing cry,
spreading its wings wide and launching itself
from the rooftop. It swoops low above your

If Malthionas escapes, he will be sure to tell the
cult of Suulthah everything that he knows about
the PCs.

Berajor is one of the five metallic dragons who
were present along with the Radiant Dragon during
the ritual to imprison the primal linnorm. True
seeing will reveal Berajor’s true form. His stats
are provided in GM Aid #4. Berajor is forbidden
to actively interfere in mortal events. By revealing
the imp consular, he has assisted in the only way
that he can for the moment. He will not speak with
the PCs, and if an attempt is made to capture him
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he will transform (to another animal form if
possible and to his own form as a last resort) or use
his defensive spells (plane shift, teleport). He will
not harm the PCs unless he has no other option.

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or

temple other than Destine, Dymora, Emerys or

Galvandt GO TO Encounter 4 (page 24).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

vV Vv Vv VYV V

ENCOUNTER 6 — MINE, ALL MINE

Guild Master Ranor Goldfist, the head of the
Amthydor Miners’ Guild, is working in the
Laborers’ District, assessing the stability of the
buildings and making repairs.

&« Do you think that the earthquake was a
natural event?:

“l do not. Lohm has always warded Amthydor
from the earthshakes that often occur near
mountains.

« Where do you think the earthquake could
have been centered?:

“Somewhere to the west. There is a large area
just north of the river, on the western side of the
mountains, where we do not mine — it is forbidden
by law.”

The danger in mining in the area in question is not
from quakes, but of discovering the prison of the
primal linnorm, though the real reason has been
lost to history.

« \What do you know about dragons?:

“Do you mean that elf fellow who used some old
book to turn himself into something that some
might call a dragon? Or that fellow this past
summer? Those finger-wiggling wizard-types can
turn themselves into almost anything these days,
like little kids playing dress-up. Just because
someone can make himself look like something,
doesn’t mean that that something actually exists
anywhere else in the world. Of course, there are
those who believe that dragons never really left
Raia. Most people think that they’re insane. ”

&« Do you know anything about a ritual to
entomb a dragon underground nearby?:

A muscular dwarf in dusty leathers, his beard
tightly braided and tucked neatly into his belt, is
bellowing instructions to three groups of men,
each hauling on a thick rope attached to a
precariously leaning stone pillar. With a heave
on one rope and a bit of slack on another, the
pillar settles back into its normal upright position.
The men begin gathering up the ropes and he
points them in the direction of their next task and
then diverts his attention to you with a look of
satisfaction. “Can I assist you in some way?”

“There are no records of such a thing.” He
pauses, thinking. “My father’s father’s mother
was of Clan Stormblade. Her ancestor was
Hearthmaster when this place was just a small
trade settlement, before humans built this city.

The Hearthmaster is the title of the leader of the
dwarven settlement of Hearthstone, the dwarven
community nearest to Amthydor.

“Once when | was just a youngling, 1 was very ill.
She sat at my bedside and talked to me for hours.
Her voice soothed me. She told me a tale that she
first heard from her own honored great-great-
grandfather. The tale was of a savage beast, a
wyrm-kin, that consumed entire villages in a
single meal. No weapon could harm it and spells
cast at it reflected back upon the caster. All but
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the oldest and most powerful dragons feared it.
Many warriors hunted it and died. An alliance
was formed, of elves, dwarves and dragons, for
men had not yet spread so far upon the world. |
always believed that it was just a tale, perhaps to
scare dwarf children into obedience. If there is
any truth to it, the Hearthmaster would know.

Give the PCs a minute or two to present their
reasoning before continuing. Have the PCs make a
Diplomacy skill check. There is no DC, they will
get access one way or the other, but make them
worry for a second or two.

“Naturally you have sponsors for your petition?”

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

vV VYV V V

ENCOUNTER 7 — SSSHHHHHHH

NOTE - The Royal Archive isn’t typically
available to PCs, so players shouldn’t get too used
to it. It is located in the Royal District, opposite
the palace, nestled in the shadow of the high stone
wall that adjoins the Nobles District.

To access the Royal Archive, the party must either
contain a PC Noble (in good standing, not an ex-
Noble) and one of the PCs must forfeit an existing
Favor, Gratitude or Boon from one of the
following — the Lord Monarch, Alexander Breng,
Captain Vestra, Jordan the Bard, an NPC
Amthydoran Noble or Noble House, or an
Amthydoran temple/shrine or High Priest OR the
party must forfeit two of the Favors,
Recommendations, Gratitudes or Boons above.
Favors, Recommendations, Gratitudes or Boons
redeemed in this manner are Void and cannot be
used for any other purpose. If the PCs lack the
above qualifications, or are unwilling to forfeit the
required certs they may still gain access by
incurring a Debt.

If the PCs do not have or refuse to forfeit the
necessary certs —

“Normally only serious scholars and researchers,
those with some form of support for their quest,
are granted access. | will explain your situation
to the Archivist. There may be an alternative.
Given the urgency of the situation, you may
return in two hours. At that time, if the Archivist
consents, you will have four hours within the
Archive to complete your research.”

The two hour wait is non-negotiable.

If the PCs willingly forfeit the required certs, do
not immediately void or destroy them, but set them
aside and present the following —

One by one petitioners seeking entrance to the

Royal District present their requests to the
steward. After two hours, watching the last
hopeful preceding you turn away with an

appointment for the next Fourthday, it’s your
turn to face down the judgment of the steward
and justify your request to access the archive.

“Given the urgency of the situation, you may
return in two hours. At that time, you will have
four hours within the Archive to complete your
research.”

The two hour wait is non-negotiable.

Malthionas will avoid getting too close to Aron,
for fear of being revealed as an imp.
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The PCs may spend the intervening two hours
however they want, but if they cannot or will not
forfeit the necessary recommendations, they will
be approached by someone offering to help. PCs
making a successful Perception check DC 15 will
realize that the party is being watched. If the PCs
have already agreed to forfeit the required favors,
Aron can still reduce their wait time or help them
to find additional information. Modify the box text
below as necessary.

When the PCs return, if they have refused ‘Aron’s’
offer and they do not have other recommendations,
the steward will reluctantly inform them that their
petition to access the Archive has been rejected.
‘Aron’ has left word with the steward, if the PCs
reconsider his offer and they will be allowed in. If
they either have the required recommendations or
have accepted ‘Aron’s’ offer then present the
following —

Leaving the Royal District behind you for the
moment, you dodge petitioners, diplomats and
messengers along the Royal Way. A well-dressed
man a short distance away is involved in a quiet
discussion with a pair of Legionnaires. He
breaks off as you pass by, excusing himself, and
approaches you. “Your pardon, but | could not
help but overhear your difficulty. | am a frequent
visitor to the Archive and | may be able to assist.
I could speak to the Archivist on your behalf, in
effect sponsoring you myself, if you wish. At
some time in the future, when you are in a
position to assist me, you could return the favor.”

Returning to the gate into the Royal District, the
legionnaire guards direct you to a smaller gate set
into the stone wall where an escort is waiting,
directing you across the courtyard to a
windowless stone building.

The PCs, even Amthydoran Noble PCs, will not be
allowed to deviate from the most direct course to
the Archive.

The man appears to be an aasimar and, if asked, he
will give his name as Aron. Efforts to discern his
alignment or Sense Motive (DC 10) can reveal that
he is Lawful and/or Good and that, while he may
not be telling the PCs everything that he knows, he
is at least being honest about what he does tell
them and he intends no harm to either the PCs or
the city, and will not ask the PCs to do anything
harmful or illegal. If the PCs accept his offer he
will assure them that he will make all of the
necessary arrangements by the time that they
return in two hours.

If the PCs have an appointment at the Archive in
four hours, Aron can reduce their wait to two hours
(the time of his own appointment). If the PCs have
an appointment at the Archive in two hours,
Aron’s own appointment is immediately and he
will allow the party to accompany him inside right
away.

If they decline his offer, he will simply nod in
acceptance of their decision and wish them well.
They will not be able to access the Royal Archive
without his help unless they forfeit the necessary
certs.

Heavy bronze doors swing open smoothly on oiled
hinges and a draft of cool, dry air greets you.
Small stones in metal baskets light your way into
the heart of the Archive. A thin, wiry man with
silver hair and a pair of silver-rimmed spectacles
perched atop his head is waiting to meet you.
“Welcome to the Royal Archive. | am Rhikhan,
the Archivist.” He gestures to a wooden plaque
on the wall, painted with a list of the Archive’s
rules —

No Drinking

No Eating
No Smoking
No Copying
No Loud Talking
No Profanity
No Spellcasting
No Fighting
No Wandering
No Animals
No Weapons
No Flames or Heat

“All those entering the Archive are required to
sign that they understand and agree to the rules
of the Archive. These rules are for the protection
of the priceless materials within the Archive and
for the safety and comfort of the petitioners using
its resources.”

Any PC that refuses to sign doesn’t get in. The
smallest violation of any one of these rules will get
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the offending PC arrested, jailed for 5 TUs and
fined 1,000 gp. Oh, yeah, and banned from the
Archive for Life. No leniency. PCs arrested and
jailed will be out in time to participate in Round
Two, though they will pay an additional 5 TUs for
the scenario.

a bit of research here in the archive already. |
might be able to help.... answer some of your
questions...in exchange for you sharing what you
know.”

“The texts pertinent to your research are
currently being examined by another petitioner.
He is unwilling to cut short his allotted time and
cede them to you, but | have explained the
situation and in light of the urgency of your
request, he has agreed to...share.”

Normally, a npetitioner indicates their area of
inquiry when they request their appointment.
Then, at the designated date and time, the Archivist
brings the relevant texts to one of the small private
reading cubicles. A petitioner may request
additional or different texts by raising a small
colored flag outside of their cubicle, to attract the
attention of the Archivist. Petitioners cannot be
trusted to search the Archive themselves and are
prohibited from wandering about unescorted.

If the PCs absolutely refuse to share, Rhikhan will
inform them that the next available appointment to
use the Archive is in ten days. The other petitioner
made his appointment several days previously, and
even under the circumstances has priority.

If the PCs agree to the proposal, Rhikhan will
escort them to a small private reading room.

Leading you among the towering rows of laden
shelves, Rhikhan shows you to a room lit by softly
glowing stones held in small metal brackets. A
heavy carved table is covered with leather-bound
tomes and stacks of scrolls. A pale-haired man
looks up from examining a faded page.
“Welcome. Please, make yourselves comfortable.
I am Aron.”

The other researcher is no common scholar. The
PCs may have met him earlier in the encounter as
‘Aron’. In fact, he is Angalaron, a great wyrm
dragon second in age only to the First Wyrm. He
has assumed humanoid form and taken up
residence in Amthydor to learn what the city
knows about dragons, and about the status of the
primal linnorm.

“It seems that we have overlapping interests. 1’ve
learned a few things in my travels, and 1’ve done

*Aron’ will not reveal his true identity to the PCs,
at least not yet. In his guise as an aasimar he
claims to be an historian and to have minor bardic
aspirations. In this form he appears to be in his
mid-twenties, with silver-blond hair and silver
eyes.

If the PCs agree to share what they know, in return
for hearing what ‘Aron’ can tell them, they can
learn all of the information provided below. If
they decline to share, and settle for looking
through the various texts on their own, then can
will learn five random items from the list below
(roll 1d10). If is possible that the random roll will
overlap with information that the PCs already
know. Re-roll only if the die result is the same,
not if the information duplicates information that
the PCs already know from another source.

1d10

1 — All dragons are descended from three — the
First Wyrm and her two Consorts, the Radiant and
Cimmerian dragons.

2 — The Radiant dragon was the father of the first
good dragons, and Cimmerian dragon was the
father of the first evil dragons. Each of the
Consorts possesses a “‘court” of five dragons, the
strongest and most ancient dragon of their type
(metallic or chromatic).

3 — Dragons gave the gift of magic to the elves,
and taught dwarves the secrets of working metal
and gemstones.

4 — Thousands of years ago, a massive serpent,
created by the god Suulthah in the image of the
dragons and capable of burrowing through solid
stone, terrorized nearby dwarven and elven
settlements and decimated local animal
populations in its relentless hunt for food.

5 — There are several creatures believed to be ‘kin’
to the true dragons — dragon turtles, faerie
dragons, linnorms, pseudodragons and wyverns.

6 — Some true dragons are able to take humanoid
form and to breed with humanoid creatures.
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7 — Several types of ‘half-dragons’ exist, either
through alleged breeding between dragons and
other creatures or by using magic to graft draconic
traits and abilities onto other creatures.

8 — Creatures exist which have draconic traits, but
are not believed to be actual dragon-kin, including
basilisks, behir, chimera, dragonne and hydras.

9 — Dragons were the first creatures to inhabit
Raia, though it is not known if they were created
by the gods or if they came to the world from
somewhere else. They retreated thousands of years
ago, leaving Raia for other worlds.

10 — Dragons were the guardians and protectors of
Raia and were succeeded by elves when the
dragons Retreated.

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

YV V Y V

ENCOUNTER 8 —IT'S A LONG WAY TO
L OHMLOHRON

High Priest Boren can provide the PCs with
detailed directions to the ruined shrine of
Lohmlohron, three days journey from Amthydor.
If the PCs have the means to teleport themselves,

he can also provide them with a sufficient
description to do so. Regardless of how they get
there, the dwarven hermit ‘guarding’ Lohmlohron
will be dead for one full day by the time they
arrive. If the PCs travel via teleportation
(instantaneous), or if they fly (two days), modify
the box text as necessary.

Coastline turns to farmland. Farmland turns to
gentle hills. Hills turn to rocky ground rising to
cloud-ringed peaks. For two days, your path to
Lohmlohron has climbed steadily north and
westward, winding among canyons and spires of
rock shaped by eons of wind and rain. Midday of
the third day of your journey sees you entering a
long rocky valley formed by the base of four of
the highest peaks. An odd, almost metallic scent
hangs in the air and several large, lumpy
boulders dot the trail.

PCs succeeding at a Perception (sight) skill check
DC 20 discern that the dozen lumpy boulders are
not really boulders at all, but the carcasses of some
type of creature, as round as it was tall, with three
arms, three thick legs, three eyes and a large
gaping mouth. A successful skill check for
Knowledge (planes) DC 20 will allow a PC to
identify the dead creatures as xorn. The normally
sturdy xorn have been thoroughly bludgeoned.
There are no other bodies. The PCs may bury the
xorns or perform some sort of memorial or just
leave them there. It won’t matter to the xorns.

As the PCs continue exploring the near end of the
valley, they may make an additional Perception
check DC 20 to notice a man apparently involved
in burying the body of the dwarven hermit who
guarded the shrine.

Something in shadows of the overhanging rock
wall draws your attention deeper into the valley.
A man, singing softly, is digging a large hole in
an open space between the rocks. Laying aside
the shovel, he turns aside to gather up a heavy
bundle wrapped in brown cloth.

Dwarven PCs will immediately recognize the
man’s song as an ancient dwarven funeral dirge.
The bundle is the wrapped body of the hermit. The
PCs will not be able to surprise the man, but he
will not react to their presence until they speak or
make some other obvious noise. If the PCs don’t
interfere he will bury the old hermit. If they
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interrupt him, perhaps with ‘who are you?’, ‘what
are you doing?’ or ‘what happened here?’

The man turns slowly, revealing a youngish face
with tanned skin, neatly trimmed reddish-brown
hair and amber-gold eyes.

The attack occurred approximately twelve hours
ago and ‘Bran’ arrived an hour before the PCs.

« Did you Kill him?:

“No. He was my friend. ”

If the PCs have weapons drawn —

“There is no need for that, unless you intend
more harm than has already been done to this
sacred place.”

While he is willing to answer certain reasonable
guestions, he would prefer to finish burying the
hermit first. If the PCs insist on seeing the body,
he will gently unwrap the brown robe covering it.
A DC 15 Heal check will reveal that the old hermit
died approximately twelve hours earlier from
multiple bludgeoning and slashing wounds. High
level parties may have the means to raise dead, but
such an attempt will not be successful. The old
hermit has been granted his eternal rest with Lohm.

Malthionas will avoid drawing attention to himself
or getting to close to ‘Bran’, for fear of being
revealed as an imp.

« \Who are you?:

“My name is Bran.”

The ‘man’ is really Kolbranos, a copper dragon
that has polymorphed himself and come to the area
in an effort to locate the cult of Suulthah that is
trying to free the primal linnorm. Kolbranos
befriended the dwarven hermit, thus allowing
himself to stay close to Lohmlohron, secretly
protecting the piece of the seal that was hidden
there.

&« \Why are you here?:

“His name was Hadaron. He was the keeper of
the shrine. We were friends. We played chess,
shared stories, talked about religion and the
earth.”

«& \What happened here?:

“Someone or something attacked the shrine and
killed Hadaron and the xorn. If any of the
attackers were killed, they took their dead with
them. They ransacked Hadaron’s chamber. |
haven’t checked the rest of the shrine.”

Efforts to discern his alignment or Sense Motive
(DC 10) can reveal that he is Chaotic and/or Good
and that, while he may not be telling the PCs
everything that he knows. He is at least being
honest about what he does tell them and he intends
no harm to either the PCs or the city.

Kolbranos is one of the five metallic dragons who
were present, along with the Radiant Dragon,
during the ritual to imprison the primal linnorm.
True seeing will reveal Kolbranos’ true form. His
stats are provided in GM Aid #5. Kolbranos
cannot actively interfere in mortal events. He
won’t volunteer information, but will offer details,
if the PCs ask the right questions. By showing the
PCs the way to the Abator, he has assisted in the
only way that he can for the moment. He will not
reveal additional information to the PCs and if an
attempt is made to capture him, he will make full
use of his non-lethal spells and abilities to escape
(returning to his own form as a last resort). He will
not harm the PCs unless he has no other option.

« \Why would someone attack the shrine?:

“They were looking for something, but I don’t
know if they found it. They searched Hadaron’s
chamber, possibly the rest of the shrine as well. 1
haven’t checked yet. Whoever it was is long
gone, and an hour or two would make little
difference. Hadaron deserved to be laid out
according to his beliefs.”

& \What could the attackers have been looking
for?:

“Something that the shrine was protecting,
though I couldn’t say what for certain.”

If the PCs bring up the seal, he will give them a
searching look, as if deciding how trustworthy they
might be and how much he should tell them.

“Anything of great significance would be kept in
the deepest area of the shrine, closest to the heart
of the earth.”
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« Do you know anything about the Abator?:

“It is an artifact, buried at the heart of the shrine.
It maintains the balance in the earth, to redirect
the energies and lessen the damage when the land
moves.”

If the PCs ask Bran to show them how to find the
Abator he will agree. If they search for it on their
own, he will accompany them unless they object.

« Do you know anything about a seal?:

jeweled wall that once occupied an entire wall,
depicting the rising of the dwarven race from the
earth, crafted by Lohm, has been reduced to
thousands of brightly sparkling chips and
fragments, revealing a corridor whose walls are
threaded with veins of platinum and mithral. A
faint golden glow lights the far end of the
passage.

“If it was here, it is likely what the attackers were
looking for and it must be protected.”

NOTE - The attitude of the dragon towards this
theft may come as a surprise to the GM, and to the
Players and their PCs if they learn what he is, but
the dragons believe that they erred once before in
sharing magic so freely. They want the humans to
choose the way that their future will play out.
Once humanity commits to either freeing the
primal linnorm or keeping it bound, the dragons
will make their own move. PCs making a
successful Sense Motive check DC 15 will notice
Bran growing increasingly angry beneath the
surface as they continue through the shrine and see
the destruction and desecration that has taken
place.

The PCs could, if they really wanted to, collect the
shattered chips of gemstone (they can collect a
total of 1000gp value), but that would just be tacky
and earn them the enmity of Lohm. If the PCs try
to discern what the image that was depicted in the
mosaic, an Intelligence check or a related skill
check (Craft — glass/pottery/etc, Profession —
artist/etc) DC 20 will allow the PCs to reconstruct
the image. Bran can also describe it, if asked:

A circle of massive dragons — brass, bronze,
copper, gold, silver and one, larger than the rest, a
shimmering metallic white. Five priests, two
dwarves and three elves, and a white-haired elven
mage interspersed among the wyrms. A cage of
golden light surrounds a great three-headed
serpent, with massive coils of brown and orange
scales, that writhes under the combined assault.

The trail of desecration and destruction leads you
into the depths of the ruined shrine. Brilliant
colored tiles of ornate mosaics lie shattered on the
floors. Throughout the stone corridors and
chambers, the symbol of Lohm has been broken
and burned, replaced by the curling and twisted
image of a great hooded snake drawn in ichor.

A hundred flawless yellow diamonds glow from
within, lighting a twenty-foot circular chamber
dominated by a massive sphere covered in thin
plates of precious metals that seem to float on a
thin layer of some oil-like liquid. The sphere sits
on the ground, amid the pieces of a toppled and
broken stone pillar engraved with phrases from
Lohmar scripture.

Knowledge (religion) DC 15 — The coiled cobra is
the symbol of Suulthah, god of serpents.

Statues dedicated to Lohm and busts of ancient
dwarven heroes lie broken on the ground and
stone, bronze and copper plaques engraved with
holy text are crushed or melted.

PCs who have previously visited Lohmlohron will
recall that while the shrine was all but abandoned,
the walls remained mostly undamaged and the holy
texts engraved on the walls and on metal plaques
were intact.

The deeper you venture into the ruins of
Lohmlohron, the greater the devastation. A

The pillar is similar to the one found in the shrine
of Lohm in Amthydor. If the PCs examine the
pillar and succeed on a Perception (sight) check
DC 15, they can discern an empty depression one
inch deep, the size of a large man’s spread hand, in
the shape of a four-sided figure. It is round on one
edge, with three short angled sides. Picture a
quarter of a circle, with the point cut off. The
completed figure, composed of five parts, is a
circle with an elongated diamond/kite shape in the
center. The piece that was set into the pillar is the
copper lower left quadrant.

The Abator is far too heavy and unwieldy for the
PCs to replace on the pillar. It will require a priest
of Lohm to re-set and reactivate the sphere.
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» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO

Stormblade. Allow the PCs to explain the reason
for their visit and ask the dwarves what they know.
The Holdmaster and Lorekeeper will address the
party’s questions as a whole, rather than
individually.

Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs visit the dwarven settlement of

Hearthstone GO TO Encounter 9 (page 34).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

YV Vv V V

ENCOUNTER 9 — HOME IS WHERE THE
HEARTHSTONE IS

The dwarven settlement of Hearthstone is located
three days from Amthydor and one day from
Lohmlohron.

Holdmaster Dagmar considers for a moment.
“Each Holdmaster prays that the peace of
Hearthstone will not be threatened for as long as
the village is in his charge. Each Lorekeeper
maintains the history of race and clan, ensuring
that it is never forgotten. But there are some
threats that cannot be defended against and some
things that are better forgotten.” He looks to his
wife and nods solemnly. “The signs are clear. It
is time.”

They have seen what they believe are divine signs
of the looming trouble - the star constellation of
the Dragon, visible low on the southern horizon,
glowing more brightly than ever before recorded,
and the constellation of the Serpent, shining blood
red, a new star bright between its open jaws as if
about to be consumed.

Grim dwarven sentinels observe your approach
up the orderly stone road to the village of
Hearthstone. A guard is quickly assigned to
escort you among the low stone buildings to a
larger common hall. Your escort shows you into
the hall, to a comfortable room dominated by a
large hearth and a pair of carved stone chairs
draped in thick furs. He bows to the two dwarves
seated there, then silently turns and leaves. The
seated dwarves stand and the male gestures to you
to approach. “Welcome to Hearthstone. | am
Holdmaster Dagmar Stormblade. My honored
spouse is Dorsalia, Lorekeeper of Hearthstone.
Few are the visitors from Amthydor. To what do
we owe this visit?”

The village is governed by Holdmaster Dagmar
Stormblade and his wife, Lorekeeper Dorsalia

Lorekeeper Dorsalia stares into the fire and her
voice takes on a distant quality. “Lohm’s
children were the first to make a home in these
mountains. The dragons had not yet retreated
from the world and a great serpent terrorized the
region. The elves could not control it and the
dwarves could not defeat it. As a wrym-kin, it was
a part of the world and not to be killed, but it
could not be allowed to bring further harm.
There were, at the time, few humans in the area
and Chaldea had not yet conceived of a colony on
the Tasman Sea. The Hearthmaster of the time,
along with the elven leader of the Mystwood,
sought the council of the dragons. The dwarves
knew of an isolated cavern system, not yet
completely stripped of valuable ore but no longer
mined, that did not connect to any of the nearby
tunnels. The serpent, bound as it was to Raia and
the source of the land’s power, was resistant to
magic. It could not be killed, but with the
dragons’ help, it could be imprisoned. A ritual
was devised to bind the serpent, locking it away
for eternity, and a geas was laid upon all
involved, to conceal the knowledge of the
creature’s resting place so that it could never be
found and freed to bring more harm and evil to
the world. Now it seems that the seals binding the
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serpent may be weakening and that it’s resting
place has been discovered.”

The Hearthstone dwarves have a good idea of
where the serpent was imprisoned. They won’t
volunteer the information outright, but if the PCs
ask —

Holdmaster and Lorekeeper exchange a long
look. Then, as if some silent debate is concluded,
both turn their attention back to you. Just as
Dagmar starts to speak, shouts draw your
attention outside and an iron bell somewhere
overhead begins to ring.

The village is under attack by a swarm of basilisks
(or dracolisks). There are more of the creatures
than the number listed at each ATL. The rest are
being dealt with by the warriors of the village. The
NPCs will defeat their last opponent at the same
time as the PCs defeat theirs. For every round that
the combat lasts, one dwarven NPC (though not
the Holdmaster or Lorekeeper) will be turned to
stone.

|ATL 1

¥ Basilisk, Juvenile (1 per PC minus 1)

N Medium magical beast

Init -1; Senses darkvision 60 ft., low-light vision;
Perception +10

AC 16, touch 10, flat-footed 16; (+6 natural)

hp 27 (3d10)

Defense Abilities nil; DR nil; Immune nil; SR nil
Fort +4, Ref +4, Will +4

Speed 20 ft.

Melee bite +5 (1d6+2)

Full Atk bite +5 (1d6+2)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks gaze

Str 12, Dex 10, Con 11, Int 2, Wis 13, Cha 11
Base Atk +4; CMB +5; CMD 14 (+26 vs trip)
Feats Blind-Fight, Iron Will, Skill Focus
(Perception)

Skills Perception +10, Stealth +10; Racial
Modifiers +4 Stealth

Languages none

Special Abilities

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 15 negates. A

creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single basilisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.

| ATL 3

Y Basilisk, Juvenile (1 plus 1 per PC)

| ATLS

Y Basilisk (1 per PC)

N Medium magical beast

Init -1; Senses darkvision 60 ft., low-light vision;
Perception +10

AC 17, touch 9, flat-footed 17; (-1 Dex, +8
natural)

hp 69 (7d10+14)

Defense Abilities nil; DR nil; Immune nil; SR nil
Fort +9, Ref +4, Will +5

Speed 20 ft.

Melee bite +10 (1d8+4)

Full Atk bite +10 (1d8+4)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks gaze

Str 16, Dex 8, Con 15, Int 2, Wis 13, Cha 11
Base Atk +7; CMB +10; CMD 19 (+31 vs trip)
Feats Blind-Fight, Great Fortitude, Iron Will, Skill
Focus (Perception)

Skills Perception +10, Stealth +10; Racial
Modifiers +4 Stealth

Languages none

Special Abilities

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 15 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single basilisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.

| ATL 7

Y Basilisk (2 plus 1 per PC)
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| ATL 9

| ATL 11

% Dracolisk (1 plus 1 per PC)

N Medium dragon

Init -1; Senses darkvision 60 ft., low-light vision;
Perception +14

AC 21, touch 9, flat-footed 21; (-1 Dex, +12
natural)

hp 90 (7d10+35)

Fort +12, Ref +4, Will +5

Defense Abilities nil; DR nil; Immune acid, sleep,
paralysis; SR nil

Speed 20 ft., fly 40 ft. (average)

Melee bite +14 (1d8+7), 2 claws +14 (1d4+7)

Full Atk bite +14 (1d8+7) and 2 claws +14
(1d4+7)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 18 half), gaze

Str 24, Dex 8, Con 21, Int 4, Wis 13, Cha 13
Base Atk +7; CMB +14; CMD 23 (+29 vs trip)
Feats Blind-Fight, Great Fortitude, Iron Will, Skill
Focus (Perception)

Skills Fly +9, Perception +14, Stealth +13; Racial
Modifiers +4 Stealth

Languages none

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 18 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a dracolisk no more than 1 hour dead) is
instantly restored to flesh. A single dracolisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.

% Dracolisk (1 plus 1 per PC)

N Medium dragon

Init +3; Senses darkvision 60 ft., low-light vision;
Perception +15

AC 21, touch 9, flat-footed 21; (-1 Dex, +12
natural)

hp 126 (10d10+50)

Fort +15, Ref +7, Will +8

Defense Abilities nil; DR nil; Immune acid, sleep,
paralysis; SR nil

Speed 20 ft., fly 40 ft. (average)

Melee bite +17 (1d8+7), 2 claws +17 (1d4+7)

Full Atk bite +17 (1d8+7) and 2 claws +17
(1d4+7)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 18 half), gaze

Str 24, Dex 9, Con 21, Int 4, Wis 13, Cha 13
Base Atk +10; CMB +17; CMD 26 (+32 vs trip)
Feats Blind-Fight, Great Fortitude, Improved
Initiative, Iron Will, Skill Focus (Perception)
Skills Fly +10, Perception +15, Stealth +14;
Racial Modifiers +4 Stealth

Languages none

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 18 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single dracolisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.
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| ATL 13

|| ATL 15

% Dracolisk (1 per PC)

N Medium dragon

Init +4; Senses darkvision 60 ft., low-light vision;
Perception +16

AC 22, touch 10, flat-footed 22; (+12 natural)

hp 162 (13d10+65)

Fort +18, Ref +10, Will +11

Defense Abilities nil; DR nil; Immune acid, sleep,
paralysis; SR nil

Speed 20 ft., fly 40 ft. (average)

Melee bite +20 (1d8+7), 2 claws +20 (1d4+7)

Full Atk bite +20 (1d8+7) and 2 claws +20
(1d4+7)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 18 half), gaze

Str 24, Dex 10, Con 21, Int 4, Wis 13, Cha 13
Base Atk +13; CMB +20; CMD 29 (+35 vs trip)
Feats Ability Focus (gaze), Blind-Fight, Flyby
Attack, Great Fortitude, Improved Initiative, Iron
Will, Skill Focus (Perception)

Skills Fly +12, Perception +16, Stealth +16;
Racial Modifiers +4 Stealth

Languages none

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 20 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single dracolisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.

% Fiendish Dracolisk (1 plus 1 per PC)

N Medium dragon

Init +4; Senses darkvision 60 ft., low-light vision;
Perception +16

AC 22, touch 10, flat-footed 22; (+12 natural)

hp 162 (13d10+65)

Fort +18, Ref +10, Will +11

Defense Abilities nil; DR 10/good; Immune acid,
sleep, paralysis; Resist cold 15, fire 15; SR 18
Speed 20 ft., fly 40 ft. (average)

Melee bite +20 (1d8+7), 2 claws +20 (1d4+7)

Full Atk bite +20 (1d8+7) and 2 claws +20
(1d4+7)

Ranged nil

Space 5 ft.; Reach 5 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 18 half), gaze, smite
good 1/day (+1 attack, +13 damage vs good)

Str 24, Dex 10, Con 21, Int 4, Wis 13, Cha 13
Base Atk +13; CMB +20; CMD 29 (+35 vs trip)
Feats Ability Focus (gaze), Blind-Fight, Flyby
Attack, Great Fortitude, Improved Initiative, Iron
Will, Skill Focus (Perception)

Skills Fly +12, Perception +16, Stealth +16;
Racial Modifiers +4 Stealth

Languages none

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 20 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single dracolisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.
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| ATL 17

% Fiendish Dracolisk (1 plus 1 per PC)

N Large dragon

Init +4; Senses darkvision 60 ft., low-light vision;
Perception +16

AC 23, touch 9, flat-footed 23; (+14 natural, -1
size)

hp 188 (13d10+91)

Fort +20, Ref +10, Will +11

Defense Abilities nil; DR 10/good; Immune acid,
sleep, paralysis; Resist cold 15, fire 15; SR 18
Speed 20 ft., fly 40 ft. (average)

Melee bite +21 (1d8+9), 2 claws +21 (1d4+9)

Full Atk bite +21 (1d8+9) and 2 claws +21
(1d4+9)

Ranged nil

Space 10 ft.; Reach 10 ft.

Special Attacks breath weapon (30-cone of acid,
7d6 acid damage, Reflex DC 18 half), gaze, smite
good 1/day (+3 attack, +13 damage vs good)

Str 28, Dex 10, Con 25, Int 4, Wis 13, Cha 16
Base Atk +13; CMB +23; CMD 32 (+38 vs trip)
Feats Ability Focus (gaze), Blind-Fight, Flyby
Attack, Great Fortitude, Improved Initiative, Iron
Will, Skill Focus (Perception)

Skills Fly +12, Perception +16, Stealth +16;
Racial Modifiers +4 Stealth

Languages none

Special Abilities

Breath Weapon (Su) Once per day a dracovyrn
can use its breath weapon (30-cone of acid, 7d6
acid damage, Reflex DC 20 half)

Gaze (Ex) Turn to stone permanently (as flesh to
stone), range 30 feet, Fortitude DC 20 negates. A
creature petrified in this matter that is then coated
(not just splashed) with fresh basilisk blood (taken
from a basilisk no more than 1 hour dead) is
instantly restored to flesh. A single dracolisk
contains enough blood to coat 1d3 Medium
creatures in this manner. The save DC is
Constitution-based.

A creature that has been turned to stone by a
basilisk can be restored by coating it completely in
the blood of a basilisk that has been dead less than
one hour.

Holdmaster Dagmar Stormblade makes his way
to you. “l must see to my people, but I do not
believe that the appearance of these creatures is
an accident. You must warn Amthydor and learn
the source of this invasion. If the resting place of
the great serpent has been found, it must not be
freed. Just as it took a strong alliance to bind the
creature once before, it will take another to
prevent its escape. Though the secret of its resting
place is lost to history, it was a creature of great
evil, and that evil will reveal its presence. It may
very well taint the land itself. Find that stain of
evil and you will find the creature...”

The thrashing of the last attacker stills and a
cheer goes through the village. While one group
of villagers begins assessing the condition of the
wounded, several others quickly gather buckets
and begin collecting the blood from the slain
creatures, using it to coat the petrified dwarves.

The greatest stain of evil near Amthydor is the
Darkwood, though the PCs will need to realize this
for themselves. The Holdmaster cannot offer any
additional assistance at this time. PCs succeeding
at a Knowledge (geography or local) DC 15 will
recall the Darkwood and the taint of evil that
permeates is.

» If the PCs absolutely no idea where to go next,
and they haven’t been there yet GO TO
Encounter 2 (page 10).

» If the PCs search out one of the high priests of
Destine, Dymora, Emerys or Galvandt GO TO
Encounter 3 (page 12).

» If the PCs visit the cemetery and the tomb of
the Dymoran priestess GO TO Encounter 3a
(page 23).

» If the PCs seek information from a shrine or
temple other than Destine, Dymora, Emerys or
Galvandt GO TO Encounter 4 (page 24).

» If the PCs seek information from the

councilors of the League of Thaumaturgical

Studies GO TO Encounter 5 (page 25).

If the PCs approach the masters of the Miners’

Guild GO TO Encounter 6 (page 27).

If the PCs visit the Royal Archive GO TO

Encounter 7 (page 28).

If the PCs travel to the ruined shrine of

Lohmlohron GO TO Encounter 8 (page 30).

If the PCs are ready to make their preliminary

report GO TO Intermission (page 39).

YV VvV V V
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INTERMISSION

When the PCs have as much information as they
can gather in the available encounters, they can
report back to High Priest Boren. Box text
presumes that the PCs have taken the time to visit
Hearthstone, Lohmlohron or both, and that seven
days have passed since the earthquake. If this is
not the case, alter the box text as necessary, to
allow for the fact that the new divinations will take
place one week after the beginning of the scenario.

If Malthionas is still with the party, he will leave
before the PCs return to Amthydor.

High Priest Boren welcomes you into the shrine,
anxious for your report. He listens attentively to
everything that you’ve learned, asking questions
and adding your information to the puzzle of
recent events. “Things are as bad as | had
feared, and worse. The Lord Monarch must be
informed at once and the city’s forces prepared in
the event that the creature is freed. New
divinations are being attempted at dawn. You
have already done so much, but more is needed, if
you are willing. Return here at noon tomorrow.
I hope by then to have the final pieces of the
puzzle and know how we may protect Amthydor
together. Rest, friends, and pray, for tomorrow
we go into battle.”

The PCs may also report what they have learned
directly to the Diamond Legion, League of
Thaumaturgical Studies, Quorum of Faith or other
city organizations. The PCs have the evening to
themselves, to rest, recover and research if they
wish.

THUS ENDS “WHAT EVIL LURKS —
RouND ONE”

TIME UNIT COST: 10 TU
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module
Experience

600

850

1200

1800

2900

4500

7000

10500

17000

28000

28000

If the PCs
visit all five
of the
shrines

mentioned
by the seer

50

50

100

100

100

200

200

500

500

500

500

Roleplaying
XP Bonus

50

50

100

100

100

200

200

500

500

500

500

Maximum
Possible
XP

700

950

1400

2000

3100

4900

7400

11500

18000

29000

29000

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater
than the ATL at which the adventure was run. However, the maximum experience a specific PC can earn
is also limited to the next higher ATL above his “personal ATL” level (his character level rounded up to
the nearest odd number). For example: a 3rd level PC plays at the same table with high-level players and
the group comes out to be an ATL 9. The maximum amount of experience the 3rd level PC can earn
would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With
such a disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to
make sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which
the PC played or received experience. For example: a 3rd level PC plays at the same table with high-level
players and the group comes out to be an ATL 9. The maximum amount of treasure the 3rd level PC can
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become
too powerful too quickly so as not to overpower a table of their peers.

If it’s not on this list, the PCs cannot keep it.
owe a debt to Aron, for helping you gain
Encounter 7 access to the Royal Archive when you could
not find another sponsor. He doesn’t want
> You Drive A Hard Bargain, 1 per PC much in return, just a Relic from the Mystic
(Value: varies, Caster Level: N/A, Tradable: Tower. If you are in possession of such an
No, Rarity: Uncommon, Legality: Legal). You item (you know who you are), you must
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surrender it to him (and the LSJ Campaign and precious metals valued at 500 gp x
Staff). Aron isn’t unreasonable, and you while character level.

you won’t have your relic, you will receive an

additional favor in return.

Encounter 9

» Disfavor of Lohm, up to 1 per PC (Value:
N/A, Caster Level: Divine, Tradable: No,
Rarity: Common, Legality: Legal).

You have removed riches from the ancient
shrine of Lohmlohron and your lack of respect
has earned you the disfavor of the Earthlord.

For one (1) year or 90 TUs played in scenarios
(whichever is greater) you are affected as if by
a slow spell. Haste suppresses this effect for
the duration of the spell. You may appease
Lohm with an appropriate offering of gems
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PLAYER'S HANDOUT #1

Pass out the checklist and have the players check the events in which his/her PC had participated. Collected the

filled out forms and tabulate them on GM PLAY AID #1.

PC Name
Player Name

[] LSJ01 “Merchants”

[] LSJ02 “Temples”

[] LSJ12 “Lions, Tigers and Bears”

[[] LSJ18 “Dire Consequences”

[ LSJ20 “A Wing and A Prayer”

[ LSJ39 “The Edge of Night”

[[]1LSJ44 “All Broke Up”

[] LSJ54 “Wind’s Inheritance”

[[] LSJ58 “Where the Wild Things Are”

[] LSJ67 “Infinite Divergences”

[1LSJ79 “A Bird in the Hand”

[] LSJ96 “Strike One: A Swing and a Miss”
[] LSJ Metagame Relics of the Mystic Tower

PC Name
Player Name

[] LSJ01 “Merchants”
[] LSJ02 “Temples”
[] LSJ12 “Lions, Tigers and Bears”
[ LSJ18 “Dire Consequences”

q
[] LSJ20 “A Wing and A Prayer”
[]1 LSJ39 “The Edge of Night”
[[]1 LSJ44 «All Broke Up”

p
[] LSJ54 “Wind’s Inhetitance”
[[] LSJ58 “Where the Wild Things Are”

g

[] LSJ67 “Infinite Divergences”
[ LSJ79 “A Bird in the Hand”
[] LSJ96 “Strike One: A Swing and a Miss”
[] LSJ Metagame Relics of the Mystic Tower

PC Name
Player Name

[] LSJ01 “Merchants”

[] LSJ02 “Temples”

[] LSJ12 “Lions, Tigers and Bears”

[[] LSJ18 “Dire Consequences”

[] LSJ20 “A Wing and A Prayer”

[ LSJ39 “The Edge of Night”

[] LSJ44 “All Broke Up”

[] LSJ54 “Wind’s Inheritance”

[] LS)58 “Where the Wild Things Are”

[] LSJ67 “Infinite Divergences”

[]LSJ79 “A Bird in the Hand”

[ LSJ96 “Strike One: A Swing and a Miss”
[] LSJ] Metagame Relics of the Mystic Tower

PC Name
Player Name

[] LSJ01 “Merchants”

[] LSJ02 “Temples”

[] LSJ12 “Lions, Tigers and Bears”

[[] LSJ18 “Dire Consequences”

[] LSJ20 “A Wing and A Prayer”

[]1 LSJ39 “The Edge of Night”

[] LSJ44 “All Broke Up”

[] LSJ54 “Wind’s Inheritance”

[] LSJ58 “Where the Wild Things Are”

[] LSJ67 “Infinite Divergences”

[ LSJ79 “A Bird in the Hand”

[[] LSJ96 “Strike One: A Swing and a Miss”
[] LSJ Metagame Relics of the Mystic Tower

PC Name
Player Name

[] LSJ01 “Merchants”

[] LSJ02 “Temples”

[] LSJ12 “Lions, Tigers and Bears”

[] LSJ18 “Dire Consequences”

[] LSJ20 “A Wing and A Prayer”

[] LSJ39 “The Edge of Night”

[] LSJ44 “All Broke Up”

[] LSJ54 “Wind’s Inheritance”

[[] LSJ58 “Where the Wild Things Are”

[] LSJ67 “Infinite Divergences”

[]1LSJ79 “A Bird in the Hand”

[ LSJ96 “Strike One: A Swing and a Miss”
[] LSJ] Metagame Relics of the Mystic Tower

PC Name
Player Name

[] LSJ01 “Merchants”
[] LSJ02 “Temples”
[] LSJ12 “Lions, Tigers and Bears”
[[] LSJ18 “Dire Consequences”
q
[] LSJ20 “A Wing and A Prayer”
[] LSJ39 “The Edge of Night”
[] LSJ44 “All Broke Up”
[[] LSJ54 “Wind’s Inheritance”
[[] LSJ58 “Where the Wild Things Are”
[] LSJ67 “Infinite Divergences”
[] LSJ79 “A Bird in the Hand”
[] LSJ96 “Strike One: A Swing and a Miss”
g
[] LSJ Metagame Relics of the Mystic Tower
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PLAYER'S HANDOUT #2

Saria’s Visions

Ancient kin, By earth consumed
Wards of gold, All knowledge hidden
Wyrm to hold, Release forbidden
Serpent’s child, By Five entombed

Knowledge Keeper, Stone Shaper,

Mistress of Secrets, Master of Time
Vigilant Guardian seals the design
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PLAYER'S HANDOUT #3

Information from the Royal Archive

#1 All dragons are descended from three — the First Wyrm and her two Consorts, the Radiant and
Cimmerian dragons.

#2 The Radiant dragon was the father of the first good dragons, and the Cimmerian dragon was the
father of the first evil dragons. Each of the Consorts possesses a ‘court’ of five dragons, the strongest
and most ancient dragon of their type (metallic or chromatic).

#3 Dragons gave the gift of magic to the elves, and taught dwarves the secrets of working metal and
gemstones.

#4 Thousands of years ago a massive serpent, created by the god Suulthah in the image of the dragons
and capable of burrowing through solid stone, terrorized nearby dwarven and elven settlements, and
decimated local animal populations in its relentless hunt for food.

#5 There are several creatures believed to be ‘kin’ to the true dragons — dragon turtles, faerie dragons,
linnorms, pseudodragons and wyverns.

#6 Some true dragons are able to take humanoid form, and to breed with humanoid creatures.

#7 Several types of ‘half-dragons’ exist, either through alleged breeding between dragons and other
creatures or by using magic to graft draconic traits and abilities onto other creatures.

#8 Creatures exist which have draconic traits, but that are not believed to be actual dragon-kin, including
basilisks, behir, chimera, dragonne and hydras.

#9 Dragons were the first creatures to inhabit Raia, though it is not known if they were created by the gods or
if they came to the world from somewhere else. They retreated thousands of years ago, leaving Raia for
other worlds.

#10 Dragons were the guardians and protectors of Raia, and were succeeded by elves when the

dragons Retreated.

LSJ100 - What Evil Lurks - Round One Page 44



GM PLAY AID #1

Tabulate the information from the forms that were collected from the players.

PC Name #1 Player Name

PC Name #2 Player Name

PC Name #3 Player Name

PC Name #4 Player Name

PC Name #5 Player Name

PC Name #6 Player Name

PC#1 PC #2 PC#3 PC #4 PC#5 PC #6

LSJ01“Merchants” O] O] [ [ [ [
LSJ02 “Temples” ] ] ] ] L] 0
LSJ12 “Lioas, tigers and Bears” O] ] ] O O] L]
LSJ18“Dire Consequences” L] L] L] L] L] 0
LSJ20 “On A Wing and a Prayer” L] [] L] L] L] L]
LSJ39 “The Edge of Night” ] ] O O [ [
LSJ44“All Broke Up” ] ] O] ] L] 0
LS]54“Wind’s Inhetitance” ] ] ] ] L] 0
LS]58 “Where the Wild Things Are” O O] O O [ 0
LSJ67 “Infinite Divetgences” L] L] L] L] L] L]
LS]79 “A Bird in the Hand” O O] O l [ 0
LS]J96 “Strike One: A Swing and a2 Miss” [ ] L] L] L] L] [
LS] Metagame Relics of the Mystic Tower [_] L] ] O] O] Ol

NPCs have a flat Knowledge (local) DC 15 check to recognize any of the PCs. If a PC had participated in one of the
above events in which the NPC was present, the check becomes DC 10. All other NPCs have not yet appeared in a
module and would not be able to have an adjustment to their recognition.

High Priest Boren - (LSJ39, LSJ96)
Mistress Jade - (LSJ02, LSJ20, LSJ67)
Stearn Bladebreak - (LSJ67)

Trask - (LSJ79)

The Guardian of Lohmlohron - (LSJ44)

Lianars (aka the Beast) - (LSJ12, LSJ18, LSJ58)
Blaze - (LSJO01, LSJ18, LSJ54)
Lars Foehammer - (LSJ01)
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GM PLAY AID #2

Divination Results

Divination

» The Serpent’s Child shall awaken. The tolling of the gong shall be it’s unsealing.

Commune

» The creature is not natural, and was created by a higher Power (a deity).
» A cult of evil seeks to gain power in Amthydor.

» The creature is not a true dragon, but a primal dragon-kin.

>

If the seal is rung the creature will be freed.
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GM PLAY AID #3

Malthionas, Imp Consular

| ALL ATLs |

¥ Malthionas, Imp Consular

LE Tiny outsider (devil, evil, extraplanar, lawful)
Init +3; Senses darkvision 60 ft., detect good,
detect magic, see in darkness; Perception +7

AC 17 [19], touch 16, flat-footed 13 [15] (+3 Dex,
+1 dodge, +1 [+3] natural, +2 size)

hp 27 (3d10); fast healing 2

Fort +1, Ref +6, Will +4

Defense Abilities nil; DR 5/good or silver;
Immune fire, poison; Resist acid 10, cold 10; SR
nil

Spd 20 ft., fly 50 ft. (perfect)

Melee sting +8 (1d4 plus poison)

Full Atk sting +8 (1d4 plus poison)

Ranged nil

Space 2 1/2 ft.; Reach 0 ft.

Special Attacks nil

Spell-Like Abilities (CL 6™)

Constant — detect good, detect magic

At will — invisibility (self only)

1/day — augury, suggestion (DC 15)

1/week — commune (6 questions, CL 12™)

Spells Known nil

Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14
Base Atk +3; CMB +1; CMD 15

Feats Dodge, Weapon Finesse

Skills Acrobatics +9, BIluff +8, Fly +21,
Knowledge (arcana) +7, Knowledge (planes) +7,
Perception +7, Spellcraft +7; Racial Modifier nil
Languages Common, Infernal

SQ change shape (boar, giant spider, rat, or raven,
beast shape I)

Gear nil

Special Abilities

Poison (Ex) Sting — injury; save DC 13; frequency
1/round for 6 rounds; effect 1d2 Dex; cure 1 save.
The save DC is Constitution-based, and includes a
+2 racial bonus.
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GM PLAY AID #4

Berajor, Great Wyrm Gold Dragon

| ALL ATLs

Y Berajor, Great Wyrm Gold Dragon

LG Colossal dragon (fire)

Init -1; Senses dragon senses; Perception +45

AC 40, touch 1, flat-footed 40; (-1 Dex, +39 natural, -8
size)

hp 576 (30d12+300)

Defense Abilities nil; DR 20/magic; Immune fire,
paralysis, sleep; SR 31

Weaknesses vulnerability to cold

Fort +26, Ref +16, Will +28

Speed 60 ft., fly 250 ft. (clumsy), swim 60 ft.

Melee bite +41 (4d8+22/19-20), 2 claws +41
(4d6+15/19-20), 2 wings +39 (2d8+8/19-20), tail +39
(4d6+22/19-20)

Full Atk bite +41 (4d8+22/19-20), 2 claws +41
(4d6+15/19-20), 2 wings +39 (2d8+8/19-20), tail +39
(4d6+22/19-20)

Ranged nil

Space 25 ft.; Reach 20 ft. (25 ft. with bite)

Special Attacks breath weapon (140-ft. cone, DC 31,
24d10 fire, crush (4d8), tail sweep (2d8), weakening
breath

Spell-Like Abilities (CL 30™)
At will — bless, daylight,
geas/quest, sunburst (DC 25)
Spells Known (CL 19™)

7" (5/day) — greater teleport, resurrection

6" (7/day) — antimagic field, greater dispel magic, heal
5" (7/day) — dispel evil, plane shift, teleport, true seeing
4™ (7/day) - divination, restoration, spell immunity,
stoneskin

3" (7/day) — dispel magic, haste, invisibility purge,
prayer

2" (7/day) - aid, cure moderate wounds, lesser
restoration, resist energy, silence

1** (8/day) — alarm, divine favor, mage armor, shield,
shield of faith

0 (at will) — arcane mark, daze, detect magic, detect
poison, disrupt undead, ghost sound, light, mending,
message, stabilize

Str 47, Dex 8, Con 32, Int 26, Wis 27, Cha 26

Base Atk +30; CMB +48; CMD 57 (+61 vs trip)

Feats Alertness, Critical Focus, Extend Spell, Hover,
Improved Critical (bite, claw, wing, tail), Iron Will,

detect evil, foresight,

Multiattack, Power Attack, Quicken Spell, Snatch,
Stunning Critical, Vital Strike

Skills Diplomacy +41, Fly +21, Heal +41, Knowledge
(arcana, history, local, nobility, planes, religion) +41,
Perception +45, Sense Motive +45, Spellcraft +41,
Swim +55; Racial Modifiers +4 Stealth

Languages Celestial, Common, Draconic, Dwarven,
Elven, Gnome, Halfling, Sylvan

Special Abilities

Change Shape (Su) A very young or older gold dragon
can assume any animal or humanoid form three times
per day as if using polymorph.

Detect Gems (Sp) A young or older gold dragon can
detect gems three times per day. This function as locate
object, but can only be used to locate gemstones.

Divine Aid (Sp) Once a week, a great wyrm gold
dragon can call upon celestial powers for aid. This
functions as a miracle.

Fast Flight (Ex) A young or older gold dragon is
treated as one size category larger when determining his
fly speed.

Fire Aura (Su) An old or older gold dragon is
surrounded by an aura of fire. All creatures within 5
feet of the dragon take 1d6 points of fire damage at the
beginning of the dragon’s turn. An ancient gold
dragon’s aura extends to 10 feet. A great wyrm’s
damage increases to 2d6. The dragon can activate or
suppress this aura as a free action.

Luck (Sp) Once per day an adult or older gold dragon
can touch a gem, usually one embedded in the dragon’s
hide, and enspell it to bring good luck. As long as the
dragon carries the gem, it and every good creature
within a given radius of it (10 ft. per age category)
receives a +1 luck bonus on all saving throws. If the
dragon gives an enspelled gem to another creature, only
that bearer gets the bonus. The effect lasts 1d3 hours
plus 3 hours per age category of the dragon. This ability
is the equivalent of a 2™-level spell.

Weakening Breath (Su) Instead of a cone of fire, a
gold dragon can breathe a 70 ft. cone of weakening gas.
Creatures within the cone must succeed on a Fortitude
save or take 1 point of Strength damager per age
category (Will save half).
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GM PLAY AID #5

Kolbranos, Great Wyrm Copper Dragon

| ALL ATLs

§ Kolbranos, Great Wyrm Copper Dragon

CG Gargantuan dragon (earth)

Init +4; Senses dragon senses; Perception +33

AC 37, touch 3, flat-footed 37; (-1 Dex, +44 natural, -6
size)

hp 533 (31d12+248)

Defense Abilities uncanny dodge; DR 20/magic; Immune
acid, paralysis, sleep; SR 32

Weaknesses nil

Fort +23, Ref +14, Will +22

Speed 40 ft., fly 250 ft. (clumsy); climb stone

Melee bite +30 (4d6+18/19-20), 2 claws +30 (2d8+12/19-
20), 2 wings +25 (2d6+6), tail slap +25 (2d8+18)

Full Atk bite +30 (4d6+18/19-20), 2 claws +30
(2d8+12/19-20), 2 wings +25 (2d6+6), tail slap +25
(2d8+18)

Ranged nil

Space 20 ft.; Reach 15 ft. (20 ft. with bite)

Special Attacks breath weapon (120-ft. line, DC 28, 24d6
acid, crush (4d6), mass laughter, slow breath

Spell-Like Abilities (CL 31"

At will — grease, hideous laughter, move earth, stone
shape, transmute rock to mud/mud to rock, wall of stone
(DC 25)

Spells Known (CL 15™)

7" (4/day) — reverse gravity, teleport object (DC 23)

6" (7/day) — antimagic field, mislead, programmed image
(DC 23)

5" (7/day) — mind fog (DC 21), polymorph, sending,
teleport

4™ (7/day) - confusion, rainbow pattern, stone shape,
stoneskin

3" (7/day) — dispel magic, haste, suggestion (DC 19),
tongues

2" (7/day) - glitterdust (DC 18), invisibility, phantom trap,
pyrotechnics, see invisibility

1" (8/day) — expeditious retreat, magic aura, obscuring
mist, shield, silent image (DC 18)

0 (at will) — dancing lights, detect magic, ghost sound (DC
17), lightt mage hand, message, open/close,
prestidigitation, read magic

Str 37, Dex 8, Con 27, Int 24, Wis 25, Cha 24

Base Atk +25; CMB +42; CMD 51 (+55 vs trip)

Feats Combat Expertise, Flyby Attack, Greater Disarm,
Greater Trip, Improved Critical (bite, claw), Improved
Initiative, Improved Trip, Improved Vital Strike, Power
Attack, Quicken Spell, Spell Focus (lllusion), Vital Strike,
Wingover

Skills Bluff +33, Craft (traps) +43, Diplomacy +33, Fly
+17, Heal +42, Knowledge (geography) +33, Knowledge
(history) +33, Perception +33, Perform (comedy) +30,
Sense Motive +33, Spellcraft +33, Stealth +17, Use Magic
Device +33; Racial Modifiers nil

Languages Common, Draconic, Dwarven, Elven, Giant,
Gnome, Halfling

Special Abilities

Climb Stone (Ex) A copper dragon can climb on stone
surfaces as though using the spider climb spell.

Deadly Joke (Sp) Once per day, as a standard action, a
great wyrm copper dragon can tell a joke that kills. This
affects one target, and functions as power word kill. This
is a language-dependent sonic effect.

Mass Laughter (Sp) An ancient copper dragon can tell a
fantastic joke once per day as a standard action. All
creatures within 120 ft. must make a Will save (DC 24) or
laugh for 12 rounds, as if affected by hideous laughter.
The save DC is charisma-based. This is equal to a 6™-level
spell.

Slow Aura (Su) An old or older copper dragon is
surrounded by an aura of slowness. All creatures within 5
feet of the dragon must make a Will save or be affected as
per slow for 1 round. An ancient dragon’s aura extends to
10 feet. For great wyrm copper dragons, those opponents
that fail their saves are slowed for 1d4 rounds. The DC of
this save is equal to the dragon’s breath weapon. A copper
dragon can suppress or activate this aura at will as a free
action.

Slow Breath (Su) Instead of a line of acid, a copper
dragon can breathe a 60 ft.cone of slowing gas. Those in
the cone must make a Fortitude save or be slowed (as per
the spell slow) for 1d6 rounds plus 1 round per age
category of the dragon.

Trap Master (Ex) A juvenile or older copper dragon
receives a +1 bonus per age category on Craft (traps) and
Perception checks made to locate a trap. Upon becoming a
mature adult, he can also use Disable Device to disarm
magic traps as if he had the rogue’s Trapfinding class
feature.

Uncanny Dodge (Ex) A young or older copper dragon is
always looking out for an ambush. He can never be caught
flat-footed. This ability functions like the rogue ability of
the same name
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WHAT CAME BEFORE

A series of mysterious earthquakes in Round One
resulted in the PCs being contacted by the High
Priest of the local shrine of Lohm. The PCs were
able to gather limited information about the source
of the quakes and about the history of dragons on
Raia The PCs returned to Amthydor after
speaking with the dwarves of the nearby village of
Hearthstone and investigating an ancient Lohmar
shrine. The party has had an opportunity to make
their report, and to rest, while High Priest Boren
considers their report and how to best continue the
investigation.

Interlude — The PCs return to the shrine of Lohm to
speak with High Priest Boren.

Encounter 10: A message summons the PCs to the
wild shrines (Ayla, Brianna and Cerion) in the
Rosewood.

Encounter 11: While investigating an attack on
local farmers, the PCs encounter a caravan en route
to Amthydor that is under attack, and in defeating
the creatures the PCs have the opportunity to learn
more about the main threat.

Encounter 12: The party encounters Blaze, a ranger
in the service of the city.

Encounter 13: Lianara, the weretiger druid also
known as the Beast, can provide the fina piece of
the puzzle and lead the heroes to the cult of
Suulthah.

Encounter 14: The PCs clash with the cult of
Suulthah and have the opportunity to prevent the
release of the primal linnorm.

Conclusion A: The PCs succeed in stopping the
cult, and the primal linnorm’s prison is again
secure.

Conclusion B: The cult succeeds in freeing the
primal linnorm.

Epilogue — An announcement by the Lord
Monarch will have far reaching ramifications for

Amthydor and for the lands surrounding the
Protectorate.

NOTE - Spells cast by NPCs, unavailable in

Round One due to the earthquake emergency, are
again available to PCs.

INTERLUDE

The blood red dawn can only be an omen, but of
good or ill remains to be discovered. Residents
and visitors to the city continue blithely about the
business of rebuilding. Talk in the taverns and
on the streets has returned the latest gossip, the
weather, the price of goods at market and plans
for the next festival day. Life in the Jewel goes
on, oblivious to any threat. Few know the truth
of the danger lurking beyond Amthydor’s
protective wall and many of those who do know
perhapswish that they didn’t.

If the PCs visited Lohmlohron, Hearthstone or both
in Round One, the PCs have had a single night to
recover and refresh themselves following their
return. If they did not visit either of those
locations, severa days have passed following
Round One and the PCs are waiting to hear the
results of their investigation.

Little has changed at the shrine of Lohm since
you returned to present your findings to High
Priest Boren. The spiritual leader of the Lohmar
in Amthydor is once again staring intently at a
stone globe depicting Raia and a large map of the
main continent now covers an entire wall. A
collection of colors, lines and symbols mark
elevation, stone type, seismic activity and other
geographic features. A smaller map of the area
surrounding Amthydor has been heavily marked
with notes in several hands. Boren pulls his
attention from the sphere. “ The information that
you were able to uncover has already been most
helpful. The Lord Monarch and his advisors
have agreed that this threat is very real and must
be identified quickly. Already he has ordered the
Legion to begin searching for Suulthahns. The
Quorum temples attempted divinations this
morning, though the results are nearly as vague
as before, as if they are somehow being blocked.
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The most useful answer, if it can be called an
answer at all, was given to the shrine of Destine —
‘When the earth moves, the servants of the Scaled
One shall unbind his creation. The Wood shall
tremble at its passage and it shall feast upon the
children of the First’.” He gestures to the maps.
“Reports have come in of several smaller quakes
to the wedt, just through the break in the
mountains. They were not strong enough to be
felt in Amthydor. We are still working to
determine the exact center of activity, but we have
been able to narrow down the possibilities. The
cult of Suulthah and their...creature...are most
likely to the north of theriver and within two days
travel of the western side of the mountains. That
region is only sparsely settled and the search is
arduous, even with the assistance of the Legion’s
eagleriders. The united shrines of Ayla, Brianna
and Cerion sent word only an hour ago that they
may have uncovered new information. | haven’t
had the opportunity to visit them myself yet to
find out what they've learned. You've been
successful thus far in digging up information -
perhaps you could go. If they do have a viable
avenue of invegtigation, follow it as far as you
can, then report back on what you find.”

ENCOUNTER 10 — RISE AND SHRINE

The trio of ‘wild" shrines, serving Ayla, Brianna
and Cerion, are clustered near the small farming
village of Rosewood. As you make your way
along the narrow path, voices raised in discussion
draw you to a small clearing Situated almost
perfectly between them, with the village dimly
visible through the trees. The talk is spirited, and
speculative, but quiets to a murmur asyou arrive.
An elven woman in earth-stained homespun
wipes her hands on her thighs before greeting
you. “Welcome. I'm Sanra. It isn’'t our normal
practice to leave the shrines unattended, but
we've been pooling our resources to solve a
problem, and a central gathering place seemed
best for everyone. If you'll tell us which shrine
you'relookingfor...”

Sanra Brightleaf is a druid of Ayla. Once the PCs
mention that they came from the shrine of Lohm,
in response to the message that these shrines had
information, she will immediately draw the PCs
into the group discussion.

There are too many ‘woods around to definitively
identify the one mentioned in the divination
(Llynwood, Rosewood, Darkwood, Mystwood,
Whitewold), though the PCs may naturally assume
(correctly) that it refers to the Darkwood. Boren
will agree that the ‘Scaled One is clearly a
reference to the serpent god, Suulthah.

» If the PCs want to visit the wild shrines of
Ayla, Brianna and Cerion GO TO Encounter
10 (page 52).

» If the PCs wish to speak to the farmers who
killed the serpent GO TO Encounter 11 (page

54).
> If the PCs seek out Blaze GO TO Encounter

12 (page 58).

» Once the PCs have investigated to ther
satisfaction and set off for the Darkwood GO
TO Encounter 13 (page 59).

> |If the PCs are ready to face the cult of
Suulthah and prevent the release of the primal
linnorm GO TO Encounter 14 (page 60).

“WEell then you're just in time. In fact, we've just
been hearing from a farmer whose fields are near
Llynvale” She gestures to a weathered man of
middle years who is currently having his injured
arm tended by a young healer. “This is Josam.
He and some of his neighbors have been losing
livestock in recent weeks. At first, they thought
that raiders were stealing them, because there
weren’'t any carcasses or blood, but then they
started comparing notes and setting extra night
watches. Last night, one of the farms that they
were watching was attacked. They were able to
drive the creature off, in the direction of Llynvale
and the Darkwood.”

Thisis the party’s cue to volunteer to try and track
the beast down, seeing as they are heroic
adventurers.  Josam will answer the party's
guestions as best he can.

«& \What wasthe creature?;

“Not anything that any of us had ever seen
before. At first we thought that there was more
than one of the beasts. |t wastoo big to see all of
it at once, with just torches for light, but it was
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the size of a barn, with a long snake-like tail and
at least three heads.”

The creature was a hydra, something that Josam
has never seen or heard of before but the PCs can
deduce with a successful Knowledge (arcana or
nature) skill check DC 15. The druids and rangers
of the shrines can also identify the monster, though
hydras are not native to the area and one has ever
been reported in the region. Hydras are normally
marsh creatures. Paranoid PCs may speculate that
the creature is actualy the primal linnorm, but it
isn’t time for them to meet it just yet.

&« Wheredid the attack take place?:

“On Welan’s farm, next to mine, between
Rainsford and Llynvale, on the north side of the
river. He raises sheep and goats, like me. The
ground'’s too rocky for planting crops and they
don’t mind the rough ground of the hillsides.”

&« \Wheredid it comefrom?;

“Nobody knows. We never had any problems,
except for the occasional wolf, until a couple of
months ago. Then we started losing an animal
every week or so. At first we thought it was
thieves, raiders, but there was never any sign of a
camp.”

« Wheredidit go?:

“Along the foothills, towards Llynvale. We

couldn’t follow it in the dark.”

The PCs can try to hunt for the creature
themselves, though they will find their search
interrupted by the encounters that are actually in
the scenario.

&« \When and how often have the attacks been
occurring?:

A young acolyte lays out cool clear water, fresh
fruit, cheese and warm bread, while another
brings a swaddled bundle to Sanra and places it
in her arms. “1 don’t know if this will help you
locate the creature, but the reason that we sent a
message to High Priest Boren is this little fellow
here.” She shifts the blanket to reveal a young
badger, scarcely more than a cub. “Blaze
brought him to us this morning, badly injured.
She found him near the river, just on the far side
to Rainsford. We've been able to speak with him,
and while it can be difficult making sense of what
he perceives, we have an idea of what happened
to him.” Sanraidly strokes the badger’sfur. “He
isyoung and has only just begun exploring on his
own. Almost his entire life has been spent
underground, so he does not know the world as
we see it, which makes it all but impossible to
pinpoint where he came from. His clan lives
somewhere north of the river, near the
mountains, in a place where lace mushrooms
grow. Their sett has extensive tunnels where they
hunt mice, voles and small snakes. They also eat
small birds and eggs on the surface. One of their
tunnels broke through into a larger cavern. The
cavern was occupied by humanoids — two-legs.
Several members of the clan were killed by
hairless gray-skinned two-legs that had yellow
eyes, long, thick tails and carried bone clubs. One
of this fellow's parents was turned to stone when
it met the gaze of a large lizard and a littermate
was swallowed whole by a giant snake. This
youngster was able to escape by retreating into
the sett’s tunnels, but he took a wrong turn and
emerged above ground someplace that he had
never been before.”

“They started about two months ago, and always
at night. At first, it was just one goat or sheep
every week or so, and only on one or maybe two
farms at atime. Then more farms, and less time
between the losses. Since the earthshakes, at least
a farm a night has been losing stock, and some
farms arelosing five or six animals a week.”

Josam'’s story isn’t the only information available.
Sanra and the other druids have another clue to
offer the PCs.

The ‘two-legs’ are troglodytes, though the PCs will
need to succeed on a Knowledge (nature) skill
check DC 15 to figure it out from the badger's
description.  The PCs should aready have
encountered the basilisks in Round One, so these
should not be a surprise.

If the PCs want to talk to Blaze, to learn more
about where the badger was found or where his
clan’s home sett might be, Sanra will tell them that
the ranger was going back to the western foothills
of the mountains to continue the search for the
cult’s base of operations. Sanra can give the PCs
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the location of the small permanent campsite
where Blaze indicated she would be using as her
main base and the PCs can look for her there.

“This badger cub is not the only creature to be
displaced by some growing evil in the land. We
have seen more and more small creatures fleeing
from the west, driven out by a sense of danger
and unseen terror. Those animals that we have
been able to speak with are nearly mad with
fright. They are terrified of the land itself and
something inhabiting it. Naturally, they don’t
place the same names on locations that we do, so
trandating details from their perspective is time
consuming. | would suggest focusing your search
on the forests north of the river — the Darkwood
and the LIynwood.”

abruptly shatter the peace of your journey and a
panicked horse appears over a small rise and
races past, tracestrailing behind it.

The sturdy carthorse is from the caravan of the
dwarven weapons merchant, Lars Foehammer,
currently under attack a short distance away.
Presumably the PCs will hurry forward to
investigate.

The road slopes downward slightly, widening on a
curve as it passes between the river and a small
copse of willows. Four laden wagons swarm with
guards desperately attempting to repel the attacks
of a group of bizarre serpentine creatures with
multiple heads.

If the PCs ask to take the badger cub with them,
Sanra will agree, on the condition that they not
endanger it, and that they return it either to the
shrine or to Blaze, as it is still too young to be on
its own.

» If the PCs wish to speak to the farmers who
killed the serpent GO TO Encounter 11 (page

54).
> |If the PCs seek out Blaze GO TO Encounter

12 (page 58).

» Once the PCs have investigated to ther
satisfaction and set off for the Darkwood GO
TO Encounter 13 (page 59).

» If the PCs are ready to face the cult of
Suulthah and prevent the release of the primal
linnorm GO TO Encounter 14 (page 60).

ENCOUNTER 11 — ROADKILL

The PCs may make the leap on their own and go
directly to investigate the Darkwood. If so, they
will encounter the caravan led by Lars Foehammer
along the way.

The creatures are hydra, just as described by the
young badger. The number of hydra, and the
number of heads that they have, will vary by ATL.
The number of creatures indicated is only for the
PCs. The caravan guards will have their own.

| ALL ATLs

You have the road to yourselves for the journey
westward along the Great Trade Road. The air is
still, silence unbroken save for the hoof beats of
your horses (if the PCs have them) and the
murmuring song of the river. The terrified
screams of horses and the angry shouts of men

X Caravan GuardsFtr1 (5)

NG Medium humanoid (human)

Init +1; Senses nil; Perception +1

AC 16, touch 12, flat-footed 14; (+4 armor, +1
Dex, +1 dodge)

hp 16 (1d10+6)

Fort +4, Ref +1, Will +1

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

M elee longsword +3 (1d8+3/19-20)

Full Atk longsword +3 (1d8+3/19-20)

Ranged light crossbow +2 (1d8/19-20)

Space 5 ft.; Reach 5ft.

Str 15, Dex 12, Con 14, Int 12, Wis 13, Cha 10
Base Atk +1; CMB +3; CMD 14

Feats Dodge, Point Blank Shot, Toughness

NOTE — At ATL 1 thereis only a single hydra,
and the NPC caravan guards will join the PCs in
battling it. At higher ATLs, the NPC caravan
guards will have their own hydra to fight, and the
PCs will be left on their own unless they are
completely outmatched.
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|ATL1

X Hydra (1 — NPCswill assist the party)

N Huge magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +10

Auranil

AC 15, touch 9, flat-footed 14; (+1 Dex, +6
natural, -2 size)

hp 61 (5d10+20); fast healing 5

Fort +9, Ref +7, Will +3

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 20 ft., swim 20 ft.

Melee 5 hites +6 (1d8+3)

Full Atk 5 bites +6 (1d8+3)

Ranged nil

Space 15 ft.; Reach 10 ft.

Special Attacks pounce

Spell-Like Abilities nil

SpellsKnown nil; DC nil

Domains nil

Str 17, Dex 12, Con 18, Int 2, Wis 11, Cha 9
Base Atk +5; CMB +10; CMD 21 (can't be
triped)

Feats Combat Reflexes, Iron Will, Lightning
Reflexes

Skills  Perception +10, Swim +11;
M odifier s +2 Perception

L anguages nil

SQ hydratraits, regenerate head

Gear nil

Special Abilities

Fast Healing (Ex) A hydra s fast healing ability is
equal toits current number of heads (minimum fast
healing 5). This fast healing applies only to
damage inflicted on the hydra' s body.

Hydra Traits (Ex) A hydra can be killed by
severing al of its heads or slaying its body. Any
attack that is not an attempt to sever a head affects
the body, including area attacks or attacks that
cause piercing or bludgeoning damage. To sever a
head, an opponent must make a sunder attempt
with a slashing weapon targeting ahead. A head is
considered a separate weapon with hardness 0 and
hit points equal to the hydra's HD. To sever a
head, an opponent must inflict enough damage to
reduce the head’ s hit pointsto O or less. Severing a
head deals damage to the hydra’ s body equal to the

Racial

hydra's current HD. A hydra can't attack with a
severed head, but takes no other penalties.
Regeneration (ExX) When a hydras head is
destroyed, two heads regrow in 1d4 rounds. A
hydra cannot have more than twice its original
number of heads at any one time. To prevent new
heads from growing, at least 5 points of acid or fire
damage must be dealt to the stump (a touch attack
to hit) before they appear. Acid or fire damage
from area attacks can affect stumps and the body
simultaneoudly. A hydra doesn’'t die from losing
its head until are al cut off and the stumps seared
by acid or fire.

| ATL 3

¥ Hydra (1 —The PCs are on their own)

|ATL5

X Hydra (2

| ATL 7

X Hydra (4)
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|ATL 9

X Hydra (4)

N Huge magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +12

Auranil

AC 17, touch 9, flat-footed 16; (+1 Dex, +8
natural, -2 size)

hp 83 (7d10+28); fast healing 7

Fort +10, Ref +8, Will +4

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 20 ft., swim 20 ft.

Melee 7 hites +8 (2d6+3)

Full Atk 7 bites +8 (2d6+3)

Ranged nil

Space 15 ft.; Reach 10 ft.

Special Attacks pounce

Spell-Like Abilities nil

SpellsKnown nil; DC nil

Domains nil

Str 17, Dex 12, Con 18, Int 2, Wis 11, Cha 9
Base Atk +7; CMB +12; CMD 23 (can't be
tripped)

Feats Combat Reflexes, Improved Natural Attack
(bite), Iron Will, Lightning Reflexes
Skills  Perception +12, Swim +11;
M odifiers +2 Perception

L anguages nil

SQ hydratraits, regenerate head

Gear nil

Special Abilities

Fast Healing (Ex) A hydra s fast healing ability is
equal toits current number of heads (minimum fast
healing 5). This fast healing applies only to
damage inflicted on the hydra' s body.

Hydra Traits (ExX) A hydra can be killed by
severing al of its heads or slaying its body. Any
attack that is not an attempt to sever a head affects
the body, including area attacks or attacks that
cause piercing or bludgeoning damage. To sever a
head, an opponent must make a sunder attempt
with a slashing weapon targeting ahead. A head is
considered a separate weapon with hardness 0 and
hit points equal to the hydra's HD. To sever a
head, an opponent must inflict enough damage to
reduce the head’ s hit pointsto O or less. Severing a
head deals damage to the hydra’ s body equal to the

Racial

hydra's current HD. A hydra can't attack with a
severed head, but takes no other penalties.
Regeneration (Ex) When a hydra’'s head is
destroyed, two heads regrow in 1d4 rounds. A
hydra cannot have more than twice its origina
number of heads at any one time. To prevent new
heads from growing, at least 5 points of acid or fire
damage must be dealt to the stump (a touch attack
to hit) before they appear. Acid or fire damage
from area attacks can affect stumps and the body
simultaneously. A hydra doesn’'t die from losing
its head until are al cut off and the stumps seared
by acid or fire.

|ATL 11

X Hydra (6)
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| ATL 13

X Hydra (4)

N Huge magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +13

Auranil

AC 20, touch 9, flat-footed 19; (+1 Dex, +1 dodge,
+11 natural, -2 size)

hp 116 (10d10+40); fast healing 10

Fort +12, Ref +10, Will +5

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 20 ft., swim 20 ft.

M elee 10 bites +11 (2d6+3)

Full Atk 10 bites +11 (2d6+3)

Ranged nil

Space 15 ft.; Reach 10 ft.

Special Attacks pounce

Spell-Like Abilities nil

SpellsKnown nil; DC nil

Domains nil

Str 17, Dex 13, Con 18, Int 2, Wis 11, Cha9
Base Atk +10; CMB +15; CMD 26 (can't be
tripped)

Feats Combat Reflexes, Dodge, Improved Natural
Attack (bite), Iron Will, Lightning Reflexes
Skills  Perception +13, Swim +13;
M odifier s +2 Perception

L anguages nil

SQ hydratraits, regenerate head

Gear nil

Special Abilities

Fast Healing (Ex) A hydra s fast healing ability is
equal toits current number of heads (minimum fast
healing 5). This fast healing applies only to
damage inflicted on the hydra' s body.

Hydra Traits (Ex) A hydra can be killed by
severing al of its heads or slaying its body. Any
attack that is not an attempt to sever a head affects
the body, including area attacks or attacks that
cause piercing or bludgeoning damage. To sever a
head, an opponent must make a sunder attempt
with a slashing weapon targeting ahead. A head is
considered a separate weapon with hardness 0 and
hit points equal to the hydra's HD. To sever a
head, an opponent must inflict enough damage to
reduce the head’ s hit pointsto O or less. Severing a
head deals damage to the hydra’ s body equal to the

Racial

hydra's current HD. A hydra can't attack with a
severed head, but takes no other penalties.
Regeneration (Ex) When a hydra’'s head is
destroyed, two heads regrow in 1d4 rounds. A
hydra cannot have more than twice its origina
number of heads at any one time. To prevent new
heads from growing, at least 5 points of acid or fire
damage must be dealt to the stump (a touch attack
to hit) before they appear. Acid or fire damage
from area attacks can affect stumps and the body
simultaneoudly. A hydra doesn’'t die from losing
its head until are al cut off and the stumps seared
by acid or fire.

| ATL 15

X Hydra (6)
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| ATL 17

X Hydra (6)

N Huge magical beast

Init +1; Senses darkvision 60 ft., low-light vision,
scent; Perception +15

Auranil

AC 23, touch 9, flat-footed 22; (+1 Dex, +1 dodge,
+14 natural, -2 size)

hp 162 (13d10+65); fast healing 13

Fort +13, Ref +11, Will +6

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 20 ft., swim 20 ft.

M elee 13 bites +14 (2d6+4)

Full Atk 13 bites +14 (2d6+4)

Ranged nil

Space 15 ft.; Reach 10 ft.

Special Attacks pounce

Spell-Like Abilities nil

SpellsKnown nil; DC nil

Domains nil

Str 18, Dex 13, Con 18, Int 2, Wis 11, Cha9
Base Atk +13; CMB +19; CMD 30 (can’t be
tripped)

Feats Combat Reflexes, Dodge, Improved Natural
Attack (bite), Iron Will, Lightning Reflexes,
Toughness

Skills Perception +15, Swim +14; Racial
M odifiers+2 Perception

L anguages nil

SQ hydratraits, regenerate head

Gear nil

Special Abilities

Fast Healing (Ex) A hydra's fast healing ability is
equal toits current number of heads (minimum fast
healing 5). This fast healing applies only to
damage inflicted on the hydra’s body.

Hydra Traits (EX) A hydra can be killed by
severing al of its heads or slaying its body. Any
attack that is not an attempt to sever a head affects
the body, including area attacks or attacks that
cause piercing or bludgeoning damage. To sever a
head, an opponent must make a sunder attempt
with adlashing weapon targeting ahead. A head is
considered a separate weapon with hardness 0 and
hit points equal to the hydras HD. To sever a
head, an opponent must inflict enough damage to
reduce the head’ s hit pointsto 0 or less. Severing a
head deals damage to the hydra' s body equal to the

hydra's current HD. A hydra can't attack with a
severed head, but takes no other penalties.
Regeneration (Ex): When a hydras head is
destroyed, two heads regrow in 1d4 rounds. A
hydra cannot have more than twice its original
number of heads at any one time. To prevent new
heads from growing, at least 5 points of acid or fire
damage must be dealt to the stump (a touch attack
to hit) before they appear. Acid or fire damage
from area attacks can affect stumps and the body
simultaneoudly. A hydra doesn’t die from losing
its head until are al cut off and the stumps seared
by acid or fire.

Once the combat is over, the caravan master, a
dwarven weapon smith from Amthydor named
Lars Foehammer, will thank the PCs profusely.

“Those beasts just came out of nowhere, they did.
We would have been done for if you hadn’t come
along when you did. | owe you a debt, and |
intend to see you rewarded when we return to
Amthydor.”

Lars won't specify the reward that he intends to
offer, except to say that it will be appropriate to
their actions.

> |If the PCs want to visit the wild shrines of
Ayla, Brianna and Cerion GO TO Encounter

10 (page 52).
> |If the PCs seek out Blaze GO TO Encounter

12 (page 58).

» Once the PCs have investigated to ther
satisfaction and set off for the Darkwood GO
TO Encounter 13 (page 59).

» If the PCs are ready to face the cult of
Suulthah and prevent the release of the primal
linnorm GO TO Encounter 14 (page 60).

ENCOUNTER 12 — BLAZE

Blaze's small camp and patrol base is located in
the Llynwood, close to the Darkwood, but safely
outside of its tainted influence....for now.

If it were not for the directions provided by Sanra,
you would never notice the small stone hut built
into a small rise and surrounded by stately trees.
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PCs succeeding on a DC 30 Perception check will
notice Blaze watching them from nearby, before

she speaks up.

A fit, leather-clad woman with red hair greets you
from atop a nearby boulder, dropping lightly to
the ground in front of you. “You've picked a
poor day to be wandering the forest. If the signs
are to be believed, there's something here that it
would take a small army to defeat.”

“Pieces of that seal have been stolen from the
shrines and temples entrusted with their
protection.  Whatever it is that that seal
imprisoned, its somewhere in the very heart of the
Darkwood, at the center of its evil. If it cannot be
found before it can be released, it could mean the
end of Amthydor.”

If the PCs have brought the young badger, she will
greet it and offer it a few tasty tidbits from her
pouch.

“Did you know that the Darkwood wasn’t always
tainted? Thousands of years ago, it was a rather
pleasant place. And even when it did start to go
bad, it started small, just a single clearing. But
over the centuries, the taint has spread and it is
accelerating. In a couple of years, it will touch
the LIynwood. In a decade, it will reach the river.
In a century, nothing green and good will grow
between here and Amthydor.” She gestures for
you to enter the hut. “Druids and wizards have
studied the Darkwood ever since the founding of
Amthydor and the reason for the taint has eluded
them all.” She picks up a journal, its pages
yellow and brittle with time and its leather cover
cracked and creased. “They come to the wood
looking for answers, but they never stay. Just
thinking about the cause of the taint causes
disorienting headaches and even sickness.
Something in the Darkwood was never meant to
be found, ever. The gods, or most of them at
least, wanted it to remain hidden and buried for
all time, but the magic has weakened over time.”

Blaze will allow the PCs to examine the journal if
they wish, provided that they are careful. The
didect is archaic, but understandable. The
handwriting is neat and compact, from margin to
margin. It details the explorations of the
Darkwood by an elven bard who was determined
to learn its secrets and who was eventually driven
mad by what he learned. One page shows a
detalled drawing of a circular object that is
composed of five segments — a large diamond-
shaped center section and the four pieces
surrounding it that form the rest of the circle. A
design is etched into the surface of the object — a
great dragon with its wings outspread, encircling
Raia

The PCs may not keep or copy the journal. Blaze
intends to give it to the Lord Monarch, for the
Royal Archive. She was given the journal by a
man who approached her in the forest. He
appeared young, but his silver eyes were ageless.
He did not speak to her, only offered her the book,
and then disappeared without atrace.

» If the PCs want to visit the wild shrines of
Ayla, Brianna and Cerion GO TO Encounter
10 (page 52).

» If the PCs wish to speak to the farmers who
killed the serpent GO TO Encounter 11 (page
54).

» Once the PCs have investigated to ther
satisfaction and set off for the Darkwood GO
TO Encounter 13 (page 59).

» If the PCs are ready to face the cult of
Suulthah and prevent the release of the primal
linnorm GO TO Encounter 14 (page 60).

ENCOUNTER 13 — OVER THE RIVER
AND THROUGH THE WOODS

PCs who played in LSJ01 Merchants may think to
visit the dryad Heloise, but they will be unable to
locate her.

The Darkwood's reputation as a place of malice
is well earned. Springs are brackish and black
and bubble thickly. Treesare warped and twisted,
and reach with sharp, finger-like branches to
snag on har and clothing. Animals are
misshapen and bent, parodies of the natural
creatures that should thrivein any healthy forest.

PCs attempting to detect evil will note that the
entire Darkwood radiates of moderate evil and the
closer they get to the center, the stronger the
feeling. Good-aligned PCs detecting evil while
within the confines of the Darkwood are sickened
for 1d6 minutes following each attempt.
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The closer your journey carries you to the heart
of the wood, the more oppressive your
surroundings become. A low snarling cry echoes
from the woods around you and a tattered figure
darts among the trees and hurries towards you.

Some PCs may have previously met Lianara (aka
‘the Beast’), a were-tiger druid whose affliction
has driven her somewhat insane. While her
condition has been improved somewhat following
her welcome by the temple of Meneon, she till
suffers lapsesin sanity.

“Stay back” she hisses. “Can’t you fed it? Can’t
you hear the bell? They'll wake it. They don’t
understand the danger. They have to stop.”

If the PCs ask calm and specific questions, she will
remain coherent enough to provide the answers
that the PCs need.

« Whoare'‘they'?:

surrounds her. She cannot focus her mind to cast
spellsor tofight. It will be up to the PCs.

» If the PCs want to visit the wild shrines of
Ayla, Brianna and Cerion GO TO Encounter
10 (page 52).

» If the PCs wish to speak to the farmers who
killed the serpent GO TO Encounter 11 (page

54).
> If the PCs seek out Blaze GO TO Encounter

12 (page 58).

» If the PCs are ready to face the cult of
Suulthah and prevent the release of the primal
linnorm GO TO Encounter 14 (page 60).

ENCOUNTER 14 — BEAUTY SLEEP

| “The Cult of the Serpent ”

&« \Wherearethey?:

The narrow cleft in the massive broken boulder
would hardly draw your attention if it were not
for the faint murmur of chanting that echoes up
from far below.

| “Beneath us, in the caverns.”

«& \What isthe creature?:

| “ A false dragon, alinnorm, a monster.”

PCs in medium or heavy armor will need to
remove it in order to get through the narrow
opening, though they will be able to put it back on
once they reach the other side.

&« How dowefindit?:

“The caves, opened by a small quake months ago.
It showed them the way.”

Lianara can tell the PCs where to find the cave
opening.

« Did the cult cause the new quakes?:

The path through the earth wanders between
neatly sculpted dwarven tunnels and natural
passages carved by centuries of water runoff, the
burrowing of animals or the movement of the
earth’s forces. A line of sputtering torches and
therising sound of chanting leads you downward.

The members of the cult all have darkvision, but
the PCs may not be so fortunate.

“The creature did. With each piece of the key it
comes closer to waking. It beginsto move.”

The recent earthquakes were caused by the primal
linnorm stirring within its prison.

&« How dowekill it?:

A deep note reverberates through the
surrounding stones, almost like a heartbeat, and
the ground shakes beneath your feat, moving
outward in arolling wave.

“You cannot. You can only prevent its waking.
Stop the ritual. If they ring the seal, sound the
chime, it will wake and it will be free.”

Lianard s natural bond to the land, combined with
her fragile mental state, has caused her to be
adversely affected by the growing taint that

The shaking is minor and localized. It is caused by
the stirrings of the prima linnorm. The deep
ringing note isthe first chiming of the gong. 1t will
be rung again once each round that the PCs delay
to cast spells, though not if al that they do is move
in the direction of the cavern.

Beginning 100 feet into the winding tunnels (200
feet from the chamber), a permanent darkness will
bein effect. Once PCs enter the chamber unhallow
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(CL 9 or equa to ATL, whichever is greater) will
be in effect. Slence (only non-evil aligned
creatures are affected) is attached to the unhallow.

If the PCs ‘buff’ on the move, the cultists will be
buffing aswell. For each round that the PCs buff
themselves, the baddies get to buff also.

Round 1 Greater Magic Weapon (oil)

ATL 1-3  +1toattack and damage

ATL5-7 +2

ATL 9-11 +3

ATL 13-15 +4

ATL 17 +5

Round 2 Magic Vestment (oil)

ATL 1-3 +1toAC

ATL5-7 +2

ATL9-11 +3

ATL 13-15 +4

ATL 17 +5

Round 3 Haste (potion)

The caverns are a twisting maze of natural and
constructed passages that the PCs will have to
work their way through. Eventualy, the PCs will
be close enough to identify a direct route to the
chamber where the cult is attempting to wake the
primal linnorm.

member of the cult, if the high priestess falls) will
strike the gong.  If the gong is struck the required
number of times, the primal linnorm will awaken
and the PCswill haveto fight for their lives.

As an artifact, the seal that forms the center of the
gong is immune to silence. The seal can only be
disassembled by the dragons and the priests of the
five temples. The gong itself has hardness 5 and
48 hit points. The gong hangs by a set of four
chains from the frame. It is four feet across (the
seal in the center is one foot across) and weighs
350 pounds.

|ATL 1

A huge cavern carved from living rock echoes
with the chants of the cult. An iron gong hangs
on a metal frame upon a stone dais. The center
of the gong gleams in the torchlight, a reflection
of gold, silver, copper, brass and bronze. A robed
priestess raises a mallet and strikes the center of
the gong, filling the room with sound and causing
the walls of the chamber to glow with a pale red
light and the ground to tremble.

The cavern is 100 feet across with a passageway
on the far side (behind the gong on the dais). The
members of the cult have formed a semi-circle
thirty feet in front of the stone dais. The seal has
been reassembled and makes up the center of the

gong.

The ritual to reverse the seal and awaken the
primal linnorm requires a number of rounds equal
to 20 minus ATL, plus one round for each round
that the PCs can keep the gong from being struck.
Each round the cult's high priestess (or another

Y Troglodyte, Suulthahn Priestess Clr 1:

NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +2
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 16, touch 10, flat-footed 16; (+6 natura)
hp 29 (3d8+7)

Fort +7, Ref +0, Will +2

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +2 (1d6+1), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+1), bite +2 (1d4+1)

Full Atk club +2 (1d6+1), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+1), bite +2 (1d4+1)
Ranged javelin +1 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks nil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, virtue; 1%
level entropic shield, obscuring mist, protection
from good*; DC 12 + spell level

Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 14, Cha 13
Base Atk +1; CMB +2; CMD 12

Feats Improved Initiative, Selective Channeling
Skills Knowledge (religion) +2, Stealth +6 (+10in
rocky areas); Racial Modifiers +4 Stedlth (+8 in
rocky areas)

L anguages Draconic

SQ channel energy 1d6

Gear club, javelin (4)

Special Abilities
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Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

X ¥ Troglodyte, Suulthahn Sorcerer Sor 1
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +0
Aura stench (30 ft., DC 13, 10 rounds)

AC 17, touch 11, flat-footed 16; (+1 Dex, +6
natural)

hp 26 (2d8+1d6+6)

Fort +5, Ref +1, Will +2

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +1 (1d6+0Q), claw -4 (1d4), bite -4
(1d4) or 2 claws +1 (1d4+0), bite +1 (1d4+0)

Full Atk club +1 (1d6+0), claw -4 (1d4), bite -4
(1d4) or 2 claws +1 (1d4+0), bite +1 (1d4+0)
Ranged javelin +1 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsPer Day 4

Spells Known 0-level — acid splash, bleed, ray of
frost, read magic; 1% level —magic missile,
protection from good; DC 12 + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 14
Base Atk +1; CMB +1; CMD 12

Feats Arcane Strike

Skills Knowledge (arcana) +2, Spedlcraft +2,
Stealth +7 (+11 in rocky areas); Racial Modifiers
+4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die)

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,

skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

¥ Troglodyte, Suulthahn Cultists (1 per PC
minus 2):

NE Medium humanoid (reptilian)

Init -1; Senses darkvision 90 ft.; Perception +0
Aura stench (30 ft., DC 13, 10 rounds)

AC 15, touch 9, flat-footed 15; (-1 Dex, +6
natural)

hp 20 (2d8+4)

Fort +7, Ref -1, Will +0

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +2 (1d6+1), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+1), bite +2 (1d4+1)

Full Atk club +2 (1d6+1), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+1), bite +2 (1d4+1)
Ranged javelin +0 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks nil

Spell-Like Abilities nil

SpellsKnown nil

Str 13, Dex 9, Con 14, Int 8, Wis 11, Cha 11
Base Atk +1; CMB +2; CMD 11

Feats Great Fortitude

Skills Stealth +5 (+9 in rocky areas); Racial
M odifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ nil

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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| ATL 3

X Troglodyte, Suulthahn Priestess Clr 3:

NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +2
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 16 (18 with shield of faith), touch 10, flat-
footed 16; (+6 natural)

hp 47 (5d8+13)

Fort +8, Ref +1, Will +3

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +3 (1d6+1), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+1), bite +3 (1d4+1)

Full Atk club +3 (1d6+1), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+1), bite +3 (1d4+1)
Ranged javelin +2 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacksnil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtug; 1% level entropic shield, obscuring mist,
protection from good*, shield of faith; 2™ level
Align weapon (evil)*, spiritual weapon, summon
monster |1; DC 12 + spell level

Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 15, Cha 13
Base Atk +2; CMB +3; CMD 13
Feats Combat Casting, Improved
Selective Channeling

Skills Knowledge (religion) +3, Spellcraft +2,
Stealth +6 (+10 in rocky areas); Racial M odifiers
+4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ channel energy 2d6

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving their saving throw.

Initiative,

¥ Troglodyte, Suulthahn Sorcerer Sor 3

| (Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +5
Aura stench (30 ft., DC 13, 10 rounds)

AC 22, touch 11, flat-footed 21; (+1 Dex, +7
natural, +4 mage armor)

hp 38 (2d8+3d6+10)

Fort +6, Ref +2, Will +2

Defense Abilities resist acid 5; DR nil; Immune
nil; SR nil

Spd 30 ft.

Melee club +2 (1d6+0), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+0), bite +2 (1d4+0)

Full Atk club +2 (1d6+0), claw -3 (1d4), bite -3
(1d4) or 2 claws +2 (1d4+0), bite +2 (1d4+0)
Ranged javelin +2 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil,

Spell-Like Abilities nil

Spells Per Day 6

Spells Known O-level — acid splash, bleed, ray of
frost, read magic, touch of fatigue; 1% level —magic
missile, protection from good, shocking grasp; DC
12 + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 14
Base Atk +2; CMB +2; CMD 13

Feats Arcane Strike, Point Blank Shot

Skills Knowledge (arcana) +5, Perception +5,
Spellcraft +5, Stealth +9 (+13 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die)

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor)
Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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Y Troglodyte, Suulthahn Cultists Ftr 1 (1 per
PC minus 1):

NE Medium humanoid (reptilian)

Init -1; Senses darkvision 90 ft.; Perception +0
Aura stench (30 ft., DC 13, 10 rounds)

AC 16, touch 9, flat-footed 16; (-1 Dex, +7
natural)

hp 33 (2d8+1d10+10)

Fort +9, Ref -1, Will +0

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +3 (1d6+1), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+1), bite +3 (1d4+1)

Full Atk club +3 (1d6+1), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+1), bite +3 (1d4+1)
Ranged javelin +1 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 13, Dex 9, Con 14, Int 8, Wis 11, Cha 11
Base Atk +2; CMB +3; CMD 12

Feats Great Fortitude, Improved Natura Armor,
Toughness

Skills Intimidate +1, Stealth +5 (+9 in rocky
areas); Racial Modifiers +4 Stealth (+8 in rocky
areas)

L anguages Draconic

SQ nil

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

LS]100 - What Evil Lurks - Round Two

Page 64



|ATL5

Y Troglodyte, Suulthahn Priestess Clr 6 (2):

NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +2
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 17 (19 with shield of faith), touch 11, flat-
footed 16; (+1 dodge, +6 natural)

hp 74 (8d8+22)

Fort +10, Ref +2, Will +6

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +5 (1d6+1), claw +0 (1d4), bite +0
(1d4) or 2 claws +5 (1d4+1), bite +5 (1d4+1)

Full Atk club +5 (1d6+1), claw +0 (1d4), bite +0
(1d4) or 2 claws +5 (1d4+1), bite +5 (1d4+1)
Ranged javelin +4 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacksnil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue 1% level entropic shield, obscuring mist,
protection from good*, shield of faith; 2™ level
Align weapon (evil)*, inflict light wounds, silence,
spiritual weapon, summon monster |I; 3 level
bestow curse, magic circle against good*, prayer;
DC 13 + gpell level

Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 16, Cha 13
Base Atk +4; CMB +5; CMD 15
Feats Combat Casting, Dodge,
Initiative, Selective Channeling

Skills Knowledge (religion) +5, Spellcraft +3,
Stealth +6 (+10 in rocky areas); Racial M odifiers
+4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ channel energy 3d6

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ahility checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving their saving throw.

Improved

X Troglodyte, Suulthahn Sorcerer Sor 5
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +7
Aura stench (30 ft., DC 13, 10 rounds)

AC 22, touch 11, flat-footed 21; (+1 Dex, +7
natural, +4 mage armor)

hp 50 (2d8+5d6+14)

Fort +6, Ref +2, Will +3

Defense Abilities resist acid 5; DR nil; Immune
nil; SR nil

Spd 30 ft.

Melee club +3 (1d6+0), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+0), bite +3 (1d4+0)

Full Atk club +3 (1d6+0), claw -2 (1d4), bite -2
(1d4) or 2 claws +3 (1d4+0), bite +3 (1d4+0)
Ranged javelin +3 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks claws considered magic weapons
to overcome DR,

Spell-Like Abilities nil

SpellsPer Day 7/5

Spells Known O-level — acid splash, bleed, daze,
ray of frost, read magic, touch of fatigue; 1% level
—burning hands*, magic missile*, protection from
good, shocking grasp*; 2™ level — eagle's
splendor, scorching ray* DC 12 (13 vs. evocation
(*)) + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 15
Base Atk +3; CMB +3; CMD 14

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation)

Skills Knowledge (arcana) +7, Perception +7,
Spellcraft +7, Steath +11 (+15 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die)

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy)

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
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effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

X Troglodyte, Suulthahn Cultists Ftr 3 (1 per
PC minus 1):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +2
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 55 (2d8+3d10+18)

Fort +10, Ref +1, Will +1 (+2 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +5 (1d6+1), claw +0 (1d4), bite +0
(1d4) or 2 claws +5 (1d4+1), bite +5 (1d4+1)

Full Atk club +5 (1d6+1), claw +0 (1d4), bite +0
(1d4) or 2 claws +5 (1d4+1), bite +5 (1d4+1)
Ranged javelin +4 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 13, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +4; CMB +5; CMD 15

Feats Dodge, Great Fortitude, Improved Initiative,
Improved Natural Armor, Toughness

Skills Intimidate +1, Perception +2, Stealth +5 (+9
in rocky areas); Racial Modifiers +4 Stedth (+8
in rocky areas)

L anguages Draconic

SQ nil

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

LSJ100 - What Evil Lurks - Round Two Page 66



|ATL 7

¥ Troglodyte, Suulthahn Priestess CIr 9 (2):

NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +3
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 18 (20 with shield of faith), touch 11, flat-
footed 17; (+1 dodge, +7 natural)

hp 101 (11d8+31)

Fort +11, Ref +3, Will +7

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +7 (1d6+1), claw +2 (1d4), bite +2
(1d4) or 2 claws +7 (1d4+1), bite +7 (1d4+1)

Full Atk club +7/+2 (1d6+1), claw +2 (1d4), hite
+2 (1d4) or 2 claws +7/+2 (1d4+1), hite +7/+2
(1d4+1)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knell, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
magic circle against good*, prayer; 4" level divine
power, poison, unholy blight* 5" level dispel
good*, day living; DC 13 (14 evil) + spell level
Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 16, Cha 13
Base Atk +6; CMB +7; CMD 17

Feats Combat Casting, Dodge, Domain Focus
(evil), Improved Initiative, Improved Natura
Armor, Selective Channeling

Skills Knowledge (history) +4, Knowledge
(religion) +6, Spellcraft +4, Stealth +6 (+10 in
rocky areas); Racial Modifiers +4 Stedth (+8 in
rocky areas)

L anguages Draconic

SQ channel energy 5d6

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ahility checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the

effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving their saving throw.

X Troglodyte, Suulthahn Sorcerer Sor 7
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +9
Aura stench (30 ft., DC 13, 10 rounds)

AC 22, touch 11, flat-footed 21; (+1 Dex, +7
natural, +4 mage armor)

hp 71 (2d8+7d6+27)

Fort +7, Ref +3, Will +4

Defense Abilities resist acid 5; DR nil; Immune
nil; SR nil

Spd 30 ft., fly 60" (average)

Melee club +4 (1d6+0), claw -1 (1d6), bite -1
(1d4) or 2 claws +4 (1d6+0), bite +4 (1d4+0)

Full Atk club +4 (1d6+0), claw -1 (1d6), bite -1
(1d4) or 2 claws +4 (1d6+0), bite +4 (1d4+0)
Ranged javelin +4 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks claws considered magic weapons
to overcome DR,

Spell-Like Abilities nil

SpellsPer Day 7/7/4

Spells Known 0O-level — acid splash, bleed, daze,
flare, ray of frost, read magic, touch of fatigue; 1%
level — burning hands*, magic missile*, protection
from good, shocking grasp*, true strike; 2™ level —
acid arrow, eagle’s splendor, scorching ray*; 3
level — fireball*, lightning bolt* DC 12 (14 vs.
evocation (*)) + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 15
Base Atk +4; CMB +4; CMD 15

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation),
Toughness+

Skills Knowledge (arcana) +9, Perception +9,
Spellcraft +9, Stedth +13 (+17 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness)

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly)
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Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ahility checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

X Troglodyte, Suulthahn Cultists Ftr 5 (1 per
PC minus 1):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +2
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 77 (2d8+5d10+26)

Fort +11, Ref +1, Will +1 (+2 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +8 (1d6+2), claw +2 (1d4), bite +2
(1d4) or 2 claws +7 (1d4+1), bite +7 (1d4+1)

Full Atk club +8/+3 (1d6+2), claw +2 (1d4), bite
+2 (1d4) or 2 claws +7/+2 (1d4+1), hite +7/+2
(1d4+1)

Ranged javelin +6 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 13, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +6; CMB +7; CMD 17

Feats Combat Reflexes, Dodge, Great Fortitude,
Improved Initiative, Improved Natural Armor, Step
Up, Toughness

Skills Intimidate +1, Perception +2, Stealth +7
(+11 in rocky areas); Racial Modifiers +4 Steath
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers)

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected

by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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|ATL 9

Y Troglodyte, Suulthahn Priestess Clr 11 (2):
NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +6
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 18 (20 with shield of faith), touch 11, flat-
footed 17; (+1 dodge, +7 natural)

hp 119 (13d8+37)

Fort +12, Ref +3, Will +8

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +9 (1d6+1), claw +4 (1d4), bite +4
(1d4) or 2 claws +9 (1d4+1), bite +9 (1d4+1)

Full Atk club +9/+4 (1d6+1), claw +4 (1d4), hite
+4 (1d4) or 2 claws +9/+4 (1d4+1), bite +9/+4
(1d4+1)

Space 5 ft.; Reach 5 ft.

Special Attacksnil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue, 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2™
level Align weapon (evil)*, death knéll, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispd magic, magic circle against good*, prayer;
4™ level divine power, greater magic weapon,
poison, unholy blight* 5" level dispel good*, slay
living, spell resistance; 6" level blade barrier,
form of the dragon I*, day living; DC 13 (14
evil)+ spell level

Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 17, Cha 13
Base Atk +8; CMB +9; CMD 19

Feats Combat Casting, Dodge, Domain Focus
(evil), Improved Initiative, Improved Natura
Armor, Mobility, Selective Channeling

Skills Knowledge (history) +4, Knowledge
(religion) +6, Perception +6, Spellcraft +7, Stealth
+6 (+10 in rocky areas); Racial Modifiers +4
Stealth (+8 in rocky areas)

L anguages Draconic

SQ channel energy 6d6

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A

| creature that successfully saves cannot be affected

by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving their saving throw.

¥ Troglodyte, Suulthahn Sorcerer Sor 9
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +11
Aura stench (30 ft., DC 13, 10 rounds)

AC 23, touch 11, flat-footed 22; (+1 Dex, +8
natural, +4 mage armor)

hp 84 (2d8+9d6+33)

Fort +8, Ref +4, Will +5

Defense Abilities resist acid 10; DR nil; Immune
nil; SR nil

Spd 30 ft., fly 60" (average)

Melee club +5 (1d6+0), claw +0 (1d6), bite +0
(1d4) or 2 claws +5 (1d6+0), bite +5 (1d4+0)

Full Atk club +5 (1d6+0), claw +0 (1d6), bite +0
(1d4) or 2 claws +5 (1d6+0), bite +5 (1d4+0)
Ranged javelin +5 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks claws considered magic weapons
to overcome DR, breath weapon (60 line of acid
(damage 9d6 — Reflex DC 17)) 1/day

Spell-Like Abilities nil

SpellsPer Day 7/7/7/4

Spells Known 0-level — acid splash, bleed, daze,
flare, ray of frost, read magic, resistance, touch of
fatigue; 1% level — burning hands*, magic missile*,
protection from good, shocking grasp*, true strike;
2" level — acid arrow, eagle’s splendor, mirror
image, scorching ray*; 3 level —flame arrow,
fireball*, lightning bolt* 4" level — ice storn,
stoneskin DC 13 (15 vs. evocation (*)) + spell
level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 16
Base Atk +5 CMB +5; CMD 16

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation), Spell
Penetration, Toughness+

Skills Knowledge (arcana) +11, Perception +11
Spellcraft +11, Stealth +15 (+19 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic
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SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness)

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly, fear)

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

Y Troglodyte, Suulthahn Cultists Ftr 8 (1 per
PC minus 1):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +3
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 110 (2d8+8d10+38)

Fort +13, Ref +2, Will +2 (+4 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +12 (1d6+3), claw +6 (1d4+1), bite +6
(1d4+1) or 2 claws +11 (1d4+2), bite +11 (1d4+2)
Full Atk club +12/+7 (1d6+3), claw +6/+1
(1d4+1), bite +6/+1 (1d4+1) or 2 claws +11/+6
(1d4+2), bite +11/+6 (1d4+2)

Ranged javelin +9/+4 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 14, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +9; CMB +11; CMD 21

Feats Combat Reflexes, Dodge, Great Fortitude,
Improved Initiative, Improved Natural Armor,
Power Attack, Stand Still, Step Up, Toughness,
Vital Strike

Skills Intimidate +3, Perception +3, Stealth +7
(+11 in rocky areas); Racial Modifiers +4 Steath
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers)

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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|ATL 11

¥ Medusa, Suulthahn Priestess Clr 11 (1)

NE M edium monstrous humanoid

I nit +6; Senses al-around vision, darkvision 60 ft.;
Perception +20

AC 17, touch 13, flat-footed 14; (+2 Dex, +1
dodge, +4 natural)

hp 174 (8d10+11d8+64)

Fort +13, Ref +11, Will +14

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee dagger +18 (1d4/19-20), snake bite +13
(1d4 plus poison)

Full Atk dagger +18/+13 (1d4/19-20), snake bite
+13 (1d4 plus poison)

Ranged mwk longbow +19 (1d8/x3)

Full Atk Ranged mwk longbow +19/+14 (1d8/x3)
Space 5 ft.; Reach 5ft.

Special Attacks petrifying gaze

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue; 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knéll, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispel magic, magic circle against good*, prayer;
4™ level divine power, greater magic weapon,
poison, unholy blight* 5" level dispel good*, say
living, spell resistance; 6" level blade barrier,
form of the dragon I*, day living; DC 13 (14 evil)
+ spell level

Domains Evil, Scalykind

Str 10, Dex 15, Con 18, Int 12, Wis 17, Cha 15
Base Atk +16; CMB +16; CMD 28

Feats Combat Casting, Dodge, Domain Focus
(evil), Improved Initiative, Improved Natural
Armor, Mobility, Point-Blank Shot, Precise Shot,
Selective Channeling, Weapon Finesse

Skills Bluff +14, Disguise +14, Intimidate +13,
Knowledge (history) +7, Knowledge (religion) +7,
Perception +20, Spellcraft +10, Stealth +13;
Racial M odifiers +4 Perception

L anguages Common, Draconic, Sylvan

SQ channel energy 6d6

Gear dagger (3), masterwork longbow, 20 arrows
Special Abilities

All-around vision (Ex): A medusa's snake-hair
allows her to seein dl directions. Medusas gain a
+4 racia bonus to Perception checks and cannot be
flanked.

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

Poison (Ex): Bite — injury; save Fort DC 18;
frequency Lround for 6 rounds; effect 1d3 Str; cure
2 consecutive saves. The save DC is Congtitution-
based.

¥ Troglodyte, Suulthahn Priestess Clr 11 (1):
NE Medium humanoid (reptilian)

Init +4; Senses darkvision 90 ft.; Perception +6
Aura evil, stench (30 ft., DC 13, 10 rounds)

AC 18 (20 with shield of faith), touch 11, flat-
footed 17; (+1 dodge, +7 natural)

hp 119 (13d8+37)

Fort +12, Ref +3, Will +8

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +9 (1d6+1), claw +4 (1d4), hite +4
(1d4) or 2 claws +9 (1d4+1), bite +9 (1d4+1)

Full Atk club +9/+4 (1d6+1), claw +4 (1d4), bite
+4 (1d4) or 2 claws +9/+4 (1d4+1), bite +9/+4
(1d4+1)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue; 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knell, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispel magic, magic circle against good*, prayer;
4™ level divine power, greater magic weapon,
poison, unholy blight* 5" level dispel good*, say
living, spell resistance; 6" level blade barrier,
form of the dragon I*, day living; DC 13 (14
evil)+ spell level

Domains Evil, Scalykind

Str 12, Dex 10, Con 14, Int 10, Wis 17, Cha 13
Base Atk +8; CMB +9; CMD 19

Feats Combat Casting, Dodge, Domain Focus
(evil), Improved Initiative, Improved Natural
Armor, Mobility, Selective Channeling
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Skills Knowledge (history) +4, Knowledge
(religion) +6, Perception +6, Spellcraft +7, Stealth
+6 (+10 in rocky areas); Racial Modifiers +4
Stealth (+8 in rocky areas)

L anguages Draconic

SQ channel energy 6d6

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving their saving throw.

X Troglodyte, Suulthahn Sorcerer Sor 11
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +13
Aura stench (30 ft., DC 13, 10 rounds)

AC 23, touch 11, flat-footed 22; (+1 Dex, +8
natural, +4 mage armor)

hp 96 (2d8+11d6+39)

Fort +8, Ref +4, Will +6

Defense Abilities resist acid 10; DR nil; Immune
nil; SR nil

Spd 30ft., fly 60" (average)

Melee club +5 (1d6+0), claw +1 (1d6), bite +1
(1d4) or 2 claws +5 (1d6+0), bite +5 (1d4+0)

Full Atk club +5 (1d6+0), claw +1 (1d6), bite +1
(1d4) or 2 claws +5 (1d6+0), bite +5 (1d4+0)
Ranged javelin +5 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks claws considered magic weapons
to overcome DR, breath weapon (60’ line of acid
(damage 11d6 — Reflex DC 18)) 1/day

Spell-Like Abilities nil

Spells Per Day 7/7/7/6/4

Spells Known O-level — acid splash, bleed, daze,
flare, ray of frost, read magic, resistance, touch of
fatigue; 1% level — burning hands*, magic missile*,
protection from good, shocking grasp*, true strike;
2" level — acid arrow, eagle’s splendor, mirror
image, scorching ray*; 3 level —flame arrow,

fireball*, lightning bolt*, rage, 4" level — ice
stornm*, stoneskin, wall of fire*, 5" level — cone of
cold*, feeblemind DC 13 (15 vs. evocation (*)) +
spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 16
Base Atk +5 CMB +5; CMD 16

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation), Spell
Penetration, Greater Spell Penetration, Toughness+
Skills Knowledge (arcana) +13, Perception +13,
Spellcraft +13, Stealth +17 (+21 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness)

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly, fear, spell resistance)

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte’' s stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

Y Troglodyte, Suulthahn Cultists Ftr 11 (1 per
PC minus 1):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +6
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 133 (2d8+11d10+50)

Fort +14, Ref +3, Will +2 (+5 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +15 (1d6+3), claw +10 (1d4+2), bite
+10 (1d4+2) or 2 claws +15 (1d4+3), bite +15
(1d4+3)

Full Atk club +15/+10 (1d6+3), claw +10/+5
(1d4+2), bite +10/+5 (1d4+2) or 2 claws +15/+10
(1d4+3), bite +15/+10 (1d4+3)

Ranged javelin +12/+7 (1d6)
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Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 15, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +12; CMB +14; CMD 24

Feats Combat Reflexes, Diehard, Disruptive,
Dodge, Endurance, Great Fortitude, Improved
Initiative, Improved Natura Armor, Power Attack,
Stand Still, Step Up, Toughness, Vital Strike
Skills Intimidate +3, Perception +6, Stealth +7
(+11 in rocky areas); Racial Modifiers +4 Stealth
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers, natural)

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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| ATL 13

¥ Medusa, Suulthahn Priestess Clr 13 (2)

NE M edium monstrous humanoid

I nit +6; Senses al-around vision, darkvision 60 ft.;
Perception +22

AC 17, touch 13, flat-footed 14; (+2 Dex, +1
dodge, +4 natural)

hp 196 (8d10+13d8+74)

Fort +14, Ref +12, Will +15

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee dagger +19 (1d4/19-20), snake bite +14
(1d4 plus poison)

Full Atk dagger +19/+14 (1d4/19-20), snake bite
+14 (1d4 plus poison)

Ranged mwk longbow +20 (1d8/x3)

Full Atk Ranged mwk longbow +20/+15 (1d8/x3)
Space 5 ft.; Reach 5ft.

Special Attacks petrifying gaze

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue; 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knéll, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispel magic, magic circle against good*, prayer;
4™ |evel dimensional anchor, divine power, greater
magic weapon, poison, unholy blight* 5" level
dispe good* flame strike, day living, spel
resistance; 6" level antilife shell,blade barrier,
form of the dragon 1*, say living; 7" leve
blasphemy, regenerate*; DC 14 (15 evil) + spell
level

Domains Evil, Scalykind

Str 10, Dex 15, Con 18, Int 12, Wis 18, Cha 15
Base Atk +17; CMB +17; CMD 29

Feats Ability Focus (petrifying gaze), Combat
Casting, Dodge, Domain Focus (evil), Improved
Initiative, Improved Natural Armor, Mohility,
Point-Blank  Shot, Precise Shot, Selective
Channeling, Weapon Finesse

Skills Bluff +14, Disguise +14, Intimidate +13,
Knowledge (history) +7, Knowledge (religion) +7,
Perception +22, Spellcraft +13, Stealth +14;
Racial M odifiers +4 Perception

L anguages Common, Draconic, Sylvan

SQ channel energy 7d6

Gear dagger (3), masterwork longbow, 20 arrows
Special Abilities

All-around vision (Ex): A medusa’s snake-hair
alows her to seein dl directions. Medusas gain a
+4 racia bonus to Perception checks and cannot be
flanked.

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

Poison (Ex): Bite — injury; save Fort DC 18;
frequency L/round for 6 rounds; effect 1d3 Str; cure
2 consecutive saves. The save DC is Constitution-
based.

¥ Troglodyte, Suulthahn Sorcerer Sor 13
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +5; Senses darkvision 90 ft.; Perception +15
Aura stench (30 ft., DC 13, 10 rounds)

AC 23, touch 11, flat-footed 22; (+1 Dex, +8
natural, +4 mage armor)

hp 108 (2d8+11d6+45)

Fort +9, Ref +5, Will +7

Defense Abilities resist acid 10; DR nil; Immune
nil; SR nil

Spd 30ft., fly 60" (average)

Melee club +6 (1d6+0), claw +6 (1d6), bite +2
(1d4) or 2 claws +6 (1d6+0), bite +6 (1d4+0)

Full Atk club +6/+1 (1d6+0), claw +2 (1d6), bite
+2 (1d4) or 2 claws +6/+1 (1d6+0), bite +6/+1
(1d4+0)

Ranged javelin +6/+1 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks claws considered magic weapons
to overcome DR, breath weapon (60 line of acid
(damage 13d6 — Reflex DC 19)) 1/day

Spell-Like Abilities nil

SpellsPer Day 7/7/7/6/6/4

Spells Known 0O-level — acid splash, bleed, daze,
flare, ghost sound, ray of frost, read magic,
resistance, touch of fatigue; 1% level — burning
hands*, magic missile*, protection from good,
shocking grasp*, true strike; 2™ level — acid
arrow, cat's grace, eagle’s splendor, mirror
image, scorching ray*; 39 level —flame arrow,
fireball*, lightning bolt*, rage, 4" level — ice
storm*, stoneskin, wall of fire*, wall of ice*, 5"
level — cone of cold*, feeblemind. wall of force*;
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6™ level — bull’s strength — mass; chain lightning*
DC 13 (15 vs. evocation (*)) + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 17
Base Atk +6/+1 CMB +6; CMD 17

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation), Spell
Penetration, Greater Spell Penetration, Maximize
Spell, Toughness+, Improved Initiative

Skills Knowledge (arcana) +15, Perception +15,
Spellcraft +15, Stealth +19 (+23 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness, Improved
Initiative))

Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly, fear, spell resistance, form of
dragon|)

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte’ s stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw

Y Troglodyte, Suulthahn Cultists Ftr 12 (1 per
PC):

NE Medium humanoid (reptilian)

I nit +0; Senses darkvision 90 ft.; Perception +6
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 144 (2d8+12d10+54)

Fort +15, Ref +4, Will +3 (+6 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +16 (1d6+3), claw +10 (1d6+1), bite
+10 (1d4+1) or 2 claws +15 (1d6+2), bite +15
(1d4+2)

Full Atk club +16/+11 (1d6+3), claw +10/+5
(1d6+1), bite +10/+5 (1d4+1) or 2 claws +15/+10
(1d6+2), bite +15/+10 (1d4+2)

Ranged javelin +13/+8 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacks nil

Spell-Like Abilities nil

SpellsKnown nil

Str 15, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +13; CMB +15; CMD 25

Feats Combat Reflexes, Diehard, Disruptive,
Dodge, Endurance, Great Fortitude, Improved
Initiative, Improved Natural Armor, Improved
Natural Attack (claw), Power Attack, Stand Still,
Step Up, Toughness, Vital Strike

Skills Intimidate +3, Perception +6, Stedth +8
(+11 in rocky areas); Racial Modifiers +4 Stedth
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers, natural)

Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature.  Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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| ATL 15

¥ Medusa, Suulthahn Priestess CIr 13 (2)

NE M edium monstrous humanoid

I nit +6; Senses al-around vision, darkvision 60 ft.;
Perception +22

AC 17, touch 13, flat-footed 14; (+2 Dex, +1
dodge, +4 natural)

hp 196 (8d10+13d8+74)

Fort +14, Ref +12, Will +15

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee dagger +19 (1d4/19-20), snake bite +14
(1d4 plus poison)

Full Atk dagger +19/+14 (1d4/19-20), snake bite
+14 (1d4 plus poison)

Ranged mwk longbow +20 (1d8/x3)

Full Atk Ranged mwk longbow +20/+15 (1d8/x3)
Space 5 ft.; Reach 5ft.

Special Attacks petrifying gaze

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue; 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knéll, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispel magic, magic circle against good*, prayer;
4™ |evel dimensional anchor, divine power, greater
magic weapon, poison, unholy blight* 5" level
dispe good* flame strike, day living, spel
resistance; 6" level antilife shell,blade barrier,
form of the dragon 1*, day living; 7" leve
blasphemy, regenerate*; DC 14 (15 evil) + spell
level

Domains Evil, Scalykind

Str 10, Dex 15, Con 18, Int 12, Wis 18, Cha 15
Base Atk +17; CMB +17; CMD 29

Feats Ability Focus (petrifying gaze), Combat
Casting, Dodge, Domain Focus (evil), Improved
Initiative, Improved Natural Armor, Mohility,
Point-Blank  Shot, Precise Shot, Selective
Channeling, Weapon Finesse

Skills Bluff +14, Disguise +14, Intimidate +13,
Knowledge (history) +7, Knowledge (religion) +7,
Perception +22, Spellcraft +13, Stealth +14;
Racial M odifiers +4 Perception

L anguages Common, Draconic, Sylvan

SQ channel energy 7d6

Gear dagger (3), masterwork longbow, 20 arrows
Special Abilities

All-around vision (Ex): A medusa’s snake-hair
alows her to seein dl directions. Medusas gain a
+4 racia bonus to Perception checks and cannot be
flanked.

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

Poison (Ex): Bite — injury; save Fort DC 18;
frequency Lround for 6 rounds; effect 1d3 Str; cure
2 consecutive saves. The save DC is Constitution-
based.

X Troglodyte, Suulthahn Sorcerer Sor 15
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +5; Senses darkvision 90 ft.; Perception +17
Aura stench (30 ft., DC 13, 10 rounds)

AC 25, touch 11, flat-footed 24; (+1 Dex, +10
natural, +4 mage armor)

hp 122 (2d8+15d6+51)

Fort +10, Ref +6, Will +8

Defense Abilities resist acid 10; DR nil; Immune
nil; SR nil

Spd 30ft., fly 60" (average)

Melee club +7 (1d6+0), claw +3 (1d6), bite +3
(1d4) or 2 claws +7 (1d6+0), bite +7 (1d4+0)

Full Atk club +7/+2 (1d6+0), claw +3 (1d6), bite
+3 (1d4) or 2 claws +7/+2 (1d6+0), bite +7/+2
(1d4+0)

Ranged javelin +7/+2 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacks claws considered magic weapons
to overcome DR, breath weapon (60’ line of acid
(damage 15d6 — Reflex DC 20)) 1/day

Spell-Like Abilities nil

SpellsPer Day 7/7/7/6/6/6/4

Spells Known 0O-level — acid splash, bleed, daze,
flare, ghost sound, ray of frost, read magic,
resistance, touch of fatigue; 1% level — burning
hands*, magic missile*, protection from good,
shocking grasp*, true strike; 2™ level — acid
arrow, cat's grace, eagle’s splendor, mirror
image, scorching ray*; 39 level —flame arrow,
fireball*, lightning bolt*, rage, 4" level — ice
storm*, stoneskin, wall of fire*, wall of ice*, 5"
level — cone of cold*, feeblemind, wall of force*;
6™ level — bull’s strength — mass; chain lightning*
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globe of invulnerability; 7" level delayed blast
fireball*, prismatic spray DC 13 (15 vs
evocation (*)) + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 17
Base Atk +7/+2 CMB +7; CMD 18

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation), Spell
Penetration, Greater Spell Penetration, Maximize
Spell, Energy Subdtitution (fire — acid),
Toughness+, Improved Initiative

Skills Knowledge (arcana) +17, Perception +17,
Spellcraft +17, Stealth +21 (+25 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness, Improved
Initiative)), grow wings, (dismiss as afree action)
Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly, fear, spell resistance, form of
dragon |, form of dragon I1)

Stench (EXx): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte’ s stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw

Y Troglodyte, Suulthahn Cultists Ftr 14 (1 per
PC):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +6
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 166 (2d8+14d10+62)

Fort +16, Ref +4, Will +3 (+7 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +19 (1d6+4), claw +14 (1d6+2), bite
+14 (1d6+2) or 2 claws +19 (1d6+3), bite +19
(1d6+3)

Full Atk club +19/+14 (1d6+3), claw +11/+6
(1d6+1), bite +13/+8 (1d6+1) or 2 claws +18/+13
(1d6+2), hite +18/+13 (1d6+2)

Ranged javelin +16/+11 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacksnil

Spell-Like Abilities nil

SpellsKnown nil

Str 16, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +15; CMB +17; CMD 27

Feats Cleave, Combat Reflexes, Diehard,
Disruptive, Dodge, Endurance, Great Fortitude,
Improved Initiative, Improved Natural Armor,
Improved Natural Attack (bite), Improved Natural
Attack (claw), Mobility, Power Attack, Stand Still,
Step Up, Toughness, Vital Strike

Skills Intimidate +3, Perception +6, Stedth +8
(+11 in rocky areas); Racial Modifiers +4 Stedth
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers, natural, spears)
Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on al
attack rolls, weapon damage rolls, saving throws,
skill checks and ahility checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.
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| ATL 17

¥ Medusa, Suulthahn Priestess Clr 13 (2)

NE M edium monstrous humanoid

I nit +6; Senses al-around vision, darkvision 60 ft.;
Perception +22

AC 17, touch 13, flat-footed 14; (+2 Dex, +1
dodge, +4 natural)

hp 196 (8d10+13d8+74)

Fort +14, Ref +12, Will +15

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee dagger +19 (1d4/19-20), snake bite +14
(1d4 plus poison)

Full Atk dagger +19/+14 (1d4/19-20), snake bite
+14 (1d4 plus poison)

Ranged mwk longbow +20 (1d8/x3)

Full Atk Ranged mwk longbow +20/+15 (1d8/x3)
Space 5 ft.; Reach 5ft.

Special Attacks petrifying gaze

Spell-Like Abilities nil

Spells Known O-level bleed, guidance, light,
virtue; 1% level bane, entropic shield, obscuring
mist, protection from good*, shield of faith; 2nd
level Align weapon (evil)*, death knéll, inflict light
wounds, silence, spiritual weapon, summon
monster 11; 3 |evel bestow curse, deeper darkness,
dispel magic, magic circle against good*, prayer;
4™ |evel dimensional anchor, divine power, greater
magic weapon, poison, unholy blight* 5" level
dispe good* flame strike, day living, spel
resistance; 6" level antilife shell,blade barrier,
form of the dragon 1*, day living; 7" leve
blasphemy, regenerate*; DC 14 (15 evil) + spell
level

Domains Evil, Scalykind

Str 10, Dex 15, Con 18, Int 12, Wis 18, Cha 15
Base Atk +17; CMB +17; CMD 29

Feats Ability Focus (petrifying gaze), Combat
Casting, Dodge, Domain Focus (evil), Improved
Initiative, Improved Natural Armor, Mohility,
Point-Blank  Shot, Precise Shot, Selective
Channeling, Weapon Finesse

Skills Bluff +14, Disguise +14, Intimidate +13,
Knowledge (history) +7, Knowledge (religion) +7,
Perception +22, Spellcraft +13, Stealth +14;
Racial M odifiers +4 Perception

L anguages Common, Draconic, Sylvan

SQ channel energy 7d6

Gear dagger (3), masterwork longbow, 20 arrows
Special Abilities

All-around vision (Ex): A medusa’s snake-hair
alows her to seein dl directions. Medusas gain a
+4 racia bonus to Perception checks and cannot be
flanked.

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

Poison (Ex): Bite — injury; save Fort DC 18;
frequency Lround for 6 rounds; effect 1d3 Str; cure
2 consecutive saves. The save DC is Constitution-
based.

X Troglodyte, Suulthahn Sorcerer Sor 17
(Draconic bloodline (black dragon)):

NE Medium humanoid (reptilian)

Init +5; Senses darkvision 90 ft.; Perception +19
Aura stench (30 ft., DC 13, 10 rounds)

AC 25, touch 11, flat-footed 24; (+1 Dex, +10
natural, +4 mage armor)

hp 136 (2d8+17d6+57)

Fort +10, Ref +6, Will +9

Defense Abilities resist acid 10; DR nil; Immune
nil; SR nil

Spd 30ft., fly 60" (average)

Melee club +8 (1d6+0), claw +4 (1d6), bite +4
(1d4) or 2 claws +8 (1d6+0), bite +8 (1d4+0)

Full Atk club +8/+3 (1d6+0), claw +4 (1d6), bite
+4 (1d4) or 2 claws +8/+3 (1d6+0), bite +8/+3
(1d4+0)

Ranged javelin +8/+3 (1d6)

Space 5 ft.; Reach 5 ft.

Special Attacks claws considered magic weapons
to overcome DR, breath weapon (60’ line of acid
(damage 17d6 — Reflex DC 22)) 2x/day

Spell-Like Abilities nil

SpellsPer Day 7/7/7/7/6/6/6/4

Spells Known 0O-level — acid splash, bleed, daze,
flare, ghost sound, ray of frost, read magic,
resistance, touch of fatigue; 1% level — burning
hands*, magic missile*, protection from good,
shocking grasp*, true strike; 2™ level — acid
arrow, cat's grace, eagle’s splendor, mirror
image, scorching ray*; 39 level —flame arrow,
fireball*, lightning bolt*, rage, 4" level — ice
storm*, stoneskin, wall of fire*, wall of ice*, 5"
level — cone of cold*, feeblemind, wall of force*;
6™ level — bull’s strength — mass; chain lightning*
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globe of invulnerability; 7" level delayed blast
fireball*, prismatic spray*, spell turning, 8" level
— polar ray*, sunburst* DC 14 (16 vs. evocation
(*)) + spell level

Str 10, Dex 12, Con 14, Int 13, Wis 10, Cha 18
Base Atk +8/+3 CMB +8; CMD 19

Feats Arcane Strike, Point Blank Shot, Spell Focus
(evocation) Greater Spell Focus (evocation), Spell
Penetration, Greater Spell Penetration, Maximize
Spell, Energy Subdtitution (fire — acid),
Toughness+, Improved Initiative

Skills Knowledge (arcana) +19, Perception +19,
Spellcraft +19, Stealth +23 (+27 in rocky areas);
Racial Modifiers +4 Stealth (+8 in rocky areas)

L anguages Draconic

SQ bloodline arcana (draconic - black dragon —
acid based spells deal 1 extra point of damage per
die), bloodline feat (Toughness, Improved
Initiative)), grow wings, (dismiss as afree action)
Gear club, javelin (4)

Special Abilities bloodline spells (mage armor,
resist energy, fly, fear, spell resistance, form of
dragon I, form of dragon I, form of dragon I11)
Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ability checks) for 10 rounds). A
creature that successfully saves cannot be affected
by the same troglodyte' s stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw

X Troglodyte, Suulthahn Cultists Ftr 14 (1 plus
1 per PC):

NE Medium humanoid (reptilian)

Init +0; Senses darkvision 90 ft.; Perception +6
Aura stench (30 ft., DC 13, 10 rounds)

AC 18, touch 11, flat-footed 17; (+1 dodge, +7
natural)

hp 166 (2d8+14d10+62)

Fort +16, Ref +4, Will +3 (+7 vsfear)

Defense Abilities nil; DR nil; Immune nil; SR nil
Spd 30 ft.

Melee club +19 (1d6+4), claw +14 (1d6+2), bite
+14 (1d6+2) or 2 claws +19 (1d6+3), bite +19
(1d6+3)

Full Atk club +19/+14 (1d6+3), claw +11/+6
(1d6+1), bite +13/+8 (1d6+1) or 2 claws +18/+13
(1d6+2), bite +18/+13 (1d6+2)

Ranged javelin +16/+11 (1d6)

Space 5 ft.; Reach 5ft.

Special Attacks nil

Spell-Like Abilities nil

SpellsKnown nil

Str 16, Dex 10, Con 14, Int 8, Wis 11, Cha 11
Base Atk +15; CMB +17; CMD 27

Feats Cleave, Combat Reflexes, Diehard,
Disruptive, Dodge, Endurance, Great Fortitude,
Improved Initiative, Improved Natural Armor,
Improved Natural Attack (bite), Improved Natural
Attack (claw), Mobility, Power Attack, Stand Still,
Step Up, Toughness, Vital Strike

Skills Intimidate +3, Perception +6, Stedth +8
(+11 in rocky areas); Racial Modifiers +4 Stedth
(+8inrocky areas)

L anguages Draconic

SQ weapon training (hammers, natural, spears)
Gear club, javelin (4)

Special Abilities

Stench (Ex): Save or be sickened (-2 penalty on all
attack rolls, weapon damage rolls, saving throws,
skill checks and ahility checks) for 10 rounds. A
creature that successfully saves cannot be affected
by the same troglodyte's stench for 24 hours. A
delay poison or neutralize poison spell removes the
effect from the sickened creature. Creatures with
immunity to poison are unaffected, and creatures
resistant to poison receive their normal bonus on
their saving throw.

» If the PCs prevented the cult of Suulthah from
freeing the primal linnoom GO TO
Conclusion A (page 80).

» If the PCs failed to prevent the release of the
primal linnorm GO TO Conclusion B (page

80).
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CONCLUSION A — KNOW YOUR
LIMITATIONS

As the PCs get their bearings following their
victory over the cult of Suulthah —

A thick plume of steam erupts periodically from
several openings among the rocks and ledges
around the chamber.

As you take in the sight of your fallen enemies
and assess the condition of your companions, the
far passage begins to glow with a faint, but
gradually increasing, silver-blue light. A light
but firm voice addresses you from the darkness.
“There can be no doubt of your courage or skill,
but are you truly prepared for all that awaits you?
Do you know what isreally out there?”

A figure emerges from the corridor, approaching
slowly, hands held out empty at his sides, until he
stands just within the range of your light.

The openings are nostrils, on the primal linnorm’'s
three heads. The plumes of ‘steam’ are its
exhalations as it breathes.

The man appears to be an aasimar, with silver-
blond hair and silver eyes. The PCswill recognize
the ‘man’ as Aron, the scholar from the Royal
Archives. In fact, he is Angalaron, the Radiant
Dragon, father of the first metallic dragons and
Consort of the First Wyrm.

Allow the PCs a Perception check DC 30 or a
Wisdom check DC 25 to realize the true nature of
the ‘cavern’ that surrounds them. The DC is
reduced by 2 with each additional paragraph of
description presented

“Not everything is as it seems. Sometimes, what
we seek isright in front of us and we are the only
ones who cannot see it. Sometimes we want to
believe something so badly, we cannot admit that
ismight not betrue.” Helaysa hand on the wall,
which seems to ripple dightly under his touch,
and a small section rises up slowly, revealing a
dimly glowing red eye. The eye closes again, and
a low rumble echoes through the cavern then
quickly subsides.

Looking around, you realize that the niches and
narrow passageways of the cavern are nothing of
the sort, that the walls are not walls at all, the
openings are only crevices in a massive body and
the stones are the ancient scaled flesh of a
serpent hundreds of feet long, curled back upon
itself within the cavern. Turning back to Aron,
you realize that your group is alone and that heis
nowhere to be seen.

“Look around you. Can you seeit? Do you know
what threatens your city? Do you know what can
saveit?”

He gestures towards the chamber, inviting you to
walk with him.

He begins leading you through the twisting
irregular passage, weaving easily between smooth
rounded outcroppings and protrusions of some
sort of overlapping shale-like stone.

The only surfaces within the chamber that are
actually stone are the floor and the ceiling. The
walls are the curled body of the imprisoned primal
linnorm. The ‘rounded outcroppings areits limbs,
tail, etc. The irregular passages are the gaps
between parts of its body or between its body and
the walls and floor of the cavern, as it curls back
on itsalf.

The PCswon'’t be able to find Aron again any time
soon, though he won't be far away.

THUS ENDS “WHAT EVIL LURKS —
RouND Two”

TIMEUNIT COST: 5TU

> GO TO Epilogue (page 81).

CONCLUSION B — SoME DAYS You
JusT CAN'T WIN

If the PCs reach this point, it is most likely because
they were al killed. Regardless of whether they
lived or died following the final combat, they will
awaken with only afuzzy memory of either the last
moments of the battle or what they did
immediately after it.
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A deep rumbling voice echoes in your head.
“Just because everyone believes a thing, does not
make that thing true. We were wrong, to retreat
as we did, and we were wrong to vow that we
would not interfere with life on Raia. But now we
have returned and there is much to set right.
Your time is not yet over and this city has need of
you.” A flash of sunlight on bright metal blinds
you for an instant and when you open your eyes,
you are alone with your companions in a small
clearing with a gently bubbling spring emerging
from the rocks.

THUS ENDS “WHAT EVIL LURKS —
RoOuUND TwoO”

TIMEUNIT COST:5TU

EPILOGUE

The nature of the threat revealed and the most
urgent repairs are all but completed, life in
Amthydor is returning to normal. The broad
plaza of the Royal Way is jammed with people
gathered to hear the Lord Monarch speak. The
announcement that dragons and their kin never
completely abandoned Raia is met with
exclamations of denial and disbelief.  The
quieting of the crowd is followed by another
stunning revelation. For the first time in a
thousand years, the Jewel will expand. Nearby
communities have sent ambassadors to discuss
joining the Amthydor Protectorate. Not only will
a new curtain wall be constructed around the city,
creating an additional district to house
Amthydor’s restored population, but the borders
of the Protectorate will be extended to twice their
current range. On that note, and with a plea to
the gods for the continued protection of the Jewel
and its people, the city's ruler ends the audience
and the crowd dispersesto spread the news.
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module
Experience

Roleplaying
XP Bonus

600 850 1200 1800 2900 4500 7000 10500 | 17000 | 28000 [ 28000

50 50 100 100 100 200 200 500 500 500 500

Maximum
Possible

XP 650 900 1300 1900 3000 4700 7200 11000 | 17500 | 28500 | 28500

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater
than the ATL at which the adventure was run. However, the maximum experience a specific PC can earn
is aso limited to the next higher ATL above his “personal ATL” level (his character level rounded up to
the nearest odd number). For example: a 3rd level PC plays at the same table with high-level players and
the group comes out to be an ATL 9. The maximum amount of experience the 3rd level PC can earn
would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With
such a disparaging range of experience earned from 1st al the way to 19th levels, thisis the only way to
make sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

Treasure earned (other than gold) is based on the PC's level, not the Average Table Level (ATL) at which
the PC played or received experience. For example: a3rd level PC plays at the same table with high-level
players and the group comes out to be an ATL 9. The maximum amount of treasure the 3rd level PC can
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become
too powerful too quickly so as not to overpower atable of their peers.

If it’snot on this list, the PCs cannot keep it.

Encounter 11
» Runestone, 1 available (Vaue: 2500, Caster

If affixed to a weapon other than the runic
dagger it will permanently bind to the weapon,

Level: 12" Tradable: Yes, Rarity: Uncommon,
Legality: Legal).

Lars Foehammer, the renowned dwarven
weaponsmith, has given you this runestone to
thank you for your heroic rescue of his
caravan.

If offixed to the runic dagger it will
permanently bind to the weapon, giving it the
bane (magical beasts) specia ability.
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giving it the bane (magical beasts) specia
ability usable once per day for a maximum of
five rounds.

Affixing the runestone to a weapon increases
the weapon'’ s total value and overall ‘+' just as
if a+1 weapon special ability were added.
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Encounter 14

» 1000 gp total per ATL, in gems and precious
stones, that the cultists brought as an offering
to the primal linnorm. This s the total amount
for the entire party, not per PC.

Conclusion A

» Property Grant, 1 available (Vaue: 5000 gp
Caster Level: N/A, Tradable: Yes, Rarity:
Uncommon, Legality: Legal).
For your efforts in retrieving information
valuable to the safety of Amthydor, the Lord
Monarch has bestowed a grant of land, located
in the newly commissioned expansion District.

This plot of level ground is large enough to
construct a building with a footprint of 900
square feet (9 structura units) and up to two
stories high.

Only a PC may receive this reward. A Cohort
or other support character normally eligible to
receive certswill not be awarded this grant.

You must contact I§-
landoffice@theshiningijewel.com to redeem
this grant.

» Construction Grant, 1 per PC (Value: varies,

Caster Level: N/A, Tradable: Yes, Rarity:
Uncommon, Legality: Legal).
For your efforts in retrieving information
valuable to the safety of Amthydor, the Lord
Monarch has bestowed a grant of construction
materials and labor, should you ever come into
possession of land and wish to build or
improve upon the property. The exact value of
this grant varies according to the level of the
recipient at the time this event is played. Only
a PC may receive this reward. A Cohort or
other support character normaly eligible to
receive certswill not be awarded this grant.

500 gp x level = value

You must contact I§-
landoffice@theshiningjewel.com to redeem
this grant.

» Dragon’sGift 1 available (Value: Priceless

Caster Level: 20", Tradable: Yes, Rarity: Rare,
Legality: Legal).
This ornate +1 elven curved blade sword has a
dragon motif etched into the blade.
If wielded by a spellcaster of any type, the
sword grants damage reduction. This
protection improves with the wielder's
experience.
1% —5" |evel DR 2
6" - 10" level DR 3
11" — 15" level DR 4
16" level + DR5
If wielded by a non-spellcaster, the sword
grants spell resistance. This protection
improves with the wielder’s experience.
1% —5" |evel SR 13
6" — 10" level SR 15
11" — 15" |evel SR 17
16" level + SR 20
The blade will not accept further enchantment.
While it may be traded to another PC, it may
not be sold for mere coin, as it has a habit of
rusting overnight or disappearing mysteriously
if it doesn't likeits owner.

Periapt of Health 1 available (Vaue: 7500
gp. Caster Level: 5" Tradable: Yes, Rarity:
Uncommon, Legality: Legal).

This exquisite blue stone hangs from a
platinum chain. You found it among your
things, wrapped in a scrap of pearlescent silk
containing acard signed only ‘A’.

Periapt of Wound Closure 1 available
(Value: 15000 gp, Caster Level: 10", Tradable:
Yes, Rarity: Rare, Legality: Legal).

This red stone on a golden chain seems to
pulse with an inner light. You found it among
your things, wrapped in a scrap of pearlescent
silk containing a card signed only *A’.

Robe of Blending 1 available (Vaue: 8400
gp. Caster Level: 10", Tradable: Yes, Rarity:
Uncommon, Legality: Legal).

This pale gray woolen robe was found among
your possessions. It contained a card signed
only ‘A’.
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GM PLAY AID #6

ThePrimal Linnorm

| ALL ATLs

¥ Primal Linnorm

CE Colossal dragon

Init +11; Senses darkvision 120 ft., low-light
vision, scent, tremorsense 60 ft., true seeing;
Perception +17

AC 37, touch 8, flat-footed 31 (+6 Dex, +29
natural, -8 size)

hp 1054 (50d12+600); regeneration 20 (cold iron)
Fort +39, Ref +34, Will +33

Defense Abilities freedom of movement; DR
20/cold iron; Immune acid, curse effects,
electricity, flanking, mind-affecting effects,
paraysis, poison, deep; SR 44

Spd 50 ft., burrow 30 ft., climb 50 ft., fly 120 ft.
(average), swim 80 ft.

Melee bite +44 (3d8+14/19-20 plus poison), 2
claws +44 (2d6+14), tail +39 (3d6+7 plus grab)
Ranged nil

Space 30 ft.; Reach 30 ft.

Special Attacks breath weapon, constrict (tail,
3d8+21), death curse, swallow whole

Spell-Like Abilities nil

SpellsKnown nil

Str 45, Dex 24, Con 36, Int 10, Wis 22, Cha 23
Base Atk +50; CM B +32 (+46 grapple); CMD 43
Feats Awsome Blow, Bleeding Critical, Blind-
Fight, Combat Reflexes, Critical Focus, Great
Fortitude, Improved Bull Rush, Improved Critical
(bite), Improved Initiative, Improved Vital Strike,
Iron Will, Lightning Reflexes, Power Attack, Skill
Focus (Perception), Toughness, Vita Strike

Skills Climb +43, Fly +31, Perception +48, Sense
Motive +11, Stedth +7; Racial Modifier +12
Perception

L anguages Draconic, Terran

SQ nil

Gear nil

Special Abilities

All-Around Vision (Ex) A primal linnorm’s three
heads grant it a +12 racial bonus on Perception
checks. It cannot be flanked.

Breath Weapon (Su) Once every 1d4 rounds as a
standard action, a primal linnorm can expel a 180-
foot line of acid, dealing 20d8 points of acid
damage to all creatures struck (Reflex DC 24
halves). The save DC is Constitution-based.

Death Curse (Su) When a creature days a primal
linnorm, the dayer is affected by the curse of fire.
Curse of Death: save Will DC 29; effect creature
can no longer be affected by healing spells and
does not heal damage naturally from rest. The save
DC is Charisma-based.

Curse of Wounding: save Will DC 29; effect all
critical threats against the creature automatically
confirm. The save DC is Charisma-based.

Freedom of Movement (Ex) A primal linnorm is
under the constant effect of freedom of movement,
as per the spell of the same name. This effect
cannot be dispelled.

True Seeing (Ex) A primal linnorm has constant
true seeing, as per the spdl of the same name.

A primal linnorm is among the most terrifying of
ancient primeval dragons. A prima linnorm
bestows a powerful curse on any who manage to
day it. A primal linnorm is 240 feet long and
weighs 36,000 pounds.
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CRITICAL EVENT SUMMARY: WHAT EVIL LURKS —
ROUNDS ONE AND TWO

Convention: Date:

1. Did the PCs discover the imp consular Malthionas' s true nature? Yes No

2. Didthe PCsdiscover Angalaron’strue nature? Yes No

3. Did the PCs discover Bran's true nature? Yes No
4. Did the PCs discover Bergor’s true nature? Yes No
5. Did the PCsincur adebt to Aron? Yes No
6. If so, wasit paid immediately? Yes No

7. 1If so, what Relic was he given and by what PC/Player?

Relic Item PC Name

Player Name Player Email

8. What was the status of the primal linnorm at the end of the scenario?

Alive and Free Alive and Imprisoned Dead

[(e]

. Note any other important information on the back of thisform (PC arrests, etc.).

Return this form to: David Samuels, 2722 East 64™ Street, Brooklyn, NY 11234, or by e-mail to
|§-modsummary@theshiningjewel .com.
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Please send completed form to:
Eric V. Clark, 300 Indiana Ave,
Pendleton, IN 46064, or email

to

Isj-roster@theshiningjewel.com.

ROSTER OF HEROES: WHAT EVIL LURKS

Judge Name:

Convention: Date:

Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events: [
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: [_] Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Tost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events: [
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Tost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Lost level(s): []
Dead: [] Out of Play: ] Wish to Judge Future Events: ] Wish to Author Future Events: [_]
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: [ ] Tost level(s): []
Dead: [] Out of Play: [] Wish to Judge Future Events: [_] Wish to Author Future Events:
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Welcome to the | S5J ShoPPing SPrcc!

Enclosed in this package is al you need to use the : : Scroll Potion
Shopping Spree. Available Potions/ Scrolls PriceA /D Price
What to Print Cure light wounds (potion) 50/25 50
Endure elements (potion) NA /25 50
Please print out the Shopping Spree cert file. Each Mage armor (potion) NA / NA 50
character gets one and only one cert per adventure to MagicT . NA 25 0
make their purchases. Please destroy any unused certs. ag!c ang (po |qn)
Magic weapon (oil) NA /25 50
General Rules Protection from XX* (potion) NA /25 50
Each player may purchase up to four items per adventure, | Remove fear (potion) NA /25 50
all listed on asingle cert. Bless weapon (oil) NA /100 100
All unused slots on the cert must be crossed out at the | Silversheen (oil) NA 250
time of purchase. Aid (potion) NA 300
Exception: A player with a cohort who is playing in that | Cure moderate wounds 200/ 150 300
adventure may purchase up to an additional four items for | (potion)
the cohort, all on a second cert. Darkvision (potion) NA / 375 300
In game time terms, Shopping Spree purchases may only | Délay poison (potion) 200/150 300
take place before or after an adventure. Lesser restoration (potion) NA /150 300
No items may be purchased during an adventure, nor may | Remove paralysis (potion) NA /150 300
any be added to a purchase completed before an | Resist energy 10** (potion) NA /150 300
adventure. Cure seriouswounds (potion) | 525/375 | 750
— . —
E.g.: The party runs into some lycanthropes and has no ?gﬁglt;:n():lrcleagm nst XX NA /375 750
Silver Weapons. The_y decide at that time that they had Neutralize poison (potion) 1000/ 375 750
bought silversheen using the Shopping Spree. Sorry, that :
is't happening. Deny the purchase until after the module | Reémove blindness/deafness NA /375 750
isover. (potion)
Remove curse (potion) NA / 375 750
What Can Be Purchased Remove disease (potion) NA /375 750
The followi b hesed f Pathfinder RPG Water breathing (potion) NA /375 750
e following may be purc rom Pathfinder - : ey
Core RuUIBbook. Dispel Magic (scroll) NA / 375 NA
Scroll able for the following Arcane/Divi Hold Person (scroll)*** NA /150 NA
rolls are available for the following Arcane/Divine - e
Spells. Prices are listed for (Arcane)/(Divine). NA inthe |_oroan of Life (woilz** NA/1125 | NA
listing means the spell is not available as that type of | RéiseDead (scroll) NA/6125 | NA
scroll.
All potions and scrolls available for purchase are at minimum caster level.
* An aignment (Good / Evil / Law / Chaos) must be specified when purchased.
** One type of energy (fire/ cold / acid / electric / sonic) must be specified when purchased.
*** There may be a chance for amishap if the scroll is cast by a caster less than 5th level.
**** There may be a chance for amishap if the scroll is cast by a caster less than 9th level.
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OPEN GAME LICENSE Version 1.0

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
trandations (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. (€) "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, persondities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs, and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content;
(f) "Trademark™ means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Materia 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 Y ou indicate
Y our 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. Y ou agree not to indicate compatibility or co-adaptability

with any Trademark in conjunction with a work containing Open Game
Content except as expressly licensed in another, independent Agreement
with the owner of such 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 al rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content Y ou 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 Y ou 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 isimpossible for Y ou to comply with any of
the terms of this License with respect to some or al of the Open Game
Content due to statute, judicia order, or governmenta regulation then You
may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with al 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.

Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.

Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC;
Author: 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.

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.

The LSJ Campaign Player's Guide, Copyright 2009, The Shining Jewel,
LLC; Authors LSJ Staff.

Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel,
LLC; Author Keith Knecht

What Evil Lurks, Copyright 2010, The Shining Jewel, LLC, Author
Catie Straiton.
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