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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 hame 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.

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 ATL S AND THE POWER OF PCs

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

"Reflections of the Past™ is a stand alone adventure
based on the Mirror Dimension found in LSJ27 Smoke
and Mirrors. It is best to play in (LSJ 27 **Smoke and
Mirrors'™) prior to playing this module for the sake of
continuity. But each module can be played separately
without continuity issues.


http://paizo.com/pathfinderRPG
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LIFESTYLEIN 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 147 of the LSJ
Campaign Guide.



ADVENTURE BACKGROUND

Reflections of the Past is a single round module for
Legends of the Shining Jewel. The PCs are
summoned to the home of Master Muleskinner, a
dying merchant who runs a very successful
transportation agency. He wants to hire the PCs to
look into a mystery from his youth, to discover
why in a certain location in the Poor District that
you can see a cathedral in the reflection of a
mirror. Master Muleskinner sends the PCs to
obtain a magic mirror which will allow them to
travel to the cathedral from the Sage, a crazed
sorcerer who lives several days outside of
Amthydor. Along the way the heroes will be
attacked by a roving bulette.

After the heroes get the mirror and instructions
from the Sage, they return to Amthydor and
activate the magic mirror in the correct spot. They
are ripped from Amthydor into the Mirror
Dimension introduced in the module LSJ27
Smoke and Mirrors. Upon landing, the PCs are
captured by the new residents of the cathedral and
locked in a cell in the basement. There they
discover the original priestess who built the
cathedral and learn how the monstrous leader of
the cathedral was once a hero of Amthydor.

From here, it turns into an escape mission to get
the mirror back so the heroes can return to
Amthydor with the information they have
discovered. It is a time race, where the heroes
either escape or the Mirror Dimension twists the
PCs into monsters.

GM Note: Master Muleskinner has done much of
the footwork into discovering the cathedral,
including divination. If the PCs try to contact outer
plane sources, Graala's servants interfere with the
divination and block any useful answers.

Half of the fun for this adventure is the unknown
and PCs should not realize they are in the Mirror
Dimension until they wake up in the cell. At most,
the cathedral is located in a demi-plane that is
somehow connected to Amthydor. Because the
cathedral disappeared 1600 years ago, it takes
experts with a fully staffed library more than ten

days to research this site if the PCs can convince
them that they are not insane. This is entirely too
long and Master Muleskinner will die in the
meanwhile.

GM Note: Once in the Mirror Dimension, you
should always make the players feel like they
are in a time constraint, but the adventure
works at the ‘'speed of plot'. This means if the
PCs are being proactive they will never run out
of time, only if they give up and pout that they
can do nothing will they fail.

Likewise, several of the challenges will require
thought and creativity to get through. If the idea is
plausible allow the players to try. The goal is to not
punish the players for being creative. Each section
will have the most common skill checks and
knowledge checks to give PCs more information if
they want to try something.

Introduction — The PCs are awakened to the calls
of a delivery boy with a letter for each of the
heroes. This will lead the PCs to the Dock District
to meet with Master Muleskinner.

Encounter 1: The heroes arrive at the
predetermined time and place and can meet each
other if need be. From here the PCs are greeted by
the mute Alphonso, Master Muleskinners trusted
aid. After giving the scrolls as letters of
introduction, Alphonso leads the heroes to meet
Master Muleskinner who has a job for the heroes.
He explains what he saw as his youth and in his
final days he has devoted his resources to find out.
Master Muleskinner hires the group to visit The
Sage who he hired to create a key to get to the
cathedral. The PCs will travel three days to the
Sage's home with a magical map on horses
supplied by Master Muleskinner's company. Time
is of the essence since Master Muleskinner is

dying.

PCs might make side trips before they leave to the
League of Thaumaturgical Studies or Quorum of
Faith for more information, but they get no help
from these organizations.



Encounter 2: While on the trail, the heroes are
ambushed by a massive bulette (land shark) which
has moved into this forest in search of food. It
ambushes the group in a clearing, charging from
underground to land in the middle of the group.

Encounter 3: The heroes meet Tim the Sage who is
insane. Tim has created an item which will allow
the PCs to visit the cathedral, but they must
interact with him to figure out how the object
works. The heroes receive the Magic Mirror, a
looking glass which is the key to the Mirror
Dimension.

Encounter 4: The heroes return to Amthydor
without incident in the pouring rain. They can
make last minute preparations before they use the
Magic Mirror. The heroes will not be able to bring
their animal companions, familiars, or psi-crystals
with them through the portal.

Encounter 5: Using the Magic Mirror, the heroes
are ripped from Amthydor into the Mirror
Dimension, where they are knocked out upon
arrival. When they awaken they are locked in a cell
without their armor or weapons (they possess all
the other gear). The heroes meet High Priestess
Brergai Oakenblade of Illundra, who can inform
the heroes where they are at and the history of this
site. From here the heroes will need to escape their
cells and use a secret passageway which the
Priestess knows about to reach Red, the leader of
the cult of Graala and the Magic Mirror.

Encounter 6: Once out of their cells, the PCs have
to determine how to get through a hallway leading
to the exit which has wights reaching through the
metal grate which makes up the floor. This is
primarily a skills challenge.

Encounter 7: The PCs get their armor and weapons
back and the Priestess shows the group a secret
passageway which leads to the Priestess’s old
room, where Red, the monster leader, now resides
and has the key back to Amthydor. There is a brief
skills challenge in the secret passageway.

Encounter 8: The heroes confront Red in his
chamber, which is two bodyguards. Once Red is

defeated or the Magic Mirror is broken, the PCs
and the Priestess are returned to Amthydor.

Epilogue — There are several possible conclusions.
The heroes escaping the Mirror Dimension make
Master Muleskinner happy before he dies of old
age and are rewarded for the knowledge they
return with.

If the PCs give up in the Mirror Dimension or
think they can fight through the thousands of
monsters will die horrible deaths, but due to magic
built in as a safeguard by The Sage, they heroes are
returned dead to Amthydor three days later and can
be raised.

Heroes who accidentally die fighting the bulette
are reincarnated by a band of hunters stalking the
bulette, the adventure concluded because Master
Muleskinner dies while the heroes are dead.

Heroes who pick a physical fight with the Sage are
in for a nasty surprise when he and his house (an
augmented colossal animated object) kill them.
The adventure ends for the heroes due to the time it
takes to return to Amthydor to get raised. The Sage
may be insane, but he is also an 18™ level sorcerer
who does not take lightly being attacked in his own
house.

Introduction

GM Note: Remember not to let it slip that this
adventure is about the Mirror Dimension. Keep the
fun to yourself until it is time.

In a scene played out countless times every day in
the city known as the Shining Jewel, you are
awakened to a sharp rap upon your front door.
Looking out the window covered by the first frosty
fingers of autumn descending upon Amthydor,
you see the sun just peeking over the horizon. As
the last figments of dreams drift away, you again
hear a sharp rap upon your front door, an
adolescent voice calling out, "*Good morning! Are
you awake! | have a message for you!™




See if the PCs indicate they want to do anything.
This same scene is occurring to each PC at their
front door.

Opening the door, the early morning finishes
ripping the last vestiges of sleep from your mind,
a half-orc youth dressed in a tabard with a wagon
wheel and a red mule greets you with a bow.
Holding out a hand, a rolled piece of parchment
sealed with wax is handed to you, “I was told to
give this to you as soon as possible.”"”” The half-
orc presses the scroll into your hand and runs
away before you can even thank him. Examining
the scroll, you notice the same wagon wheel and
mule symbol pressed into the red wax that
matches the tabard the half-orc was wearing.
Cracking the seal you see flowing script written in
black ink.

Give the PCs Players' Handout 1.

PCs will most likely request knowledge checks
about this individual.

Knowledge (local):

DC 5: You have seen this symbol before
throughout the city with teamsters moving goods
from one point to another.

DC 10: Master Ithan Muleskinner, a very old but
strong human male, is a very successful merchant
to build up a business through hard work and
honest trading. In the past, when his employees
have failed in a task he personally took charge and
made things right even if it cost him financially.
DC 15: Master Muleskinner has seen several of his
apprentices start successful side businesses which
Red Mule Transportation subcontracts depending
on their needs. His apprentices have all become
successful businessmen and women in their own
rights in their smaller, more specialized
transportation companies.

DC 20: Master Muleskinner has never aspired to
become noble, he wanted to keep the wealth in his
community. In the past, he has been known to give
individuals a second chance at life and becomes
personally involved to make sure they don't waste
the opportunity.

Knowledge (nobility):

DC 25: Although Master Muleskinner has the
assets to become a merchant noble, he saved his
money and invested in others.

Knowledge (nature):

DC 15: Master Muleskinner is known to treat his
animals well and has fired teamsters who have
abused his animals. He specializes in mules and
donkeys who are able to transverse the tighter
streets of Amthydor with a cart than horses, but
keeps several handfuls of well treated draft horses
in reserve for larger projects.

Knowledge (geography):

DC 25: Depending on caravans into and out of the
city, often one or two wagons carry the Red Mule
Transportation tabard as they transport expensive
commodities to and from Amthydor.

Diplomacy (gather information):

DC 10: That symbol is of the Red Mule
Transportation, a very well-known business
involved with shipping goods all around the city.
DC 15: Red Mule Transportation was begun more
than fifty years ago by Ithan Muleskinner. He built
his company up through hard work and dedication.
Master Muleskinner takes the reputation of his
company very seriously and refuses anything but
the best from his employees.

DC 20: Ithan Muleskinner is known to find youth
who have little hope and give them a future. Many
of those he gave a chance to have gone on and
built up subsidiary businesses related to Red Mule
Transportation following the same standards of
their first employer.

DC 25: Master Muleskinner has earned a
reputation round the city for honest work and fair
dealings. Although he rarely uses them, Master
Muleskinner has gone out of his way to encourage
certain business owners to make charitable
donations in time of need.

At this point the PCs should considering heading to
the address indicated in the letter, a townhouse
down in the Port District.



ENCOUNTER 1 — TRAVEL TO THE
MULESKINNER'S OFFICE

Walking through the Port District, you realize
that winter is creeping ever closer by the day.
Workmen busy themselves winterizing windows
and transporting wood while children jump into
large leaf piles collected by city workers. The
smell of roasting nuts permeates the city, hawkers
on street corners offer paper cones filled with
steaming nuts to passersby who crack the
steaming nuts for the warm meat inside.

You finally arrive at the indicated location to see
several other adventurers standing outside the
doorway several minutes before the noontime
bells. You assume you will be seen by Master
Muleskinner exactly at noon, and not a minute
before.

Before being admitted, Alphonso wants the letters
sent to each of them as proof that these are the
adventurers his master has hired. The GM can
mime that Alphonso is interested in the scrolls,
dropping anything else to the ground shaking his
head. PCs can make a Sense Motive DC 5+ATL,
to determine that Alphonso wants a scroll before
letting each PC enter.

If the PCs try to force their way in, he starts to ring
a bell to summon a local Diamond Watch patrol
who takes offense that the PCs are disturbing
Alphonso. They explain to the PCs that he was
born mute and Alphonso wants the scrolls
delivered to the PCs as proof of entry.

At this point the PCs can introduce themselves to
one another. Once this has concluded or if the
group already knows one another you can proceed
below.

Right as the noontime bell tolls, the front door
opens. Standing there in a white tabard with the
symbol of Red Mule Transportation stitched in
white is a young human male around sixteen
winters of age. He bows to you, a smile on his
face. He holds out his hand, as if expecting
something.

This is Alphonso (human male, rogue 2), a local of
the Dock District who was born unable to speak.
Alphonso is actually twenty-two, but looks much
younger than his true age would indicate. Master
Muleskinner gave him a job as both a butler and as
a personal guard, he value's Alphonso's silence,
ability to predict the old man's needs and as a body
guard. Alphonso is trained in unarmed combat and
is equipped with an amulet of natural attacks which
grants him a +3 bonus and bracers of armor +2.
Alphonso takes his role as protector of Master
Muleskinner very seriously and will die before
letting anyone harm his master, even if he stands
no chance against the PCs.

Scanning each of the scrolls, the youth nods and
smiles; welcoming you into the townhouse with a
bow. He leads you through the entryway into a
long hallway furnished with plush carpet and
functional furniture. The youth pauses in front of
the first door and knocks once. An old and
grizzled voice calls from behind the door,
“Come,” and the youth opens the door.

Sitting behind a heavy wooden desk is a stout
human you would swear was dwarven if he
wasn't obviously closer to six feet in height. His
flowing white beard and hair are tied back in
utilitarian strips of leather and he wears a tunic
of well made, but obviously rugged leather. He
waves you inward as he finishes writing
something into a large ledger on his desk before
breaking into a body wracking cough which
bends him over in pain. The young man rushes
over with a handkerchief for his employer who
accepts it without question. After nearly a minute
of coughing, the old man pulls the now bloody
handkerchief away and recomposes himself.

“I apologize for that, old age has not been kind
the last few months. I will be brief since your time
is obviously valuable. | need you for a mission of
some personal importance. Are you interested?”

At this point, most PCs might should be interested.
Master Muleskinner will only continue if the PCs
indicate their interest. If the PCs refuse, go to
Conclusion B, and the adventure is over




PCs who succeed a DC 20 Heal check realize the
old man's body is failing due to old age. He is
coming upon the end of his natural life.

“Growing up in the city, I was apprenticed as a
muleskinner by my father when | was a child to
pay off his gambling debts. After several years of
hard labor and dependability, my master put me
in charge of a crew who were delivering
furniture to an adventurer's home down in the
Poor District. Not the most prestigious district,
sometimes adventurers who grew up there decide
to retire back to the 'old neighborhood" rather
than push their luck on one last adventure they
may never return from.

"l took charge of a large mirror to carry into the
house, not trusting the incompetent laborer's my
master had hired for such a valuable piece."

The old man suddenly stops as he breaks into a
horrendous cough as he tries to wave away any
concern.

“When I was carrying the mirror into the
building, | saw the strangest sight in the
reflection of the mirror: a large cathedral. After a
few more minutes of experimenting, | realized
that | could only see the reflection of the
cathedral in a single location and nowhere else. |
swear | must have been imagining things.

“I returned occasionally over the years with a
small mirror to investigate. Of course, | never told
anyone. Who would believe me? | would have
been the laughing stock of my master's business
if 1 came in saying | saw a cathedral in the
reflection of a mirror. Being considered crazy,
even in a city as magical as Amthydor, is a bad
thing.”

“The years passed and life caught up to me as |
became a master of my own business and started
a family of my own. My own curiosity was
defeated by conflicting obligations for the rest of
my life. But always | wondered if | saw in the
mirror was real.

“My wife died twelve summers back, and my
children and grandchildren perished when the
undead attacked the city years ago. | lost
everything, but | kept going. Now | am dying
myself and the priests say their gods can do
nothing for me except final rites. Now don't weep
for me, | have led a good life, but I do have one
regret. |1 always wondered if what | saw in the
mirror was real.

“Since I am dying, I don't care if anyone thinks
me insane: | want to hire you to investigate this
site. | hired a specialist outside of the city to
research what | have seen and discover how a
group of adventurers can journey to the
cathedral. A day ago | received notice from the
Sage that his work is completed, but he needs to
talk to the group of adventurers which | have
hired to use the key. Time of course is against me,
and I want my answer to die a content old man.
Are you interested?”

Go to Conclusion B if the PCs decide to not do
this. Otherwise this beings an answer and question
section.

« Who is the Sage?:

“I have been delivering supplies to him for the
better part of three decades now and the only
names he responds to are the Sage or Tim.”

&« \Where does he live?:

“The Sage lives several days out of town in the
woods north of Amthydor. My associate,
Alphonso, can give you a map to get to his home
and supply you with letters of introduction to
borrow horses from my livery if needed.”

&« How much does this pay?:

The old man sighs at this, “Of course I realize
your time is important. | will offer you a (50 gp x
ATL) and not a copper more for persons of your
status. I am being more than generous with what
1 will reward you with.”

« \\Me want more money.:

“I thought you were adventurers, not sissy coin-
biters and beggars. What | have offered you is
more than fair. If you cannot accept that, then




have a nice day and I will seek out adventurers,
not money hungry kobold-scum.”

«& \What can you tell us about Tim/Sage?:

“The Sage is an old client of mine and we have
done business for years. He values his privacy,
which | have always respected. He lives outside
the city in a clearing in the middle of the woods.
He has warded his home from those who would
teleport to his home and from those who would
seek it from the air. The only way to reach his
home is by following the map exactly. The Sage is
a bit...what is the best way to put this, eccentric.”

&« How is he eccentric?:

“It is best for you to find out on your own.”

«& Can we fly/teleport to his home? :

“If it weren't incredibly rude to teleport into
someone's home, no. The Sage hates uninvited
visitors and has warded his house appropriately. |
would not advise trying.”

« Who is this? (Indicating Alphonso):

“That is Alphonso, my assistant and my heir. He
is an accomplished young man, even if he cannot
speak.”

« \Why have you never brought up the
cathedral until now?:

“Even in a magical world, being considered
insane is bad for business and your livelihood.”

« Can we heal/help you?:

“Don't waste your energy on me, I have lived a
good life. The only way you can help me is to find
my answer and then | can die happy.”

« What do you have/what is killing you?:

“Do I look like a healer to you with this body and
these rough hands? I'm a muleskinner and run a
company, not a barber or surgeon.”

&« How much time do we have?:

“I don't have long to live, so speed is important.
You should leave today.”

«& Can we extend your life/heal you?:

“What kind of request is that, to deny an old man
a chance to see his family again? I'm old and
have lived a long life and I'll not let you or
anyone else steal the chance to hold my children
or kiss my wife again!”

& \What sort of gear should be taken with
us?:

“I thought you were adventurers, but I can see
how city folk wouldn't know. You should make
sure to have appropriate cold weather clothing,
food, water, and tents with you. Autumn is giving
way to winter early this year. You can easily
acquire this equipment on your way out of the

city.”

«& Can you get us a discount on this gear?:

\ The old man gives you a long, dirty look.

« Do you know what the Sage will tell us?:

“If I knew that you wouldn't have to go, would
you?”

&« \Why can't Alphonso speak?:

“Why don't you ask him and not waste my time?”

Alphonso was born a mute and has never been able
to speak. Alphonso will go into a long drawn out
series of hand gestures which will waste the PCs
time. For the most part, make up anything.
Alphonso is being sarcastic and just making up
hand gestures at this point as he rolls his eyes.

«& \Why has no one else seen the cathedral
before?:

“Do you think they call the Poor District the Poor
District because everyone is rich? The people
there don't have the money for anything as
luxurious as a mirror, so this is probably why no
one has found it since me.”

When the heroes are done asking questions,
continue with the following text.

“Then good luck adventurers, grant an old man
his last request.” With that the youth leads the



group out of the house and hands you a framed
map, notes on how to find the location of the
cathedral, and a rolled up scroll. He nods
goodbye and closes the door with an ominous
thud.

Examining the map, you can feel the magic of the
parchment through the glass. The path itself
seems easy enough, three days out and three days
back should be sufficient. The other scroll carries
the seal of Master Muleskinner and informs his
employees to supply you with mounts and enough
horse feed for a eight day journey.

With this the PCs can make any last minute
purchases they require from the Player's Guide.
They can buy mundane items easily, but the time to
track down magical potions or gear will take too
long due to time constraints. Remind PCs that due
to LSJ rules, they cannot buy or train a mount for
war without a Bestiary Event; so purchase of
normal horses, ponies, mules, and donkey's only.

If the PCs try to gather any more information they
will be stonewalled. Temples just aren't built
outside of the Temple District and most scholars
will accuse the PCs of wasting their time. The
common man just does not know about this sort of
legend.

If the PCs utilize divination spells, Graala's
servants intercede and give unknown replies.
Yes/no divination spells will tell them that the
cathedral exists, but any other questions fail
resulting in furthered unknown responses. If the
PCs contact creatures of the outer planes for
information, such as through the Planar Ally spell,
it will take the creatures upwards of a month to try
and discover information.

Heroes who have contacts with the League of
Thaumaturgical Studies or the Quorum of Faith
they may seek answers there. Of course they will
need to convince someone in each organization
they aren't sending the scholars on a wild goose
chase. Even after a Diplomacy check (made by the
member, not the party diplomat), DC 25, it will
take each organization several weeks to come
through the translations in their archives for any

hope of an answer. Even the answer won't do the
heroes much good, it revolves around ancient
Amthydorian history more than sixteen hundred
years old that there was once a cathedral built by
an ex-adventurer that disappeared. The rest of the
records were destroyed.

The heroes might be unused to travel outside the
city and may not realize what sort of gear that they
need. Have the PCs make a DC 15 Survival or
Knowledge (nature) check. If they are successful,
tell the PC that they will need rations, cold weather
gear and a tent this time of year due to the cold
evenings.

The heroes maybe unused to preparing for travel,
requiring them to spend a few extra minutes to buy
gear they may not own. Allow the PCs a few
minutes to prepare before moving on. The
information you will need to know is if the PCs
have a tent, rations and cold weather gear
(including magical equipment or prepared spells).

Heroes who don't listen to Master Muleskinner and
try to teleport or use divination on the Sage fail.
The Sage has put up defenses against this sort of
activity, preferring his peace and quiet. Likewise if
the PCs try to fly to the Sage's home will fail, the
trail itself can only be followed with the magic
map and they cannot see the trail from the air.
Likewise the Sage's home is protected by illusions
making the clearing he lives in appear to be part of
the forest from the air and the ground until you
follow the trail in. PCs who try to fly waste several
days trying to find it, and will fail the adventure.
See Conclusion F if the PCs insist on flying to the
Sage's home. See Conclusion G if they insist on
teleporting.



ENCOUNTER 2 — RIDING INTO AN
AMBUSH

Arriving at the indicated livery, the stable hands
quickly scan the letter and efficiently put studded
leather barding, red tabard, and riding saddles
upon the required number of horses and ponies.
They also load a mule with the required feed for
each horse. You are reminded to treat the horses
well and to make sure to take the armor and
saddles off the horses each night or you will have
to answer to them. The mounts themselves are
healthy draft horses and ponies, excited at the
prospect of travel.

Riding out of the city, the guards wave as you
leave the safety of the city and wish you a safe
journey.

Although not cold enough to deal damage
continually, sleeping outside at night requires a DC
15 Fortitude check or take 1d6 non-lethal damage
and be fatigued the next morning. PCs with Cold
Weather Clothing get a +5 equipment bonus to this
check, Tents grant a +2 circumstance bonus and a
campfire grants a +2 untyped bonus as well.

After a few hours, you divert from the main road
where your map indicates, heading into the
wooded wilderness. The falling leaves rain upon
your head like amber and gold snowflakes as you
delve deeper along the narrow horse path, your
breath frosty in the crisp autumn air. After a long
day, you make camp for the evening at a clearing
in the woods with a well-used fire pit.

Have the PCs make a Survival check, DC 12 to
follow the directions on the map. This is more to
make outdoor characters feel useful than an actual
danger. Using the map, PCs will follow the road
until they come upon the secret trail. PCs who fail
their Survival check will miss the secret trail,
realizing their mistake when the come upon a small
stream marked on the map. PCs turning around
will easily find the trail the second time around.
The secret trail is a single lane dirt trail winding
through the trees that has no forks, although
occasionally opens into large sunlit spots.

Have the PCs give you a marching order for the
trip. This will become important during the
ambush later on. The pack mule always follows
the last PC.

Also note that each PC needs to expand a ration
every day or go hungry which causes the fatigued
condition. Outdoor PCs can use Survival checks
(DC 15) to feed themselves, but point out that they
cannot find more than the bare minimum of nuts
and a few berries to keep the PCs fed.

At this point see what the PCs want to do to set up
the camp for the night. Some groups will want to
set up guards for the night, see above for possible
complications. Play on any paranoia, but don't
waste too much time with it.

Waking up in the morning, there is a thick layer
of frost covers everything. As soon as you
complete your morning rituals and a brief
breakfast feel confident to head out on the trail.
You travel swiftly through the wooded pathway on
your mounts, the miles passing without incident.

PC's and animal companions with tremorsense or
blindsight can make a DC 17 Perception check to
detect the bulette underground charging (and avoid
being flatfooted). The bulette is a hungry predator
which is seeking a new hunting ground after eating
everything in its last one.

As you pass through the center of a small
clearing, suddenly your horses tense up as the
ground underneath you explodes in a hail of dirt
and roots. Crashing down on the middle of your
group is a huge predator covered in rock hard
plates and a mouth full of razor sharp teeth.

The bulette begins combat by crashing down upon
the middle of the group with a partial charge. Make
an Acrobatics check, DC 20, if successful the
bulette begins combat by using its Leap (Ex)




ability. It will try to use one claw attack against PC
2, PC 3, Horse 2, and Horse 3 in the surprise
round. If a PC is not riding a horse for some
reason, the Bulette makes two attacks against the
character in this spot. From this point onwards, it
will attack the nearest target, trying to take it down
with its bite attack or bite attack and two claw
attacks. If everyone retreats away from the
monster, choose a the closest one that is more than
ten feet away and make another charge attack and
try to use its Leap (EX) ability. The bulette is most
fond of halflings to eat, but it doesn't like the taste
of elves and dwarves (but will eat them as well).

Notice that at certain ATLs the bulette has the
snatch feat, which allows it to start a free grapple
against small or smaller creatures dealing bite
damage every round it grapples the small creature.
Also at upper levels, it will begin to power attack
to bring down tougher prey faster if it can hit.

Further complicating the PCs actions will be the
horse, who are unhappy with this situation with the
bulette. PCs who continue to ride their horses in
combat will need to make ride checks because the
mounts are not trained for combat (DCs below). If
the PCs dismount their horses, the horses run
straight away from the bulette as soon as they can.

See Map 1 at the end of the Module for the set up.

Important Riding DC:

Control Mount in Battle: As a move action, you
can attempt to control a light horse, pony, heavy
horse, or other mount not trained for combat riding
while in battle. If you fail the Ride check, you can
do nothing else in that round. You do not need to
roll for horses or ponies trained for combat. DC
20.

Fast Mount or Dismount: You can attempt to
mount or dismount from a mount of up to one size
category larger than yourself as a free action,
provided that you still have a move action
available that round. If you fail the Ride check,
mounting or dismounting is a move action. You
can't use fast mount or dismount on a mount more
than one size category larger than yourself. DC 20.
Stay in Saddle: You can react instantly to try to
avoid falling when your mount rears or bolts

unexpectedly or when you take damage. This
usage does not take an action. DC 5

Soft Fall: You negate damage when you fall off a
mount. If you fail the Ride check, you take 1d6
points of damage and are prone. This usage does
not take an action. DC 15

Remember that every time the bulette strikes a PC,
they have a chance to fall out of the saddle. Also
remember that natural 20s are not auto-confirms
with skill checks, that dexterity and armor check
penalties apply.

Otherwise this should be a standard 'kill the
monster' ambush, the hungry bulette fights to the
death. After combat, continue with the box text.

PCs who use the woods for cover get a +4 cover
bonus to AC. Moving through a wooded square
counts as rough terrain.

Knowledge (arcana): about the Bulette

DC 10: This is a bulette, also known as a land
shark. It will eat any animal it can catch.

DC 15: Bulette's favorite food is halfling. Its least
favorite food is elf and dwarf, but it will eat them
as well.

DC 20: Bulette's generally live in large areas of
land on plains, but will move to new hunting
grounds after it has eaten everything in its domain.



Mounts

Mounts

{ Heavy Horse

N Large animal

Init +2; Senses low-light vision, scent; Perception
+6

AC 16, touch 11, flat-footed 14 (+2 Dex, -1 size,
+2 Natural, +3 Armor)

hp 19 (2d8+10)

Fort +8, Ref +7, Will +1

Speed 50 ft.

Melee 1 bite +2 (1d4+2) and 2 hooves +0 (1d6+2)
Space 10 ft.; Reach 5 ft.

Statistics

Str 20, Dex 14, Con 21, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +7; CMD 19 (23 vs. trip)
Feats Endurance, Run (bonus)

Skills Perception +6

SQ docile

Equipment: Studded Leather Barding, Riding
Saddle, Bit and Bridle.

Special Abilities

Docile (Ex) Unless specifically trained for combat
(see the Handle Animal skill, a horse's hooves are
treated as secondary attacks.

{ Pony

N Medium animal

Init +1; Senses low-light vision, scent; Perception
+5

AC 14, touch 11, flat-footed 13 (+1 Dex, +3
Armor)

hp 13 (2d8+4)

Fort +5, Ref +4, Will +0

Speed 40 ft.

Melee 2 hooves -3 (1d3)

Statistics

Str 13, Dex 13, Con 14, Int 2, Wis 11, Cha 4
Base Atk +1; CMB +2; CMD 13 (17 vs. trip)
Feats Endurance, Run (bonus)

Skills Perception +5

SQ docile

Equipment: Studded Leather Barding, Riding
Saddle, Bit and Bridle.

Docile (Ex) Unless specifically trained for combat
(see the Handle Animal skill, a horse's hooves are
treated as secondary attacks.

% Mule

N Medium animal

Init +1; Senses low-light vision, scent; Perception
+5

AC 13, touch 11, flat-footed 12 (+1 Dex, +2
Natural)

hp 17 (2d8+8)

Fort +5, Ref +4, Will +0

Speed 40 ft.

Melee 2 hooves -1 (1d3+1)

Statistics

Str 17, Dex 13, Con 18, Int 2, Wis 11, Cha 4
Base Atk +1; CMB +2; CMD 13 (17 vs. trip)
Feats Endurance

Skills Perception +5

SQ docile, stubborn

Equipment: Pack Saddle, feed for the journey.
Docile (Ex) Unless specifically trained for combat
(see the Handle Animal skill, a horse's hooves are
treated as secondary attacks.

Stubborn (Ex) Mules are pig-headed, requiring a
Handle Animal check of 10 to be used as a mount.
They will follow other pack animals without this
check if lead by a tether.



ATL7 ATL9
ATL7 ATL9
Y Bulette Y Bulette

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +11

AC 22, touch 10, flat-footed 20 (+2 Dex, +12
natural, —2 size)

HP 102 (8d10+40)

Fort +11, Ref +8, Will +5

Speed 40 ft., burrow 20 ft.

Melee bite +13 (2d8+9/19-20) and 2 claws +12
(2d6+6)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 23, Dex 15, Con 20, Int 2, Wis 13, Cha 6
Base Atk +8; CMB +16; CMD 28 (32 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite)

Skills Acrobatics +9 (+17 jumping), Perception
+11; Racial Modifiers +4 on Acrobatics checks
made to jump

Special Abilities

Leap (Ex) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +14

AC 23, touch 10, flat-footed 21 (+2 Dex, +13
natural, —2 size)

HP 138 (11d10+55)

Fort +12, Ref +9, Will +6

Speed 40 ft., burrow 20 ft.

Melee bite +16 (3d8+9/19-20) and 2 claws +15
(2d6+6)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 23, Dex 15, Con 20, Int 2, Wis 13, Cha 6
Base Atk +11; CMB +19; CMD 31 (35 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor
Skills Acrobatics +12 (+20 jumping), Perception
+14; Racial Modifiers +4 on Acrobatics checks
made to jump

Special Abilities

Leap (EX) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.




ATL 11 ATL 13
ATL 11 ATL 13
Y Bulette Y Bulette

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +17

AC 24, touch 10, flat-footed 22 (+2 Dex, +14
natural, —2 size)

HP 174 (14d10+70)

Fort +14, Ref +11, Will +7

Speed 40 ft., burrow 20 ft.

Melee bite +20 (3d8+10/19-20) and 2 claws +19
(2d6+7)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 24, Dex 15, Con 20, Int 2, Wis 13, Cha 6
Base Atk +14; CMB +21; CMD 35 (39 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor x2
Skills Acrobatics +16 (+24 jumping), Perception
+17; Racial Modifiers +4 on Acrobatics checks
made to jump.

Special Abilities

Leap (Ex) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +20

AC 25, touch 10, flat-footed 23 (+2 Dex, +15
natural, —2 size)

HP 210 (17d10+85)

Fort +15, Ref +14, Will +8

Speed 40 ft., burrow 20 ft.

Melee bite +23 (3d8+10/19-20) and 2 claws +22
(2d6+7)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 24, Dex 15, Con 21, Int 2, Wis 13, Cha 6
Base Atk +17; CMB +24; CMD 38 (42 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor x3,
Lightning Reflexes

Skills Acrobatics +19 (+27 jumping), Perception
+20; Racial Modifiers +4 on Acrobatics checks
made to jump.

Special Abilities

Leap (EX) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.




ATL 15 ATL 17
ATL 15 ATL 17
Y Bulette X Bulette

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +23

AC 25, touch 10, flat-footed 23 (+2 Dex, +15
natural, —2 size)

HP 266 (20d10+120)

Fort +17, Ref +16, Will +9

Speed 40 ft., burrow 20 ft.

Melee bite +26 (3d8+10/19-20) and 2 claws +25
(3d6+7)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 24, Dex 15, Con 22, Int 2, Wis 13, Cha 6
Base Atk +20; CMB +27; CMD 41 (45 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor x3,
Lightning Reflexes, Improved Natural Attack
(claw)

Skills Acrobatics +22 (+30 jumping), Perception
+23; Racial Modifiers +4 on Acrobatics checks
made to jump.

Special Abilities

Leap (Ex) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +27

AC 26, touch 10, flat-footed 24 (+2 Dex, +16
natural, —2 size)

HP 318 (24d10+144)

Fort +19, Ref +18, Will +10

Speed 40 ft., burrow 20 ft.

Melee bite +26 (3d8+10/19-20) and 2 claws +25
(3d6+7)

[If against weaker AC foes, add Power Attack,
Melee bite +19 (3d8+31/19-20) and 2 claws +18
(3d6+14)]

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 25, Dex 15, Con 22, Int 2, Wis 13, Cha 6
Base Atk +24; CMB +31; CMD 45 (49 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor x4,
Lightning Reflexes, Improved Natural Attack
(claw), Power Attack

Skills Acrobatics +26 (+34 jumping), Perception
+27; Racial Modifiers +4 on Acrobatics checks
made to jump.

Special Abilities

Leap (EX) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.




| ATL 19

¥ Bulette

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision,
scent, tremorsense 60 ft.; Perception +27

AC 26, touch 10, flat-footed 24 (+2 Dex, +16
natural, —2 size)

HP 411 (29d10+203)

Fort +21, Ref +20, Will +12

Speed 40 ft., burrow 20 ft.

Melee bite +32 (3d8+12/19-20) and 2 claws +31
(3d6+8)

[If against weaker AC foes, add Power Attack,
Melee bite +24 (3d8+36/19-20) and 2 claws +23
(3d6+16)]

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

Statistics

Str 26, Dex 15, Con 22, Int 2, Wis 13, Cha 6
Base Atk +29; CMB +36; CMD 51 (55 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus
(Perception), Weapon Focus (bite), Improved
Natural Attack (bite), Improved Natural Armor x5,
Lightning Reflexes, Improved Natural Attack
(claw), Power Attack, Toughness, Combat
Reflexes

Skills Acrobatics +32 (+40 jumping), Perception
+32; Racial Modifiers +4 on Acrobatics checks
made to jump.

Special Abilities

Leap (EX) A bulette can perform a special kind of
pounce attack by jumping into combat. When a
bulette charges, it can make a DC 20 Acrobatics
check to jump into the air and land next to its
enemies. If it makes the Acrobatics check, it can
follow up with four claw attacks against foes in
reach, but cannot make a bite attack.

Savage Bite (Ex) A bulette's bite is particularly
dangerous. It applies 1-1/2 times its Strength
modifier to damage inflicted with its bite attack,
and threatens a critical hit on a 19-20.



When the bulette is dead, read the following text.
When the bulette is dead, read the following text.

The final blow drops the monster dead, its
murderous rampage finally stopped. After
searching the area, you collect any missing
horses and can continue onwards towards your
final camp before reaching the Sage's home.

After the fight, the PCs should be wounded. Allow
any healing to occur and also remember that the
PCs will heal over time during the trip to the
Sage's home and then back to Amthydor. The PCs
might be more on guard after this initial battle, but
no other ambushes occur. The bulette has eaten
anything large enough to challenge the PCs in the
surrounding ten mile area.

Remember that the heroes will heal 1 hp/level
overnight as they rest. Remember that PCs do not
have the time to benefit from the long term care
option in the Heal skill.

If all the PCs died, go to Conclusion E.

ENCOUNTER 3 — TIM THE SAGE

ENCOUNTER 3 — TIM THE SAGE

The PCs will have one more camp before reaching
the Sage's Home. The Sage is insane, to put it
bluntly, living in a strange tower which is a
Colossal Animated Object.

After traveling the rest of the day until the
shadows lengthen into the icy fingers of the
coming evening. What do you do?

Ask how the PCs get ready for each night. It
should be obvious by now what they will have to
do. Assign penalties based upon the Fortitude
check from the beginning of Encounter 2. Continue
with the following text.

The next morning is frigid, the frost thicker than
created the day before. You shiver as the sun
hides behind the clouds and a chill wind begins to
blow.

You travel into the early afternoon when you feel
a strange sensation, as if someone smashed an
egg on your forehead and it was covering your
body. After ten more steps a clearing appears
ahead of you and what you can only assume is a
tower. But it is the strangest tower that you have
ever seen, as if a god had smashed together a
stone tower with a tree and an outhouse and a
circus tent. You swear that it almost vaguely looks
like a man standing upright, constructed in that
image by a mad god. You pause at the hitching
post as the front door swings open and a crazed
voice screeches out, “The birds have come home
to roost! Excellent! Excellent! And before the
chickens could attack the fox coup!”

Tim, aka The Sage, is an insane, human sorcerer
with the aberration bloodline. After traveling the
stranger places of the planes for years, he decided
to make his home in the relative safety of the
Amthydorian countryside. Needless to say, he is
insane and should be a lot of fun for the GM.




The Sage is very friendly, if crazy. He lets insults
slide for the most part, but he will defend himself
against threats of violence if need be. This is NOT
a planned fight. PCs who begin a fight with the
Sage deserve any damage that is inflicted upon
them.

The Sage will never start a fight, but if the PCs
become hostile, he will defend himself with force.

ATLs 7-11 the Sage will turn into an Air Elemental
with Elemental Body IV and then pepper the party
with status infliction spells as his house grapples
three of the heroes. He will continually ask the PCs
to behave themselves in his home and to surrender
until the Sage takes 50% damage. From this point
he will crush party, casting Meteor Swarm.

ATL 13-19 the Sage is much more lethal, he will
turn into the elemental form as above, but he only
gives the PCs one round to surrender before
dropping a Meteor Swarm on the PCs. The house
will grapple three PCs at random, and the Sage will
follow up with lethal force until the group is dead
or the PCs surrender.

If a PC dies during this part, he can get raised back
in Amthydor with appropriate penalties. If all the
PCs die, which is very possible with Meteor
Swarm, go to Conclusion H.

Tim the Sage

Tim the Sage

¥ Tim the Sage

CN Human Sorcerer (aberrant) 18

Init +0; Perception -2

Languages: Common, Celestial, Infernal

23, touch 15, flat-footed 18 (+2 natural, +6 armor,
+1 dodge); 50% ignore crit/sneak attack.

HP 148 (18d6+72)

Fort +10, Ref +6, Will +11; SR 28

Speed 35 ft.

Melee: unarmed attack +10/+5 (1d3+1)

Ranged: Acidic Ray (30ft. ranged touch, +9,
1d6+9 acid, 13 times/day)

Space 5 ft.; Reach 5 ft (touch attacks 15 ft).
Spells: Cantrips: (DC 20, unlimited times/day)
Detect Magic, Read Magic, Detect Poison, Light,
Disrupt Undead, Message, Prestidigitation, Arcane
Mark, Touch of Fatigue; 1st Level: (DC 21, 8/day)
Shield, Hold Portal, Magic Missile, Shocking
Grasp, Ray of Enfeeblement, Enlarge Person; 2nd
Level: (DC 22, 8/day) Resist Energy, Glitterdust,
Shatter, Levitate, Rope Trick, See Invisibility; 3rd
Level: (DC 23, 8/day) Dispel Magic, Sleet Storm,
Tongues, Vampric Touch, Tongues; 4th Level: (DC
24, 7/day) Crushing Despair, Wall of Ice, Bestow
Curse, Fear, Black Tentacle; 5th Level: (DC 25,
7/day) Baleful Polymorph, Planar Binding (lesser),
Fabricate, Polymorph, Feeblemind; 6th Level:
(DC 26, 7/day) Planar Binding, Permanent Image,
Chain Lightning, Veil; 7th Level: (DC 27, 7/day)
Banishment, Limited Wish, Elemental Body IV,
Plane Shift; 8th Level: (DC 28, 5/day)
Dimensional Lock, Shout (greater), Mind Blank;
9th Level: (DC 29, 3/day) Meteor Swarm
Statistics

Str 12, Dex 10, Con 14, Int 14, Wis 7, Cha 30
Base Atk +9; CMB +10; CMD 20

Feats Eschew Materials, Improved Unarmed
Attack, Combat Casting, Dodge, Fleet, Great
Fortitude, Improved Great Fortitude, Iron Will,
Improved Iron Will, Craft Wondrous ltems, Craft
Magical Arms and Armor, Brew Potion, Craft
Construct

Skills Craft (smith) +19, Knowledge (arcana) + 23,
Knowledge (planes) +23, Spellcraft +23, Use
Magical Device +31




Special: Long Limbs, Unusual Anatomy, Acidic
Ray, Alien Resistance (see Pathfinder Role-playing
Game for details)

Equipment Staff of Fire (in Glove of Storing),
Wand of Invisibility (25 charges), Wand of Cure
Serious Wounds (10 charges), Bracers of Armor
+6, Amulet of Natural Armor +2, Belt of Mighty
Constitution +2, Headband of Alluring Charisma
+6, Wedding Dress of Protection +4.

\ Sage's House

X Augmented Colossal Animated Object

N Colossal (tall) construct

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

AC 24, touch 0, flat-footed 24 (+24 natural, -2
Dex, -8 size)

hp 177 (13d10+80)

Fort +3, Ref +3, Will -2

Defensive Abilities hardness 20; Immune
construct traits; fire

Speed 30 ft.

Melee 3 slams +19 (2d8+18, Grab (slam),
Constrict 2d8+18)

Space 30ft; Reach 30ft

Statistics

Str 46, Dex 6, Con —, Int—, Wis 1, Cha 1

Base Atk +11; CMB +37 (+4 grapple); CMD 45
SQ Construct Points: Additional Attacks (two),
Grab, Constrict, Metal (Adamantine)

Special: When the house dies it will collapse upon
the PCs, burying them alive. See the Environment
Chapter in the Pathfinder Core Rulebook for
details.

The most important things the PCs will need to do
is get the key from the Sage, learn how to use it,
and the Sage talking about the marriage which is a
thinly veiled attempt to give the PCs access to
Comprehend Language spell later on in the
module. The important questions in this section are
marked with a ¥ before the question in the Q&A
section. IF, and only if, the PCs don't ask the right
questions (or are a younger group who does not
know what questions to ask) use the passages
marked by the ¥ to give them the clues they need
to complete the adventure. Do not allow the PCs to
hand wave this encounter, if they only ask for the
key and no other directions to use the key, do not
give it to them and go to Conclusion I.

The most important things the PCs will need to do
is get the key from the Sage, learn how to use it,
and the Sage talking about the marriage which is a
thinly veiled attempt to give the PCs access to
Comprehend Language spell later on in the
module. The important questions in this section are
marked with a ¥ before the question in the Q&A
section. IF, and only if, the PCs don't ask the right
questions (or are a younger group who does not
know what questions to ask) use the passages
marked by the ¥ to give them the clues they need
to complete the adventure. Do not allow the PCs to
hand wave this encounter, if they only ask for the
key and no other directions to use the key, do not
give it to them and go to Conclusion I.

Stepping into the strange tower, the inside cannot
prepare you for the outside. It is like you have
stepped into a kaleidoscope of color, with strange
chemicals bubbling in a massive alchemy set
which travels up, around, and through the
building at mind boggling angles. Sitting in a
large patchwork couch in the middle of this chaos
is a little man wearing a long flowing wedding
dress staring into a massive, curved telescope
aimed directly at the stone ceiling.

He waves you in with one strangely elongated
hand, “come...come...not much time...none at
all....time...place...keys....I know it all now! Come
come now my little mice, nothing to fear from the
Sage.” With the the Sage goes back to sing a
wedding march, off key, as he examines the
ceiling.




The PCs might expect to hear more, but the Sage is
busy singing to himself until the PCs choose to
speak. Feel free to single loudly any standard
wedding theme using “Dum’s” until they get the
clue. From this the PC's can begin the question and
answer session.

(Did I mention he was insane yet?)

=« Are you Tim?:

“Some call me that!”

Laugh insanely after this. Honestly, make it as
cheesy and almost evil sounding as you like.

« Are you the Sage?:

“I am...but you may also call me....Tim?”

« We were sent by Master Muleskinner to
figure out how to get to the cathedral.:

“Yes! Of course you were! Why else would you be
here? Kids this century, always rushing around
with vorperal blades going ‘snickity snhack'
whacking off the head of the "wocky but can't ask
if the cow flew over the moon on purpose.”

=« ¥ Well? How do we get there?:

“Tumbling down, in and out. Or was that
tumbling upwards, out and in....so long it don't
know....HA! How else do you get to church on
time except by knowing the right time! Time,
always flowing....never stopping. Forwards,
unless it wants to go backwards. Time, time is
important! Always time...gotta get to the wedding
on time mind you! On time. Past time. You've
been invited for years, even if you didn't know
ir!”

=« ¥ What wedding?:

“Wedding? Oh! The wedding! I heard the priest
mumbles. Mhar-whag...mhar-whag is what
bwings us together two-dhay. But if you know the
language it gets easier. Do you know the
language? Simplest enough spell for most spell-
twisters. Comprehension in the very least, but not
being 'tongue’ tied is the best.”

The sage will wait for a response if the PC can cast
Comprehend Language or Tongues. This will make
the PCs lives easier. Try to get the PCs to follow

this trend, or bring it up on your own. If positive,
use the following response:

“Excellent! Most excellent! Just like the
Adolescent Sentinel's motto: be ready...wait
no...never prepared? Hmmm...I always screw this
one up. Oh wait! Always marinated! Fiddle-
sticks! That isn't right...that's for a rotten piece of
meat. Kinda like jerky. Where were we again?”

If the PCs are negative use the following response:

“Ah....well have a piece of cake,” the mad Sage
waves you towards the back of the room. Standing
in the corner is a huge wedding cake which
wasn't there seconds ago, “A good piece of
wedding cake will solve all of your problems. Take
a piece, just one mind you, and you'll know when
to eat it! Doesn't matter if you don't understand
the ceremony, it’s the reception which is where
the real fun is! I only go to these things to dance
mind you. All about the dancing!”

The cake is created with a Limited Wish, based on
the Culinary Infusion feat, and each slice works as
a Comprehend Language potion which will last the
entire adventure. This is important when speaking
with the priestess later in the module, otherwise the
PCs will need to cast the spells themselves or
successfully use Sense Motive or Linguistics to
understand the priestess. The slice of cake will
only last for this single module before rotting
away, so it is not certed. It is as if an 18" level
caster cast the spell.

-« ¥ What do you mean time?:

“If you don't know the time, get a watch. Or have
watches been invented yet? Time is important,
part of the solution and part of the problem. The
key can open the door. The door can be opened
on the spot. But if you don’t get to church on time
it doesn't matter. Thirteen minutes before
midnight, in a wedding dress of white! Need to
get to the chapel on time!”

« Why thirteen minutes before midnight?:

“Because midnight has been beaten to death by
fairy tales! Ha ha! Thirteen minutes is a magic




number, a dangerous number. He he! One perfect
for a mystery.”

mirror. Then walk backwards into the door and
open it in the mirror.”

- ¥ What is the key?:

“Key....key....always need a key. They open doors.
They lock doors. Hide the treasure away and stop
the bride on her day. Such a beautiful bride...am I
not! Flowing white dress ready for his wedding
day. A brave prince to sweep me off my feet! A
priest to bless my most exciting of days!

“How else do you see the church, the key would
be obvious. Will and determination to open the
door. Conscious purpose and thought required to
pass through the door. Only man and woman in
all of their variations can pass through, only ones
linked to passions so bold.”

“You can't take a dog to the ball. So too you can't
take a wolf to church. Rules exist for a reason of
course, you wouldn't want to pray to god in what
the animals drop?”’

“The key is a mirror, a looking glass. The
priestess knows all the rest. The mirror is a key,
always the key. It will lead you to where you need
to be!”

With that an ornate hand mirror appears in front
of you floating in midair.

“The trip is easy. But the landing is rough!”
“But past the Red King and his minions the white

rabbits will want to return...how do you stop the
images in the mirror? Break it of course!”

« ¥ We have to use the mirror as a key at
the spot at the right time?:

“You wouldn't open the door any other way. Place
and time and key. Door and window and
passageway. Passing through is like falling off of
a bike, fa la la, you never forget your first kiss
either!”

-« ¥ How do we get back? :

“Close the door you came through, break the
mirror and everything will become clear!”

« ¥ How do we break the mirror?:

“Well normally when you live in glass houses
you don't throw rocks. How else do you break a
mirror? Seriously? What kind of childhood did
you have that you never broke a window? Were
you that boring? Wait...of course you were, what
am | thinking? You're there and I'm here, that
should have been my first clue. And no sense of
fashion. You’re just jealous of my dress. Hit it
hard on something! Or wait until the fat lady
sings. Or unless you want to get fancy-smancy
and use magicky-waggity to break glass...a good
shout or burst should do!”’

In game terms, either hit the mirror for 1 point of
damage or any spell dealing sonic damage will
shatter the mirror as well.

« Do you know where the cathedral is?:

« So we need the key to get in?:

“In another place of course? Haven't you
thought of that? It isn't there, so it is elsewhere!”

“Keys open doors, do they not? Ask the fox in the
chicken copse!”

« Where is elsewhere?:

= And the mirror is the key?:

“How else would you see the keyhole from the
front door?”

“If I knew that we wouldn't send you! | swear.
Adventurers get dumber every century. Well of
course | swear. Crap. Poop. Feces. This is why we
can't have flying monkey's either!”

-« ¥ How do we use the key?:

« Are we going to another plane?:

“Go to the spot, you know where it is! Then find
the reflection of what was there, the image in the

“Well you’re not riding a tornado to land a house
on a witch terrorizing a halfling village, that's for
sure.”




=« Where are we going?:

« The house?:

“Do I look like a travel agent to you?”

« Flying Monkeys?:

“You know, keeps you dry and safe? Knocks the
stuffing out of pesky flying monkeys...always
acting so superior wearing their little red hats.”

“Well we kept using lawyers, but they kept
complaining and threatening to sue. Then we felt
bad for rats. But all out of monkeys, | guess we
can use you.”

=« Can you send us back to Amthydor?:

“And ruin the fun! Life is like an oyster...only
enjoyed if you eat it whole!”

=« Anything else you can tell us?:

-« Well can you send us back?:

“Don't eat lead! Or wooden nickles. Don't forget
to wear clean underwear! The trip is easy, but the
landing will be rough! Crash test dummies for the
rocket ship to the stars! VOOM!”

“You couldn't afford it with the time you have.
The mirror is a key too many doors, where you go
no one wants to dare! The journey is as important
as the destination you know!”

=« Are you insane?:

“I'm not the one with the mirror. Ha HA
HAHHAHAHAHAHHA....oh! Look! Monkeys
can fly...better watch out for in case elephants
learn how to as well.”

AKA: Don't waste his time.

-« Can you heal us?:

“Can't help those who can't help themselves?
What do you think | am, the government?

« What do you mean 'rough landing'?:

-« What about the cow and the moon?:

“The world hasn't seen this for centuries upon
centuries....its reflection usually ignored. Of
course the landing is rough...if the fall was rough

“The cow over the moon going moooooooo! Have
you kids never seen a cow before?”

the landing would be lethal!” -« What is in the alchemy set?:
“What alchemy set?”

=« What if we use the key at the wrong

time?: -« That alchemy set!:

“Same problem when you want dinner at
breakfast, you'll be disappointed by the green
eggs and ham!”

« Did you know we
bulette/monster on the way here?:

fought a

“Oh the little darling came a calling the other
day, sweet little thing. Hopefully not too much
trouble for you, he just wanted a belly rub and a
quick snack.”

-« It tried to eat us!:

“Don't look so tasty then!”

|

=« Why didn't it attack you?:

“A good house can take care of itself....knocked
some sense into the critter a week ago!”

“Oh! Distilled moonlight over the rocks. Makes
you go blind before you can see!”

=« Is it a potion?:

“Of the best kind! 150 proof!”

-« Is it booze/alcohol?:

“No, we call that Lig-oUR! Didn't you learn
anything in college! The current house blend is
called a Potion of Blindness. Can't get over it
being lethal though...”

« What is a college?:

‘ “Where bards go to learn sweet, sweet music.”

« What wedding?:



“The one which you are very, very late for of
course! The wedding has waited for so long, but
they can wait until you show up.”

-« Do we need to dress up?:

Yes. Cross dressing is funny if you can get the PCs
to do it.

« But we are all men.:

“Well you can't go naked to these sorts of things!
It might get cold!”

« How do you suggest we dress?:

“I'm not making a judgment here, just
recommending a lot of pain killers when you have
the first kid. You just aren't quite built for it,
damn those narrow hips of yours.”

“Put one one arm into your shirt at a time. Same
goes for your legs. Oh, and a fez never goes out of
style.”

-« Why are you wearing a wedding dress?:

“It’s comfortable and breezy. Let’s me air out if
you catch my drift.”

« Afez?:

« Air what out?:

“Round red hat. Sometimes flying monkey's wear
them. Very classy overall. Little tassel say's 'I'm
an individual who can smite you." That and fezzes
are cool.”

=« Do you have a fez we can borrow?:

“The dust of course! Seriously, where are your
minds right now? Naughty adventurers...are you
hitting on me! I'm sorry, I've only one love in my
life and you can't tempt me with your promises of
children and a good life.”

“Nope. Get your own!”

=« We are leaving now....:

=« Do we need a wedding dress?:

“Well do you?”

“Goodbye! Have fun storming the castle! Avoid
her dad with the shotgun! The weddings are a
blast!”

If the PCs think they need a wedding dress, don't
dissuade them. Have fun with it.

« Do you have a wedding dress we can
borrow?:

“Well it isn't exactly your size, but you can make
do. Don't forget you need to wear the heels! They
will kill your feet, but they do complete the
image.”

The Sage will give one PC a wedding dress, which
counts in the Robe slot on the body and the
matching heels which is footwear. This is the
Wedding Dress cert. If they will wear it, have fun.

=« Heels? High Heels?:

“Well you can't wear combat boots in a wedding
dress, can you? Well I guess you can, but do you
want your children to forever be teased that their
mom wears combat boots?”’

Needless to say, not all of what the Sage tells the
group is useful, but to sum it up for the GM, the
PCs must take the key (magic mirror) to the
particular location in the Poor District and at the
proper time, thirteen minutes before midnight.
Anyone wanting to use the key has to concentrate
on wanting to travel to the cathedral. This means
that animal companions, familiars, and psi crystals
cannot travel to the cathedral.

Because the magic mirror is a unique and untested
item, the Sage doesn't know the effect when the
PCs use it to travel to the other dimension. When
the PCs arrive in the alternate dimension, they are
knocked unconscious due as the dimensions rip
formed to let the PCs through. The same will occur
when the PCs return.

When the mirror is broken, all creatures within 100
feet which were born on Raia are returned to the
Poor district, living or dead. The sage is also
mindful that the PCs might become incapacitated,
so after 72 hours the mirror will break on its own




and return the travelers back to Amthydor, no
matter what. This is important in case the PCs can't
escape from their predicament.

What no one realizes is that the cathedral is located
in the Mirror Dimension, first encountered in
LSJ27 Smoke and Mirrors. Once the PCs arrive,
they only have 24 hours before they are warped by
the dimension into monsters

ENCOUNTER 4 — THE JOURNEY HOME

ENCOUNTER 4 — THE JOURNEY HOME

Mounting up, you leave the Sage and his strange
home behind you. You swear out of the corner of
your eye that you see the house ‘wink' at you and
wave goodbye. What is more disturbing is that
you swear in the wind you heard the house say in
a low baritone “bye-bye” as you turned the final
bend. The journey back to Amthydor is much
calmer than the journey to the Sage's home.

A day later, after you pass the corpse of the
bulette, the sky turns gray before a steady rain
begins. After a miserable night's sleep, you finally
arrive back in the city at noon. After returning the
horses and the map to the stable, you have ten
hours before midnight. You realize if you have
any last minute chores to complete, this will be
your last chance.

At this point, if the PCs need to heal at the temples
or utilize other certs, allow them to. The PCs
should be well rested before their trip to the
cathedral. When the PCs have healed to the point
they are happy with, continue to the next section.




ENCOUNTER 5 — REFLECTIONS OF THE
PAST

ENCOUNTER 5 — REFLECTIONS OF THE
PAST

from yours and a single, ancient elf-woman with
silvery skin sitting cross-legged in some sort of
meditation. Without opening her eyes, her voice
cracks out a language which you do not
understand. She speaks to you in several other
languages, several sounding somewhat familiar.

As night falls, the rain from the day has evolved
into a massive lightning storm in the evening.
Following the notes from Master Muleskinner,
you easily find the location which you can see the
cathedral through the mirror. As the time creeps
closer, the hairs on your bodies stand on end as
you feel the mirror resonating with the cathedral.
Looking through the mirror vertigo grips you,
ripping your senses from the rain soaked
cobblestones, as you fall deeper and deeper into
the image of the mirror.

You scream as you feel your mind rip from your
body as images of your childhood and your future
collide crashing like waves upon rocks. It seems
like eternity as you fall through your memories
until the steps of the cathedral rush to meet your
falling face. Then all fades to black as you pass
out from the impact.

The Priestess is speaking in an archaic form of
Common and Elvish, as well as trying to speak in
Celestial, Auran, Ingian, and Draconic (which don't
change over time). If the PCs speak Common or
Elvish allow them to make a DC 20 Sense Motive
or Linguistic check to understand each language.
Once the PCs understand what is being said,
continue with the next part.

After a moment, the old woman opens her eyes,
looking at you. Sighing, she mumbles a few words
while clutching something tightly in her hands.
She looks your group in the eyes and her voice
croaks out, “Good, you are awake. Does
Amthydor still stand? What year is this?”’

Note: any familiars, animal companions and psi
crystals will not travel with the PCs when they
pass through the portal. They do not possess the
required sense of self to travel through the Magic
Mirror like the PCs.

The PCs will have many questions, but she refuses
to answer any further questions until she is
answered. The PCs can easily tell her the year.

The old woman nearly cries, “Sixteen hundred
years...l have been here sixteen hundred years.
Oh Illudra, it has be so hard. But never have |
given up hope,” with that she breaks into tears.

You wake up to a low chanting, your head
throbbing like you spent a week drinking before
going to a dwarven opera. Feeling around, you
realize you are on an icy cold floor and as you get
your bearings you realize that you are in a prison
cell. Sitting upright quickly you regret the rapid
movement, your head promising vengeance later
for the abuse.

Looking around you see your companions are in
the same cell that you are, but all of your
weapons and armor have been removed.
Whatever drug you into here didn’t care about the
rest of your gear. Looking through the bars, you
see in reddish magical light another cell across

From this point the heroes can ask the old elf
questions.
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% High Priestess Brergai Oakenblade of Illudra
CG EIf Cleric 5/Expert 8

Init -2; Senses low-light vision.; Perception +17
Languages: Common (ancient), Elven (ancient),
Celestial, Draconic, Auran, Infernal.

AC 8, touch 8, flat-footed 8 (-2 Dex)

HP 39 (13d8-26)

Fort +3, Ref +2, Will +18

Speed 30 ft.

Melee unarmed attack +6/+1 (1d3-3)

Space 5 ft.; Reach 5 ft.

Special Attacks Channel Positive Energy (2d6
positive, 9/day, DC 16), Spells, Domains: Secret,
Luck.

Spells: Orison: Stabilize, Detect Magic, Read
Magic, Resistance; 1% level: Sanctuary, Protection
from Evil, Comprehend Languages (3), True Strike
(domain); 2" level: Augury, Resist Energy, Sound
Burst, Silence, Undetectable Alignment (domain);
3 level: Water Breathing, Bestow Curse, Secret
Page (domain)

Statistics

Str 4, Dex 6, Con 4, Int 18, Wis 22, Cha 18

Base Atk +9; CMB +6; CMD 14

Feats Eschew Materials, Selective Channel,
Toughness, Skill Focus (Sense Motive), Skill
Focus (Profession (Bureaucrat), Extra Channel,
Iron Will

Skills Diplomacy +20, Heal +22, Knowledge
(arcana) +20, Knowledge (history) +20,
Knowledge (local) +20, Knowledge (religion) +20,
Perception +17, Perform (oratory) +17, Profession
(bureaucrat) +23, Sense Motive +28

Special: Secret Taker, Bit of Luck, Alter Self, EIf
Traits.

Equipment Holy symbol, Clerical Vestments

Bit of Luck (Sp): You can touch a willing creature
as a standard action, giving it a bit of luck. For the
next round, any time the target rolls a d20, he may
roll twice and take the more favorable result. You
can use this ability a number of times per day equal
to 3 + your Wisdom modifier.

Secret Taker (Su): Add all Knowledge skills to
your list of class skills. Furthermore, as a standard
action, you can touch a creature to learn about its
abilities and weaknesses as a melee touch attack. If
successful, you gain information as if you had
made the appropriate Knowledge skill check with a

result equal to 10 + your cleric level + your
Intelligence modifier. An unwilling subject with an
Intelligence of 6 or greater may attempt a Will save
with a DC equal to 10 + your caster level + your
Wisdom modifier to resist. You may use this ability
a number of times per day equal to 3 + your
Wisdom modifier.

Alter Self (Sp): Once per day, as a full-round
action, you may cast alter self with a caster level
equal to your cleric level. You may use this ability
one additional time per day per four levels beyond
1st (5th, 9th, 13th and 17th).

-« Who are you?:

“l am High Priestess Brergai Oakenblade of
Illundra, once high priestess of the Cathedral of
IHlludra in Amthydor.”

« Where are we?:

“You are in the prison below the cathedral in the
Mirror Dimension.”

« Wait! The Mirror Dimension?!:

“Yes, the Mirror Dimension. Cultists of Graala,
jealous of Illudra, stole the temple from the city
sixteen hundred years ago.”

« How do you know we are in the Mirror
Dimension?:

“Look at my skin,” as the ancient elf holds out a
metallic arm. “Occasionally I have been dragged
out of this cell so the cathedral's monstrous
master can gloat about his newest creation and |
have seen outside the windows. Endless plains of
jagged glass reflecting a perpetual twilight. From
tales adventurers brought me in my youth, I
surmised that this was the Mirror Dimension.”

« You're how old?:

“Have manners degraded so far in the last
millennium that you dare ask a woman her age?”

-« What happened to the cathedral that it
is in the Mirror Dimension?:

“In the early days of the city, the cathedral of
Illudra was a popular location for adventurers
with good hearts to get healing between fighting
back the monstrous hordes plaguing the city then.




That alone made us a target for Graala and its
monstrous minions who despised what the city
was becoming. One night, as all of my acolytes
and priests slept, we were attacked by cultists who
completed a ritual sending the cathedral to the
Mirror Dimension. Then, while we were
surprised, the cultists captured me and all of
those in the temple.”

“They shackled me, and made me watch as they
slowly sacrificed each of my priests. They left the
children under my care for last. The torture was
horrible. But after several days the cultists began
to change, turning into monsters under control of
their leader, a vile man known as Red to his
subordinates. Red himself changed over the
centuries, remaking himself into a monster which
his god would be proud. He lost the last vestiges
of his humanity long ago, becoming one with this
plane.

“I was locked in this cell, unable to escape and
with no Amthydorians to speak with until you
arrived.”

“Unfortunately he and I were once engaged,
although his true nature made such a wedding
impossible. I hold no love for that monster now.”

« What is Red now?:

“Red has become an abomination, an aberration
against life itself. What was once human was
expelled centuries upon centuries ago, leaving
only the monster”

GM note: which also means that Red cannot
return to Amthydor when the magic mirror breaks.

-« What do you mean by ‘Red's true
nature?':

=« Why did they keep you alive?:

“They wanted me to suffer for all of eternity: to
know what they had done to my priests and
charges. They wanted me to break my faith with
my goddess, to die a broken woman. Even worse
that monster Red has always hoped | would break
from my goddess and become his 'queen’.”

“But I refuse and live to deny them this victory! 1
have recorded my struggles in my book,” as she
points outside of the cage at a small tome, “And
hope to someday share my tale with the world so
my friends didn't die for no reason.”

=« Why are you so old? You should have
died centuries ago.:

“My goddess must be involved somehow, waiting
for the day that the secrets | have learned can be
passed on to others. | do not know why | would be
alive otherwise.”

« Did you know Red before he attacked?:

“Red and I began adventuring together early in
our careers and we quickly fell in love. Through
many adventurers we fought many monsters and
foul creatures, protecting our home, Amthydor.”

“But something began to change in Red, he
became angry with the world. We would fight
about everything, but he was most angry about
my faith. Red saw my devotion to my goddess as
incompatible with our love. Red swore | couldn't
love him and my goddess and demanded | leave
her for him.”

“I tried to tell him there was enough love in my
heart for both him and my goddess, but he
wouldn't believe me. He was so jealous. Finally |
had to make the hardest decision of my life and |
left him. | bought some land in Amthydor and
began construction of a cathedral to my goddess,
to aid adventurers seeking to make a difference in
the world.”

“Red left Amthydor that day, vowing his
everlasting hatred of Illudra. | cried for so many
nights, but there was nothing I could do. More
than a decade passed and the cathedral was
finally finished, a soaring icon of hope in
Amthydor. The night after our first mass, Red
attacked.”

“After leaving Amthydor, Red sought power to
toss down my goddess and make me love only
him. He discovered Graala, a god giving meaning




to Red's rage. On that night he attacked with a
horde of monsters and several spell casters,
ripping the cathedral from Amthydor to where it
is now. He had become a monster which as a hero
he once fought. All in the name of love,” states
the old woman as she begins to cry.

« But how have you not died/turned into a
monster?:

-« Why do they keep us alive?:

“Red, the Graala cult leader, is most-likely
planning to breed you into new abominations. He
has not had any new 'stock’ to experiment with in
a very long time.”

“Have you no faith? That and the bars of these
cells have been enchanted with powerful and rare
anti-magic. Only in the last century has the anti-
magic weakened that | have a single spot to cast
my spells. With the bars and my devotion to my
goddess | have resisted being turned into a
monster. If it weren't for Illudra, 1 would be
doomed. | will not give these creatures the
satisfaction of me turning into a beast!”

« Monsters? Abominations? What sort of
creatures has Red created?:

« What do you mean the people were
turned into monsters?:

“Red prides himself on trying to create new
breeds of monsters to worship his dark master.
The entire cathedral is a massive and defiled
breeding ground where he crafts the
monstrosities. The cathedral was once the shining
bastion of my faith and is now an unholy cesspit
of filth. Occasionally he has brought natives
captured into the prison, but within several days
he has turned the once peaceful creatures into
one of hundreds of different forms. When | am
dragged out of this cell to see what new
abomination he has defiled my home with, the
hallways seem to be a mass of living creature now
composed of twisted flesh and mirrors.”

“The Mirror Dimension quickly changes those
from our world into monsters. Those of weak
wills I have seen warped in as few as ten hours.
But everyone else has changed in twenty-four
hours.”

=« How long were we unconscious?:

“I would say fourteen hours, although time tends
to mean little when you have no reference. It
could have been longer.”

=« Why haven't you escaped yet?:

-« Book?:

“Yes, a magic tome, with my tale written in my
blood and tears. Red allows me to keep it
enjoying my laments as weakness and despair. If
the monster had ever learned to read, he would
know better. But | have learned secrets, deadly
secrets which the city needs to know about.”

“And go where? To be hunted down and thrown
back into this cell? But now that you have arrived
I have some hope. How did you get here and plan
to return to Amthydor?”

Hopefully the PCs will respond about the Mirror, if
not look at them until they respond.

« What did you use for ink?:

“What else? My own blood.”

-« What kind of secrets?:

“The kind that gods sell their right eye for.”

“Oh, salvation at last! With that object | am sure
that we can escape from his nightmarish
dimension!”

“If you can escape from these cells, I can show
you a secret passageway in the next room over.
Through that passageway | am sure we can
escape!”

-« Can you tell us any of these secrets?:

=« What is in your hands?:

“My goddess will reveal any knowledge to you in
good time if you are concerned.”

The Priestess shows you a small clay tablet in her
hand shaped what looks like a coin, “My goddess
does not suffer fools who can't try to help




themselves. It took me decades, but eventually 1
created a new holy symbol which my goddess
smiled upon. It is a secret from Red.”

[ ]
water?:

How did you survive without food and

“I thought you were the adventurers. If you can't
think of how to escape from a simple cell, then we
have no chance to escape.”

The old woman points at a bowl just outside of
her cage. “Do you see that? It is a magical spoon
which makes all the nourishment 1 need
everyday.”

« Can you reward us for saving you?/How
much will you pay us?:

" You want to get paid for saving your own hide?
What kind of heroes does Amthydor create now?"*

If the PCs take the spoon with them, one of the
PCs gets the Sustaining Spoon cert.

« Can we have the spoon?:

« What methods
escape?:

have you tried to

“If you can escape, yes.”

« Why did they leave all of our gear but
take our weapons and armor?:

“The monsters understand the idea of weapons
and armor, but if they were once human that time
is long lost. Now they are all creatures of this
plane who have little to do with tools. They didn't
recognize what your tools were, so they left them
on you.”

=« Do you know where our mirror is?:

“I was never a physically powerful woman in life,
even less now as centuries of life have taken their
toll on my body. I would guess the bars would be
weakened after this many centuries without
maintenance. The anti-magic aura on the bars
has weakened as well, 1 can now cast my spells in
the center of this cell without much effort, but
they still fail against the bars.

“But I have never considered escape. I spent too
many years as a bureaucrat and spiritual leader,
not a crusading cleric fighting evil. Even if | had
my equipment, | had nowhere to escape to. From
the tales, I would not have survived long
wandering the plains of the Mirror Dimension.”

“It is with Red, I saw it tucked into his belt when
he brought you here. I know he now lives in my
old chambers. But there | have a secret that |
doubt the monsters have discovered, a secret
passageway in the guard room just past the
dungeon which leads to my old chambers.”

-« Can you help us escape?:

“If you can get out of your cell, then yes, | can
show you a secret passage in the next room over.
From there you will have a chance!”

=« Would you like to escape with us?:

=« Why are there dungeons under the
cathedral?:

“The city was discussing building a prison in my
day, but I do not know what had happened. As it
is, there was a necromancer who created an army
of undead, but the city needed to put him on trial
for his crimes once he was defeated. We built the
prison under the cathedral to hold him and to
trap his undead minions which were too powerful
for us to destroy. The necromancer eventually was
tried and his soul sent to the hells he deserved for
his abominations.”

“Without me you would have no chance to
escape. There are too many creatures between us
and our freedom if you don't use the secret
passageway that only I know how to access. You
would be ripped apart in minutes as this hive of
monsters descended on you. My only request is if
I fall in my escape attempt, that you give my
journal to the people of Amthydor. Don't let the
sacrifice of this cathedral be in vain!”

-« What spell did you cast?:

« Can you get us out of this cell?:

“Has civilization lost access to the Comprehend
Language spell since my captivity?”’




-« Can we Plane Shift home?:

“From what I can tell, this plane is some sort of
prison. The Graala clerics and mages tried to
leave the plane when they realized that Red was
insane, even for a human worshiping a god of
monsters. But the plane blocked their escape.
They were among the first to be ‘improved" by
Red.”

« Why won't Red call for help from his
minions if we attack him? :

“Graala encourages survival of the fittest in his
worshipers. If Red showed weakness in calling
for aid, his minions would rip him apart."

-« Why not fight through the cathedral to
confront Red?:

" I’ve been dragged out of my cell occasionally
so Red could gloat about his latest atrocities.
During those trips 1 have seen the horrors my
home has become. The hallways are alive with
thousands of twisted creatures ranging in size
from a few inches in height to taller than a troll. I
don't doubt your courage, but fighting Red head-
on would be suicide.™

« Do you know what happened to my
familiar/animal companion/psi-crystal?:

“I saw no such creatures when you were dragged
into here? Are you sure you came to this plane
with them?”

PCs might get cranky thinking that their
companions are dead. Point out that the Sage told
them that they would NOT be able to come to the
cathedral through the mirror because they did not
have the force of personality to use the item. This
includes awakened animal companions.

If the PCs have played LSJ27 Smoke and Mirrors,
they should remember the dangers of staying too
long. If they stay for 24 hours they become part of
the plane. Because the cathedral originated in
Amthydor, it does not have the same movement
penalties due to mirrored surfaces cutting the
group. Point out the 24 hour time limit to the PCs
and they might only have a few hours left.

Knowledge (planes)

DC 10: The Mirror Dimension is a demi-plane
attached to Raia in various locations.

DC 15: The Mirror Dimension is a dangerous
place, which turns mortals from Raia into monsters
in about a day. After that occurs you have lost your
mind and will attack anything in a rage.

DC 20: Movement in the Mirror Dimension is
often dangerous due to the various sharp, glass-like
mirrors which the plane is comprised. The
cathedral seems safe because it is not created from
material found here.

DC 25: Travel to and from the Mirror Dimension
takes very powerful magic, usually in the form of a
key. Without a key it is almost impossible to return
to Raia before you turn into a monster.

DC 30: You know that powerful creatures can
actually manipulate the creatures and landscape of
certain other planes and apparently the Mirror
Dimension is no different.

Knowledge (dungeoneering)

DC 10: It is common that temples built prisons
below them for very dangerous creatures which
needed to go to trial. Unlike traditional prisons,
these affairs rely on the fact that there is an entire
temple of clerics above them which can defeat any
foes placed in the cells.

DC 20: Anti-magic is often placed into bars of a
cell to keep spell casters from trying to escape
through magical means, but the material which the
anti-magic is often infused is generally weaker
than the iron bars which it is embedded. Due to the
age of the cell, a strong enough individual might be
able to bend the bars.

Knowledge (engineering)

DC 20: The locks on these cells are much older
locks which were abandoned centuries ago once
thieves learned their tricks and weaknesses. (+2
competence bonus to Disable Device to unlock or
break open the lock).

Knowledge (arcana)

DC 10: Anti-magic is a dangerous substance to
deal with and completely ignores magic except
from god-like beings. (in game terms the bars have
SR 35, and will block teleportation through the
bars.)



DC 20: Due to the expense of the anti-magic, often
only bars and a grid in the stonework exists to stop
magic from being cast. As long as individuals do
not cast spells directly on the bars or touch them
after spells are cast on you, the magic will hold.

Knowledge (religion) in regard to Illudra

DC 10: Hludra is a minor goddess of trickery and
rogues. She is neither good nor evil, but many
adventurers in the past have called upon her for
protection.

DC 15: Worshipers of Illudra generally see life as
an adventure and promotes action as being more
productive than caution.

DC 20: Although no major enemies, the lawful
gods tend to become annoyed by the chaotic nature
of the goddess and her worshipers, wanting the
goddess to take a side in the battle between good
and evil. Illudra refuses to take sides, so her
worshipers include freedom fighters, rogues and
the occasional blackguard.

Knowledge (religion) about Graala

DC 5: Graala and his cults are generally despised
and hunted down in many civilized lands, but has a
following in rural villages who seek to appease the
dark god to ignore their village when monsters
pass by.

(If PCs are shocked that rural villages worship
Graala, point out that they seek to appease him to
avoid a natural disaster like many sailors leave
offerings at shrines to avoid storms before going
out to sea. The villagers see monster attacks like
acts of nature, like storms, and seek to avoid them
the only way they know how.)

DC 10: An evil and chaotic god, Graala sees
civilization as weak and needing to be purged from
the world. Some intelligent monsters take this
worship as justification to enslave and kill all those
around them.

DC 15: Although most rural villages will sacrifice
a chicken or goat to appease the dark god, many
cults see the sacrifice of intelligent and powerful
creatures of either good or law as the most
satisfying to their dark lord. Paladin's make the
finest sacrifice, often using their own weapon to do
the deed.

DC 20: Graala often hordes its clerical magic from
its cult leaders, trusting in 'survival of the fittest' to

put the most powerful individual in charge. This
makes cult leaders of Graala extremely dangerous.

Knowledge (history)

DC 35: In the ancient history of Amthydor, there is
a legend that a cathedral once disappeared due to
dark forces. This must have been the cathedral in
that legend.

The PCs should always feel like time is against
them in the Mirror Dimension, but only if the PCs
do nothing will time matter. If the PCs keep going
and are proactive on their efforts, they will always
have enough time to escape from the Mirror
Dimension.

From this point, the PCs will have to escape from
their cell. The cell only has one wall which has the
bars and door, and the other three walls are the
stone of the cathedral. The cell itself is 10x10.

The bars have a burst DC25, the door has a break
DC25 and the lock has a Disable Device DC20.
The metal bars have 30 hp and DR 10/-. If the
PCs use non-magical methods (such as alchemical
items) to deal damage to the bars, remember that
metal takes %2 damage from fire and acid and Y4
damage from any other energy source and must
still beat the DR.

If a single PC can beat the DC of the bars to bend
or break them, then they can 'take twenty' to
succeed, but it takes one hour. If multiple PCs are
required to break the bars, they can 'take twenty' to
try and break the bars of the cell, but it will take 2
hours to bend a hole large enough to escape.

If the PCs try to use magic on the bars or the walls
of the cell, it dissipates with no effect unless the
caster can make a Spell Resistance DC35.
Remember that SR also applies to psionics as well.

PCs can use magic on themselves to try to escape.
If a character can shrink to tiny size, they can
squeeze through the bars with an Escape Artist
DC 10. If they fail, they touch the bar and
suddenly grow larger, becoming stuck (1d6
subdual damage).



Unless the PCs can beat the SR, they cannot use
teleportation effects through the bars, it fails with a
loud crunch, dealing 1d6 subdual damage as the
PC slams headfirst into the bars. Dimension Door
doesn’t work.

Once one PC is outside the cage, read the
following text:

Hanging on a peg fifteen feet away, out of the
sight of the group, is a key and a double-faced
coin on a thong. You are sure the key will open
the cell doors.

If the group can get to the key off of the peg, the
cells are easily open, but they will have to devise a
method to see around the corner. Mirrors or magic
work such as the classic string with the hook on it
to grapple the key.

GM Note: If the PCs present any reasonable
method to try and escape, you should allow them.
If they moan and groan about how this isn't fair,
remind them that life isn't fair. If they don't try
anything or choose to give up, go to Conclusion C.

If the PCs choose to not help the old priestess
escape, she will not offer them any aid. The secret
passage requires a particular prayer which was old
even when Brergai was born. The PCs have no
chance to guess the proper words, meaning that
they will have to destroy the stone door if they find
it. Almost every method of destruction (sans
disintegration) will draw the collective might of
the fortress down on the PCs. Disintegration, or
other spells which destroy/modify the entryway, is
dangerous as well, the doorway and its frame hold
up a good deal of weight. This will cause the secret
passageway to collapse, alerting the horde of
mirror creatures that the PCs escaped.

The group has no hope against so many and will be
killed eventually. (Combat at this point is
meaningless from a game play standpoint, with
thousands of creatures it isn't if the group can kill
them all, it is that they will eventually kill even the
most powerful PC through attrition.)

If the PCs bemoan the fact they can do nothing and
refuse to even try, go to Conclusion C. This will
end the adventure.

If the PCs kill the priestess, they will not be able to
escape and torn asunder by the residents of the
cathedral. Characters with codes of conduct will
violate their code, and the PCs will die a horrible
death in Conclusion D.
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ENCOUNTER 6 — THE JAIL HALLWAY

Standing outside of the cage, you notice that the
dungeon is in the shape of a large cross. At the
head of the cross is a small chair and the spot
where the key to the cells once rested. The two
short arms of the cross are the cells which you
have just escaped. The long corridor has you
worried. The masonry walls curve into a narrow
hallway only five feet wide, six feet in height and
forty feet long. The floor is covered in a wide
metal grate, which seems large enough for
something to reach through.

If the PCs ask the Priestess what this passageway
is, she responds:

“This dungeon was constructed to be the prison
of a vile necromancer who created monsters
which we could never hope to defeat. Even after
they were caught, even our mightiest priests could
not destroy these monsters, so diabolical were the
enchantments woven into their very existence.”

“Waste not and want not, we decided to use the
undead themselves as prison guards. We crafted
the hallway that you see now with a metal grate
so anyone foolish enough to walk across will be
attacked. To pass safely through here a lever has
to be pulled by the doorway and a metal plate
would slide across the hallways so the undead
could not attack.”

=« Why couldn't the necromancer escape
with his spells if he was so powerful?:

“A wizard is much less dangerous when he is
suffering from the Feeblemind spell.”

The PCs will now need to figure a way across the
hallway. Under the grate are advanced wights who
have literally been starving for any positive energy
for centuries. They will attack anything that they
can reach.




ATL 7&9 ATL 11&13
ATL 7&9 ATL 11&13
{ Advanced Wight { Advanced Wights
Number of Wights by ATL
Number of Wights by ATL ATL 11: 6 Wights

ATL 7: 4 Wights
ATL 9: 7 Wights

Advanced Wight

LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +14
AC 15, touch 11, flat-footed 14 (+1 Dex, +4
natural)

HP 60 (7d8+14)

Fort +4, Ref +3, Will +6

Defensive Abilities undead traits

Weaknesses resurrection vulnerability

Speed 30 ft.

Melee slam +7 (1d4+1 plus energy drain)

Special Attacks create spawn, energy drain (1
level, DC 16)

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15
Base Atk +5; CMB +6; CMD 17

Feats Blind-Fight, Skill Focus (Perception),
Weapon Focus (slam), Ability Focus (energy drain)
Skills Intimidate +12, Knowledge (religion) +10,
Perception +14, Stealth +19; Racial Modifier +8
Stealth

Languages Common (ancient)

SQ create spawn

Special Abilities

Create Spawn (Su) Any humanoid creature that is
slain by a wight becomes a wight itself in only 1d4
rounds. Spawn so created are less powerful than
typical wights, and suffer a —2 penalty on all d20
rolls and checks, as well as —2 hp per HD. Spawn
are under the command of the wight that created
them and remain enslaved until its death, at which
point they lose their spawn penalties and become
full-fledged and free-willed wights. They do not
possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or
similar spell cast on a wight destroys it (Will
negates). Using the spell in this way does not
require a material component.

ATL 13: 10 Wights

Advanced Wight

LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +20
AC 15, touch 11, flat-footed 14 (+1 Dex, +4
natural)

HP 94 (10d8+30)

Fort +6, Ref +4, Will +10

Defensive Abilities undead traits

Weaknesses resurrection vulnerability

Speed 30 ft.

Melee slam +9 (1d4+1 plus energy drain)

Special Attacks create spawn, energy drain (1
level, DC 17)

Statistics

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 16
Base Atk +7; CMB +8; CMD 19

Feats Blind-Fight, Skill Focus (Perception),
Weapon Focus (slam), Ability Focus (energy
drain), Iron Will

Skills Intimidate +16, Knowledge (religion) +13,
Perception +20, Stealth +22; Racial Modifier +8
Stealth

Languages Common (ancient)

SQ create spawn

Special Abilities

Create Spawn (Su) Any humanoid creature that is
slain by a wight becomes a wight itself in only 1d4
rounds. Spawn so created are less powerful than
typical wights, and suffer a —2 penalty on all d20
rolls and checks, as well as —2 hp per HD. Spawn
are under the command of the wight that created
them and remain enslaved until its death, at which
point they lose their spawn penalties and become
full-fledged and free-willed wights. They do not
possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or
similar spell cast on a wight destroys it (Will
negates). Using the spell in this way does not
require a material component.




ATL 15&17

ATL 15&17

+ Advanced Wights

Number of Wights by ATL
ATL 15: 10
ATL 17:18

Wight CR 9

LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +24
AC 15, touch 11, flat-footed 14 (+1 Dex, +4
natural)

HP 144 (14d8+42)

Fort +7, Ref +5, Will +12

Defensive Abilities undead traits

Weaknesses resurrection vulnerability

Speed 30 ft.

Melee slam +12 (1d4+1 plus energy drain)
Special Attacks create spawn, energy drain (1
level, DC 17)

Statistics

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 17
Base Atk +10; CMB +11; CMD 22

Feats Blind-Fight, Skill Focus (Perception),
Weapon Focus (slam), Ability Focus (energy
drain), Iron Will, Improved Iron Will, Toughness
Skills Intimidate +20, Knowledge (religion) +17,
Perception +24, Stealth +26; Racial Modifier +8
Stealth

Languages Common (ancient)

SQ create spawn

Special Abilities

Create Spawn (Su) Any humanoid creature that is
slain by a wight becomes a wight itself in only 1d4
rounds. Spawn so created are less powerful than
typical wights, and suffer a —2 penalty on all d20
rolls and checks, as well as —2 hp per HD. Spawn
are under the command of the wight that created
them and remain enslaved until its death, at which
point they lose their spawn penalties and become
full-fledged and free-willed wights. They do not
possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or
similar spell cast on a wight destroys it (Will
negates). Using the spell in this way does not
require a material component.




| ATL 19

¥ Advanced Wights

Number of Wights by ATL
ATL 19: 16 Wights

Wight CR 11

LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +27
AC 15, touch 11, flat-footed 14 (+1 Dex, +4
natural)

HP 180 (16d8+80)

Fort +9, Ref +6, Will +13

Defensive Abilities undead traits

Weaknesses resurrection vulnerability

Speed 30 ft.

Melee slam +14 (1d4+1 plus energy drain)

Special Attacks create spawn, energy drain (1
level, DC 18)

Statistics

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 18
Base Atk +12; CMB +13; CMD 24

Feats Blind-Fight, Skill Focus (Perception),
Weapon Focus (slam), Ability Focus (energy
drain), Iron Will, Improved Iron Will, Toughness
Skills Intimidate +23, Knowledge (religion) +19,
Perception +27, Stealth +28; Racial Modifier +8
Stealth

Languages Common (ancient)

SQ create spawn

Special Abilities

Create Spawn (Su) Any humanoid creature that is
slain by a wight becomes a wight itself in only 1d4
rounds. Spawn so created are less powerful than
typical wights, and suffer a —2 penalty on all d20
rolls and checks, as well as —2 hp per HD. Spawn
are under the command of the wight that created
them and remain enslaved until its death, at which
point they lose their spawn penalties and become
full-fledged and free-willed wights. They do not
possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or
similar spell cast on a wight destroys it (Will
negates). Using the spell in this way does not
require a material component.

There are a variety of ways PCs could make it
across the hallway.

Fight/Run:

If the PCs do something foolish like running across
the pit, they take an attack of opportunity every 5
foot square. Whatever square the PC stops in, the
creature tries to start a grapple at a -4 penalty due
to cover. The purpose of this grapple is to hold the
PC in place so the other undead can feed on the
PC. The grate is considered rough terrain unless
the PC can make a DC 15 Acrobatics (balance)
check for each 5 foot he moves due to the holes
which the undead reach through.

Remember that PCs lose their dexterity modifiers
to AC if they run without the Run feat.

Due to the height of the ceiling in the tunnel, trying
to make an Acrobatics (jump) check will
automatically fail as the PC slams their head into
the ceiling.

Likewise if the PCs try to physically attack the
undead with natural attacks or unarmed attack, the
PCs get a -4 penalty for trying to attack through the
cover. The undead in the pit will wait for an attack
to try and grapple the PC (grab their arm) so they
can drain the PC of their life force. Likewise the
undead receive a +2 bonus to Reflex saves due to
cover.

PCs protected by Death Ward can ignore the
energy drain power of the wights but not the slam
damage. Also Control Undead can force the
undead to ignore the PCs or attack one another.

Rather than fighting out combat with the undead, if
the PCs who decide to summon allies via Summon
Monster or Summon Nature's Allies can summon
enough creatures to Kill off the undead. Depending
on the ATL, the PCs will need to cast a certain
amount of spell levels of summoning spells to kill
the wights. Spell level for summoning spells =
level of the spell. Example: Summon Monster |
counts as 1 spell level, and Summon Nature's Ally
VI counts as 6 spell levels. For each summon there
is @ minimum level which the undead do not slay



the summoned creature instantly. Spells under this
level don't count towards the total.

ATL 7: 10 spell levels (minimum level 3rd)

ATL 9: 14 spell levels (minimum level 3rd)

ATL 11: 18 spell levels (minimum level 4th)
ATL 13: 20 spell levels (minimum level 4th)
ATL 15: 22 spell levels (minimum level 5th)
ATL 17: 24 spell levels (minimum level 6th)
ATL 19: 26 spell levels (minimum level 6th)

Channel Energy/Turn Undead:

Clerics can channel positive energy to attack the
undead but the undead will shy away after the first
attack to the far side of the hallway. They are
trying to trick the cleric to come onto the grate, so
the wights can attack the cleric. Once the cleric is
partway across the pit, the undead will take the
damage to attack the cleric through the gate. At
high enough ATLs, the wights have Improved Iron
Will, which allows them to re-roll a single Will
save a day. The undead will have enough hit points
to survive several channel attempts.

If the Cleric can Turn Undead, note that the undead
can go only to the end of the hallway. If the Cleric
keeps forcing them back, the undead will be freed
from the Turning.

Fly:

Flight is very difficult through this passageway.
Medium sized creatures who have wings will not
have enough area to fly on their own without the
undead attacking. Small creatures will need to
make a DC 5+ATL check to fly through without
crashing. Smaller creatures will have no problems.

PCs using magic or psionics to fly need to make a
Fly skill check, DC 10, to keep from flying too low
in the passageway.

Climb:

The walls are a DC 20 Climb check for medium
creatures to try to stay out of the reach of the
grasping hands. (DC 25 for a brick wall, -5
because the medium PCs can brace against a
perpendicular wall) Small PC will need to make a

DC 25 check because they are not tall enough to
brace.

Intimidate:
PCs can try to Intimidate the wights from attacking
the PC trying to cross. The DC varies by ATL.

ATL 7 & 9: Intimidate DC 18
ATL 11 & 13: Intimidate DC 21
ATL 15 & 17: Intimidate DC 25
ATL 19: Intimidate DC 27

Stealth:

Stealthy PCs can try to sneak across with Stealth
checks against the Perception checks of the wights.
The DC varies by ATL.

ATL 7 & 9: Stealth DC 24

ATL 11 & 13: Stealth DC 30

ATL 15 & 17: Stealth DC 34

ATL 19: Stealth DC 37

Magic can also be used to sneak past the undead,
including invisibility, but it is not foolproof at
higher ATLs. Hide from Undead can also be used
to sneak past the undead, but remember it allows a
Will Save since the wights are intelligent.

Knowledge Checks:

PCs wanting more information about wights can
make a Knowledge (religion) check.

DC 5: Wights are intelligent undead which live in
barrow tombs.

DC 10: Wights drain the life from their victims. If
a victim dies from this, they raise as wights as
well.

DC 15: Wights have are weak against magic which
can raise the dead. It can slay them instantly.

If they ask the Priestess about the undead, read the
following text:

“The undead were once some of the most vile
criminals which Amthydor put to death for crimes
too terrible to speak about. The necromancer that
was imprisoned here before his trial and
execution created these undead to act as
assassins, making them more powerful through
methods we never fully understood. | could barely
damage these monstrosities at my prime. Their




enchantments ignored most of the magic which |
cast on them. But after sixteen hundred years
with very little food, the undead should be much
weaker.”

Teleportation:

PCs can use both Dimensional Door and Teleport
spells to get to the end of the hallway. There is also
enough shadows at the end of the hallway to allow
Shadowdancers to use their Shadow Jump ability
to get to the end of the hallway. Spells, such as
Astral Travel and Shadow Walk, that rely upon
traveling to the Astral or Shadow Planes fail in the
Mirror Dimension. Spells utilizing the Ethereal
Plane, such as Etherealness, work in the Mirror
Dimension.

Plane Shift:

PCs trying to escape the Mirror Dimension by
planar travel without the Magic Mirror are in for a
shock. Due to the nature of the plane, it takes
specific magic to enter or escape. PCs trying to
escape with Plane Shift or similar effects, read the
following text.

(assume a Nat 1 hits on the square right in front of
the caster.)

Lasso:

The PCs cannot lasso the level from that far away,
they do not have enough room in the corridor to
get a high enough angle to catch on the lever from
so far away without the aid of magic, such as Rope
Trick or a Rope of Climbing.

Once the lever is pulled, read the following text.

A metal plate slides soundlessly across the floor,
creating a seamless surface on which you can
walk. Moving forward, you get to the end of the
hallway with a large metal bound oak door rests.

The world disappears around you in a blur of
light, but suddenly you realize something is
horribly wrong. You crash to the floor of the
cathedral with images of a hallway of mirrors
reflecting in upon itself. The Magic Mirror must
have some powerful enchantment allowing you to
enter and leave the Mirror Dimension.

PCs will take 1d6 sub-dual damage when they
crash to the floor.

Magic:

The PCs can use magic to either clear away the
undead or to flip the lever. The lever is requires 30
Ibs of force to operate (think of using a wrench to
loosen bolts while changing a tire on a car). If the
PCs use magic to kill all the undead, their stats can
be found earlier. Remember to give them a +4 on
reflex saves due to partial cover. Remember that
fireballs are not auto-hits when fired through the
grate, casters will need to make a Ranged Touch
attack of AC 9, or it hits the grate and explodes
prematurely and possibly injuring the caster.

The door is unlocked because the monsters never
thought anyone would make it this far alive. PCs
might be paranoid, but there are no traps on the
other side of the door. Feel free to encourage any
paranoia with a smile as they make checks.
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PASSAGEWAY

going, they might be able to recognize the Alarm
spell which has trapped the ladder after the pool of
water.

The door creaks open to reveal a small guard
room with a table with your armor and weapons
piled atop it. Except for a single door and the
door you passed through, you see no other way
out.

Delving deeper and deeper into the hidden places
of the cathedral, you suddenly halt after ten
minutes of cautious walking downwards you
suddenly stop at a foreboding sight. The
passageway in front of you is flooded with water.

The heroes can now get rearmed and armored,
making them feel safer.

The ancient elf hobbles towards what seems a
blank wall and rests her head against the stone.
Whispering under her breath in an ancient
language, she nearly cries reciting the most
beautiful verse you have ever heard. Suddenly the
wall disappears, showing a long dark passageway
covered in dust of the ages. The old woman
beckons your group forward, “I hope you brought
alight.”

This watery passageway is only 30 feet long before
it begins to travel upwards. Over the centuries,
water and waste has slowly accumulated at the
bottom of this passageway. Ask the PCs what they
will do, if they spend to long arguing over their
course of action, the priestess will take actions into
her own hands and jump in. Read the following
text if that happens.

With a sigh, the old woman pushes her way
forward, “I didn't live this long to be stopped by a
puddle.” She mumbles a brief prayer under her
breath and walking into the brine. After several
minutes she has yet to return.

If the PCs did not bring the old woman, it is a DC
40 Perception check to find the secret door and a
DC 40 Disable Device check to open it. PCs who
decide to fight their way out of the fortress or try to
break through the solid stone wall to get to the
secret passageway call the entire fortress down on
their heads. Go to Conclusion D.

If the PCs have the old woman, continue with the
box text.

Swim DC 10 to swim the distance. Failure by
more than 5 starts the PC to drown, as per the
Drowning Rules in the Environment Chapter of
the Pathfinder Core Rulebook. PCs who use
magic such as Water Breathing or can breathe
water normally don't need to make a check.

After leaving the pool of water, your group travels
a few more minutes until you get to an ancient
wooden ladder. Looking up, the top of the shaft is
hidden in darkness.

The extremely narrow passageway snakes
downward into the ground, the darkness ahead
threatening to swallow you whole. The priestess
urges you onward, unsure how much time you
have left before the transformation takes hold.
Even now in the torchlight your skin is taking on
a metallic-silver hue and your hair is changing
towards a black iron color.

Inquire what marching order the PCs would like to
go in. If a caster leads the party with detect magic

The 50 foot ladder has two challenges on it, the
first is a permanent Alarm spell (mental) which
Red had enchanted centuries ago. Only Detect
Magic or a character with the Rogue Trapfinding
class feature and a DC 30 Perception check to
notice the small magical glyph from distance will
be able to see it halfway up the ladder.

The second trap is forty feet up, ten feet from the
top of the ladder. Have the lead PC make a DC
5+ATL Perception check to notice that a rung
they are about to climb onto has rotted away. If




they fail, have the PC make a Reflex DC 5+ATL
save to catch themselves before they fall 40 feet to
the bottom of the shaft. The ladder requires a DC 5
Climb check to go up it. Only those in medium or
heavy armor will be in danger of failing by more
than 5.

At the top of the ladder is a ten foot corridor with
a stone door built into the end. The priestess
motions for you to remain silent and points
toward the door, giving yourself a chance to
prepare for combat.

ENCOUNTER 8 — THE RED KING

ENCOUNTER 8 — THE RED KING

When the PCs are ready, continue. Note that the
PCs think they might be jumping Red, but by now
his minions have alerted Red to the PCs escape.

Give the PCs several minutes to prepare if they
would like to before opening the door. Have any
PC casting spells give you a Stealth check for
each spell they cast to heighten the tension. No
matter what the stealth check, Red will most-likely
know the PCs are coming due to the Alarm spell
and has summoned his two guards from outside the
office. Red was once a ranger, but over the
centuries he lost his humanity and his class skills
until he became an aberration, but he retains a
decent skill in Perception. If the PCs do bypass the
Alarm spell, give Red a Perception check every
time a PC casts a spell or does something "loud."
Red receives a -10 penalty to this check due to the
secret door between him and the PCs.

After gathering your wits to assault the cultist
leader, you push on the secret door to enter his
lair. Instead of catching the cult leader off guard,
you instead see him standing behind a huge
wooden desk, flanked by two hulking
abominations. The leader gives you a sadistic
smile, your escape obviously discovered, as he
taps his razor-sharp claws on the edge of the
magic mirror tucked into his belt.

The creature you assume is Red is a gaunt
looking humanoid with elongated limbs, as if
someone had stretched the man on a rack,
blackened skin infused with red tinged mirrored
plates, arms ending in long claws, and a mouth
full of sharpened teeth resembling jagged shards
of glass. Sitting upon his brow is a beaten gold
crown covered in reddish-brown stains which
remind you of blood.

Flanking Red are two hulking humanoids which
you guess might have been trolls before they had
been warped by Red. Covered in the same mirror-
like plates, it looks as if someone had removed
one forearm from each troll and grafted a nasty
falchion in its place. The trolls grips the hilt-arm
in its other hand, visibly quivering in anticipation
to kill.

The king smiles, “Priestess...I'm glad you have
brought some ‘'wedding guests' to this event.
Maybe now after they are dead you will finally
repent from your goddess and become my queen.”
The old woman stares him down, “To hell with
you!”

“So be it,” as the monsters attacks.

Red knows the PCs have escaped due to guards
finding the cells empty. He correctly assumes that
the PCs were using the secret tunnel (which he
kept secret in case he was attacked) and summoned
his two body guards to protect him. In a religion
based on "survival of the fittest" taken to its most




brutal extreme, Red doesn't dare call for more help
for fear that the would appear weak.

Unless the PCs bypass both the Alarm spell and
avoid detection, there will be no surprise round
since Red was warned they were coming. If they
bypassed both means of detection, they can get a
surprise round. See Map 3 at the end of the
module to see how the room is set up.

There are two possible ways to win this combat.
1) Reducing Red's HP to 0 will break the mirror as
he falls onto it.

2) Break the mirror with a sonic spell or targeted
melee attack.

Melee PCs can attempt to Sunder the mirror as a
Combat Maneuver. The mirror has 1 hp and no
hardness.

Likewise the mirror can be destroyed with a spell
with the sonic descriptor (such as Sound Burst) by
targeting Red or targeting the mirror with the
Shatter spell.

As soon as either condition for winning the fight
occurs, go to the next section.

Actions for participants:

Priestess: She will stand back, avoiding melee
combat. If the PCs discuss with her the weaknesses
of the mirror, she will cast her single Sound Burst
spell at the beginning of combat.

If the fight goes badly for the PCs, the priestess has
access to a single Sound Burst spell. Use this as a
last resort if possible.

Bodyguards: The two bodyguards do their best to
stop the PCs from directly attacking their master,
using their greater cleave feat to strike as many
PCs as possible in a given round, or spreading their
full attacks among all available targets. The
bodyguards will not attack the Priestess.

The Bodyguards skill have their troll regeneration,
healing them every round.

The Bodyguards will fight to the death.

Red: After being transformed by Graala into a
monster, Red uses his elongated reach to attack
casters with his claws. Red will grant his favored

enemy bonus (due to his Hunter's Bond ability) to
the two bodyguards, if appropriate. Red also has an
acid spitting attack to use against heavily armored
foes. He will not attack the Priestess.

As the ATL goes up, Red will gain access to ranger
spells, which he will cast when he learns of the
PCs arrival. Many of these spells have longer
durations which will be in effect by the time the
PCs show up. This has been factored into Red's
stats when appropriate.

At ATL 15, Red gains the Quarry Ranger ability,
choose a foe to target this with so Red can use
Power Attack for maximum damage.

The Desk: Red will use his desk as cover, granting
him a +4 cover AC bonus and a +2 on reflex saves.
Likewise, PCs can use the desk as cover as well
against Red if they are next to it. PCs can jump
onto the desk and get a +1 bonus to attack rolls for
being on higher terrain. The Acrobatics (jump)
DC 12 and will provoke attacks of opportunity
from the bodyguards and Red as they pass through
threatened squares. Failure, by 5 or more on the
Acrobatics (Jump) check, results in the PC falling
in the square right before the desk.

The desk is an ancient wooden desk with all sorts
of obscenities have been carved. The desk has 10
HP, AC of 3, and Hardness of 12. Because the desk
is so old, constant flame, such as a flaming sphere
spell but not a fireball, will light the desk on fire,
creating a hazard which will deal 1d6 fire damage
to anyone in that square, and a 1 point of damage
to those next to the desk. The fire will burn 20
rounds. Destroying the desk turns it into rough
terrain.

The Floor: The floor is covered in a threadbare
carpet, bare in many places. Thrown or spilled oil
won't travel far.

The Stone Statues: The statues are large stone
statues which weigh 400 Ibs. PCs can tip the
statues over creating rough terrain in one space by
the statue with a DC 14 Strength check.



Each statue holds a gem enchanted with Continual
Flame. There are almost no shadows in the room
for characters who rely upon shadows for special
attacks (such as Shadowdancers).

ATL7

ATL7

% Red

CE Medium Aberration (mirror creature)/Ranger 3
Init +2; Senses darkvision 60 ft., low-light vision;
Perception +11

AC 20, touch 12, flat-footed 20; (+2 dex, +2
natural armor, +6 breastplate)

HP 61 (4d8+3d10+10); Mirrored Skin (20% miss
chance as Blur)

Fort +5, Ref +6, Will +6

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +8 (1d6+3 damage + rend) plus
Favored Enemy +2 Human

_Or_

2 claws (power attack) +6 (1d6+7 + rend) plus
Favored Enemy +2 Human

Range: Acid Spit +8 (special attack)

Space 5 ft.; Reach 15 ft.

Special Attacks: Rend (2 claws, 1d6+4), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next round)
Statistics

Str 17, Dex 15, Con 12, Int 12, Wis 13, Cha 15
Base Atk +6; CMB + 9; CMD 21

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus)
Skills: Handle Animal +12, Intimidate +12,
Knowledge (dungeoneering) +7, Knowledge
(nature) +7, Perception +11,Stealth +12, Survival
+11

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (Human), Favored Terrain
(+2 Forest), Track, Wild Empathy

Equipment: Magic Mirror, Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

X Mirrored Troll (Body Guard)
CE Large Aberration (mirror creature)




Init +2; Senses darkvision 60 ft., low-light vision,
scent; Perception +7

AC 16, touch 11, flat-footed 14; (+2 Dex, +5
natural, —1 size)

HP 64 (5d8+30); regeneration 5 (acid or fire);
Mirrored Skin (20% miss chance as Blur)

Fort +7, Ref +3, Will +4

Speed 30 ft.

Melee vicious +1 falchion +10 (2d6+8 +2d6
vicious, 1d6 damage to mirrored troll, 18-20 x2)
Space 10 ft.; Reach 10 ft.

Statistics

Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +3; CMB +9; CMD 21

Feats Intimidating Prowess, Iron Will

Skills Intimidate +12, Perception +7

SQ: Mirrored Skin

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.
Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.



| ATL9

% Red

CE Medium Aberration (mirror creature)/Ranger 5
Init +2; Senses darkvision 60 ft., low-light vision;
Perception +13

AC 21, touch 13, flat-footed 20; (+2 dex, +2
natural armor, +6 breastplate, +1 dodge)

HP 79 (4d8+5d10+14); Mirrored Skin (20% miss
chance as Blur); Resist Energy (fire and electricity)
10

Fort +6, Ref +7, Will +6

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +11 (1d6+4 damage + rend) plus
Favored Enemy +4 Human/+2 EIf

_Or_

2 claws (power attack) +8 (1d6+10 + rend) plus
Favored Enemy +4 Human/+2 EIf

Range: Acid Spit +10 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast)

Special Attacks: Rend (2 claws, 1d6+6), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next round)
Statistics

Str 18, Dex 15, Con 12, Int 12, Wis 13, Cha 15
Base Atk +8; CMB + 12; CMD 24

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge

Skills: Handle Animal +14, Intimidate +14,
Knowledge (dungeoneering) +9, Knowledge
(nature) +9, Perception +13,Stealth +14, Survival
+13

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (Human), Favored Terrain
(+2 Forest), Track, Wild Empathy, Hunter's Bond
(party)

Equipment: Magic Mirror, Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

¥ Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 1
Init +2; Senses darkvision 60 ft., low-light vision,
scent; Perception +10

AC 17, touch 11, flat-footed 15; (+2 Dex, +6
natural, —1 size)

hp 90 (6d8+1d10+42); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +9, Ref +3, Will +5

Speed 30 ft.

Melee vicious +1 falchion +13 (2d6+8 +2d6
vicious, 1d6 damage to mirrored troll, 18-20 x2)
Space 10 ft.; Reach 10 ft.

Statistics

Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +5; CMB +11; CMD 23

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Fachion), Improved
Natural Armor

Skills Intimidate +13, Perception +10

SQ: Mirrored Skin

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.

Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.



ATL11

ATL 11

% Red

CE Medium Aberration (mirror creature)/Ranger 7
Init +2; Senses darkvision 60 ft., low-light vision;
Perception +15

AC 24, touch 13, flat-footed 23; (+2 dex, +5
natural armor, +6 breastplate, +1 dodge)

HP 97 (4d8+7d10+18); Mirrored Skin (20% miss
chance as Blur); Resist Energy (fire and electricity)
10

Fort +7, Ref +8, Will +7

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +13 (1d6+4 damage + rend) plus
Favored Enemy +4 Human/+2 EIf

_Or_

2 claws (power attack) +10 (1d6+10 + rend) plus
Favored Enemy +4 Human/+2 EIf

Range: Acid Spit +12 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast), Barkskin (cast)

Special Attacks: Rend (2 claws, 1d6+6), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next 2 rounds)
Statistics

Str 18, Dex 15, Con 12, Int 12, Wis 13, Cha 15
Base Atk +10; CMB + 14; CMD 26

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge, Double Slice (bonus), Improved Natural
Armor

Skills: Handle Animal +16, Intimidate +16,
Knowledge (dungeoneering) +11, Knowledge
(nature) +11, Perception +15,Stealth +16, Survival
+15

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (+4 Human/+2 EIf),
Favored Terrain (+2 Forest), Track, Wild Empathy,
Hunter's Bond (party), Woodland Stride
Equipment: Magic Mirror, Breastplate
Languages Common (ancient), Giant




Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

X Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 3
Init +6; Senses darkvision 60 ft., low-light vision,
scent; Perception +12

AC 20, touch 11, flat-footed 18; (+2 Dex, +6
natural, +3 armor (Studded Leather), —1 size)

HP 118 (6d8+3d10+54); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +10, Ref +4, Will +6; +1 vs fear effects.
Speed 30 ft.

Melee vicious +1 falchion +16/+11 (2d6+10 +2d6
vicious, 1d6 damage to mirrored troll, 18-20 x2)
Space 10 ft.; Reach 10 ft.

Statistics

Str 22, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +5; CMB +12; CMD 24

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Falchion), Improved
Natural Armor, Improved Initiative, Power Attack
Skills Intimidate +16, Perception +12

SQ: Mirrored Skin, bravery +1

Equipment: Studded Leather Armor

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.
Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.



ATL 13

ATL 13

% Red

CE Medium Aberration (mirror creature)/Ranger 9
Init +6; Senses darkvision 60 ft., low-light vision;
Perception +17

AC 24, touch 13, flat-footed 23; (+2 dex, +5
natural armor, +6 breastplate, +1 dodge)

hp 128 (4d8+9d10+35); Mirrored Skin (20% miss
chance as Blur); Resist Energy (fire and electricity)
10

Fort +8, Ref +9, Will +8; Evasion

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +15 (1d6+4 damage + rend) plus
Favored Enemy +4 Human/+2 EIf

_Or_

2 claws (power attack) +11 (1d6+12 + rend) plus
Favored Enemy +4 Human/+2 EIf

Range: Acid Spit +14 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast), Barkskin (cast), Resist Energy
Special Attacks: Rend (2 claws, 1d6+6), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next 3 rounds)
Statistics

Str 18, Dex 15, Con 12, Int 12, Wis 13, Cha 16
Base Atk +12; CMB + 16; CMD 28

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge, Double Slice (bonus), Improved Natural
Armor, Toughness

Skills: Handle Animal +19, Intimidate +19,
Knowledge (dungeoneering) +13, Knowledge
(nature) +13, Perception +21,Stealth +22, Survival
+21

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (+4 Human/+2 EIf),
Favored Terrain (+2 Forest/+4 Mirror Plane),
Track, Wild Empathy, Hunter's Bond (party),
Woodland Stride, Swift Tracker, Evasion
Equipment: Magic Mirror, Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

X Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 5
Init +6; Senses darkvision 60 ft., low-light vision,
scent; Perception +14

AC 20, touch 11, flat-footed 18; (+2 Dex, +6
natural, +3 armor (Studded Leather), —1 size)

HP 146 (6d8+5d10+66); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +11, Ref +4, Will +6; +1 vs fear effects.
Speed 30 ft.

Melee vicious +1 falchion +19/+14 (2d6+13+2d6
vicious, 1d6 damage to mirrored troll, 18-20 x2)
Space 10 ft.; Reach 10 ft.

Statistics

Str 22, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +7; CMB +14; CMD 26

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Falchion), Improved
Natural Armor, Improved Initiative, Power Attack,
Weapon Specialization (Falchion), Combat
Reflexes

Skills Intimidate +18, Perception +14

SQ: Mirrored Skin, bravery +1, Weapon Training 1
(heavy blade)

Equipment: Studded Leather Armor

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.
Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed



limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

ATL 15

ATL 15

% Red

CE Medium Aberration (mirror creature)/Ranger
11

Init +6; Senses darkvision 60 ft., low-light vision;
Perception +23

AC 27, touch 13, flat-footed 26; (+2 dex, +6
natural armor, +6 +2 breastplate, +1 dodge)

HP 148 (4d8+11d10+41); Mirrored Skin (20%
miss chance as Blur); Resist Energy (fire and
electricity) 20

Fort +9, Ref +10, Will +8; Evasion

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +18 (1d6+5 damage + rend) plus
Favored Enemy +4 Human/+4 Aberration/+2 EIf
_Or_

2 claws (power attack) +14 (1d6+13 + rend) plus
Favored Enemy +4 Human/+4 Aberration/+2 EIf
Range: Acid Spit +16 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast), Barkskin (cast), Magic Fang,
Greater (cast, +1 all nat. attacks), Resist Energy
Special Attacks: Rend (2 claws, 1d6+7), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next 4 rounds),
Quarry

Statistics

Str 18, Dex 15, Con 12, Int 12, Wis 13, Cha 16
Base Atk +14; CMB + 18; CMD 30

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge, Double Slice (bonus), Improved Natural
Armor, Toughness, Combat Reflexes, Improved
Two Weapon Fighting (bonus)

Skills: Handle Animal +21, Intimidate +21,
Knowledge (dungeoneering) +15, Knowledge
(nature) +15, Perception +23,Stealth +24, Survival
+23

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (+4 Human/+4
Aberration/+2 EIf), Favored Terrain (+2 Forest/+4




Mirror Plane), Track, Wild Empathy, Hunter's
Bond (party), Woodland Stride, Swift Tracker,
Evasion, Quarry

Equipment: Magic Mirror, +2 Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

X Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 7
Init +6; Senses darkvision 60 ft., low-light vision,
scent; Perception +16

AC 22, touch 11, flat-footed 20; (+2 Dex, +6
natural, +5 armor (Scale Mail), —1 size)

HP 174 (6d8+7d10+78); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +12, Ref +5, Will +7; +2 vs fear effects.
Speed 30 ft.

Melee vicious +1 falchion +21/+16 (2d6+13+2d6
vicious, 1d6 damage to mirrored troll, 15-20 x2)
Space 10 ft.; Reach 10 ft.

Statistics

Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +9; CMB +16; CMD 28

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Falchion), Improved
Natural Armor, Improved Initiative, Power Attack,
Weapon Specialization (Falchion), Combat
Reflexes, Stand Still, Improved Critical

Skills Intimidate +20, Perception +16

SQ: Mirrored Skin, bravery +2, Weapon Training 1
(heavy blade)

Equipment: Scale Mail

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.

Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.



ATL 17

ATL 17

% Red

CE Medium Aberration (mirror creature)/Ranger
13

Init +8; Senses darkvision 60 ft., low-light vision;
Perception +27

AC 28, touch 14, flat-footed 26; (+3 dex, +6
natural armor, +6 +2 breastplate, +1 dodge)

HP 168 (4d8+13d10+47); Mirrored Skin (20%
miss chance as Blur); Resist Energy (fire and
electricity) 20

Fort +10, Ref +13, Will +9; Evasion

Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +21 (1d6+5 damage + rend) plus
Favored Enemy +4 Human/+4 Aberration/+2 EIf
_Or_

2 claws (power attack) +15 (1d6+15 + rend) plus
Favored Enemy +4 Human/+4 Aberration/+2 EIf
Range: Acid Spit +19 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast), Barkskin (cast), Magic Fang,
Greater (cast, +1 all nat. attacks), Resist Energy
Special Attacks: Rend (2 claws, 1d6+7), Acid Spit
(30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next 4 rounds),
Quarry

Statistics

Str 18, Dex 16, Con 12, Int 12, Wis 13, Cha 16
Base Atk +16; CMB + 20; CMD 33

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge, Double Slice (bonus), Improved Natural
Armor, Toughness, Combat Reflexes, Improved
Two Weapon Fighting (bonus), Lightning Reflexes
Skills: Handle Animal +23, Intimidate +23,
Knowledge (dungeoneering) +18, Knowledge
(nature) +18, Perception +27,Stealth +28, Survival
+27

SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (+4 Human/+4
Aberration/+2 EIf), Favored Terrain (+2 Forest/+6

Mirror Plane/Urban +2), Track, Wild Empathy,
Hunter's Bond (party), Woodland Stride, Swift
Tracker, Evasion, Quarry, Camouflage
Equipment: Magic Mirror, +2 Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

¥ Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 9
Init +6; Senses darkvision 60 ft., low-light vision,
scent; Perception +18

AC 22, touch 11, flat-footed 20; (+2 Dex, +6
natural, +5 armor (Scale Mail), —1 size)

HP 202 (6d8+9d10+90); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +13, Ref +6, Will +8; +2 vs fear effects.
Speed 30 ft.

Melee vicious +1 falchion +25/+20/+15
(2d6+13+2d6 vicious, 1d6 damage to mirrored
troll, 15-20 x2)

Space 10 ft.; Reach 10 ft.

Statistics

Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Base Atk +11; CMB +18; CMD 30

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Falchion), Improved
Natural Armor, Improved Initiative, Power Attack,
Weapon Specialization (Falchion), Combat
Reflexes, Stand Still, Improved Critical, Greater
Weapon Focus (Falchion), Improved Iron Will
Skills Intimidate +22, Perception +18

SQ: Mirrored Skin, bravery +2, Weapon Training 2
(heavy blade)

Equipment: Scale Mail

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's



descriptive text describes the types of damage that
cause the regeneration to cease functioning.

Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

ATL 19

ATL 19

% Red

CE Medium Aberration (mirror creature)/Ranger
15

Init +8; Senses darkvision 60 ft., low-light vision;
Perception +27

AC 30, touch 14, flat-footed 28; (+3 dex, +7
natural armor, +6 +3 breastplate, +1 dodge)

HP 188 (4d8+15d10+53); Mirrored Skin (20%
miss chance as Blur); Resist Energy (fire and
electricity) 20

Fort +11, Ref +14, Will +10; Evasion
Weakness: Spells dealing sonic damage or a
targeted Shatter spell will break the Magic Mirror
and end combat.

Speed: 20 ft.

Melee: 2 claws +25 (1d6+8 damage + rend) plus
Favored Enemy +4 Human/+6 Aberration/+2
Elf/+2 Dwarf

_Or_

2 claws (power attack) +20 (1d6+18 + rend) plus
Favored Enemy +4 Human/+6 Aberration/+2 EIf/
+2 Dwarf

Range: Acid Spit +21 (special attack)

Space 5 ft.; Reach 15 ft.

Spells: Resist Energy (Fire) (cast), Resist Energy
(Electricity) (cast), Barkskin (cast), Magic Fang,
Greater x2 (both cast), Resist Energy x2

Special Attacks: Rend (2 claws, 1d6+10), Acid
Spit (30 foot range, ranged touch attack, 2d4 acid
damage and 2d4 damage in the next 5 rounds),
Quarry

Statistics

Str 18, Dex 16, Con 12, Int 12, Wis 13, Cha 16
Base Atk +18; CMB + 22; CMD 35

Feats: Improved Natural Attack (claw), Weapon
Focus (claw), Power Attack, Leadership, Two
Weapon Fighting (bonus), Endurance (bonus),
Dodge, Double Slice (bonus), Improved Natural
Armor, Toughness, Combat Reflexes, Improved
Two Weapon Fighting (bonus), Lightning
Reflexes, Two Weapon Rend (bonus), Improved
Natural Armor

Skills: Handle Animal +25, Intimidate +25,
Knowledge (dungeoneering) +20, Knowledge
(nature) +20, Perception +29,Stealth +30, Survival
+29




SQ: Mirrored Skin, Acid Spit (as Acid Arrow as a
standard action, CL=HD), Tongues (Ex) at will,
Rend, Favored Enemy (+4 Human/+4
Aberration/+2 EIf), Favored Terrain (+2 Forest/+6
Mirror Plane/Urban +2), Track, Wild Empathy,
Hunter's Bond (party), Woodland Stride, Swift
Tracker, Evasion, Quarry, Camouflage
Equipment: Magic Mirror, +3 Breastplate
Languages Common (ancient), Giant

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.

¥ Mirrored Troll (Body Guard)

CE Large Aberration (mirror creature)/Fighter 11
Init +6; Senses darkvision 60 ft., low-light vision,
scent; Perception +20

AC 24, touch 11, flat-footed 20; (+2 Dex, +6
natural, +7 armor (Scale Mail), —1 size)

HP 230 (6d8+11d10+102); regeneration 5 (acid or
fire); Mirrored Skin (20% miss chance as Blur)
Fort +14, Ref +6, Will +8; +3 vs fear effects.
Speed 30 ft.

Melee vicious +1 falchion +28/+23/+18
(2d6+14+2d6 vicious, 1d6 damage to mirrored
troll, 15-20 x2, +4 to confirm critical, Bleeding
Critical (2d6))

Space 10 ft.; Reach 10 ft.

Statistics

Str 24, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +13; CMB +21; CMD 33

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Weapon Focus (Falchion), Improved
Natural Armor, Improved Initiative, Power Attack,
Weapon Specialization (Falchion), Combat
Reflexes, Stand Still, Improved Critical, Greater
Weapon Focus (Falchion), Improved Iron Will,
Critical Focus, Bleeding Critical

Skills Intimidate +25, Perception +20

SQ: Mirrored Skin, bravery +3, Weapon Training 2
(heavy blade)

Equipment: Splint Mail

Languages Giant

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but
they cannot die as long as their regeneration is still
functioning (although creatures with regeneration

still fall unconscious when their hit points are
below 0). Certain attack forms, typically fire and
acid, cause a creature's regeneration to stop
functioning on the round following the attack.
During this round, the creature does not heal any
damage and can die normally. The creature's
descriptive text describes the types of damage that
cause the regeneration to cease functioning.

Attack forms that don't deal hit point damage are
not healed by regeneration. Regeneration also does
not restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are
not reattached wither and die normally.

Mirrored Skin (Ex) Creatures of the Mirror
Dimension have mirror-like skin and plates
granting them a 20% miss chance like the Blur
spell.



As soon as the Magic Mirror is broken or Red
reaches O hp, continue with the box text. If any PC
is down or dying, they will be aided by
Amthydorian citizens or a passing Diamond Watch
patrol when they arrive in the city a round later.

As soon as the Magic Mirror is broken or Red
reaches 0 hp, continue with the box text. If any PC
is down or dying, they will be aided by
Amthydorian citizens or a passing Diamond Watch
patrol when they arrive in the city a round later.

CONCLUSION A

CONCLUSION A

With a resounding crash, your world falls apart
like the cracks forming in the looking glass. The
world dissolves into bright light as your mind
seems to be ripped from your body. You scream
for what seems an eternity until you pass out.

Go to Conclusion A.

You awaken again from your journey from the
Mirror Dimension to find yourself in a white
linen bed with a very unhappy Diamond
Legionnaire at the door. He nods in your
direction before leaving through the door. Ten
minutes later the door opens and a half-elf
lieutenant walks through the door with a halfling
scribe in tow. After several hours of questioning,
the lieutenant finally leaves you and your
companions in the room with an armed guard
and a healer. Several hours later, the half-elf
Lieutenant returns, a scroll in his hands.

“After consulting with my superiors, the
priestess’s spirit through magic and several other
witnesses, the Diamond Watch has concluded that
you are innocent of any wrongdoing in the death
of the elven priestess we found with you in the
street. Furthermore your testimony that you were
working for Master Muleskinner and he has
confirmed that he hired you to investigate this
‘cathedral’. After speaking with the League of
Thermagical Studies, we have confiscated the
journal pending further translations. Thank you
citizens for your time and your patience in this
matter. For your loss of the journal, the City has
arranged for you to receive a suitable reward in
return for your continued silence on how you
traveled to the Mirror Dimension.”

Leaving the Diamond Legion post, you hear
rumors about a band of brave adventurer's
fighting off demons from the hells to save a
trapped priestess running rampant through the
streets. Already there are rumors that the city
planned to build a statue in the honor of the
fallen priestess in the location she died, a
reminder to the city of the power of faith. You can
only smile to yourself realizing that the city is
blocking the only location which anyone with a
similar magic key could access the cathedral.
Place, time, and key: as the Sage told you in his
round-about manner.




Visiting Master Muleskinner, you recount your
tale and what you discovered to the dying old
man.

He smiles and with a sigh speaks up, "I'm so
grateful to have finally learned the truth after all
these years, even if | can never tell anyone. But
that is alright with me, just discovering something
this fantastic before I died brings a smile to my
face."

The old man offers you an official decree from
the city, "I'm not exactly sure what | had
uncovered, but it was serious enough that the city
officially threaten me with the charge of treason
if I ever discuss this with anyone else. Apparently
they had a quick discussion with the Sage about
how to properly block this portal from being
opened ever again by placing a large enough
barrier over the single spot it could be accessed.
Hence the new statue being carved in the Poor
District."

The old man sighs, but smiles as he thanks you
for what you have done for him. As you leave you
are each given your reward by a waiting
secretary, your mission at its end. Several days
later you attend the funeral for Master
Muleskinner, knowing that he went to the gods
and his family a happy man.

CONCLUSION B

CONCLUSION B

You have decided that an old man's final wish
isn't worth your time and Master Muleskinner
dies in his sleep due to disappointment. Rumors
swirl around the city about how heroes of
Amthydor are too important to grant a dying old
man one final wish. At lunch the next day, your
waitress apologizes for accidentally dropping a
flagon of mead upon your head as she passed by,
and your launderer feels horrible about shrinking
your favorite tunic in the wash. You have a
feeling that the citizens of this fine city won't
forget or forgive your actions for months to come.

THUS ENDS “REFLECTIONS OF THE
PAsT”

TIME UNIT COST: 10 TU

THUS ENDS “REFLECTIONS OF THE
PAST”

TIMEUNIT COST:5TU




CONCLUSION C

CONCLUSION C

Mule Transportation and owe the company money
or a favor at a later date.

Creatures defying understanding slither in front
of your cage. With what you think is a smile, the
creatures toss several silvery pods which strike
your chest. The pods explode into hundreds of
tentacles which wrap your bodies in iron bands.
Monsters enter your cell and begin to drag you
through the temple. You feel like you are traveling
through the bowels of a colossal beast, the air
reeking of rotting waste.

The hallways you are dragged through are
enveloped in hundreds, if not thousands of
creatures ranging from chattering inch high
fanged faeries to hulking mirrored creatures with
weapons fused to limbs. You enter the main
chapel you can tell that it was once a beautiful
edifice of light with arching stained glass
windows looking over the main alter. But the
once beautiful chapel has been corrupted by the
Graalates through centuries of sacrifice and
suffering.

The altar which you are tied to is surrounded by
strange alchemical laboratory equipment and
racks upon racks of torture implements. Moments
later, Red stands over your bodies, chanting foul
rites and praises, “Graala” spoken every few
words. Perhaps it is good you cannot understand.

Your last memories are screaming in agony as the
monster Red begins to experiment on you. His
insane laughter echoes in your mind as your life
slips away.

You awaken days later under the care of healers
and priests. A kind half-elf informs you that your
party appeared three days after you left for the
cathedral. Master Muleskinner's agents found
your mutilated bodies and took efforts to get you
aid. A day before Master Muleskinner's death, he
informed the city of the mission he sent you on
and put the Diamond Legion in contact with the
Sage. Based upon their decisions a statue will be
built on the spot you were discovered.

For some reason, you hear the Sage's voice echo
through your head: place, location and key.
Rather than find out what happened, the city had
decided to seal the site from those foolish enough
to try and discover the mystery of the cathedral.
Apparently some secrets are too dangerous to
know. Your reward is dropped off a day later by a
messenger.

Inform the PCs that they can be raised from the
dead and restoration spells for negative levels,
either burning a cert or spending the money. Note
the rules on page 120 the LSJ Campaign Guide for
the chart on reincarnate if they use that option.
Once decisions have been made, continue with the
box text. If the PCs cannot afford to be raised
and/or have Restoration cast on them for the
negative levels, they can take the cert Debt of Red

THUS ENDS “REFLECTIONS OF THE
PAST”

TIMEUNIT COST: 15TU




CONCLUSION D

CONCLUSION D

If the PCs used magic or violence to try to get
through the secret passageway, read the following
block. If they decided to fight, skip the first text
block and read the rest.

With a resounding crash, the entire wall and
secret passageway crashes down, sealing the only
way through. The cathedral was too old and too
weakened to be modified like this. The screams of
thousands of monsters shake the entire cathedral
in a cacophony of anger.

Amthydor. The healers tell you that Master
Muleskinner had several people watching out for
'something’ to happen in a certain location in the
Poor District. A day ago, your corpses appeared
and Master Muleskinner went to work arranging
contacts to get you raised. Shortly after he
finished, Master Muleskinner fell asleep and
never woke up.

Master Muleskinner left you a letter to forget
about what you saw in whatever you were. Some
secrets are best left unanswered. Unfortunately
your nightmares may be less forgiving.

The PCs mangled bodies appear in Amthydor two
days later. Inform the PCs that they can be raised
from the dead and restoration spells for negative
levels, either burning a cert or spending the money.
Note the rules on page 120 the LSJ Campaign
Guide for the chart on reincarnate if they use that
option. Once decisions have been made, continue
with the box text. If the PCs cannot afford to be
raised and/or have Restoration cast on them for the
negative levels, they can take the cert Debt of Red
Mule Transportation, and owe the company money
or a favor at a later date.

Monsters pour down the passageway towards you,
literally throwing themselves at you trying to drag
you down. Claw and tooth and spine are brought
to bear as bodies pile upwards. Some of the
creatures spit acid and fire and ice which sizzle
all about you. Minutes turn into hours, but the
horde never lets up, gaining a berserker like focus
as the mirror creatures fall to your attacks.

A cut here, a bite there, burns over your body,
slowly but surely you weaken as you run out of
spells and strength to fight on. But the horde
never tires. Never stops. Hundreds of creatures
waiting for their chance. Eventually you fall one
by one from hundreds of minor wounds.

You awaken screaming, your final moments of
life replayed in your memory. You failed to escape
the Mirror Dimension, but you are back in

THUS ENDS “REFLECTIONS OF THE
PAST”

TIMEUNIT COST: 15TU




CONCLUSION E

CONCLUSION E

The last thing you remember are huge teeth and
claws wielded by the bulette before you died. But
a voice whispers in your ears, 'Do you want to
come back?' Somehow you know that a good
Druid of Brianna is calling you back into the
land of the living. What do you answer?

If the PCs answer yes, they are brought back from
the dead through a Reincarnate spell. Don't answer
any other questions that the PCs have, yes or no is
all they can choose from. See page 120 of the
Legends of the Shining Jewel Player's Guide for
the Reincarnate chart. The PCs will awaken with 2
negative levels in their new bodies. Inform the PCs
they can use certs or their own money to have the
negative levels removed, or if they cannot afford
the cost, Red Mule Transportation picks up the
expense. PCs earn the Debt to Red Mule
Transportation cert if they use this option.

Looking up from his deathbed, Master
Muleskinner looks at each of you, disappointment
apparent in his voice, "'l never imagined you
would run into such a monster on your journey to
the Sage's house. And without the map, there is
no way we can contact him until he decides to
send a message to the company. What a
shame...but there was nothing that can be done.
Thank you for your time, I wish you success in
the future."

With that you are escorted from the Red Mule
Transportation company by Alphonso, who nods
in silent thanks for what you attempted for his
master.

A day later you hear in a local tavern that Master
Muleskinner passed away in his sleep peacefully.
At least he will be with his family again.

You all awaken in new bodies. You have your
memories, but looking at your hands and the
faces of your friends, you are all no longer the
people you used to be.

Smiling, an elven woman with a pendant
inscribed with symbol of Briana looks down at
you, "'I'm sorry for what happened and I'm glad
the spell worked at all. We found you killed by the
bulette yesterday, the monster feasting on your
dead horses. We weren't exactly sure how long
you had been dead, but I'm glad | could return
your and your companions to life.

"We are a band of adventurers hired by the city to
investigate a monster attacking livestock in this
part of the Protectorate. We finished off the
monster and were lucky enough that | could
reincarnate you. We have all of your gear, but I'm
sorry to say that the bulette destroyed your framed
map. Was that important for some reason?"'
Without the magic of the map to guide you, the
trail seems to have disappeared. The druid and
her band offer to travel back with you back to
Amthydor: they need to report the success of their
mission, and you to report the failure of yours.

If the players are cranky that they are reincarnated,
inform them that the band which finished off the
bulette was a hunting party consisting of a druid,
two rangers and a barbarian. It would have taken
too long to get back to civilization to cast anything
but a Resurrection spell, which is far more
expensive. Because the map was destroyed, the
PCs have no way to find the Sage.

THUS ENDS “REFLECTIONS OF THE
PAST”

TIMEUNIT COST: 15TU




CONCLUSION F

CONCLUSION F

If the PCs fly use this text.

You spend several days flying, but cannot find the
Sage's home. Confused you head back to
Amthydor to arrange horses when a sudden storm
strikes, forcing you to the ground.

Lightning falls around you, illuminating the sky.
Even those unused to wilderness campaigns
realize that this storm isn't natural. You find a
small cave and make camp to wait out the storm.

Hours pass into days as the unnatural storm
spreads its rage around you. A week later it ends
and you can make your way back to the city.

Arriving at the offices of Red Mule
Transportation you are given a hard stare from
Alphonso, the new leader of the company. He
passes a bag of coin to you with a look of disgust
before waving you away.

Maybe if you had listened to Master Muleskinner
he would not have died while you wasted your
time in flight.

CONCLUSION G

CONCLUSION G

If the PCs use teleportation or planar travel, read
this text.

THUS ENDS “REFLECTIONS OF THE
PAsT”

TIME UNIT COST: 15TU

The world disappears from sight as you travel the
magical pathways through the world. But as soon
as you begin you have a sinking feeling that
something is horribly wrong. You begin to scream
in terror, a large smile appearing in your minds
and a finger wagging back and forth telling you
'naughty naughty’.

You awaken in a crash in a small cave. You shake
your head as you come to your senses. After
gathering your senses, you make your way back
to Amthydor. Much to your horror you realize two
weeks have passed since you first left the city.

Arriving at the offices of Red Mule
Transportation you are given a hard stare from
Alphonso, the new leader of the company. He
passes a bag of coin to you with a look of disgust
before waving you away.

Maybe if you had listened to Master Muleskinner
he would not have died while you wasted your
time in a shortcut.

THUS ENDS “REFLECTIONS OF THE
PAST”

TIMEUNIT COST: 15TU




CONCLUSION H

CONCLUSION H

More than ten days later your bodies are brought
back to Amthydor by agents of Red Mule
Transportation. Once back into the city the
company's agents get to work finding someone to
resurrect you.

CONCLUSION |

CONCLUSION |

If the PCs obtain the mirror but fail to ask how it is
used.

Due to the time it took for the Sage to contact Red
Mule Tranportation and a caravan started to
recover the bodies, ten days has passed. PCs can
use certs to get raised from the dead if the caster of
Raise Dead is 10th level or higher (with 2 negative
levels), otherwise the PC will have to be
Resurrected. PCs who are resurrected will have 1
negative level. If the PCs cannot afford to be raised
and/or have Restoration cast on them for the
negative levels, they can take the cert Debt of Red
Mule Transportation, and owe the company money
or a favor at a later date.

Grasping the mirror tightly in your hands as you
race back to Amthydor, you have a nagging
feeling that you have forgotten something until it
is too late. Arrive back in the city you finally
realize that although you have the key, you have
no idea how to use it.

Shamefully, you return to report your failure to
Red Mule Transportation, much to the heartbreak
of the owner who dies the next day. You have
failed, shattering the hopes and dreams of a dying
man.

You are resurrected, but it has cost you pride and
reputation. Bards sing in the taverns about how
some heroes can't even pick up a simple delivery
without getting killed and children play ' heroes
and sorcerers' in the street, the heroes dying
spectacular deaths that the children make up.
Master Muleskinner died a disappointed man
while the caravan was bringing your mangled
bodies back to the city. Hopefully in the future
you will learn from this failure and not attack the
man you are sent to contact.

THUS ENDS “REFLECTIONS OF THE
PAsT”

TIME UNIT COST: 20 TU

THUS ENDS “REFLECTIONS OF THE
PAST”

TIME UNIT COST: 10 TU




EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

ATL7 ATL9 ATL 11 ATL 13 ATL 15 ATL 17 ATL 19
Module Experience
1800 2900 | 4500 | 7000 | 10500 | 17000 28000
Roleplaying XP Bonus
100 100 200 200 500 500 500
Maximum Possible XP
1900 3000 | 4700 [ 7200 | 11000 | 17500 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 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.

Conclusion A: > Favor of Red Mule Transportation
100 x ATL gp cert: one per PC.

Encounter 3 > Fez cert: one per PC.

> Wedded Bliss cert: if the PCs speak
with the Sage long enough for him to give it to
them.

Encounter 5

> Sustaining Spoon cert: if the PCs take
it from the Priestess’s cell.

Conclusion A
> Silence
cert: one per PC

is Golden...and Profitable

> Mirror Kissed: one per PC.

Conclusion B:
> Nothing

Conclusion C:
> 50 x ATL gpEncounter 3



> Wedded Bliss cert: if the PCs speak
with the Sage long enough for him to give it to
them.

Encounter 5

> Sustaining Spoon cert: if the PCs take
it from the Priestess’s cell.

Conclusion C

> Debt to Red Mule Transportation
cert: one per PC as appropriate.

> Fez cert: one per PC.

> Mirror Kissed cert: one per PC.

> Nightmares cert: one per PC.

Conclusion D:

> 50 X ATL gp

Encounter 3

> Wedded Bliss cert: if the PCs speak
with the Sage long enough for him to give it to
them.

Encounter 5

> Sustaining Spoon cert: if the PCs take
it from the Priestess’s cell.

Conclusion D

> Debt to Red Mule Transportation
cert: one per PC as appropriate.

> Fez cert: one per PC.

> Mirror Kissed cert: one per PC.

> Nightmares cert: one per PC.

Conclusion E:
> 50 X ATL gp

Conclusion F:
> Nothing

Conclusion G:
> Nothing

Conclusion H:
> Debt of Red Mule Transportation
cert: one per PC as appropriate.

Conclusion I:
> 10 x ATL gp



PLAYERS' HANDOUT 1

Kind Adventurer,

| hope that this letter finds you
well this brisk autumn
morning. | have heard of your
exploits and wish to hire you
for a personal job. If you are
interested, meet me in the Dock
District at my home at the
supplied address at noon with
this scroll.

Master Ithan Muleskinner
Red Mule Transportation



GM PLAY AID #1

Get the players names and their PCs names so you
have a cheat sheet while playing.

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
Role-played character (yes)
Got Wedding Dress (yes)
Picked up Sustaining Spoon (yes)

Mark off the roleplaying if the character actively
participates during the discussions with the sage
and the priestess. If this box isn't checked off at the
end of the module, don't give them the role-playing
bonus experience.

The Dress goes to the PC who is wearing it in the
adventure.

If someone obtained the Sustaining Spoon while in
the cell, check off who picked it up.



MAP 1: Bulette Ambush

PCs on
Horses

. Forest (cover)

PC

PC

PC

PC

PC

PC

=5 ft. space



Map 2: Dungeon
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Map 3: Red's Office

Bare Floor

PC

—— Starting
spot

Body
Guards

Statue

Red

Desk

Secret
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=5 ft.







CRITICAL EVENT
SUMMARY:
REFLECTIONS OF THE
PAST

Convention:
Date:

List about 10 questions that ask what PCs did
at critical plot points.

1. Did the players panic discovering they were
in the Mirror Dimension? (Circle all that
apply)

Yes No

2. How did the heroes treat the Priestess?
(Circle whichever applies)

Hostile
Killed her

Refused to take her
Attacked her

Accepted her Befriended her

3. Did the PCs get the Wedding Dress?
Yes No

4. What was Sage’s status at the end of the
module? Alive Dead

5. How did the heroes deal with Red to
escape the Mirror Dimension?
Killed him Broke the Mirror

6. Did the heroes get the Sustaining Spoon?
Yes No

7. Did the heroes escape the dungeon?
Yes No

If the answer is “No” is it because they
gave up?

Yes No

8. Did the heroes discover the link between
the Priestess and Red? Yes No

9. List on the back of this sheet the real names
and PC names of anyone who earned either a
Debt to Red Mule Transportation and
Nightmare.

10. Note any other important information on
the back of this form (PC arrests, etc.).

Return this form to: David Samuels, 2722 East
64" Street, Brooklyn, N 11234, or by e-mail
to Isj-modsummary@theshiningjewel.com.



Please send complete
Eric V. Clark, 300 Indiana Ave, Pe
email
to
Isj-roster@theshiningj

Player Name:
Email address:
Hero’s Name:

ROSTER OF Class
Level:
HEROES: <TITLE> Region/City:
Judge Name: Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha  Gained a level:
Dead: Out of Play: Wish to Judge Future
Convention: Player Name:
Date: Home State:
Email address:
(optional)
Player Name: Hero’s Name:
Home State: Sex:
Email address: Race:
(optional) Class:
Hero’s Name: Tevel:
Sex: Region/City:
Race: Special items or comments:
Class: Hero's Stats: Str Dex Con Int Wis Cha  Gained a level:
LCV?II . Dead: Out of Play: Wish to Judge Future
Region/City:
Special items or comments: Player Name:
Hero's Stats: Str Dex Con Int Wis Cha  Gained a level: Home State: Lost level(s):
Dead: Out of Play: Wish t@ifnslige divaye Events: Wish to Author Future Events:
(optional)
Player Name: Hero’s Name:
Home State: Sex:
Email address: Race:
(optional) Class:
Hero’s Name: Level:
Sex: Region/City:
Race: Special items or comments:
Class: Hero's Stats: Str Dex Con Int Wis Cha  Gained a level:
LCV?I: - Dead: Out of Play: Wish to Judge Future
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:

Player Name:
Home State:
Email address:
(optional)
Hero’s Name:
Sex:

Race:

Class:

Level:
Region/City:

Special items or comments:

Wish to Judge Future Events:

Wish to Author Future Events:

Hero's Stats: Str Dex Con Int Wis Cha  Gained a level:

Dead: Out of Play:

Wish to Judge Future Events:

Lost level(s):
Wish to Author Future Events:



Wclcomc tothe | S5 Shoppine; 5Prcc!

Enclosed in this package is all you need to use the
Shopping Spree.

What to I rint

Please print out the Shopping Spree cert file. Each
character gets one and only one cert per adventure to
make their purchases. Please destroy any unused certs.

General Rules

Each player may purchase up to four items per
adventure, all listed on a single cert.

All unused slots on the cert must be crossed out at the
time of purchase.

Exception: A player with a cohort who is playing in that
adventure may purchase up to an additional four items
for the cohort, all on a second cert.

In game time terms, Shopping Spree purchases may
only take place before or after an adventure.

No items may be purchased during an adventure, nor
may any be added to a purchase completed before an
adventure.

E.g.: The party runs into some lycanthropes and has no
silver weapons. They decide at that time that they had
bought silversheen using the Shopping Spree. Sorry,
that isn’t happening. Deny the purchase until after the
module is over.

What Can Bc Furchasccl

The following may be purchased from Pathfinder RPG
Core Rulebook.

Scrolls are available for the following Arcane/Divine

Available Potions / Scrolls Scrzlll PDrlce Pportil(?:
Cure light wounds (potion) 50/ 25 50
Endure elements (potion) NA/ 25 50
Mage armor (potion) NA/NA 50
Magic fang (potion) NA/ 25 50
Magic weapon (oil) NA/ 25 50
Protection from XX* (potion) NA/ 25 50
Remove fear (potion) NA/ 25 50
Bless weapon (oil) NA/ 100 100
Silversheen (oil) NA 250
Aid (potion) NA 300
Cure moderate wounds (potion) | 200/ 150 300
Darkvision (potion) NA/ 375 300
Delay poison (potion) 200/ 150 300
Lesser restoration (potion) NA /150 300
Remove paralysis (potion) NA /150 300
Resist energy 10** (potion) NA/ 150 300
Cure serious wounds (potion) 525/ 375 750
Magic circle against XX* NA /375 750
(potion)

Neutralize poison (potion) 1000/ 375 750
Remove blindness/deafness NA/ 375 750
(potion)

Remove curse (potion) NA/ 375 750
Remove disease (potion) NA/ 375 750
Water breathing (potion) NA /375 750
Dispel Magic (scroll)*** NA/ 375 NA
Hold Person (scroll)*** NA/ 150 NA
Breath of Life (scroll)**** NA/ 1125 NA
Raise Dead (scroll)**** NA/ 6125 NA

Spells. Prices are listed for (Arcane)/(Divine). NA in the listing means the spell is not available as that type of

scroll.

All potions and scrolls available for purchase are at minimum caster level.

* An alignment (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 a mishap if the scroll is cast by a caster less than 5th level.
**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level.




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

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

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

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

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

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

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark 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 all rights, title and interest in and to that Product
Identity.

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE

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

System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
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 Guide, Copyright 2009, The Shining Jewel, LLC;
Authors LSJ Staff.

Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel,
LLC; Author Keith Knecht

INSERT YOUR TITLE, Copyright 2010, The Shining Jewel, LLC,
Author INSERT YOUR NAME.



