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

A cryptic letter from a lawyer, lizard-folk, a soothsayer and an
inheritance. What began on a stormy day in Amthydor drops you into an
adventure foreseen in the cards. An adventure for levels 1-5.

Part 1 of 4 of the Fate in the Cards series.
Warning: This series must be played in order and on a single character or you cannot
complete the series.
This adventure is Time Unit intensive.
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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign adventure. It is
written to be played in a standard four-hour convention time slot.
Some of the text in this adventure is in bold surrounded by a box.
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 an encounter,
feel free to do what is necessary to assist the PCs to succeed. 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) AND THE
POWER OF PCs

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.

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)

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,
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which are paid at the start of every LSJ adventure. See page 147 of
the LSJ Campaign Guide. If this is a player’s first time playing LSJ
and an introduction module, he is not to be charged lifestyle. This is
an encouragement for him to keep playing.

ADVENTURE BACKGROUND

The PCs are awoken on a stormy Amthdorian morning
to a knock on their door. Receiving a letter from a noted
Amthydorian barrister, Fitzgerald Barbue, the PCs are
requested to join the lawyer at the Elysium's Bounty, a
high-class restaurant in the Service District. Arriving at
the restaurant, the PCs are escorted to a private dinner
where Fitzgerald explains that the PCs have been
named beneficiaries of the recently deceased diviner Tal
de'Azir of Al-Serai. Before his murder (a twist the PCs
will discover further into the module) the diviner saw
that the PCs had a role to play in events that have been
foretold and needed to prepare the PCs for what was to
come.

The PCs are given this fine dinner, a glass key with an
address in Drupir, arranged travel to obtain their
treasure, some gold, and a letter from the dead diviner.
In the letter the PCs are told where they can find the
Cards of Fate, a set of magical cards which will mark
the PCs are participants in further adventures in this
series.

ADVENTURE SUMMARY

Introduction A letter requesting the PCs presence at
Elysium's Bounty arrives at their doors (Players'
Handout 1). PCs that do not go get Conclusion A.
Continue with Encounter 1 when the PCs go to the
prearranged lunch.

Encounter 1: Arriving at Elysium's Bounty, they are
escorted to a private dining room where they meet the
barrister, Fitzgerald Barbue. After inviting the PCs to
eat, Barbue explains that he is fulfilling the final request
of the diviner, Tal de'Azir. After answering any
questions he can, he hands the PCs a bag of gold, a
letter from Tal and a glass key. PCs will get Players'
Handout 2. They also can earn Players' Handout 3
(Zur'oun) and Players' Handout 4 (Drupir) in this
encounter. Once they are done with their meal and
leave, go to Encounter 2.

Encounter 2: The PCs are ambushed by Eryx
assassins, sent to kill a group of adventurers leaving the
high-class establishment. The assassins will kill
themselves before being captured. If the PCs fail, they
get Conclusion B.

Encounter 3: Using the Amthydorian Gate, the PCs
arrive in Al-Serai. They are greeted by a horse trader,
Fal'zek, who was paid to give each PC a horse and a
map to Durpir, Falgoth and several landmarks the PCs
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can identify. Give the PCs Players' Handout 5. When
they leave for Durpir, go to Encounter 4.

Encounter 4: Arriving in Durpir, the PCs encounter a
cursed city where fear and paranoia rule. With a
successful Diplomacy (gather information) check, the
PCs discover the abandoned home leading to their
dungeon. Go to Encounter 5.

Encounter 5: This is a short dungeon based encounter
culminating in the PCs setting off a summoned monster
trap left by agents of Hai Phiel, the cult-leader
responsible for Tal's death and the Eryx ambush (The
PCs will learn of Hai Phiel and the Cult of the
Whisperer in Riddle in the Bones: Part 2 of the Fate in
the Cards series). This leads to Encounter 6. If the PCs
fail, they get Conclusion C.

Encounter 6: Arriving in the treasure chamber, the PCs
are surprised by a programmed illusion of Tal who
speaks to the PCs. He explains what is going on and
apologizes for dragging the heroes into a greater
adventure. He warns the PCs that their foes are working
behind the scenes to stop the heroes from interfering
with their plan to return an ancient evil to Raia.

A final warning, Tal begs the PCs to flee Durpir and
head south to Falgoth where Tal has arranged a ship to
return the PCs to Amthydor (there is an advantage to
having a high level diviner, even if he's dead, on your
side). Tal warns the PCs if they don't flee, they will be
killed by assassins sent by their foes to ensure their
demise. The PCs collect the Cards of Fate and go to
Encounter 7.

Encounter 7: Exiting the building, the PCs will be
shocked to see a wanted poster with their image on it.
Examining the poster, they are accused of Tal's death
and a bounty for their arrest. From down the street, the
PCs are spotted by a squad of Durpir guardsmen who
begin chasing the mounted PCs. If the PCs surrender,
they are killed while in custody during Conclusion D.
This will be an exciting chase scene which the PCs will
escape Durpir (no chance for failure, but the rolls and
skill checks will heighten the excitement of the chase).
Once they leave the city, the PCs will have a choice, to
travel to Falgoth to the south, attempt to return to Al-
Serai (Conclusion E), or attempt an overland route
through the ruins of Jadenspur (Conclusion F).
Continue with Encounter 8 if the PCs go to Falgoth.
Encounter 8: Arriving in Falgoth a week later the PCs
have a decision on which gate to enter. Once they are
inside the city they can make their way to the docks.
Encounter 9: Making their way to the docks, the PCs
will find their ship the Siren's Song. Boarding the swift
caravel, the PCs meet Captain lan Razorwind (half-orc
wizard specializing as an independent trader and
occasional pirate hunter for several cities). The PCs
arrive back to Amthydor and get Conclusion G.
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Conclusion A: The PCs do not go on the adventure and
the mod ends here.

Conclusion B: The PCs are raised from the dead by
agents of Tal. A letter explains what happened and his
apology for putting the PCs through such a traumatic
experience.

Conclusion C: The PCs are raised from the dead by
agents of Tal. A letter explains that the treasure wasn't
in the building and an apology for the PCs deaths. He
explains what is going on.

Conclusion D: Ignoring Tal's warning, they ride north
back to Al-Serai. They are ambushed by a crimson
worm, a colossal variant of the purple worm. There are
no survivors or bodies.

Conclusion E: Ignoring Tal's warnings, they ride to the
west towards the ruins of Jadenspur. The PCs are
ambushed in Jadenspur by a retriever. There are no
survivors or bodies.

Conclusion F: The PCs arrive back in Amthydor, safe
and sound. Arriving on the Docks, the PCs are greeted
by an orphan messenger with a letter to the PCs. Give
the PCs Players' Handout 6. Once the PCs are done
reading the note, conclude the adventure.

Conclusion G: Taking their money left to them by the
diviner, the PCs decide not to go on the adventure and
work as warehouse guards instead.

INTRODUCTION

The rap-tap-tap of rain bounces off the roof above
your head. Outside, a massive storm rolls over the
city known as the Shining Jewel. A cleansing rain to
wash away the filth of the world, the crash of
thunder echoes in the sky as if Kohr and Aurelian
were in the midst of a battle. With rain falling in
heavy sheets throughout the city, very few have
dared leaving the safety of their homes today. In the
distance you can barely make out bells tolling ten
times through the pounding rain.

It is currently ten o'clock in the morning. Ask the PCs
where they would be at this time in the morning before
continuing with the box text.

If the PCs want to know about Aurelian, they need to
make a Knowledge (Religion) DC 5. If successful they
know that Aurilian is the greater god of air, including
the weather.

If the PCs want to know about Kohr, they need to make
a Knowledge (Religion) DC 5. If successful they know
that Kohr is the evil god of destruction and the
destructive aspect of storms.
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Going about your business, you suddenly hear a
sharp series of knocks at the door.

If the PCs answer the door, continue with the box text.

Opening the door you are greeted by the sight of a
well-dressed gnome with a massive handlebar
mustache. Holding a soaked umbrella like a cane,
the small man clears his voice before asking ""Good
day, I have been directed towards your home today
with a missive. If you don't mind, could you verify
your name for me?**

Collecting yourself, you are instantly soaked as you
make your way out into the pouring storm. The icy
water feels like needles as it strikes bare skin as you
make your way up the Royal Avenue towards the
Staff District.

The gnome will wait for the PCs to respond truthfully.

The gnome nods appreciatively, **Sorry for the
inconvenience." Opening his coat, the messenger
pulls out an envelope from his inner pocket. Holding
the letter out, you can see the envelope has a heavy
blue wax seal on the rear and your name written in
gold on the front.

If the PCs take the letter, give them Players' Handout
1

The gnome disappears back into the storm, his job
complete. You have been invited to a midday meal at
Elysium's Bounty; what will you do?

» GO TO Encounter 1 (page 4).

ENCOUNTER 1

Walking through the storm, the PCs will see very few
Amthydorian citizens going about their daily lives.
Without magic, even with the proper rain gear, the PCs
will be soaked to the bone by the time they arrive at
Elysium's Bounty.

The heavy rain and severe wind reduces visibility by
half and imposes a -4 penalty to Perception checks, Fly
checks, ranged weapon attacks, automatically
extinguishes unprotected flames and a imposes a 50%
chance to extinguish covered flames. The buildings of
Amthydor protect small characters from having to make
a strength check to walk against the wind, but flying
PCs must make a Fly DC 20 to remain airborne.

If the PCs want to know if they have heard about
Elysium's Bounty, have them make a Knowledge
(Local) DC 10. If successful read the following box
text.

Elysium's Bounty is a well-known restaurant in the
Upper Class District, catering to professionals and
high-priced experts in the district. Adventurers are
often turned away at the door.

If the PCs curious about Fitzgerald Barbue, have them
make a Knowledge (Local) DC 20. If successful read
the following box text:

Fitzgerald Barbue is a barrister in Amthydor. Born
in the Theocracy of Sadaris, Fitzgerald trained with
the Church of Peliron and became a lawyer. He
specializes in business contracts, treaty law and
litigation.

The icy rain pelts you as you make your way west,
up the Royal Avenue towards the Upper Class
District. Passing by a Diamond Watch patrol
stationed outside of the district, they nod in your
direction from under the safety of their stone shelter.
Passing through the gate, you find yourselves
surrounded by white-washed granite buildings that
line both sides of the streets. Locating the restaurant
is relatively easy compared to the normal jumble of
the Adventurers, Dock and Commoners Districts.
The streets in here are laid out in straight lines, with
cross-streets at even intervals.

Arriving at Elysium’s Bounty, you stand outside a
nondescript white-washed building with a single
plagque showing the image of a cornucopia with the
sheaf of wheat symbol of Cerion emblazoned upon
it. A single oak door with a well-made bronze handle
stands before you under a blue awning.

» If the PCs decide they do not want to meet with
Fitzgerald GO TO Conclusion A (page 27).

If the PCs want to go speak with Barbue, continue
below:
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If the PCs want to know about Cerion, they need to
make a Knowledge (Religion) DC 5. If successful read
this text: "Cerion is the neutral good, lesser god of
agriculture, farming and wine."

When the PCs enter the restaurant, continue:
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Opening the door, a tiny bell tinkles overhead to
alert the staff to your arrival. Standing behind a
podium, a well-dressed human eyes you with
disdain. ""How may | help you?""

If the PCs mention they are here to see Barbue, continue
with the box text. Otherwise the maitre d' informs the
PCs that reservations were required a week ago for a
table today and that the PCs should leave.

dishes. Placing the food upon the table, the table
moans in protest under the weight of the meal.
Platters of roasted chicken, braised beef, grilled fish,
seared vegetables, soups, broths, gravies, pastries,
kabobs, aromatic rice, fried lamb, candied yams,
baked potatoes, salads, stuffing, pickles and tapas fill
every inch of the table. Finally your chalices are
filled with a sweet-smelling wine as Fitzgerald takes
his seat. ""Bon appétit."*

The maitre d's face lights up as you mention
Fitzgerald Barbue’s name. "Ah, the group which
Master Barbue has been expecting. Please follow
me."" Following the man, you weave through a large
dining room lit by the mellow glow of dozens of thick
candles. Tables full of finely dressed professionals
dine and chat as servers bear silver trays heavy with
porcelain platters to various tables. White-gloved
hands deliver rich foods arranged artfully upon fine
china before each seated patron. Arriving at a set of
double-doors, the maitre d' knocks before sliding the
doors open. Bowing slightly, the man waves you
onward. ""This way, please, Master Barbue awaits
you inside."

This is the perfect opportunity for the PCs to introduce
themselves if they have not played together before.
Once the PCs are done with introductions and their
meal, continue with the box text.

Wait until the PCs enter the room before continuing.

Entering the well lit room, you see a fashionably-
dressed middle aged human man standing behind a
long table surrounded by chairs. Garbed in a long
black robe trimmed in silver—Dboth his black beard
and short black hair streaked with a single line of
silver—the man holds his hands behind his back
awaiting you.

After the last of you enters the room, the door slides
shut behind your group. Clearing his throat, the
man's deep baritone fills the room. "'l am glad that
you have arrived. My name is Fitzgerald Barbue. |
will request that you hold off on all questions until
after dinner. Please be seated and introduce
yourselves to one another while the feast
commences. We will speak soon enough."*

Wait until the PCs take a seat before continuing.
Fitzgerald refuses to divulge the meaning of this
meeting until after the feast.

Your delicious meal concluded, the servers return
and clear the remnants from the table. Cups of
steaming tea are set before you, Fitzgerald clears his
throat before standing up. "I hope you all enjoyed
your meal. You must be curious why | requested
your presence. This has to do with the final will and
testament of Master Tal de'Azir of Al-Serai. A week
ago, my office received word that Master de'Azir
passed away. Receiving this news along with Master
de'Azir's final wishes, | set about fulfilling his final
request. This is why you have been summoned here
today, Master de'Azir named each of you as his
beneficiaries. Today's meal was the first of four gifts
which he has left your group."

Pulling a glass key out of his pocket, he places it
upon the table. ""The second is this key. Inscribed
upon the key is an address, but no such location
exists within Amthydor."

Bending over, the lawyer lifts a small casket off of
the floor, setting it onto the table. ""The third is the
last of Master de'Azir's wealth to be split evenly
amongst your group."

Slipping his hand into his pocket, Fitzgerald pulls
out a tightly rolled scroll. "*And finally I am to
deliver you this scroll, penned by Master de'Azir
himself. I am sure you have some questions, I will do
my best to answer those within my power."

Once seated, another door opens as dozens of servers
enter the room. Plates, forks, spoons, knives and
chalices are set before you by skilled hands.
Disappearing as quickly as they appeared, a minute
later, they return with trays heavy with dozens of
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Barbue is more than willing to answer any questions
that he can, but he has no clue why Tal named each PC
as his heir.

« Who are you?

“I am Fitzgerald Barbue, a barrister originally from
Sadaris.”
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Sadaris is pronounced: sa-DAR-is.

Knowledge (Geography) DC 15: Sadaris is a country
far to the north, near the Northern Wastes. It is well
known for its worship of Peliron and the lawyers which
it produces.

&« \Where is Sardis?

“Zou'Oun, also known as the Sea of Fire, is a vast
desert three thousand miles to the north-east.”

«& \What is a galabia?

“A galabia is the desert robe of the M'jir from
Zou'Oun."

"Sardis is a country to the north, close to the
Northern Wastes. My countrymen and -women are
known for our worship of Peliron, our lawyers and
codes of law they oversee."

&« \Who are the M'jir from Zou'Oun?

Knowledge (Religion) DC 5: Peliron is the god of laws
and justice, venerated by many paladins, lawyers, and
judges.

« \Why did Tal name us as his beneficiaries?

“The M'jir are nomadic tribesmen who live in
Zou'Oun, which is the great desert known as the Sea
of Fire. A highly honorable people, the M'jir
tribesmen value community and honesty above all
else..”

« Where is Zou'Oun?

“I don't actually know. All I know is what I was
required to do under his last will and testament.”

« Did you ever meet Tal?

"Outsiders know the Zou'Oun as the Sea of Fire, a
great desert thousands of miles to our north-east.
The local tribes-people known as the M'jir use its
proper name, Zou'Oun."

“Only once, precisely thirty-nine days ago. He came
into my office wanting to create his last will and
testament.”

& Can we purchase a galabia before we leave?

& Did Tal seem nervous/act like something was
wrong?

“You should be able to find one in the markets in
either the Northern or Southern Trade Gates from
the markets there."

“Not in the slightest. In my work as a barrister over
the last thirty years, I have never encountered a man
as calm and collected as Master de'Azir."

&« \What did Tal look like?

“He was an older half-elf, nearly six feet tall, heavily
tanned and bald. He was wearing the traditional
galabia of the M'jir who live in Zou'Oun."

The PCs can purchase a Hot Weather Outfit for 8gp
from the merchants in either district. This outfit weighs
8lbs for large PCs, 4lbs for medium sized PCs, or 1lb
for small PCs. It grants the PCs a +2 bonus on Fortitude
saves to resist warm or hot weather, but this bonus does
not stack with those gained from the Survival skill.

« What do you know about Tal?

Zou'Oun is pronounced: zur-OWN.

Knowledge (Geography) DC 15: Zou'Oun, also known
as the Sea of Fire, is a desert to the north-east of
Amthydor, almost three thousand miles away. The
desert nomads who live in Zou'Oun are the Mjir.
Knowledge (Geography) DC 20: Give PCs Players'
Handout 3.

Knowledge (Local) or Craft (Seamstress) DC 20: A
galabia is a desert robe worn by the nomadic tribes who
make Zou'Oun their home.

« \Who are the M'jir?

“Master de'Azir is said to have been blessed by
Destine with the power of foresight. An arcane
diviner of some note, he often saw events well before
they occurred. He spent his life living around the
world as an advisor too many kingdoms. A month
ago Master de'Azir teleported from his home in
Zou'Oun to meet with me and arrange his last will,
but I do not know where he went afterwards.

&« How did you learned that Tal died?

“They are the nomadic tribes who make Zou'Oun
their home."

“A diplomatic courier from Al-Serai arrived in
Amthydor two weeks ago through the gate. After
completing his business with the Lord Monarch, the
courier delivered word to my office that Master
de'Azir passed away."

« Where is Zou'Oun?
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&« Do you know the courier's name?

“No, but his escort—a Diamond Legion officer |
have known in court for many years—assured me
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that the courier's credentials were in order. She was
his translator during our encounter."*

« Who is the Diamond Legion officer?

“Her name is Captain Vestra, although I hear she is
currently away from the city on Legion business."

« \Why did it take you so long to arrange this
meeting?

“It took me a while to track down each of you and
confirm your identities.”

« Do you know why the courier was speaking with
the Lord Monarch?

If the PCs open the casket they can make an Appraisal
DC 20 roll to guess how much is in the casket at a
glance. If successful tell the PCs it looks to be about
1000gp each. For every 5 points the PCs failed this roll,
round down an additional 20% (this is a bit like trying
to guess how many jellybeans are in a glass jar,
although the amount doesn't change your guess can be
wildly off).

Fitzgerald is not interested in waiting for the PCs to
count out exactly how much is in the casket, so he will
leave if the PCs begin count it out.

After the PCs are done asking questions, read the
following box text.

“I do not. It’s none of my concern.”

« \What do you do for a living?

“I am a barrister specializing in contract and trade
law and arbitration. Normally, | would not have
taken a job like this, but due to Master de'Azir's
reputation | made a one-time exception."'

& \What does the glass key look like?

Standing up, Barbau hands the scroll to <random
PC> and the casket and key to <another random PC>.
"l want to thank you for coming out today. I am
sorry for your loss, even if you did not know Master
de'Azir personally. | hope you have a fine day."

The older man exits through the set of double doors,
closing them behind him as he leaves.

The key is the length of your hand, with seven teeth
sticking emerging from the shaft at different
intervals and angles. Along the shaft, someone has
scratched an address ""Kader Sokak #15."

Appraisal or Knowledge (dungeoneering or
engineering) DC 20 or Craft: Locksmith DC 15 (PCs
with the Trapfinding class feature gain a +5
circumstance bonus on this check): Due to the
complexity of the key, you realize that this key must
have been designed by dwarven craftsmen. The lock
this key goes to must be a superior quality.

&« \What does the scroll look like?

Give the PC that you chose above Players' Handout 2.

If the PCs want to know more about Drupir
(pronounced: dru-PEER), have them make a Knowledge
(Geography) DC 20. If successful, give them Players'
Handout 4.

Allow the PCs to read the handout(s) and come to a
decision. When the PCs are ready to leave, read the
following box text.

The rolled up parchment has been sealed by along
the edge with a line of blue wax. Along the wax is a
line of unbroken triangles with warnings in a foreign
language scratched over the top.

Leaving the private dining room, you are ushered
towards the entrance by the waiting maitre d’. As
you reach the entrance, the man bows. "I hope your
meal was to your satisfaction. May Cerion bless your
day."

Opening the door, you exit back into the storm.

If any PC can read Draconic, is says: 'l curse those
who breaks this seal if it does not belong to you.' Each
of your names, in Draconic, is written in the wax."

« How much money is in the casket?

“I do not know since it wasn't my concern. My job is
to fulfill the terms of my contract with my client. If
you are curious perhaps you should open the
casket.”
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» If the PCs begin to head to LoTS, GO TO
Encounter 2 (page 8).

> If the PCs decide not to go, GO TO
CONCLUSION F (page 29).

ENCOUNTER 2

Leaving Elysium's Bounty, the PCs should be heading
towards LOTS to use the gate. The storm is still raging
as the PCs walk through the town. Watching for the PCs
to emerge from the restaurant are Eryx assassins,
commanded to kill any group of adventurers who meet
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with Barbue. They follow the PCs along the roofs of
several buildings until they ambush them several blocks
away.

The storm soaks you again as you make your way to
the Gate. The white-washed buildings narrow as you
walk through an alley. Descending downward, the
street morphs from cobblestones into wide steps
leading to a street fifty feet away.

Get a marching order from the PCs. This alley is only
ten feet wide, connecting two streets on different levels.
See GM AIDE 1 for the map of this encounter.

The Eryx have been following the PCs along the
rooftops since they left the restaurant. Due to the
pouring rain, there has been no chance for the PCs to
spot the assassins from their rooftop perches.

Have the PCs make a Perception DC 10 + ATL. If
successful the PCs can act in the surprise round.
Remember that due to the rain there is a -4 penalty to
all Perception checks.

Read the following box text.

GM Note: Remember that PCs and Eryx on higher
ground receive a +1 bonus on melee attacks.

The stairs impose a -4 penalty on Acrobatic checks.
Once the four melee assassins are dead, the two Eryx
snipers on the roof will escape into the storm.

Knowledge (local) DC 10: These creatures are Eryx,
evil lizard-like humanoids from the Sea of Sand. They
are raiders and assassins who can burrow under the
sand.

Knowledge (local) DC 15: Eryx have toughened hides
and a particularly vicious bite attack. They have adapted
to survive deep in the desert.

|ATL 1

Dropping down from the roofs around your party
are four lizard-like humanoids standing nearly six
feet tall with rust colored scales. Wearing heavy
oiled-leather cloaks. The creatures are all armed
with wickedly serrated scimitars. They hiss as they
advance.

These are Eryx assassins sent to kill anyone who
showed up to the meeting. They will fight to the death.
If one of their members looks like they will be captured,
they will kill them or themselves before being taken
alive.

Combat: There are six assassins total, two on the
ground and two snipers on the roof. The snipers will fire
their light crossbows at casters first (penalty for rain
have been factored into these attack rolls) or at any of
their companions who are incapacitated but not dead.
Six of the bolts are coated in a special poison that is
lethal only to reptilian creatures (Fortitude DC 24: 2d4
Constitution damage each round until three successful
saves in a row). Each archer carries three of these bolts
(one for each of the Eryx), the archers will not allow
their companions or themselves to be taken alive.

The heavy rain and severe wind reduces visibility by
half and imposes a -4 penalty to Perception checks, Fly
checks, ranged weapon attacks, automatically
extinguishes unprotected flames, and a imposes a 50%
chance to extinguish covered flames. The buildings of
Amthydor protect small characters from having to make
a strength check to walk against the wind, but flying
PCs must make a Fly DC 20 to remain airborne.
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OEryx Assassins (Warrior 3) (4)

LE Medium Humanoid (Reptilian)

Init +2; Senses Perception +3

AC 18, touch 12, flat-footed 15; (+4 armor, +1 natural,
+1 shield, +2 dex)

hp 36 (3d10+9)

Fort +6, Ref +3, Will +1

Spd 30 ft.

Melee +6 scimitar (1d6+2, 18-20) & +0 bite (1d4+1)
Ranged +1 light crossbow (1d8, 19-20)

Space 5ft.; Reach 5ft.

Str 15, Dex 15, Con 16, Int 12, Wis 11, Cha 8

Base Atk +3; CMB +5; CMD 17 (19 vs trip)

Feats weapon focus (scimitar), rapid reload (light
crossbow)

Skills Climb +8, Stealth +3, Perception +3

Languages Azher, Eryx

Gear chainshirt,-teken-offeatherfal, light crossbow, 10
normal bolts, 3 poisoned bolts (snipers only), scimitar,
buckler, dagger

Special Abilities

Sandswim (Ex): An Eryx can gain a burrow speed equal
to half their speed in loose and sandy soil.

Tough Scales: Eryx's scales grant them +1 natural
armor.

Bite: Eryx have a particularly nasty bite attack.

Reptilian Tail: Using their tails for balance, Eryx get a +2 bonus on
acrobatics checks and to their CMD vs tripping.

Desert Endurance: +4 bonus on Fortitude saves against hot and cold
environments.

| ATL 3

OEryx Assassins (Warrior 5) (4)

LE Medium Humanoid (Reptilian)

Init +2; Senses Perception +5

AC 20, touch 12, flat-footed 17; (+6 armor, +1 natural,
+1 shield, +2 dex)

hp 56 (5d10+15)
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Fort +7, Ref +3, Will +1

Spd 20 ft.

Melee +10 +1 scimitar (1d6+4, 18-20) & +3 bite
(1d4+1, x2)

Ranged +4 +1 light crossbow (1d8+1, 19-20)

Space 5ft.; Reach 5ft.

Special Attacks power attack (-2 attack/+6 damage)
Str 16, Dex 15, Con 16, Int 12, Wis 11, Cha 8

Base Atk +5; CMB +8; CMD 20 (22 vs trip)

Feats weapon focus (scimitar), rapid reload (light
crosshow), power attack

Skills Climb +11, Stealth +2, Perception +5

Languages Azher, Eryx

Gear chainmail,-teken-offeatherfall, light crossbow, 10
normal bolts, 3 poisoned bolts (snipers only), scimitar,
buckler, dagger, 2-eHs-of-magic-weapon

Special Abilities

Sandswim (Ex): An Eryx can gain a burrow speed equal
to half their speed in loose and sandy soil.

Tough Scales: Eryx's scales grant them +1 natural
armor.

Bite: Eryx have a particularly nasty bite attack.
Reptilian Tail: Using their tails for balance, Eryx get a
+2 bonus on acrobatics checks and to their CMD vs
tripping.

Desert Endurance: +4 bonus on Fortitude saves against
hot and cold environments.

ATL S

OFEryx Assassins (Warrior 7) (4)

LE Medium Humanoid (Reptilian)

Init +2; Senses Perception +7

AC 22, touch 12, flat-footed 19; (+6 armor, +3 natural,
+1 shield, +2 dex)

hp 76 (7d10+21)
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Fort +8, Ref +4, Will +2

Spd 20 ft.

Melee +12/+7 +1 scimitar (1d6+4, 18-20) & +5 bite
(1d4+1, x2)

Ranged +6/+1 +1 light crossbow (1d8+1, 19-20)

Space 5ft.; Reach 5ft.

Special Attacks power attack (-2 attack/+6 damage)
Str 16, Dex 15, Con 16, Int 12, Wis 11, Cha 8

Base Atk +7; CMB +10; CMD 22 (24 vs trip)

Feats weapon focus (scimitar), rapid reload (light
crosshow), power attack, vital strike

Skills Climb +13, Stealth +4, Perception +7

Languages Azher, Eryx

Gear chainmail,teken-offeatherfall, light crossbow, 10
normal bolts, 3 poisoned bolts (snipers only), scimitar,
buckler, dagger, 2—oHs—ef-magic—weapon—potion—of
barkskin—2

Special Abilities

Sandswim (Ex): An Eryx can gain a burrow speed equal
to half their speed in loose and sandy soil.

Tough Scales: Eryx's scales grant them +1 natural
armor.

Bite: Eryx have a particularly nasty bite attack.
Reptilian Tail: Using their tails for balance, Eryx get a
+2 bonus on acrobatics checks and to their CMD vs
tripping.

Desert Endurance: +4 bonus on Fortitude saves against
hot and cold environments.

| ATL 7

OEryx Assassins (Warrior 9) (4)

LE Medium Humanoid (Reptilian)

Init +2; Senses Perception +9

AC 22, touch 12, flat-footed 19; (+6 armor, +3 natural,
+1 shield, +2 dex)

hp 96 (9d10+27)

Fort +9, Ref +5, Will +3
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Spd 20 ft.

Melee +16/+11 +1 scimitar (1d6+6, 18-20) & +9 bite
(1d4+2, x2)

Ranged +10/+5 +1 light crossbow (1d8+1, 19-20)
Space 5ft.; Reach 5ft.

Special Attacks power attack (-3 attack/+9 damage)
Str 20, Dex 16, Con 16, Int 12, Wis 11, Cha 8

Base Atk +7; CMB +10; CMD 22 (24 vs trip)

Feats weapon focus (scimitar), rapid reload (light
crossbow), power attack, vital strike, weapon focus
(light crossbow)

Skills Climb +17, Stealth +7, Perception +9

Languages Azher, Eryx

Gear chainmail,-teken-offeatherfall, light crossbow, 10
normal bolts, 3 poisoned bolts (snipers only), scimitar,

buckler, dagger, 2—oHs—ef-magic—weapon—potion—of

Special Abilities

Sandswim (Ex): An Eryx can gain a burrow speed equal
to half their speed in loose and sandy soil.

Tough Scales: Eryx's scales grant them +1 natural
armor.

Bite: Eryx have a particularly nasty bite attack.
Reptilian Tail: Using their tails for balance, Eryx get a
+2 bonus on acrobatics checks and to their CMD vs
tripping.

Desert Endurance: +4 bonus on Fortitude saves against
hot and cold environments.

> If the PCs all die GO TO Conclusion B (page 27).
» If the PCs win against the assassins, read the
following box text.

Wait for the PCs to explain what happened, then
continue with the box text.

Nodding, the sergeant seems satisfied by your
explanation. ""I'm going to call this self-defense. | am
surprised to see eryx in the city. They usually refuse
to go anywhere they can't burrow into the sand for a
quick escape. Do you have any idea why they
attacked you?""

No matter the answer, read the following box text.

"Well, these critters won't be attacking anyone
anymore. You are free to go unless you have any
questions."'

& You called these creatures eryx?

“Aye, eryx: they are desert dwelling humanoids who
live in the Sea of Fire. A nasty bunch of critters, they
don't get along with anyone who isn't stronger than
them or isn't willing to pay them. Disreputable folk
in that region are likely to hire them as extra muscle
or for assassinations.”

« Why do you think they attacked us?

“I'm not sure." Nodding towards a human watch
member, the dwarf commands. "'Search the eryx for
clues."

Minutes pass by before the watchman looks up
towards his sergeant. "'1'm sorry sir, nothing to
report more than several empty vials."

The last assassin dies as a sharp whistle echoes
throughout the alley. Through the rain, mail-clad
men armed with broadswords block either end of
the street. A human yells, **Stand down, by order of
the Diamond Watch!" What do you do?

The vials held the potions which the creatures drank
before combat.

Once the PCs are done with the Diamond Watch,
continue with the box text.

The Diamond Watch has little patience for resistance
during the storm. If the PCs don't stand down, the pair
of Diamond Watch spellcasters (specialists in
Enchantment spells) will cast Deeper Slumber in the
alley (Will DC 19). Continue with the box text once the
PCs comply.

Leaving the ambush behind you, the rain begins to
pick up in ferocity as you make your way out of the
Academy District.

ENCOUNTER 3

Once the PCs are ready to be teleported, continue with
the following box text.

Diamond Legionnaires funnel into the alley,
examining the scene before them. A dwarven
sergeant steps forward, a frown on his face. "Eryx,
we don't see those in Amthydor too often. What
happened here?*"

Heading into the Academy District, the storm has
driven all but the most fearless—or desperate—out
of the rain. Arriving at the League of
Thaumaturgical Studies, where the Amthydorian
Gate is protected, you stand before a heavy oak door
spiked with steel reinforcements.
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Continue with the box text once the PCs enter the
building.

Opening the door, you enter a reception hall with a
single desk at the end. Sitting at the desk, you
presume on several large books, is a pink-haired
gnomish woman wearing lime-green robes.
"Welcome to LoTS, how can we help you today?"'

In less than a heartbeat, you find yourself free of the
blue light and blinded by the searing sun burning
overhead.

Welcome to the Sea of Fire, the gate to Al-Serai.

When the PCs explain that Tal sent them to be
teleported using the gate, continue with the box text.
The supervisor is annoyed that he has been drawn away
from his work, so play up his slightly "I'm grumpy and
you disturbed me, but if I help you quickly I can get
back to what | really want to do" attitude.

The sand under your feet radiates heat upward as
the unrelenting sun beats downward on your backs.
Surrounded by whitewashed walls, crimson robed
guards stand around the glowing gate with scimitars
held in their hand. Beneath their flowing robes, you
catch the glint of steel breastplates. In their off-
hands, the guards each clutch a mirrored shield that
seems to glow in their hands. Squinting against the
light, you can make out the symbol of a sunburst
inscribed upon the men's breastplates and shields.

""Oh, you're here to use the Gate? And you
mentioned that an individual named 'Tal" has
already paid for your teleportation? If you wait here
one second, | will confer with my supervisor."

You stand there several minutes before

a frowning human male in dark blue robes enters.
"Are you the individuals whom wish to use the
gate?"

Knowledge (Religion) DC 5: The sunburst symbol is
the holy symbol of Sorena, Greater Goddess of Light
and patroness of the sun.

Wait for the PCs to respond in the affirmative before
continuing.

Stepping forward is an old desert elf in a yellow
galabia. Tanned from centuries under the sun, his
bronze skin looks like coal in the bright sunlight.
Smiling, a line of alabaster teeth cuts a line across
his wrinkled face. ""Welcome to Al-Serai and
Zur'oun. What business does the Taar’idj have in
our fair city?"

"Very well, come this way."" Following the man, he
leads down the hall, passing through several
doorways you arrive in what seems to be a massive
auditorium that can seat hundreds of people. In the
center of the room is a huge stone ring inscribed
with countless runes and glyphs over every exposed
surface. A dozen men and women of various races
seem to be examining the artifact under the
direction of a middle-aged man with a receding
hairline wearing elegant robes and a grey tabard.
""Master Sterlamin," your guide addresses the older
man, ""These adventurers are here to use the gate.
They are traveling to Zou'Oun.""

Looking over your party, the man waves you to
several seats. "'Please be seated while we prepare for
your journey." Almost twenty minutes later, the
spellcasters complete their preparations as the gate
flairs to life. Sterlamin turns to your party and
speaks, ""Please pass through the portal and you will
find yourself in Al-Seria."

Stepping through the glowing portal, your vision
begins to blur as you're surrounded by azure light.
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If anyone speaks Azher, the language of the Sea of
Fire, Taar'idj translates to outsider, not one of the
tribes.

No matter the PCs response, continue with the box text.
The elf is only concerned with collecting tariffs upon
merchants entering the city.

"Ah, I understand. May Sorena's light shine upon
you on your journey." Stepping aside, the old elf
waves you towards an open gate.

Neither the elf nor guards will answer any questions;
their duty is to protect the gate. Continue with the box
text when the PCs enter the city.

Passing through the gate, you enter a city vastly
different from Amthydor. Surrounded by walls with
the occasional gate, white towers soar overhead
reaching for the sky. Sheer silk canopies in every
color of the rainbow flutter overhead with the
shadows cooling the streets considerably. Hundreds
of people are crammed into the narrow streets and
dozens of languages are being spoken as countless
merchants go about their business.
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Turning, you see a man running up to you, yelling in
accented common, ""Excuse me! Pardon...would you
happen to be friends of Tal de'Azir?"

ENCOUNTER 3A: REFUSAL

This is Fal'zek, a horse trader who was paid by Tal
before his death to give each PC a horse and supplies
for their journey to Drupir. The advantage of having a
diviner guiding you on your journey is that he could
plan ahead for the PCs needs.

Fal'zek is truthful and doesn't lie.

If the PCs question the man, use the following Question
& Answer section.

« \Who are you?

"l am sorry that you don't trust me, but such is the
way of the world. May Brianna bless you.” You find
yourselves alone in a strange city, what do you do?

“I] am Fal'zek, a horse trader in Al-Serai.”

« How do you know us?

The PCs have a few choices, but most will send the
group back to Fal'zek's stables near the southern gate.

If the PCs attempt to ask a question/get some answers,
have them roll a Diplomacy (gather information) DC
10+ATL for each question. Failure means they can't get
anyone to answer that particular question.

&« \Where can we find horses to travel down to
Drupir?

“Tal de'Azir told me to look for you today at this
hour. Your group matches the description that he
supplied me when he purchased the horses.”

A surly half-elven merchant frowns as he points
towards the south. “The premier horse merchant in
Al-Serai is Fal'zek; he can be found near the
southern gate.”

« \Why did Tal tell you to meet us here?/Tal
purchased horses?

& \We are looking for lodging for the evening, can
you direct us to someplace to rest?

“When Tal de'Azir came to me a month ago, he
purchased horses, barding and supplies for a party.
He then paid me, giving me instructions to deliver
the horses to your group on this day and hour.”

&« \We own horses?

“Yes, the mighty wizard foresaw your journey and
planned ahead. The horses have been watered and
are ready to ride.”

A group of young boys, ranging in age from eight to
ten years old, stops playing as they overhear your
guestion. One young man--apparently the leader of
the group--runs up to you. Speaking in halting
common, the young man attempts to answer your
question ""You are in need of lodging?
My...father...is inn master. You have silver and
gold? Follow me."

&« \Where are the horses now?

If the PCs follow the young man, continue with the box
text.

“They are in my stables near the southern gate. If
you follow me I can take you to them.”

& Do you know anything about the eryx?

“Vile assassins who live in the desert, the creatures
only live for themselves and their pack. More than
one caravan has gone missing in Zur'oun due to
these beasts.”

» If the PCs don't want to go with Fal'zek, Continue
with the box text labeled: 3A: Refusal (page 12).

> If the PCs follow Fal'zek, Continue with the box
text labeled: 3B Horses (page 13).

If the PCs don't want to go with Fal'zek, continue here:
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Following your guide, he leads you to a thin tower
behind a heavy stone wall. Opening the wooden gate,
you enter a luscious garden of palm trees and
beautiful ornamental grasses. Entering the tower,
you are greeted by a large human male wearing a
galabia, ""Welcome, travelers, how may | be of
service to you?"

The young man speaks rapidly to his father in a
foreign language. Smiling at his son, he pats him on
the shoulder. "*Ah, I understand, you need lodging
for the evening. The rate is five silver for the night in
local coin, a single gold in foreign coin, each. This
includes dinner, beds and baths."

If the PCs speak Azher (language of the tribesmen of
Zou'Oun), they realize that their guide is informing his
fathers that your group needs lodging for the evening.
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If the PCs continue their questioning from this inn, the
Diplomacy (gather information) lowers by 5.

& |s there a caravan heading to Drupir we can
join?

ENCOUNTER 3B: HORSES

Finding an old woman willing to answer your
question, she crackles in laughter while responding.
"We rarely trade with Drupir, it is a cursed place
where Karites are allowed to preach in the streets!
Only a fool would dare go there without good

reason. The next caravan leaving for Drupir is two
months away. Have you considered getting horses? it
is a long trip to Drupir."

Knowledge (religion) DC 10: Karites are worshipers of
Karios, the god of corruption.

&« \Who is Fal'zek?

A beautiful desert elf adventurer wearing dozens of
long silk scarves around her body smiles towards
your group as she sips on a tiny cup of strong coffee,
"Ah, Fal'zek, yes, | know him. He is possibly the
most honest horse merchant in the city. His word is
his eternal bond. You must be new in Al-Serai if you
have not heard of Fal'zek."

Any further questions are interrupted by her
companion, a grey skinned half-orc with a massive
greatsword strapped to his back. He gives you a look
that suggests that you should leave the table alone so
the couple can return to their date.

« \We need equipment/can we buy anything?

Although it will take you several hours of searching
through the souq, the marketplace where you found
yourselves, and you eventually track down what you
were looking for.

Walking through the winding streets of Al-Serai,
you eventually come upon the Southern Gate.
Nearby, a large stable where you can hear the
whinnies of several dozen horses. Approaching
Fal'zek grins broadly, *"This is my family's pride, the
Stables of Resheph. My family has been breeding,
training and selling the finest mounts in all of Al-
Serai for more than five hundred years. Please, come
inside, your mounts await you.""

Entering the broad barn, dozens of men care and
train the horses. Leading you to a large stall, Fal'zek
opens the door revealing chestnut horses standing
between fourteen and fifteen hands high. The horses
have refined, wedge shaped heads with a broad
forehead and wide nose on a small muzzle. Fal'zek
beams in pride. ""These are among my finest horses,
the Asil. | can trace their ancestors back nearly a
hundred generations in my family's breeding logs.
They have been trained for both their endurance
and strength in combat. They are yours, along with
saddles, barding and supplies.”

Clapping once, a # of PCs of men run forward with
saddles and armor, garbing the mounts for your
journey.

Pulling open his robe, Fal'zek pulls out a rolled piece
of parchment. ""This is yours as well. May Brianna
bless your travels.” He bows deeply and takes his
leave of you. All that is left is for you, your new
mounts and supplies, journey to Drupir begins.

The PCs can purchase any weapon, armor, adventuring
gear, special items and substances, tools and skill kits,
and clothing from the Pathfinder Core Rule Book. The
PCs will need to make a Diplomacy (gather
information) DC 10 + ATL for every martial weapon,
exotic weapon, medium armor, heavy armor, special
items and substances, or masterwork item they wish to
purchase (due to their scarcity in a desert culture). The
Diplomacy (gather information) DC increases by 5 if
they are searching for masterwork items.

When the PCs are ready to visit Fal'zek (hopefully they

have gotten the hint), continue with the box text in the
section labeled: Horses.
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Hand the PCs Players' Handout 5. This is a map to
Drupir and to Falgoth.

Read the following box text when leaving Al-Serai.

Approaching the tall gate, a heavy portcullis has
been raised to allow the free flow of travelers out of
the city while guards search arriving caravans and
travelers. A guard nods to you, as you leave, calling
out in the common tongue, ""May your journey be
blessed by whatever gods you worship!**

Setting off on the well-traveled road, you begin your
ten day long journey to Drupir.

> GO TO Encounter 4 (page 14).

ENCOUNTER 4
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The journey takes ten days, allowing the PCs to
naturally heal all damage they might have taken in
Encounter 2.

Continue with the following box text.

Riding across the desert for several days, eventually
you cross into scrub-land that day-by-day becomes
more lush and fertile. The blazing sun bakes you and
your mounts during the day while at night it chills to
just above freezing, but the supplies purchased by
Tal keep you well fed and comfortable at all times.
You can't believe the amount of rations which Tal
has supplied your party. They could easily feed you
for a journey twice as long.

Arriving at the gates of Drupir, you are greeted by
guards dressed head to toe in full plate covered in
tight black robes and armed with long pikes. Even
though you are hundreds of miles from the Sea of
Fire, the day-time heat is almost unbearable. Even
with magic, the guards must be unbelievably hot in
their garb.

Passing through the gate quickly, you notice that
almost everyone else within the city is wearing tight
form-fitting robes which cover them from head to
toe, faces covered by turbans or veils and long
leather gloves and boots.

Beyond the open gates, the city is comprised of a
hodgepodge of granite spires, wooden homes,
massive tents and squat limestone buildings.
Commerce fills the narrow streets, almost as if the
city is a giant bazaar. Lording over the Drupir in the
center of the city is a huge white structure known as
the Summer Tower, the home of the Sultan.

This is Drupir, the Cursed City. For several decades, a
strange rotting disease has run rampant through the
human and near-human population in this city. People
cover themselves from head to toe in long robes and
protect themselves with long gloves and heavy boots to
avoid contact with one another, the commonly believed
reason for the spread of the disease. The following skill
checks can inform the PCs what is occurring around
them.

Appraisal DC 15: Drupir's main trade exports are water

to the Sea of Fire and re-exportation of trade goods
obtained from the Sea of Fire to the rest of the world.
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Heal DC 10: Often this kind of clothing is worn by a
population that is fearful of plague, lowering the chance
of spreading the disease.

Heal DC 15: Drupir is well known for a wasting
disease that affects human and near-human people who
live here. It is known as 'the Curse' and seems to affect
spellcasters of all kinds. As long as you don't touch
anyone infected and leave quickly with your prize, you
will be safe.

Heal DC 20: The wasting disease has not been found
outside of Drupir and it only seems contagious while in
the city. The disease seems to be of a magical origin.

Knowledge (arcana) DC 20: Spellcasters are
discouraged from visiting Drupir due to a wasting
disease which seems to target anyone who can cast
spells. Hiding your spellcasting ability and leaving the
city as quickly as possible is advised.

Knowledge (geography) DC 20: Give PCs Players'
Handout 3.

Knowledge (history) DC 20: Drupir has been a major
source of water for Al-Serai and the Sea of Fire for
hundreds of years. It is well known throughout history
for 'the Curse," a wasting disease that targets humans
and spellcasters.

Knowledge (local) DC 25: (lowers to DC 10 if the PCs
are from Drupir) Touching another's bare flesh in
Drupir is taboo due to a prolific wasting disease passed
between human and near-human people. There is
almost no danger as long as you leave within a few
days.

Knowledge (religion) DC 20: (lowers to DC 10 if the
PCs are from Drupir) Drupir is one of the few places
where priests of Karios can be found openly. Wearing a
minimum of clothing allowed, these priests preach that
salvation from the wasting disease can be found through
their god.

Knowledge (religion) DC 25: (lowers to DC 10 if the
PCs are from Drupir): The current sultan does not
approve of the Karites message, although he can do
little about the priests because they are breaking no
laws.

Knowledge (religion) DC 10 (only if the PCs know
about the Karites): Karios is the god of corruption and
disease, shunned by most countries in the world.
Worship of this god is often in secret cabals hidden
from sight.
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Perception DC 15: Something seems wrong about the
city, as if it is missing something. Suddenly you realize
what it is: you don't hear the cries of children playing in
the streets.

Perception DC 20: Everyone seems to be wearing
similar robes in a wide variety of colors. The only thing
common is that everyone seems to be wearing some sort
of mask and long gloves. Bare flesh is kept to a
minimum.

Profession (physician) DC 15: Drupir is known for a
wasting disease known as 'the Curse' which affects
humans and spellcasters. This disease is especially
crippling to children under the age of ten.

Sense Motive DC 15: Looking on, you realize quickly
that people are going out of their way not to touch each
other, as if physical touch is some sort of taboo.

If the group has no questions or just wants to proceed to
the building that houses the treasure, have the PCs make
a Diplomacy (gather information) DC 10. Every five
gold coins spent in bribes grants the PCs a +1 bonus to
their skill check. If the PCs spend more than 30 gp this
way, they inadvertently hire a guide who will take them
directly to the building.

Continue with the box text.

Riding through the streets, everyone seems to give a
wide-berth from one another, almost like they don’t
want to touch each other. Riding into the western
district of the city, you come upon your destination:
Kader Sokak #15, a squat two story tower
surrounded by several other wooden and stone
structures. The top half seems to have been
destroyed in some catastrophe. The door to the
tower is stout oak bound in spiked iron with a heavy
lock embedded into the wood.

Across the street from the building, you find a
hitching post covered by a wooden awning where
you can tie your horses.

Appraise DC 20 (lock and door): The adamantine lock
is of superior craftsmanship, most-likely of dwarven
make and design. Most locks such as these are avoided
by thieves because they are often designed with hidden
traps designed to destroy common lock-picks if the
miscreant makes a mistake. Removing the lock is all but
impossible. The same traps will destroy the lock if
removed.

Detect Magic: The door of the tower radiates a faint
magical aura.

Knowledge (arcana) DC 17: The lock glows faintly of
abjuration magic.

Spellcraft DC 17: The door has been sealed by an
Arcane Lock spell.

Disable Device DC 50 to pick the lock. Increase the DC
by 10 if the player isn't using thieves tools. If the PC
fails by more than 5, their thieves tools or whatever they
are using to pick the lock are destroyed by Rusting
Grasp. Withdrawing the smoking tools from the lock,
you quickly drop the melting tools into the sand. Some
sort of trap has eaten away and ruined your tool set.
Perhaps you should use the key that you were given.

Trying to break down the door takes a successful
Strength DC 35. The door has hardness 15 and 20 HP,
but each strike will trigger a targeted Rusting Grasp trap
that will destroy all non-magical metal items the PC
possesses dealing 1d6 AC damage to their non-magical
metal armor and metal shields. One such strike should
hopefully convince the PCs to use the key.

Once the PCs use the key to open the door, continue
with the box text.

The PCs have the key to this door and it shouldn't be a
challenge to get into the building. PCs who attempt to
break through the door are in for a surprise: the lock can
take care of itself. Arcane Lock is cast upon the door
and hidden in the lock is a Rusting Grasp trap that
destroys tools used to pick the locks. This door was
meant to keep the treasure in the bottom of the dungeon
safe and common people out without injuring them.
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The door swings open into the tower on well-greased
hinges. Bright sunshine streams into the tower
through the open door, illuminating the entry way
about a dozen paces. Further into the tower,
shadows and darkness claim the room as their own.
Hidden within this building is the treasure which Tal
has promised you.

Use GM Aide 2 for the map of the dungeon.

ENCOUNTER 5

Within this structure is the Cards of Fate, the magical
items which Tal has left the party. This short dungeon
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descends linearly underground, culminating in a fight
from a summoned monster trap meant to kill off any
PCs. Refer to GM Aide 2 for the map of the dungeon.

There are no lights in the dungeon; the PCs must supply
their own lights.

ENTRYWAY:

Continue with the box text when ready:
BASEMENT LEVEL 1:

Entering the building, the warmth of the sunlight
disappears. Standing in the round tower, to your left
where the stairs which once led upward stood, has
collapsed and blocked access to the second story
under several tons of granite. To your right you see a
staircase leading downward.

The floor is covered in both sand and dust. The once
fine rug in the center of the room is falling apart at
the seams. What little wooden furniture lines the
outer edge of the wall is cracked and falling apart
due to the dryness.

Descending the stone staircase, you enter into
another circular room. Your light causes shadows to
dance across the far walls. Across the room you can
see another staircase descending downward.
Hanging from the walls are wide tapestries, but you
can't seem to make out the image upon them from
this far away. In the center of the floor is a broad
circular rug, about twenty feet wide and an unlit
chandelier hanging from the ceiling ten feet above.

There are no traps in this room, but PCs can gather
some clues depending on skill checks.

Appraise DC 10: The furniture and rug have been
ruined by the dry air and several decades of neglect.
They are worthless in this condition, even if repaired by
magic.

Perception DC 15 or Survival DC 10: There are no
obvious tracks in the dust and sand on the floor except
the ones which your party has made.

Perception (Traps) DC 0: You find no traps. There are
none on this level.

Knowledge (engineering) DC 10: Although the second
story has collapsed and sealed off the stairwell going
up, the building is structurally safe.

Knowledge (engineering) DC 15: This building is one
of the oldest buildings that you have seen in Drupir,
hundreds of years old.

Knowledge (engineering) DC 20: Even with the
collapse of the second story, there are no obvious
weaknesses in the construction of this building. It would
take a considerable amount of damage to destroy the
building.

Knowledge (nature) DC 15: The dust and sand are
common in this area and not surprising in the least.

When the PCs are done exploring this room and want to
go down, ask them what kind of light source they are
using and for marching order. If the PCs have no light
source, they can purchase torches from a nearby
merchant. The light source plays an important role later
on in the dungeon.
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Unlike the previous room, this room is trapped. The
first PC who steps onto the carpet triggers an animated
object that attempts to suffocate the target. PCs
searching for traps can find the trapped rug with a
Perception DC 20.

The rug is only programmed to attack a character who
steps on the rug. If no PC steps on the rug, then skip
this encounter. It will not move away from its spot to
attack the group.

Read the box text if a PC steps on the rug.

Stepping into the center of the room, the finely
woven rug snaps upward, attacking you from below.

| ALL ATL

OAnimated Object (Rug)

N Huge Construct

Init -1; Senses darkvision 60 ft., lowlight vision,
Perception -5

AC 12, touch 8, flat-footed 12; (+4 natural, -1 dex)
Defensive Abilities: DR 10/Bludgeoning or Piercing,
Hardness 5, Immune: Construct Traits

hp 36 (3d10+20)

Fort +1, Ref -1, Will -4

Spd 0 ft.

Melee slam +9 (1d4+6+grab, x2)

Special Attack constrict (1d4+6)

Space 20ft.; Reach Oft.

Str 22, Dex 6, Con -, Int -, Wis 1, Chal
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Base Atk +3; CMB +11 (+13 grapple); CMD 22
(immune to tripping)
Skills Stealth -10 (once moving)

crawling around the stone columns. The six beasts
stare towards the center of the room.

The cunning trap defeated, you can now easily
bypass the dangerous rug.

Searching the room the PCs won't find any more traps.
If the PCs examine the tapestries, read the following
box text.

TAPESTRIES

This room is a logic puzzle designed to test the wisdom
of those who wish to pass into the treasure room. As the
PCs enter the room, read the following box text.

Four large tapestries line the walls of the round
chamber. The dyes used to color the wools have
faded over the centuries, but you think you can
understand the story being told on them. In the first
tapestry, a cabal of four figures bow around a
gigantic dog-like creature surrounded by swirling
shadows in the summoning circle. The creature's
eyes glow yellow with wicked horns curling
backwards from his skull. Surrounding the beasts
head is a massive mane of hair, but you can faintly
see scales on the artist’s rendition of the torso.

The second tapestry shows three of the summoners
dead while the fourth holds a bloody dagger. The
monster sits upon a throne of bone like a dark king
listening to whatever the fourth man is saying.

The third tapestry has the final summoner dead
under the feet of the beast. The monster-king leads
an army of dark figures on an unholy crusade of
death and destruction.

The final scene is the dark figure trapped in a cage,
an armored figure standing nearby. The monster's
armies are wreathed in flames as they die.

The stone dragon statue around the door comes to
life as you enter the room, the creature's stone eyes
looking directly at your party. A voice booms out of
the creature, ""To pass through this portal, you must
answer the riddle of the door. The fires of knowledge
will purify your mind until you reach enlightenment.
Approach when you are prepared.”

This is a scene from Raia's ancient history, tens of
thousands of years ago. No knowledge skills will allow
the PCs to gather information about this scene. The
creatures, people and events lost in the dust of history.

The tapestries are nearly as old and any attempt to
remove them from the wall causes the tapestries to fall
apart.

When the PCs are ready to go downstairs, continue with
the box text when ready.

BASEMENT LEVEL 2:

Descending another flight of stairs, you come to
another circular room. On the far end of the room,
there is an intricately carved portal surrounded by
stone dragons. Six carved pillars—spaced evenly
around the circular walls—have long wyverns
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The Door Guardian will wait for the PCs to approach
within ten feet before it will give the Riddle. PCs can
search the room before approaching the door.

Perception (Touch/Vision) DC 10: Rubbing your
finger along the wall, you realize that it is covered in
grey soot.

Perception (Scent) DC 10: There is strange smell in
the room.

Perception (trap-finding) DC 20+ATL (PCs with the
Scent special ability receives a +10 bonus to this
check): Searching for traps around the room, you realize
that in each wyvern statue has a grated nozzle hidden
behind the statue's teeth. You catch a whiff of
something foul as examining each pillar.

Knowledge (nature) DC 15 trying to figure out the
strange scent: The smell is methane, which is most
commonly found in swamps. This gas is dangerous for
its flammability.

Perception (Vision) DC 20 + ATL or Survival DC 10
+ ATL.: Unlike the previous rooms, the sand and dust
has been disturbed by someone days before you arrived.
Someone appeared in the center of the room, as if by
magic, and walked forward to the door and through it.

Disable Device DC 30 to disable the wyvern trap: You
are able to clog all of the spouts with sand and clay. No
gases should escape now.

Detect Magic: The auras within this room are
overwhelming in their power and intensity.
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Knowledge (arcana) DC 24 concerning the auras. The
room is sheathed in transmutation and abjuration
magics.

Knowledge (arcana) DC 20 to identify the Door
Guardian. This is a far more advanced magical
construct than normally found. Physical and magical
combat will be useless against this foe at your level.

Knowledge (engineering) DC 10: The room seems a
fortress. The walls are smooth without any sign of
masonry. You are sure this chamber was constructed
using magic.

When the PCs approach the portal read the following
box text.

Approaching the portal, the guardian's head lowers
as it looks you in the eye. ""Once long ago before the
Northern Wastes turned into a frigid wasteland,
there was a mighty warrior-king known as Asura,
the Silver Axe. Asura had three sons, mighty princes
and warriors in their own right: Domrik, Kasican,
and Thergol. The king ruled for fifty-seven years,
fighting off every invading army at the head of his
personal guard. He was a mighty king who ruled
wisely his entire life.”

“When the king's final day came upon him, the
entire kingdom came to grieve. The laments of
women lasted for more than a week. The three
princes, following their father's last wish, buried
their king with his magical axe thirteen feet to the
east of the very center of his kingdom and then five
feet to the south. They laid the King precisely sixty-
three inches below the ground.”

"Then each son built a monument to honor their
father. The eldest, Domrik, built a soaring barrow-
mound in the center of the kingdom, built from rare
magical stones quarried far across the sea. The
second, Kasican, not to be outdone by his brother,
enchanted the man-made hill to continually sing
epics written about his father's exploits. The final
son, Thergol, more humble than his siblings, crafted
a gigantic illusion that still stands to this day, of his
father overlooking his kingdom with a smile. He
wove together ancient magics that no matter which
direction that the viewer’s look, the king seems to be
smiling down at them. My riddle to you: why did the
three brothers bury their father in a silver coffin?"'

Give the PCs Player's Handout 6.

The Answer: This is a test of common sense and
wisdom, the answer is "because the king was dead."
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The riddle is overloading the PCs with information,
trying to trick the PCs into looking for some
magical/metaphysical reason that the king was buried in
a silver coffin. The PCs can make the following skill
checks, although little of the information will be of
much use.

Linguistics DC 15: Although the riddle was given in
common, the dragon’s lips did not form those words.
Some sort of magic must have been used to allow
everyone to understand the guardian.

Knowledge (arcana) DC 15: Mighty spells such as
those described in the riddle, are powerful and require
rare components from around the world. The king's
sons must have been mighty wizards of considerable
power.

Knowledge (arcana) DC 25: This door must be ancient
due to the accuracy of the dragon guardian. Since the
dragons have only returned to Raia after more than a
millennium, only one who lived when the dragons still
flew over Raia could have been so accurate.

Knowledge (dungeoneering or engineering) DC 20:
Barrow-mounds are ancient graves built by ancient
cultures as the final resting place of great kings. They
are man-made hills designed to funnel water away from
the center of the tomb.

Knowledge (geography) DC 15: The Northern Wastes
are a harsh tundra ruled by both monsters and barbarian
tribes. The warriors whom emerge from the Northern
Waste are highly respected for their combat prowess.

Knowledge (history) DC 15: The ancient king spoken
of in the riddle lived more than ten thousand years ago.
The king was a mighty paladin and wizard, defending
his sprawling empire from invasions of unnatural
horrors.

Knowledge (history) DC 20: Of the three sons, the
youngest was made king, while the other two fought
against the unnatural foes of the empire. There are no
records concerning what happened to the ancient
kingdom so long ago.

Knowledge (local) DC 15: You've never heard of a
custom of burying kings in silver coffins, but you
imagine it could happen in the right culture.
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Knowledge (nobility) DC 20: Ancient stories look to
the king and his son as some of the earliest nobilities.
Little is known of the kingdom sans its magical and
military might.

Knowledge (religion) DC 15: There's no religion that
specifies that their dead must be buried in silver coffins.
Worshipers of Meneon might see burial in a silver
coffin as honorable, but the worship of the moon god
has only become common in the last decade.

Sense Motive DC 20: You feel there is a clue in the
dragon guardian's speech, perhaps over-thinking the
riddle is dangerous and you should think of obvious
reasons why a king should be buried in a silver coffin.

The PCs can attempt to answer the riddle of the
Door Guardian as often as they like, but a wrong
answer carries one of two consequences.

1) When the PC wrongly answers a question, the
wyvern pillars pump a stream of methane into the room.
If the PCs are using torches, the methane immediately
ignites, dealing damage as stated in the second
consequence.

2) The dragon roars The fires of knowledge will purify
your mind until you reach enlightenment. Flames spew
from the statue's mouth, igniting the methane in the
room. Every PC in the room will take ATLd6 fire
damage and must make a Fortitude DC 10 + ATL
check or be Nauseated for 1d6 rounds.

These consequences will repeat in order until the PCs
answer the question correctly.

If, and only if, the PCs can't get it or you have a table of
much younger players, give them a Wisdom DC 15. If
they can make it, their PC can figure out the answer.

Read the following box text when the PCs answer
correctly.

The hallway opens up into a thirty-five foot by
thirty-five foot room. Across from your entrance is a
heavy metal door with a single key-hole in the
center. Chains hang along the top of the wall holding
up dozens of tapestries. The cloth banners look like
they have been recently burned by some sort of
intense fire.

If any of the PCs have the rogue Trapfinding class
ability as well as the Trap Finder rogue talent can make
a Perception DC 26+ATL check to notice the summon
monster trap inscribed into the floor and hidden in the
soot.

If a PC finds the trap, they can attempt to disable it with
a Disable Device (trap) DC 26+ATL roll.

When the PCs step into the room, read the following
box text.

Stepping into the room, the smell of brimstone fills
the chamber. A ripping sound, like heavy paper
being shredded, echoes in the room as a long black
gash appears in midair. Crackling with black
energy, the rip grows quickly before your eyes. Long
claws drag open the rift between words as several
fiendish beasts appear, looking for blood.

What you can only assume is a grin spreads on the
dragon guardian’s face. ""Well reasoned, you may
proceed." The dragon's head melds back into the
stone wall as the door disappears. A five foot wide
corridor leads off into the darkness.

Continue with the box text when the PCs are ready.
TREASURE ROOM DOOR:

Walking down the hallway, the walls seem to press
in on you until you reach the end of the corridor
more than three-hundred feet later.
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ATL 1: Two fiendish apes will attack the nearest PCs.

ATL 3: Two fiendish giant scorpions will attack the
nearest PCs.

ATL 5: Two kytons are summoned, which will attempt
to use the chains along the walls as weapons against the
PC. There are ten chains hanging from the wall around
the room.

ATL 7: Two Shadow Demons are summoned.

WARNING! The Shadow Demons are dangerous and
could be beyond all but the most experienced and well-
equipped parties. This encounter could be a total party
kill easily. The Shadow Demons begin combat using
their Magic Jar ability preferably against melee fighters
or rogues before turning on the group. Evil doesn't play
fair when PCs play up, so neither should you. The
Shadow Demons use their Invisibility as a swift action
on their first round unless the PCs are using a Daylight
spell for light.

Remember that summoned creatures cannot summon
more allies (as per the Summon Monster spell). The
summons will be ripped back to their home plane after a
certain number of rounds. ATL 1 =5 rounds, ATL3=7
rounds, ATL 5 =9 rounds, and ATL 7 = 11 rounds.
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There is no surprise round. PCs protected by a
Protection against Evil spell cannot be physically
attacked by the summoned creatures if the casters beat
the monsters' SR.

| ATL 1

Two large apes emerge from the portal, roaring as
they spot your party. Instead of fur, the creatures
seem to be covered in long greasy spines that drip
ichor onto the floor. The gorillas beat their chests
before charging.

ATL 1: Knowledge (planes) DC 17: These are
fiendish gorillas, summoned creatures from an evil
plane. They have a resistance to both fire and cold,
along with a slight spell resistance.

OFiendish Gorillas (2)

NE Large Animal (Outsider, Evil)

Init +2; Senses lowlight vision, darkvision 60 ft., scent;
Perception +8

AC 14, touch 11, flat-footed 12; (+2 dex, +3 natural, -1 size)
hp 24 (3d8+6)

Fort +7, Ref +5, Will +2

Defense Abilities Fire and Cold Resistance 5; SR 7

Spd 30 ft. Climb 30ft.

Melee 2 slams +3 (1d6+2)

Space 10 ft.; Reach 10 ft.

Special Attacks Smite Good (swift, 1/day, vs good +0 att/+3
dmg until dead).

Str 15, Dex 15, Con 14, Int 2, Wis 12, Cha 7

Base Atk +2; CMB +5; CMD 17

Feats Great Fortitude, Skill Focus (perception)

Skills Acrobatics +6, Climb +14, Perception +8

ATL 3

AC 16, touch 9, flat-footed 16 (+7 natural, -1 size))

hp 45 (5d8+15)

Fort +7, Ref +1, Will +1

Defense Abilities Fire and Cold resistance 10; DR O;
Immune mind-affecting effects; SR 10

Spd 50 ft.

Melee 2 claws +6 (1d6+4 plus grab) and sting +6
(1d6+4 plus poison)

Space 10 ft.; Reach 10 ft.

Special Attacks Smite Good (swift, 1/day, vs good +0
att/+5 dmg), Poison (Fortitude DC 17, frequency
1/round for 6 rounds, 1d2 str damage, 1 save), Constrict
(1d6+4)

Str 19, Dex 10, Con 16, Int -, Wis 10, Cha 2

Base Atk +3; CMB +8 (+12 grapple); CMD 18 (30 vs
trip)

Skills Climb +8, Perception +4, Stealth +0; Racial
Modifiers +4 Climb, +4 Perception, +4 Stealth

“ATLS

Skittering horrors emerge from the tear between
worlds. Covered in black chitin, the scorpions’
exposed red flesh seems to glow with internal fires
mimicking the infernal realm it came from.

ATL 3: Knowledge (planes) DC 19: These are
fiendish scorpions, summoned creatures from an evil
plane. They have a resistance to fire and cold, as well as
damage reduction that can only be bypassed by good
weapons. They have a slight resistance against minor
magics.

OFiendish Large Scorpions (2)

NE Large Vermin (Outsider, Evil)

Init +0; Senses Darkvision 60 ft., Tremorsense 60 ft.;
Perception +4
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Emerging from the rip between realities is a pair of
humanoid figures wrapped in dozens of barbed
chains. The chains on the wall begin to rattle as the
creatures set foot upon the ground. Rising like
striking cobras, the chains on the beasts grow razor-
sharp barbs as they advance for the kill.

ATL 5: Knowledge (planes) DC 21: Covered head to
toe in living chains, these creatures are known as
kytons. Sadistic infernal creatures living throughout the
outer planes, Kytons have spell resistance, immunity to
cold and damage reduction against either good or silver.

Page 20




ATL 5: Knowledge (planes) DC 26: Kytons have the
ability to animate chains to do their bidding. They also
regenerate slowly, although this regeneration can be
stopped with good aligned weapons, silver weapons or
good aligned spells.

OKyton (2)

LE Medium outsider (evil, extraplanar, kyton, lawful)
Init +7; Senses darkvision 60 ft.; Perception +14

AC 21, touch 13, flat-footed 18; (+4 armor, +4 natural,
+3 dex)

hp 86 (8d10+16) fast heal 2 (good weapons and spells,
silver weapons)

Fort +8, Ref +9, Will +3

Defense Abilities DR 5/silver; Immune cold; SR 17
Spd 30 ft.

Melee 4 chains +11 (2d4+2, 10 ft. range)

Space 5 ft.; Reach 5 ft. (chains 10 ft.)

Special Attacks dancing chains, unnerving gaze

Str 15, Dex 17, Con 14, Int 11, Wis 12, Cha 12

Base Atk +8; CMB +10; CMD 23

Feats Alertness, Blind-Fight, Improved Initiative,
Weapon Focus (chain)

Skills Acrobatics +14, Climb +13, Craft
(blacksmithing) +11, Escape Artist +14, Intimidate +12,
Perception +14

Languages Common, Infernal

SQ chain armor

Special Abilities

Chain Armor (Ex) The chains that adorn a kyton grant it
a +4 armor bonus, but are not treated as armor for the
purpose of arcane spell failure, armor check penalties,
maximum Dexterity, weight, or proficiency.

Dancing Chains (Su) A kyton can control up to four
chains within 20 feet as a standard action, making the
chains dance or move as it wishes. In addition, a kyton
can increase these chains' length by up to 15 feet and
cause them to sprout razor-edged barbs. These chains
attack as effectively as the kyton itself. If a chain is in
another creature's possession, the creature can attempt a
DC 15 Will save to break the kyton's power over that
chain. If the save is successful, the kyton cannot attempt
to control that particular chain again for 24 hours or
until the chain leaves the creature's possession. A kyton
can climb chains it controls at its normal speed without
making Climb checks. The save DC is Charisma-based.
Unnerving Gaze (Su) Range 30 ft., Will DC 15 negates.
A kyton can make its face resemble one of an
opponent's departed loved ones or bitter enemies. Those
who fail their saves become shaken for 1d3 rounds.
This is a mind-affecting fear effect. The save DC is
Charisma-based.
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| ATL 7

The room seems to darken as two spectral creatures
step into the room. Comprised of shadows, the
creatures have broad mouths full of ivory fangs.
Chuckling, the creatures seem to disappear into the
darkness.

Knowledge (planes) DC 22: These creatures are
Shadow Demons, monsters from the Abyss. They are
incorporeal creatures who are immune to damage from
non-magical weapons; only take half-damage from
magical weapons unless they have the ghost touch
enchantment, and half-damage from elemental spells.
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Only force effects bypass their incorporeal nature,
dealing full damage.

Knowledge (planes) DC 27: On top of the Shadow
Demon's incorporeal nature, they possess damage
reduction which can only be bypassed by weapons that
are good-aligned or cold iron. They are immune to cold,
electricity, and poison, and take less damage from fire
and acid.

Knowledge (planes) DC 32: A malevolent demon at
home in the shadows, these creatures can turn invisible
in any light other than bright sunlight. Only light spells
higher than 2nd level can illuminate the room brightly
enough to make the demons visible. Likewise a shadow
demon can be expelled from its host if struck with a
sunbeam or sunburst spell.

OShadow Demon (2)

CE Medium outsider (chaotic, demon, evil, extraplanar,
incorporeal)

Init +8; Senses darkvision 60 ft.; Perception +20

AC 18, touch 18, flat-footed 14; (+4 deflection, +4
dexterity)

hp 70 (7d10+21)

Fort +5, Ref +11, Will +7

Defense Abilities incorporeal, acid and fire resistance
10; DR 5/cold iron or good; Immune cold, electricity,
poison; SR 17

Weakness sunlight powerlessness

Spd fly 40 ft. (perfect)

Melee 2 claws +11 touch (1d6 + 1d6 cold), bite +11
touch (1d8 + 1d6 cold)

Space 5 ft.; Reach 5ft.

Special Attacks pounce, sprint, shadow blend
Spell-Like Abilities (CL 10th)

At will: deeper darkness, fear (DC 18), greaterteleport
(self only), telekinesis (DC 19); 3/day: shadow
conjuration (DC 18), shadow evocation (DC 19);

1/day: magic jar (DC 19), summen-{level 3 1-shadow
demon-50%)

Str -, Dex 18, Con 17, Int 14, Wis 14, Cha 19
Base Atk +7; CMB +11; CMD 25

Feats Blind-Fight, Combat Reflexes,
Initiative, Lightning Reflexes

Skills Acrobatics +14, Bluff +14, Fly +22, Knowledge
(local) +12, Knowledge (planes) +12, Perception +20, Sense
Motive +12, Stealth +14; Racial Modifiers +8 Perception
Languages Abyssal, Common; telepathy 100 ft.

Special Abilities

Sprint (Ex) Once per minute, a shadow demon increase its fly
speed to 240 feet for 1 round.

Shadow Blend (Su) During any conditions other than bright
light, a shadow demon can disappear into the shadows as a
move-equivalent action, effectively becoming invisible.
Artificial illumination or light spells of 2nd level or lower do
not negate this ability.

Improved
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Sunlight Powerlessness (Ex) A shadow demon is utterly
powerless in bright light or natural sunlight and flees from it.
A shadow demon caught in such light cannot attack and can
take only a single move or standard action. A shadow demon
that is possessing a creature using magic jar is not harmed by
sunlight, but if it is struck by a sunbeam or sunburst spell
while possessing a creature, the shadow demon is driven out
of its host automatically.

> If the PCs die GO TO Conclusion C (page 27).
> If the PCs defeat the summoned creatures GO TO
Encounter 6 (page 22).

ENCOUNTER 6

The summoned creatures have been sent back to
their planar home and the room becomes eerily
quiet. A single closed door can be seen on the other
side of the room.

When the PCs approach the door, read the following
box text.

Approaching the door, you can see a strange keyhole
in the middle of the door. It looks like the same glass
key that you used to enter the building can also be
used here.

There is no trap on the door.

Perception DC 10: Looking at the lock, tiny scratches
surround the strange keyhole. It appears if someone
attempted to pick the lock.

When the PCs use the key, continue with the box text.

Inserting the glass key into the door and turning, the
door suddenly shudders. Blinded by bright light, the
door and the key disappear, allowing you to see a
brightly lit chamber beyond. You can see a small
chest sitting on a pedestal twenty feet into the room.

When the PCs enter the room, continue with the
following box text.

Stepping into the room, your hair stands on end as
the air becomes magically charged. A ghostly figure
of a bald desert half-elf wearing a galabia appears in
the middle of the air. Tiny glasses sit on the tip of
the elf's nose, as well as a half-dozen silver rings
piercing the elf's left ear. He smiles before speaking.
“Hello, brave heroes. If you have not already
guessed, I'm Tal de'Azir and I'm dead. Although
you don't know me, I know each of you very well
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because | have gazed into the future and seen each of
your roles in the coming conflict.”

"During a vision glancing into the future, | foresaw
an ancient cult releasing a terrible evil from its
planar prison. Unfortunately, in foreseeing this
event, | also foresaw my role in the coming conflict
and my eventual assassination at the hands of eryx
blackguards. Our foes—and yes, you all now have a
powerful enemy seeking your deaths, even if they
don't know your names—also received premonitions
of the prophecy from their demonic allies. They saw
me as a foe to their eventual success and sought to
remove me from the prophecy. What our mutual
foes didn't understand is that by killing me, they
hastened their own doom.”

" realized that I couldn't avoid my own destiny—
every future in which | attempted to avoid my death
caused immeasurable suffering to thousands—but
had to prepare you for your role in banishing the
ancient evil once and for all. As such, | have left
messages, clues and aid wherever | could before |
died, doing my best to see your quest succeed.”

“In the chest behind me are the magical items
known as the Cards of Fate, powerful magical items
from Zur'oun. By embarking on this quest, you have
marked yourself as a foe to the returning evil, but
you will each receive a card as your reward. The
magic of the cards will allow you to choose one of the
remaining fifteen before the rest disappear. As you
gain experience these cards will become more
powerful, aiding you in your duty.”

"What | have to say next is important: agents of our
foe have gotten word that you entered this city. They
have accused you of my murder and guards now
approach to take you into custody. Whatever you do,
you cannot be captured. If you are captured, you
will be murdered in your prison cell. Take your
horses and flee to the south to Falgoth as quickly as
possible. Do not stand and fight! The guards will
bring fell magic down upon your heads. You will fail
if you stay and fight!”

"1 ensured when | bought your horses that you have
enough supplies to last you to Falgoth. When you
arrive, enter the Eastern Gate instead of the closer
Northern Gate, and then make your way down to
the docks. Look for the ship, the Siren's Song,
captained by lan Razorwind. | have paid the half-
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orc to return you to Amthydor without questions. |
trust lan with my life. Ride quickly, your ship sets
sail in ten days. May the goodly gods and goddesses
bless your journey."

The illusion fades away, leaving you alone with this
revelation. Your treasure awaits in the nearby chest.

Perception (Traps) DC 0: The chest is not trapped.

When the PCs open the chest, read the next box text.

Opening the chest, you see a velvet bag sitting in the
center of the box. Picking up the bag, you can hear
the tinkling of glass and metal plates inside the sack.

When the PCs are ready to leave, read the next box text:

Leaving the dungeon, you head towards the surface.
Hopefully the dead diviner was wrong about his
premonition.

> GO TO Encounter 7 (page 23).

ENCOUNTER 7

The bright sunlight blinds you momentarily as you
exit the building. As your vision returns, you are
shocked by a sight across the street: a wanted poster.
Examining the poster, recognize the faces staring
back at you are your own. Your names are written
below each portrait, as well as a ludicrously high
bounty for your capture or deaths. The crime which
you have been accused is the murder of the noted
wizard, Tal de'Azir.

It seems that the illusion was correct that you should
leave the city swiftly and quietly.

Have the PCs make either a Stealth or Disguise
check to help heighten the tension, but the roll is
meaningless other than trying to set the change in
mood.

If the PCs need any supplies before they leave
allow them to get them from the market.

When the PCs are ready to leave Drupir, read the
following box text.

Leaving the trade-city through an open gate, you
find yourselves yet again on a long sandy road. With
the sun beating down on you overhead you ride for
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miles until you come upon a crossroad. A wooden
signpost has four signs pointing in different
directions. The first points north-east back towards
Drupir which you just left. The second sign pointing
towards the west with the word Jadenspur carved
into the sign, but it seems that someone has taken a
knife to the wooden board trying to scratch away the
city's name and has carved "danger’” under
Jadenspur's name. The third sign pointing towards
the north-northwest is labeled Al-Serai and the final
sign pointing to the south is titled Falgoth.

Which way do you go?

& |f the PCs go west towards Jadenspur GO TO
Conclusion D (page 28).

& |f the PCs head south to Falgoth GO TO
Encounter 8 (page 24).

ENCOUNTER 8

Over the following ten days, the PCs will heal of all
injuries sustained in Encounter 5. Do not allow the PCs
to waste consumable items to heal themselves; there are
no more combats awaiting the PCs. Read the following
box text.

A nearby merchant, a human male, notices your
unease. An older man, the merchant is filthy with
several days of stubble on his face and reeks of stale
ale and fish. Realizing your plight, the merchant
offers you a deal. ""Seems like you're in a bit of a
bind here. You have an uncanny resemblance to
those wanted-posters the guards have been waving
around. I might have a deal for you that | wouldn't
turn down: | could veil your group in an
illusion....but it will cost you. I just know that |
wouldn't want those guards to recognize you. | have
a feeling that it would be unfortunate. They have
more of a "kill it and let the gods sort it out" attitude.
I'm in no mood to haggle and it's your necks on the
line, so what do you say?"

Over the next nine days you ride hard south towards
Falgoth. Avoiding most towns, you make good time
as the scrub-land evolves into grass-filled plains.

As you get closer to Falgoth, your party joins
numerous caravans making their way toward the
trade city and its deep-water port. The only question
remains, will you enter the city by the closer
Northern Gate or circle around to the Eastern Gate?

This is a wandering cleric of Illudra who refuses to give
the PCs his name. Stress that the guards are getting
closer and closer the more they attempt to question the
cleric's motives. The nameless cleric's reasons are
simple: he is a traveling cleric of Illudra who would
love a good practical joke against the guards. He's
already cast Detect Evil (making sure he really wasn't
letting evil murderers into the Falgoth) and decided that
the PCs couldn't have possibly been involved with
killing Tal. The cleric is chaotic good.

Once the PCs agree, continue with the box text.

> If the PCs use the Northern Gate Continue with the
box text labeled: North (page 24).

> If the PCs use the Eastern Gate Continue with the
box text labeled: East (page 24).

NORTH:

Approaching the high walls of the Northern Gate,
you wait patiently in line with twenty or so caravans
ahead of you. Guards armed with heavy maces
wandering up and down the line, holding sheaves of
paper and comparing an image against various
travelers.

Perception DC 5: You recognize the parchment held in
each guards' hands: the wanted-poster from Drupir!
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A smile flashing on the man’s face, he waves a hand
and you suddenly take on the appearance of human
Al-Serai cavaliers with thick beards and sun
darkened skin. Approaching the gate, the trader
begins speaking to the captain of the gate, ""Good
afternoon, how are you today? I'm presenting myself
along with a contingent of pilgrims which | met
along the way. Unfortunately they don't speak the
common tongue, but they are on a journey of
enlightenment in the name of Sorena. | have their
papers right here."

The trader passes the captain a rolled up scroll, but
you notice the guard's frown turning quickly into a
smile. Some sort of magic must have been silently
used to improve the captain’s mood. Nodding and
passing back the papers, the guard waves your
group forward. ""Excellent, can you tell your friends
welcome to Falgoth and may their pilgrimage be
fruitful? You may enter. Next!"

The Cleric used a Silent & Still Charm Person on the
guard, just to grease the wheels.
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Entering the city, you follow your savior for several
blocks before he waves you into an alley.
Dismounting, he dismisses the illusion. "*"Now, for my
payment...."

Negotiating quickly, you hand the cleric of llludra
half the inheritance left to you by Tal. Coin well
spent, you head towards the docks.

Wait for the PCs to approach the ship before continuing
with the box text.

Approaching the ship, a halfling with curly red hair
and impressive muttonchops spots your group.
""Ahoy, landlubbers, what can I help you with?"'

» GO TO ENCOUNTER 9 (page 25).

EAST:

If the PCs mention either Tal, Captain Razorwind, or
that they have passage on the ship, continue with the
box text.

Approaching the Eastern Gate, the entire portal
seems to be in chaos. It appears that during the
guards' inspection of a wagon carrying chickens and
piglets into the city for trade, an over-enthusiastic
guard opened the cages for a better look,
accidentally releasing the animals. The guards are
now running around trying to restore order as mud-
slicked piglets relish their new freedom. Guards,
covered in mud and feathers, are busy chasing the
unruly animals about.

Have the PCs make a Perception DC 5. If successful
read the following box text.

On the wall leading into the city, you spot a familiar
sight: the wanted-poster with your images upon it!
In the confusion, you might be able to sneak into the
city.

Continue with the box text.

Nodding in understanding, the halfling calls out to
one of the sailors on deck. ""Tell the Capt'n that we
got visitors."

Several minutes later a grey skinned half-orc
dressed in a serviceable and warm long coat appears
on deck. Pushing a pair of wire-framed glasses up
his flat nose, the half-orc assesses your party for a
moment. ""You must be the group which Tal booked
passage for. | am Captain lan Razorwind. Get your
horses aboard. We were just about to set sail. Mr.
Jackson will help you get stowed."

The halfling, hearing his name, runs over to the side
of the ship. "Aye-aye, Captain." Turning to your
group, the first mate grins with his new task. ""You
heard the Capt'n, let’s get those horses stowed
away."

Completing your task required multiple bribes of
sugar-cubes, but you get your horses stowed away.
True to the captain’s word, as soon as the horses are
stowed below you set sail. The half-orc's booming
voice carries across the water as he commands his
crew, but each and every sailor knows their job well
and need little instruction.

A mud-splattered guard looks up at your group.
"Just head into the city, we're a bit busy right now!"'
Waving you on, you enter Falgoth without incident.

» GO TO ENCOUNTER 9 (page 25).

ENCOUNTER 9

If any of the PCs died in the Drupir, read the next box
text. Otherwise, skip this if no one died. The PC will be
brought back from the dead with a Raise Dead.

Riding through the Falgoth, you make your way
down to the docks. Dozens of ships sit in port as
dockworkers swarm the vessels unloading and
loading cargo. Sitting at the end of the pier is a
battle-scarred caravel with a beautiful figurehead
carved to resemble a fanciful fey maiden with
cerulean skin. That must be your destination, the
Siren's Song.
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As you leave port, the halfling first-mate waves you
closer. "Tal had this feeling that you might need
some help with your dead companion(s), follow me."

Following Mr. Jackson below, you enter a dimly lit
room with a single candle hidden in a lantern on the
ceiling. Bolted to the floor in the center of the tiny
room is a wooden table. Standing behind it is a
human sailor with a holy symbol of Cyrene. *Come
in, please, | was told to expect you. The goddess
willing, we will bring back your companions from
the dead."

Setting your companion(s) on the table, the cleric
breaks the wax seal on a scroll-tube and removes a
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sheaf of parchment. Preparing himself with a
blessing, the cleric begins chanting as both his and
the corpse glow blue. The cleric whispers, "*"Do you
want to come back?"'

Wait for the dead PC to respond yes, then continue.

Smiling, you are amazed as the blue light heals the
mortal wounds your companion has suffered. With a
scream, your companion comes back to life, staring
wildly at the hanging lantern. The cleric slumps
down in exhaustion, a smile on his face, ""Praise be to
the goddess that it worked. You are among friends.
Over the next week, | shall remove the weakness
from your bodies, but for now | must rest.”

Knowledge (geography) DC 10: Aedar is a powerful
nation known for producing arcane spellcasters. Polar
opposite of the evil nation of Pyrroth that relishes the
abuse of magic, the country of Aedar goes out of its
way to use magic responsibly.

&« \Where is Aedar?

“Aedar is in the Western Lands, a powerful nation
known for its spellcasters. We're polar opposites of
those reckless fools in Pyrroth near my homeland."

« Why did you help us?

The PCs will have their negative level/constitution drain
removed by the cleric over the coming week using a
Restoration scroll.

If the PCs would like to question the Captain
Razorwind, use the following question & answers.
Otherwise, continue with the box text at the end of that
section.

Once underway, the Captain approaches you.
""Sorry we couldn't speak until now, but Tal insisted
that | set sail as soon as you were on board. To be
honest, | was starting to wonder if you were even
going to show up. Do you have any questions that |
can help you with?"

“Other than the large bag of lucre that Tal dropped
on my desk, a half-dozen of his spellbooks and
enough spell components to make the League
jealous? The Siren's Song once attacked a
Pyrrothian slaver who had kidnapped a group of
young desert elves. Well what the Pyrrothians never
imagined was Tal teleporting onto my deck and
shouting like a battle-commander. Damnedest thing
I have seen in my entire life, but | had the crew
follow Tal’s commands. Directing us out of the way
of the slaver's ballista before we boarded the ship
and put every one of the scum to the sword.
Scuttling the ship, Tal and | spent the next week
teleporting the rescued kids back to their parents.*

« Who are you?

& SO you are a wizard?

“I am Ian Razorwind, captain of the pirate-hunter
Siren's Song.”

&« Pirate-hunter?

“Aye, although depending on whom you ask I'm a
bit of a malcontent. Most people think that me and
my crew are pirates, but the officials in certain cities,
like Amthydor, know that this ship is a freelance
pirate-hunter. My crew and | are hired to hunt
pirates who prey upon the ships of other nations,
getting a cut of the recovered cargo.

"Normally 1 wouldn't go into Amthydor and
possibly ruin my cover, but Tal insisted that
delivering you to Amthydor was important, so we'll
do it.”

“Yes I am. I specialize in conjuration, but I have a
wide selection between Tal's spellbooks and the
one's that we've captured over the last decade. A
thought just came to my mind, any of you arcane
spellcasters? We got another week before we arrive
in Amthydor and you'd be more than welcome to
copy a spell down.”

« Did you know Tal well?

“Not as well as I would have liked. That wizard liked
to meddle in things that he shouldn’t and I guess it
finally caught up to him. My teacher and he studied
under the same master in Aedar.”

Arcane spellcasters or alchemists can transcribe any 1st,
2nd or 3rd level spell from the Pathfinder Core Rule
Book or the Pathfinder Advanced Player's Guide. lan
will cover the costs for copying the spell. Each player
who wants to learn a spell must make a Spellcraft DC
15 + spell level to learn a spell. Each player must note
this in their log. They do not need to spend an extra TU
to copy this spell into their spellbook, this occurs during
the week-long trip.

« How long will it take for us to get back to
Amthydor?

“About a week depending on the crosswinds, it
shouldn’t take more than twelve days.”

LSJ158 Kismet

Page 26




& |s there anything we can do?

“Keep yourselves out of the way of the crew while
they are working. You're paid passengers so relax
and enjoy the trip.”

for your efforts. You only hope your sacrifice means
something.

Once the PCs are done asking questions, read the
following box text.

The caravel cuts through the water at a rapid pace
as you head west towards home.

> GO TO Conclusion F (page 29).

CONCLUSION A

THUS ENDS KISMET

TIME UNIT COST: 15 TU

Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.

NOTE: The cleric of Destine will cure the PCs negative
levels/constitution drain over the following week.

CONCLUSION C

Everything goes black as a maw filled with teeth rips
into your throat. Floating in the void, a voice calls
out to you, "'Do you wish to return?"

Deciding against meeting with the barrister, you sit
out the rest of the day as the storm rages on.

THUS ENDS KISMET

TIME UNIT COST: 1 TU
Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.

CONCLUSION B

Ask the PCs if they would like to be brought back from
the dead. A NG Cleric of Destine is casting the Raise
Dead.

Agreeing, you begin to scream as your spirit is
thrust back into your flesh. Your eyes ache as you
slowly open them to see a frowning man wearing a
floor length vestment standing above you. A holy
symbol of Destine hangs from his neck. "The
Goddess foresaw your return, praise be to her
foresight."

Helping you sit up, the man hands you a sealed
letter. ""This is for you, hopefully this will explain
everything.”

Everything goes black as a maw filled with teeth rips
into your throat. Floating in the void, a voice calls
out to you, ""Do you wish to return?"

Give the PCs Players' Handout 8.

Ask the PCs if they would like to be brought back from
the dead. A NG cleric of Destine is casting the Raise
Dead.

Agreeing, you begin to scream as your spirit is
thrust back into your flesh. Your eyes ache as you
slowly open them to see a frowning man wearing a
floor length vestment standing above you. A holy
symbol of Destine hangs from his neck. ""The
Goddess foresaw your return, praise be to her
foresight.™

Helping you sit up, the man hands you a sealed
letter. "' This is for you, hopefully this will explain
everything.”

Putting down your letter, you can't help to be
slightly angry, even though you have been rewarded
for your efforts. On your long trip back to
Amthydor, you can only hope that your sacrifice
meant something.

Give the PCs Players' Handout 7.

THUS ENDS KISMET

TIME UNIT COST: 25 TU

Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.

NOTE: The cleric of Destine will cure the PCs negative
levels/constitution drain over the following week.

CONCLUSION D

Putting down your letter, you can't help to be
slightly angry, even though you have been rewarded
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Riding hard to Al-Serai, you make good time as you
enter the desert. Riding hard, your horses suddenly
rear up in terror right before the world explodes

around you. Tons of sand and rock rocket skyward

Page 27



as a cavernous maw swallows one of your
companions and his mount whole. The colossal beast
is a creature of nightmares, a crimson worm with a
maw so massive that could swallow an elephant
whole. Covered in spiked chitinous armor from head
to spiked tail, the eyeless beast's roar shakes the
world around you. Your mounts—spurred on in
terror—scream as they charge headlong into the
desert.

Your efforts are meaningless.

Diving back underground, the earth shakes as the
monster chases you. Jumping into the air, the
crimson worm dives headlong into another of your
doomed companions. Nothing but bloodstained sand
remains.

One by one your party is slaughtered by the
merciless beast until you're the only one remaining.
The last sight you see is a cavernous maw crashing
downwards as thousands of fangs gnash is
anticipation of its meal.

are slaughtered by the shadows until only you
remain.

Skittering out of the darkness is a gigantic spider
constructed from black granite. Glowing red eyes
relish your terror as it grasps you in an ogre-sized
claw. The last think you see is the creature's gapping
maw as it lifts you to your doom.

THUS ENDS KISMET

TIME UNIT COST: 0 TU

The PCs are permanently dead; please collect their
logs and certs. Contact the campaign staff
concerning this development.

Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.

CONCLUSION F

THUS ENDS KISMET

TIME UNIT COST: 0 TU

The PCs are permanently dead; please collect their
logs and certs. Contact the campaign staff
concerning this development.

Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.

CONCLUSION E

Riding hard to the west, you begin the long journey
over the mountains towards Amthydor. Braving
storms and inhospitable terrain, you avoid roaming
patrols of bounty-hunters chasing you from Drupir.
Hunger and thirst are your constant companions
after your supplies run out; no matter what you
attempt to do, food becomes increasingly scarce the
closer you get to Jadenspur.

Coming over the mountains, you discover the
blasted crater where Jadenspur was once stood.
Leading your horses down the twisted mountain
trail, you eventually enter the destroyed city.

As the sun sets, the shadows lengthen over the ruins.
The wind begins to pick up and the hairs on the
back of your neck begin to rise in fear.

Something is here waiting for you.

Ruby lances of energy tear through the night,
immolating your poor mounts. The preternatural
silence unnerves you as the first of your companions
is grasped by a pair of long claws, ripped asunder by
a gigantic creature. One by one, your companions
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Cutting through the salty waves of the Tasmin Sea,
your voyage upon the pirate-hunter is short and
sweet. The sight of Amthydor appearing in the
distance is comforting after the events of the
previous month. Sensing your relief, Captain
Razorwind laughs, ""Aye, | imagine it's good to see
your home port again. We’ll arrive in several
hours."

True to the wizard's word, you dock in the harbor.
Disembarking the Siren's Song, the half-orc nods
goodbye before returning to his business. The salty
tang of sea air seems sweeter as hundreds of sailors,
dock hands and merchants enter the Shining Jewel.
Olek—the giant laborer—snores loudly during his
midday siesta, his heavy snorting billowing like
massive horns with each breath. Curled upon the
giant's cupped hands is the strangest gnome that
you've ever seen; the miniature humanoid is
surrounded by what appears to be hundreds of bees
as he snores in tandem with the massive giant.

Walking towards the Dauntless Dolphin, you hear
someone calling out your names.

Have the PCs make a Perception DC 5. Regardless of
success or failure, continue with the following box text.

A young tabreen runs up to you, holding a letter in
her hands. Smiling, she thrusts the missive towards
your party. ""Excuse me, | was told that I should
deliver this to you. A Master de'Azir gave me this
letter and told me that you would be here today."
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When the PCs take the letter, give them Players’
Handout 9.

CONCLUSION G

Grinning that her job is complete, the young tabreen
runs off to join her friends. Watching the kids begin
to play, you can smell the roasted meat and ale
awaiting you in the Dauntless Dolphin. Entering the
inn, a server instantly recognizes your party and
leads you to a reserved table. Sitting down, drinks in
hand, you open the pouch holding your treasure.
Withdrawing a dozen stained glass and steel plates
from the pouch, you now have to decide which card
you will choose. Your fate is now in your hands.

Leaving the restaurant, your pockets are heavy with
recently acquired gold but little else. Wouldn't it be
nice if you could just be given gold rather than
having to work for it every day? Perhaps there's
some work in the Hall of Venturers as warehouse
guards that you can pick up for next week.

THUS ENDS KISMET

TIME UNIT COST: 25 TU
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THUS ENDS KISMET

TIMEUNIT COST: 1 TU
Inform the PCs that they can no longer play any of the
other mods in the Fate in the Cards series.
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module Experience

600 850 1200 1800
Bonus 1: Figuring out the Dragon Guardian's
Riddle without needing a Wisdom check. 50 50 100 100
Bonus 2: Following Tal's directions and
entering Falgoth from the Eastern Gate. 50 50 100 100
Roleplaying XP Bonus

praying 50 50 100 100

Maximum Possible XP

750 1000 1500 2100

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.

Encounter 3

» Asil, 1 per PC (Value: 524 gp, Size: Large, Tradable:
Yes, Rarity: Rare, Legality: Legal)

Encounter 8

» If the PCs enter the North Gate, each PC gets 500 gp
+ 100 gp per ATL.

» If the PCs enter the Eastern Gate, each PC gets 1000
gp + 200 gp per ATL.

Conclusion B, C, & H

» Each PC earns 200 gp per ATL.

Conclusion G

Each PC may take a single Card of Fate. Once each PC

chooses a card, you (the GM) should sign the cert.

ONLY ONE CARD PER PC!

» Card of Fate, 1 per PC (Value: 0 gp, Size: tiny,
Tradeable: No. Rarity: Rare, Legality: Legal)

There are 12 cards which the PCs can choose from. To

help you out, I'll describe each card briefly below.

» Abaddon:: Personifying change and destruction, this
card aids those who see the entropy of existence.
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» Four of Swords: This card aids those who fight
against otherworldly evils for a cause other than
neutrality.

» The Wanderer: This card represents mobility and
movement, striking against targets who stand still.

» The Tower: A fortress, this structure represents
protecting yourself and others you care about.

» The Tome: Aiding those dealing elemental damage
through spells, this card makes your spells harder to
resist.

» The Black Stag: Representing the power of nature, it
makes your animal companions stronger.

» The Cup: This card rewards those who share their
wealth and power with others.

» The Caliph: The symbol of an ancient king, you will
command great respect from others.

» The Rake: A master trickster, this card helps you
personify the guile and wit of the card's namesake.

» The Ahriman: A selfish spirit, you gain strength by
casting spells on yourself.
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» The Scorpion: The survivor, this card helps you
survive in the wild.

» The Sylph: Representing physical change, you
become more powerful when in a form not your
own.

» The Barber: This card represents healing and the
power over positive and negative energy.

» The Alim: This card represents knowledge over
engineering, mechanics, and mathematics; allow
you to specialize in sound.

» The Seven of Stars: Representing the knowledge of
the heavens above and the earth below, this card
amplifies the scholar's knowledge of the unseen.
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PLAYER’S HANDOUT #1

Dear Adventurer,

I am Fitzgerald Barbau, a barrister in Amthydor. 1
request your presence at noon today at Elysium's
Bounty located in the Staff District. Please do not be
late, the matter which we discuss is time sensitive.
Failure to appear will acknowledge your disinterest in
this matter and no further attempts will be made to
contact you in the future.

Sincerely,

Fitzgerald Barbau
Barrister
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PLAYER’S HANDOUT #2
Greetings to my heirs,

Although you do not know wme, | know you very well. My
name (s Tal de'Azir. In my life | was a diviner of some power,
a respected member of countless courts throughout Raia. |
have chosen you for a special adventure that will take you far
away from Amthydor, to the Sea of Fire, and to the city-
state of Drupir, seeking the mystical artifacts known as the
Cards of Fate.

[ have arranged your journey using Amthydor's mystical gate
to travel to the city of Al-Serai, where | have negotiated
transportation to Drupir. | have arranged your travel with the
League of Thaumaturgical Studies. When you arvive in Drupir,
the key holds the address to a building which | own where the
magical items are located. When you get past the guardians
you can access the vault where the items have been left.
Finally, | have arvanged for your trip back to Amthydor; the
directions awaiting you in the vault.

In naming you my heirs, you are the only people in all of Raia
who can claim the Cards of Fate as their own. If anyone other
than you tries to claim the cards they will instantly disappear.
Time (s of the essence. Good luck in your quest and may
Destine guide you.

Tal de'Azir
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PLAYERS' HANDOUT #3

Zur'oun (The Sea of Fire)

The massive desert known as Zur'oun to the locals (the Sea of Fire to outsiders)
Is controlled by the nomadic tribes who rule the desert (the M'jir) and the only
city in the great desert: Al-Serai.

The city of Al-Serai is ruled by the Imshaar, a council of five men elected
every seven years, who oversee the law and continued trade through Al-Serai.
The city's main exports are salt, spices, exotic perishables, and arranging
caravans into the desert (guided by the M'jir). The city's main imports include
water form Drupir and treasures discovered in the Sea of Fire.

Deep within the desert live reptilian humanoids known as Eryx. They are often
raiders, especially adapted to living in the harsh desert. They are often in
conflict with the M'jir tribes.

The people of Zur'oun are friendly to outsiders, especially those who come in
peace. This does not make these people pushovers, for they are masters of their
terrain and will return violence with a slow and agonizing death in the deep
desert.
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PLAYERS' HANDOUT #4
Drupir
This city-state is ruled by the Sultan of Drupir from his throne in the Summer
Tower. A major source of water for Zur'oun, this city also specializes in
exports of exotic fruits and curios to the rest of the world.
Known as the Cursed City, for the last several decades a horrible wasting
disease—referred to as "the Curse"—has afflicted the curse. This disease
strikes humans and near-humans, as well as anyone who can cast spells.
Physical contact with others is taboo, with many people wearing full robes
hiding all flesh but their eyes. There is no cure to the Curse and visitors are
discouraged from staying more than a single day.
Recently clerics of Karios have begun preaching of a cure to the Curse if
people worship the Lord of Corruption, but the Sultan actively discourages
their message. The Sultan can do little because the priests have not broken any
of Drupir's laws.
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Player’s Handout 5
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PLAYERS' HANDOUT #6
"Once long ago, before the Northern Wastes turned into a frigid wasteland, there
was a might warrior-king known as Asura, the Silver Axe. Asura had three sons,
mighty princes and warriors in their own right: Domrik, Kasican, and Thergol. The
King ruled for fifty-seven years, fighting off every invading army at the head of his
personal guard. He was a mighty king who ruled wisely his entire life.”

"When the king's final day came upon him, the entire kingdom came to grieve. The
laments of women lasted for more than a week. The three princes, following their
father's last wish, buried their king with his magical axe thirteen feet to the east of
the very center of his kingdom and then five feet to the south. They laid the king
precisely sixty-three inches below the ground.”

"Then each son built a monument to honor their father. The eldest, Domrik, built a
soaring barrow-mound in the center of the kingdom, built from rare magical stones
quarried far across the sea. The second, Kasican, not to be outdone by his brother,
enchanted the man-made hill to continually sing epics written about his father's
exploits. The final son, Thergol, more humble than his siblings, crafted a gigantic
illusion that still stands to this day, of his father overlooking his kingdom with a
smile. He wove together ancient magics that no matter which direction that the
viewer’s look, the king seems to be smiling down at them.”

"My riddle to you: why did the three brothers bury their father in a silver coffin?"
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PLAYERS' HANDOUT #7
Dear adventurers,

[ need to apologize for what has occurved. | foresaw your
deaths at the talons of the Eryx, but there was little | could
do to prevent this. | apologize for not warning you, but if you
had fled the ambush my foes would have realized that you
were a diversion for another band of heroes who are now

thousands of miles away from Amthydor.

All that | can tell you is that you have played a small part in
a greater conflict that is beginning, your death gave the other
adventurers a chance at success they would not have had
otherwise. For this | thank you, although many of you will

curse my name for the rest of your lives.

Please take this gold as compensation for the horrible thing
that | have done.

Tal de'Azir
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PLAYERS' HANDOUT #8
Dear adventurers,

[ need to apologize for what has occurred. | sent you across
the world on a fool's errand; the Cards of Fate were never in
Drupir. | needed to use you as a distraction, to keep my foe's
eyes away from the true adventuring party sent to collect the
artifacts from their true hiding place far from Drupir. Your
death, although tragic, has given the forces of good the time
they needed to stop an ancient evil from being released from

its prison.

You have played a small part in a greater conflict now only
beginning, for this | thank you. Although many of you will
curse my name for the rest of your lives, what you've now
experienced will save hundreds of thousands of lives

throughout Raia.

Please take the gold as compensation for the horrible thing
that | have done.

Tal de'Azir
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PLAYERS' HANDOUT #9
Dear Adventurers,

[ am so pleased that you have arrived back in Amthydor.
Unfortunately, this is only the beginning of your quest. A cult
is attempting to awaken an ancient evil and you have been
marked by fate as the ancient evil's greatest enemy. Only you

have the power to stop this foe once and for all.

You now have in your possession the Cards of Fate, an ancient
magic item which | have guarded for fifty years. These cards
will grow with you as you continue upon your adventures,
aiding you in your quest. Although | am gone, | will do my
best to aid you on your future adventurers by offering what
advice | can. Even though you won't be able to confront the
cult directly, destiny will place you where you will need to be
in the future. Fear not, your bravery, resilience and ingenuity

will see you to a bright tomorrow.

No one may ever remember your names for what you're
about to do, but your actions will save hundreds of thousands
from a fate worse than death.

May Destine smile upon you,

Tal de'Azir
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GM PLAY AID #1

PCs are
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GM PLAY AIDE #2
Entryway Basement LVL 1

Basement LVL 2
Treasure Room

300 ft.
-4 B
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Critical Event Summary: Kismet

Convention: Date:
Do Not Return After December 31, 2014 Author’s Email Address: andoenfarwanderer@gmail.com

1. Which cards did the PCs take? (Circle all that apply)
Abaddon: Four of Swords The Wanderer The Tower  The Tome
The Black Stag The Cup The Caliph ~ The Rake The Ahriman
Scorpion The Sylph The Barber  The Alim Seven of Stars
2. How much damage did the heroes take from the Dragon Guardian? (Circle whichever applies)
None 25% HP 50% HP 75% HP Total Party Kill
3. Did the PCs follow Tal's suggestion to go through the Eastern Gate?

Yes No
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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:

Hero’s Name:

Sex: Race:

Level:

Special items or comments:

Convention:
Judge:
Date:
Home State:_
(optional)
Class:

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:

Special items or comments:

Class:

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:

Special items or comments:

Class:

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:

Special items or comments:

Class:

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:

Special items or comments:

Class:

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:

Special items or comments:

Class:

Hero's Stats: Str_ Dex __

Con___Int___ Wis__ Cha

Leveled: _ Lostlevel(s): __ Dead: ___ Outof Play:__ Future Events: ___ Author Future Events:
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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. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License
to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E.
Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

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

Kismet, Copyright 2014, The Shining Jewel Campaign Author Damian Shaun Miller.
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