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The Sky Is Falling!

By Jay Fisher

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

An object in the sky is coming to land on Jadenspur. Can you evacuate the hold-outs before it’s
too late? A one-round adventure for character levels 1-17.

(Updated August 2013)
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Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo
Publishing, LLC. See Paizo.com for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC
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LEGAL TEXT

PATHFINDER is a registered trademark of PAIZO
PUBLISHING, LLC, and the PATHFINDER
ROLEPLAYING GAME and the PATHFINDER
ROLEPLAYING GAME COMPATIBILITY LOGO
are trademarks of PAIZO PUBLISHING, LLC, and
are used under the Pathfinder Roleplaying Game
Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for
more information on the compatibility license.

THE SHINING JEWEL, LLC; TSJ, LLC; TSJ, LLC
LOGO; LEGENDS OF THE SHINING JEWEL; LSJ;
LSJ LOGO; and RAIA are trademarks of The Shining
Jewel, LLC. Tournament detail copyright 2013 by The
Shining Jewel, LLC. ALL RIGHTS RESERVED. This
scenario is intended for tournament use only and may
not be reproduced without approval of TSJ, LLC.

WELCOME TO L SJ!

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

LSJ GM EMPOWERMENT CLAUSE

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

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests
or the like come along to finish the combat and save
the PCs. Do NOT save the PCs if their failure is a
result of their own ill-advised actions or lack of
forethought. Softening the blow from a bad set of rolls

or simple bad luck is one thing, but stupid actions
deserve what they get.

CALCULATING ATL (AVERAGE TABLE LEVEL)

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

A NOTE ABOUT ATLS AND THE POWER OF 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

The Sky is Falling! is Part 6 of the Succor of Life
Series. It is best to play in Part 1 (LSJ119 Skies the
Limt), Part 2 (LSJ120 Unsown Seeds), Part 3
(LSJ121 Life's Divine Path), Part 4 (LSJ136 Fire in
the Sky) and Part 5 (LSJ137 Road From Jadenspur
prior to playing this module for the sake of continuity,
but each module can be played as a stand-alone.

LIFESTYLE IN LSJ

Player Characters have to spend money on many
things during downtime: food, rent, repairs on
weapons and armor and other daily expenses. In the
LSJ Campaign this is reflected in Lifestyle Costs,
which are paid at the start of every LSJ adventure. See
page 147 of the LSJ Campaign Guide.
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ADVENTURE BACKGROUND

Give any background necessary to understand
what has come before the adventure begins, and a
broad overview of what happens in the module. If
mentioning previous modules, try to avoid
spoilers if at all possible.

ADVENTURE SUMMARY

Introduction — PCs get invitation to meet with at
the Nobles District for a very urgent mission.

Encounter 1: Meet at the Nobles District with
the Mayor's Aide of Jadenspur for their mission.

Encounter 2: Head to LOTS to be transported to
Jadenspur.

Encounter 3: PCs determine their next course of
action.

Encounter 4: PCs find a family with a broken
down wagon.

Encounter 5: PCs find a store owner that will
not leave. He thinks that all of this is a hoax.

Encounter 6: PCs find a group of hoodlums
breaking into a store to loot it.

Encounter 7: PCs encounter Countess Emburlee
Thandein trying to bring all her luggage ... by
herself. She misunderstands the PCs' arrival as
their desire to help her with her stuff.

Encounter 8 (Optional): PCs find someone in a
bind that's unable to leave on their own.

Conclusion — Successful or defeated, the
conclusion is here.

INTRODUCTION

If the PCs have not played LSJ137 ""Road From
Jadenspur", continue here:

pretty much whatever the city needed to help
prepare for the impending impact of the meteor
that is expected in the next few days. You have
finally had a moment of rest when there is a
knock on your door.

Allow the PCs to answer the door as they deem
fit (they have a variety of ways). Once the door
opens, continue with the following.

If the PCs have played LSJ137 ""Road From
Jadenspur'', continue here:

You’ve been on the road for two and a half
weeks returning by foot with the wagon train
from Jadenspur. You just got back to your home
after being told at the North Gate that you could
have a short reprieve of eight hours before you
report back to the Nobles’ District for further
assignment. That is why you are really surprised
by the knock at the door.

After either one, continue here:

As the door opens, you see a young girl. She is
perhaps about 14-16 years of age, her brown
hair tied in a ponytail and wears a light lime
green dress. She sees you (or whatever) answer
the door and quietly clears her throat. ""Excuse
me Sir/Ma'am. | beg pardon for this intrusion.
But I bear a message from Lady Stella Bailey of
House Bailey. She asks for your presence right
away,"" she says as she offers you a sealed scroll.

Those opening the scroll case will see a sheet of
parchment inside. Should the PC decide to read
the parchment (Player's Handout #1), this is
what it will say:

good dag, (PC's name). 2 /lo,oe this fuub
you in good tidin.gs. Q have urgent need of
Your skills and expertise xight away. cFlease
come to the gNobles District by noon for a
fotmal briefing. cJime is of the essence and
lives atxe at stake. U know Q can count on you

as 2 have done 30 many times befo'ce.

You’ve been doing various jobs throughout the ady Rtella Bail

city for the last two weeks, putting up tents, °£ 48 °B s
gathering equipment, patrolling the streets,
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Her mission completed, the girl will not wait for
a tip. She will leave right after handing the PC
the scroll case. The PCs have a little less than an
hour to meet with Lady Stella Bailey, so they
have a little time to prepare for their meeting.

» When the PCs are ready to head to the
Nobles District, GO TO Encounter 1 (page

4).

ENCOUNTER 1:
THE MISSION

Working your way through the city isn’t very
easy. There has been a massive influx of people
from Jadenspur and the surrounding area.
Every open space has tents and temporary
buildings set up. The good part is the expected
price gouging hasn’t taken place, in large part
due to the diligence of the Diamond Legion.
Everyone is being fed, some better than they
were back home.

As you approach the gates, you see other
adventurers milling around. It takes you a
minute to find Lady Stella Bailey. She sits
behind a table under a make shift awning to
keep the sun from baking her. She motions you
over as she steps away from the desk. Once you
are closer, she says, “Thank you for coming. 1
know some of you have been on duty for days
now and | apologize for calling you into service
again so quickly but time is of the essence and
we can always rest after the meteor hits.”

Perception (Vision and Listen) DC 15 While
still impeccably dressed and coifed, she is
obviously exhausted. Her eyes are blood shot
and there is a slight quiver to her voice. Even her
hands have a bit of a shake to them.

You are led into a fine sitting room where
Augustus Grimm is speaking to someone you
don’t recognize. '"Welcome! Thank you for
coming. | am very glad that you're here." He
then looks back to the man and comments.
""See? | told you they were both responsible and
reliable.”

Augustus then turns back to you, his expression
becoming more serious. "'As | said, | am glad
you’re here. | just wish the circumstances
weren't so dire.” He then looks to the man and
suddenly shakes his head. "My apologies. Let
me introduce you to Mayor Orlinn Caan of
Jadenspur’s assistant, Clive Hays. He is here
with an urgent mission that could save many
lives.”

Clive Hays clear his throat as if about to make a
speech. He wears an air of pompousness,
although the look of concern is quite evident
upon his face. He begins, ""Jadenspur is about
to be hit by what appears to be a meteor, but our
divinations cannot discern exactly what the
meteor is. We have learned that it will impact in
the heart of our city within a couple days’ time.
And for that, we need of your help.” He takes a
sip from his glass as if to gather his thoughts.
""The city guard and the militia have been
working on evacuating the citizens. However,
there are too few of us to make sure everyone is
out of harm's way. We have had to assign some
of them to escort citizens out of the city. There
are bound to be squatters, looters and whatnot.

I don't want it to be said that someone was left
behind on Mayor Caan’s watch, no matter who
itis. So, with your Lord Monarch's permission,
I request your help to clear the remaining
people out of the city before it is too late. Do you
have any questions?"

& So we are going after those that don't have
any sense.

Leading you, she stops at the first home in the
district, belonging to the Grimm’s. She knocks
on the door and proceeds in, motioning you to
follow.

"In a word, yes. Some people don’t want to give
up their homes thinking they can ride out the
storm. Let us be perfectly clear here, this is no
storm. When that big rock hits the heart of the
city, there will be nothing left. And if anyone is

LS]138 - The Sky is Falling!

Page 4




still within the city's walls when it hits, they will
not survive."

housing and meals will be covered as they have
been in the last few weeks.”

« And you are sending us there? To die?

« \Where should we begin our search?

"Hardly. The mayor and your Lord Monarch,
value your services. We want you to return. In
fact, your Lord Monarch commands it. The
choice to send you is because of your experience
with the unknown. You know how to think on
your feet, get the job done and return home
safely."

& \What's the catch?

"There are four Quarters to Jadenspur,™ Clive
says to you. ""Which not as nearly as organized
as your districts here in Amthydor, the quarters
were should be searched to make sure no one
else is left. There are the Trade, Temple, Port,
and Embassy Quarters available. Everyone
should have gone by now so this mission
shouldn't be too difficult."

"There is a deadline. As | mentioned before,
the meteor will hit in about two days. We can't
be more precise about the time you have to
complete this mission. And if you don't make it
out in time, 1 emphasize the word 'dead." Soin
order to save time, you will be transported to
Jadenspur via portal. And that is how you will
return."

& |s there any other information that you
can provide?

Give the PCs any information from the boxed

texts that they didn't cover.

When all have agreed on the mission, continue
with the following:

« \Why can't we bring everyone through the
portal?

Augustus nods, “Great. Please take Mr. Hayes
with you to the LoTS building. The League is
preparing for your transport as we speak."

"We have already accepted many through the
portals,” Augustus says, “The plan is to shut
down the portal by the end of today on this end.
All others will have to leave the city by ship.”

Clive continues, “We appreciate all that you
have done. | know what is going on here as well
and | don't wish to subject my people to that any
more than you do. | have already made
arrangements with other cities to house my
people for a short duration. The last ships will
be heading to other cities. We believe the ships
will be safe at sea.”

& \Vait, they are preparing for OUR
transport? How did you know we would
agree?

"l didn't. Hoped you would agree, yes.
However if you hadn't, I would have convinced
someone else to have gone in your stead while
seeing you in chains.” Augustus answers, “I'm
glad you did agree. You are my first choice.”

&« \Where will we take the evacuees?

"There will be a few boats waiting at the pier for
your arrival. They are not that large and those
remaining will not be able to take very many
items. | had to use the larger ships for the main
core of the population.™

« How much will we be paid?

Augustus answers, “Since we are under martial
law, you will be paid nothing. However, your

» When the PCs are ready to head to the
League of Thaumaturgical Studies, GO TO
Encounter 2 (page 5).

ENCOUNTER 2:
RING-A-DING-DING

If the PC(s) wish to do a Bazaar or Shopping
Spree, they are out of luck. All such items have
been taken for more important uses. When done,
continue onward:

Heading towards the League of Thaumaturgical
Studies, you enter the Academy District gates. It
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takes you about ten minutes to reach the
League's main building from the main district
gate. The directions given to you lead you to the
main spell-casting chamber. The elven
secretary looks up and just waves you through
while continuing to deal with the line of spell
casters seeking sanctuary.

The main spell-casting chamber is more akin to
an auditorium than an actual chamber. You
come to realize that this chamber was designed
to have an audience, but is mostly empty at the
moment.

In the center of the room is what appears to be a
large rectangular stone ring. It could easily be
as tall as three grown men and as wide as six.
The stone ring itself looks to be about two feet
wide with glyphs and writings engraved over
every square inch of the artifact. Many people
are working throughout the chamber making
sure every detail is perfect before the
incantation begins.

A man in his 40s or 50s seems to be directing
"traffic™ as if he was a seasoned Legionnaire.
He wears the robe vestments indicating that he
is a member of the Chapter of the Gargoyle. His
receding gray hairline is quite evident as the sun
starts to peek through from the skylight above.
Sterlamin smiles upon your entrance. "Good ....
good. We are about to begin. | assume you are
ready? Oh, I almost forgot. This came for you.”
He hands you a scroll with the symbol of
Destine on it.

&« \What does this mean?

"1 am sure it will be revealed to you upon the
completion of your mission .... as it says."

Sterlamin will wait for the PCs to say they are
ready before having his chapter wizards begin the
activation process.

Moving to the designated area before the portal,
you stand waiting in anxious anticipation. The
chapter’s mages who were once doing last-
minute details are now joined hand-in-hand
circling both you and the portal. As the
chanting begins, the sigils and runes begin to
glow with a bright white light. Sparks of light
jump from one sigil to the next and cross the
open area of the portal. Soon the remainder of
the room can no longer be seen, as the light is
so intense that everything beyond is obscured.
The stone ring begins to pulse with a bright light
as well.

You barely hear Sterlamin’s words saying that
you should enter the portal. Taking a step
forward, you are engulfed in a bright blinding
light. The sounds of the portal roars in your
ears. And then just as suddenly, you are plunged
into both darkness and silence.

well met! Destine has revealed a portion
of Your path to us. Your path is a worthy
one, but it does not Lead back to
Awthydlor upow the completion of Your
misston, Not yet at least, wait at the
Jadenspur docks whew You are done and
your path will vise up and reveal itself

before You.

Bartholomew of Destine

> GO TO Encounter 3 (page 6).

ENCOUNTER 3:
WHIcH WAY Do WE GO?

As the spots from the spell effect clears from
your vision, you see that you are standing in a
large room. There is a stone portal similar to
the one you left behind in the center of the
room. Many shelves line the walls, empty of
books. The book shelves are separated by open
windows. There is an open door on the south
wall leading out of the room. A gnome stands
beside the portal, “Good you are here. I will be
closing the portal on this side now and heading
to the docks. I’m not sure why you are heading
through this direction, but you are the last from
Amthydor or anywhere else for that matter.
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Good luck on your mission.” With that, he
begins chanting and doing something to the
sigils on the portal as Clive Hayes leads you out
of the room.

Once outside, Clive looks you over, “Well, good
luck. If you need a place to stay, | would
recommend the Golden Goose Inn. It is the
nicest place in town and still has most of its food
stuffs in place along with unseen servants to
take care of your needs. | have to return to my
office to finish packing up the records of the
city. I hope to see you soon at the ships. We will
be sailing away in two days. After that, you are
on your own. One last thing,” He reaches into a
pouch, “I hereby, with the authority of Mayor
Orlinn Caan, | deputize you as official members
of the Jadenspur militia.” He hands each of you
a writ. “I’m not sure what good it will do you,
but it might help. I wish you luck.”

glimmer of movement down the street. Turning
to that direction, you see what appears to be
horse and cart with two or three people. At this
distance you are not sure. However, at least one
of them sees you. A shout of ""Hey, over here!"
can be heard quite clearly.

As you approach, you understand what the
problem is. One of the wheels on the cart is
broken and the horse is unable to pull it in its
condition. There are indeed three people near
the cart; a man, a woman, and a young girl. A
family you assume.

The man speaks up once more. ""Man, are you
a sight for sore eyes. | thought everyone had
gone."

« \Who are you?

& \Where should we start?

“My name is Geoffrey. This is my wife Justine
and my little girl Jezibel. Who might you be? |
didn't expect to see anyone at all.”

""Good question. | have no idea. | would look
around the city. I sincerely hope you never find
a soul, but I know better. See you at the ships.”

«& \What are you doing here?

The PCs can easily find their way outside. Since
the PCs don't know exactly where they are going,
their first encounter(s) searching for stragglers
will indeed be random, but you can run this as a
linear module. The PCs don’t know it is linear.
Unless they suggest somewhere, just have them
start at Encounter 4.

> GO TO Encounter 4 (page 7).

ENCOUNTER 4:
BROKEN DOWN

“Screwing up by the numbers it seems. We
came here to get final blessings for our journey.
On our way out, | missed seeing that pothole in
the road and this old wheel finally broke. We've
been here for about a hour trying to figure out
how to fix it. This is definitely more than a one-
man job.”

« \Why don't you leave the cart?

Geoffrey frowns. “We can. But I'd rather not.
Our family's legacy is in the cart, which will be
passed on to Jezibel when she is old enough.”

«& | egacy? What kind of legacy?

Your search brings you to the Temple Quarter.
Many temples and shrines stand tall and
graceful, but unattended. The area seems eerily
quiet compared to the action you are used to
seeing. Knowing that all of this will be gone
soon is a wasteful shame.

However the area isn't as empty as you first
thought. Out the corner of your eye, you see a

“While | am grateful for your presence, Sorena
has not given me leave to divulge the nature of
our legacy to anyone. | hope you understand
that some things are not to be said out loud. At
least at this moment in time. But you have my
word and solemn oath that our legacy is only to
further Sorena's glory.”

A Sense Motive DC 10 or a zone of truth spell
will confirm that he is speaking the truth.
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& Your word isn't good enough. We need to
know what this legacy is.

Geoffrey's expression is filled with
disappointment. “My word isn't good

enough? You doubt a devout worshiper of
Sorena? | had already stated that | cannot
divulge the nature of our legacy at this time and
now you try to use this as leverage on whether
you help us or not? Well, let me make things
easy for you right here and now. We have no
need of your services. You may pretend to be
heroes, but you are nothing of the sort. We will
take our chances knowing that we haven't
broken our covenant with our Goddess. Good
day.”

“Yes. Inthe Trade Quarter. A man by the
name of Oliver sells them. | don't know if he's
still there. He probably is. He kept ranting
about all of this being a hoax.”

If the PCs allow things to get to this point, then
no amount of back-peddling will let Geoffrey
allow the PCs to help him and his family.

& There are boats waiting at the dock.

Geoffrey will give the PCs directions to Oliver's
store if asked. He will gladly offer to pay for the
wheel. He will suggest to the PCs to take the
broken wheel with them so they can match the
correct size.

» If the PCs wish to go to Oliver's store in the
Trade Quarter, GO TO Encounter 5 (page

8).

Once the wagon is fixed, Geoffrey will be
extremely grateful.

“Yes, | know. However I don't think it is big
enough to take a horse as well. And we can’t
just leave Betsy here to die. Would you?
Besides, Jezibel’s legacy is really hard to
maneuver. If you can get it and our horse on a
boat, then we will be glad to go that way. Our
final destination is Exan. We have family
there.”

"I don't know how I can ever repay you. You've
done so much for us and we are but strangers.
Sorena's light indeed shines within you all. |
pray that you find everyone you seek and bring
them all to safety .... as you have done for us."

Jezibel will give the PCs a Bag of Marbles for
their help.

Once the PCs are done in, continue here;

The PCs can take care of this if they want to with
their writ. It will take the PCs two hours to get
everything to the docks if the cart isn’t fixed.
They will have to accompany them to the boats if
they want to get the horse and legacy on there.

&« \What needs to be done to fix the cart?

You continue your search of the Temples
Quarter and find nothing of interest. The
temples and shrines in the area stand silent
testament to the doom looming ever closer
overhead. You can see it clearer now that it is
getting quite dark. Somewhere in the distance,
you hear the chiming of bells ringing out ten
bells after noon.

“The axle needs to be supported so the wheel
can be removed. And the wheel needs to be
replaced.”

There are a number of ways in which the cart can
be lifted, either by magic or by might. Allow the
PCs latitude in devising plans to fix the cart.
Mending or make whole spells will work to fix
the damaged wheel. All wheel parts are present.

& |s there a place in which we can get
another wheel?/ Do you know of any
others who haven’t left?

There is nothing of value in any of the temples
and everything that can possibly be removed has
been.

The PCs can continue searching through the
night. If they do, they will be at fatigued status
after clearing one more district.

If the PCs take Clive Hayes’ advice and go to the
Golden Goose Inn, continue below. If not,
continue on to Encounter 5.

The Golden Goose Inn is the height of luxury.
The sign behind the mahogany front desk
declares rooms starting at 300 gold a night. The
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downstairs sitting room has three members of
the Jadenspur militia gathered there feasting on
roast duck with orange sauce, a rare delicacy
since oranges are hard to come by. They are
taking a break from their door to door searching
of the city and will divvy up the city with you
asking you take on the Trade Quarter, Embassy
District and everyone will search the Port
Quarter.

You spend the night in complete luxury. The
food and drink were outstanding and the beds
unbelievably comfortable. If it weren’t for the
impending doom of the meteor plummeting
toward Raia, this would be the perfect vacation.

Reaching your destination you see what appears
to be a vehicle shop. The shop is pretty much
depleted of merchandise except for a few wheels
that seem to have seen better days. The man
before you, however, isn't as tranquil as his
merchandise. He appears to be in his seventies
or eighties. He has stringy long white hair and
white stubble upon his face. He is dressed in
well-worn light brown work leathers and a white
shirt. You cannot help but notice his furious
expression and the crossbow pointed in your
direction. ""What do you want? Are you here to
rob me too? | should warn you folks that I'm a
crack shot with this thing. So don't test me!"*

» GO TO Encounter 5 (page 9) if the PCs
didn’t go there previously.

» If the PCs seem to be going through the
encounters too quickly, have them GO TO
Encounter 8 (page 30).

ENCOUNTER 5:
WHEELS UP

This is Oliver. This is his shop. He is a very
ornery old man and will be leery of the PCs until
they state their intentions.

« \Who are you?

“The name is Oliver. Oliver Nantuckit. There
are only two reasons for you to be here .... so it
better be the RIGHT reason ....”

& \\e are here to evacuate the remaining
people from Jadenspur.

Your search brings you to the Trade Quarter.
You see shops similar to what you would find in
the Merchants District back in Amthydor, but
without all the people. And then you hear a
shout. ""And I don't want to see you hoodlums
again! You hear me?! Next time I'll fill ya with
bolts!"*

“No! | will not go! Not while I still have wares
to sell. Besides, this is all a hoax. Ever since
the majority of the ‘venturers left, the city has
been lookin' for ways to get extra money out of
honest folk. Well, they won't get it from me!
No-sirree-bob!”

The PCs will not be able to catch the hoodlums
until Encounter 6. They can run around hunting,
but it won’t do them any good since the
hoodlums know the area and can easily find a
place to hide.

It only takes the PCs a few minutes to get to the
location in which they heard the shouts. If the
PCs had already been to Encounter 4 and gotten
directions to Oliver's shop, this would be the
place.

& |n a couple of days, there will be nothing
left.

“So says you. | don't believe it. In fact, | have
no doubt that if I did leave, you would double-
back to steal everything that is left. Or, those
hoodlums will be back before you can get to it.
Either way, I will not have it!”

The hoodlums are actually the same guys from
Encounter 6.

« \What do you have for sale?

Oliver's demeanor changes instantly. “Why
didn't you say so in the first place? As you can
see | have a couple o' wheels to fit most any cart
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or wagon. All are priced to go. What can |
interest you in?”

The wheels on the wall are, however, in fine
condition. The total value of his wares as marked
equals 92gp. If challenged about the price and/or
the poor quality of the wares, Oliver will cut the
prices in half once more making the total value
57gp. There is a wheel of the correct size to fix
Geoffrey's wagon from Encounter 4. A
successful Diplomacy DC 10+ATL will
convince Oliver to take whatever deal is offered.

The PCs have one of two choices. They can
overcome him and knock the old man out (an
easy task) or pay him for his wares. Of course if
the PCs come up with an inventive alternate
solution, go ahead and allow that to work as well.

GM Note: For the purposes of this encounter,
Oliver has an AC of 10, 18 HP and a +3 to attack.
He has a +8 Fortitude, +6 Reflex and a +14 Will.

If the PCs bought all of Oliver's wares, he will
indeed be satisfied.

» If the PCs seem to be going through the
encounters too quickly, have them GO TO
Encounter 8 (page 30).

ENCOUNTER 6:
BREAKING IN

Adjust the boxed text below if the PCs convinced
Oliver to go to the ships or not.

Having escorted Oliver to the ships, you find
yourself in what was once an area of bustling
activity is now completely deserted. Passing the
long pier you see a number of boats waiting for
final arrivals from your efforts. One of the
wizards sitting on a large rock looks in your
direction and tips you a silent salute.

Then the sudden sound of glass breaking off in
the distance draws your attention. From the
sound of it, it seems to be a few blocks away.

It will take the PCs a few minutes to get to the
location. Once there, this is what they see:

""Much obliged you young folk. You said there
was a boat waitin'? Thank you so much.
Would you mind escortin’ an old man to the
ships?” He grabs a pack leaning against the
wall, “With my fortune in my pockets, I’d hate
to run into the hoodlums again.”

You arrive at what appears to be a general store.
The sign above the door says 'Vic's Market &
Equipment.” The window to the right of the
door has been broken and the door is slightly
ajar.

In the miscellaneous wheels from Oliver, the
PCs will find a Portable Wheel.

If the PCs had to knock Oliver out:

Having knocked Oliver out, you carry him to the
pier where the boats are waiting. The wizard on
the dock allows a smirk to appear upon his face.
"I see you managed to get Oliver. | was
wondering if he was going to come peaceably or
not. 1 guess I lost that bet."

Once the PCs are done here, continue here.
Adjust the time to fit whether or not they spent
the night somewhere.

» If the PCs which to go to the Port Quarter,
GO TO Encounter 6 (page 10).

PCs with Knowledge (dungeoneering) or
Knowledge (engineering) or Perception
(Vision) can easily see that the glass has been
broken inward with a successful DC 10. PCs that
succeed a Perception (listen) DC 10+ATL can
hear movement and talking inside the store.
Looking through the windows, they are unable to
see anyone at this time.

The looters are in the back of the store near the
counter and far aisles. PCs will need to make a
successful Stealth DC 15+ATL to catch up to

them unnoticed.

When confronted, the looters will look surprised
to see the PCs.

Once they discover the PCs, continue here:

“Take a hike. This is our score. There are plenty
of other places. Go find your own score.
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«& \We are evacuating the city.

|ATL 1

“Good for you. Good luck with that.”

«® You are coming with us.

“l don't think so.”

« \Why not?

“Why not? Because we don't want to. That's
why not.”

& |f you stay, you are going to die.

“Perhaps. Perhaps not. We'll take our chances.
Besides, we have plenty of time to take off.
There are still boats waiting. We figure we can
score plenty between now and tomorrow
morning.”

This encounter can be resolved one of two ways.
The PCs can either take them by force or
convince them to go to the pier and leave on the
boats. If the PCs try to convince them, they will
need to make a successful Diplomacy or
Intimidate DC 25+ATL. Not everyone in the
group has the same bravado as the leader. So a
successful check will result in the others ganging
up on the leader to get him to back down. A
failed check will result in the PCs needing to take
them by force.

LS]138 - The Sky is Falling!

Common Laborer N Human Commoner 1
Initiative +0;  Space/Reach 5 ft./5 ft.

AC 10, T 10, FF 10 (+0 armor, +0 Dex)

HP 9 (1d6 +5) Speed 30 ft.
Fort +2, Ref +0, Will +0

Full Attack Unarmed +1 (1d3+1, 20x2) or
Work tool +1 (1d4+1, 20x2, breaks on nat. 1)
Str 13 Dex 11 Con 14° Int 8 Wis 10 Cha 9
Base Atk +0; CMB +1; CMD 11

Feats Toughness*, Skill Focus (Profession)
Gear Work clothes, work tools

Skills: Profession +7, Perception +4

Skilled Laborer N Human Expert 1
Initiative +1; Space/Reach 5 ft./5 ft.
AC 11, T 11, FF 10 (+1 Dex)
HP 10 (1d8 + 4)

Fort +1, Ref +1, Will +3
Full Attack Unarmed +1 (1d3+1, 20x2) or

Work tool +1 (1d4+1, 20x2, breaks on nat. 1)

Str 10 Dex 12 Con 12 Int 14° Wis 13 Cha 10

Base Atk +0; CMB +0; CMD 11

Feats Toughness*, Skill Focus (Profession (one))
Gear Work clothes, work tools

Skills: Diplomacy +4, Profession (one) +8, Profession
(two) +5, Perception +5

Speed 30 ft.

Thug (3) N Human Warrior 1
Initiative +1; Space/Reach 5 ft./5 ft.
AC 11, T 11, FF 10 (+1 Dex)
HP 12 (1d10 + 5)

Fort +4, Ref +1, Will +0
Full Attack Unarmed +3 (1d3+2, 20x2) or
Dagger +4 (1d4+2, 19-20x2)

Str 14° Dex 12 Con 14 Int 10 Wis 10 Cha 8
Base Atk +1; CMB +3; CMD 14

Feats Toughness*, Weapon Focus (Dagger)
Gear Work clothes, work tools, dagger
Skills: Intimidate +3, Perception +4

Speed 30 ft.
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| ATL 3

| |ATLS

Common Laborer N Human Commoner 3
Initiative +0; Space/Reach 5 ft./5 ft.
AC 10, T 10, FF 10 (+0 armor, +0 Dex)

HP 21 (3d6 +9) Speed 30 ft.
Fort +3, Ref +1, Will +1

Full Attack Unarmed +2 (1d3+1, 20x2) or

Work tool +2 (1d4+1, 20x2, breaks on nat. 1)

Str 13 Dex 11 Con 14° Int 8 Wis 10 Cha 9

Base Atk +1; CMB +2; CMD 12

Feats Toughness*, Skill Focus (Profession),
Endurance

Gear Work clothes, work tools

Skills: Profession +9, Perception +6

Skilled Laborer N Human Expert 3
Initiative +1; Space/Reach 5 ft./5 ft.
AC 11, T 11, FF 10 (+1 Dex)
HP 24 (3d8 + 6)

Fort +2, Ref +2, Will +4
Full Attack Unarmed +3 (1d3+1, 20x2) or

Work tool +3 (1d4+1, 20x2, breaks on nat. 1)

Str 10 Dex 12 Con 12 Int 14° Wis 13 Cha 10
Base Atk +2; CMB +2; CMD 13

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two))

Gear Work clothes, work tools

Skills: Diplomacy +6, Profession (one) +10,
Profession (two) +10, Perception +7

Speed 30 ft.

Thug (3) N Human Warrior 3
Initiative +1; Space/Reach 5 ft./5 ft.

AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 30 (3d10 +9) Speed 30 ft.
Fort +5, Ref +2, Will +1

Full Attack Unarmed +5 (1d3+2, 20x2) or

Dagger +6 (1d4+2, 19-20x2)

Str 14° Dex 12 Con 14 Int 10 Wis 10 Cha 8

Base Atk +3; CMB +5; CMD 16

Feats Toughness*, Weapon Focus (Dagger),
Endurance

Gear Heavy work clothes (padded armor), work tools,
Dagger

Skills: Intimidate +5, Perception +6

Common Laborer N Human Commoner

5

Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 35 (5d6 + 15) Speed 30 ft.
Fort +3, Ref +2, Will +1

Full Attack Unarmed +3 (1d3+1, 20x2) or
Dagger +3 (1d4+1, 19-20x2)

Str 13 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +2; CMB +3; CMD 14

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception)

Gear Heavy work clothes (padded armor), dagger
Skills: Profession +11, Perception +11

Skilled Laborer N Human Expert 5
Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 40 (5d8 + 10) Speed 30 ft.
Fort +2, Ref +2, Will +6

Full Attack Unarmed +4 (1d3+1, 20x2) or
Dagger +4 (1d4+1, 19-20x2)

Str 10 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +3; CMB +3; CMD 14

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Skill Focus
(Perception)

Gear Heavy work clothes (padded armor), dagger
Skills: Diplomacy +8, Profession (one) +13,
Profession (two) +13, Perception +13

Thug (3) N Human Warrior 5
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 50 (5d10 + 15) Speed 30 ft.
Fort +6, Ref +2, Will +1

Full Attack Unarmed +7 (1d3+2, 20x2) or
Dagger +8 (1d4+2, 19-20x2)

Str 14° Dex 13 Con 14 Int 10 Wis 10 Cha 8
Base Atk +5; CMB +7; CMD 18

Feats Toughness*, Weapon Focus (Dagger),
Endurance, Skill Focus (Intimidate)

Gear Heavy work clothes (padded armor), dagger
Skills: Intimidate +10, Perception +8
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ATL 7

Common Laborer N Human Commoner

7
Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 49 (7d6 + 21) Speed 30 ft.
Fort +4, Ref +3, Will +2

Full Attack Unarmed +4 (1d3+1, 20x2) or
Dagger +4 (1d4+1, 19-20x2)

Str 13 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +3; CMB +4; CMD 15

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness
Gear Heavy work clothes (padded armor), dagger
Skills: Profession +13, Perception +12

Skilled Laborer N Human Expert 7
Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 56 (7d8 + 14) Speed 30 ft.
Fort +3, Ref +3, Will +7

Full Attack Unarmed +6 (1d3+1, 20x2) or
Dagger +6 (1d4+1, 19-20x2)

Str 10 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +5; CMB +5; CMD 16

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Skill Focus
(Perception), Alertness

Gear Heavy work clothes (padded armor), dagger
Skills: Diplomacy +10, Profession (one) +15,
Profession (two) +15, Perception +17

Thug (3) N Human Warrior 7
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 70 (7d10 + 21) Speed 30 ft.
Fort +7, Ref +3, Will +4

Full Attack Unarmed +9/+4 (1d3+2, 20x2) or
Short sword +10/+5 (1d6+2, 19-20x2)

Str 14° Dex 13 Con 14 Int 10 Wis 10 Cha 8

Base Atk +7; CMB +9; CMD 20

Feats Toughness*, Weapon Focus (Short sword),
Endurance, Skill Focus (Intimidate), Iron Will
Gear Heavy work clothes (padded armor), short sword
Skills: Intimidate +12, Perception +10

ATL9

Common Laborer N Human Commoner
9

Initiative +1; Space/Reach 5 ft./5 ft.

AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 63 (9d6 + 27) Speed 30 ft.
Fort +5, Ref +4, Will +5

Full Attack Unarmed +6 (1d3+2, 20x2) or

Short sword +6 (1d6+2, 19-20x2)

Str 14 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +4; CMB +6; CMD 17

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will

Gear Heavy work clothes (padded armor), short sword
Skills: Profession +15, Perception +14

Skilled Laborer N Human Expert 9
Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 72 (9d8 + 18) Speed 30 ft.
Fort +6, Ref +4, Will +8

Full Attack Unarmed +7/+2 (1d3+1, 20x2) or
Short sword +7/+2 (1d6+1, 19-20x2)

Str 10 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +6; CMB +6; CMD 17

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Skill Focus
(Perception), Alertness, Great Fortitude

Gear Heavy work clothes (padded armor), short sword
Skills: Diplomacy +12, Profession (one) +17,
Profession (two) +17, Perception +19

Thug (3) N Human Warrior 9
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 14, T 12, FF 12 (+2 armor, +2 Dex)

HP 90 (9d10 + 27) Speed 30 ft.
Fort +8, Ref +7, Will +5

Full Attack Unarmed +11/+6 (1d3+2, 20x2) or
Short sword +12/+7 (1d6+2, 19-20x2)

Str 14° Dex 14 Con 14 Int 10 Wis 10 Cha 8
Base Atk +9; CMB +11; CMD 23

Feats Toughness*, Weapon Focus (Short sword),
Endurance, Skill Focus (Intimidate), Iron Will,
Lightning Reflexes

Gear Leather armor, short sword

Skills: Intimidate +14, Perception +12
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ATL 11

Common Laborer N Human Commoner

11

Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 77 (11d6 + 33) Speed 30 ft.
Fort +7, Ref +4, Will +5

Full Attack Unarmed +7 (1d3+2, 20x2) or

Short sword +7 (1d6+2, 19-20x2)

Str 14 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +5; CMB +7; CMD 18

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will, Great Fortitude

Gear Heavy work clothes (padded armor), short sword
Skills: Profession +20, Perception +19

Skilled Laborer N Human Expert 11
Initiative +1; Space/Reach 5 ft./5 ft.
AC 12, T 11, FF 11 (+1 armor, +1 Dex)

HP 88 (11d8 + 22) Speed 30 ft.
Fort +6, Ref +6, Will +9

Full Attack Unarmed +9/+4 (1d3+1, 20x2) or
Short sword +9/+4 (1d6+1, 19-20x2)

Str 10 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +8; CMB +8; CMD 19

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Lightning Reflexes,
Skill Focus (Perception), Alertness, Great Fortitude
Gear Heavy work clothes (padded armor), short sword
Skills: Diplomacy +14, Profession (one) +22,
Profession (two) +22, Perception +23

Thug (3) N Human Warrior 11
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 14, T 12, FF 12 (+2 armor, +2 Dex)

HP 110 (11d10 + 33) Speed 30 ft.
Fort +9, Ref +7, Will +5

Full Attack Unarmed +13/+8/+3 (1d3+2, 20x2) or
Short sword +14/+9/+4 (1d6+2, 19-20x2)

Str 14° Dex 14 Con 14 Int 10 Wis 10 Cha 8

Base Atk +11; CMB +13; CMD 25

Feats Toughness*, Weapon Focus (Short sword),
Endurance, Skill Focus (Intimidate), Iron Will,
Lightning Reflexes, Alertness

Gear Leather armor, short sword

Skills: Intimidate +17, Perception +16

ATL 13

Common Laborer N Human Commoner 13
Initiative +1; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 91 (13d6 + 39) Speed 30 ft.
Fort +8, Ref +7, Will +6

Full Attack Unarmed +8/+3 (1d3+2, 20x2) or
Short sword +8/+3 (1d6+2, 19-20x2)

Str 15 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +6; CMB +8; CMD 19

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will, Great Fortitude, Lightning Reflexes

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Profession +22, Perception +21

Skilled Laborer (2) N Human Expert 13
Initiative +1; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 104 (13d8 + 26) Speed 30 ft.
Fort +7, Ref +7, Will +10

Full Attack Unarmed +10/+5 (1d3+1, 20x2) or
Short sword +10/+5 (1d6+1, 19-20x2)

Str 11 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +9; CMB +9; CMD 20

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Lightning Reflexes,
Skill Focus (Perception), Alertness, Great Fortitude,
Skill Focus (Diplomacy)

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Diplomacy +22, Profession (one) +24,
Profession (two) +24, Perception +25

Thug (3) N Human Warrior 13
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 15, T 12, FF 13 (+3 armor, +2 Dex)

HP 130 (13d10 + 39) Speed 30 ft.
Fort +10, Ref +8, Will +6

Full Attack Unarmed +15/+10/+5 (1d3+2, 20x2) or
Longsword +16/+11/+6 (1d8+2, 19-20x2)

Str 15° Dex 14 Con 14 Int 10 Wis 10 Cha 8

Base Atk +13; CMB +15; CMD 27

Feats Toughness*, Weapon Focus (Longsword),
Endurance, Skill Focus (Intimidate), Iron Will,
Lightning Reflexes, Alertness, Skill Focus
(Perception)

Gear Studded Leather armor, Longsword

Skills: Intimidate +19, Perception +24
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ATL 15

Common Laborer N Human Commoner

15

Initiative +5; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 105 (15d6 + 45) Speed 30 ft.
Fort +9, Ref +8, Will +7

Full Attack Unarmed +9/+4 (1d3+2, 20x2) or
Short sword +9/+4 (1d6+2, 19-20x2)

Str 15 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +7; CMB +9; CMD 20

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will, Great Fortitude, Lightning Reflexes, Improved
Initiative

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Profession +24, Perception +23

Skilled Laborer (2) N Human Expert 15
Initiative +5; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 120 (15d8 + 30) Speed 30 ft.
Fort +8, Ref +8, Will +11

Full Attack Unarmed +12/+7/+2 (1d3+1, 20x2) or
Short sword +12/+7/+2 (1d6+1, 19-20x2)

Str 11 Dex 12 Con 12 Int 14° Wis 14 Cha 10
Base Atk +11; CMB +11; CMD 22

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Lightning Reflexes,
Skill Focus (Perception), Alertness, Great Fortitude,
Skill Focus (Diplomacy), Improved Initiative

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Diplomacy +24, Profession (one) +26,
Profession (two) +26, Perception +27

Thug (3) N Human Warrior 15
Initiative +1; Space/Reach 5 ft./5 ft.

AC 16, T 13, FF 13 (+3 armor, +2 Dex, +1 dodge)
HP 150 (15d10 + 45) Speed 30 ft.
Fort +11, Ref +9, Will +7

Full Attack Unarmed +17/+12/+7 (1d3+2, 20x2) or
Longsword +18/+13/+8 (1d8+2, 19-20x2)

Str 15° Dex 14 Con 14 Int 10 Wis 10 Cha 8

Base Atk +15; CMB +17; CMD 29

Feats Toughness*, Weapon Focus (Longsword),
Endurance, Skill Focus (Intimidate), Iron Will,
Lightning Reflexes, Alertness, Skill Focus
(Perception), Dodge

Gear Studded Leather armor, Longsword

Skills: Intimidate +21, Perception +26

ATL 17

Common Laborer N Human Commoner 17
Initiative +5; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 119 (17d6 + 51) Speed 30 ft.
Fort +9, Ref +8, Will +7

Full Attack Unarmed +11/+6 (1d3+3, 20x2) or
Short sword +12/+7 (1d6+3, 19-20x2)

Str 16 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +8; CMB +11; CMD 22

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will, Great Fortitude, Lightning Reflexes, Improved
Initiative, Weapon Focus (Short sword)

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Profession +26, Perception +25

Skilled Laborer (2) N Human Expert 17
Initiative +5; Space/Reach 5 ft./5 ft.
AC 13, T 11, FF 12 (+2 armor, +1 Dex)

HP 136 (17d8 + 34) Speed 30 ft.
Fort +8, Ref +8, Will +12

Full Attack Unarmed +14/+9/+4 (1d3+2, 20x2) or
Short sword +15/+10/+5 (1d6+2, 19-20x2)

Str 12 Dex 12 Con 12 Int 14° Wis 14 Cha 10

Base Atk +12; CMB +13; CMD 24

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Lightning Reflexes,
Skill Focus (Perception), Alertness, Great Fortitude,
Skill Focus (Diplomacy), Improved Initiative, Weapon
Focus (Short sword)

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Diplomacy +26, Profession (one) +28,
Profession (two) +28, Perception +29

Thug (3) N Human Warrior 17
Initiative +1;  Space/Reach 5 ft./5 ft.

AC 17, T 13, FF 14 (+4 armor, +2 Dex, +1 dodge)
HP 170 (17d10 + 51) Speed 30 ft.
Fort +12, Ref +9, Will +7

Attacks Unarmed +20/+15/+10/+5 (1d3+3, 20x2) or
Longsword +21/+16/+11/+6 (1d8+3, 19-20x2)

Str 16° Dex 14 Con 14 Int 10 Wis 10 Cha 8

Base Atk +17; CMB +20; CMD 32

Feats Toughness*, Weapon Focus (Longsword),
Endurance, Skill Focus (Intimidate), Iron Will,
Lightning Reflexes, Alertness, Skill Focus
(Perception), Dodge, Armor Focus

Gear Studded Leather armor, Longsword

Skills: Intimidate +23, Perception +28
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ATL 19

Common Laborer N Human Commoner
19

Initiative +5; Space/Reach 5 ft./5 ft.

AC 14, T 12, FF 12 (+2 armor, +1 Dex, +1 dodge)
HP 133 (19d6 + 57) Speed 30 ft.
Fort +10, Ref +9, Will +8

Full Attack Unarmed +12/+7 (1d3+3, 20x2) or
Short sword +13/+8 (1d6+3, 19-20x2)

Str 16 Dex 12 Con 14° Int 8 Wis 10 Cha 9

Base Atk +9; CMB +12; CMD 23

Feats Toughness*, Skill Focus (Profession),
Endurance, Skill Focus (Perception), Alertness, Iron
Will, Great Fortitude, Lightning Reflexes, Improved
Initiative, Weapon Focus (Short sword), Dodge
Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Profession +28, Perception +27

Skilled Laborer (2) N Human Expert 19
Initiative +5; Space/Reach 5 ft./5 ft.
AC 14, T 12, FF 12 (+2 armor, +1 Dex, +1 dodge)
HP 150 (19d8 + 38) Speed 30 ft.
Fort +9, Ref +9, Will +13

Full Attack Unarmed +16/+11/+6 (1d3+2, 20x2) or
Short sword +17/+12/+7 (1d6+2, 19-20x2)

Str 12 Dex 12 Con 12 Int 14° Wis 14 Cha 10

Base Atk +14; CMB +15; CMD 26

Feats Toughness*, Skill Focus (Profession (one)),
Skill Focus (Profession (two)), Lightning Reflexes,
Skill Focus (Perception), Alertness, Great Fortitude,
Skill Focus (Diplomacy), Improved Initiative, Weapon
Focus (Short sword), Dodge

Gear Reinforced extra-heavy-duty work clothes and
gloves (leather armor), short sword

Skills: Diplomacy +28, Profession (one) +30,
Profession (two) +30, Perception +31

Thug (3) N Human Warrior 19
Initiative +1; Space/Reach 5 ft./5 ft.

AC 17, T 13, FF 14 (+4 armor, +2 Dex, +1 dodge)
HP 190 (19d10 + 57) Speed 30 ft.
Fort +13, Ref +10, Will +8

Attacks Unarmed +22/+17/+12/+7 (1d3+3, 20x2) or
Longsword +23/+18/+13/+8 (1d8+3, 17-20x2)

Str 16° Dex 14 Con 14 Int 10 Wis 10 Cha 8

Base Atk +19; CMB +22; CMD 34

Feats Toughness*, Weapon Focus (Longsword),
Endurance, Skill Focus (Intimidate), Iron Will, Light.
Reflexes, Alertness, Skill Focus (Perception), Dodge,
Armor Focus, Imp. Crit. (Longsword)

Gear Studded Leather armor, Longsword

Skills: Intimidate +25, Perception +30

Let the PCs decide what to do with the hoodlums,
then continue here.

With the hoodlums now dealt with, you can
continue your search. The bells toll out the
passing of time. You’ve spent five hours
clearing the Quarter. Time certainly flies when
you have a giant rock soaring toward you. The
blazing light now appears the size of a small
building. Where do you go from here?

» If the PCs which to go to the Embassy
Quarter, GO TO Encounter 7 (page 16).

» If the PCs seem to be going through the
encounters too quickly, have them GO TO
Encounter 8 (page 43).

ENCOUNTER 7:
ROYAL LUGGAGE

Your search brings you to the Embassy Quarter.
What was once an area that housed
representatives from cities and countries from
all over the Free Lands and beyond now looks to
be completely abandoned. That is, until you
hear a loud curse coming from one the embassy
buildings.

Like all of the other embassies, this building was
spared no expense. And in its own way, it
reminds you a little of the architecture of the
buildings back in Amthydor.

As you approach the embassy, you see that the
door is open. More curses can be heard from
inside.

A successful Perception (listen) DC 10 will
allow the PCs to determine that the curses are
feminine in nature.

There are two possible ways in which the PCs
can proceed. They can either 1) call out to the
person and have her approach them or 2) go
inside and see what's all the fuss is about.

Countess Emburlee Thandein is the current
ambassador to Jadenspur from the Free City of
Falgoth. She is not of the ruling house of
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Falgoth, but in the last several years she has
positioned herself to be part of House Rienne's
confidence. Or so she thought before she got sent
to Jadenspur. Perhaps this was a test of her
loyalty or perhaps she was being punished.

Either way, Countess Emburlee vowed to make
the most of this position in order to secure the
trust in her ruler's eyes.

PCs may know a little about the Free City of
Falgoth if they make a successful Knowledge
(geography) DC 20. Give the PC(s) Player's
Handout #4.

1) PCs Call Out:

If the PCs call out, Countess Emburlee Thandein
will stop what she is doing and go to the door and
greet the PCs.

You see a regal-looking woman, perhaps in her
late thirties or early forties. Her hair is a
chestnut brown that has been tied to simply
drape upon her shoulders. She appears to be
physically fit, her finely tailored clothes
accentuating her curves in all the right places.
The woman smiles upon seeing you.
"Excellent! Most excellent! My saviors have
arrived! Come! Come! Follow me! There is
much to do!"* The woman dashes off down the
hallway and turns a corner out of sight.

If the PCs delay, they will hear an exasperated
""Come on then!"" from inside the mansion.

Following the woman, you turn the corner of
the hall into what appears to be the embassy's
main sitting room. The woman is behind a
rather large crate, slowly inching it towards the
door.

"Excellent! You are here. Now if you would be
so good to give me a hand ...."

You see at least four large crates, three large
trunks, several suitcases and a number of
hastily packed boxes in this room.

2) PCs Go Inside:

Should the PCs NOT announce themselves and
simply go into the embassy, they will follow the
sounds of cursing into the main sitting room.

Following the cursing, you turn the corner of
the hall into what appears to be the embassy's
main sitting room. You see a regal-looking
woman, perhaps in her late thirties or early
forties. Her hair is a chestnut brown that has
been ties simply to drape upon her shoulders.
She appears to be physically fit, her finely
tailored clothes accentuating her curves in all
the right places.. The woman smiles upon
seeing you. ""Excellent! Most excellent! My
saviors have arrived! Now if you would be so
good to give me a hand ...."

You see at least four large crates, three large
trunks, several suitcases and a number of
hastily packed boxes in this room.

(ALL)

& \Where is your staff?

""They left when the evacuation was called.™

« Why did they leave you behind?

| sent them with all the important diplomatic
stuff to make sure they are safe. We of the upper
classes have to look out for those less fortunate
than ourselves.”

« \Who are you?

"I am Countess Emburlee Thandein. You may
call me Countess. And just who are my saviors
today? | need to know your names so that | may
aptly reward you."'

&« The boat won't be able to handle all that
stuff.

""Of course it can. With the right amount of
incentive."

Countess Emburlee is not about to leave her
things behind. The PCs will need to convince her
otherwise with a successful Diplomacy DC
25+ATL Diplomacy. If the Diplomacy check
succeeds, Countess Emburlee will (grudgingly)
leave everything behind. If the Diplomacy check
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fails, no amount of convincing will change her
mind. The PCs will either have to leave her
behind, knock her out and carry her to one of the
remaining boats, or do something about the

luggage.

GM Note: Have one of the PCs accidentally
knock over one of the boxes and papers spill out.

You accidentally knock over a box and papers
spill out all over the place. As you pick them up,
you can’t help but notice the word D’Gar and
Amthydor on a couple of the pages.

Knowledge: Local DC 10, D’Gar and Amthydor
have been on the verge of war for years. It has
been very touch and go, but the diplomats have
been able to keep things peaceful.

The pages are in a complex code. Unless they
steal the papers, they have no time to decode
them.

If the PCs confront the countess, continue here:

“Why darling, those are merely correspondence
between some of our trade partners. We aren’t
limited to trading with Jadenspur, now are we?”

&« Ve need to take these.

"That would be pleasant, wouldn’t it? We can
all have a nice little diplomatic incident after
this and Amthydor could find itself in a real
mess. Is that what we are wanting?”

If the PCs take more than 5 minutes (real time)
arguing with the Countess or start working on
moving her luggage, continue with the following:

The Countess' eyes are pulled to movement
behind you. She smiles triumphantly. *Oh
good! You brought more help!*

Although there is something not quite right with
these newcomers. They smile as well, but with a
bemused expression on their faces.

"Help? Why certainly we will help. Help
ourselves that is. Now stand aside and you
won't get hurt.”

LS]138 - The Sky is Falling!

These ruffians have arrived to take what they can.
They are more powerful than those fought in
Encounter 6. In fact, they cannot be talked out
of combat unless they are allowed unopposed
access to the Countess' luggage.

The Countess will protest these hooligans taking
her belongings. If the Countess had been
convinced to leave her things behind, then she
will grudgingly understand that she can no longer
claim ownership to her belongings and allow the
ruffians to their claim.
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|ATL 1

Thug — Gang Leader

N Human Fighter 1

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 19, T 12, FF 17 (+4 armor, +3 shield, +2 Dex)
HP 15 (1d10 + 4 + 1 favored) Speed 30 ft.
Fort +5, Ref +2, Will +0

SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +6 (1d8+4, 19-20x2) or
Longbow +3 (1d8, 20x3)

Str 18° Dex 14 Con 16 Int 13 Wis 10 Cha 7

Base Atk +1; CMB +5; CMD 17

Feats Shield Focus®, Toughness*, Weapon Focus
(Longsword)

Gear Chain Shirt, Heavy Steel Shield, Longsword,
Longbow (20 arrows)

Skills: Intimidate +4, Percept. +1, Sense Motive +1
Special Abilities None

Thug (2)- Weapon & Shield

N Human Fighter 1

Initiative +1; Space/Reach 5 ft./5 ft.

AC 18, T 11, FF 17 (+4 armor, +3 shield, +1 Dex)
HP 14 (1d10 + 3 + 1 favored) Speed 30 ft.
Fort +4, Ref +1, Will +0

SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +7 (1d8+5, 19-20x2) or
Longbow +2 (1d8, 20x3)

Str 20° Dex 12 Con 14 Int 10 Wis 10 Cha 10
Base Atk +1; CMB +6; CMD 17

Feats Toughness*, Weapon Focus (Longsword),
Shield Focus®

Gear Chain Shirt, Heavy Steel Shield, Longsword,
Longbow (20 arrows)

Skills: Intimidate +4, Perception +1

Damage Priest CE Human Cleric of Kohr 1
Domains: Destruction, Evil

Initiative +1; Space/Reach 5 ft./5 ft.
AC 16, T 11, FF 15 (+3 armr, +1 Dex, +2 shld)

HP 12 (1d8 + 4) Speed 30'
Fort +3, Ref +2, Will +8

SQ/DR/SR/Immune No

Attacks Warhammer +1 (1d8+1, 20x3) or

Heavy Crossbow +1 (1d10, 19-20x2) or

R. Touch +1 (20x2) or M. Touch +1 (20x2)

Special Attacks Touch of Evil - 8/day, target
sickened & counts as 'good' for 1 round

Destructive Smite - 8/day, +1 dmg for 1 attack
Seells: Save DC =15 + Spell Level

0" - co/day — Bleed, Resistance, Stabilize
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1% - 4/day — Bane, Cause Fear, Cure Light Wounds,
True Strike®

Str 12 Dex 12 Con 10 Int 10 Wis 20° Cha 13

Base Atk +0; CMB +1; CMD 12

Feats Combat Casting, Toughness

Gear Chain Shirt, Warhammer, Heavy Crosshow (20
bolts), Heavy Steel Shield

Skills: Concentration +6, Perception +9, Spellcraft
+4, Caster Level (for SR) +1

Special Abilities Channel Energy (Negative, 1d6, 30',
4/day, DC 16), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened
and counts as 'good' for spells for 1 round),
Destructive Smite (8/day, add +1 damage on 1 melee
attack)

Page 19



| ATL 3

Fighter — Gang Leader

N Human Fighter 2

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 20, Touch 13, FF 17 (+4 armor, +3 shield, +2
Dex, +1 dodge)

HP 24 (2d10 + 8 + 2 favored) Speed 30 ft.
Fort +7, Ref +3, Will +17
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +8 (1d8+4, 19-20x2) or
Longbow +5 (1d8, 20x3)

Str 18° Dex 14 Con 16 Int 13 Wis 10 Cha 7

Base Atk +2; CMB +7; CMD 18

Feats Dodge®, Shield Focus®, Toughness*, Weapon
Focus (Longsword)

Gear Chain Shirt, Heavy Steel Shield, Longsword,
Longhow (20 arrows), Petion-ofBless, Potion-of
Resistanee

Skills: Intimidate +5, Percept. +2, Sense Motive +2
Special Abilities Bravery +1"

Fighter (2) — Weapon & Shield

N Human Fighter 2

Initiative +5; Space/Reach 5 ft./5 ft.

AC 18, T 11, FF 17 (+4 armor, +3 shield, +1 Dex)

HP 22 (2d10 + 6 + 2 favored) Speed 30 ft.
Fort +6, Ref +2, Will +1™
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +9 (1d8+5, 19-20x2) or
Longbow +4 (1d8, 20x3)

Str 20° Dex 12 Con 14 Int 10 Wis 10 Cha 10
Base Atk +2; CMB +8; CMD 18

Feats Shield Focus®, Improved Initiative®,
Toughness*, Weapon Focus (Longsword)

Gear Chain Shirt, Heavy Steel Shield, Longsword,
Longbow (20 arrows), Petion-ofBless, Potion-of
Resistanes

Skills: Intimidate +5, Perception +2

Special Abilities Bravery +1"

Damage Priest CE Human Cleric of Kohr 3
Domains: Destruction, Evil

Initiative +1; Space/Reach 5 ft./5 ft.
AC 17, T 11, FF 16 (+4 armr, +1 Dex, +2 shld)

HP 26 (3d8 + 6) Speed 30'

Fort +4, Ref +3, Will +9

SQ/DR/SR/Immune No

Attacks Warhammer +4 (1d8+1, 20x3) or

Heavy Crosshow +4 (1d10, 19-20x2) or

R. Touch +4 (20x2) or M. Touch +4 (20x2)

Special Attacks Touch of Evil - 8/day, target
sickened & counts as 'good' for 2 rounds

Destructive Smite - 8/day, +2 dmg for 1 attack
Spells: Save DC =15 + Spell Level

0" - oo/day - Bleed, Detect Magic, Light, Stabilize

1* - 5/day - Bane, Cause Fear, Cure Light Wounds,
Doom, True Strike®

2" - 3/day - Cure Moderate Wounds, Hold Person,
Shatter®

Str 12 Dex 12 Con 10 Int 10 Wis 20° Cha 13

Base Atk +2; CMB +4; CMD 14

Feats Combat Casting, Selective Channeling (1
target), Toughness

Gear Chain Shirt, Warhammer, Heavy Crosshow (20
bolts), Heavy Steel Shield, Potion-of Resistance,
Potion-oiBless

Skills: Concentration +8, Perception +11, Spellcraft
+6, Caster Level (for SR) +3

Special Abilities Channel Energy (Negative, 2d6, 30',
4/day, DC 16), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened
and counts as 'good’ for spells for 2 rounds),
Destructive Smite (8/day, add +2 damage on 1 melee
attack)
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ATL5

Mercenary — Company Leader

N Human Fighter 4

Initiative +2;  Space/Reach 5 ft./5 ft.

AC 23, T 13, FF 20 (+6 armor, +3 shield, +2 Dex, +1
dodge, +1 natural)

HP 52* (4d10 + 23 + 4 favored)
Fort +9, Ref +5, Will +3™
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +11 (1d8+5, 19-20x2) or
Longbow +7 (1d8, 20x3)

Str 19° Dex 14 Con 16 Int 13 Wis 10 Cha 7

Base Atk +4; CMB +9; CMD 19

Feats Dodge®, Endurance, Diehard*, Shield Focus®,
Toughness*, Weapon Focus (Longsword)

Gear Breastplate, Heavy Steel Shield, Longsword,
Longbow (20 arrows) POHOH—Of—AId Penen%f

Speed 30 ft."

Skills: Intimidate +7, Percept. +4, Sense Motive +4
Spec. Abilities Bravery +1%, Armor Training 1"

Mercenary (2) — Weapon & Shield

N Human Fighter 4

Initiative +5;  Space/Reach 5 ft./5 ft.

AC 21, T 11, FF 20 (+6 armor, +3 shield, +1 Dex, +1
natural)

HP 48 (4d10 + 19 + 4 favored)
Fort +8, Ref +4, Will +3™
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword +12* (1d8+8¥ 19-20x2) or
Longbow +6 (1d8, 20x3)

Str 21° Dex 12 Con 14 Int 10 Wis 10 Cha 10
Base Atk +4; CMB +11; CMD 20

Feats Shield Focus®, Improved Initiative®, Power
Attack¥, Toughness*, Weapon Focus (Longsword),
Weapon Spec. (Longsword)®

Gear Chainmail, Heavy Steel Shield, Longsword,
Longbow (20 arrows), Petion-of-Aid, Potion-of

Resistance, Potion-of Barkskin+1, OH-of Magic

Speed 30 ft. ¥

Skills: Intimidate +7, Perception +4
Spec. Abilities Bravery +1%, Armor Training 1"

Damage Priest CE Human Cleric of Kohr 5
Domains: Destruction, Evil

Initiative +1; Space/Reach 5 ft./5 ft.

AC 19, T 11, FF 18 (+5 armor, +1 Dex, +2 shield, +1
natural)

HP 49 (5d8 + 17)

Fort +5, Ref +3, Will +10
SQ/DR/SR/Immune No
Attacks Warhammer +6 (1d8+2, 20x3) or

Heavy Crosshow +5 (1d10, 19-20x2) or

R. Touch +5 (20x2) or M. Touch +5 (20x2)

Special Attacks Touch of Evil - 8/day, target
sickened & counts as 'good' for 3 rounds

Destructive Smite - 8/day, +3 dmg for 1 attack

Spells: Save DC = 15 + Spell Level

0" - co/day - Bleed, Detect Magic, Light, Stabilize

1% - 6/day - Bane, Cause Fear, Cure Light Wounds,
Doom (2), True Strike®

2" - 4/day - Cure Moderate Wounds, Eagle's
Splender, Hold Person, Shatter®

3" - 3/day - Cure Serious Wounds, Searing Light,
Rage®

Str 12 Dex 12 Con 10 Int 10 Wis 21° Cha 17

Base Atk +3; CMB +6; CMD 15

Feats Combat Casting, Improved Channel, Selective
Channeling (3 targets), Toughness

Gear Scale Mail, Warhammer, Heavy Crosshow (20
bolts), Heavy Steel Shield, Potion-ofResistance,
Potion-of-Ald, Potion-of-Barkskin—+1, Oil-of-Magic
Weapon—+1

Skills: Concentration +10, Perception +13, Spellcraft
+8, Caster Level (for SR) +5

Special Abilities Channel Energy (Negative, 3d6, 30',
4/day, DC 19), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened
and counts as 'good' for spells for 3 rounds),
Destructive Smite (8/day, add +3 damage on 1 melee
attack)

Speed 20'
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ATL 7

Sellsword — Professional Killer

N Human Fighter 7

Initiative +6;  Space/Reach 5 ft./5 ft.

AC 23, Touch 13, FF 20 (+7 armor, +3 shield, +2
Dex, +1 dodge)

HP 78* (7d10 + 28 + 7 favored) Speed 30 ft."
Fort +11, Ref +7, Will +5"
SQNone DRNo SRNo ImmuneNo

Full Attack Longsword™ +17/+12% (1d8+9*, 19-20x2)
or Longbow +11/+6 (1d8, 20x3)

Str 19° Dex 14 Con 16 Int 13 Wis 10 Cha 7

Base Atk +7; CMB +16; CMD 23

Feats Dodge®, Endurance, Diehard*, Improved
Initiative®, Shield Focus®, Toughness*, Weapon Focus
(Longsword), Weapon Spec. (Longsword)®, Vital
Strike*

Gear Splintmail, Hvy Steel Shield, Longsword,
Longbow (20 arrows), Petion-of-Heroism, Potion-of
Resistance, Potion-of Barkskin+2, Oil-of-Magic
Weapon—=+2, Oil-ef-Magic-Vestment+1-(2), Potion of
Cure Light Wounds

Skills: Acrobatics +0, Intimidate +11, Perception +9,
Sense Motive +9

Spec. Abilities Bravery +2", Armor Training 2,
Weapon Training (Heavy Blades +1)

Rager (2) — Weapon & Shield

N Human Barbarian 6

Initiative +2; Space/Reach 5 ft./5 ft.
AC 24, T 12, FF 22 (+6 armor, +4 shield, +2 Dex, +2
natural)

HP 81 (6d12 + 18 + 6 favored) Speed 40 ft.
Fort +10, Ref +7, Will +5
SQNone DRNo SRNo ImmuneNo

Attacks Longsword +16/+11 (1d8+7, 19-20x2) or
Longbow +10/+5 (1d8, 20x3)

Special Attacks Rage Powers (see Special)

Str 21° Dex 14 Con 14 Int 10 Wis 10 Cha 7

Base Atk +6; CMB +15; CMD 23

Feats Armor Focus, Shield Focus, Toughness,
Weapon Focus (Longsword)

Gear Scale Mail, Heavy Steel Shield, Longsword,
Longbow (20 arrows), Petion-of Resistance, Potion-of
Heroism, Potion-of Barkskin+2, Oil-of Greater Magic
Weapon—=+2, Oil-efMagic-Vestment+1{2), Potion of
Cure Light Wounds

Skills: Acrobatics +12, Intimidate +9, Perception +11
Special Abilities *Rage: 16 rounds/day (+4 Str/Con,
+2 Will, -2 AC), *Rage Powers (No Escape, Powerful

Blow, Renewed Vigor), Fast Movement, Improved
Uncanny Dodge, Trap Sense +2

Damage Priest CE Human Cleric of Kohr 7
Domains: Destruction, Evil

Initiative +1; Space/Reach 5 ft./5 ft.
AC 23, T 11, FF 22 (+7 armor, +1 Dex, +3 shield, +2
natural)

HP 58 (7d8 + 14)

Fort +8, Ref +6, Will +13
SQ/DR/SR/Immune No
Attacks Warhammer +10 (1d8+3, 20x3) or

Heavy Crosshow +8 (1d10, 19-20x2) or

R. Touch +8 (20x2) or M. Touch +8 (20x2)

Special Attacks Touch of Evil - 8/day, target
sickened & counts as 'good' for 4 rounds

Destructive Smite - 8/day, +4 dmg for 1 attack

Spells: Save DC = 15 + Spell Level

0" - co/day - Bleed, Detect Magic, Light, Stabilize

1** - 7/day - Bane, Cure Light Wounds (2), Doom (2),
Summon Monster 1, True Strike®

2" - 5/day - Cure Moderate Wounds (2), Eagle's
Splender, Hold Person, Shatter®

3"~ 4/day - Cure Serious Wounds, Searing Light (2),
Rage®

4™ - 3/day - Poison, Cure Critical Wounds, Unholy
Blight®

Str 12 Dex 12 Con 10 Int 10 Wis 21° Cha 17

Base Atk +5; CMB +10; CMD 17

Feats Combat Casting, Channel Smite, Improved
Channel, Selective Channeling (3 targets), Toughness
Gear Breastplate, Warhammer, Heavy Crossbow (20
bolts), Heavy Steel Shield, Potion-of Resistance,
Potion-oi=leroism, PotionofBadslan—-2, Otleof
Greater-Magic-Weapon—=+2, Oil-of-Magic-Vestment—+1
{2), Potion of Cure Light Wounds

Skills: Concentration +12, Perception +17, Spellcraft
+12, Caster Level (for SR) +7

Special Abilities Channel Energy (Negative, 4d6, 30',
4/day, DC 20), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened
and counts as 'good' for spells for 4 rounds),
Destructive Smite (8/day, add +4 damage on 1 melee
attack)

Speed 20'
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ATL9

Soldier-For-Hire — Street Knight

N Human Fighter 9

Initiative +6;  Space/Reach 5 ft./5 ft.

AC 30, Touch 13, FF 27 (+9 armor, +6 shield, +2
Dex, +1 dodge, +2 natural)

HP 99¥ (9d10 + 36 + 9 favored) ~ Speed 30 ft."
Fort +12, Ref +8, Will +6"

SQNone DRNo SRNo ImmuneNo

Full Attack Longsword™ +25/+20 (1d8+14%, 17-
20x2) or Longbow +16/+11 (1d8+2, 20x3)

Str 24° Dex 14 Con 16 Int 13 Wis 10 Cha 7

Base Atk +9; CMB +23; CMD 28

Feats Dodge®, Endurance, Diehard*, Greater Shield
Focus®, Imp. Crit. (Longsword), Imp. Init.B, Shield
Focus®, Toughness*, Weapon Focus (Longsword)B,
Weapon Spec. (Longsword)®?, Vital Strike®

Gear Splintmail, Hvy Steel Shield, Longsword,
Longbow (20 arrows), Petion-of-Heroism, Potion-of
Resistanee, Potion-of-Barkskin—=+2, Petiop-oi-Divine
Favor+1, Potion-of Bull's-Strength, Oil-of- Greater
Magic-Weapon—+2, Oil-of-Magic-Vestment+2-(2),
Potion of Cure Moderate Wounds

Skills: Acrobatics +2, Intimidate +13, Perception +10,
Sense Motive +10

Spec. Abilities Bravery +2%, Armor Training 2,
Weapon Training (Heavy Blades +2, Bows +1)

Maniac (2)- Weapon & Shield
N Human Barbarian 8
Initiative +4; Space/Reach 5 ft./5 ft.
AC 28, T 13, FF 25 (+8 armor, +5 shield, +3 Dex, +2
natural)
HP 107 (8d12 + 24 + 8 favored)  Speed 30 ft.
Fort +11, Ref +9, Will +5
SQNone SR: No ImmuneNo DR: 1/-
Attacks Longsword +20/+15 (1d8+9% 19-20x2) or
Longbow +15/+10 (1d8+1, 20x3)
Special Attacks Rage Powers (see Special)
Str 22° Dex 18 Con 14 Int 10 Wis 10 Cha 7
Base Atk +8; CMB +19; CMD 28
Feats Armor Focus, Shield Foc., Toughness, Vital
Strike®, Weap. Foc. (L.sword)
Gear Breastplate Heavy Steel Shield, Longsword,
Longbow (20 arrows), Petien-of Resistance, Potion-of
Heroism, Potion-of Barkskin+2, Potion-of-Divine
Favor—+1, Potion-of-Cat's-Grace, OH-of Greater

. Ol ; ),
Potion of Cure Moderate Wounds
Skills: Acrobatics +16, Intimidate +11, Perception
+13
Special Abilities *Rage: 20 rounds/day (+4 Str/Con,
+2 Will, -2 AC), *Rage Powers (No Escape, Powerful

Blow, Renewed Vigor, Surprise Accuracy), Fast
Movement, Improved Uncanny Dodge, Trap Sense +2,
DR 1/-

*Rage stats are not included in these stat blocks

Damage Priest CE Human Cleric of Kohr 9
Domains: Destruction, Evil

Initiative +7; Space/Reach 5 ft./5 ft.
AC 27, T 13, FF 24 (+8 armor, +3 Dex, +4 shield, +2
natural)

HP 74 (9d8 + 18) DR/SR/Immune No

Fort +9, Ref +9, Will +15 Speed 20'

SQ Destructive Aura, Scythe of Evil (see Special)
Attacks Warhammer +14/+9 (1d8+6, 20x3) or
Heavy Crossbow +12 (1d10+1, 19-20x2) or

R. Touch +12 (20x2) or M. Touch +12 (20x2)

Special Attacks Touch of Evil - 9/day, target
sickened & counts as 'good' for 5 rounds

Destructive Smite - 9/day, +5 dmg for 1 attack

Spells: Save DC = 16 + Spell Level

0" - co/day - Bleed, Detect Magic, Light, Stabilize

1** - 7/day - Bane, Cure Light Wounds (2), Doom (2),
Summon Monster 1, True Strike®

2" - 7/day - Buli's-Strength, Cure Moderate Wounds
(2), Eagle's-Splendor, Hold Person (2), Shatter®

3"~ 5/day - Cure Serious Wounds, Searing Light (3),
Rage®

4™ - 4/day - Poison (2), Cure Critical Wounds, Unholy
Blight

5" - 3/day - Flame Strike (2), Shout®

Str 16 Dex 16 Con 10 Int 10 Wis 22° Cha 17

Base Atk +6; CMB +14; CMD 22

Feats Combat Casting, Channel Smite, Improved
Channel, Improved Initiative, Selective Channeling (3
targets), Toughness

Gear Breastplate, Warhammer, Heavy Crossbow (20
bolts), Heavy Steel Shield, Potion-ofResistance,
Potien-of-Herolsm, Potion-of-Barkskin—+2, Otl-of
Greater-Magic-Weapon—=+2, Oil-of-Magic-Vestment—+2
Potion of Cure Moderate Wounds

Skills: Concentration +15, Perception +20, Spellcraft
+14, Caster Level (for SR) +9

Special Abilities Channel Energy (Negative, 5d6, 30',
4/day, DC 21), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened
and counts as 'good' for spells for 5 rounds),
Destructive Smite (9/day, add +5 damage on 1 melee
attack), Destructive Aura (30' radius, 9 rnds/day, all
attacks, even on you, get +5 dmg & auto-confirm
crits), Scythe of Evil (1/day, make weapon unholy for 5
rounds)
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ATL 11

Adventuring Roadblock — Master-at-Arms
N Human Fighter 11

Initiative +6; Space/Reach 5 ft./5 ft.

AC 37, Touch 16, FF 33 (+11 armor, +7 shield, +3 Dex,
+1 dodge, + 3 natural, +2 deflection)

HP 120% (11d10 + 44 + 11 favored)

Fort +13, Ref +10, Will +6” Speed 30 ft.
SQNone DRNo SRNo ImmuneNo

Attacks Longsword +27/+22/+17% (1d8+17%, 17-20x2%)
or Longbow +19/+14/+9 (1d8+4, 20x3")

Str 24° Dex 18 Con 16 Int 13 Wis 10 Cha 7

Base Atk +11; CMB +26; CMD 34

Feats Critical Focus*®, Dodge®, Endurance, Diehard”,
Greater Shield Focus®, Improved Critical (Longsword),
Improved Initiative®, Improved Vital Strike®, Shield
Focus®, Toughness*, Weapon Focus (Longsword)®,
Weapon Spec. (Longsword)®, Vital Strike

Gear Half-plate, Hvy Steel Shield, Longsword, Longbow

(20 arrows) Penen%@eed—Hepe Penen@f—Resmanee

), Peueweféh;eldref—l;am#z Potion of Cure
Moderate Wounds (2)

Skills: Acrobatics +4, Intimidate +16, Perception +11,
Sense Motive +12

Spec. Abilities Bravery +3%, Armor Training 3", Weapon
Training (Heavy Blades +2, Bows +1)

Berserker (2) — Weapon & Shield

N Human Barbarian 10

Initiative +4; Space/Reach 5 ft./5 ft.

AC 34, T 15, FF 31 (+10 armor, +6 shield, +3 Dex, +3

natural, +2 deflection)

HP 133 (10d12 + 30 + 10 fav.)  Speed 30 ft.

Fort +12, Ref +10, Will +6

SQ None SR No Immune No DR: 2/- (3/-)*

Attacks Longsword +25/+20 (1d8+14° 17-20x2) or

Longbow +17/+12 (1d8+3, 20x3)

Special Attacks Rage Powers (see Special)

Str 26° Dex 18 Con 14 Int 10 Wis 10 Cha 7

Base Atk +10; CMB +24; CMD 34

Feats Armor Focus, Improved Critical (Longsword),

Shield Focus, Toughness, Vital Strike®, Weapon Focus

(Longsword)

Gear Breastplate, Heavy Steel Shield, Longsword,

Longbow (20 arrows), Petion-of Resistance, Potion-of

Good-Hepe, Potion-of Divine-Favor-+1, Potion-of Shield

ofFaith==2 Pobop ot Cot's Craee, PottoneaiBulls

: Qilete : 3 Oilof .
, Petion-of Barkskin-+3, Potion of Cure

Moderate Wounds (2)

Skills: Acrobatics +18, Intimidate +13, Perception +15

Special Abilities *Rage: 24 rounds/day (+4 Str/Con, +2

Will, -2 AC), *Rage Powers (Increased DR, No Escape,

Powerful Blow, Renewed Vigor, Surprise Accuracy),
Fast Movement, Improved Uncanny Dodge, Trap Sense
+3, DR 2/-

*Rage stats are not included in these stat blocks

Damage Priest CE Human Cleric of Kohr 11
Domains: Destruction, Evil
Initiative +7; Space/Reach 5 ft./5 ft.
AC 32, T 15, FF 29 (+9 armor, +3 Dex, +5 shield, +3
natural, +2 deflection)
HP 112 (11d8 + 44) DR/SR/Immune No
Fort +12, Ref +9, Will +16 Speed 20'
SQ Destructive Aura, Scythe of Evil (see Special)
Attacks Warhammer +17/+12 (1d8+9, 20x3) or
Heavy Crossbow +14 (1d10+3, 19-20x2) or
R. Touch +14 (20x2) or M. Touch +14 (20x2)
Special Attacks Touch of Evil - 9/day, target sickened &
counts as 'good' for 6 rounds
Destructive Smite - 9/day, +6 dmg for 1 attack

eells Save DC =18 + Spell Level
0" - oo/day - Bleed, Detect Magic, Light, Stabilize
1% - 7/day - Bane, Cure Light Wounds (2), Doom (2),
Summon Monster 1, True Strike®
2" - 7/day - Bear's-Endurance, Bull's-Strength, Cure
Moderate Wounds, Eagle's-Splenrder, Hold Person (2),
Shatter®
3" - 6/day - Cure Serious Wounds, Searing Light (4),
Rage®
4" - 5/day - Poison (2), Cure Critical Wounds, Unholy
Blight, Unholy Blight”
5" - 4/day - Flame Strike (3), Shout®
6" - 3/day - Harm (2), Harm®
Str 16 Dex 16 Con 14 Int 10 Wis 26° Cha 17
Base Atk +8; CMB +16; CMD 26
Feats Combat Casting, Channel Smite, Improved
Channel, Improved Initiative, Selective Channeling (3
targets), Spell Penetration, Toughness
Gear Breastplate, Warhammer, Heavy Crossbhow (20
bolts), Heavy Steel Shield, Petion-ef Resistance, Potion
of Good-Hope, Potion-of Barkskin+3, Ol-of Greater
begie\eanon—-3, OrlboiMagieMesiment-2-L23, Potion
Shield-of-Faith+2, Potion-of Owl's-Wisdem, Potion of
Cure Moderate Wounds (2)
Skills: Concentration +19, Perception +24, Spellcraft
+16, Caster Level (for SR) +13
Special Abilities Channel Energy (Negative, 6d6, 30',
4/day, DC 25), Spontaneous Casting (Inflict), Domain
Powers: Touch of Evil (M. touch, target is sickened and
counts as 'good' for spells for 6 rounds), Destructive
Smite (9/day, add +6 damage on 1 melee attack),
Destructive Aura (30" radius, 11 rounds/day, all attacks,
even against you, get +6 dmg & auto-confirm critical
threats), Scythe of Evil (1/day, make weapon unholy for 6
rounds)
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ATL 13

Heroes’ Bane — N Human Fighter 13

Initiative +8; Space/Reach 5 ft./5 ft.

AC 41° Touch 18, FF 36 (+12 armor, +8 shield, +3 Dex,
+1 dodge, +3 natural, +3 deflection, +1 haste)

HP 141¥ (13d10 + 52 + 13 favored)

Fort +14, Ref +12, Will +7" Speed 60" #
SQNone DRNo SRNo ImmuneNo

Attacks Longsword™ +32/+27/+22/+32% (1d8+21%, 17-
20x25) or

Longbow +24/+19/+14/+24 (1d8+6, 20x3%)

Str 23° Dex 18 Con 16 Int 13 Wis 10 Cha 7

Base Atk +13; CMB +31; CMD 37

Feats Combat Expertise®, Critical Focust®, Dodge®,
Endurance, Diehard®, Greater Shield Focus®, Greater Weap.
Spec. (Longsword)®, Imp. Crit. (Longsword), Improved
Initiative®, Improved Vital Strike®, Shield Focus®,
Toughness*, Weapon Focus (Longsword)®, Weapon Spec.
(Longsword)®, Vital Strike

Gear HaIf-pIate Heavy Steel Shield, Longsword, Longbow

(20 arrows), 9+I—e#Gmater—Mag4&Weapen—+4

of Faith-+3, Peuengf—Haste Potion of See InV|S|b|I|ty,
Potion of Cure Serious Wounds

Skills: Acrobatics +6, Intimidate +18, Perception +13, Sense
Motive +14

Spec. Abilities Bravery +3™, Armor Training 3", Weapon
Training (Heavy Blades +3, Bows +2, Light Blades +1)
Potien-ef Haste, Potion of See Invisibility, Potion of Cure
Serious Wounds

Skills: Acrobat. +8, Intmdte +14, Perception +14

Spec. Abilities Bravery +3™, Armor Training 3", Weapon
Training (Light Blades +2, Bows +1)

Anger Unbound (2)- Weapon & Shield
N Human Barbarian 12

Initiative +4; Space/Reach 5 ft./5 ft.
AC 38, T 17, FF 34 (+11 armor, +7 shield, +3 Dex, +3
natural, +3 deflection, +1 haste)
HP 159 (12d12 + 36 + 12 fav.)
Fort +13, Ref +12, Will +7

SQ None SR No Immune No DR: 2/- (3/-)*

Attacks Longsword +28/+23/+18/+28 (1d8+15%, 17-20x2)
Longbow +20/+15/+10/+20 (1d8+3, 20x3)(2)

Special Attacks Rage Powers (see Special)

Str 27° Dex 18 Con 14 Int 10 Wis 10 Cha 7

Base Atk +12; CMB +28; CMD 38

Feats Armor Focus, Improved Critical (Longsword), Power
Attack®, Shield Focus, Toughness, Vital Strike®, Weapon
Focus (Longsword)

Gear Breastplate, Heavy Steel Shield, Longsword, Longbow
(20 arrows), Petien-of Resistance, Potion-of Good-Hope,
RotionotDivine Fover =1 Potienof Shicld ot Faith =3
Rotiopattaste RPetion et Cots Cines, Peuen@f—Buu—s

Strength, Otot-CreaterMagie-\Weapon—=4,
Vestment=+4-2), Potion-of Barkskin=+3, Potion of See

Speed 60'

Invisibility, Potion of Cure Serious Wounds

Skills: Acrobatics +20, Intimidate +15, Perception +17
Special Abilities *Greater Rage: 28 rounds/day (+6 Str/Con,
+3 Will, -2 AC), *Rage Powers (Increased DR, Mighty
Swing, No Escape, Powerful Blow, Renewed Vigor,
Surprise Accuracy), Fast Movement, Improved Uncanny
Dodge, Trap Sense +4, DR 2/-

*Rage stats/powers are not included in any of these stat
blocks

Damage Priest CE Human Cleric of Kohr 13
Domains: Destruction, Evil

Initiative +7; Space/Reach 5 ft./5 ft.

AC 37, T 15, FF 35 (+13 armor, +1 Dex, +6 shield, +3
natural, +3 deflection, +1 haste)

HP 132 (13d8 + 52) DR/SR/Immune No

Fort +13, Ref +11, Will +17 Speed 50'

SQ Destructive Aura, Scythe of Evil (see Special)

Attacks Warhammer +20/+15/+20 (1d8+10, 20x3) or
Heavy Crossbow +16 (1d10+3, 19-20x2) or

R. Touch +16 (20x2) or M. Touch +16 (20x2)

Special Attacks Touch of Evil - 9/day, target sickened &
counts as 'good' for 7 rounds

Destructive Smite - 9/day, +7 dmg for 1 attack

Spells: Save DC = 18 + Spell Level

0" - co/day - Bleed, Detect Magic, Light, Stabilize

1% - 7/day - Bane, Cure Light Wounds (2), Doom (2),
Summon Monster 1, True Strike®

2" - 7/day - Bear's-Endurance, Buls Strength, Cure
Moderate Wounds, Eagle's-Splender, Hold Person (2),
Shatter”

3" 6/day - Cure Serious Wounds, Searing Light (4), Rage®
4™ - 6/day - Cure Critical Wounds (2), Divine Power,
Poison, Unholy Blight, Unholy Blight®

5" - 5/day - Flame Strike (3), Slay Living, Shout®

6" - 4/day - Heal, Harm (2), Harm®

7" - 2/day - Blasphemy, Disintegrate®

Str 16 Dex 16 Con 14 Int 10 Wis 27° Cha 17

Base Atk +9; CMB +20; CMD 29

Feats Combat Casting, Channel Smite, Greater Spell
Penetration, Improved Channel, Improved Initiative,
Selective Channeling (3 targets), Spell Penetration,
Toughness

Gear Full plate, Warhammer, Heavy Crossbow (20 bolts),
Heavy Steel Shield, Potion-of Resistance, Potion-of Good
Hope, Potion-of Barkskin=+3, Oil-of- Greater Magic-\Weapon
+4, Oilef-Magic-Vestment=+4-(2), Potion-of-Divine-Favor
~+1, Potion-of Cat's-Grace, Potion-of-Shield-of-Faith-+3,
Potion-of Owl's- Wisdem, Potion-of-Haste, Potion of Cure
Serious Wounds

Skills: Concentration +21, Perception +26, Spellcraft +18,
Caster Level (for SR) +17

Special Abilities Channel Energy (Negative, 7d6, 30", 4/day,
DC 26), Spontaneous Casting (Inflict), Domain Powers:
Touch of Evil (M. touch, target is sickened and counts as
‘good’ for spells for 7 rounds), Destructive Smite (9/day, add
+7 damage on 1 melee attack), Destructive Aura (30' radius,
13 rounds/day, all attacks, even against you, get +7 dmg &
auto-confirm critical threats), Scythe of Evil (2/day, make
weapon unholy for 7 rounds)
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ATL 15

Death Incarnate — Juggernaught

N Human Fighter 15

Initiative +8; Space/Reach 5 ft./5 ft.

AC 46° T 20, FF 40 (+13 armor, +9 shield, +4 Dex, +1
dodge, +4 natural, +4 deflection, +1 haste)

HP 192¥ (15d10 + 60 + 15 favored + 30 BE)

Fort +17, Ref +12, Will +7" Speed 30 ft.*
SQNone DRNo SRNo ImmuneNo

Attacks Longsword™ +34/+29/+24/+34F (1d8+21%, 17-
20x2%6) or Longbow +26/+21/+16/+26 (1d8+4, 20x3%)
Str 23° Dex 18 Con 20 Int 13 Wis 10 Cha 7

Base Atk +15; CMB +33; CMD 39

Feats Bleeding Critical®, Blinding Critical?, Combat
Expertise®, Critical Focus®®, Dodge®, Endurance, Diehard¥,
Greater Shield Focus®, Greater Weapon Spec.
(Longsword)®, Imp. Critical (Longsword), Improved
Initiative®, Improved Vital Strikef, Shield Focus®,
Toughness*, Weapon Focus (Longsword)®, Weapon Spec.
(Longsword)®, Vital Strike

Gear HaIf-pIate Heavy Steel Shield, Longsword, Longbow

(20 arrows), O#eﬁ@#eater—Magw—Weapen# OH—eLMagw

Hope, Potion-of Resistance, Penen@f—Haste Potion of See
Invisibility, Potion of Cure Serious Wounds (2)

Skills: Acrobatics +8, Intimidate +20, Perception +15, Sense
Motive +16

Spec. Abilities Bravery +4", Armor Training 4%, Weapon
Training (Heavy Blades +3, Bows +2, Light Blades +1)

Hero Breaker (2)- Weapon & Shield

N Human Barbarian 14

Initiative +4; Space/Reach 5 ft./5 ft.

AC 42, T 18, FF 38 (+12 armor, +8 shield, +3 Dex, +4

natural, +4 deflection, +1 haste)

HP 213 (14d12 + 42 + 14 favored + 28 BE)

Fort +16, Ref +12, Will +7 Speed 60

SQ None SR No Immune No DR: 3/- (5/-)*

Attacks Longsword +32/+27/+22/+32% (1d8+16“, 17-20x2)

Longbow +23/+18/+13/+23 (1d8+4, 20x3)

Special Attacks Rage Powers (see Special)

Str 27° Dex 18 Con 18 Int 10 Wis 10 Cha 7

Base Atk +14; CMB +31; CMD 41

Feats Armor Focus, Cleave®, Improved Critical

(Longsword), Power Attack®, Shield Focus, Toughness,

Vital Strike®, Weapon Focus (Longsword)

Gear Breastplate Heavy Steel Shield, Longsword, Longbow

(20 arrows), Petien-of Resistance, Potion-of-Good-Hope,

Potion-of Divine-Favor-+2, Peﬂenﬂf—eat—&eicaee Peﬂe#ef
Pe&en—ef&t—l—l—s—é’-ﬂcengéh Peﬂen—ef—Bea#s

Enduranee, Potion of See Invisibility, Potion of Cure Serious

Wounds (2)

Skills: Acrobatics +22, Intimidate +17, Perception +19

Special Abilities *Greater Rage: 32 rounds/day (+6 Str/Con,

+3 Will, -2 AC), *Rage Powers (Increased DR (2), Mighty

Swing, No Escape, Powerful Blow, Renewed Vigor,
Surprise Accuracy), Fast Movement, Improved Uncanny
Dodge, Trap Sense +4, DR 3/-, Indomitable Will

*Rage stats/powers are not included in any of these stat
blocks

Damage Priest CE Human Cleric of Kohr 15
Domains: Destruction, Evil

Initiative +7; Space/Reach 5 ft./5 ft.

AC 41, T 16, FF 39 (+14 armor, +1 Dex, +7 shield, +4 nat.,
+4 def., +1 haste)

HP 152 (15d8 + 60) DR/Immune No

Fort +14, Ref +12, Will +18 Speed 50

SR 25 vs. good, touch att. blinds (see Unholy Aura)

SQ Destructive Aura, Scythe of Evil (see Special)

Attacks Warhammer +23/+18/+13/+23 (1d8+11, 20x3) or
Heavy Crossbow +19 (1d10+4, 19-20x2) or

R. Touch +19 (20x2) or M. Touch +19 (20x2)

Special Attacks Touch of Evil - 9/day, target sickened &
counts as 'good' for 8 rounds

Destructive Smite - 9/day, +8 dmg for 1 attack

Seells: Save DC = 18 + Spell Level

0" - wo/day - Bleed, Detect Magic, Light, Stabilize

1% - 7/day - Bane, Cure Light Wounds (2), Doom (2),
Summon Monster 1, True Strike®

2" - 7/day - Bul's Strength, Cure Moderate Wounds, Eagle's
Splender, Hold Person (3), Shatter®

3" 6/day - Cure Serious Wounds, Searing Light (4), Rage®
4™ - 6/day - Cure Critical Wounds (2), Divine Power,
Poison, Unholy Blight, Unholy Blight®

5" - 6/day - Flame Strike (3), Searing Light (empower), Slay
Living, Shout®

6" - 5/day - Heal, Harm (2), Inflict Critical Wounds
(empower), Harm®

7' - 3/day - Destruction, Flame Strike (empower),
Disintegrate®

8" - 2/day - Fire Storm, Unhely-Aura®

Str 16 Dex 16 Con 14 Int 10 Wis 27° Cha 17

Base Atk +11; CMB +23; CMD 32

Feats Combat Casting, Channel Smite, Empower Spell,
Greater Spell Penetration, Improved Channel, Improved
Initiative, Selective Channeling (3 targets), Spell
Penetration, Toughness

Gear Full plate, Warhammer, Heavy Crossbow (20 bolts),
Heavy Steel Shield, Peﬂen@f—Reastanee

Enduranee, Potion of Cure Serious Wounds (2)

Skills: Concentration +23, Perception +28, Spellcraft +20,
Caster Level (for SR) +19

Special Abilities Channel Energy (Negative, 8d6, 30", 4/day,
DC 27), Spontaneous Casting (Inflict), Domain Powers:
Touch of Evil (M. touch, target is sickened and counts as
'good’ for spells for 8 rounds), Destructive Smite (9/day, add
+8 damage on 1 melee attack), Destructive Aura (30" radius,
15 rounds/day, all attacks, even against you, get +8 dmg &
auto-confirm critical threats), Scythe of Evil (2/day, make
weapon unholy for 8 rounds)
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ATL 17

Scion of Armageddon — Irresistible Force
N Human Fighter 17

Initiative +8; Space/Reach 5 ft./5 ft.

AC 48° T 21, FF 42 (+13 armor, +9 shield, +4 Dex, +1 dodge,
+5 natural, +5 deflection, +1 haste) + Blur

HP 217¥ (17d10 + 68 + 17 favored + 34 BE)

Fort +18, Ref +12, Will +9™ Speed 60 ft.*

SQ None DRNo SRNo ImmuneNo

Attacks Longsword™ +40/+35/+30/+25/+40° (1d8+25%, 17-
20x2%) or

Longbow +30/+25/+20/+15/+30 (1d8+8, 20x3%)

Str 24° Dex 18 Con 20 Int 13 Wis 14 Cha 7

Base Atk +17; CMB +38; CMD 43

Feats Bleeding Critical®, Blinding Critical?, Combat
Expertise®, Critical Focus®, Critical Mastery™, Dodge®,
Endurance, Diehard*, Greater Shield Focus®, Greater Weapon
Spec. (Longsword)®, Greater Vital Strike®, Imp. Critical
(Longsword), Improved Initiative®, Improved Vital Strike®,
Shield Focus®, Toughness*, Weapon Focus (Longsword)®,
Weapon Spec. (Longsword)®, Vital Strike

Gear Half-plate, Heavy Steel Shield, Longsword, Longbow (20

arrows), O+I—ef—Greater—Mag44:—Weapen% OH—ef—Magw
Vestment+5-(2),

Peuen@f—Buu—s&rength Peuen-ef—Beaps-Endu;anee Penem;f
Divine-Faver=+3, . Potion-ef-Resistance,

b ¢ Blur, Potion-of ~ Potion.of Shield of Fai ,
Potion of See Invisibility, Potion of Cure Serious Wounds (2)
Skills: Acrobatics +11, Intimidate +22, Perception +17, Sense
Motive +17
Spec. Abilities Bravery +4%, Armor Training 4", Weapon
Training (Heavy Blades +4, Bows +3, Light Blades +2, Thrown
+1)

Scion of Rage (2) — Weapon & Shield

N Human Barbarian 16

Initiative +4, Space/Reach 5 ft./5 ft.

AC 43, T 18, FF 39 (+12 armor, +8 shield, +3 Dex, +5 natural,

+4 deflection, + 1 haste) + Blur

HP 243 (16d12 + 48 + 16 favored + 32 BE)

Fort +17, Ref +13, Will +8 Speed 60'

SQ None SR No Immune No DR: 4/-(7/-)*

Attacks Longsword +36/+31/+26/+21/+36“ (1d8+19°% 17-20x2)

or

Longbow +28/+23/+18/+13/+28 (1d8+5, 20x3)

Special Attacks Rage Powers (see Special)

Str 28° Dex 18 Con 18 Int 10 Wis 10 Cha 7

Base Atk +16; CMB +36; CMD 44

Feats Armor Focus, Cleave®, Improved Critical (Longsword),

Improved Vital Strike”, Power Attack®, Shield Focus,

Toughness, Vital Strike®, Weapon Focus (Longsword)

Gear Breastplate, Heavy Steel Shield, Longsword, Longbow

(20 arrows), Potion-of Resistance, Potion-of Good-Hope, Potion

ot Divipemover -3 Potion el Colf's Croee, Potien-olShicldef

Faith-+4, Potion-of-Haste, Oil-of Greater Magic Weapon-+5,

9+I—9f—Ma§4&Vestmem—-l%-€2—) Penen@f—Bastkm—-% Potion-of
, Petionet Blor,

Potion of See |nvnsnb|I|ty, Potion of Cure Serlous Wounds (3)

Skills: Acrobatics +24, Intimidate +19, Perception +21

Special Abilities *Greater Rage: 36 rounds/day (+6 Str/Con, +3

Will, -2 AC), *Rage Powers (Increased DR (3), Mighty Swing,

No Escape, Powerful Blow, Renewed Vigor, Surprise

Accuracy), Fast Movement, Improved Uncanny Dodge, Trap
Sense +5, DR 4/-, Indomitable Will

*Rage stats/powers are not included in any of these stat blocks

Damage Priest CE Human Cleric of Kohr 17
Domains: Destruction, Evil

Initiative +7; Space/Reach 5 ft./5 ft.

AC 42, T 16, FF 40 (+14 armor, +1 Dex, +7 shield, +1 nat., +4
def., +1 haste) + Blur

HP 172 (17d8 + 68) DR/Immune No

Fort +15, Ref +12, Will +20 Speed 50

SR 25 vs. good, touch att. blinds (see Unholy Aura)

SQ Destructive Aura, Scythe of Evil (see Special)

Attacks Warhammer +26/+21/+16/+26 (1d8+13, 20x3) or
Heavy Crossbow +21 (1d10+5, 19-20x2) or

R. Touch +21 (20x2) or M. Touch +21 (20x2)

Special Attacks Touch of Evil - 10/day, target sickened &
counts as 'good' for 9 rounds

Destructive Smite - 10/day, +9 dmg for 1 attack

Spells: Save DC =19 + Spell Level

0" - oo/day - Bleed, Detect Magic, Light, Stabilize

1% - 7/day - Bane, Cure Light Wounds (2), Doom (2), Summon
Monster 1, True Strike®

2" - 7/day - Buls-Strength, Cure Moderate Wounds, Eagle's
Splender, Hold Person (3), Shatter®

3"~ 7/day - Cure Serious Wounds (2), Searing Light (4), Rage®
4™ - 6/day - Cure Critical Wounds (2), Divine Power, Poison,
Unholy Blight (2), Unholy Blight®

5 - 6/day - Flame Strike (3), Searing Light (empower), Slay
Living, Shout®

6" - 6/day - Heal, Harm (2), Inflict Critical Wounds (empower),
Poison (reach, 65'), Harm®

7' - 5/day - Destruction (2), Flame Strike (empower), Harm
(reach, 65'), Disintegrate®

8" - 3/day - Blade Barrier (empower), Fire Storm, Ynhehy-Aura®
9th - 2/day - Implosion, Summon Monster 9°

Str 16 Dex 16 Con 14 Int 10 Wis 28° Cha 17

Base Atk +12; CMB +26; CMD 33

Feats Combat Casting, Channel Smite, Empower Spell, Greater
Spell Penetration, Improved Channel, Improved Initiative,
Reach Spell, Selective Channeling (3 targets), Spell Penetration,
Toughness

Gear Full plate, Warhammer, Heavy Crossbow (20 bolts),
Heavy Steel Shleld Peue#ef—Resrstanee Peuenef-@eed—Hepe

Blur, Potlon of Cure Serlous 3)

Skills: Concentration +26, Perception +31, Spellcraft +22,
Caster Level (for SR) +21

Special Abilities Channel Energy (Negative, 9d6, 30", 4/day,
DC 28), Spontaneous Casting (Inflict), Domain Powers: Touch
of Evil (M. touch, target is sickened and counts as 'good" for
spells for 9 rounds), Destructive Smite (10/day, add +9 damage
on 1 melee attack), Destructive Aura (30' radius, 17 rounds/day,
all attacks, even against you, get +9 dmg & auto-confirm critical
threats), Scythe of Evil (3/day, make weapon unholy for 9
rounds)
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ATL 19

End of All Things — Unstoppable Force of Death

N Human Fighter 19

Initiative +8; Space/Reach 5 ft./5 ft.

AC 50°% T 21, FF 44 (+15 armor, +9 shield, +4 Dex, +1 dodge,
+5 nat., +5 def., +1 haste) + Displacement

HP 245* (19d10 + 76 + 19 favored + 38 BE)

Fort +19, Ref +13, Will +10" Speed 60 ft."
SQ/SR/Immune No DR 5/-
Attacks Longsword™ +42/+37/+32/+27/+42F (1d8+25%, 17-

20x2%) or

Longbow +32/+27/+22/+17/+32 (1d8+8, 20x3%)

Str 24° Dex 18 Con 20 Int 13 Wis 14 Cha 7

Base Atk +19; CMB +31; CMD 44

Feats Bleeding Critical®, Blinding Critical®, Combat
Expertise®, Cleave®, Critical Focus™®, Critical Mastery®®,
Dodge®, Endurance, Diehard®, Greater Shield Focus®, Greater
Weapon Spec. (Longsword)®, Greater Vital Strike®, Imp.
Critical (Longsword), Imp. Init.?, Imp. Vital Strike?, Power
Attack®®, Shield Focus®, Toughness*, Weapon Focus
(Longsword)®, Weapon Spec. (Longsword)®, Vital Strike
Gear Full plate Heavy Steel Shield, Longsword Longbow (20

Potion-of Displacement,

Faith=+5, Potion of See Invisibility, Potlon of Cure Serious
Wounds, CL 15" (3)

Skills: Acrobatics +14, Intimidate +24, Perception +18, Sense
Motive +18

Spec. Abilities Armor Mastery, Bravery +5%, Armor Training
4" Weapon Training (Heavy Blades +4, Bows +3, Light Blades
+2, Thrown +1)

Herald of Doom (2) — Weapon & Shield

N Human Barbarian 18

Initiative +4, Space/Reach 5 ft./5 ft.

AC 44, T 19, FF 40 (+12 armor, +8 shield, +3 Dex, +5 nat., +5
def., + 1 haste) + Displacement

HP 273 (18d12 + 54 + 18 favored + 36 BE)

Fort +18, Ref +14, Will +9 Speed 60'

SQ None SR No Immune No DR: 4/-(7/-)*

Attacks Longsword +38/+33/+28/+23/+38" (1d8+19° 17-20x2)
Longbow +30/+25/+20/+15/+30 (1d8+5, 20x3)

Special Attacks Rage Powers (see Special)

Str 28° Dex 18 Con 18 Int 10 Wis 10 Cha 7

Base Atk +18; CMB +38; CMD 46

Feats Armor Focus, Cleave®, Improved Critical (Longsword),
Greater Vital Strike®, Imp. Vital Strike®, Power Att.”, Shield
Focus, Toughness, Vital Strike®, Weapon Focus (Longsword)
Gear Breastplate, Heavy Steel Shleld Longsword, Longbow
(20 arrows), Peueno#—Resrstanee Peﬂenof—@eed—Hepe Peﬂen
of Divine Sovsr =3

Haste, Potion of See Invisibility, Potion of Cure Serious, CL 15"
@)

Skills: Acrobatics +26, Intimidate +21, Perception +23

Special Abilities *Greater Rage: 40 rounds/day (+6 Str/Con, +3
Will, -2 AC), *Rage Powers (Increased DR (3), Mighty Swing,

No Escape, Powerful Blow, Renewed Vigor, Surprise Accuracy,
Unexpected Strike), Fast Movement, Improved Uncanny Dodge,
Trap Sense +6, DR 4/-, Indomitable Will, *Tireless Rage

*Rage stats/powers are not included in any of these stat blocks

Damage Priest CE Human Cleric of Kohr 19
Domains: Destruction, Evil Speed 50'

Initiative +7; Space/Reach 5 ft./5 ft.

AC 44, T 17, FF 42 (+14 armor, +1 Dex, +8 shield, +1 nat., +5
def., +1 haste) +Displacement

HP 211 (19d8 + 76 + 19) Immune No

Fort +17, Ref +14, Will +22 DR No

SR 25 vs. good, touch att. blinds (see Unholy Aura)

SQ Destructive Aura, Scythe of Evil (see Special)

Attacks Warhammer +28/+23/+18/+28 (1d8+13, 20x3) or
Heavy Crossbow +23 (1d10+5, 19-20x2) or

R. Touch +23 (20x2) or M. Touch +23 (20x2)

Special Attacks Touch of Evil - 10/day, target sickened &
counts as 'good' for 10 rounds

Destructive Smite - 10/day, +10 dmg for 1 attack

Spells: Save DC =19 + Spell Level

0" - co/day - Bleed, Detect Magic, Light, Stabilize

1% - 7/day - Bane, Cure Light Wounds (2), Doom (2), Summon
Monster 1, True Strike®

2" - 7/day - Buls-Strength, Cure Moderate Wounds, Eagle's
Splender, Hold Person (3), Shatter®

3" 7/day - Cure Serious Wounds (2), Searing Light (4), Rage®
4™ - 6/day - Cure Critical Wounds (2), Divine Power, Poison,
Unholy Blight (2), Unholy Blight®

5" - 6/day - Flame Strike (3), Searing Light (empower), Slay
Living, Shout”

6" - 6/day - Heal, Harm (2) Inflict Critical Wounds (empower),
P0|son (reach, 65'), Harm®

7' - 6/day - Destruction (2), Flame Strike (empower) Harm
(reach, 65), Word of Chaos, Disintegrate®

8" - 4/day - Blade Blade (empower) Fire Storm, Mass Cure
Critical Wounds, Unhehy-Aura®

9th - 4/day - Implosion (3), Summon Monster 9°

Str 16 Dex 16 Con 14 Int 10 Wis 28° Cha 17

Base Atk +14; CMB +28; CMD 36

Feats Combat Casting, Channel Smite, Empower Spell, Greater
Spell Penetration, Improved Channel, Improved Initiative,
Reach Spell, Selective Channeling (3 targets), Shield Focus,
Spell Penetration, Toughness

Gear Full plate, Warhammer, Heavy Crosshow (20 bolts),
Heavy Steel Shleld Poue#ef—Resrstanee Po&enof—@ood—Hepe,

Dﬁplaeemen{ Potion of Cure Serious Wounds, CL 15lh 3)
Skills: Concentration +28, Perception +33, Spellcraft +24,
Caster Level (for SR) +23

Special Abilities Channel Energy (Negative, 10d6, 30', 4/day,
DC 29), Spontaneous Casting (Inflict), Domain Powers: Touch
of Evil (M. touch, target is sickened and counts as 'good" for
spells for 10 rounds), Destructive Smite (10/day, add +10
damage on 1 melee attack), Destructive Aura (30' radius, 19
rounds/day, all attacks, even against you, get +10 dmg & auto-
confirm critical threats), Scythe of Evil (3/day, make weapon
unholy for 10 rounds)
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> If the PCs are defeated, GO TO Conclusion
A (page 31).

» If the PCs have completed all the previous
encounters, then GO TO Conclusion B

(page 31).

ENCOUNTER 8 (OPTIONAL):
CAUGHT IN A BIND

This encounter is to be used if the PCs seem to be
going through the module in too fast of pace.
Determine who has the lowest Will save
modifier. It will be that person that hears a cry
for help in their head.

The darkness is natural. The light from outside
(if it is still daylight outside) cannot get in
through the thick tapestry that covers the single
window.

When light becomes available, read the
following:

You hear the sound of a panicked woman in
your head. ""Help me! | am trapped and 1’m all
alone! Please help! I’'m so scared!”

You could lead the PCs on a hot/cold chase
throughout the city if you have the time. Their
destination is a very nice house in the
Adventurers Quarter down in the basement.

Your merry chase leads you back into the
Adventurers Quarter. From what you see, the
place has been completely deserted. The house
in which you are led is very nice. It stands two
stories high and could even compete with the
noble houses in Amthydor for its beauty, grace
and style.

The basement, at least this part of it, appears to
be a work area of sorts. The furniture, while
not as lavish as what you have seen upstairs,
looks to still be made of fine quality materials.
In addition to a few chairs scattered around the
room, there is a main table that stands about
three feet tall with a marble top. Shelves of
different sizes and depths line the walls where
you imagine books and scrolls could have been
kept. A nice tapestry depicting a scene of
Sorena and Meneon near Raia on a field of
black can be seen hanging against the wall
opposite the staircase you just came down.

The room has pretty much been completely
emptied, except for a large sealed jar sitting on
one of the shelves near the tapestry. The jar
looks as if it can hold about two gallons of
water, however what's inside looks like nothing
you have ever seen before. Different shades of
green wisps and billows as the jar's contents
constantly moves within.

The door is unlocked. And not trapped. The PCs
can easily gain entrance to the building without
any effort at all. The voice will continue to lead
the PC downstairs to the basement.

If someone looks beneath or raises the tapestry, a
window will be found beneath it. The window is
currently closed and locked.

If the PC(s) call out or move within ten feet of the
jar, read the following:

As you enter the building you see the remains of
aonce great place. Furniture of high caliber
and quality can be seen in the rooms that you
enter. Everything small has been evacuated
from shelving units to wall mountings. Only the
large items remain. As you turn the corner down
the hallway, you see a set of stairs leading down
into darkness.

The shifting green swirls within the jar suddenly
begin to coalesce. Within seconds what was
once a swirling mass of nothing a feminine face
can now be seen. Darker green swirls frames
the face as if it was hair. The image looks to
you with clear green eyes. ""Please help me!"*

The woman's voice can now be heard by
everyone who is in the room.

If detect magic is used, a successful Knowledge
(arcana) DC 23 will allow the PC to determine
the enchantment emanations from the jar. A
successful Knowledge (arcana) DC 28 will
allow the PC to determine the spell used: binding.
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« \Who are you?

« \Why can't you leave?

“My name is Donalia. | am so glad you are
here!”

“If I could, I would. In this jar, I stay where
people put me. In Marvus’ case .... on this
shelf.”

PCs who wish to Sense Motive will be unable to
get a proper read on Donalia. You may have the
PC(s) roll their check anyway (if they ask), but
the results will always be inconclusive.

« What are you?

& \Where would you like to go?

“l would like to be out of here .... in more ways
than one. However, being away from this place
IS my more immediate concern. It doesn’t
matter where.”

“l am human, thank you very much. At least |
was until | was trapped in this jar.”

« Do you know of someone we can take you
to?

&« How did this happen?

“l don't know. One minute I was walking on
my way home from my mother's and the next
minute | found myself here. Marvus wrapped
me in chains. There were others in the room
that began chanting. There was a blinding pain
and I ended up in this jar.”

“l don't know. I would like to be taken to my
mother, but I doubt she is still in the city. Once
Marvus put me in this jar, | lost contact with
everyone | ever cared about.”

« How long have you been in the jar?

&« \Why was this done?

“l don't know! | am a good person. Marvus was
obsessed with me. He had someone following
me at all times. He was so insanely jealous of
me speaking to anyone. He even accused me of
cheating on him with everyone, even my own
brother. He is insane!”

“Perhaps a year or two. | don't know for sure.
It's hard keeping track of time in this state.
Perhaps that is a good thing as well. For if |
knew for certain, | probably would go mad.”

The PCs have two choices here: they can leave
Donalia on the shelf or they can take her with
them.

If they take her to the ship, continue here:

&« \Who is Marvus?

“A mage of some renown. At least in his own
mind. He can be a bit possessive.”

« Why didn't Marvus take you?

“l think I may have soured his desire to have me
around. | would complain and cry and moan
about wanting to be released. He packed all his
things, but left me behind. He told me I was no
longer important to him. He said he didn*t want
me like this and no one else would either.” She
begins sobbing.

Handing the jar over to the wizard on the deck,
he smiles at the face in the jar. “Hi beautiful.
My name is Jarcon. I’m pleased to meet you.
Let’s get you somewhere safe and we can have a
nice chat later.”

You didn’t think it could be possible, but a
disembodied face is blushing.

« Why did you call us?

“l desperately need your help! 1 wish to leave
this place before the meteor strikes.”

> Return to whichever encounter was next
before the side trip.

> If the PCs have completed all the previous
encounters, then GO TO Conclusion B

(page 46).
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CONCLUSION A

CONCLUSION B

Coming to, you realize that you are no longer
where you once were, but on the docks. Sitting
up, you find yourself on the longest pier in
Jadenspur watching the last of the ships make
their way to safety. What happened, you
wonder.

Answering your unspoken question, one of the
remaining wizards begin to help you up. ""We
found you either dead or unconscious. We were
able to bring you back. Fortunately for you we
were making one last pass through. Against
orders | might add. Now if you are quite done
resting, |1 would like to be as far from here as
possible.” He lets the intensity of his words sink
in making you think of his desire to be far away
from this disaster that will surely kill all that are
within hundreds of miles of the meteor's
landing.

The sea behind you roils moments after you
turned away and you feel a light mist and see a
spreading shadow block out Sorena’s light.
Emerging from the sea is a giant turtle the size
and shape of a small island. It’s massive maw
opens into what might be a smile. All you can
think of right now is the note from Bartholomew
stating that your path would rise up and reveal
itself. Ohhhh myyyy!

You stand on the longest pier in Jadenspur
watching the last of the ships make their way to
safety. The meteor is coming nothing is going
to stop it. What will be left of this city is
anyone’s guess.

Each of you turn to head toward each other.
The wizards are waiting for you so they can port
you safely home and be far away from this
disaster that will surely kill all that are within
hundreds of miles of the meteor's landing.

The sea behind you roils moments after you
turned away and you feel a light mist and see a
spreading shadow block out Sorena’s light.
Emerging from the sea is a giant turtle the size
and shape of a small island. It’s massive maw
opens into what might be a smile. All you can
think of right now is the note from Bartholomew
stating that your path would rise up and reveal
itself. Ohhhh myyyy!

THuUS ENDS
“THE SKY Is FALLING!”

TIME UNIT COST: 2 TU No lifestyle cost

THUS ENDS
“THE SKY Is FALLING!”

TIME UNIT COST: 2 TU No lifestyle cost.
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EXPERIENCE POINT SUMMARY

ATL
1

ATL ATL ATL ATL ATL ATL ATL ATL
3 5 7 ) 11 13 17 19

Module Experience 600 850 1200 1800 2900 4500 7000 10500 | 17000 | 28000

Bonus 1: PCs "rescue"
all the stragglers from 25 50 75 100 150 200 350 500 750 1000
encounters 4-7

Bonus 2: PCs manage

to get the royal 25 50 75 100 | 150 | 200 | 350 | 500 | 750 | 1000
luggage out of the city
EgLeup;aylng XP 25 50 75 100 | 150 | 200 | 350 | 500 | 750 | 1000

Maximum Possible

XP 675 1000 1425 2100 3350 5100 8050 12000 | 19250 | 31000

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 PCs Average Table Level that experience was earned at,
not the Average Table Level (ATL) at which the PC played. See example under experience for further
explanation. Each person gets one item. Every group gets the first three items. The last three items are
dependent on table size. If it is a table of 5, one of those items is removed. If a table of four, two of those
items are removed.

Encounter 4 combats the PC have played since acquiring
Marbles of Insight - This bag of marbles was them. Roll percentile dice. If the result is equal to
given to you by the little girl Jezabel who you or less than the percentage chance, then the PC has
helped repair their family's cart. The bag appears lost his/her marbles. (ex. The PC has played 10

to hold ordinary marbles. However, after being combat encounters since acquiring the marbles,
carried for 24 hours, the marbles offer the owner thus on a roll of a 1-10 he would lose some.) The
an insight bonus to Intelligence based on the ATL first time the PC loses his marbles, he loses +1 to
in which the PC was awarded. At the conclusion his insight bonus. This continues until the insight
of each combat encounter, there is a chance to bonus reaches 0, and then the PC incurs an insight
"lose one's marbles™ equal to the number of penalty to Intelligence (equal to the original bonus)
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for the remainder of that adventure. At the
conclusion of that adventure, the penalty is
removed as the marbles lose all magical properties
and become normal for all intent and purposes.

e ATL1-7: +2Insight Bonus (value
10,000gp)

e ATL9-13: +4 Insight Bonus (value
40,000gp)

e ATL 15-19: +6 Insight Bonus (value
90,000gp)

(Value: Varies, Caster Level: 8th, Legality:
Legal, Tradable: Yes, Rarity: Uncommon)

Encounter 5

Portable Wheel - This appears to be a wooden
spoked-wheel about 6 inches in diameter given to
you by Oliver for helping him leave the

city. When the command word is spoken, the
wheel can be sized to expand as large as 6 feet in
diameter. If used as a replacement wheel on a
wagon or cart, there is a 5% chance in which it will
shrink back down to normal size upon hitting a
bump or pothole in the road. The wheel can be
used continuously for 24 hours before it reverts to
normal. It then must be inactive for the same
amount of time before it can be used

again. (Value: 2,000gp, Caster Level 5th,
Legality: Legal, Tradable: Yes, Rarity:
Uncommon)

Encounter 7
Gem - As a thank you for saving her life, Countess
Emburlee Thandein has awarded your diligence
with a gem. The value of the gem is based upon
the ATL in which the PC was awarded:
e ATL1-3: Diamond (value 1,000gp)
e ATL5-7: Diamond (value 5,000gp)
e ATL9-13: Gem of Brightness (value
13,000gp, CL 6th)
e ATL 15-19: Gem of Seeing (value
75,000gp, CL 10th)

(Value: Varies, Claster Level: Varies, Legality:

Legal, Tradable: Yes, Rarity: Uncommon)

loun Stone - You had found this odd-looking
stone in the remains of a battle once

completed. The stone found is based upon the
ATL in which the PC was awarded:

o ATL1-3: Clear Spindle (value
4,000gp)

o ATLS5-7: Pink Rhomboid (value
8,000gp)

e ATL9-11: Dark Blue Rhomboid
(value 10,000gp)

e ATL 13-15: Pearly White Spindle
(value 20,000gp)

e ATL17-19: Lavender and Green

Ellipsoid (value 40,000gp)
(Value: Varies, Caster Level: 13th, Legality:
Legal, Tradable: Yes, Rarity: Uncommon)

Pearl of Power - You had found this pearl in the
remains of a battle once completed. The pearl
found is based upon the ATL in which the PC was
awarded:

e ATLI:
ATL 3:
ATL 5:
ATL 7:
ATL 9:
ATL 11:
ATL 13:
ATL 15:

1st-level (value 1,000gp)
2nd-level (value 4,000gp)
3rd-level (value 9,000gp)
4th-level (value 16,000gp)
5th-level (value 25,000gp)
6th-level (value 36,000gp)
7th-level (value 49,000gp)
8th-level (value 64,000gp)
ATL 17: two spells (value 70,000gp)
e ATL 19: 9th level (value 81,000gp)
(Value: varies, Caster Level: 17th, Legality:
Legal, Tradable: Yes, Rarity: Uncommon)

Ring - You had found this ring in the remains of a
battle once completed. The ring found is based
upon the ATL in which the PC was awarded:

e ATLI1-3: Ring of Swimming (value
2,500gp, CL 2nd)

o ATLS5-7: Ring of Sacred Mistletoe
(value 6,000gp, CL 1st)

e ATL9-11: Ring of Curing (value
10,000gp, CL 8th)

e ATL 13-15: Ring of Evasion (value
25,000, CL 7th)

e ATL17-19:  Ring of Protection +5

(value 50,000, CL 5th)
(Value: Varies, Caster Level: Varies, Legality:
Legal, Tradable: Yes, Rarity: Uncommon)
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PLAYER’S HANDOUT #1

Lood day, (PC's name). 2 hope this finds
gou in good tidings. U have urgent need of
Your skills and expertise wight away.
lease come to the cNobles opist'cict by
noon fox a formal briefing. dfime is of the
essence and lives axe at stake. QU know 9

can count on you as Q have done 30 many
times 6efo’ce.

Jady Stella_Pailey
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PLAYER’S HANDOUT #2

well wmet! Destine has revealed a portion
of your path to us. Your path is a
worthy one, but it does wot lead back to
Amthydor upon the completion of Your
misston, Not yet at least. wait at the
Jadenspur docks when You are done and
Your path will rise up and reveal itself
before You.

Bartholomew of Destine
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PLAYER’S HANDOUT #3

Vic's Market & Equipment

. —
Counter
Aisle Shelf Aisle Shelf
Aisle Shelf Aisle Shelf
Aisle Shelf Aisle Shelf
Aisle Shelf Aisle Shelf
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PLAYER’S HANDOUT #4
Free City of Falgoth

Ruler: Flox Rienne and Zizelle Rienne (aka House Rienne)

Government: Benevolent Dictatorship

Resources: Glass, ceramics, shipbuilding, perfume, cosmetics

Population: 36,250 (humans 88%, dwarves 6%, gnomes 3%, high elves 1%, half-elves 1%)
Alignment: LE, LN, N, NE

Language: Common

Deities: Destine, Dymora, Emerys, Galvandt

Description: The Riennes swept in on the skyship Vintarian Speed twenty-five years ago, in
15728 ER (1988 AF), blasting away the last remnants of the previous dictator/mayor of Falgoth.
Taking residence in the inner city, they rule Falgoth haphazardly but kindly.

Flox Rienne manages civic planning and defenses, organizing the chaos of streets in the outer
city, managing the militia, and — when necessary — commanding the Vintarian’s weapons at
threats to Falgoth.

The less public Zizelle manages both trade and foreign relations for Falgoth. She has expanded
Falgoth’s traditional industries towards expensive luxuries, the success of which has increase
Falgoth’s prosperity. Zizelle’s considered the force behind Falgoth’s moves towards moralistic
political policy — financing and hosting privateers and other acts against nations she considers
oppressive.

This has largely placed Zizelle in opposition to Amthydor’s more commercial outlook in policy;
however, a large gift of aid during Amthydor’s recent problems, have left relations warmer than
they’ve been for some time.

Law in the city, other than not opposing the plans of the Riennes, is largely left, for better or
worse, for the citizens to work out amongst themselves. With a strong set of tradition and the
backing of Flox’s militia, when necessary, Falgoth gets by.
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CRITICAL EVENT SUMMARY':
THE SKY IS FALLING!

Convention: Date:
Do Not Return After: GenCon 2013

1. Which encounters did the PCs successfully "rescue™? (Circle all that applies)
Encounter 4 Encounter 5 Encounter 6 Encounter 7
2. Did any of the PCs die in this module? Yes No

3. List the PC(s) that died:

PC Name: Player Name:
PC Name: Player Name:
PC Name: Player Name:
PC Name: Player Name:
PC Name: Player Name:
PC Name: Player Name:

4. Give the status of Countess Emburlee by the end of the module: (Circle all that applies)
Rescued Left Behind Unconscious Not Encountered

5. Did the PCs rescue the woman trapped in the jar from the Optional Encounter 8?
Yes No

6. Was there anything done out of the ordinary that should be shared? Please write/explain
below (and/or on the back if needed):

Return this form to: Jay Fisher, 4132 Westmeadow Dr. Apt 104, Colorado Springs, CO
80906, or by e-mail to rhikhan@yahoo.com.
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Please send completed form
to: Eric V. Clark,

300 Indiana Avenue
Pendleton, IN 46064, or
Isj-roster@theshiningjewel.com.

Player Name:

Email address:

Convention:
Judge:
Date:
ROSTER OF HEROES:
THE SKY IS FALLING!
Home State:_
(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _ Dex

Leveled:  Lostlevel(s): _ Dead:  OutofPlay:  Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Con___Int___ Wis__ Cha

Leveled:  Lostlevel(s):  Dead:  OutofPlay:  Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Con___Int___ Wis__ Cha

Leveled:  Lostlevel(s):  Dead: _ OutofPlay:  Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Con___Int___ Wis__ Cha

Leveled:  Lostlevel(s):  Dead:  OutofPlay:  Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Con___Int___ Wis__ Cha

Leveled: __ Lostlevel(s): __ Dead: ___ Outof Play:__ Future Events: ___ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Con___Int___ Wis___ Cha

Leveled:  Lostlevel(s): _ Dead: _ OutofPlay: _ Future Events: __ Author Future Events:
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Welcome to the LSJ Shopping

. : Scroll Potion
SQI’ee! Available Potions / Scrolls Price A/D  Price
Enclosed in this package is all you need to use the | Cure lightwounds (potion) 50/25 o0
Shopping Spree. Endure elements (potion) NA /25 50
What to Print Mag.e armor (po.tlon) NA/NA 50
Please print out the Shopping Spree cert file. Each Magic fang (potion) NA/25 >0
i u i ile. - -
character gets one and only one cert per adventure to Magic \{veapon (oih) i NA/25 50
make their purchases. Please destroy any unused certs. Protection from XX* (potion) | NA/25 50
General Rules Remove fear (pO_tIOﬂ) NA /25 50
) Bless weapon (oil) NA /100 100
Each player may purchase up to four items per adventure, Silversheen (oil) NA 550
all listed on a single cert. _ _
All d slot th t t b d out at th Ald (potion) NA 300
unused slots on the cert must be crossed out at the
time of purchase, &l:)rt?o?)oderate wounds 200/ 150 300
Exception: A player with a cohort who is playing in that | Darkvision (potion) NA / 375 300
adventure may purchase up to an additional four items for Delay poison (potion) 2007150 300
the cohort, all on a second cert. - -
) ) Lesser restoration (potion) NA /150 300
In game time terms, Shopping Spree purchases may only ["Remove paralysis (potion) NA/ 150 300
take place before or after an adventure. Resist energy 10°* (potion) NA 7150 300
No items may be purchased during an adventure, nor may Cure serious wounds (potion) | 5257375 750
any be added to a purchase completed before an — - —
adventure. ?F/I)Z\g:)cnslrcle against XX NA /375 750
E.g.: The party runs into some lycanthropes and has no | Neutralize poison (potion) 1000/375 | 750
silver weapons. They decide at that time that they had | Remove blindness/deafness NA /375 750
bought silversheen using the Shopping Spree. Sorry, that | (potion)
isn’t happening. Deny the purchase until after the module | Remove curse (potion) NA /375 750
IS over. Remove disease (potion) NA /375 750
h h Water breathing (potion) NA /375 750
What Can Be Purchased Dispel Magic (scroll)*** NA /375 NA
The following may be purchased from Pathfinder RPG  ["Holqg Person (scroll)*** NA /150 NA
Core Rulebook. Breath of Life (scrolly™** | NA/1125 | NA
Scrolls are availak_)le for the followin_g _ Arcane/D_ivine 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.
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OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative
Material” means copyrighted material including derivative works and 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. ldentification: 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.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.

The LSJ Campaign Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff.

Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC; Author Keith Knecht

The Sky is Falling!, Copyright 2013, The Shining Jewel Campaign Author Jay Fisher.
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