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WELCOMETO 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 bold surrounded by a
frame: 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.
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, 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

Adventurers of all strips have called Amthydor home
for hundreds of years and far too often many of those
who have sought wealth and glory have paid the
ultimate price. Every so often adventurers survive
long enough that they retire not only wealthy, but
incredibly powerful. But time stops for no one,
ravaging both the mind and body. As beings capable
of incredible power, the proper care and supervision
of these adventurers so they can't harm anyone
accidentally is of the utmost importance. Hidden
away in the Adventurers District is a four story
building staffed with some of the finest caregivers in
the city tasked with the care of elderly adventurers.

Even in old age, adventurers are still drawn to
challenges like moths to a flame. The small group of
retirees escaped their home and decided to go one
"one last adventure."

Using illusions and trickery to escape, a small group
slipped away from a planned excursion into the city.
Adventurers, even retired adventurers, in Amthydor
unfortunately are beacons for trouble: the retirees
came across a suspicious group of suspicious humans
loading a wagon down in the Dock District. The
humans— members of the bigoted Humans for
Amthydor organization—spot the adventurers and
lead them into a trap. Capturing the band, they have
imprisoned the adventurers in a cell in one of their
safe-houses.

The PCs are hired by Phobetor (human caretaker of
the retired adventurers) while eating a late lunch
down in the Adventurers District. From here, the PCs
begin their search for the missing adventurers.

Reoccurring NPCs:

Milton Dadderhoff, guild-master of the Hall of
Venturers.

Bialtor, owner of the Dauntless Dolphin.
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ADVENTURE SUMMARY

Introduction: After reporting your success in a
previous job, the PCs are paid and offered a free meal
at a nearby restaurant, the Desert Wind, located in the
Adventurer District. As the PCs finish their lunch,
they are guestioned by a distraught man (Phobetor)
who is looking for a group of elderly citizens. If the
PCs are interested in the nurse's plight, they can
accept the mission here without needing to involve
the Hall of Venturers. Go to Encounter 1A: Work
for the Nurse.

Encounter 1: The PCs give the PCs information
about the missing elderly adventurers. This gives the
PCs clues where to search in Encounter 2 and
descriptions of the missing adventurers (Player's
Handout 1).

Encounter 2A: PCs search the Temples District for
clues.

Encounter 2B: PCs visit Ovid's Rest Home to speak
with the man who helped the others escape.
Encounter 2C: PCs visit the Diamond Watch to find
out if anything has been discovered.

Encounter 2D: PCs search the Adventurers District
for clues.

Encounter 2E: PCs head to the Dauntless Dolphin
for an encounter with several of the city's current
adventurers.

Encounter 3: The PCs will discover clues which lead
them into the warehouses deep in the Dock District.
They will fight off goons who are about to attack
Granny Ingrid, one of the missing adventurers. PCs
learn after the fight that the missing adventurers have
been captured and if the PCs don't leave immediately,
might be killed. Go to Encounter 4. If the PCs lose
the fight, Go to Conclusion F. If the PCs don't
immediately follow, Go to Conclusion E.
Encounter 4: Granny leads the PCs to the back
entrance to the warehouse where a single guard
protects the door. The PCs need to get past this guard
to sneak into the warehouse. If the PCs attempt a
frontal assault on the warehouse, they are slaughtered
instantly, Go to Conclusion A. If the PCs fail to
knock out the guard in their surprise round or before
the guard can act, Go to Conclusion F. Otherwise,
Go to Encounter 5.

Encounter 5: Once inside, the PCs are hidden behind
a wall of crates where they observe wagons being
loaded by human goons. This is a skill check
encounter, requiring the PCs to be stealthy. If they
fail, Go to Conclusion A.

Encounter 6: Descending to the basement, the PCs
encounter a large room with thick support beams,
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several crates, a new tunnel dug into the northern
wall and a locked door leading to the cells in
Encounter 7.

Encounter 7: PCs can free the captured adventurers
in this cell, but set off an Alarm spell. This will force
the PCs and the adventurers to escape through the
unknown tunnel in Encounter 8. If they stay and
fight, Go to Conclusion 1.

Encounter 8: The PCs exit into the sewers. They
follow the path to a large circular rooms where the
goons have set an ambush. The adventurers split
themselves from the PCs with a Wall of Force,
allowing the PCs to fight ATL appropriate forces. If
the PCs win, Go to Conclusion B, if they lose Go to
Conclusion D.

Conclusion A: The PCs are killed and their bodies
found a week later.

Conclusion B: Successfully fighting off the goons,
the PCs escape with the adventurers, coming to the
end of the tunnel ending in a townhouse in the
Commons District. Best ending.

Conclusion C: PCs refuse the job, getting no more
pay.

Conclusion D: PCs die, but are saved at the last
moment by the adventurers. Escape as in Conclusion
B.

Conclusion E: PCs stall too long, losing track of
Granny. By the time the PCs find the warehouse, it is
empty. A week later the bodies of the adventurers are
found.

Conclusion F: PCs are captured by the goons and
imprisoned. Rescued a month later by the Diamond
Watch, but by this time the adventurers are dead.
Conclusion G: Unable to knock out the guard, the
PCs are overwhelmed by goons. The PCs are
captured and held hostage until rescued by the
Diamond Watch a month later. Unfortunately the
missing adventurers are already dead.

Conclusion H: PCs are killed by the overwhelming
forces entering the basement.

Conclusion I: PCs awaken in a Diamond Legion cell
for beginning a bar-fight.

INTRODUCTION

A gentle breeze wafting from the Dock District
greets your party as you leave the Hall of
Venturers. Even with your belt pouch fifty gold
pieces heavier and the promise of a free meal at
the Desert Wind—an ethnic restaurant
specializing in the cuisine of the Sea of Fire—the
events of the last thirty-seven hours will haunt
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your memories for weeks yet to come. You'll never
be able to look at the Jade Palace, a sea captain’s
astrolabe or leprechauns in the same way ever
again. At least that experience is behind you, never
to be mentioned again.

Lie:

"You have!? Fantastic! Which way did they go?"*

This is a good point for the players to introduce
themselves to the table if they had not played
together before. Ask the players if they want to go
claim their free meal at the Desert Wind. If so,
continue below.

If the PCs give him directions (aka, trying to get rid
of him), read the following box text:

Taking your directions to heart, the man leaves
you in peace as he walks away.

If the PCs admit they are lying, read the following
box text:

A short walk later through the twisting streets of
the Adventurers District, you arrive at the Desert
Wind. After showing your note from the Hall of
Venturers, the maitre d' shows your party to an
intricately carved wooden table inlaid with
mother-of-pearl. Moments later a server returns
with tall glasses of crystal-clear water and a
basket of flat-bread. A bard in the background
plucks upon his oud, a pear shaped flute, the notes
jarring at first until they cascade together into a
speechless ballad.

Your meal arrives soon enough, slow-cooked lamb
and potatoes dripping with a sauce of cumin and
caraway seeds that burns into your sinuses.
Finishing your meal, you sit back as the staff
delivers a carafe of thick, cardamom and sugar
infused coffee.

"Excuse me,"" a husky voice asks behind you,
""Have you seen a group of four elderly individuals
walking around here recently? | really need to
find them."" Standing behind you is a human,
about average height, with short auburn hair,
hazel eyes and covered in freckles. He is dressed in
a white tunic that reaches nearly to his knees,
black linen pants and simple black leather shoes.

"1 don't see how you could joke about this, I'm
serious. The people I'm looking for are a danger
not only to themselves, but the city."

With that the man begins to walk away.

Truth:

"l can't believe they were able to wander away
from the group earlier. | should have been more
attentive. | just don't know what to do, the
Diamond Watch won't declare them missing
unless they have been missing for twenty-four
hours...l can't go back empty handed."

> If the PCs want to help GO TO Encounter 1

(page 4).
> If the PCs decide not to help GO TO Conclusion

C (page 33).

ENCOUNTER 1:
WORKING FOR THE NURSE

This is Phobetor, the PCs employer for this
adventure. The PCs responses will change how
Phobetor reacts.

If the PCs lie, continue with the box text labeled:
Lie.

If the PCs tell the truth, continue with the box text
labeled: Truth.

"Thank Pietos and his mercy that you're willing to
help. My name is Phobetor, a caregiver at Ovid's
Rest Home: an institution specializing in the care
of powerful elderly individuals in Amthydor.
Because of the beautiful spring day, the other
caretakers and | decided to take our charges to
visit the parks in the Temples District. But on our
way there, a group of retirees slipped away from
the group. It wasn't until we arrived at the
Temples District that we discovered what
happened. I'm sure you have questions and I'll do
my best to answer them to the best of my
knowledge."

« How much?

Ovid's can pay each of you [100 gp x ATL] if you
are able to bring our residents home."
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« \Who went missing?

«& Did anything unusual happen on your trip?

""Four of our residents: Granny Ingrid, Nemo
Reves, Niemand Traume and Ingen Droumme. |
can give you a detailed description of each
person.”

Give PCs Players' Handout 1: The Residents.

« \What do you want us to do?

"Nothing out of the ordinary in Amthydor. We did
encounter a group of adventurers as we arrived in
the Temples District: a short half-orc with wild
black hair and a thin-but-muscular half-elf in
black leathers were acting peculiar as they walked
towards the Dock District. I can only imagine they
were going to the Dauntless Dolphin, a very
popular tavern known to cater to adventurers."

"I want you to convince our residents to return
home. As fellow adventurers, they will listen to
you and ‘should’ do as you request."’

«& \What was so strange about the group?

"I'm not sure, it's as if | recognized them for some
reason, but I'm not sure."

&« What if they resist/don't want to come back?

«& How dangerous can a group of old people be?

""They shouldn't resist. The adventurers have a
problem with respecting the caretakers' authority,
but they tend to respect fellow adventurers.
Whatever you do, don't be confrontational.”

& Confrontational?

"Don't pick a fight, whatever you do. Even as old
as they are, they are extremely powerful beings."'

« What if they draw a weapon?

"You'll already be dead and won't have to worry
about it.”

"In a city of mysteries such as Amthydor, do you
still believe that what you can't see can't hurt you?
Adventurers have been flocking to the city for
hundreds of years, fighting and dying on these
streets as far back into ancient history. For those
rare adventurers, some of them actually survive
long enough that time becomes their greatest
enemy, stealing the wit and strength from each
and every mortal creature on Raia. But don't let
their age fool you. These four are among the most
powerful individuals in all of Amthydor and have
left legions of evil dead in their wake."

&« Wait, dead? What?

&« \Why do you want us to go after them if they
are so powerful?

"These individuals have scared away pit fiends
and parlayed with celestials. If they want you
dead, you're going to die."

« How did you lose the residents?

"They were aided by their friend, Embau Cador, a
half-elf arcane trickster. He created an illusion of
the missing members which allowed them to slip
away. Embau thought it was hilarious to cause a
scene at the temple to Galvandt when he had his
illusions begin a risqué song and dance routine
involving the guardians standing watch outside.""

"I need you to find them because they are a
danger not only to themselves, but to those around
them. Age has a horrible habit of stealing your
wits from people as they reach the end of their
natural lives, a prospect made all the more
horrible to contemplate when you consider that
these individuals once fought daemon-kings in
their castles, sundered the plans of pit fiends,
crushed the undead armies of liches and destroyed
vile artifacts. Imagine the danger if these once
heroes became confused and lashed out on
accident.”

&« Where do you think you lost the residents?

« Why do you think they will listen to us?

"It could have been anywhere. We left from the
Adventurers District and took the Shining Way up
to the Temples District. Embau refuses to tell any
of the staff where or when he helped the other four
escape."’

"You adventurers are a pig-headed lot and tend to
only trust other adventurers and the same could
be said of my missing residents. The caretakers
are little more than challenges to be overcome by
many of our residents, but they'd actually listen to
you because of what you do for a living. I'm sure
you could convince them to return home."
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&« Have you reported these individuals missing to
the Diamond Watch?

« Do you know where they might have gone?

""The Diamond Watch won't begin looking for the
group until they have been gone for twenty-four
hours. The officer I spoke with was sure that
they'd return home after having a day out on the
town. | tried to convince the officer that it would
be dangerous to let them wander unsupervised for
too long, but he only smiled and told me that
they'd be fine. He promised to send out
messengers to the Diamond Watch posts in the
temples and the Adventurers District as soon as
possible, but I don't think the officer understood
exactly how dangerous these four can be."

"1 honestly don't know. You could question
Embau, their friend who is now back at Ovid's.
Since you're adventurers and not part of the
institute staff, he'll probably be more forthcoming
with information. You could also try to find out
more information in this district, the Temple
District, or with the Diamond Watch in the
Diamond District, but | don't know how useful
that will be.™

«& Have you tried any divination spells to find the
missing residents?

&« \What is Ovid's Rest Home?

"Ovid's Rest Home is an institution founded more
than one hundred years ago to care for aged
adventurers who could no longer live in their own
home. We are located in a nondescript townhouse
three blocks to the south from here."

""No, we haven't because of the care we take in
shielding our residents from scrying. Although
most have been retired from an active adventuring
life for several decades, there is a constant threat
of retaliation from beyond the grave. Although we
aren't a secret organization by any stretch of the
imagination, we also don't go around proclaiming
that we are caring for some of the most powerful,
if senile, beings in Amthydor."

& \Why can't their families take care of them?

"It isn't that their families don't want to take care
of them. Too often the families don't have the
resources for the specialized care each of these
individuals need. How do you keep a shadow
dancer from walking out of your home when you
serve his least favorite meal? Tell a planes-walking
arch-mage that he shouldn't be conducting an
experiment on the family dog when you're a
simple blacksmith? What of a grandmother who
can rip the door off of the hinges with her bare
hands when she gets angry? Although we don't
have many residents, thirteen total, each
individual in our institute is there because they
need to be there."

Once the PCs have finished, read the following box
text.

Shaking your hands, Phobetor visibly relaxes.
"Thank you so much for helping out, | know that
this kind of work seems beneath adventurers such
as yourselves, but caring for our elderly is just as
important as caring for our children. If you have
any other questions, feel free to ask me at Ovid's. |
hope to see you soon."

With that, Phobetor leaves your table walking
briskly to the south.

&« \Who funds Ovid's Rest Home?

""The institute receives funding from a variety of
places. The Hall of Venturers makes a yearly
donation to our home, as well as several noble
houses who would prefer to remain nameless. The
church of Ardra and the League of
Thaumaturgical Studies handle any magical
assistance which we might require. In addition the
adventurers living here each pay a monthly fee for
our services, as well as some adventurers donating
money to keep the place going into their golden
years."

> If the PCs want to search the Temples District,
GO TO Encounter 2A (page 7).

» If the PCs want to question Embau at Ovid's Rest
Home, GO TO Encounter 2B (page 8).

» If the PCs want to speak with the Diamond
Legion about the missing adventurers, GO TO
Encounter 2C (page 11).

» If the PCs want search the Adventurers District
for clues, GO TO encounter 2D (page 13).

> If the PCs want to follow up on the strange
adventurers seen going to the Dauntless Dolphin,
GO TO Encounter 2E (page 13).
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ENCOUNTER 2A:
TEMPLES DISTRICT

Walking up the Royal Avenue, you eventually
arrive at the gates of the Temple District.
Entering, the birds are chirping as they perch
upon the trees and statues standing in
guardianship along the broad avenues. Now that
you've arrived, where do you begin?

inappropriate—tavern song about a bulette, a
baker's mallet and ten feet of twine. When we
went up to stop them, the illusion was broken. We
believe a half-elven rogue in the group of retired
adventurers was ultimately responsible for the
charade."

&« \WVhat happened to the half-elf?

» If the PCs go to speak with the Guardians in
front of the temple of Galvandt, Continue with
the box text labeled: Galvandt.

» If the PCs attempt to divine the location of the
residents, continue with the box text labeled:
Blocked Potents.

> If the Players attempt a Diplomacy (gather
information) in the Temples District, Continue
with the box text labeled: Questioning the
Crowd.

» If the PCs attempt to gather information from
temples other than Galvandt, Continue with the
box text labeled: Other Temples.

Galvandt:

""Nothing, he broke no laws except for those of
good taste and common decency. He returned
home with his panicked caretakers."

& |s there anything else you can tell us?

""Unfortunately not."

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

Nodding towards your group, the men offer you
one final blessing before you leave, ""May the
Guardian show you the true path in your quest."

Approaching the heavy stone temple dedicated to
Galvandt, two guardians wearing full plate block
your entrance with a clash of cross halberds.
"Who approaches the Temple of the Guardian,"
the two men question simultaneously.

If the PC answer truthfully about their names and
purpose, continue with the following box text.
Otherwise, the Guardians ignore the PCs.

""Ah, the disturbance earlier. Yes, we were both
present when this occurred. How can we aid you
in your search?"

&« Did you see where the missing adventurers
went?

""They were already gone when the group
arrived."

« What happened here?

"When the group of elderly adventurers arrived,
one of our acolytes greeted the group with
beverages and a brief discussion of the merits of
the Protector. Suddenly, four elderly citizens
jumped to the top of the stairwell and began tap
dancing while singing a rowdy—and highly

Blocked Portents:

Although Phobetor has (possibly) warned the PCs
that divination magics won't work, the PCs might
decide to utilize divination spells. The spells will fail
unless the PC can make a successful Caster Level
DC 31 to overcome the Nondetection spell cast upon
the residents each day by a unique magic item created
by the wizard Zakar Sweetleaf.

Those spell casters currently available in the Temple
District or through the League of Thaumaturgical
Studies (LoTS) are not high enough level to
overcome the Caster Level Check. The temples nor
LoTS understand this when they take on the job, but
even in failure they expect the PCs to pay.

PCs can burn certs or spend gold to have these spells
ca Make sure to write this down on the player's log
sheet.

Arcane Spell Cost Divine Spell Cost

Scrying 380 gp Augury 87.5gp

Divination 305 gp
Scrying 550 gp

If the PCs hire a spell caster, read the following box
text.

Drawn into a darkened room, the spell caster
closes a heavy velvet curtain behind the group.
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The ritual and spell casting last nearly an hour
before the diviner looks up with a sad expression
on their face. "I'm sorry, those whom you are
seeking are protected by powerful magic. I cannot
help you."

The diviner wishes you luck on your journey
before escorting you outside.

The acolyte sighs, ashamed he cannot help you
with your efforts. ""We heard there was a
disturbance involving illusions this morning in
front of the Temple of Galvandt, but we know
nothing more about what happened. Have you
spoken with the priests of the Guardian yet?""

If the PCs can cast the spells themselves, they learn
they are blocked/no answer as per the spell
descriptions in the Pathfinder Core Rule Book.

Questioning the Crowd:

PCs can question the crowd if they have seen the
missing adventurers, but in an area as large as the
Temples District it will take three hours.

Wandering around the district trying to gather
information (without asking exactly what they are
gathering information about) is a Diplomacy
(Gather Information) DC 30. The difficulty lowers
to a Diplomacy (Gather Information) DC 20 if they
indicate they are searching for information about the
retired adventurers and the check lowers to a
Diplomacy (Gather Information) DC 15 if they use
the description of the retired adventurers.

If the PCs succeed, they run into a messenger who
has seen the missing adventurers.

» If the PCs want to question Embau at Ovid’s Rest
Home GO TO Encounter 2B (page 8).

» If the PCs want to speak with the Diamond
Legion about the missing adventurers GO TO
Encounter 2C (page 11).

» If the PCs want search the Adventurers District
for clues GO TO encounter 2D (page 13).

> If the PCs want to follow up on the strange
adventurers seen going to the Dauntless Dolphin
GO TO Encounter 2E (page 13).

» If the PCs know the missing adventurers are in
the warehouses in the Docks District GO TO
Encounter 3 (page 16).

ENCOUNTER 2B:
OvID'Ss REST HOME

PCs, using Phobetor's directions, can easily find
Ovid's Rest Home located in the southern end of the
Adventurer's District.

After hours of questioning passerby citizens, you
encounter a dwarven messenger who had seen the
missing adventurers.

"Ai," the gruff dwarf replies in heavily accented
Common, "'I'd dun a seen them folk down in da’
Docks District, down in da’ warehouses. | donna
have a clue why da’' folk were der, but | saw dem’
some hours ago."

The messenger describes to you the intersection he
last saw the missing adventurers.

With a successful Knowledge (Local) DC 10 allows
the PCs to know where the dwarf is describing down
in the Docks District.

Other Temples:

The players may attempt to obtain information about
the missing adventurers at temples other than their
own, but they will have no luck. Read the following
box text if needed, no matter which temple the PCs
visit.

Walking into the Adventurer's District, you are
greeted by the familiar sights of chaos of hundreds
of adventurers living in a single district. The
diverse cultures from around Raia have come
together in an a mixture of food carts, craftsmen,
advisors, merchants, taverns, inns and hostels that
make this entire district seem more like an open
air market in the Sea of Fire than a part of
Amthydor.

It doesn't take you long to find several older
residents who can point you in the direction
Ovid’s Rest Home, a four-story tall-house
surrounded by a wrought iron fence and creeping
ivy. Sitting as silent guardians on the roof are a
half dozen statues in the form of cat-gargoyles
covered in bird droppings and other stains you
can't quite make out from this distance. A single
flight of stairs leads up to a set of double doors
with bronze dragon-headed knockers on each side.

If the PCs attempt to break into Ovid’s use GM Aid 1
for details of the retirement home's defenses.
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When the PCs knock on the front door, continue with
the box text.

Using the ornate knockers, you announce your
presence to those inside. A minute passes as you
hear the sound of shuffling behind the front door.
The door opens to reveal Phobetor, your current
employer. ""Hello, Adventurers, how can | help
you?"

Phobetor turns to your group, an exacerbated
look on his face as he leaves. ""Good luck, you
might need it."

If the players have any additional questions for
Phobetor, refer to Encounter 1 for proper
responses (page 4).

If the players wish to speak with Embau the Arcane
Trickster, continue here:

""Certainly, | can take you to go see Embau.
Follow me."" Following Phobetor, you enter the
lavish entryway of the retirement home. The
floors are covered with heavy woven rugs in
excellent repair and the walls are sheathed with
teak and mahogany panels constructed so the thin
tiles of wood form intricate geometric patterns
repeating throughout the house. Planters hang
from the ceiling filled with exotic flowering vines
reaching towards the floor.

You pass a dozen individuals, both young and old,
sitting on couches or across from one another at
small tables, conversing or playing various card
and board games. Trays of refreshments float
through the air in the hands of Unseen Servants
and you can smell fresh baked bread wafting
through the corridor.

You travel up two flights of stairs and down the
hallway to an oak door. Phobetor pauses and
knocks on the door. ""Embau, you have visitors."
The caretaker waits for a moment for a response,
but none seems forthcoming. Sighing, Phobetor
pulls a set of ruby-lensed spectacles from his
pocket and slips them onto his face.

Opening the door, Phobetor chides, ""Embau, | can
see you even if you are invisible, so you might as
well drop the illusion. You have visitors.""

With an arcane word, a stick-thin, balding half-elf
appears before you. ""Phobetor, you are no fun,"
the arcane trickster moans, "I could hear you
coming from down the hall and was only trying to
have a bit of fun scaring you."

Embau is a CG half-elf arcane trickster. He worships
Illudra and loves a good practical joke. After a long
career as an adventurer, Embau has little-to-no
respect for non-adventurers (such as his caretakers).
Unless the entire group has gone out of their way to
not look like adventurers, he recognizes the PCs as
fellow initiates easily. He believes he has a reputation
to uphold as long as his "jailers™ are within earshot,
so he will play up his defiance for a brief time until
he is sure Phobetor is out of earshot.

Once the players introduce themselves to Embau,
continue with the box text.

"Ah, so you're the ones the 'warden' has sent to
wring the information out of me...good luck with
that. I'm the magnificent Embau, rogue
extraordinaire and master trickster! You'll never
get me to talk!""

Play up being unhelpful for a couple questions by
acting very childish and responses such as "la-la-la-
la, I'm not listening,", "you'll never take me alive,
muahahaha." or "torture me all you want, I'll never
talk!" After the second-or-so question (depending on
the PCs temperament), read the following box text.

The half-elf grins at the door before turning back
to your party. The half-elf winks at your group
before continuing in a low whisper, "'Sorry about
that, but Phobetor has a bad habit of listening
down the hall for a few minutes before walking
back downstairs. I do have a reputation to uphold.
So what can | do for fellow bloods?**

& Bloods?

""Sorry, old slang for fellow adventurers...you
know, explorers and life-riskers. Horizon walkers,
risk takers and rogues, heroes and mercenaries.
Anyone who takes his or her life into their own
hands on a daily basis. That's a blood."

& \\e are looking for your friends, do you know
where they went?

"Of course, they went to our favorite bar when we
were your age, the Sultry Siren. The pub is located
in the Docks District."
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PCs will never have heard of the Sultry Siren, it has
been closed longer than many PCs have been alive.
The bar is located in a section of the Docks District
that is now a cluster of warehouses.

A Wisdom DC 15 for any long lived race or a
Knowledge (local) DC 20 will allow the player to
have heard of the bar, but realize that it hasn't existed
for more than twenty-five years. The player will have
a rough idea where the bar used to be in the Docks
District.

& Where is the Sultry Siren?

& Are you treated well here?

"It's located about six blocks north-west of the
Harbor Master's Office.""

A successful Knowledge (local) DC 10 check will
tell the player that the only thing located in that
general area now are warehouses, but they will have
a good idea where to look.

& There aren't any bars in that area, are you
sure it was there?

""Of course | am! Well...1 guess the city could have
changed since I retired to the home...."

""Of course we are! It'd be paradise—or the closest
thing to paradise—for most people; but after
decades of adventure and excitement moving here
is a nearly impossible transition for many of us.
Through no fault of our caretakers, more than a
few of us have faded away in the first months
here. Every retired adventurer here knows we'll
die here since we've all giving up cheating the
reaper through undeath and magic is no longer
reliable with the arcane toxins floating in our
bloodstream from being the playthings of powers
best left in the dark. Angels-and-demons, even a
simple healing cantrip could put enough strain on
our hearts that they'd finally stop.”

"I don't mean to sound bitter, but most in our
shared profession never imagine we'd see this age
after surviving the plots of gods, monsters, nobles
and villains. The only thing left to many of us are
our painful memories of friends long since dead
and our own slog towards the end. 1'd never trade
it for anything, but 1'd never wish it upon
anyone."

« Why did you help the other adventurers
escape?

& You don't seem like you should be here/why
are you here?

"It's strange, but after surviving gods-only-know
what strange horrors, the nobility stabbing each
other in the backs and many of our friends off to
meet their respective gods, there aren't many of us
left. Granny and Nemo wanted one last 'night out
on the town," you know, 'one last adventure.” We
may not be challenging daemon-princes or
nightmare beasts any longer, but just one last time
we wanted to feel in control of our lives...to do
something for ourselves.”

"I swore if I had a chance 1'd give my friends that
last adventure they were craving, even if it was
going to be a jaunt down to the premier
adventurer pub in Amthydor. | know our
caretakers mean well, but they don't understand
that you can't just simply walk away from our
lifestyle that easily. So I ‘borrowed’ Phobetor's
magical glasses from his pocket with a little bit of
finesse and then crafted the illusions needed to
mask my friends' escape. After that is anyone's
guess, but I loved the look on the faces of those
two guards at the Temple of Galvandt when my
illusions started singing and dancing!™

Laughing the half-elf looks you in the eyes,
sadness clouding the old man's vision. "'Kids, as
much as | appreciate your kindness, | know that
I'd be a danger to the city that I've sacrificed so
much for over the last century. I couldn't even lift
my elven chain over my head without nearly
passing out from exhaustion let alone wielding my
old light mace with any sort of competency. |
forget half of my spells anymore and nine-times-
out-of-ten | confuse the components between my
illusion spells and my conjuration spells. It took a
tragic mistake that almost cost my great-grandson
his life when I accidentally summoned a swarm of
spiders instead of an illusion of faeries dancing on
flowers. As much as | hate it here, I'm too
dangerous to live on my own.""

& |s your great-grandson alright?

""The boy is perfectly fine, nothing my grandson
couldn't help the lad forget with Modify Memory.
But I only get to see him every so often."’
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&« \Who is your grandson?

""Sorry, information is power and as much as |
trust you, | never know when one of my old
enemies might crawl back from the dead and
begin gathering information that can harm my
family. Not going to tell you."

«& Can you tell us anything about your friends?

"Well...don't pick a fight with them, just let them
pass out in their cups before carrying them home.
And don't worry about the tab, we may all live
here now, but the institute has access to our funds
to pay for any bills. Oh, and whatever you do,
don't pat Granny on the head if you want to keep
your hand. Regeneration spells are a little
expensive nowadays.""

> If the PCs know the missing adventurers are in
the warehouses in the Docks District GO TO
Encounter 3 (page 16).

ENCOUNTER 2C:

THE DIAMOND WATCH

Players might go to the Diamond Legion
Headquarters in the Diamond District to discover the
Watch's progress at finding the retired adventurers.
Little has been done so far due to the influx of
refugees from Jadenspur. The Watch believes that the
lost adventurers will eventually run into a Watch
patrol.

Read the following box text.

& Granny can't be that dangerous....:

Embau laughs for nearly a minutes before his
laughter devolves into a coughing fit.

When the PCs are done questioning Embau, read the
following box text.

Walking up the Golden Way, you pass through the
gate leading to the Diamond District. Making your
way to the largest building in the district,
Diamond Legion Headquarters, you swiftly arrive
at the guarded gates. After announcing your
business, the guards usher you into a waiting
room. The utilitarian waiting room is a simple
affair not meant to impress those with real
business with the Legion.

The half-elf shakes each of your hands as you
stand up to leave. "'I'm glad I could have this talk,
it has been far too long since I've had any
interesting company. Good luck finding my
friends and have a drink in my honor!"

Walking downstairs you are greeted by Phobetor.
"Well,"" the caretaker asks, ""Have you discovered
what you needed to know?"

Wait until the PCs respond before continuing.

"Hopefully you can resolve this issue soon, I can't
help but worry about the missing residents. | hope
to hear from you soon."

» If the PCs want to go to the Temple District GO
TO Encounter 2A (page 7).

»  If the PCs want to speak with the Diamond
Legion about the missing adventurers GO TO
Encounter 2C (page 11).

»  If the PCs want search the Adventurers District
for clues GO TO Encounter 2D (page 13).

»  If the PCs want to follow up on the strange
adventurers seen going to the Dauntless Dolphin
GO TO Encounter 2E (page 13).

The coffee is a 'trap’, but not an intentional one.
Characters with the Trap Spotter rogue talent get a
free Perception DC 15 to recognize that something
isn't right with the pot and they shouldn't drink the
contents. Make sure to inform the character in secret
(if possible) and let the PCs role play the encounter.

More paranoid PCs will need to declare they are
searching the room for traps if they want to make this
check. The coffee is non-lethal, but like every pot of
coffee left out far too long, strange things are known
to happen.

Ask the PCs if they'd like to do anything before
continuing.

> If no one wants to do anything, Continue with
the box text labeled: Decaffeinated.

» If any of the PCs drink the cold coffee, Continue
with the box text labeled: Caffeinated.

Decaffeinated:

Half an hour later, a gangly human wearing the
tabard of the Diamond Watch walks into the room
holding a clipboard. Clearing his throat, the
minor functionary sniffles several times before
continuing. "'Good afternoon, you have questions
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pertaining to the report of the missing elderly
residents of Ovid’s.”

Continue with the Question/Answer section.

Caffeinated:

an invasion of extra-planar monsters and hushed
rumors of an evil godling.

«& \What happened to Jadenspur?

The watery coffee is ice cold as it rolls across your
tongue. You can detect hints of hazelnut and
cardamom as you sip the liquid from your wooden
cup. Half-way through your cup of coffee a gangly
human man wearing a Diamond Watch tabard.
Examining the clipboard in his hand, the clears
his throat before looking up. His eyes go wide in
panic as he drops the clipboard.

"There was a meteor that struck, it contained a
being claiming to be a god and calling himself
Cruciatus. Some of our more seasoned
adventurers drove him off, for now."

& Do residents of Ovid's Rest Home often
escape?

Question & Answer:
« \Who are you?

"Not that | have heard of. The institute does the
city and the retirees that it cares for a great
service by caring for those who can't care for
themselves any longer."

"l am Lor Anther, a secretary for the Diamond
Watch."

« Do you know anything about any of the
missing residents?

& Have you heard anything about the missing
residents?

"Not as of yet. We have notified the various
Diamond Watch posts around the city, but there
have been no reports of the elderly citizens
turning up yet. | don't think they could have
gotten very far, they are possibly still in the
Adventurers District."

"We were informed by Mr. Phobetor that each of
the missing residents were some of the most
powerful heroes in Amthydor more than half-a-
century back, but time is a foe that cannot be
beaten unless you are willing to give up your soul
to evil. I've personally never heard of them. They
are well before my time."

« \What do you know about Ovid's?

« \Why hasn't the Diamond Watch gone looking
yet?

"It is a retirement home for old adventurers who
can't care for themselves located in the
Adventurer’s District, but until this afternoon I've
never heard of it."

"Procedure normally dictates that we need to wait
twenty-four hours before declaring a person
missing, but we had already gone against standard
protocol by sending messengers out to the
Diamond Watch posts around Amthydor. With the
influx of refuges from Jadenspur, the Diamond
Watch has been working overtime to ensure the
protectorate's safety. The Watch is aware of the
missing adventurers, but Amthydor is a large city
to lose yourself within."'

& There was a disturbance up in the Temple's
District earlier today, have you heard anything
about it?

""No one has reported anything about a
disturbance in the Temple's District. It must not
have broken any laws.""

When the players are done questioning Lor, read the
following box text:

Knowledge (local) DC 10 relating to the influx of
refuges, including many adventurers, hail from the
now destroyed city of Jadenspur. The rumors agree
that the city was destroyed by a falling meteor.
Knowledge (local) DC 20 relating to the influx of
refuges: As above, plus the following: many of
Amthydor's mightiest heroes were actually in
Jadenspur when the meteor struck, protected by
avatars of the elemental gods. The heroes fought off

The toll of a bell rings from outside and the scribe
looks up in panic. "'1'm very sorry, but | have to be
going. I have a meeting that | cannot delay
anymore. I'll escort you from the building."

» If the PCs want to go to the Temple District GO_
TO Encounter 2A (page 7).

> If the PCs want to question Embau at Ovid's Rest
Home GO TO Encounter 2B (page 8).
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» If the PCs want to search the Adventurers District
for clues GO TO Encounter 2D (page 13).

» If the PCs want to follow up on the strange
adventurers seen going to the Dauntless Dolphin
GO TO Encounter 2E (page 13).

» If the PCs know the missing adventurers are in
the warehouses in the Docks District GO TO
Encounter 3 (page 16).

ENCOUNTER 2D:
ADVENTURERS DISTRICT

The PCs can try to discover where the elderly
adventurers went from the Adventurer's District, but
this is like searching for a needle in a haystack. It will
take 3 hours of asking around to maybe find someone
who had seen where the retired adventurers had gone.
The players must choose a single person to roll a
Diplomacy (Gather Information) check, although
the rest of the party may assist this person. The base
Diplomacy (Gather Information) DC is 45, but the
DC lowers by 10 if the players say they are using the
descriptions supplied to them by Phobetor.

If the PCs make the Diplomacy check, Continue
with the box text labeled: Success

If the PCs fail the Diplomacy check, Continue with
the box text labeled: Failure

Success:

With that, the street vendor unlocks the wheels to
his mobile grill before nodding goodbye.

Failure:

You spend nearly three hours combing the
Adventurers District for clues to the missing
residents, but come up empty handed. Perhaps
you should search elsewhere for clues.

» If the PCs want to go to the Temple District GO_
TO Encounter 2A (page 7).

> If the PCs want to question Embau at Ovid's Rest
Home GO TO Encounter 2B (page 8).

» If the PCs want to speak with the Diamond
Legion about the missing adventurers GO TO
Encounter 2C (page 11).

» If the PCs want to follow up on the strange
adventurers seen going to the Dauntless Dolphin
GO TO Encounter 2E (page 13).

ENCOUNTER 2E:
DAUNTLESS DOLPHIN

Heading to the Dolphin to investigate the strange
adventurers the group heard about, the PCs will
follow the main roads down to the Dock District and
to the Dolphin. They will not trigger Part 3 in this
encounter.

After three hours of searching, you follow a series
of leads directing you to street vendor selling
grilled meats. The bald human cook is dressed in
what used to be a white apron now stained by
smoke and grease splatters. ""Yeah, | saw the folk
you're looking for. What'cha need them for?*

If the PCs tell the truth or not caught in their lie,
Continue with the box text labeled: Truth.

If the PCs are caught with a lie, Continue with the
box text labeled: Lies.

Truth:

Walking down the Shining Way, you enter the
Dock District and make your way to the well-
known Dauntless Dolphin. Entering the
nautically-themed bar, you are amazed at the
sheer number of adventurers who can be found in
the tavern this early in the day. There are dozens
of tables filled with adventurers representing
every profession, race and nationality throughout
Raia enjoying themselves in the loud tavern

"I understand your plight. Well, | saw them
during the midday meal rush, walking towards
the Docks District. | have no idea why they were
going that way, but they were doing their best to
stay out of everyone’s way. I hope this helps."

LSJ160 Aged to Perfection

The PCs have several choices depending on the

physical description they can supply.

» If the PCs ask about the missing adventurers to
the crowd, Continue with the box text labeled:
Who?

» If the PCs want to ask questions to either Bailtor
(owner/bartender of the Dolphin) or to a waiter,
Continue with the box text labeled: Oh,

» The PCs can attempt a Perception DC 10 check
to notice the group that Phobetor described

Page 13




heading to the Dolphin, Continue with the box
text labeled: It's THEM!

Who?

Most adventurers which you attempt to speak
tend to blow you off, focusing upon their meal.
There has to be a better way to do this.

> If the PCs approach the strange adventurers,
Continue with the box text labeled: It's
THEM!

It's THEM!

Oh, them....:

Several servers direct you towards the brew
master working behind the bar. Shinning you a
grin, the burly human asks you, ""What will ya
have? | just tapped a keg of my famous black ale
if you're interested."

» If the PCs ask about the missing adventurers,
Continue with the box text labeled: Haven't
seen ‘em.

» If the PCs ask about the strange adventurers that
Phobetor saw on the Shining Way, Continue
with the box text labeled: 'Heroes' of
Amthydor.

» If the PCs ask Bialtor any other questions,
Continue with the box text labeled: Why are
you asking me?

Haven't seen ‘em:

Weaving through the throng of adventurers and
servers, you approach the corner table where you
have spotted your quarry. A handsome half-elf sits
comfortably in all black leather armor—a pair of
silvery light-maces belted at his waste—joking
with a grey-skinned half-orc with a mane of wild
black hair. Wearing the dark linen pants and tunic
of the M'Jir topped with a long gold and black
waistcoat.

Sitting across the table covered in empty food
platters, a sheathed falchion with a scythe-like
blade, and tankards of ale is the band's third
companion, a heavily tanned halfling dressed in a
well-worn leather jerkin and grey woodsman
cloak. The small man rolls his eyes at the jests of
his two companions as a black leopard purrs at his
feet.

The bartender shrugs, "1 wish I could help you,
but I've not seen any of those heroes in the better
part of two decades now. They were the heroes of
my childhood, but I didn't realize they were still
alive."

'Heroes' of Amthydor:

"Aye," the burly man chuckles, "'l know who
you're talking about." Pointing across the room,
you notice that several adventurers sitting in an
uncrowded corner table. A dashing half-elven
male wearing dark leather armor and a short,
grey-skinned half-orc with a wild mane of black
hair sit with their backs against the wall while
conversing with a small cloaked figure sitting on a
high wooden stool. A cleaver-like greatsword lays
sheathed on top of the table surrounded by empty
platters of food. ""That's them over there; mind
your manners, now, that half-orc has a temper on
him."

Knowledge (geography) DC 15: The nomadic tribes
of M'Jir are found in Zou'Oun, known locally as the
Sea of Fire. They are slow to trust outsiders, but
embrace friends as members of the tribe.

Knowledge (local) DC 15 (The destruction of
Jadenspur): The city of Jadenspur suffered a calamity
which resulted in its destruction in the late summer of
2013 AF (GenCon 2013). Rumors are flying around
Amthydor concerning an evil god, avatars to the
elemental gods, and the heroes who fought against an
extra-planar incursion.

The three 'heroes' will ignore the PCs unless they
introduce themselves to the table.

Nodding in greeting, the half-elf takes the lead,
""Nice to meet you, how can we help you."

« Who are you?

Smiling, his long canines visible, the half-orc
greets you, "'I'm Tutsulenmis Ringa Baligi—better
known as Tut—and these are my companions, the
half-elven treasure acquisition specialist Duhb
Fainleog and our halfling druid, Jones."
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& \We are looking for/have you seen the missing
adventurers?

Contemplating for a moment, Duhb responds,
"Well, Tut and | saw a group earlier today when
we were walking down the Shining Way."

"Yes," the half-orc interjects, “It looked like they
were being led to the Temples District by a skinny
human in white robes."

Jumping off of his chair, Tut gives you a
conciliatory simper, ""Sorry, | guess no one has
seen them."

&« Do you know anything else going on in the
city?

& \What were you doing up near the Temples
District?

""We were up near the Temples District on
personal business at the temple of Destine."

Knowledge (local) DC 5 (Temple of Destine): The
temple of Destine is located in the Temples District
and a common location for adventurers to visit.
Knowledge (religion) DC 5 (Galvandt): "Destine is
a powerful goddess of knowledge; many adventurers
seek her knowledge at one point or another during
their careers."”

&« \What kind of business?

"The standard, it would seem," Tut begins. ""The
refuges from Jadenspur are pushing the city's
resources thinner than normal. Although nothing
serious has occurred yet, the Diamond Watch has
been fielding extra patrols throughout the city.
Lets see, what else, the nobles have been unusually
quiet for a while—that always worries me—and
you never know when Buzz might pop up...the
Humans for Amthydor idiots are still wandering
around the city.

&« \What/Who are the Humans for Amthydor?

"The kind of business that doesn’t concern you,"
the half-orc growls.

& Have you seen the missing adventurers since
then?

"Nope, | haven't,” Tut states, as he looks towards
Jones.

""Sorry, | was busy brushing Madra this
morning," as the halfling gestures towards the
black leopard.

Duhb nods in agreement with his companions, "I
haven't seen them since them, do you have any
other clues you can follow?""

A disgusted look crosses Duhb's face, ""The
Humans for Amthydor are a racist group who
think that anyone not 100% human doesn't belong
in Amthydor. They've been around for several
years now, terrorizing the city and assaulting the
non-human population. No matter how many of
the terrorists the Diamond Watch are..."

"Or that die horribly when they jump me in an
alley,” the half-orc muses aloud.

"...the bigots haven't gone away."

& \Why are there Jadenspur refuges in
Amthydor?

«& Do you know if anyone else here might know
about the missing adventurers?

"Wait one moment and I'll find out,"* Tut smiles.
Hopping onto his chair, the warrior's yell carries
across the tavern, ""Hey, listen up! Got some
adventurers here looking for a group of retired
adventurers! Anyone seen them!?*

"What do they look like,” a human in robes cries
out.

"Well, you heard the man, speak up!™*

Tut responds, "It happened near the end of the
summer when a cataclysm wiped Jadenspur off of
Raia. We were able to evacuate almost all of the
residents before the calamity struck, but the city
was still lo

Duhb interjects, "If it hadn't been for the
intervention of the elemental gods, the entire
world would have greatly suffered. The gods were
able to limit the carnage to the area immediately
around Jadenspur.™

Jones looks up surprised, ""Wait, | thought that
was how Jadenspur always looked, a steaming
crater filled with monsters?**

Both Duhb and Tut simultaneously growl
"Jones...."

Wait for the PCs to describe the missing adventurers.

Finishing your description, the patrons begin to
mumble amongst themselves. Scattered responses
of ""'no," "'sorry," and "'can't help ya," arise from
around the pub.

&« \Why is the silence from the nobles bad?

Duhb chuckles, **When the nobles aren't actively
hiring adventurers to do their dirty work, it
means that they're up to something that will drag
some poor group of adventurers kicking and
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screaming into their knotted up plans, and then
we have to untie the mess they created...."

Jones injects before Duhb can complete what is
apparently a well rehearsed tirade, ""'Don't listen
to either of these guys too much about the nobility,
they aren't "all" bad; and they do tend to pay
decently well."

&« \Who is Buzz?

The entire room suddenly becomes deathly quiet,
all eyes staring at you in fear. Duhb stands up, a
tankard in his hands, "It's OK, Buzz isn't here!
Go back to your drinking!"'

As Lukus sits, you watch Jones laughing so hard
that he nearly falls off of his chair. Duhb rolls his
eyes before explaining, ""don't worry about Buzz,
he's a gnome and mostly harmless. Now everyone
who wants to kill Buzz is another story, but overall
Buzz means well."

» If the PCs want to speak with the Diamond
Legion about the missing adventurers GO TO
Encounter 2C (page 11).

> If the PCs want search the Adventurers District
for clues GO TO Encounter 2D (page 13).

ENCOUNTER 3:
GRANNY INGRID

Once the PCs go to the where the adventurer's old bar
used to be in the Dock District, they will encounter a
band of ruffians working for the Humans for
Amthydor hate group trying to hunt down Granny
Ingrid. She is still wounded from her capture earlier.

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

"Well, I know I'm speaking for everyone, but good
luck on your search," Duhb offers. His two
companions nod in agreement. As you leave the
Dauntless Dolphin you are followed by cries of
""good luck' from your fellow adventurers.

If the PCs draw weapons/begin a brawl with the
adventurers, read the next box text.

You make your way to the east towards the Docks
District, walking down stairs leading from the
upper-level tiers towards the sea. Surrounded by
warehouses, you walk down a slight incline when a
tiny halfling appears fifty feet ahead. The woman,
barely two-feet tall due to the progress of time,
limps along with a gnarled oak cane.

Without warning, a group of humans run around
the corner, led by vicious looking dogs on long
leashes. The leader of the group, a cruel looking
man with a twisted scar along the side of his face,
grins mercilessly as his compatriots release the
dogs.

The canines surge forward, their yellow fangs
snapping as they charge the elderly halfling.

As you attack the adventurers, cries go out from
the rest of the bar. You're eyes grow heavy as
dozens of spells assault your mind, sending you
into peaceful blackness.

Awakening much later, you find yourself dressed
in a plain linen tunic and breeches, all of your
possessions missing. Sitting up on the rough
wooden bench, you find yourself in a small cell
with a single steel-bound door with no handle. In
the center of the door is a single six by six inch
window covered by bars. This must be
Amthydor's prison.

» If the PCs start a fight in the Dauntless Dolphin,
GO TO Conclusion I (page 36).

» If the PCs want to go to the Temple District GO
TO Encounter 2A (page 7).

» If the PCs want to question Embau at Ovid's Rest
Home GO TO Encounter 2B (page 8).

The alleyway is fifteen feet wide and surrounded by
warehouses that are thirty feet high with flat
(although slightly pitched) clay-tile roofs. It is a
Climb DC 20 check to climb to the roof of the
warehouses.

The halfling (Granny Ingrid) is forty feet from where
the PCs are standing, and the attackers are thirty feet
away from Granny Ingrid (70 feet total).

The dogs have an initial attitude of indifferent until
their handlers command them to attack the players or
are attacked by the players. The dogs' attitude then
switches to hostile.

The dogs will attack Granny Ingrid, who will do her
best to flee away from the attack dogs. If the players
are all human, the ruffians from the Humans from
Amthydor will try to convince the players to walk
away while the other two goons ready ranged attacks
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in case the players need to be "convinced." Read the
following box text in the first full round of combat.

The leader of the gang looks towards your party
before shouting, ""there isn't anything to see here,
just move along and no one will be hurt."

If the PCs are playing non-human characters, the foes
will spend several rounds attacking from range if
possible, targeting obvious spellcasters fir They will
let the dogs deal with the players who move up into
melee first, but will draw weapons and advance if the
dogs take more than 50% damage.

Granny Ingrid will do her best to keep moving
towards the players, she is still injured from the first
conflict (90% non-lethal damage due to the beating
she took, 38 hp left when she isn't raging), and
winded from pulling the bars out of her cell (she is a
great-great-great-great grandmother). If the dogs trip
her (unlikely), or the players get into trouble, she will
rage (she only 9 rounds of rage left for the day) and
begin attacking the nearest target. Otherwise she will
make an attack action and move each round she is
capable.

The ruffians will fight to the death: they realize that if
they are captured they will spend the next ten years in
hard labor and hung if someone dies.

Feats Cleave, Critical Focus, Furious Focus, Great
Cleave, Improved Critical (Greataxe), Improved
Unarmed Strike, Power Attack -6/+12, Raging Vitality,
Stunning Assault (DC 30), Weapon Focus (Greataxe)
Skills Acrobatics +16, Climb +22, Craft (calligraphy)
+13, Fly +3, Intimidate +13, Knowledge (nature) +13,
Perception +15, Stealth +5, Survival +13, Swim +20;
Racial Modifiers +2 Acrobatics, +2 Climb, +2
Perception

Languages Common, Halfling

SQ fast movement +10, fearless, rage powers: beast
totem, greater beast totem, lesser beast totem, elemental
rage (electricity), greater elemental rage, lesser
elemental rage (1/rage), greater energy resistance (cold,
1/rage), energy resistance (cold), powerful blow +6
(1/rage), unexpected strike (1/rage)

Gear walking stick, clothing

ATL1

ALLATLs

‘Granny (Raging Halfling Barbarian 20)
NG Small Humanoid (halfling)
Init +1; Senses; Perception +15
AC 14, touch 8, flat-footed 13 (+1 Dex, +1 size, +6
natural, -2 raging)
hp 138/346 (20d12+160) (currently 138 due to
damage taken while being beaten into submission,
100 HP disappears after she stops raging)
Fort +20, Ref +8 (+6 bonus vs. traps), Will +11 (+4
vs. enchantments); +2 vs. fear
Defense Abilities improved uncanny dodge,
indomitable will, trap sense; DR 5/—; Immune
Resist cold 10
Spd 30 ft.
Melee 2 Claw (Beast Totem, Lesser; power attack)
+22 (1d6+19/x3) or Unarmed strike (power attack)
+22/+17/+12/+7 (1d2+19/x2)
Space 5 ft; Reach 5 ft.
Special Attacks pounce, rage (44 rounds/day, 8 rounds
remaining), Greater Elemental Rage (electricity) all
attacks gain shocking burst special property.
Str 24, Dex 13, Con 25, Int 10, Wis 11, Cha 11
Base Atk +20; CMB +20; CMD 33

OAttack Dogs (2)

N Small Animal

Init +2; Senses' low-light vision, scent; Perception
+8

AC 14, touch 13, flat-footed 12 (+2 Dex, +1 size, +1
natural)

hp 11 (1d8+3)

Fort +5, Ref +4, Will +1

Spd 40 ft.

Melee Bite +3 (1d4+3/x2)

Space 5 ft; Reach 5 ft.

Str 14, Dex 14, Con 16, Int 2, Wis 12, Cha 6

Base Atk +0; CMB +1; CMD 13

Feats Skill Focus (Perception)

Tricks: Attack, Attack Any Target, Defend, Down,
Fighting, Guard, Stay

Skills Acrobatics +2 (+6 jump), Fly +4, Perception
+8, Stealth +6; Racial Modifiers +4 to survival when
tracking by scent

SQ acrobatics (jump) +8

Ruffians (Human Warrior 2) (3)
NE Medium Humanoid (human)
Init +1; Senses'; Perception -1
AC 17, touch 11, flat-footed 16 (+6 armor, +1 Dex)
hp 17 (2d10)
Fort +3, Ref +1, Will -1
Spd 20 ft.
Melee Kukri +4 (1d4+1, 18-20/x2)
Ranged Sling +3 (1d4+1, x2)
Space 5 ft; Reach 5 ft.
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Str 13, Dex 12, Con 11, Int 10, Wis 9 Cha 8
Base Atk +2; CMB +3; CMD 14

Feats Quick Draw, Weapon Focus (Kukri)

Skills Acrobatics -3 (-7 jump), Climb +2, Escape
Acrtist -3, Fly -3, Handle Animal +4, Intimidate +4,
Ride -3, Stealth -3, Swim +2

Languages Common

Gear Breastplate, Kukri, Sling, Sling Stones (10)

ATL 3

Spd 20 ft.

Melee Kukri +6 (1d4+1, 18-20/x2)

Ranged Sling +5 (1d4+1, x2)

Space 5 ft; Reach 5 ft.

Str 13, Dex 12, Con 12, Int 10, Wis 9, Cha 8

Base Atk +4; CMB +5; CMD 16

Feats Quick Draw, Step Up, Weapon Focus (Kukri)
Skills Acrobatics -4 (-8 jump), Climb +3, Escape Artist
-4, Fly -4, Handle Animal +6, Intimidate +6, Ride -4,
Stealth -4, Swim +3

Languages Common

Gear Breastplate, Light steel shield, Kukri, Sling,
Sling Stones (10)

|Attack Dogs (2)
N Small Animal
Init +1; Senses' low-light vision, scent; Perception
+7
AC 16, touch 12, flat-footed 15 (+3 armor, +1 Dex,
+1 size, +1 natural)
hp 26 (1d8+6)
Fort +5, Ref +4, Will +2
Spd 40 ft.
Melee Bite +5 (1d4+1/x2)
Space 5 ft; Reach 5 ft
Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +2; CMB +2; CMD 13 (17 vs. Trip)
Feats Armor Proficiency (Light), Weapon Focus
(Bite)
Tricks: Attack, Attack Any Target, Defend, Down,
Fighting, Guard, Stay
Skills Acrobatics +0 (+4 jump), Climb +0, Escape
Acrtist +0, Fly +2, Perception +7, Ride +0, Stealth +4,
Swim +0; Racial Modifiers +4 to survival when
tracking by scent
SQ acrobatics (jump) +8
Gear Studded leather armor barding

ORuffian (Human Warrior 4) (3)

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 18, touch 11, flat-footed 17 (+6 armor, +1 shield,
+1 Dex)

hp 35 (4d10+4)

Fort +5, Ref +2, Will +0
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OAttack Dogs (2)

N Small Animal

Init +1; Senses low-light vision, scent'; Perception
+9

AC 16, touch 12, flat-footed 15 (+3 armor, +1 Dex,
+1 size, +1 natural)

hp 47 (1d8+15)

Fort +6, Ref +5, Will +2

Spd 40 ft.

Melee Bite +7 (1d4+3/x2)

Space 5 ft; Reach 5 ft.

Str 14, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +4; CMD 15 (19 vs. Trip)
Feats Armor Proficiency (Light), Toughness,
Weapon Focus (Bite); Tricks: Attack, Attack Any
Target, Defend, Down, Fighting, Guard, Stay
Skills Acrobatics +0 (+4 jump), Climb +1, Escape
Artist +0, Fly +2, Perception +9, Ride +0, Stealth +4,
Swim +1; Racial Modifiers +4 to survival when
tracking by scent

SQ acrobatics (jump) +8

Gear Studded leather armor

ORuffians (Human Warrior 6) (3)

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 20, touch 11, flat-footed 19 (+6 armor, +3 shield,
+1 Dex)

hp 51 (6d10+6)

Fort +6, Ref +3, Will +1

Spd 20 ft.
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Melee Kukri +8/+3 (1d4+1, 18-20/x2)

Ranged Sling +7 (1d4+1, x2)

Space 5 ft; Reach 5 ft.

Str 13, Dex 12, Con 12, Int 10, Wis 9 Cha 8

Base Atk +6; CMB +7; CMD 18

Feats Quick Draw, Shield Focus, Step Up, Weapon
Focus (Kukri)

Skills Acrobatics -5 (-9 jump), Climb +4, Escape Artist
-5, Fly -5, Handle Animal +8, Intimidate +8, Ride -5,
Stealth -5, Swim +4

Languages Common

Gear Breastplate, Heavy steel shield, Kukri, Sling,
Sling Bullets (10)

ATL7

OAttack Dogs (2)

N Small Animal

Init +1; Senses low-light vision, scent; Perception
+11

AC 16, touch 12, flat-footed 15; (+3 armor, +1 Dex,
+1 size, +1 natural)

hp 65 (1d8+21)

Fort +7, Ref +6, Will +3

Spd 40 ft.

Melee Bite +9 (1d6+3, x2)

Space 5 ft; Reach 5 ft.

Str 14, Dex 13; Con 15, Int 2, Wis 12, Cha 6

Base Atk +5; CMB +6; CMD 17 (21 vs. Trip)
Feats Armor Proficiency (Light), Improved Natural
Attack (Bite [Dog]), Toughness, Weapon Focus
(Bite); Tricks: Attack, Attack Any Target, Defend,
Down, Fighting, Guard, Stay

Skills Acrobatics +0 (+4 jump), Climb +1, Escape
Acrtist +0, Fly +2, Perception +11, Ride +0, Stealth +4,
Swim +1; Racial Modifiers +4 to survival when
tracking by scent

SQ acrobatics (jump) +8

Gear Studded leather armor barding

ORuffians (Human Warrior 8) (3)

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 21, touch 11, flat-footed 20 (+7 armor, +3 shield,
+1 Dex)

hp 67 (8d10+8)

Fort +7, Ref +3, Will +1

Spd 20 ft.

Melee Kukri +11/+6 (1d4+2, 15-20/x2)

Ranged Sling +9 (1d4+2, x2)

Space 5 ft; Reach 5 ft.

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

Base Atk +8; CMB +10; CMD 21

Feats Improved Critical (Kukri), Quick Draw, Shield
Focus, Step Up, Weapon Focus (Kukri)

Skills Acrobatics -7 (-11 jump), Climb +5, Escape
Artist -7, Fly -7, Handle Animal +10, Intimidate +10,
Ride -7, Stealth -7, Swim +5

Languages Common

Gear Banded mail, Heavy steel shield, Kukri, Sling,
Sling Bullets (10)

> If all the PCs fall unconscious, GO TO
Conclusion F (page 34).

» If the PCs defeat the ruffians, Continue with the
box text labeled: Victory

>
Victory:

The halfling limps over to the party, a feral grin
on her face. ""Well I guess there are a few heroes
left in Amthydor. Who are you?"*

After the PCs introduce themselves, they have some

options.

» If the PCs can question Granny, Continue with
the box text labeled: Granny Question &
Answer

» If the PCs have left any of the Ruffians alive and
want to question them, Continue with the box
text labeled: Goon Question & Answer

Granny Question & Answer:
« \Who are you/are you Granny Ingrid?

"I'm Ingrid, although you can call me Granny."

&« \Why were those men attacking you?

""Because | escaped their little prison; if you're
going to put a barbarian in a cage, make sure she
can't chew through the bars."

<« \\e were sent to look for you.

""Good, if you're looking for me, then | can put
you to work; come on.” With that, Granny begins
to walk back in the direction she came from.

& |f the PCs attempt to physically restrain
Granny from leaving.
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The halfling's eyes flash red and it seems as if her
fingernails and teeth have lengthened as your
hand grasps her shoulder. "I'll give you one
warnin': if you wanna keep that hand, 1'd remove
it from my shoulder real quick."

If any player is stupid enough to try and physically
restrain Granny after this warning will get what he
deserves when Granny rages and does take a very
large chunk out of the player's HP. She won't attack to
kill on purpose, but raging barbarians aren't known of
subtlety when pushed.

& Stop/wait! Where are you going?

The timeline of the adventure doesn't change if the
PCs question any captured ruffians and discover they
weren't sent from the warehouse to search for
Granny, Humans for Amthydor have already decided
to abandon the warehouse and are preparing to leave.

« \Why were you captured?

"Youngin's always askin' the wrong questions at
the wrong time. We're off to go save the others."

& Save the others?

"Are ya deaf or just dumb? They are in a cage in
the basement of a warehouse."

« \Why were you in a cage/who attacked us?

"We were tryin' to find our favorite bar from the
good old days, but got ourselves a bit lo Then we
came across some men loadin’ a wagon full of
some alchemical nightmare that Nemo recognized
as a hasty accelerant. We were spotted by a guard
and their leader cast a Silence spell over the area.
His goons rushed us with nets and clubs, beatin’
us until the rest of the group passed out. |
pretended | was unconscious as they dragged us
into the warehouse, so | overheard their boss
sayin' we'd make "‘fine examples' when we were
found dead in some buildings they planned to
burn down."

""They called themselves Humans for Amthydor,
some sort of self-righteous twits who think that

anyone not human doesn't belong in Amthydor.

They captured me and my friends."

& Can you identify their boss for a trial?

« How did you escape?

"Aren't you cute, ‘identify their boss for a trial.'
Kiddo, my vision has gone from bad to worse over
the years and doesn't seem to be improving as |
get older. Any good lawyer would tear my
testimony to bits on that alone."

"They didn't think anyone could pull the bars
outta that little window at the top of the cell, but |
was able to do it. | barely squeezed through the
window after that was done.""

« Do you know where you're going now?

« Why didn't anyone hear you escape?

""Of course | do, | might be old but not stupid. I
know a way we can sneak into the warehouse if we
are careful."”

"Well the Humans for Amthydor goons maybe
misguided bigots, but they ain't stupid. Their
wizard cast a Silence spell in the middle of the
prison. | figure it was—what does Embau call it—
pulled or extended or something like that when it
didn't wear off right away."

& Can we use the same window you used to
escape to get in?

& Should we call the Diamond Watch?

"It wouldn't do any good, the window was barely
large enough for me to crawl through, and the
door to the cell is sheathed in steel and no key hole
on the prisoner's side. It would take us hours of
cutting to get through the door."

"We don't have much time if they sent those goons
after me, they are sure to kill my friends soon if
we don't get to them fir"

& \What should we do with the ruffians?

"Knock em out, that should keep them out of our
hair for a few hours."

What the players and Granny don't know is that the
goons were heading to a safe house when they
spotted Granny on the streets. They decided to
recapture her before she talked to authorities, so they
haven't had time to warn their friends back at the
warehouse.

Goon Question & Answer

If there are any of the Humans for Amthydor ruffians
still alive/captured, the players can try to squeeze
information from the goons with a successful
Intimidate DC 12 + ATL check. The DC to this
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check increased by 2 if the PC isn't human. The PCs
get a single attempt to Intimidate the target before
Granny tells the players to quit wasting their time
while her friends are in mortal danger.

If the players are successful, use the following
Question and Answer responses as appropriate.
Remember that although the players might have
made the target 'friendly' and willing to give
information, it doesn't mean that it is 'useful’
information. Many of the responses are clouded by
the bigots hatred of non-humans. They will not
outright lie to the PCs, but every answer is clouded
by personal belief and will register true to the magic
and skills which detect lies.

« \Who are you?

& Tell us what we want to know or we will hurt
you?

There are two possible responses depending if

questioned by a human or a non-human.

Human:

"1 see the sub-humans have polluted your mind as
well, someday Amthydor will be returned to the
just and fair rule of law under humanity."'

Non-human:

"Just like I thought, you are nothing but animals.
Someday Amthydor will be free of your tyranny!"'

""Concerned citizens looking out for Amthydor.""

The nameless ruffian won't give the PCs his real
name, no matter how much the PCs threaten him.

« Why did you attack the halfling?

""She's one of 'them," the ones attacking the purity
of Amthydor."

«& Purity of Amthydor?

""Our glorious city has become infested with these
non-human vermin, polluting and demeaning our
once grand city."'

« \Who are you working for?

"We're working for the good of humanity
everywhere!"

Which is honestly what he believes, so it's the truth as
far as he is concerned.

« Did you come from the warehouse?

"Yes."

He doesn't say when he came from the warehouse, so
technically he's telling the truth.

&« \Which warehouse?

"Lets see, it was big, about three stories tall, with
a tiled roof. You know, just like many of the other
warehouses in this district."

Once all players are done asking questions, ask them

what they are doing.

» If the PCs follow Granny GO TO Encounter 4
(page 21).

> If the PCs decide to go get the Diamond Watch
GO TO Conclusion E (page 34).

ENCOUNTER 4:
THE BACK DOOR

Granny will lead the PCs to the much less guarded
rear entrance of the warehouse where a single guard
stands watch. The goal for the players is to get past
the single guard (a very low level mook) without
raising an alarm. This can be accomplished in a
variety of ways, both lethal and non-lethal, but the
key to the back door is in the mook's pocket.

If the PCs insist on attacking the front entrance to the
warehouse, they will be slaughtered by the Humans
for Amthydor leadership and twenty ruffians. There is
no fight due to the overwhelming strength of the
bigots, the six leaders all between levels 10-15 and of
various classes. They will leave no survivors or
bodies for the authorities to question later through
magic.

Use GM Aide 2: Map of the Warehouse to help set
up this encounter.

He honestly doesn't know where the warehouse is
located in the district, normally he and his allies use
the sewer tunnel leading to a safe house six blocks
away.

Granny leads you through the winding alleys
surrounded by warehouses deep within the Dock
District. Suddenly Granny stops and scampers
behind a wall of crates.

""Get over here, you fools,"” the halfling whispers,
""before the guard sees you."

> If the PCs refuse to hide, Continue with the box
text labeled: In plain sight.
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» If the PCs go for cover, Continue with the box
text labeled: Hidden.

In plain sight:

Ignoring the halfling, suddenly a shrill whistle
from a nearby guard shatters the silence. Looking
back, you see six well equipped men appear
through a shimmering door, looking for threats.
The guard points to your group. ""They're over
there!™

Bloodthirsty grins cross the humans faces as you
turn to flee. The scrapping of dozens of hobnailed
boots against the cobblestones echoes throughout
the narrow alleyway as men rush from the front of
the warehouse. The last thing you see is a column
of flame as your world turns to black.

> GO TO Conclusion G (page 34).

Hidden:

first round. This will give the PCs at least a surprise
round.

The Guard, as Granny will inform the PCs if they
suggest using Diplomacy/Bluffing to "talk their way
through", is well trained enough to blow his whistle if
anything unexpected happens, such as stranger
approaching his post to talk. This doesn't apply if the
PCs use Disguise or magic (such as Alter Self) to
look like one of the Ruffians from Encounter 3.

NOTE!: This is an instance where the GM
EMPOWERMENT CLAUSE is important, do not
let a series of bad rolls ruin a good plan. The Guard
has the Sickened condition from drinking most of the
day, which is factored into his statistics below.

Ducking behind the building, the halfling whispers
an apology, "'I'm sorry, I don't know if you
noticed, but they stationed a guard at the rear
entrance since | escaped. | didn't have much time
to warn you."'

Peeking around the corner of a crate, you can see
a single male human wearing ill-fitting leather
armor and sipping on a wineskin. Leaning against
the wall for support, the man seems to be
humming to himself as he slowly scans the
alleyway from the left to the right.

Granny growls, annoyed at the delay. ""We need to
get past this guard, but we need to do it quietly
and fa Do any of you have any ideas?"'

ALL ATLs |

Granny will listen to any of the ideas the players
might have, but dismisses any attempt at bluffing or
trying to convince the guard to let the PCs in as too
dangerous. The guard is drunk from drinking wine all
afternoon; he was put to work here because he is a
klutz normally and has a problem paying attention to
detail (a huge problem if you're working in a
warehouse used to stockpile barrels of illegal
accelerant).

This is not supposed to be an impossible challenge,
but one which may force PCs to think outside of the
box. Do not instantly dismiss any plausible methods
to distract the guard, but the PCs need to do it before
the Guard can signal for help during his turn on the

Guard (sickened Human Expert 1)
NE Medium Humanoid (human)
Init -1; Senses Perception -3
AC 12, touch 9, flat-footed 12 (-1 Dex, +2 armor)
hp 10 (1d8+2)
Fort -1, Ref -3, Will -3
Spd 30 ft.
Melee Club -1 (1d6-1, x2)
Special Attacks whistle
Space 5 ft; Reach 5 ft.
Str 14, Dex 9, Con 13, Int 9, Wis 9, Cha 14
Base Atk +0; CMB +1; CMD 12
Feats Martial Weapon Proficiency (Greataxe), Athletic
Skills Acrobatics +0, Escape Artist -1, Perception -3,
Sense Motive -3, Stealth -1
Languages Common
Gear Leather armor, club, door key, whistle, 2
wineskins (one empty)

» If the PCs insist upon using Diplomacy/Bluff
with the guard without a disguise, Continue with
the box text labeled: In plain sight.

» If the PCs fail with their plan to get past the
guard, Continue with the box text labeled: In
plain sight.

> If the PCs succeed with their plan, Continue
with the box text labeled: Guard down.
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Guard down:

Defeating the guard, you can examine the
warehouse's back door. The door is made of thick
oak banded in steel, with a metal lock above the
handle.

The door is not trapped, but it is locked. The Guard
has a key in his pocket. The lock is of average quality
and has a Disable Device DC 25 (remember that PCs
take a -2 penalty if not using Thieves Tools).

If the PCs listen at the door and make a successful
Perception DC 5, they can hear the sound of a dozen
men talking and the sound of wood scrapping across
wood.

Once through the door, read the following box text.

Cracking open the door slowly, you see a wall of
crates less than five feet away. Peeking inside of
the portal, you realize that the crates have been
stacked nearly ten feet high, although there is an
occasional gap where you could spy on what is
happening inside. You can hear more than a dozen
different voices talking from behind the wall,
although you can’t make out what they are saying.
To the right of the entrance, you see a stairwell
leading downward.

Granny hisses quietly, ""We need to be careful, the
only thing between us and the group that captured
us is this wall of crates. My friends are downstairs
in the basement. Stealth is of the utmost
importance here."

If the PCs have the brilliant idea to set the warehouse
on fire (since it is filled with barrels of accelerant),
they won't get very far because several of men are
capable of casting Quench.

To get through the hallway, each PC needs to make a
Stealth DC 0 check. Remind the PCs that Armor and
Shield check penalties will affect their final roll.

» If the PCs attempt to pick a fight, Continue with
the box text labeled: Picking a fight.

> If the PCs attempt to set the warehouse on fire,
Continue with the box text labeled: Playing
with fire.

> If the PCs fail at their Stealth DC 0 check,
Continue with the box text labeled: A crashing
surprise.

> If the PCs succeed at their Stealth DC 0 check,
Continue with the box text labeled: Sneaky.

Picking a fight:

> GO TO Encounter 5 (page 23).

ENCOUNTER 5:
HALLWAY

Attacking from surprise, your unexpected attack
from behind the crates is going well until a hail of
bolts rains upon your heads. Grunting in pain,
you feel multiple bolts pierce your flesh. Bleeding,
your vision begins to waiver as you drop to your
knees and you lose all control of your body.
Standing above you is a humanoid figure whose
features are blurry, like a chalk drawing smeared
with a wet rag.

You hear the heavily accented voice call out,
""Looks like we caught some rats. Too bad they
hadn't learned to keep their noses out of what
doesn't concern them. Bring me an axe."

The last thing you feel as the poison courses
through your veins is the razor sharp axe as it
strikes your neck.

Entering the warehouse, the bright sunlight from
outside is swallowed by the building's natural
gloom. Your eyesight adjusts quickly as you look
around. To the right you see a stairwell leading
down to the basement.

» GO TO Conclusion A (page 32).

Playing with fire:

This hallway is a Stealth challenge, although it lets
more curious PCs a chance to spy on the evil
organization. The humans in this warehouse are far
beyond the capabilities of PCs at this level and can
easily slay any PC who tries to pick a fight.

Getting the barrels lit was easy enough, but you
didn't expect the swift magical response as the
fires are quickly quenched without lasting harm.
Fighting as best you can, you wounds burn in rage
due to the green ichor coating the blades and
arrows of your foes. You fall to the ground,
paralyzed, as the poison takes hold.
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Standing above you is a humanoid figure whose
features are blurry, like a chalk drawing smeared
with a wet rag.

You hear the heavily accented voice call out,
""Looks like we caught some rats. Too bad they
hadn't learned to keep their noses out of what
doesn't concern them. Bring me an axe."

The last thing you feel as the poison courses
through your veins is the razor sharp axe as it
strikes your neck.

Spying:

> GO TO Conclusion A (page 32).

A crashing surprise:

Sneaking up to the wall of crates, you can see
human men and women scurrying about like ants.
The villains look like they are loading crates and
barrels into three unassuming wagons. As you
watch, two of the workers drop a crate to the
ground, shattering the wood as the contents
tumble out. Beneath bolts of cloth and other
various sundries, you spy something that looks out
of place.

Moving along silently, you nearly make it to the
stairwell before your companion trips and falls
into the crate wall. The wall sways precariously
for several seconds before crashing down around
you, blocking off the stairwell and crushing
several of the bigots nearby.

Blades and crossbows are drawn by the surprised
villains, the steel dripping a green ichor. Although
you fight valiantly, your wounds burn until you
succumb to paralysis.

Hovering over your prone form is a humanoid
figure whose features are blurry, like a chalk
drawing that has been smeared with a wet rag. He
chuckles as he surveys the group. "

Standing above your prone forms is a humanoid
figure whose features are blurry, like a chalk
drawing that had been smeared with a wet rag. He
chuckles as he looks down on your group. "'Looks
like we caught ourselves some rats. Tie them up,
we can make use of them." You're kicked in the
head by heavy boots until you pass out.

» If the PCs succeed at a Perception DC 5 + ATL
check, Continue with the box text labeled:
Secrets.

» If the PCs fail at a Perception DC 5 + ATL
check, Continue with the box text labeled:
Blocked.

> If the PCs attempt to cast Detect Magic,
Continue with the box text labeled: Blinded by
the light.

Secrets:

You easily recognize the weapons hidden under
the bolts of cloth, but something is strange about
the weapons. You aren't sure but something seems
peculiar about their design, almost like they
weren't created in the Protectorate. The weapons
are quickly loaded into another crate and the
sundries replaced on top. The new crate is nailed
shut before it's loaded into the wagons.

» GO TO Conclusion F (page 34).

Sneaky:

You have no problem sneaking towards the
wooden stairwell leading down to the candlelit
basement. You can see several holes that you can
spy upon the villains working on the other side of
the wall.

» If the PCs want to spy on the Humans for
Amthydor, Continue with the box text labeled:
Spying.

» If the PCs want to go into the basement, GO TO

Encounter 6 (page 25).

If the PCs can make a Craft (weaponsmithing), or
Appraisal DC 20 check to identify the design of the
weapons. Natives of Pyrroth receive a +5
circumstantial bonus on this check to identify the
design. If successful the PCs recognize the weapons
as Pyrrothian in design.

» If the PCs attempt to cast Detect Magic,
Continue with the box text labeled: Blinded by
the light (page 28).

» If the PCs want to go downstairs, GO TO
Encounter 6 (page 25).

Blocked:

You can't quite make out what was in the bottom
of the crates, but it can't be good if the Humans
for Amthydor are involved.
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» If the PCs attempt to cast Detect Magic,
Continue with the box text labeled: Blinded by

the light.
» If the PCs want to go downstairs, GO TO
Encounter 6 (page 25).

Blinded by the light:

Summoning your innate talents, your vision shifts
slightly and allows you to examine those in the
warehouse. Your vision is overwhelmed by dozens
of strong magical auras from around the room,
but most are centered upon five individuals
dressed head to toe in magical gear. Blinking, your
eyes return to normal as a dull ache lingers in the
back of your skull.

» If the PCs are curious about the tunnel, Continue
with the box text labeled: Tunnel.

» If the PCs are curious about the door, Continue
with the box text labeled: Door.

Crates:

These boxes are full of rotten foodstuffs that the
Humans for Amthydor have decided to store in the
basement. Because the gang is abandoning the
warehouse, there is no prerogative to get rid of the
boxes.

If the PCs want to examine the crates, read the
following box text.

There are dozens of very strong auras in the room
radiating from both magical items and spells that
jumble together to make a confusing mess. PCs can
make a Spellcraft DC 20 check to recognize the
major schools of magic present (abjuration,
transmutation, divination, conjuration, and illusion),
but the overlapping auras make it impossible to
single out a single spell or item.

> GO TO Encounter 6 (page 25).

ENCOUNTER 6:
HOLE IN THE BASEMENT

Approaching the crates, you notice that they are
damp from condensation in the basement. The
boxes are two foot cubes with a simple clasp latch
on top.

Descending the wooden stairs, the temperature
drops rapidly once underground. You enter a
large room dotted with heavy wooden pillars
supporting the floor above. Glowing stones
embedded along the wall and pillars shed a
candlelight glow throughout the chamber.
Across from the stairway is a thick wooden door
sealed with a wooden bar. To your left are three
small crates stacked on top of each other, and to
your right is a recently excavated tunnel carved
out of the wall.

Granny points towards the door at the back of the
room. ""That's where my friends are being held."

This is a natural trap that the players could
accidentally set off. Opening any of the boxes
releases a burst of spores which covers the entire
room. Characters with the Trap Spotting rogue talent
are automatically allowed to make a Perception DC
21 check if they come within ten feet of the crates.
Other characters can search the crates for traps with a
Perception DC 21 check.

> If the PCs make the Perception check, Continue
with the box text labeled: Danger!

» If the PCs do not search the crate or fail their
Perception check before opening the box,
Continue with the box text labeled: Foul.

> If the PCs want to examine the tunnel, Continue
with the box text labeled: Tunnel.

» If the PCs want to examine the door, Continue
with the box text labeled: Door.

Danger!:

You hand stops suddenly as you notice a thin line
of black along the cracks of the crate. Upon closer
examination, you realize that it is some sort of
black mold growing out of whatever is inside the
crate. You don't think it is a good idea to open the
boxes.

There are several features of the room which the
players might be curious about: the crates, the tunnel,
and the door in the back of the room.

> If the PCs are curious about the crates, Continue

with the box text labeled: Crates.

» If the PCs still open the crate, Continue with the
box text labeled: Foul.

> If the PCs want to examine the tunnel, Continue
with the box text labeled: Tunnel.

» If the PCs want to examine the door, Continue
with the box text labeled: Door.

Foul:

Opening the wooden crates, a burst of black
spores explode outward into your face. Coughing,
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your body does its best to expel the toxic cloud.
Inside the crates are lumps of what you assume
once was food.

Everyone in the room must make a Fortitude DC 12
check against disease. The spores carry Mindfire, a
nasty disease which deals intelligence damage. Take
note of which players don't make the save, they will
need to make a second save at the end of the
adventure or they earn the Plague Victim cert.

> If the PCs want to examine the tunnel, Continue

with the box text labeled: Tunnel.
> If the PCs want to examine the door, Continue
with the box text labeled: Door.

Tunnel:

This is the tunnel connecting the warehouse to
another safe house six blocks away. Humans for
Amthydor have broken into the sewers (a crime in
Amthydor) rather than spend years digging between
the buildings.

This tunnel will be the escape route that the players
will need to take after they free the retired
adventurers.

returning to the warehouse and is four blocks away.
This will give the PCs enough time to free the
adventurers before Encounter 8.

Entering the dungeon, you find yourself looking
down a narrow corridor with four cells to each
side. The same glowing stones from the main
chamber light this room. To your right as you
enter is a small alcove with a simple wooden desk.
As soon as you enter the room, you can no longer
hear anything.

Approaching the tunnel, you can tell the
construction happened recently, perhaps in the
last few months. You can smell something foul
coming from the tunnel, perhaps the sewers?

Have fun with the PCs and remind them that they
can't hear each other while in the cells. If the PCs
attempt to communicate with each other via
acting/pantomime, have the listener make a Sense
Motive check, this sets the DC for the speaker's
Perform (Act) check.

» If the PCs want to examine the desk, Continue
with the box text labeled: Desk.

> If the PCs want to examine the cells, Continue
with the box text labeled: Cells.

Desk:

» If the PCs want to examine the crates, Continue
with the box text labeled: Crates.

> If the PCs want to examine the door, Continue
with the box text labeled: Door.

Door:

This door leads to the cells holding the trapped
adventurers. The cells themselves are blanketed in an
Extended Silence spell, negating any sound in the
prison. This door is held shut with a simple wooden
board that can be easily lifted.

Once inside the room, the players will see the doors
to eight cells. The doors are steal-sheathed oak doors
with a single good lock on each door. To the right of
the entrance is a small table with several scraps of
paper, a lamp, and the keys to the cells.

Although the doors aren't trapped, the wizard
working for Humans for Amthydor left an Alarm
spell which is triggered by anyone walking into the
cell block without speaking the password "humans
rule” triggers a mental alarm. The Alarm is the
mental variant of the spell, and alerts the wizard that
someone entered the prison. Currently the wizard is
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Searching the desk, you find a simple clay oil
lamp, several sheets of paper where it appears
someone had been playing tic-tac-toe against
themselves, and a key ring with eight heavy iron
keys.

> If the PCs want to examine the cells, Continue
with the box text labeled: Cells.

Cells:

The doors to each of the cells are constructed of
heavy oak, banded with thick spines of iron. A
heavy steel lock is embedded in the door.

The doors can be unlocked with a Disable Device
DC 30 check or with the keys found in the desk.

If the player don't seem interested in the keys/decide
not to investigate the table, read the following text.

Granny tugs on <choose a random PC>'s sleeve,
pointing towards the small desk.

Once the players have freed all the retired
adventurers and gone back into the tunnel room, read
the following text.
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The freed adventurers smile in joy when they see
Granny Ingrid standing behind you. Leaving the
zone of silence, you can hear the sound of crates
behind pulled across the floor above. Turning to
the group, the elderly tiefling turns to the party, a
question on his lips. "'I'm grateful that you saved
us, but how did you disable the Alarm spell in the
center of the room?**

Shaking their heads, the retired adventurers leave
you to your fate. Less than a minute after the
adventurers escaped through the tunnel, you're
stunned by a wall of steam as the wall of ice
explodes.

Each PC takes 2d6 of fire damage (Reflex DC 15
for half damage). Read the following box text.

This should panic the group with the standard
question of "What Alarm spell?" Continue with the
box text after their question.

"'Oh dear," the elven wizard mumbles, ""This
could be problematic."

Overhead you hear shouts raised and the
pounding of feet rushing towards the stairwell.
""Zakar, we don't have much time, do you have
anything that can slow them down," Ghost
gueries the ancient wizard.

""Hmm...perhaps....maybe...no, that spell won't
work without a devil's tear...oh, | have it!"'
Turning towards the door, the wizard intones
words of power which make all the hairs on your
flesh stand on end. With a final flourish, the
stairwell is filled with a wall of ice.

"Well that should hold for a while," Assur
mumbles. ""So Zakar, you wouldn't happen to
have a Teleport spell memorized?"

"Um...maybe...no, that's a Fireball, that won't
help...hnmmm...I got it, no wait...that would be a
bad idea. Sorry, Assar, | don't think I can help."

Granny, hopping into the tunnel begins sniffing
the air. Frowning, she waves the group closer.
“This tunnel leads to the sewers, we might be able
to find an exit. Beats waiting for those bigots to
chop through that ice."

Scalded by the intense heat, your lungs scream in
pain as your vision clears. Standing at the foot of
the stairs is a cruel looking human man, his body
wrapped in studded leather armor. **You shouldn't
have interfered, and now you die."

Before you can do anything, you’re surrounded by
yellowish-green mist that seeks your lungs. Your
lungs are aflame from the vapors and you die in
agony.

This is a quickened Cloudkill which instantly Kills
any player under level 4. Players level 4-6 receive a
saving throw to resist death (Fortitude DC 20). Even
if the PCs succeed they take 1d4 Constitution damage
each round. A spell-caster hiding behind the leader
traps the party in the basement with a Wall of Force.

> GO TO Conclusion H (page 35).

ENCOUNTER 7:
THE SEWERS

The younger adventurers soon take the lead as
you enter a wide sewer tunnel. With only a single
direction you can go, you walk alongside a river of
filth. You can only hope you find an exit before
your pursuers can catch up.

The tunnel opens up before you into a circular
chamber. Entering some manner of sewer
crossroad, including the passage that you just
exited there are four tunnels leading from the
room. The tunnels to your left and right are sealed
by heavy iron bars, but the tunnel across the room
is open.

> If the PCs follow the adventurers into the sewer,
GO TO Encounter 7 (page 27).

> |If the PCs refuse to follow the adventurers,
Continue with the box text labeled: Doomed.

Doomed:

Give the players a chance to do or say anything, but
once the players begin to cross the chamber, continue
with the following box text.

Stepping into the center of the room, a group of
humans led by several dogs emerge from the
tunnel ahead of you. Behind you an even larger
group of humans emerge. Granny growls, her
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fingers elongating into claws. "'Fight your way
through, we got the ones behind us."

With a terse words, Zakar summons a Wall of
Force that separates the elderly from the young.
The humans on the other side of the chamber
charge.

This begins the main fight of the adventure. The
Humans of Amthydor thugs will fight to the death.
Use GM AIDE 4 for the encounter map. Note that
the Rogue begins combat Invisible ATL 3 and
onward.

ATL1

Human Cleric of Lucor 1

CE Medium Humanoid (human)

Init +1; Senses'; Perception +1

AC 19, touch 13, flat-footed 16 (+6 armor, +1 Dex,
+2 Shield of Faith)

hp 11 (1d8+3)

Fort +2, Ref +1, Will +3

Defense Abilities copy cat (su) (4/day)

Spd 20 ft.

Melee Longsword +0 (1d8, 19-20/x2)

Space 5 ft; Reach 5 ft.

Special Attacks cleric channel negative energy 1d6
(4/day) (dc 9)

Spell-Like Abilities 4/day—Bit of Luck (4/day),
Copy Cat (Su) (4/day)

Spells Prepared (CL 1):

1 Shield of Faith, Magic-Weapen, True Strike

0 (at will) Stabilize, Detect Magic, Light

Str 11, Dex 12, Con 10, Int 11, Wis 13, Cha 8
Base Atk +0; CMB +0; CMD 11

Feats Extra Channel, Toughness

Skills Acrobatics -4 (-8 jump), Climb -5, Diplomacy
+3, Escape Artist -4, Fly -4, Heal +5, Knowledge
(religion) +4, Ride -4, Spellcraft +4, Stealth -4, Swim -5
Languages Common

SQ aura, domains (luck, trickery), spontaneous
casting

Gear Chainmail, Longsword

Special Abilities

Bit of Luck (4/day) (Sp) Target takes the higher of
2d20 for a d20 roll.

Copy Cat (Su) (4/day) (Sp) Create a single mirror
image duplicate

Dog

N Small Animal

Init +2; Senses' low-light vision, scent; Perception
+8

AC 14, touch 13, flat-footed 12 (+2 Dex, +1 size, +1
natural)

hp 11 (1d8+3)

Fort +5, Ref +4, Will +1

Spd 40 ft.

Melee Bite +3 (1d4+3, x2)

Space 5 ft; Reach 5 ft.

Str 14, Dex 14, Con 16, Int 2, Wis 12, Cha 6

Base Atk +0; CMB +1; CMD 13

Feats Skill Focus (Perception), Tricks: Attack, Attack
Any Target, Defend, Down, Fighting, Guard, Stay
Skills Acrobatics +2 (+6 jump), Fly +4, Perception +8,
Stealth +6; Racial Modifiers +4 to survival when
tracking by scent

SQ acrobatics (jump) +8

Human Rogue 3
CE Medium Humanoid (human)
Init +3; Senses'; Perception +6
AC 17, touch 13, flat-footed 14 (+4 armor, +3 Dex)
hp 26 (3d8+6)
Fort +2, Ref +6 (+1 bonus vs. traps), Will +1
Defense Abilities evasion, trap sense
Spd 30 ft.
Melee Masterwork Punching dagger +8 (Magic
Weapon) (1d4+3/x3)
Space 5 ft; Reach 5 ft.
Special Attacks sneak attack +2d6
Spell-Like Abilities Minor Magic (Detect Magic)
(3/day)
Str 14, Dex 17, Con 13, Int 12, Wis 10, Cha 8
Base Atk +2; CMB +4; CMD 17
Feats Toughness, Weapon Finesse, Weapon Focus
(Punching dagger)
Skills Acrobatics +7, Bluff +5, Climb +0, Diplomacy
+5, Disable Device +8, Escape Artist +7, Fly +1,
Knowledge (dungeoneering) +7, Knowledge (local) +7,
Perception +6 (+7 to locate traps), Ride +1, Sleight of
Hand +7, Stealth +7, Swim +0, Use Magic Device +5
Languages Common, Draconic
SQ trapfinding +1
Gear Chain shirt, Masterwork Punching dagger

"'Human Warrior 2
NE Medium Humanoid (human)
Init +1; Senses'; Perception -1
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AC 17, touch 11, flat-footed 16 (+6 armor, +1 Dex)
hp 17 (2d10)

Fort +3, Ref +1, Will -1

Spd 20 ft.

Melee Kukri +4 (1d4+1/18-20/x2)

Space 5 ft; Reach 5 ft.

Str 13, Dex 12, Con 11, Int 10, Wis 9 Cha 8

Base Atk +2; CMB +3; CMD 14

Feats Quick Draw, Weapon Focus (Kukri)

Skills Acrobatics -3 (-7 jump), Climb +2, Escape Artist
-3, Fly -3, Handle Animal +4, Intimidate +4, Ride -3,
Stealth -3, Swim +2

Languages Common

Gear Breastplate, Kukri

ATL3

‘Human Cleric of Lucor 3
CE Medium Humanoid (human)
Init +1; Senses'; Perception +1
AC 19, touch 13, flat-footed 16 (+6 armor, +1 Dex,
+2 Shield of Faith)
hp 25 (3d8+3)
Fort +3, Ref +2, Will +4
Defense Abilities copy cat (su) (4/day)
Spd 20 ft.
Melee Longsword +3 (1d8/19-20/x2)
Space 5 ft; Reach 5 ft.
Special Attacks cleric channel negative energy 2d6
(4/day) (dc 10)
Spell-Like Abilities Bit of Luck (4/day), Copy Cat
(Su) (4/day)
Spells Prepared (CL 3):
2 (1/day) Align-Meapen, tavisibility
1 (3/day) Shield-of-Faith, Magic-Weapen, True Strike,
Bless
0 (at will) Resistance, Stabilize, Detect Magic, Light
Str 11, Dex 12, Con 10, Int 11, Wis 13, Cha 8
Base Atk +2; CMB +2; CMD 13
Feats Extra Channel, Toughness, Weapon Focus
(Longsword)
Skills Acrobatics -4 (-8 jump), Climb -5, Diplomacy
+5, Escape Artist -4, Fly -4, Heal +7, Knowledge
(religion) +6, Ride -4, Spelicraft +6, Stealth -4, Swim -5
Languages Common
SQ aura, domains (luck, trickery), spontaneous
casting
Gear Chainmail, Longsword, Holy Symbol to Lucor

Special Abilities

Bit of Luck (4/day) (Sp) Target takes the higher of
2d20 for a d20 roll.

Copy Cat (Su) (4/day) (Sp) Create a single mirror
image duplicate

"1Dog

N Small Animal

Init +1; Senses' low-light vision, scent; Perc +7
AC 16, touch 12, flat-footed 15 (+3 armor, +1 Dex,
+1 size, +1 natural)

hp 26 (1d8+6)

Fort +5, Ref +4, Will +2

Spd 40 ft.

Melee Bite (Dog) +5 (1d4+1/x2)

Space 5 ft; Reach 5 ft

Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +2; CMB +2; CMD 13 (17 vs. Trip)
Feats Armor Proficiency (Light), Weapon Focus (Bite);
Tricks: Attack, Attack Any Target, Defend, Down,
Fighting, Guard, Stay

Skills Acrobatics +0 (+4 jump), Climb +0, Escape
Artist +0, Fly +2, Perception +7, Ride +0, Stealth +4,
Swim +0; Racial Modifiers +4 to survival when
tracking by scent

Languages

SQ acrobatics (jump) +8

Gear Studded leather armor

Human Rogue 5 (Invisible)
CE Medium Humanoid (human)
Init +4; Senses'; Perception +8
AC 18, touch 14, flat-footed 14 (+4 armor, +4 Dex)
hp 42 (5d8+10)
Fort +2, Ref +8 (+1 bonus vs. traps), Will +1
Defense Abilities evasion, trap sense, uncanny dodge
Spd 30 ft.
Melee Masterwork Punching dagger +10 (Magic
Weapon, Align Weapon: Evil) (1d4+3/x3)
Space 5 ft; Reach 5 ft.
Special Attacks sneak attack +3d6
Spell-Like Abilities Minor Magic (Detect Magic)
(3/day), Major Magic (Ray of Enfeeblement) (2/day)
Str 14, Dex 18, Con 13 Int 12, Wis 10, Cha 8
Base Atk +3; CMB +5; CMD 19
Feats Combat Reflexes (5 AoO/round), Toughness,
Weapon Finesse, Weapon Focus (Punching dagger)
SkKills Acrobatics +10, Bluff +7, Climb +0, Diplomacy
+7, Disable Device +12, Escape Artist +10, Fly +2,
Knowledge (dungeoneering) +9, Knowledge (local) +9,
Perception +8 (+10 to locate traps), Ride +2, Sleight of
Hand +10, Stealth +10, Swim +0, Use Magic Device +7
Languages Common, Draconic SQ trapfinding +2
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Gear Gear Chain shirt, Masterwork Punching dagger

[CHuman Warrior 4

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 18, touch 11, flat-footed 17 (+6 armor, +1 shield,
+1 Dex)

hp 35 (4d10+4)

Fort +5, Ref +2, Will +0 Spd 20 ft.

Melee Kukri +6 (1d4+1/18-20/x2)

Space 5 ft; Reach 5 ft.

Str 13, Dex 12, Con 12, Int 10, Wis 9, Cha 8

Base Atk +4; CMB +5; CMD 16

Feats Quick Draw, Step Up, Weapon Focus (Kukri)
Skills Acrobatics -4 (-8 jump), Climb +3, Escape Artist
-4, Fly -4, Handle Animal +6, Intimidate +6, Ride -4,
Stealth -4, Swim +3

Languages Common

Gear Breastplate, Light steel shield, Kukri

ATL5

[’THuman Cleric of Lucor 5
CE Medium Humanoid (human)
Init +1; Senses'; Perception +2

AC 20, touch 13, flat-footed 17 (+7 Magic Vestment armor,

+1 Dex, +2 Shield of Faith )

hp 39 (5d8+5)

Fort +4, Ref +2, Will +6

Defense Abilities Resist Fire 10

Spd 20 ft.

Melee Longsword +4 (1d8/19-20/x2)

Space 5 ft; Reach 5 ft.

Special Attacks cleric channel negative energy 3d6
(4/day) (dc 11)

Spell-Like Abilities Bit of Luck (5/day), Copy Cat (Su)
(5/day)

Spells Prepared (CL 5):

3rd Protectionfrom-Energy, Magic-Vestment

2nd Align-Weapen, Blessing of Courage and Life (DC 14),
Invisibility, Spiritual Weapon

1st Shield-of-Faith, Magic-\Weapon, Magic-\Weapon, True
Strike, Bless

0 (at will) Resistance, Stabilize, Detect Magic, Light

Str 11, Dex 12, Con 10, Int 11, Wis 14, Cha 8

Base Atk +3; CMB +3; CMD 14

Feats Channel Smite, Extra Channel, Toughness, Weapon
Focus (Longsword)

Skills Acrobatics -4 (-8 jump), Climb -5, Diplomacy +7,
Escape Artist -4, Fly -4, Heal +10, Knowledge (religion)
+8, Ride -4, Spellcraft +8, Stealth -4, Swim -5
Languages Common

SQ aura, domains (luck, trickery), spontaneous casting
Gear Chainmail, Longsword, Holy Symbol to Lucor
Special Abilities
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Bit of Luck (5/day) (Sp) Target takes the higher of 2d20 for
a d20 roll.

Copy Cat (Su) (5/day) (Sp) Create a single mirror image
duplicate

[1Dog

N Small Animal

Init +1; Senses low-light vision, scent; Perc +9

AC 16, touch 12, flat-footed 15 (+3 armor, +1 Dex, +1
size, +1 natural)

hp 47 (1d8+15)

Fort +6, Ref +5, Will +2

Spd 40 ft.

Melee Bite (Dog) +7 (1d4+3/x2)

Space 5 ft; Reach 5 ft.

Str 14, Dex 13, Con 15, Int 2, Wis 12, Cha 6

Base Atk +3; CMB +4; CMD 15 (19 vs. Trip)

Feats Armor Proficiency (Light), Toughness, Weapon
Focus (Bite); Tricks: Attack, Attack Any Target, Defend,
Down, Fighting, Guard, Stay

Skills Acrobatics +0 (+4 jump), Climb +1, Escape Artist
+0, Fly +2, Perception +9, Ride +0, Stealth +4, Swim +1;
Racial Modifiers +4 to survival when tracking by scent
SQ acrobatics (jump) +8

Gear Studded leather armor

[JTHuman Rogue 7 (Invisible)

CE Medium Humanoid (human)

Init +4; Senses'; Perception +10

AC 19, touch 15, flat-footed 14 (+4 armor, +4 Dex, +1
dodge)

hp 58 (7d8+14)

Fort +3, Ref +9 (+2 bonus vs. traps), Will +2

Defense Abilities evasion, trap sense, uncanny dodge
Spd 30 ft.

Melee Masterwork Punching dagger +12 (Magic Weapon,
Align Weapon Evil) (1d4+3/x3)

Space 5 ft; Reach 5 ft.

Special Attacks sneak attack +4d6

Spell-Like Abilities Minor Magic (Detect Magic) (3/day),
Major Magic (Ray of Enfeeblement) (2/day)

Str 14, Dex 18, Con 13, Int 12, Wis 10, Cha 8

Base Atk +5; CMB +7; CMD 22

Feats Combat Reflexes (5 AoO/round), Dodge,
Toughness, Weapon Finesse, Weapon Focus (Punching
dagger)

Skills Acrobatics +12, Bluff +9, Climb +0, Diplomacy +9,
Disable Device +15, Escape Artist +12, Fly +2,
Knowledge (dungeoneering) +11, Knowledge (local) +11,
Perception +10 (+13 to locate traps), Ride +2, Sleight of
Hand +12, Stealth +12, Swim +0, Use Magic Device +9
Languages Common, Draconic

SQ rogue talents (assault leader [1/day], major magic [ray
of enfeeblement] [2/day], minor magic [detect magic]
[3/day]), trapfinding +3

Gear Chain shirt, Masterwork Punching dagger

Special Abilities
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Assault Leader (1/day) (Ex) When you miss an attack,
allow an ally also flanking that target an immediate attack.

[’Human Warrior 6

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 20, touch 11, flat-footed 19 (+6 armor, +3 shield, +1
Dex)

hp 51 (6d10+6)

Fort +6, Ref +3, Will +1

Spd 20 ft.

Melee Kukri +9/+4 (Magic Weapon) (1d4+2/18-20/x2)
Space 5 ft; Reach 5 ft.

Str 13, Dex 12, Con 12, Int 10, Wis 9 Cha 8

Base Atk +6; CMB +7; CMD 18

Feats Quick Draw, Shield Focus, Step Up, Weapon Focus
(Kukri)

Skills Acrobatics -5 (-9 jump), Climb +4, Escape Aurtist -5,
Fly -5, Handle Animal +8, Intimidate +8, Ride -5, Stealth -
5, Swim +4

Languages Common

Gear Breastplate, Heavy steel shield, Kukri

ATL7

[ICleric of Lucor 7

CE Medium Humanoid (human)

Init +1; Senses ; Perception +2

AC 21, touch 14, flat-footed 17; (+1 Dex, +6 Magic
Vestment Armor, +3 Shield of Faith )

hp 53 (7d8+7)

Fort +5, Ref +3, Will +7

Defense Abilities copy cat (su) (5/day); Resist Fire 10
Spd 20 ft.

Melee Longsword +7 (Greater Magic Weapon) (1d8+1,
19-20 x2)

Space 5 ft; Reach 5 ft.

Special Attacks cleric channel negative energy 4d6
(4/day) (dc 12)

Spell-Like Abilities Bit of Luck (5/day), Copy Cat (Su)
(5/day), Minor Spell Expert (Cure Light Wounds) (2/day)
Spells Prepared (CL 7):

4 (1/day) Confusion (DC 16), Greater-Magic-\Weapon

3 (2/day) Protectionfrom-Energy, Magic-\Vestment,
Invisibility Purge

2 (4/day) Calm Emotions (DC 14), Align-Meapen, Blessing
of Courage and Life (DC 14), tavisibility, Spiritual
Weapon

1 (5/day) Shield-of-Faith, Bane (DC 13), Magic-Weapon,
Magic-Weapen, True Strike, Bless

0 (at will) Resistance, Stabilize, Detect Magic, Light

Str 11, Dex 12, Con 10, Int 11, Wis 14, Cha 8

Base Atk +5; CMB +5; CMD 16

Feats Channel Smite, Extra Channel, Minor Spell Expertise
(Cure Light Wounds) (2/day) (Sp), Toughness, Weapon Focus
(Longsword)

Skills Acrobatics -4 (-8 jump), Climb -5, Diplomacy +9, Escape
Avrtist -4, Fly -4, Heal +12, Knowledge (religion) +10, Ride -4,
Spellcraft +10, Stealth -4, Swim -5

Languages Common

SQ aura, domains (luck, trickery), good fortune (1/day),
spontaneous casting

Gear Gear Chainmail, Longsword

Special Abilities Copy Cat (Su) (5/day) (Sp) Create a single
mirror image duplicate

Good Fortune (1/day) (Ex) Reroll a die.

Minor Spell Expertise (Cure Light Wounds) (2/day)

[1Dog

N Small Animal

Init +1; Senses low-light vision, scent; Perception +11
AC 16, touch 12, flat-footed 15; (+3 armor, +1 Dex, +1
size, +1 natural)

hp 65 (1d8+21)

Fort +7, Ref +6, Will +3

Spd 40 ft.

Melee Bite +9 (1d6+3/x2) Space 5 ft; Reach 5 ft.

Str 14, Dex 13; Con 15, Int 2, Wis 12, Cha 6

Base Atk +5; CMB +6; CMD 17 (21 vs. Trip)

Feats Armor Proficiency (Light), Improved Natural Attack
(Bite), Toughness, Weapon Focus (Bite); Tricks: Attack, Attack
Any Target, Defend, Down, Fighting, Guard, Stay

Skills Acrobatics +0 (+4 jump), Climb +1, Escape Artist +0, Fly
+2, Perception +11, Ride +0, Stealth +4, Swim +1; Racial
Modifiers +4 to survival when tracking by scent

SQ acrobatics (jump) +8

Gear Studded leather armor

[THuman Rogue 9

CE Medium Humanoid (human)

Init +4; Senses'; Perception +12

AC 19, touch 15, flat-footed 14 (+4 armor, +4 Dex, +1
dodge)

hp 83 (9d8+27)

Fort +5, Ref +10 (+3 bonus vs. traps), Will +3

Defense Abilities evasion, improved uncanny dodge (lv
>=13), trap sense Spd 30 ft.

Melee Masterwork Punching dagger (Magic Weapon,
Align Weapon Evil) +13/+8 (1d4+3/x3)

Space 5 ft; Reach 5 ft.

Special Attacks sneak attack +5d6

Spell-Like Abilities Minor Magic (Detect Magic) (3/day),
Major Magic (Ray of Enfeeblement) (2/day)

Str 14, Dex 18, Con 14, Int 12, Wis 10, Cha 8

Base Atk +6; CMB +8; CMD 23

Feats Combat Reflexes (5 AoO/round), Dodge, Mobility,
Toughness, Weapon Finesse, Weapon Focus (Punching
dagger)

Skills Acrobatics +14, Bluff +11, Climb +0, Diplomacy
+11, Disable Device +18, Escape Artist +14, Fly +2,
Knowledge (dungeoneering) +13, Knowledge (local) +13,
Perception +12 (+16 to locate traps), Ride +2, Sleight of
Hand +14, Stealth +14, Swim +0, Use Magic Device +11
Languages Common, Draconic
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SQ rogue talents (assault leader [1/day], major magic [ray
of enfeeblement] [2/day], minor magic [detect magic]
[3/day], powerful sneak), trapfinding +4

Gear Chain shirt, Masterwork Punching dagger

Special Abilities

Assault Leader (1/day) (Ex) When you miss an attack, allow an
ally also flanking that target an immediate attack.

Powerful Sneak (Ex) During a full attack take -2 to hit for 1 rd.
Sneak attack damage rolls of 1 increase to 2.

[’Human Warrior 8

NE Medium Humanoid (human)

Init +1; Senses'; Perception -1

AC 21, touch 11, flat-footed 20 (+7 armor, +3 shield, +1 Dex)
hp 67 (8d10+8)

Fort +7, Ref +3, Will +1

Spd 20 ft.

Melee Kukri +12/+7 (Magic Weapon) (1d4+3/15-20, x2)
Space 5 ft; Reach 5 ft.

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

Base Atk +8; CMB +10; CMD 21

Feats Improved Critical (Kukri), Quick Draw, Shield
Focus, Step Up, Weapon Focus (Kukri)

Skills Acrobatics -7 (-11 jump), Climb +5, Escape Artist -7, Fly -
7, Handle Animal +10, Intimidate +10, Ride -7, Stealth -7, Swim
+5

Languages Common Gear Banded mail, Heavy steel shield,
Kukri

» If the PCs win the fight, GO TO Conclusion B
(page 32).

> If the PCs lose the fight, GO TO Conclusion D
(page 33).

CONCLUSION A

Reincarnated have two negative levels unless they are
1st level, in that case they have a permanent -2
penalty to their Constitution score. Mark this on their
log sheets. The negative levels can only be removed
with two Restoration spells (costing 1280 gp each).

If a PC cannot afford to be raised, please collect their
character sheets, logs, and certs from the player.

CONCLUSION B

As you defeat your foes, the magical wall falls
behind you. Standing there, surrounded by
carnage, are the four retired adventurers
breathing hard. Granny, a nasty wound on her
forehead walks forward, concern in her eyes. ""Are
you alright?"

The retired adventurers are sore, but doing alright
after their fight. They have enough spell power to
heal the PCs to the point they can continue to move.

Aweek later the Diamond Watch fishes the
corpses of a party of adventurers out of the
harbor, their bodies burned and scarred by fire
and acid. Your deaths are overshadowed by the
gruesome murder of four retired heroes of the city,
discovered in front of the burning home of a half-
orc couple.

Your story has all but ended, little hope for justice
remains. Perhaps, in another life, you will be more
successful.

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST: 10 TU

Unless the PCs have the funds for a Reincarnate
(1280 gp), they are dead forever. The PC may sell at
half price equipment until they have enough funds.
Use the Reincarnate chart in the LSJ Campaign
Guide to determine new race. All characters

Assur complains loudly, "'l hate when they get
away like that...I can't believe the leaders
teleported away."

"1 know, but | doubt that'll be the last time we see
them,"" Ghost chimes in. ""With attitudes like that,
they'll get what's coming to them sooner than
later."

Granny interrupts her friends, annoyance plain
on her face, "'I'm sure we can argue about this
later, but I'm sure the youngsters are just as
anxious as | am to get out of here."

Following Ingrid's suggestion, your party
continues down the tunnel. At the end of the
tunnel you discover more recent construction and
wooden staircase leading upwards. Finding
yourself in an older townhouse, you follow the
lead of your elders and sneak out of the building.
You find yourself deep within the Commons
District.

It doesn't take long before sight of your wounds
alerts a passing Diamond Watch patrol. Listening
to your story with interest, the patrol leader sends
a pair of soldiers to the townhouse to investigate.
Ten minutes later the two men return, confirming
your story about a tunnel leading into the sewers.
Confirmed, the patrol leader blows his whistle,
summoning aid.

Your party is whisked away by a sergeant who
leads you to nearby guardhouse. Retelling your

LSJ160 Aged to Perfection

Page 32




story yet again, the sergeant nods in thanks before
leaving you in the interrogation room.

Several hours pass before the sergeant returns, a
frown on his face.

"I wish I had more pleasant news, but apparently
the leaders of this cell of Humans for Amthydor
escaped, but first they set the warehouse aflame.
The Diamond Watch and Clerics of Zara and
Cyrene are fighting the blaze still, but I suspect we
won't find much evidence. The Magistrate and
Watch have determined that you fought in self-
defense, so you are clear of all charges. You are all
free to go."

Released from the guard house, you escort your
charges back to Ovid's Rest Home. Phobetor
greets you at the door, taking control of his
charges. ""Where have you been all day!?**

Explaining your story to Phobetor, his face turns
white as the blood drains away. "'l heard about a
fire down in the Docks District, but I had no idea
that you were involved. Thank you so much for all
that you've done."

Thanked by each adventurer—and forced to
promise that you'd visit soon, otherwise there'd be
another ‘jailbreak'—you leave with your reward.
The next day while eating lunch you feel a tap on
your shoulder. Standing there is Embau, a
mischievous grin on his face. "My friends and | all
wanted to thank you for everything you did; we
can see the future of Amthydor is in capable
hands. We all chipped in a few of our old toys that
Phobetor hasn't discovered yet, hoping they can
help you out. Well | better get going before my
jailer discovers that I left an illusion in my room
again, otherwise he's likely to hire you to hunt me
down next."

After passing you a bag, the half-elf disappears in
a puff of blue smoke. Returning to your meal, you
wonder where you'll find adventure next.

District that destroyed the home of a family of
half-orcs. You hear scattered rumors that four
elderly non-human adventurers were found
tortured and murdered in the basement of the
home. The Diamond Watch arrested the half-orcs
and they await their trial. You have a sinking
feeling that there was much more to this story
than meets the eyes.

THUS ENDS “AGED TO PERFECTION”
TIMEUNITCOST:5TU

CONCLUSION D

Floating in the darkness, you hear your name
being called out from across the void. With a
scream you are wretched back into the world of
the living. Opening your eyes, standing above your
prone form is Granny Ingrid. ""Hey! Are you
there! Assur, can you do anything else?*"

"Granny, look down, they are alright."

"Praise be to Zara! Do you know what
happened?"*

Wait for the players to respond. Then continue with
the following box text.

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST: 7 TU

CONCLUSION C

Refusing the caretaker's request, you find yourself
working as guards in the Dock District. A week
later you hear about a fire in the Commons

"Well, more or less. After their leader teleported
away with several of his goons, Zakar dropped the
Wall of Force and we found you lying there. I'm
glad that you didn't die, but we need to get going
now."

Stumbling to your feet, you are led through the
last of the sewer tunnel more recent construction.
Climbing a rickety wooden staircase, you find
yourself in a basement. Following the Ghost's
lead, you slip out of the front door of the tall-
house, finding yourself in the Commons District.
The elven wizard quickly flags down a Diamond
Watch patrol who quickly assess the situation.
Sharing your story, the patrol leader sends two
guards to investigate the tall-house. While you
await the results, the patrol's cleric begins tending
to your wounds.

Ten minutes later the guards return, confirming
your story. Blowing on a whistle, the patrol leader
summons several other patrols. As you're lead
away to a district guardhouse, you watch the
guardsmen surround the tall-house and begin to
move in.
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Arriving at the guardhouse, you are taken to an
interrogation room to give a full report to a
sergeant. Listening to your story, he thanks you
before leaving. Several hours later, the sergeant
returns, a frown on his face. "'l wish | had more
pleasant news, but apparently the leaders of this
cell of Humans for Amthydor escaped, but first
they set the warehouse aflame. The Diamond
Watch and Clerics of Zara and Cyrene are
fighting the blaze still, but I suspect we won't find
any evidence. The Magistrate and Watch have
determined that you fought in self-defense, so you
are clear of all charges. You are all free to go.”
Released from the guard house, you escort your
charges back to Ovid's Rest Home. Phobetor
greets you at the door, taking control of his
charges. ""Where have you been all day!?""

Explaining your story to Phobetor, his face turns
white as the blood drains away. "'l heard about a
fire down in the Docks District, but I had no idea
that you were involved. Thank you so much for all
that you've done."

Thanked by each adventurer---and forced to
promise that you'd visit soon, otherwise there'd be
another 'jailbreak'---you leave with your reward.

The next day while eating lunch you feel a tap on
your shoulder. Standing there is Embau, a
mischievous grin on his face. "My friends and 1 all
wanted to thank you for everything you did; we
can see the future of Amthydor is in capable
hands. We all chipped in a few of our old toys that
Phobetor hasn't discovered yet, hoping they can
help you out. Well | better get going before my
jailer discovers that I left an illusion in my room
again, otherwise he's likely to hire you to hunt me
down next."

After passing you a bag, the half-elf disappears in
a puff of blue smoke. Returning to your meal, you
wonder where you'll find adventure next.

you aren't exactly sure which way Granny Ingrid
traveled. Nearly an hour later an alarm bell
begins to toll: a building is on fire!

Rushing to the scene, you find a warehouse ablaze.
The building itself is a total loss already, the
Clerics of Zara and Cyrene expend their effort to
keep the fire from spreading. With a final crash,
the building collapses in upon itself, falling into a
large basement.

Days later, after the building finally cools enough
to permit exploration, the ruins are searched, but
no clues are found. With no other leads, you admit
your failure to Phobetor, who is disappointed.

Less than a week later you hear about another fire
in the Commons District that destroyed the home
of a family of half-orcs. You hear scattered rumors
that four elderly non-human adventurers were
found tortured and murdered in the basement of
the home. The Diamond Watch has arrested the
half-orcs while evidence is collected.

If only you had followed Granny, maybe things
would have turned out differently.

THUS ENDS “AGED TO PERFECTION”
TIMEUNITCOST:9TU

CONCLUSION F

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST: 7 TU

CONCLUSION E

Granny, disgusted with your group, leaves you
behind as you search for a Diamond Watch patrol.
The patrol leader frowns as you explain what
occurred and how you had been attacked in the
street. Although you indicate time is of the essence,

Losing the fight in the alleyway, you awaken, tied
to chairs and gagged. You cringe in agony, your
fingers broken, as the pain radiates from your
arms. At your feet you see the corpse of Granny
Ingrid, mauled by blade and tooth.

Atall man dressed in black leathers sneers at your
party, ""You should have stayed out of this, but you
had to get yourselves involved. Well, my young
heroes, actions have consequences, and you will
soon discover." Waving his hand, rough hands
pull heavy sacks over your heads before they beat
you into unconsciousness.

You spend the next twenty days imprisoned in the
basement of a tall-house before you are rescued by
the Diamond Watch. Healed and debriefed by the
watch, you learn that ten days ago the corpses of
the adventurers you were looking for were
discovered tortured and murdered in front of a
home of a half-orc family.
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Days later, once the healing is complete, you are
released from the Diamond Watch's protection.
One day you will get your vengeance against
Humans for Amthydor.

Your bodies are found three weeks later in the bay.
Mangled and scarred, there is little that the Watch
can do but take you to the Temples District.

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST: 25 TU

CONCLUSION G

Awakening in agony, you realize that you cannot
see anything. Attempting to move, you cringe in
pain as heavy manacles and coarse rope digs into
damaged flesh. You hear a voice through the
darkness, "'Go tell the Boss that they are awake.

An eternity seems to pass after you hear a door
slam shut. Suddenly your world is awash is
blinding light as a sack is ripped from off of your
head. Standing before you is a humanoid figure
wearing darkened leather armor and a rapier at
his waist. His face blurs and shifts before your
eyes, like a chalk drawing which someone has
wiped a wet rag across. “Ah, so these were the
'heroes' which the scum brought to help. Didn't
turn out as you planned, did it? We have uses for
'heroes," don't you worry." Waving his hand, the
sacks are shoved back onto your heads and you
are beaten into unconsciousness.

You spend the following month locked in a
basement before the Diamond Watch discovers
you during a raid. Exhausted, underfed, and
injured, the watch takes you to Diamond Legion
Headquarters to be debriefed.

You learn that Granny and her friends were found
ten days into your captivity, tortured then
murdered in the basement of a burnt out
townhouse. The half-orcs who owned the house
were found guilty of murder, but based on what
you have told us we have released them.

You limp out of the Diamond Legion
Headquarters and head for home.

Unless the PCs have the funds for a Reincarnate
(1280 gp) or a Raise Dead, they are dead forever. The
PC may sell at half price equipment until they have
enough funds. Use the Reincarnate chart in the LSJ
Campaign Guide to determine new race. All
characters Reincarnated have two negative levels
unless they are 1st level, in that case they have a
permanent -2 penalty to their Constitution score.
Mark this on their log sheets. The negative levels can
only be removed with two Restoration spells (costing
1280 gp each).

If a PC cannot afford to be raised, please collect their
character sheets, logs, and certs from the player.

If any players are brought back from the dead,
continue with the box text.

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST:25TU

CONCLUSIONH

You scream as you are brought back from the
darkness into a new body. Gasping, you are
greeted by the frowning face of a Diamond Watch
sergeant and a priest of Ardra. The officer's
gravelly voice echoes in the stone chamber, ""The
watch has several questions.

Recording your explanation onto a note book, the
Sergeant nods. Occasionally he has you clarify
what has occurred, but after two hours he
concludes the interview.

""From what you have told me, I can now fill you
in on what has happened since your death.
Approximately ten days after your deaths a home
owned by a half-orc family burnt to the ground.
After the building cooled, the investigators
discovered the tortured corpses of four elderly
adventurers in the basement. The half-orcs were
arrested and found guilty of murder.
""Considering that | have just learned, it seems
that the half-orcs weren't responsible for the
murders after all, but were framed by Humans for
Amthydor. Although the half-orcs were executed
five days ago, the Diamond Legion will have the
half-orcs raised from the dead. Thank you for
your time citizens."

With that, the men leave you to your thoughts and
your new bodies.

THUS ENDS “AGED TO PERFECTION”
TIME UNIT COST: 25 TU
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CONCLUSION |

You awaken bruised and sore in prison. Chained
to the wall, you are wearing a simple white linen
tunic and breeches as you lay on a wooden cot.
The sound of an opening door brings you fully
back into reality. Standing before you is a short
human man wearing robes. His eyes are golden,
with thin slits for pupils, and you can see
elongated canines in his mouth. ""Good morning.
I'm glad that you all survived, although 1'm not
sure if I've ever seen anyone actively choose to
pick a fight in the Dolphin before. Oh, by the way,
I'm your court appointed lawyer, Av Uket. Before
I continue, | have one question for you: are you
insane attacking a group of adventurers in the
Dolphin? Let alone the dozens of allies which
these men might have had in the Dolphin? | know
you are anxious to become heroes, but suicide isn’t
the way to reach that goal.”

""Back to the reason that I'm here, normally
assault carries a three to four year prison sentence
of hard labor, but the two guild-masters were
loath to deny the city new heroes in these rapidly
changing times. Instead they had me appear
before the judge to lower your sentence, instead
you will serve only four months hard labor
mucking the sewers clear of debris. Count
yourselves lucky this time, but I doubt you'll get
given a second chance next time.""

Av signals the guards that he has finished. He
leaves you alone in your cell to contemplate your
new career for the next third of a year.

THUS ENDS “AGED TO PERFECTION”
TIMEUNIT COST:120TU
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module

Experience 600 850 1200 1800
Roleplaying

XP Bonus 100 100 200 200
Maximum

Possible XP 700 950 1400 2000

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.

Introduction
» 50 gold pieces each.

Encounter 1A
» 100 gold pieces x ATL each

Encounter 6

» Plague Victim, 1 per PC if they fail a second
Fortitude DC 12 after opening the crate of rotten
foodstuffs. (Value: 0 gp, Size: none, Tradable: no,
Rarity: Rare, Legality: Legal)

"You have been infected by the MindFire disease, but

unfortunately you don't realize it until the beginning of

your next adventure. Present this cert to your GM the

next time you play, your character begins the adventure

suffering 1d4 Intelligence damage. This effect will only

happen once during the game.

At the end of the following adventure, have your GM

void this cert and sign and date the line below. You have

now built up an immunity to Mindfire, receiving a +4

bonus against future contact with the Mindfire disease."

Conclusions B or D

» Calamity's Jinx, 1 total (Value: 0 gp (Cursed), Size:
Tiny, Tradable: Yes (once curse has been broken),
Slot: Ring, Rarity: Unique, 15th level -caster,
Legality: Legal, Weight: none)

"This plain silver ring is inlaid with powerful curses

meant to foil the attacks of others. Targets who attack

you with a melee or ranged weapon are treated as if
they are denied their dexterity bonus until the end of
your next turn (although they do not loose their
dexterity bonus). If you score a critical hit with a melee
weapon against a target who is flatfooted due to the
curse of the ring, you instantly cast Il Omen against the
target, using your Base Attack Bonus as your caster
level.

The ring, living up to its name, carries a curse that you

cannot remove the ring unless a Remove Curse (DC 20)

is successfully ca"

» Nightmare Spurs, 1 total (Value: 1000 gp, Size:
Tiny, Tradable: Yes, Slot: slotless, Rarity: Rare,
20th level caster, Legality: Legal, Weight: 1 1b)

"These black iron spurs can be worn one normally over

any boot or shoe. While the Nightmare Spurs are worn

and the wearer is mounted, the mount gains the Trample
special ability, dealing 1d6 + 1 1/2 strength modifier in

bludgeoning damage if the mount is medium/ 1d8 + 1

1/2 strength modifier bludgeoning damage if the mount

is large. The mount can also trample a target two sizes

larger than normally allowed.

The spurs also grant the mount additional fire damage

on every natural attack, including the Trample attack,

equal to 1/2 the mounted character's Base Attack Bonus

(minimum 0). This bonus fire damage stacks with any
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other fire damage which the mount can produce on its

own.

This bonus fire damage negates any cold damage which

the mount might be capable of dealing, the fire and cold

negating one another on a point by point basis.

These spurs only affect animals, magical animals, and

vermin; the magic will not work on any other creature.”

» Bijou of the Tempest, 1 total (Value: 1000gp, Size:
Tiny, Tradable: Yes, Slot: held, Rarity: Rare, 20th
level caster, Legality: legal. Weight: 2 Ibs)

"This fist size porcelain egg is inlaid with chrysoberyl

fragments and can easily be held in a single hand.

Whenever a caster holds the Bijou of the Tempest in

their hand and cast a spell with the electricity descriptor,

the save DC of the spell is increased by 1 and the caster
deals an additional 1 point of electricity damage for
every 2 caster levels that the wielder possesses.

If the wearer scores a critical hit with an spell with the

electricity descriptor while wielding the Bijou of the

Tempest, the orb surges with power and thunders,

doubling the bonus electricity damage granted by the

orb and subjecting the target of the spell to the Deafness
spell (Fort DC = 10 + 1/2 the character's caster level).

The Bijou of the Tempest is extremely fragile, anytime

the caster falls more than ten feet or is struck for sonic

damage while holding the orb, the possessor must make

a Reflex save (DC = to the amount of damage dealt). If

the character fails, the Bijou of the Tempest gains the

Broken condition. If a character fails a second Reflex

save, the item is Destroyed. The item resists all forms of

magical repair.

o Broken o Destroyed"

» Linguist's Stud, 1 total (Value: 1000 gp, Size: Tiny,
Tradable, Slot: ear, Rarity: Uncommon, 10th level
caster, Legality: Legal, Weight: weightless)

"This simple mithral stud can be pierce through either

of your ears. Whenever the wearer hears a language you

do not speak, the earring "learns" the language. This
allows you to understand, but not speak, that language.

The earring can learn up to three different languages

this way.

When you learn a new language, your GM must write in

the language on one of the lines below, and sign and

date the following line.

Language:

GM/Date:

Language:

GM/Date:

Language:

GM/Date:

You must present this cert to your GM before the

adventure begins until all languages are learned."

» Abecedarian Spectacles, 1 total (Value: 1000gp,
Size: Tiny, Tradable: Yes, Slot: Eye, Rarity: Rare,
15th level caster, Legality: legal, Weight: 1 Ib)

"Constructed from thin crystal lenses and mithral wire

frames, when worn these thin glasses aid their wearers

in translation of archaic and strange script. They grant
their wearer a +5 competence bonus when using

Linguistics to translate written script and to the wearer's

Use Magic Device skill when you 'Decipher a Written

Scroll' or 'Use a Scroll.™

» Drenching Cinch, 1 total (Value: 1000gp, Size:
Tiny, Tradable: Yes, Slot: weapon hilt, Rarity: Rare,
15th level caster, Legality: legal, Weight: 1/2 Ib)

"This spool of bluish wire is covered in thin arcane

runes. This wire can be wrapped around the grip of any

melee weapon, light shield, or heavy shield (a process
that takes ten minutes), bestows the Quenching special
ability (Ultimate Combat) on the item. It takes ten
minutes to unwrap the wire from the grip of a weapon.

Only a single weapon wrap, cinch, or similar

augmentation item can be bound to an item."

Conclusion |

» Guilty of Assault, 1 per PC (Value: 0 gp, Size: Tiny,
Tradable: No, Rarity: Uncommon, Legality: Legal)

"You have been found guilty of assault in Amthydor,

but luckily your intended victims felt sorry for you and

talked the judge into a fraction of your sentence.

Possession of this cert indicates that you have been

found guilty of a crime in Amthydor, with associated

penalties. Possession of this cert must be written in the

Notes section on each players' log sheet. The GM will

make a note on the Roster of Heroes that each PC

earned this cert.”
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CRITICAL EVENT SUMMARY: AGED TO PERFECTION

Convention: Date:
Do Not Return After __ GenCon Author’s Email Address:
andoenfarwanderer@gmail.com

List questions that ask what PCs did at critical plot points. A sample follows:

1. Did the PCs rescue the old people? (Yes) (No)

2. Who hired the PCs? (Phobetor) (Hall of Venturers)

3) Did the PCs get arrested? If so, make sure to let the campaign staff know on the Roster of Heroes.
(Yes) (No)

4) Did the PCs drink the coffee?

(Yes) (No)

5) Did the PCs open the diseased crates?

(Yes) (No)

6) Did the PCs die?

(Yes) (No)

7) Did the PCs defeat the plans of Humans for Amthydor?
(Yes) (No)
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ROSTER OF HEROES: AGED TO PERFECTION

Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race: Class:

Level: Hero's Stats: Str  Dex _ Con____Int_ Wis__ Cha__
Special items or comments:

Leveled:  Lostlevel(s): _ Dead:  Outof Play:__ Future Events: __ Author Future Events:

Player Name: Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _ Dex

Leveled:  Lostlevel(s): _ Dead:  OutofPlay: Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Leveled:  Lostlevel(s): _ Dead:  Outof Play:  Future Events: __ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_ Dex

Leveled: _ Lostlevel(s): __ Dead: __ Outof Play:__ Future Events: ___ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str _~ Dex

Leveled: _ Lostlevel(s): __ Dead: __ Outof Play:__ Future Events: ___ Author Future Events:

Player Name:

Home State:

Email address:

(optional)

Hero’s Name:

Sex: Race:

Level:

Class:

Special items or comments:

Hero's Stats: Str_~ Dex

Con___Int__ Wis___ Cha

Leveled:  Lostlevel(s): __ Dead: _ Outof Play:__ Future Events: ___ Author Future Events:

Con___Int___ Wis___ Cha___

Con___Int__ Wis__ Cha___

Con___Int__ Wis__ Cha___

Con___ Int__ Wis___ Cha___
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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

Aged to Perfection, Copyright 2014, The Shining Jewel Campaign Author Damian Miller & Ryan McDonald.
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