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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 in bold italics. This text is for
the players to hear, although you are certainly free to paraphrase or
summarize the text if you feel it is necessary.
LSJ GM EMPOWERMENT CLAUSE

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

CALCULATINGATL (AVERAGE TABLE LEVEL) AND THE

POWER OF PCs

Add up the levels of all characters at the table (plus cohorts and
entourages) and any animals that will take part in combat that are
not granted by class features (such as familiars, animal companions
or bonded mounts). Divide this total by 6, regardless of how many
player characters are at the table. This gives you the Average Table
Level (ATL) for running combats.
Not all parties are created equal. Some level 1 parties can handle
anything the GM can throw at them and some level 3 parties are
relatively weak for their levels. If the GM finds that the party at the
table is really not up to the challenge of the tier, he should adjust
the encounters DOWN for that party. This is particularly important
if the party has a broad mix of experience levels, is lacking clerics
and paladins who can heal, or is a “role-playing” rather than
“battle-ready” party. The encounters should be a worthy challenge,
not an impossible task or a slaughter fest. Regardless of what the
instructions say, the GM should let common sense rule the day (and
the module)

LIFESTYLE INLSJ
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

With the discovery of the Mirror Dimension in LSJ27
Smoke and Mirrors and the return in LSJ125
Reflections of the Past heroes from Raia have braved
the cursed plane and have returned victorious on
several occasions.

With the influx of refugees since the destruction of
Jadenspur, worship at the shrine to Illudra, The House
of Fortune, has increased to the point that a proper
temple to Illudra must be constructed. To do that, the
high priest, Chancemaster Keevon

Swiftsure\[Damian Mi2] (LSJ39 Edge of Night,), hires
the PCs to retrieve a holy relic required to bless the
new temple.

The Chancemaster has hired a Tim the Sage LSJ125
Reflections of the Past to help the PCs reach a hidden
temple to Illudra and then return to Amthydor.

ADVENTURE SUMMARY

Introduction: Discovering a note on their doors, the
PCs head to The House of Fortune.

Encounter 1: Speaking with Chancemaster Swiftsure,
the PCs are given the job.

Encounter 2: Using the provided transportation, the
PCs leave Amthydor to speak with Tim the Sage.
Encounter 3: Arriving in the Mirror Dimension, the
PCs meet up with Tim's contacts.

Encounter 4: Travel to the temple.

Encounters 5-19: Searching the temple for the relic.
Encounter 20: Returning to Raia.

Conclusion A & B: Don't go on the adventure.
Conclusion C & D: Someone didn't listen to warnings
and life will suck.

Conclusion E: Return to the Chancemaster to collect
their reward.

INTRODUCTION
Ask if any PC has the One Ring Gate cert from
LSJ152: Final Delivery or the Favor of the Sha Shari
cert from LSJ 21: Smoke and  Mirrors
[Nancy Lee3][Damian Mi4]before  beginning  the
adventure. They will also need to give the GM 4 Will
saves vs enchantment for later in the mod.
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All morning long the sound of pounding rain echoes
off the roof of your home. With nothing better to do
because of the morning storm, you find yourselves
at home as the falling rain begins to ebb and slow to
a light drizzle.

An insistence pounding begins again, but this time
at your door. What do you do?

Casting Detect Magic and a successful Knowledge
(arcana) DC 23 check tells the PC that the card is
surrounded by an Illusion aura.

The card is not trapped.

When the PCs pull the card out of the door, continue
with the box text.

> If check the front door Continue below.
> If the PCs don't check the door GO TO
Conclusion A (page 35).

When the PCs open the door have them make a
Perception [Nancy Lee5][Damian Mi6]DC 10.

> If successful read the box text “I SAW THAT!”
> If the PCs fail, read the box text “WHAT?”

“I SAW THAT!”

Holding the card in your hand you examine the
face-side closely and only see a regular playing
card. Turning it over you see a cover with a coin in
the center. Flipping the card back to its face-side,
you now see words scrawled across the card.

Opening the door to look outside, you see a river of
storm water rushing towards a nearby sewer grate.
Looking around you can't see anyone who could
have knocked on your door. Turning to return
inside, you notice a playing card embedded in the
door.

» Continue with the box text “Examining the
Card.”

“WHAT?”

Opening the door to look outside, you see a river of
storm water rushing towards a nearby sewer grate.
Looking around you can't see anyone who could
have knocked on your door.

After closing your door you hear another 'thunk’
coming from the other side of your door. Opening
the door you see two playing cards embedded into
your door.

> Continue with the box text “Examining the
Card.”

“Examining the Card”

Give PCs Players Handout 1

Information regarding the coin symbol on the back of
the playing card.

Knowledge (religion) DC 5: “The coin is a symbol of
Iludra.”

Knowledge (religion) DC 10:

[Nancy Lee7][Damian Mi8]“Illudra is the goddess of
trickery and luck, granting her clerics access to the
domains of chaos, trickery, illusion and luck.”

Information concerning the information on the card
Knowledge (religion) DC 10: “The House of Fortune
is a gambling house located in the Service District and
houses the shrine to Illudra.”

Knowledge (religion) DC 15:

“[Nancy Lee9]\[Damian Mil0]Chancemaster Keevon
Swiftsure is the high priest of Illudra in Amthydor.”
Knowledge (local) DC 10: “The House of Fortune is a
gambling house up in the Service District.”
Knowledge (local) DC 15: “The House of Fortune is
best known for its games of chance, but is also the
main shrine to Illudra in Amthydor.”

» If the PCs go to The House of Fortune, GO TO
Encounter 1 (page 3).

» If the PCs don't go to The House of Fortune GO
TO Conclusion A (page 34).

ENCOUNTER 1
THE HOUSE OF FORTUNE:
THE MISSION

Looking at the playing card, you see the ace of
spades looking out at you. One the other side of the
card you see a red cover.

You walk westward up the Shining Way nearly to
the castle before turning south and entering the
Service District. Guards at the Diamond Watch post
nod as you pass through the gates and enter the
terrace. Walking through streets surrounded by
white-washed buildings, you eventually come upon
a two-story ale-house made of gold-flecked marble
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and warm mahogany. If this weren't enough to tell
you that you've arrived at The House of Fortune,
then the joyful screams and moans of defeat of
gamblers from inside the inn can be heard even
over the crowd gathered outside. A pair of
exhausted looking Diamond Watch members guard
the door and keep a mob of adventurers, townsfolk,
travelers and various malcontents from entering an
already full gambling-hall.

coins into a tiny mountain. Looking up at your
party, the small man grins “Oh, you're here. Well
take a seat.”

Wait until the PCs take a seat before continuing.

Pushing through the crowd of people to reach the front
door takes one of the following skill checks:
Diplomacy DC 25, Intimidate DC 25, Escape Artist
DC 15, or a Strength DC 15. This takes five minutes.
Otherwise it takes the PCs nearly an hour to get to the
front door.

Dealing two cards to each of you, the halfling smiles
as he introduces himself. “The Lady's Luck be with
you, I'm Chancemaster Keevon Swiftsure. | called
you here today for a bit of a proposition. It seems
that the temple needs a bit of help. | assume you are
familiar with the influx of refugees from
Jadenspur?”

Arriving at the front door, a pair of beleaguered
watchmen stop you from entering. “I'm sorry, we
can't let you in. The House of Fortune is already
well past capacity and we have to wait for more
people to leave before we let you in.”

If the PCs don't know what happened, explain that in
2013 that Jadenspur was destroyed by an asteroid
striking the planet. If not for the actions of brave
heroes and the elemental gods, the world could have
been destroyed.

The PCs are more than welcome to play blackjack with
Keevon, success or failure based on a d100 roll using
the chart found in GM AIDE #1.

If the PCs mention they have an appointment with the
Chancemaster or show the guards the 'note,' continue
with the box text. Otherwise they have to wait another
fifteen minutes before enough revelers leave that the
group can enter.

Nodding wearily, the guards let you past the doors
and you understand the presences of the watch. The
gambling-hall is packed with more than a hundred
people [Nancy Lee11][Damian Mi12]surrounding
oak tables filled with a dozen different games of
chance. Waiters and waitresses dressed in sexless
pantsuits wander around the hall with heavy trays
full of drinks.

A brunette human waiter walks up to your party
smile. “Welcome to The House of Fortune, where
does luck take you today?”

The halfling continues, “With the increase in
population came an increase of worshipers with all
the major faiths of Amthydor. Illudra was no
exception and the faithful of Jadenspur have
flocked to our shrine. Unfortunately, unlike many of
our brethren in the Quorum of Faith, The House of
Fortune was never built to handle such a large
congregation.”

Picking up his cards, the halfling grins before
sliding them back face-down onto the table. “Who's
in?”

The bid is 10 gp, with a possible payout of (# of PCs
+1) x 10 gp. PCs don't have to play if they don't want
to.

If the PCs say they are here to speak with the
Chancemaster or show the waiter the card, continue
with the box text.

“Ah, certainly, right this way!” Squeezing through
the crowd, you are led to a table where a game of
blackjack is being played. Sitting at the head of the
table is a male halfling standing on a chair,
overlooking the table with a sly grin. Laying his
cards on the table, the small man laughs, “Sorry
folks, it looks like llludra’s smiling on me today.
Twenty-one.”

The rest of the table stands up to leave as the
halfling scoops a pile of silver, gold, and platinum

Pushing the newly won wealth towards the winner,
the halfling collects the cards into a discard pile and
deals you each another hand. “The Lady's Smile is
shining on all of us today. Now where was I, oh yes,
why | called you here? To expand our shrine into a
proper temple requires various blessings and holy
relics, which is where your group comes in. The
faithful would like to hire you to retrieve one of the
Lady's relics that was ferreted away in eons past.
Individuals with your reputations shouldn't have
problem retrieving the relic from its lying place and
we would be willing to compensate you for your
troubles. Are you interested?”

> If the PCs are interested Continue with the
following box text.
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> If the PCs aren't interested GO TO Conclusion B
(page 36).

Considering his cards for a moment, the halfling
shrugs as he places them face-down on the table.
“Over the last few weeks I've had divinations
conducted to track down the missing relic. I've
discovered that the relic is hidden in a temple on
another plane of existence. 1've already hired an
expert on planar travel to get your group to and
from the temple. Your reputations as competent
adventurers notwithstanding, 1'm sure that
retrieving the relic shouldn't prove problematic.”
Pulling a piece of paper out of his pocket, the
Chancemaster passes it to his left. “We also received
one other divination from the temple of Destine
concerning this adventure, but | have no idea what
it could mean. Perhaps it'll make a bit more sense to
you.”

“I'm sorry, we need all of the lucre we can get our
hand on for construction of the temple. | hope you
understand.”

Success:

“] think we can handle that, but the remainder of
the payment will have to be in coin from Jadenspur.
I'll apologize in advance that most of it will be in
silver, but coin is coin at the end of the day.”

The PCs will now earn 600gp x ATL this adventure.

& Are you sure you can't pay us anymore?

“Sorry, I can't do that and hope to complete the
renovations in time.”

«& \Which plane are we going to?

Give PCs Players Handout 2.

Conduct another round of betting if the PCs are
interested, using the same rules as above. The
Chancemaster will automatically lose this hand to
another PC.

“Apparently it's a demi-plane of some sort called
the Mirror Dimension. | don't know much about it,
but apparently your guide is an expert.”

Laughing, the halfling flips over his hand and
reveals a fifteen. “Well I didn't win that hand.”
Nodding to the PC who won the hand, the halfling
waves down a server who delivers him a tall flagon
of mead. “I spent enough decades of my life serving
the goddess as an adventurer to know that you'll
have some questions. I'll do my best to answer
them.”

« How much are you paying us?

“Beyond my gratitude? Don't give me that look, the
temple will pay you each a bag of small gems worth
(300 x ATL) gold. They won't be huge gems, mind
you, and not suitable as spell components, but they
will spend equally as well.”

«& Can you pay us more?:

Have a single PC who asks the question make an
opposed Diplomacy check against the Chancemaster.
The Chancemaster will use his Luck Domain power
Good Fortune as an immediate action if he rolls less
than 9 on his roll. The Chancemaster's Diplomacy
modifier is +33 (12 ranks, +4 Cha, +3 class skill, +6
Skill Focus, +4 Persuasive feat, +1 luck bonus stone of
good luck, +3 circlet of persuasion hidden under his
hat).

Failure:

Any PC who has played LSJ27 Smoke and Mirrors or
LSJ125 Reflections of the Past should recognize this
dimension.

About the Mirror Dimension

Knowledge (planes) DC 10 (for anyone who has
been there before): “The Mirror Dimension is a
dangerous place, covered in razor-sharp glass and
mirrors. You have to take precautions about protecting
your feet with heavy boots unless you want to be
hobbled.”

Knowledge (planes) DC 25: “The mirror dimension is
a demi-plane attached to this world at a variety of
points. Spending too much time in the mirror
dimension carries the danger of becoming a mirror
wraith, an undead abomination that hates all life.”
Knowledge (planes) DC 30: “You can safely stay in
the mirror dimension up to three days before the magic
of the plane turns you into a mirror wraith.”
Knowledge (planes) DC 35: “There are tribes of
humanoids who actually live on the mirror plane
known as the Sha Shari. Semi-nomadic, the Sha Shari
seem to be unaffected by the curse of the mirror
dimension.”

Knowledge (religion) DC 30: “There is a particular
form of undead called a mirror wraith that originates
from the mirror dimension. These creatures, unlike
their more common wraith-kin, are unaffected by
sunlight.”

Knowledge (arcana) DC 30: “The mirror-like skin of
creatures that live within the mirror dimension can
reflect many rays back to their point of origin.”
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<« \Who is our guide/contact?

“He's an 'eccentric’ sage that lives outside of
Amthydor, he goes by the name of Tim.”

This is the same spellcaster from LSJ125 Reflections
of the Past, a human aberrant sorcerer who has seen far
too much of the planes in his long life.

« \Whois Tim?

again. The priest continued on his journey and, as
luck would have it, found a silver coin on the dusty
road later that day, a gift of the goddess. The first
Chancemaster later passed on his symbol to a
random acolyte upon his death, a tradition that the
faithful maintain to this day.”

« \Why do we need to bring you the relic?

“He's a sorcerer who lives outside of Amthydor who
specializes in obscure planar research and travel.
From what I've heard he's a very pleasant
gentleman.”

“We need the relic for part of the ritual to sanctify
the new temple.”

« Why has no one sought out the symbol before?

<« \Where will we meet Tim/get to his house?

“I've arranged transport with the Red Mule
Transportation Company to take you to his home
outside of Amthydor. Tim values his privacy and
has set up multiple illusions and wards to keep out
uninvited guests. Red Mule delivers supplies to Tim
once a month and the Goddess's Luck is with us,
they depart tomorrow morning for the sage's home.
You can meet up with the caravan tomorrow at
dawn at the Northern Trade Gate.”

“There are legends of the relic appearing
throughout our faith's history, but it has always
disappeared after it served its purpose. The goddess
works in mysterious ways and sometimes it's just
better not to know. There are certain things, once
learned, that you can never unlearn.”

« Who is Red Mule Transportation?

&« \Why can't we teleport?

“Red Mule Transportation is a company located
down in the Port District specializing in overland
trading and deliveries. They have a reputation for
both honesty and reliability.”

“l won't even try to repeat the mumbo-jumbo that
the wizard at LoTS explained to me why it couldn’t
be done. Let me summarize fifteen minutes of my
life that I'll never get back: if you try to teleport you
will bounce off the shield and appear a couple
hundred miles away.”

After the PCs finish asking questions, continue with
the box text.

&« \What does the relic look like?

“It looks like a simple copper coin, about the size of
your thumbnail with the identical image of a
smiling woman on each face. It might not seem like
much, but it was one of Illudra’s first holy
symbols.”

The smiling Chancemaster nods as he continues,
“Well if that is everything, I need to get going; I
have a high-stakes game I'm supposed to be at soon.
Remember to meet with Red Mule tomorrow
morning for your ride to Tim's house. Have a lucky
day.”

Hoping off his chair, the halfling weaves through
the crowd and disappears behind an oak door.
What do you do?

« Why/when did the relic disappear?

“Legend states that the first priest of Illudra lost the
coin in a game of chance against a fox. The fox was
taunting the priest for relying entirely too much on
luck and proceeded to cheat the priest to make a
point. Of course, the priest saw through the
deception allowed the fox to win. The fox claimed
the priest’s holy symbol as his trophy and
disappeared into the woods. Coming upon a mirror-
like pool of water, the thirsty fox bent down to take
a drink and slipped in due to bad luck. Falling into
the water, the fox disappeared and was never seen

The PCs are allowed to do whatever they want to do
for the rest of the day.

If the PCs want to continue to gamble in The House of
Fortune, have them make a Profession (gambling)
check. The PCs earn half of what they roll in gold after
six hours at the various tables.

LoTS refuses to teleport the PCs to Tim's home,
knowing full well the protections in place around the
sorcerer's home.

» When the PCs go to the North Trade Gate GO TO
Encounter 2 (page 7).

> If the PCs attempt to teleport to Tim's house GO
TO Conclusion C (page 35).
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ENCOUNTER 2
THE JOURNEY
(TRAVEL TIME = FUN TIME)

The storms of yesterday have given way to a hot
and muggy day as you arrive at the North Trade
Gate. Asking around, people point you towards Red
Mule's mustering point. Introducing yourselves, the
trail-master points you toward a flat-bottom wagon
where two horses are being hooked up and offers
you a ride in the rear. Ten minutes later the caravan
rolls out and leaves Amthydor in its tracks. After
half a day, the caravan leaves the main road onto a
trail that you'd swear wasn't there ten minutes ago.

Ask the PCs if there is anything they are doing during
the day.

If they decide to talk to the caravanner about Tim, this
is their response,

building like a cactus. The three story house is
painted a bright lime green with orange polka-dots.
Trimmed with purple gutters, the roof appears to
be shingled in peacock feathers. A comical telescope
emerges from a broken third story window; the
astrological instrument turned into an impromptu
flagpole as a mud-splattered wedding dress sways in
the wind.

The wagon comes to a complete stop before a
hillock with a barn built directly into the earth. A
flock of chickens, startled by the wagon, flap away
to a patch of grass nearby. Looking up at your
party, the chickens “moo” angrily before resuming
their lunch.

The caravanner looks back at your group with a
smile. “We're going to start unloading, you'll
probably find the Sage inside of his tower.”

“Tim? Aye, we've been bringing him supplies for
years. He's a strange one that likes his privacy. He
mostly ignores us when we make a delivery. | don't
know how or when he pays the Company, but we
make the same delivery every month.”

If asked about what's in the caravan, the driver
responds,

“Mostly food and the occasional sundry. Except for
food it seems the Sage is fairly self-sufficient.”

Continue with the box text.

After an uneventful day of travel, you make camp
in the woods. What do you do?

There will be no ambushes in the middle of the night,
but players are a superstitious lot and will feel a lot
better doing something. If the PCs cast any spells, they
can prepare spells the next morning.

When done, continue with the box text.

Except for a rustling bush in the middle of the night
that turned out to be a bunny, the night passes
uneventfully. The caravan pulls stakes and is on the
road again an hour after sunrise. The trip through
the wooded trail continues to be uneventful until
you arrive at your destination a little after noon.

The caravan enters a wide clearing dominated by
one of the more peculiar houses that you've ever
seen. Standing before you is a three story tall house
with two towers extending from the side of the

Skill checks about the house:

Perception DC

10[Nancy Lee13][Damian Mil4][Damian Mi15]:
“Out of the corner of your eye, you swear that the
house waved at you and you heard it moan 'ello’ as the
caravan arrived.”

Knowledge (engineering) DC 15: “Magic must have
been responsible for the creation of the house because
structurally it should have fallen to the ground years
ago.”

If the PCs cast Detect Magic, the house glows with two
strong auras. The PC can make two Knowledge
(arcana) DC 24 rolls, one for each aura (Abjuration
and Transmutation auras).

A Spellcraft DC 24 roll for each successfully
identified aura will help you identify the spells on the
house. The PC will need to roll for each spell: Animate
Object  (Transmutation), Guards and Wards
(Abjuration), Dimensional Lock (Abjuration).

Skill checks concerning the chickens.

Knowledge (nature) DC 20:][Damian Mil6]
“Examining the chickens you realize they aren't like
any chickens that you've ever encountered. The birds
have violet eyes and their legs are a deep amethyst
color so dark that it appears black. Wherever these
chickens come from, they appear to be natural
creatures.”

Detect Magic: The chickens don't glow with any
magical aura.

Speak with Animals: The birds are only concerned
about finding tasty insects to eat and don't know
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anything about Tim (who the birds know as “two-legs
who brings us corn”).

When the PCs approach the front door.

Approaching the front door, there doesn't seem to
be a door knob in sight. Next to the door is a single
red button with a placard sitting above it. Written
in tiny script across the sign are a variety of
languages.

NOTE TO THE GM: Tim is deranged after decades
of planar travel and may frustrate your more strait-
laced players. If the PCs attack Tim, use GM AIDE #2
to run the combat and if they survive the mod is over.
If they all die the bodies are unrecoverable (contact
campaign staff if this happens).

If the PCs read the sign, have them make a Perception
(vision) DC 15 [Nancy Lee17][Damian Mi18]check to
find a language that they speak. This check lowers by 1
for every language the PC speaks in addition to
Common. The placard is written in forty-seven
different languages, but they all say the same thing.

Looking up from his reading in surprise, the man
looks down and notices your party for the first time.
“Oh, excellent, you must be the plumbers! I've been
getting nothing but water out of the sink for months
now! Wait...no, that isn't right. I'm supposed to get
water out of the sink. What year is it again?”

Finding a language that you can read, the sign says
“Push me!”

When the PCs respond (common knowledge, every PC
can respond to this without needing a check), continue
with the box text.

If the PCs knock on the door, read the follow box
text.

No matter how hard you knock on the door, you
can't seem to make a sound. There has to be
another way to get the Sage's attention.

If the PCs push the button/doorbell.

Pushing the button, you hear a deep baritone voice
inside chime “DING-dong.” Several moments pass
before the door swings inward and you hear a man
call out, “Come in!”

Wait until the PCs to enter the house before continuing.

Entering the house, you find yourself in a circular
chamber reaching up three stories towards the roof.
The room is actually a gigantic bedroom, but it
seems to have been designed by a madman. The
walls are covered in yellow floral wallpaper
reaching from the red carpeted floor all the way up
to the cloud covered ceiling. The bedroom furniture
floats in midair at different levels around the outer-
edge of the chamber, including a fireplace crackling
merrily without a chimney and a sink dripping
water out of a pipe onto the floor a dozen feet below.

Sitting in a plush leather recliner twenty feet above
the ground is a willow thin man mumbling to
himself as he reads a tiny book with an over-sized
magnifying glass.

“Oh, it's that early? Hmmm...well | guess there's no
time like the present.” Dropping the magnifying
glass, it tumbles to the ground and shatters on the
floor as the man slides off of his chair. Floating to
the ground, the pasty man grins broadly as he runs
his fingers through his lime green hair. The strange
man is dressed in a pink-floral nightgown stained
with gravy, paint and mud, a tin tiara studded with
obviously fake jewels, and a pair of red glass
slippers.

Landing the man holds out an ink-stained hand
towards your group. “Nice to meet you...unless
you're my in-laws.” Pulling back his hand, the man
squints at you, “And if you're my in-laws, | want to
know how you escaped your prison in that
paradox.”

At this point the PCs will introduce themselves and
why they are there. When they do, continue.

“So you're the ones the Chancemaster needs to visit
the mirror dimension; haven't I met a few of you
before.” Shaking his head, the man gets a panicked
look in his eyes, “Wait, no, don't tell me! I HATE
surprises. Well, are you ready to go or do you have
any questions you'd like answered first?”

& Are you Tim/Sage?

“Aye, some call me Tim, but others might prefer to
call me the Sage. And occasionally they like to call
me other things, but they aren't nice to say in polite
company.”

Wait for the PCs to try to get Tim's attention before
continuing with the box text.

&« Where are we going?

“Going? Well that's an interesting philosophical
question, where are we going. How are we going to
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get there? Do they have combat boots in my size?
Oh, you mean today? 1I'm going to teleport us to an
abandoned temple deep in the swamps of Moor
Mirkhan where a portal to the Mirror Dimension is
located.”

Knowledge (geography) DC 20: “Moor Mirkhan is
located several thousand mile to the south-east of
Amthydor in the Dark Empire of Mirkhan. Once a
mighty kingdom, swamps and monstrous humanoids
now rule in its stead.”

&« There's a portal to the Mirror Dimension in
Moor Mirkhan?

Sitting down in midair, the Sage hovers four feet off
the ground with his legs crossed. “The mirror
dimension is another plane of existence connected to
our world much like the plane of shadows or the
astral plane. Once a world of beauty and wonder
thousands of epochs ago, the mirror dimension has
been twisted by wicked powers into a realm of
terror and suffering. Tribes of the original
inhabitants, the Sha Shari, still travel across the
plane unaffected by the dimension’s corrupting
malice.”

& \Who are the Sha Shari?

“Less of a portal and more of a crack between the
worlds; I know the right words that'll let us click
our heels together and find our way home.”

« How do you know about the portal?

“It's a lot like learning to bake, once you
understand the basics you can do a lot of interesting
things.”

Still floating in midair, Tim slowly twirls upside-
down[Nancy Lee19][Damian Mi20]. “You'll
hopefully get to meet some of them when we arrive.
We'll be arriving near one of their few permanent
settlements near the Silver Sea, a quaint little berg
known as Howl. Whatever the Chancemaster is
looking for, I'm sure you'll be able to find clues in
that town.”

«& \Why are you wearing a tiara/red glass slippers?

&« What do you mean by 'corrupting malice’?

“Because it makes me feel pretty when I'm baking
muffins or waiting to go on an adventure. Is there
anything wrong with wanting to feel pretty?”

« \\eren't you wearing a wedding dress when we
last saw you?:

“Of course, but | never wear my finest when | know
I'll be leaving the house or baking muffins. It's all
about comfort while traveling.”

& \Why is there a wedding dress hanging outside?

“I'm airing it out, you can't imagine how hard it is
to get troglodyte ink out of the bodice.”

« Troglodyte ink?

“How else to you write nasty letters to the rulers of
Pyrroth?”

“Planar travel carries with it risks such as getting
trapped or accidentally getting married to a pit
fiend —how was | supposed to know that leather
robe was a wedding dress? Seriously, they need to
label those things in something other than infernal.
The next thing | know | was whisked off my feet
and he was whispering sweet nothings into my ear
as he pulled off my hood. Talk about an awkward
honeymoon, but at least I got his mother's muffin
recipe...wait, what were we talking about again? Oh
yes, the corrupting malice: creatures from Raia are
slowly changed by the plane over three days until
they become mirror wraiths. Outside of direct
divine intervention, there are a handful of rare
spells that can slow the effect for upwards of a
week.”

&« \What do you know about the Mirror
Dimension?

& Can you teach us one of those spells?

“That it's shiny but you want to avoid eating the
fish, they're high in mercury.”

“I'm a sorcerer not one of those finger-wagging
wizards, | couldn't teach you even if | wanted to.
It'd be like a cleric asking a witch to learn a spell
and then eating the witch's cat. Now muffins, |1 can
teach you to make a mean blueberry muffin.”

&« Do you know anything useful about the Mirror
Dimension?

&« Muffins?

“If only Alice had been more specific with her
questions, then she wouldn't have gotten into half
the trouble she found herself in!”

“Yes, muffins. Delicious blueberry muffins that will
melt in your mouth. That's it, I've made up my
mind: I'll take you all on as my apprentices after we
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return and teach you how to bake my super-secret-
recipe blueberry muffins! I warn you, I'm a harsh
taskmaster but you won't regret it!”

At the end of the mod the PCs can spend 33 additional
time units to earn the “Muffins!” cert. Do not let the PC
read the cert before spending the extra time units.

& Are you insane?

Encourage the PCs to help remove the dirt from the
teleportation platform, but they don't have
to/[Nancy Lee21][Damian Mi22]

The PCs might have a few questions.

« Why did you bury the teleportation platform?

“No, no, nothing like that! Don't you ever feel like
you're being controlled by powers outside of our
realm of understanding? Almost like this is some
sort of gigantic game played by the gods and
goddesses....”

When the PCs are done asking questions, continue with
this box text.

“It helps keep the riff-raff out, nothing helps
discourage teleport-to-door salesmen like appearing
waste deep in dirt filled with sharp stones.”

Bending over, Tim grunts as he picks up a fist-sized
hunk of jagged chert[Nancy Lee23][Damian Mi24].
“There's only one way to teleport past all of my
wards and it's from this spot. Otherwise,l have no
idea where we'll end up.”

« \Why don't we use magic to dig up the platform?

“Well let’s get this show on the road, follow me.”
Tim strides past you and out the front door.

“What!? Don't you want to play in the dirt and
make a mud-castle?”

Wait for the PCs to follow Tim outside before
continuing.

Once the PCs are done asking questions, continue with
the box text.

The Sage walks across the yard towards the barn.
Nodding to the caravanners, the strange human
man walks into the building. A loud crash later,
chickens come flying out of the barn followed by a
hay-covered Tim with a handful of spades resting
on his shoulders.

Walking behind his house, the Sage drops the tools
to the ground and slips off his red glass slippers.
“Ugh, I can't imagine how I let that witch convince
me that these were comfortable! Sure, they make
my calves look fantastic, but they're no good for
everyday work.”

Stepping towards <random PC>, Tim shoves the
glass slippers into your hands. “Here you go, you
can have these. Red isn't really my color anyways,
I'm more of a sunshine yellow. Careful about
clicking your heels together three times or leaving
one of the shoes on a random step, you never know
what sort of riff-raff will show up at your
doorstep.”

Turning back towards the tools, Tim picks up a
shovel and starts digging. “Well, don't just stand
there --grab a spade and get digging. This
teleportation platform isn't going to unbury itself!
Or is this where 1 left the cache of buried
treasure...”

Striking brass several hours later, Tim looks up
from the three foot deep pit with a smile. “There
you are!” Half an hour of scrapping later you've
finished exposing a circular platform seven feet
wide and covered in thousands of arcane runes.

His nightgown smeared with dirt, the Sage grins as
he leans against his shovel. “Let's get this show on
the road. You might want to leave any mounts here,
I don't think they'll like it where we're going. Don't
worry, the house will take care of them while we're
gone.”

&« The house will take care of our mounts?

“Of course it will, I have a very well trained house.”

The house is a colossal animated object that Tim has
imparted (foolishly) with minor sentience.

Once the PCs are ready, continue with the box text.

As you all gather around Tim, he instructs you to
hold hands before he starts mumbling a spell.
Arcane power grabs a hold of you as the world
begins to blur into a bright white as the sorcerer's
words disappear into the ether, “There once was a
man from Nantuc....”

The world comes back into sharp focus as gravity
takes hold. You fall for less than two feet before you
crash down in water!
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Tim has teleported the group over a nearby lake to
avoid an awkward situation of teleporting the group
into a tree or a fallen wall.

Have the PCs make a Swim DC 10 to move half their
base movement speed; failure by 5 or more and the PC
go underwater and by 10 or more the PC begins to
drown. Armor Check Penalties apply to this skill
check. The lake is 15' deep, and the PCs are 80' from
shore.

If it begins to look like a TPK from drowning, Tim
uses Telekinesis to pull the PCs out of the lake.
Otherwise let the PCs figure out how to handle this
unexpected event.

No matter what happens, Tim will continue walking
forward. Remember that the PCs are the wandering
monsters in this instance.

The Sage approaches the ruins when dozens of
high-pitched screams fill the air.

“Adventurers! Run away!”

“Don't eat my baby!”

“Kobold too young to be fireballed!”

“Tell my brother he can't have my stuff!”

You can see dozens of kobolds fleeing into the
swamp, clutching in their claws small children or
their nearest worldly possession.

Splashing down in a cool lake, the black water
splashes against you as Tim giggles in joy. Looking
over you see Tim bobbing in the water, cleaning
himself as if he were in a giant bath. Noticing you’re
watching, the Sage points towards shore, “We want
to go that way!” The human sorcerer floats on his
back and begins a leisurely backstroke towards the
shore nearly 100 feet away.

Once the PCs reach shore, continue with the box text.

The PCs are more than capable of decimating a tribe of
kobolds filled with low level commoners and a handful
of warriors. This is far less of a combat and more of a
one-sided slaughter of the locals.

Attacking the fleeing kobolds is considered an evil act
for PCs with a Code of Conduct such as paladins or
clerics depending on their deity.

Each Kobold only has 3 hp (1 HD), AC 7 because they
are running away, and all saves +1.

If the PCs begin slaughtering the villagers, read the
following box text.

Arriving at the tree-lined shore, you can hear the
constant drone of mosquitoes buzzing nearby.
Dripping wet, Tim grins broadly, his mouth seeming
almost too large for his head. “Ah, that hit the spot
after digging for a few hours and much more
pleasant than teleporting accidentally into a tree or
a collapsed wall.” Wringing out the edge of his
nightgown, the barefoot sorcerer begins marching
into the swamp. “Come on, the portal is only a short
walk from here!”

Tim looks disgusted, “There was no reason to attack
the kobolds! They weren't going to hurt anyone!
This is why | don't travel with people, they give all
tourists a bad reputation.”

No matter what happens, continue with this box text.

Continue with the box text when the PCs are ready.

Slogging through ankle-deep water, you quickly
become an all-you-can-eat buffet for the local
mosquito population. Ten minutes later you spot
what must be your destination: crumbling ruins
surrounded by dozens of trees.

Have each PC roll a Perception (scent) DC
20[Nancy Lee25][Damian Mi26]. If successful read
the next box text.

Over the reek of rotting plant-life, musty water and
Tim who now smells as if he bathed in a flowery
perfume, you catch a whiff of wood smoke coming
from nearby.

Entering the abandoned ruins you are greeted with
the unique smells of musty blankets, rotten wood
burning in a tiny campfire and what appears to be a
halfling sized rat --fur still on-- sizzling over the
meager flames. Tim walks up to the campfire and
crouches down. “That's not how you make a
campfire.” Pulling a few red gems from out of his
pocket, the spellcaster begins chanting a spell under
his breath.

Hanging from the vine
infested[Nancy Lee27][Damian Mi28] walls are
dozens of hammocks strung under a patchwork
tarp. Forgotten by the fleeing villagers are crude
spears, a basket full of smelly catfish, fishing poles
and other tools lean against the wall. Along another
wall is a single staircase leading up into nowhere,
the second story long ago destroyed. Graffiti covers
every wall in the tiny settlement.

If any PC speaks Draconic, read the following text.
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Written in draconic, the kobolds have left several
inspiring messages such as “Bob was here,” “No he
wasn't!” and “Don’t poke the crack.”

thin before you're yanked through the crack
between worlds.

The PCs will find nothing of value in this settlement.
Continue with the box text.

Finishing his spell, the rotten wood dries instantly
and the clearing begins to smell like hickory smoke.
Knocking dirt off of his knees, Tim turns to your
group. “That's better, I figured I should leave a
little gift for invading the kobolds' home; a bit of
magic fire that'll never go out.”

Pointing towards the stairs, the Sage continues.
“Our ride is that way, follow me.” Tim walks
towards the broken staircase and begins ascending.

» GO TO Encounter 3 (page 12).

ENCOUNTER 3
THE MIRROR WORLD

The staircase is only two feet wide, just wide enough
for medium and small sized PC to climb one at a time.
Large size PCs must make an Acrobatics DC 12
(Armor Check Penalties apply) or risk falling off the
stairs and taking 1d6 nonlethal damage.

Surrounded by silvery light, you crash into the
ground with a bone-jarring crunch. Memories of
tumbling through a tunnel filled with a blizzard of
autumn leaves and visions of shadowy figures
dancing hand-in-hand around the rift between
worlds. Vertigo grabs your mind and begins
twisting.

All PCs are Sickened for 2d6 minutes unless they make
a Fortitude DC 10 + ATL save.

Arriving at the top of the staircase, Tim has pulled
on a pair of strange spectacles and mumbling to
himself.

Have the PCs roll a Perception DC 10. If successful,
read the following box text.

Out of the corner of your eye as you look upward
you see a crack hovering in midair, about a foot
long and a few inches wide, you can see silvery light
burning in the fissure between worlds.

Bringing the vertigo under control, you look up to
see Tim standing upon a jagged glass hill. The wind
whipping his nightgown around his body under the
starlight as he scans the horizon for something
unseen. The grinning spellcaster turns to your
group while pointing off into the distance. “Feeling
better? Well let’s get going! We're burning
starlight! Well technically the stars are burning, but
that doesn't make any sense, does it? Anyways,
Howl is over this way. If we hurry I'm sure we can
get some dinner!” Hoping down the hill, Tim begins
whistling as he walks away.

Continue with the box text.

Holding his hand out, Tim's fingers disappear in
midair as the sorcerer shudders. “Oh, that's tingly.”
Turning back to the group, the spellcaster tells your
group. “Just put your hand inside, close your eyes
and remember the smell of cherry-blossoms after
the rain on a warm spring day. The portal will do
the rest. I'll see you on the other side.” With that
Tim's fingers disappear again into the crack
between worlds and he disappears with a large
POP!

The mirror dimension is a dangerous place, filled with
jagged glass and broken mirrors. If PCs or unshod
animal companions who aren't wearing shoes, they
take an initial 1d8 piercing damage (no save) and move
at 1/2 speed (Reflex DC 14 negates).

The walk to the village will deal an additional 10d8
piercing damage (no save) and move for 1/2 speed for
24 hours (Reflex DC 24 negates) or until all the
damage is healed using
magic.[Nancy Lee29][Damian Mi30]

When the PCs follow Tim, continue with the box text.

When the PCs decide to follow read the following box
text.

Placing your hand into the same location that Tim
just demonstrated, you feel a gentle jolt of
electricity traveling through your body. Closing
your eyes and remembering the smell of cherries-
blossoms after the rain, you feel as if you're pulled

You walk for nearly an hour along a trail made
from shattered mirrors through rolling hills.
Surrounding the path is waist-high grass made
from glass that seems to glow as it reflects the
starlight. The wind at your back makes the strange
grass tinkle like tiny bells.

\[Damian Mi31]Walking over a final hill you are
greeted by a strange but welcome sight: the village
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of Howl. Thirteen giant structures that look like
giant glass and silver dandelion puff-balls soar into
the sky more than a 100" into the air. Each of the
towers have a single spiraling staircase winding
outside of the stalk, leading upwards to a landing
near where the glass sphere begins. The spherical
towers glow with an inner white light that helps
illuminate a set of double doors on each landing.
Past the village and down a cliff, you can see a
silvery sea filled with liquid mercury as far as the
eye can see. A massive storm rages over the toxic
sea, creating waves that must be fifty feet tall. As
the waves slam into the cliff with a mighty crash,
you swear that you can feel the world shudder
beneath each blow.

Emerging from the tower is a group of humanoids
who begin the long walk down to the ground. Upon
seeing the figures, Tim chuckles. “Ah, it looks like
they know we're here; don't worry, the locals are
friendly.”

When the PCs are ready, continue reading the box text.

Tim leads you down to meet the welcoming party.
Pausing a dozen feet away, the sorcerer walks
forward as a lithe figure dressed head to toe in
heavy furs and wearing a mirrored mask covering
half its body steps forward. The masked figure slaps
Tim across the face before pulling off its mask,
revealing the face of a silvery haired humanoid
woman who kisses Tim full on the lips. Smiling, the
woman's eyes glow a warm silver as she nods
towards your party. She begins walking hand-in-
hand with Tim, giving you the distinct feeling that
you just met his ex-wife.

Wait until the PCs say that they are following to
continue. The guards refuse to speak with the PCs.

&« \Who are they?

“They are the Sha Shari, the original residents of
the Mirror Dimension before things went wrong.”

«& \What are those buildings?:

“That's Howl, one of the few friendly towns you'll
find in the Mirror Dimension. I'm going to call in a
few favors with my ex-wife to help you on your
quest.”

&« Your ex-wife?

“What? I've been married a handful of times, but
it's just never worked out. | have to say that the
marriage with the Sha Shari is among the most
civilized throughout the planes of existence. Every
year the pair stand before the village and decide if
they want to remain married. It was going
splendidly, but | kept leaving my socks soaking in
her favorite stew-pot. My ex is the mayor of Howl.”

[Damian Mi32]Following the locals into their town,
you ascend the stairwell and enter a spherical tower.
Entering the towers you quickly realize that some
sort of specialized magic must be at play because
the inside of the sphere is larger than the outside.
Acres of terraced farms follow the curvature of the
spherical structures, each level overgrown with
fruits and vegetables you've never seen before.
Violet fruit the size of apples growing on long vines,
trees filled with crimson melons, and some sort of
pinkish grain that smells faintly of cinnamon
dominate the fields as you follow your guides.
Finally you approach a cluster of single-story
dwellings on the far end of one field.

Your guides lead you to a well kept building on the
outer edge of the village. Tim opens the door and
invites you inside.

Wait for the PCs to enter before continuing.

& \What is that sea?

“That's the Silver Sea and you're going to have to
cross it to find your relic. It's filled with boiling
mercury and protected by swarms of mirror
wraiths, mechanical leviathans and glass-whales.”

« Why is Howl so close to the Silver Sea?

“They hunt the glass-whales for food. Well, they
aren't really whales as we know them, more like
fifty foot long squids covered in short fur. Cooked
properly, they are delicious.”

Entering the building, you are greeted by a
comfortable room filled with eight cots and a large
glass table in the center of the room. The chamber is
warmed and illuminated by a glowing sphere
hanging from the ceiling.

Tim winks at you before saying, “I'm going to leave
you here for the night while | go ‘arrange'
transportation. | was talking to my ex-wife on the
way here and she knows where you have to go.”
Clearing his throat, the sorcerer scans the chamber
and nods reassured. “The locals know what they are
doing when they ward a building against mirror-
wraiths, but | wouldn't go wandering around in the
middle of the night if | were you. The towers are
warded as well, but the enchantments are thinner
and swarms of mirror-wraith have been known to
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slip past the outer walls. Anyways, I'll see you in the
morning, sleep well.”

As the Sage leaves the building, locals begin
bringing in platters piled high with food and drink.
The main dish set in the middle of the tower catches
your attention, an arm-length tip of a tentacle
covered in downy fur. The meat has been sliced
paper thin and is surrounded by tiny forks and
dozens of sauces in shallow
containers,[Nancy Lee33][Damian Mi34]

[Damian Mi35]

The PCs can eat the glass-whale or not. It tastes like
tuna.

» If a PC goes wandering off into Howl at night GO_
TO Conclusion D (page 37). (note: the rest of the
group can continue this adventure if only one or
two PCs doesn't heed Tim's warning)

» If a PC has the Favor of Sha Shari cert Continue
with the box text “The Heroes Return!” (page
14).

» If none of the PCs have Favor of Sha Shari cert
Continue with the box text “A Good Night's

Rest” (page 14).

The Heroes Return!

Every PCs can have the Favor of the Sha Shari cert
[Nancy Lee36][Damian Mi37][Damian Mi38]voided
to receive an improvement upon a single item with the
Gratitude of the Sha Shari cert. The enchantment does
not count against the cost of the item or increase the
cost of the item. The PC will not have access to the
item during the remainder of the
adventure.][Damian Mi39]

Weapons gain Bane: Mirror-touched

Armors gain Deathless (resistance 10 vs pos/neg
energy, 25% chance to ignore a negative level)

Shields gain Mirrored (help vs gaze attacks, add shield
to AC against rays)

Ring, necklace, or bracers gain minor displacement
(20% miss chance).

No matter what the PC answer, continue with the box
text.

Bidding your group a good night's rest, the old man
leaves you to your sleep.

Continue below:

A Good Night's Rest

The night passes uneventfully.

As you finish your meal you hear a knock at your
door.

If the PCs answer it, continue with the box text. If not,
go to A Good Night's Rest.

Opening the door, you see an old man with long
silver braids pulled back into a waist-length
ponytail. Nodding, the man speaks in slow and
heavily accented common. “Heroes, may I enter?”

» GO TO Encounter 4 (page 14).

ENCOUNTER 4
TO THE TEMPLE!

If they say yes, continue.

Entering, the old man sits down at the table. “My
people remember you and your heroism. You have
not collected upon your debt and we worry. Perhaps
we can help in another way? To pay off debt we can
improve one item of power if you leave it with us.
We can make a weapon lethal against mirror
creatures, ward a suit of armor against unlife,
mirror your shield against rays, or bind the
reflection of a mirror to a ring, necklace, bracers or
headband. You will have to leave the item with us to
do this, but we return improved after your
adventure. What say you?”

Awakened by Tim bringing you breakfast, the
eccentric sorcerer has some good news. “I pulled
some strings and found you a ride. The relic is
located in a temple to Illudra on an island two days
away by ship in the Silver Sea. My ex-wife is willing
to have one of Howl's ships drop you off at the
island and pick you up three days later. Do you
have any questions?”

& Are you coming with us?

“l have a few things to do, | might have accidentally
blown a slight hole in the dome last night shooting
off some fireballs to entertain the local kids --they
really do love fireworks and how was | supposed to
say no!? Anyways, I'm going to stay here and fix the
damage and reinforce the wards against the mirror-
wraiths while you are gone.”

&« Fireworks?

| “BOOM!”
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& Can't we teleport back to the village when we
are done?

“] wouldn't recommend it, this plane likes to distort
and bend teleportation magics away from their
intended location. Short little hops with a
Dimensional Door would be fine, but I wouldn't risk
a full Teleport spell.”

&« \We don't have enough rations for three
days/where can we buy food?

“Don't worry about that, I've arranged everything.
It'll take forever to chew, but I'm sending you with
a week’s worth of glass-whale jerky and water.”

sea, so the locals developed a ship that could fly
over the inferno. Shame these only work in the
mirror dimension, imagine the places you could
travel!”

Straitening up his nightgown, the sorcerer
continues. “Well I better cast my protective spells, it
looks like the ship is about to set sail. | need you
each to come here.” Mumbling words of power over
your heads, the sorcerer smashes a raw egg on your
heads to complete his spell. A crimson field
[Nancy Lee40][Damian Mi41]surrounds your body
and you suddenly feel lighter. “That should do it!
I'll see you in a week! Have fun storming the
castle!”

« Why don't they stay at the island with us?

“This is the monsoon season and the ships will be
slammed against the shoreline if they stay too long.
Don't worry, they'll get you there and back safely.”

& \\e can't stay in the mirror dimension that long
without turning into mirror-wraiths/do you
have a solution for that?

Knowledge (engineering) DC 25 or Knowledge
(geography) DC 30: “Skyships exist on Raia as well,
the most famous located in the city-state of Falgoth,
and rumored to have been seen in the technocracies of
Khadros and Tranthus.”

Once the PCs board the ship, continue with the box
text.

“I've developed a spell that will slow the corrupting
effect of the mirror dimension while you're here. It
won't stop it entirely, but it'll give you a solid week
before we really have to worry about you sucking
the life out of innocents.”

& Can you teach us this spell?

“I'm a sorcerer, not one of them pencil pushing
wizards or divine casters askin' their gods for help.
I just know how to cast spells and they happen.
That and | never learned to scribe scrolls, so you're
plumb out of luck!”

When the PCs are done asking question and are ready
to go, continue with the box text.

Once you are stowed aboard the sky ship, the
captain barks out several orders and the vessel gets
underway. Soaring through the sky, the vessel is
constantly buffeted by high wind and pelting rain.
Two days and nearly five hundred miles later you
approach your final destination: a forest covered
plateau soaring three-thousand feet above the
churning Silver Sea.

Sliding alongside a stone dock jutting off the side of
the cliff, the sailors lower a mirrored gangplank
onto the island. A pair of sailors carries up two
large satchels and passes them to <random PC>. The
captain walks over to your group and speaks in
slow common. “We return in three days. Be here or
be left behind.”

There is nothing left to do but disembark.

Leaving the chamber, Tim leads you through the
sphere to the uppermost level. Passing through a
heavily guarded door, you stand before a strange
boat hovering several feet off the ground. Made
from steel and glass, the vessel is twenty-five feet
wide, fifty feet long and has at least two lower
decks. The entire ship seems to be held aloft by four
arms jutting out of each corner of the ship and
grasping mirrored globes spitting out tiny bolts of
lightning at the ground.

Sailors make ready to disembark as Tim explains.
“Skyships: the only way to travel across the Silver
Sea. Any other vessel would melt within the boiling

Wait for the PCs to say they disembark before
continuing.

As the last of your party make landfall, the sailors
pull up the gangplank and fly off into the storm.
Standing in the pouring rain, you can see a path
leading into a forest of glass trees and mirror-like
leaves. The rain tings off the leaves and the trees,
sounding like a thousand tiny bells constantly being
rung.

If the PCs look in the satchels, they will discover
rations made from the fur-covered glass-whales. There
are enough rations for 5 days for each PC.
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There are no encounters leading to the temple.
When the PCs say they go on, read the following box
text.[Nancy Lee42][Damian Mi43]

Walking through the forest, you come upon a
clearing ten minutes later. Sitting in the center of
the clearing is a temple, squat building that seems
out of place in the mirror dimension. Constructed
from obsidian blocks, a staircase of seven steps
surround the temple leading up to a patio
surrounding the main building. On each side, seven
pillars hold up a slanted roof that's covered in
reddish-hued brass shingles. Under the roof is a
squat building that is 49" long on each side and 21'
tall. You can see a single door made of brass leading
into the temple.

also see the same gold and onyx holy symbol looking
down on you.

There are three doors standing before you made of
mahogany. The door in the middle is twice as large
as the other two portals.

If one of the PCs has The One Ring Gate cert, read the
following box text.

As you step into the temple, a tingle begins
radiating throughout your body. As you search for
the source, you quickly realize that it originates
from The One Ring Gate. Pulling the magical gate
out, the disk is filled with crackling energy and
swirling shadows. You can hear whispers coming
from the other side of the portal.

The door is unlocked and not trapped.

If PCs cast Detect Magic, the temple is covered in an
overwhelming aura. Three successful Knowledge
(arcana) DC 30 reveals the temple is covered with
abjuration, illusion and transmutation auras, although
they can't be identified.

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

Pulling open the door, it slides easily open on
greased hinges. Shadows swirl on the other side of
the door, blocking your vision.

Perception DC (listen) 10:
\[Nancy Lee44]][Damian Mi45]“The whispers seem to
be saying, 'reach in and pull me out.' You can also hear
the sound of metal scraping against stone, almost like a
sword being sharpened on a whetstone.”

This is the only point in all of existence that a PC can
use The One Ring Gate to pull out Krahe, an ancient
spear that grows with its owner. If the PC braves
putting their hand into The One Ring Gate, read the
next block text.

This is a heightened Greater Darkness spell to be a
level 9 spell.

» When the PCs walk through the door GO _TO
Encounter 5 (page 16).

ENCOUNTER 5
ENTRANCE HALL

Welcome to the temple, although this seems chaaotic it
is actually fairly strait forward. Use GM AIDE #3 for
the map/flowchart. There's no actual way to draw this
adventure on a battle mat because of the planar
twisting employed in the temple.

Reaching into the shadows, it feels as if you've
dunked your hand into a bucket of icy slime.
Reaching around for a moment, you feel some sort
of metal rod within the darkness.

If the PC pulls out the spear, continue with the box
text.

Grabbing onto the metal rod, you pull a six foot
spear out of the gate. The gate begins to smoke as it
sputters shut with one final CRACK! Examining the
six-foot long spear, it is made from twisting shadows
wrapped within the grip of tightly woven amethyst-
hued wire. A name pops into your mind as you hold
the item: Krahe.

Stepping through the shadowy door, you enter a
domed entryway ten stories tall made of alabaster
marble. The circular room is easily two hundred
feet across and the entire chamber is illuminated by
a light source that you can't see. Half the floor of
the large chamber is sheathed in golden marble and
onyx in the image of a double-headed gold coin, the
symbol of llludra. Looking up at the domed ceiling

Searching the Chamber

None of the doors are locked or trapped.

The same overwhelming aura of Illusion, Abjuration,
and Transmutation radiates throughout the entire

temple.
If the PCs want to search this room, ask for a
Perception (vision) 25 +

ATL[Nancy Lee46][Damian Mi47]. If
read the following box text.

successful,
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You look upward when you notice something
strange out of the corner of your eye. Staring at a
point four stories above the doors, you realize
there's an ingeniously hidden marble balcony made
of alabaster. Hidden by some sort of optical illusion,
at most the balcony is five feet across and has no
railing.

It is 80" up to the balcony. Climb DC 30 (armor check
penalties apply).

If the PCs make it up to the balcony, read the following
box text.

Made from the same alabaster stone as the walls,
this narrow balcony is 6" wide and 10’ long.

The PCs will exit onto this balcony in Encounter 15,
when the magic of the temple creates one door leading
to the Summoning Chamber and another to the Key
Room. There are no ways to discover these portals
until The PCS have completed Encounter 14.

» If the PCs take the right door GO TO Encounter 9

(page 21).
> If the PCs take the center door GO TO Encounter

6 (page 17).
> If the PCs take the left door GO TO Encounter 8

(page 20).

ENCOUNTER 6
GAMBLING-HALL

This chamber will be totally foreign to anything that
the PCs have experienced on Raia, it mimics a
speakeasy of 1920's Prohibition United States of
America. Likewise this is also a trap meant to trap the
PCs and chew up some time. Everyone in this room is
an illusion that disappears if attacked, but reforms
several rounds later about ten feet away as if nothing
occurred.

As the door swings open, a lighthearted and upbeat
tune fills the air. A band on a far stage plays a form
of music you've never heard before.
Full[Nancy Lee48][Damian Mi49] of brass and
drums, the music has an irresistible beat that's hard
to ignore; as if it has an easy, fun way about it like
everything in the room.

The large chamber is dominated by a large dance
floor surrounded by several tables covered in white
table clothes and fine place settings made of silver
and crystal. There are several bars where human

men wearing white button-up shirts, black vests,
and black pants work serving drinks. To your far
right there are tables covered in felt where a
cacophony of cheers and moans arise from the
gamblers.

The room is filled with more than a hundred
humans, but they're all dressed in styles that you
don't recognize. Human women in foreign loose-
fitting dresses mingle about the room; laughing,
dancing, and drinking the night away. Human men
in equally foreign black and grey three-piece suits
dance with the women, huddle at the bar and at
card tables, and happily pull out strange stacks of
green paper which seem to pay for this lavish affair.
A cloud of pipeweed, perfume, and sweet drinks
infuses the club's air.

Knowledge (Geography) DC 20 or Craft (tailor or
similar skill) DC 20: “You've never heard or seen
clothing like this anywhere on Raia. Perhaps these
people come from another plane of existence.”

If the PCs enter the chamber, continue with this box
text.

As you move into the room the music grows louder
and more intoxicating.

Every PC must make a Will DC 15 + ATL or become
Fascinated by the band for the next eight hours. This is
a sonic and mind-affecting effect. If everyone becomes
fascinated, read the box text labeled “Groove-thing.”
If not continue with the following box text.

A PC who is fascinated will not move, but can be
carried out of the room, which frees them from the
tune. A Bard can also use Counter Song using the DC
above to counter the fascinate.

The music tugs on your soul seductively, temping
you to take a seat and enjoy it for hours on end.
Shaking off the feeling, you look around at your
companions also enjoying the music.

The PCs hopefully realize they have a problem.

Wandering through the casino, no one seems to be
willing to interact with you. As soon as you
approach the women, they giggle before flittering
away. The men just grunt and continue rolling dice
as they gamble.

You notice an iron stairwell spiraling up through
the ceiling in the rear of the gambling-hall.

Groove-thing
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If all of the PCs are fascinated by the music, they will
continue to sit there for eight hours.

The sound of the band finally ceases and you find
yourself in an empty room. The band leader calls
out to the empty room, “Thanks all for closing out
the evening, it's been a hoot!” With that the band
fades away into nothingness.

You notice an iron stairwell spiraling up through
the ceiling in the rear of the gambling-hall.

Half-buried under an avalanche of rubbish is a
humanoid skeleton. Long gouges in the floor near
the skeleton's hands make it look as if the poor
creature died alone in this chamber trying to
escape. In the shadows, you hear a disesmbodied
voice whispers, “Run away.”

» If the PCs take the stairs up GO TO Encounter 7
(page 18).

ENCOUNTER 7
BASEMENT (HOARDER'S
TUNNELS OF DOOM)

Traveling up the stairs, the PCs enter a basement that
looks as if a hoarder has been collecting junk for a few
centuries. The Fox Spirit will try to frighten the PCs by
whispering from the shadows, but won't physically
interact with the PCs. This is a dead end.

Reaching the top of the staircase you come upon a
small landing with a trapdoor set in the ceiling. A
cast-iron ladder is bolted into the wall nearby.

The door is not trapped or locked.

Have the PCs make a Perception check if they try to
determine if they detect anything through the door.
Perception (scent) DC 20: “You don't hear anything
through the trap door, but you smell a reek of rot that
leaves a foul taste in your mouth.”

Once the PCs open the trapdoor, continue with the box
text.

Climbing into the chamber, you find yourself in a
dusty room stacked from the floor to ceiling in
boxes, loose papers, broken toys and tools, jars
filled with green liquid, wooden racks filled with
knickknacks, filthy porcelain-headed dolls missing
eyes, cobwebs, clown marionettes, animal skulls,
wooden masks and hundreds of other items. Weak
candles burn within tin chandeliers scattered
around the room, cloaking the chamber in shadows.
It's uncomfortably hot in the room, making it hard
to breath in the stagnant air. From the entrance, a
handful of paths ranging from one to two feet wide
have been hacked through the rubbish deeper into
the room.

PCs must have a marching order while going through
the passages.

The passages through the chamber can be walked
through safely by medium or smaller PCs without
much of a problem, but large PCs or those who try to
search through the trash run the risk of starting an
avalanche.

Every time a large PC enters one of the five
passageways, they need to make an Escape Artist DC
30 (armor check penalties apply) to avoid causing a
collapse[Nancy Lee50][Damian Mi51]

Likewise, any PC who decides to search the mess must
make a Slight of Hand DC 30 or cause a collapse.

If a collapse happens, roll 1d20 and check the chart
below and apply the results. All effects are centered on
the PC who failed the

check.[Nancy Lee52][Damian Mi53]

1-5 “The walls begin to slide and crumble
around you, caving-in in an avalanche of
paper and porcelain dolls.”

The cave-in

[Nancy Lee54][Damian Mi55]deals 8d6
damage (Reflex DC 15 for half) at the
trigger point and others are buried in a 10'
burst. It takes an Escape Artist DC 20 check
(Armor check penalties apply) for a PC to
escape the cave-in or a Strength DC 15
check for others to pull you out.

6-7 “Tugging on a rack accidentally, jars
collapse to the ground and shatter. The
passageway begins to fill with a greenish fog
that burns at your lungs!” 5d6 acid damage
(Fortitude DC 15 for half), 20" burst.

8-9 “Pulling your hand back, a clown marionette
tumbles to the ground. Looking upwards at
you, the grinning face seems to mock you as
a bead falls off of the necklace. Your world
is suddenly consumed in a fireball.” 8d6 fire
damage (Reflex DC 14 for half), 30" burst as
all the beads on a Necklace of Fireball
explodes.

10-11 “Reacting quickly enough, you're able to
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stop the wall from collapsing but not before
a black shawl covered in arcane runes falls
onto your shoulder. You're filled with the
feeling of dread as the shawl crumbles to
dust.” Bestow Curse (Will DC 20 negates), —
4 penalty on attack rolls, saves, ability
checks, and skill checks. Permanent until
removed with Remove Curse or Break
Enchantment,[Nancy Lee56][Damian Mi57]

“Pulling your arm back too quickly, your
elbow crashes through the thin side of an
urn. [Nancy Lee58][Damian Mi59] You're
covered in a greenish ichor that reminds you
troglodytes.” Nauseated for twenty-four
hours (Fortitude DC 16 negates) or until
they take a

bath[Nancy Lee60][Damian Mi61]. Anyone
within 5' of the PC must make the same save
or become Nauseated for ten minutes.

12-13

14-15 ““Twisting too quickly, a crate full of monkey
paws fall from their precarious perch onto
your head. Several of the paws animate as
they touch flesh and begin to attack!” 2d4
attack rolls with a +25 bonus, 1d4+1 damage
each. After making a single attack the claws

stop moving.

16-17 “Falling into a massive cobweb, you are
suddenly covered by hundreds of tiny
spiders that begin biting you!” 1d6 damage
and poison (Fortitude DC = ATL;
frequency 1/round for 10 rounds; 1d2 str;

cure 2 consecutive saves).

18-19 ““Pushing away some trash blocking your
vision, a rusted scythe falls towards your
face!” One attack +30 attack, 2d4 damage +
Filth Fever (Fort DC 12 negates), crit x4.
(Filth Fever: Onset 1 day; Frequency 1/day;
1d3 Dex and 1d3 Con damage; Cure 2

consecutive saves).

20 Roll twice, rerolling all 20s. Both effects
happen.

There are 5 routes through hoarder's paradise, but only
Route #4 will take the PCs to the “exit.” The only door
leaving this chamber leads to the boiler.

Route #1

thousands of books. From what you can read, it
appears that the pages are covered in faded
draconic script.[Nancy Lee62][Damian Mi63]

If the PCs resist temptation, continue with the box text.
The ink on the rest of the pages has faded to nothing
long ago.

Turning a corner you find yourself facing an ogre-
sized pile of shattered teacups. This appears to be a
dead end.

ROUTE #2

The walls made from broken metal blades, jagged
wooden hafts and filthy garden spikes. You delve
deeper into the hoarder's paradise.

As the PCs pass through the passage, have them roll a
Perception check.

Perception DC (vision) 15\[Nancy Lee64]: “As you
walk past a bend in the wall, you catch a glint of gold
buried deep in the wall. What could it be?”

Perception DC (vision) 25: “The gold appears to be
the pommel attached to a jewel encrusted longsword.
You could maybe reach it if you stick your entire arm
into the pile....”

If the PCs pull it out, read the following.

“Clutching the golden sword in your hand, you
realize that it's a toy painted gold and covered in
glass beads. Too bad it broke in half as you pulled it
out, it could have been worth 5 coppers.”

Read this box text when the PCs continue.

The passageway ends suddenly before a rickety
wooden shelf stacked with dozens of clear glass jars
filled with bones.[Nancy Lee65][Damian Mi66]

Knowledge (nature) DC 20: “The bones seem to
come from hundreds of different kinds of animals. You
could create a complete skeleton from the bones, but it
would take you the better part of three week to do so
with as many bones that are stored on the
shelf.”’[Damian Mi67]

Route #3

Wandering through the narrow passageway you are
surrounded by jars filled with preserved food that
long ago rotted into slime and stacks of yellowed
paper that seems to have once been ripped from

Surrounded by a wall of headless dolls to your right
and the heads to your left, you feel as if you're being
watched as you slide through this narrow tunnel.
Turning a corner, you are confronted with a steel
safe as tall as a half-orc with dozens of piles of trash
leaning precariously against it.
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Opening the safe takes a Disable Device DC 45. The
safe is empty.

red furnace, there's nowhere left to go in this
direction[Damian Mi70]

Coming to the end of the passage, you find what
looks to be a throne where a halfling sized clown
puppet rules over his minions. Smoke and age have
weathered the marionette's face to look like a
death's head grinning at you as you approach its
court. This is another dead end.

The PCs are safe near the trap door, but treat the boiler
like a Flame Wall spell if they approach another five
feet.

Route #5

There's nothing else along this passageway other than
the urge to fireball the puppet.

Route #4

Walking through a tunnel made from tin-can filled
shelves leaning in against each other, even the
shortest halfling or gnome would have trouble
squeezing through this passageway. Looking up,
you see an opening within the leaning shelving
where a circular disk hangs upon a string ten feet
above the ground.

Wooden crates are supported by stacks of papers,
filthy stuffed animals and wooden masks. As you
walk through the tunnel, broken winter-solstice
ornaments crunch underfoot. This short
passageway ends abruptly as you turn a corner and
encounter a total cave-in.

Appraisal DC 30: “The disk can't be the relic you're
looking for, a copper coin would be covered in
greenish patina that this necklace lacks.”

When the PCs get the necklace, read the following text.

There's nothing beyond this point.

> When the PCs are done with this section, return to
the Entrance Hall. GO TO Encounter 5 (page 16).

ENCOUNTER 8
DON'T OPEN THAT DOOR!
(IT'SATRAP....)

“Looking at your acquisition, you realize that the
‘coin’ is in reality a wooden disk covered in gold-
foil. This is not the relic you were looking for.”

Continue here:

Several turns within the rubbish maze later you
emerge into another clearing with a soot-covered
staircase leading upward.

If the PCs walk up the steps, read the following box
text.

Ascending the stairs, you come to an overhead
trapdoor that seems to be radiating quite a bit of
heat. The portal is made from soot-covered steel.

The trapdoor is not trapped, but it is
locked.[Nancy Lee68][Damian Mi69]

Disable Device (open lock) DC 25 or Strength DC 28
to get through the door. The door has a hardness of 10
and 60 hp. When the PCs have gotten through the lock
and climb into the next room, continue with the box
text.

Opening the door, you find yourselves looking down
a dank and dreary hallway. The single slab floor is
covered in a thick, waxy coating reminding you of
hardened earwax. The walls must have been a
brilliant white centuries ago, but time and grime
have yellowed the walls to a foul beige. The
flickering magical lights sealed within filthy wall
sconces doesn't help the hallway. Four metal fans
slowly twirling more than 10" overhead create
strange shadows from the off-white illumination in
the 10" wide corridor.

Nearly 50" ahead the hallway takes a sharp right
and disappears from view. You can see a single
wooden door with a brass handle on the far wall.
Mounted on the door is a plaque, but you can't
make out what it says from this distance.

Unlocking the door, you find yourself standing
before a massive water boiler radiating heat
outwards. Unless you want to climb into the glowing

Yes, this is a standard governmental building from the
1970-90s.

This hallway is trapped, but not in the way that the PCs
think. The door warns the PCs not to open it, but if
they do, the visual trigger (True Seeing) behind the
closed door sees the group and sets off the trap. There's
no way to detect this trap through the door.
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When the trap triggers it releases a Confusion Mist
from the 4 ceiling fans that blankets the entire room for
one minute.

Approaching the door, you can finally make out the
words written on the plaque from about ten feet
away. It says “Keep out!”

Looking to your right, the hallway continues
another 50" and ends at another plain door that has
a single brass doorknob. Four more fans twirls
slowly overhead.

The door itself isn't trapped and is unlocked.
If the PCs open the door, read the following box text.

Opening the door you see a small 3' x 3' room with
a bucket, a mop and a straw broom. You've
discovered the temple's broom closet.

As the PCs leave the room, continue with this box text.

As you turn to leave the room, a rainbow-hued mist
begins to spray out of all four ceiling fans and
quickly fills the room.

Confusion Mist

Type poison, inhaled; Save Fortitude DC 15 + ATL
Frequency 1/rounds for 1 minute

Effect Confusion; Cure 2 saves in a row.

Confusion %

d% Behavior

01-25  Act normally.

26-50 Do nothing but babble incoherently.

51-75 Deal 1d8 points of damage + Str modifier to
self with item in hand.

76-100 Attack nearest creature (for this purpose, a

familiar counts as part of the subject's self).

Any confused creature who is attacked automatically
attacks its attackers on its next turn, as long as it is still
confused when its turn comes.

As the mist dissipates and the confusion subsides,
the broom-closet door slams shut again.

» If the PCs go through the non-trapped door. GO
TO Encounter 17 (page 29).

ENCOUNTER 9

PLAIN HALL (NOT EVERYTHING IS
INTERESTING)

Looking in from the door, the floors and walls of
this gently curving hallway are sheathed in tiny
hardwood tiles. The wood is set in beautiful
geometric patterns of alternating light and dark
tiles illuminated by ornate iron lanterns hanging
from the ceiling. Gorgeous quilts hang from the
wall, but instead of being made from cloth, they are
constructed of thousands of tiny squares of glass
sewn together with mirror-like thread.

The quilts can't be removed from the wall without
them shattering.[Nancy Lee71][Damian Mi72]

When the PCs walk down the hallway, continue with
this box text.

The hallway continues for several hundred feet
before splitting into a T. There are three oak doors
at the end of this hallway, one on the left, another in
the center, and one leading right.

» If the PCs go to the left door GO TO Encounter

10 (page 21).
» If the PCs go to the center door FO TO Encounter

11 (page 22).
> If the PCs go to the right door GO TO Encounter

12 (page 23).

ENCOUNTER 10
FLOODED BATHROOM

Pushing open the door, you find yourself looking
into a flooded, tiled bathroom. A large step down
leads into a pool of water a foot deep, slowly
whirlpooling into a drain in the center of the 10 x 10
room. A dozen yellow rubber duckies bob in the
pooled water near the overflowing claw-foot
bathtub. Both the tub and the pillar-sink to your
left have overflowed due to a steady trickle of water
flowing from the faucets. To your right is a single
toilet, but thankfully that isn't overflowing.

Yes, the PCs can each take a rubber ducky and there is
a Rubber Ducky certs for any PC who takes one.

The faucets are both turned off, but are leaking water
continually. The drain in the center of the room is just a
slow drain, not clogged by anything.
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This room is here in the off chance that the PCs get
covered in Troglodyte ichor in Encounter 7.

» The PCs return to the Plain Hallway GO TO
Encounter 9 (page 21).

ENCOUNTER 11
KITCHEN
(THE SERVICE IS HORRIFIC.)

Buck, the construct cook, is a point of comic relief and
possible food poisoning for the unwary. Buck means
no harm to the PCs and truly wants to help, but is
severely hampered by his programming. Unfortunately
Buck is also a horrible cook without a nose or mouth to
taste the food, so he only has a Craft (cooking) +1.
Buck knows almost nothing of the temple, staying
almost exclusively in the kitchen.

« How can you taste/smell the food you're making
without a mouth/nose?

‘ “Why would you need to do that?”

«& Can you tell us anything about the temple?

“Nope, but I can boil a delicious egg.”

& \Why can't you tell us anything about the
temple?

“Because | was constructed to work in this kitchen.
I thought it would be obvious.”

« Did you know that all of your ingredients have
gone bad/spoiled? (after looking in the pantry)

Passing through the door, you enter a large kitchen
designed to prepare food for dozens of guests at
once. Cabinets and counter-tops surround the room
giving ample room for preparation. To your left, a
large fireplace filled with ashes sits cold next to
several ovens and metal stoves. What looks to be
two humanoids constructed of mirrors stand
slouched over the center island.

As if sensing your presence, one of the metal
humanoids raises its head and begins
singing”[Nancy Lee73][Damian Mi74]

Just then the other humanoid buzzes to life, grabs a
meat-mallet off of the island and smashes the
hammer into the other construct's head. The
singing mirror's head explodes in a shower of glass
before it crashes to the floor dead.

Standing over the dead mannequin, the other
construct scolds, “I warned you, didn't I!? We
aren't doing musical interludes after the last time!”
Turning to your group, the construct coughs a few
times to regain composure. “I'm sorry about that,
but he had it coming. What may | cook for you
today?”

“Wait, food can go bad?”

The construct seems confused by this revelation,
“Are you sure that food can go bad?”

<wait for the PC response>

“Huh, you learn new things every century.”

«& Can you make us something to eat?

“Absolutely! What may I make

you?”
[Nancy Lee75][Damian Mi76]

No matter what the PCs suggest the construct goes,
“Hmmm, no, I don't know how to make that,” or
“Nope, I don't have the ingredients to make that.”

« \What can you make?

“l know how to make this fantastic meat-filled
pastry. It'll take me about six hours.”

This is the end of any useful information out of Buck,
but if the PCs return in six hours read the following
block text.

The kitchen smells fantastic as you enter the room.
A dozen meat-pastries sit on the table cooling. Buck
bows as you return. “Ah, as I promised, the pastries
are ready. Enjoy!”

« \Who are you?

“I'm Buck.”

&« What are you doing here?

“I work in this kitchen. Why are you here?”

& Are you a cook/chef?

“Isn't that obvious?”

True to his word, Buck will make the PCs his famous
pastry in six hours. Unfortunately Buck is using
ingredients that are hundreds of years past their
expiration date. Any PC who tries the pastry will need
to make a Fortitude save against poison an hour later.

If the PCs leave Buck fresh ingredients, the meal will
be plain but non-lethal.

Horrific Cooking
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Type: Poison, ingested; Save Fortitude DC 10 + ATL;
Onset: 1 hour; Frequency 1/hour for 24 hours

Effect: Nauseated (Sickened on a save); Added
Secondary Effect 1 hour later: 1 Constitution Damage
(save negates); Cure 2 saves.

If the PCs return to complain to Buck about the bad
cooking/deciding to shatter him, read the next box text.

“You got sick? Huh, I'm sorry, | wonder how that
happened.”

Bowing to your group, the construct says, “If you
have anything fresher for me to prepare, 1I'd be
happy to make you another
meal[Nancy Lee77][Damian Mi78].”

Perception (vision) DC: 35 or Perception (touch)
automatic: “The 'oak door' is actually made from
stained glass and is nearly impossible to distinguish
from wood and iron.”

There are no traps, but there is a secret door in this
hallway.

Perception (secret door) DC 5 + ATL.: Read the box
text.

Your sharp eyes notice a pair of hidden hinges on a
portrait of a rogue standing before a secret door.
Following the rogue's pointing finger, you discover
a hidden button in the picture frame.

Buck will use any ingredients the PCs give him to
make a plain, but filling, meal.

Looking in the Pantry

When the PCs push the button, read the following box
text.

Opening the pantry, even a drunk kobold can
realize that the food went bad decades ago. The
flour containers are filled with the shells of insects,
spices have solidified into grey lumps of fuzz and
dust, and what remains of the hanging cured meats
look like they've been mummified by the ancients
who once lived in the Sea of Fire.

With a sharp click, the picture swings open to
reveal a narrow secret passage. The narrow tunnel
is only two feet wide and five feet tall and ends in a
metal door.

» The PCs return to the Plain Hallways GO _TO
Encounter 9 (page 21).

ENCOUNTER 12[pamian Mi79]
SECRET HALL
(WELL THAT WAS
UNEVENTFUL.)

» If the PCs go to the secret door GO TO Encounter
13a (page 23).[Nancy Lee80]

ENCOUNTER 13A
L IBRARY
(Too BAD IT'S FAKE)

This massive library is the hub leading the PCs to the
rest of the adventure. Because it is a multistory area, it
has been broken up into minor encounters to make
your life easier.

Painted a vivid azure, the floor of this hallway is
tiled with grey slate flagstones. Man-sized portraits
line both sides of the wall, but instead of paint the
pictures look to be made from stained glass. Unlike
stained glass windows found in many holy sites,
there's no lead wire binding the glass plates
together. The paintings portray a variety of rogues
and scoundrels all wearing the holy symbol of
Illudra predominately around their necks. An oak
door sits closed at the far end of the hallway.

As you slide the metal door into the wall on hidden
rollers, a library reveals itself to you. Walking into
the room, you see a circular room with full
bookcases lining every inch of wall. A thin rail
divides the room from the open spiral staircase
floating in the center of the room only connected by
a small metal bridge. Looking up and down as you
approach the iron staircase, you can see two levels
above and two levels below.

If the PCs examine the books

The closed door at the end of the hallway is actually
made of stained-glass as well, allow the PCs a
Perception check to realize from a distance that the
door is actually glass.

The books are old but well cared for. Ranging in
size from the size of your palm up to an
encyclopedias nearly as large as a halfling, the
books all have different titles such as How To Clean
Your Fire Elemental, Fifty-one Uses of Wire,
Architecture of Heaven, and Molds and Man-Eating
Slimes of Raia. There seems to be no rhyme or
reason to the cataloging system in this library, with
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cook books placed next to knitting manuals and
books of poetry.

If any of the PCs open the books.

Opening one of the books, you find it totally blank.
It seems that no one has every put ink to paper in
this novel.

Every book in the library is the same way except for
the two books in Encounter 13c. All books except the
certed books will disappear if they leave the temple.

It will take a party 3d6+10 hours to open every book
and look for the relic that isn't here.

» The PCs go up GO TO Encounter 13b (page 24).

but the most eye-catching feature is the dome above
and the walls around you.

At first, the ceiling appears to be simple glass with a
view of the open sky, but, with further inspection, it
is actually a stained glass mural showing a blue sky
and clouds magically moving across it. The moving
mosaic is constructed of thousands of chips of cut
glass that move without making a sound.

The walls of this chamber are covered in mosaics as
well, but this showing a massive hedge maze leading
up to a castle. Like the clouds above, the leaves on
the bushes seem to be waving in the
Wind.\[Nancy Lee84]\[Damian Mi85]

In the rear of the chamber you spot two skeletons
sitting comfortably in a pair of chairs.

» If the PCs go down GO TO Encounter 13d (page
25).

ENCOUNTER 13B
L IBRARY
(NOTHING TO SEE HERE....)

Like the floor below, this level is covered in ceiling-
to-floor bookcases.

This is the level the PCs will eventually discover A
Rogue's Best Friend once they find the key in
Encounter 16.

» If the PCs go up GO TO Encounter 13c (page

24).
» If the PCs go down GO TO Encounter 13a (page

23).

» If the PCs have the key and find “A Rogue's Best
Friend> GO TO Encounter 19 (page
33).[Nancy Lee81]

[Nancy Lee82][Damian Mig3]

ENCOUNTER 13C
LIBRARY DOME (I'M DYING TO
READ HERE)

Reaching the top of the staircase you find yourself
in a dome covered room. Unlike the other floors this
room is empty of bookshelves and is much wider
than the floors below. There are a few comfortable
looking chairs and tables spread about the room,

If the PCs approach the skeletons, have them make a
Will DC 16 save or be affected by the Calm Emotions
spell radiating from the skeletons. Read the following
box text.

A sense of calm washes over you as you move to the
skeletons. The skeletons sit in a serene pose as if
they died peacefully reading the books in their
hands.

Have the PCs roll a Perception (vision) DC 5 check. If
successful read the next box text.

Standing next to the skeletons, you notice that the
books in their hands are filled with images and
words. Without touching the skeleton, you can read
the titles of each book: 99 Rules of Adventuring and
Fantasma.

The two books in the skeletons' hands are real and the
PCs can take them. The books radiate moderate
abjuration and illusion auras. They are certed at the end
of the mod and titled 99 Rules of Adventuring and
Fantasma. They can be taken.

When the PCs are done examining the skeletons, have
them make a Perception check.

Perception (vision) DC 15: “From the corner of your
eye you notice that the scene in the mosaic is
changing.”

Read the following box text if the PCs look at the
mosaic.

As if viewing a real garden, you see birds made of
glass flittering across the wall. You can see children
flying kites and playing games within the garden
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before you. A pair of lovers make their way to a
swaying willow and take a seat below. They begin
whispering and giggling silently under the tree.
Across a babbling stream, a pair of elderly
gentlemen sit across from each other and begin
playing a game of chess on a stone table. More
finely dressed couples begin entering the scene,
walking lazily along sun drenched paths that
meander around the room.

Bedroom #2 (18" c. French-style)

If the PCs search the room:

Perception (Vision) DC 15 +  ATL:
\[Nancy Lee86]\[Damian Mi87]“Looking around the
room, you discover a trapdoor hidden by a chair across
the room from the skeletons. The door easily slides
open on well oiled hinges.”

» If the PCs go up GO TO Encounter 13f (page

26).
» If the PCs go down GO TO Encounter 13b (page

24),

ENCOUNTER 13D
LIBRARY/BEDROOMS (LET'S
TAKE ANAP!)

The ornate door swings open and reveals a massive
bedroom covered in pristine plaster decorated with
swirling gold filigree. Framed "paintings’ of stained-
glass decorate the walls with images of silvery-
skinned humanoids in fine dresses and suits
picnicking in fields of wildflowers. A massive
chandelier of crystal hangs above the domed ceiling
high overhead.[Nancy Lee92]

A huge canopy bed sits along one wall across from a
white marble fireplace where a roaring fire warms
the room. Mother-of-pearl tables, dressers, and full-
length mirrors surround the outer edge of the
bedroom along with several white-cushioned
chairs[Nancy Lee93][Nancy Lee94][Damian Mi95]

Appraisal DC 10: “The gold-foil is just paint and the
mother-of-pearl hides the shoddy construction of the
furniture. You'd barely make enough gold to cover a
light dinner at the Dolphin.”

Bedroom #3 (Hunting-lodge)

This floor has four doors between bookcases. The
doors are equal distances from each other and
copper plaques label each door from 1, 2, 3, and 4.

There are four doors on this level leading to four
different bedrooms.

Bedroom #1 (Pirate-themed)

Stepping into this room, it seems like you've entered
a hunting lodge. Afire roars in a massive stone
fireplace along the far wall. Four overstuffed
leather chairs are situated around the fireplace and
the walls are covered in stuffed animal heads
mounted on ebony plaques. The mounted heads all
seem to be of the same beast, squirrels who, while
alive, must have been the size of dire-wolves. The
room reeks of wood smoke and cheap liquor. Sitting
off to your left is a massive four post bed
constructed of rough-cut pine logs and covered in
musty smelling quilts.

Opening the door, you enter a

[Nancy Lee88][Damian Mi89]chamber sheathed in
wooden slats and covered in netting filled with
dried sea-creatures. Along one wall is a black flag
painted with a skulls-and-crossbones, and a pair of
cutlasses crossed in “X” shapes. The floor is covered
in an cerulean[Nancy Lee90][Damian Mi91] rug
that reminds you of the sea and the entire room
smells of salt and sand. Hanging from the walls are
three hammocks, each taking up a corner of the
room. Several rope-chairs and sea-chests line the
wall of the chamber. A single iron stove, like those
you'd find on a ship, sits in the center of the floor
and warms the room.

Appraisal DC 10: “Although interesting, the mounted
heads are worth about five gold to the right collector.”

Disable Device DC 45 to remove a head without
damaging it. This takes about 2d6 x 10 minutes of
work with thieves tools. Increase the DC by 5 if the
PCs don't have these tools.

\[Damian Mi96]’[Nancy Lee97]’[Damian Mi98]

Bedroom #4 (Standard Inn)

The chests are empty. The cutlasses are made of cheap
tin and the flag has been tacked to the wall.

Entering this room, it seems like you have entered
an inn you could find throughout

[Nancy Lee99][Damian Mi100]Raia. The walls are
covered in plaster that has been whitewashed and
two well-made but plain beds lie on opposite sides of
the room. Covered in quilts made from rainbow-
hued bits of fabric, Simple wooden chairs, a table,
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and a softly glowing lantern complete the
decorations.\[Nancy Leel01]

» If the PCs go up GO TO Encounter 13a (page

23).
» If the PCs go down GO TO Encounter 13e (page

26).

ENCOUNTER 13E
L IBRARY BASE

Reaching the bottom most level of the library, you
step out onto tiled floor. Black and white checkered
tile sweeps out from the staircase to the wall. The
squarish tiles begin nearly 2* wide near the stairwell
and shrink to as small as 2” wide near the walls.

There's a single oak door between the bookcases
across from the final stairs into this level. There are
no books on the bottom two shelves of the bookcase.

(Just in case the PCs forget to close the trap door in
Encounter 13c behind them if they destroy the seal in
the Bottom of the Well in Encounter 13F and they
begin flooding the Iibrary.)][Nancy Leel02]

» If the PCs go up GO TO Encounter 13d (page

25).
» If the PCs through the door GO TO Encounter 14

(page 26).

ENCOUNTER 13F
BOoTTOM OF THE WELL

Climbing down the ladder, you find yourself in a
small damp cave. What little light is in the space
seems to ripple like water across the walls and floor.
The entire cave appears to be worn smooth and no
other exits can be
seen[Nancy Lee103][Damian Mi104].

Perception (vision) DC
20[Nancy Lee105][Damian Mi106]: “You see light
coming from behind a glassy pane set in the ceiling of
the room, 20' off the ground.”

Looking up at the glass pane, through what seems
to be a full well, you see the light of the sun and
vines growing along the edge of the well's opening.

If PC's touch the glass, their hand will pass through
effortlessly and if directly under they will need to make

a Reflex DC 25 save as all the water of the well rushes
down all at once. The water continues to fall, filling the
room at an alarming rate. The water rises at a foot a
minute. The water will eventually stop when the
bottom most level of the library is filled with 2 feet of
water.

Escaping the flooding chamber the way you came,
you arrive back in the library.
[Nancy Lee107][Damian Mi108][Damian Mi109]

If the PCs don't close the door behind them, read this
box text the next time they enter the main part of the
library.

Returning to the library, water is pouring down the
stairs to the levels below. Perhaps you should have
closed the door behind yourselves?

» GO TO Encounter 13c (page 24).

ENCOUNTER 14
SUMMONING ROOM
(QUIT HITTING YOURSELF!)

This is an illusionary room where the PCs are
confronted with a “demon lord,” a trap designed to hurt
the “shoot first, ask questions of the corpse later”
players. The only way PCs will take damage in this
room is if they do it to themselves.

The chamber is a massive cavern 80" high and
extending another 120' to the back of the cave. As soon
as the PCs step through the door, the illusion has begun
and has cloaked the middle of the room with Greater
Darkness.

See GM AIDE #4 for the map of the room.

Stepping through the door, you enter a wide cavern
cloaked in darkness. A couple of dozen feet ahead of
you, there are runes shedding a crimson light
around a pedestal holding a crystal ball.

Perception DC 15: ][Nancy Leel10]“You feel as if
something is wrong out of the corner of your eye.
Looking backwards you realize the door you've passed
through has just disappeared!”

This is all part of the illusion dominating the room.

When the PCs begin to move towards the pedestal,
continue with the box text.

LSJ171 A Priest's Plea Page 26




Walking towards the crystal ball, it suddenly
shatters with a near deafening crack. A dark and
maniacal laughter begins to echo through chamber
as the glowing runes begin to falter. The far end of
the cavern explodes in a gout of flames that
illuminates the entire cavern.

Near the center of the room, a colossal demon-lord
cloaked in fire rises from its haunches and towers
over the cavern. As smoke accumulates around the
creature’s feet, the titan looks down to survey your
group. “Ah, so you're who I should thank for
freeing me! Know that you speak with an infernal
duke and your pitiful spells and attacks will only
reflect back to harm you!”

If the PCs don't attack immediately, continue with the
box text.

Looking down upon the group, the monster
chuckles. “How strange, it seems that slaves from
Raia has changed considerably since my absence.
What are my new pet's names?”

The “Infernal Duke” is a cunningly crafted illusion
hiding a mirrored pillar surrounded by a staircase.
Attacking the “demon” will end badly/confuse most
PCs who will be itching for a fight at this point.

Area of effect spells and ranged touch attacks will have
no effect on the illusion.

Rays and spells with only a single target will rebound
off of the pillar back to their caster, as per the Spell
Turning spell. The pillar has no limits on the number of
spells it can reflect.

Identifying the “Infernal Duke”

Knowledge (planes) DC 30: “What stands before you
appears to be a pit fiend, a demon from the lower
planes, but it is far larger than normal.”

Knowledge (planes) DC 35: “A sense of dread pecks
away at the back of your mind as you realize you are
standing before an infernal duke, a tyrant who rules
over the legions of the mightiest devils. The mightiest
of pit fiends are nothing more than pawns in the games
which infernal dukes play.”

At any point the PCs disbelieve the illusion, they can
make a Will DC 19 + ATL saving throw. PCs who
interact physically with the demon are allowed a Will
save with a +10 bonus. Failure and they continue to
believe that the demon is real.

Once a PC falls into the pit, they know that the demon
is fake. It takes a PC with 30 foot movement about a
minute to climb out of the pit due to the winding
staircase.

Detect Evil or Detect Chaos will reveal nothing.
Note: A giant pit is hidden under the illusion of the

demon. PCs that step in this area will fall 60", taking
6d6 points of damage.

Note: The demon always lies, the illusion's goal is to
confound and confuse the PCs. Feel free to ad-lib and
to make up anything as long as the PCs continue to
speak. Have fun being a raging-egomaniac! When he
“attacks” PCs with his claws, he tends to “just miss”
no-matter what you roll.

Sense Motive DC 10: You know that the demon is
lying.

« \Who are you?

“Ah, names have power among my kind. Although |
doubt that you would survive hearing me speaking
my terrible name aloud. You may call me Plato.”

« How long have you been down here?

“l have been here since before dream became
legend and legend became history.”

« Why were you imprisoned?

“l was imprisoned by a jealous god who was afraid
of my power!”

& You were imprisoned by a jealous god/this is a
temple to llludra?

“Who?”

« \What will you give us for freeing you?

“The honor of becoming my slaves! What higher
goal in existence could there be?”

<« \We will never be your slaves!

“Won't you? | sense the death and carnage that
you've left in your wake. You are closer than you
believe in becoming my slaves.”

« What will you do now?

“l will reclaim my armies and bring carnage to the
heavens!”

« Why?

“Why not?”
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& \Why doesn't my Detect Evil/Chaos work on
you?

“] am protected against such minor powers!” \

« \What happened to our friend who attacked you
in melee?

“I destroyed him/her with my power!” ‘

«® Isn't that our “dead” friend right there? (after
the PC climbs out of the pit and knows the
truth):

“l was feeling merciful and brought them back
from oblivion!”

« Why are you lying to us?

“I am not lying to you,” the mighty creature roars. I

Once the PCs have figured out that this is a giant
illusion, read the following box text.

As you look past the illusion the demon screams in
fury, “No! I'm too young to die,” as it shrinks down
to the size of an imp. A loud POP echoes throughout
the chamber as the illusion disappears. You are now
standing in a long chamber made of white marble
streaked with silver, a 100" long and 60" wide.
Chandeliers hang from the curved ceiling,
illuminating the room in a warm glow from
hundreds of candles.

The other half of the chamber is a large shaft
descending into the floor. Sitting in the center of the
shaft is a ten foot wide pillar constructed from a
single mirrored-shard.

Surrounding the pillar is a steel staircase leading up
and down. You can reach the stairwell by using a
catwalk surrounding the pit and crossing a bridge
behind the pillar.

When the PCs look up and down the shaft.

Looking down into the pit, you can see a single door.

The door isn't trapped or locked.

» If the PCs continue take the stairs down and pass
through the door. GO TO Encounter 15 (page

28).

ENCOUNTER 15[Damian Mi111]
BALCONY

The PCs emerge on the hidden balcony over the
Entrance Hall in Encounter 5. The Fox Spirit used a
cunning non-magical optical illusion to hide the

balcony and the doors will only appear if the PCs
exited from the Summoning Chamber in Encounter 16.

Opening the door, you find yourself looking out on a
white marble balcony a bit over 5 * wide and 10
long. The left hand side of balcony curves with the
white marble wall while the right drops strait down.
Across from where you've entered you see another
door that has been whitewashed to look like the
walls of this chamber.

If the PCs look over the edge of the balcony, read the
following box text.

Looking over the edge of the balcony you realize
that you are 80" above the entrance hall at the
beginning of the temple.

If the PCs want to know why they didn't see this
balcony before, have them make a Knowledge
(engineering) or Sense Motive check.

Knowledge (Engineering) DC 15 or Sense Motive
DC 25: “You have heard of other buildings that have
been designed to use optical illusions to hide balconies
and other hidden viewing areas without the use of
magic. This balcony must have been constructed the
same

way.”[Nancy Lee112][Damian Mi113]

[Damian Mi114]

» When the PCs walk through the other door GO TO
Encounter 16 (page 28).

ENCOUNTER 16
Key RooM (SOMETIMES WITTY
AND

WISE)[Nancy LeellS]‘[Damian Mi116]
[Damian Mi117]

Stepping out of the passageway, you enter a
chamber filled with blue light. The chamber is
shaped in a hexagon, 10" to a side, and 10 to the
ceiling. Floating in midair at the far edge of the
cavern is a golden piece of paper floating in midair.

Knowledge (arcana) DC 25: “The walls and floor of
this chamber are constructed from Walls of Force.

When the PCs grab the piece of paper, give them
Players Handout 3. Read this box text.
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Grabbing the piece of paper, you realize that it's a
bookmark imprinted with the image of a golden key
on one side and flowing text on the other.

The bookmark says: “The treasure that you seek
can be unlocked in a book. We recommend A
Rogue's Best Friend. ’ﬂ[Nancy Leell8]

At this point the PCs should realize they need to head
back to the library and find a book labeled A Rogue's
Best Friend to reach “The End.”[Nancy Leel19]

» GO TO Encounter 19
33).[Nancy Lee120][Damian Mi121]

(page

ENCOUNTER 17
WINE CELLAR
(DANGEROUSLY DELICIOUS)

This encounter pits the PCs against the Fox
Spiriﬁ[Damian Mi122], this time taking the shape of a
human friar drinking wine. This can be an interesting
role playing opportunity for the PCs who partake in the
beverage and fail a fortitude save, because the wine
will make them see something totally different than
everyone else. This is primarily a role playing
encounter for those who enjoy role playing over
ignoring NPCs,[Damian Mi123]

Walking up several flights of stairs in a tightly
spiraled passageway, you come upon a closed door
bound in silvery-iron.

The door is not trapped and it is not locked.

If the PCs listen/search the door, have them roll a
perception check.

Perception (scent) DC
15:[Nancy Lee124][Damian Mi125] “Getting closer
to the door, it smells musty like a cave. You swear you
can hear someone humming on the other side of the
door, but you can't seem to make out what's being
sung.”

Perception DC 25: “You have a feeling that whatever
is being hummed is some sort of jaunty drinking tune,
even if you don't recognize the
song.”[Nancy Lee126][Damian Mi127]

When the PCs open the door, continue reading the box
text.

The door swings open and you find yourself looking
at rows upon rows of racks holding wine bottles.
The wine racks reach nearly to the ceiling just
under seven feet above and whizzing motes of light
fly overhead, illuminating the entire chamber in a
soft, silvery glow. Further within the chamber you
hear the sound of a jaunty tune being hummed
among the racks of

wine[Nancy Lee128][Damian Mi129]

This chamber is 100" long and 20" wide. The wine racks
leave only a narrow 3
wide[Nancy Lee130][Damian Mi131] corridor to walk
through, which might give large PCs pause. They will
need to make an Escape Artist DC 30 or accidentally
bump into racks of wine that dump their contents upon
you. Armor check penalties apply. The large PC and
anyone next to the PC will be splashed with wine and
takes a -10 penalty to their Fortitude saves if they drink
the wine.

Knowledge (Nature) DC 5: “The wisps of light
whizzing overhead appear to be fireflies.”

Squeezing through the narrow wine racks that are
only a couple feet apart, you wind your way
through the maze of wooden racks and glass bottles
until you come upon a strange sight. Sitting on a
barrel of wine tucked against the corner where two
racks intercept is a rotund human man wearing a
grey wool robe. On the floor surrounding, the
barrel are several dozen empty glass bottles. Red-
faced and humming to himself, the man finishes
pulling the cork on a bottle of wine and takes a long
draw from the bottle. Smacking his lips
appreciatively, the man turns to you grinning. “Well
don't just stand there, feel free to help yourselves to
Illudra’s finest; but you gotta drink it here because
it doesn't keep outside of the cellar for long!”

If the PCs pick up a bottle of wine to examine, read the
following box text.

Holding a bottle in your hands, the wine appears to
be silver liquid that flows freely within its glass
prison.

If the PCs open the bottle, continue here:

Popping the cork, the opulent wine smells sweet
with a hint of grapes that reminds you of a warm
summer day.

The wine is excellent, but it is a hallucinogenic that
will make the PCs see illusions for the next eight hours
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[Nancy Lee132][Damian Mi133]if they fail a
Fortitude DC 20 + ATL. A half-gallon of water will
help flush their system in about ten minutes or a
Neutralize Poison spell will cure them instantaneously.

If any of the PCs fail their checks, take them to the side
and read this box text.

“Of course they do, I'm not down here for my
health! If I could, | would get some help and carry a
case down to one of the bedrooms!”

& There are other people here?

You're vision blurs as the illusion shatters into
hundreds of motes of light and shadow. You find
yourself in a mammoth cavern standing before a
titanic dragon. Towering taller than a castle, the
serpentine creature is covered in gold scales the size
of tower shields. The monster looks down at your
group and smiles.

“It depends on how you define 'people’. There's a
pair of helpful constructs in the kitchen. | think
they were made to be chefs. Oh, and there's the Fox
Spirit, but he's a bit flighty and a bit of a trickster.”

&« There are bedrooms?

“Of course, where else do you think visitors and
priests sleep?”

This is an illusion caused by the wine.

Knowledge (Arcana) DC 30: “Based upon legends,
this is a gold dragon --a lawful good creature of
immense power. Dragons grow more powerful and
larger as they age and a dragon of this size could easily
destroy a kingdom if he put his mind to it.”

Continue with the Q & A. Remember that the PCs
might all be seeing different things. If the PCs attack
the priest/dragon, he disappears in a puff of
smoke.[Nancy Lee134][Damian Mi135]

« Who are you?

& \Where are the bedrooms?

They're off the lower level of the library, can't miss
‘em. Looking at your group, 1'd suggest the pirate-
themed bedroom. It has hammocks!

« How do you get to the library?

“You didn't find the secret passage in the hallway
full of paintings, did you?”

&« How do you fit inside the bedrooms? (if the PCs
believe he's a dragon)

“Are you calling me fat?” Raposa pouts

“I'm Raposa, and who are you?” (Wait for the PCs to
reply before continuing.) Smiling, your host nods his
head in greeting. “It's fantastic to meet you! Have
you tried the wine yet?”

« Areyou adragon?

“That's a silly question, what makes you think
that?”

«& \What are you doing down here?

& Because you look like a dragon!?

“]'m taking a chance and enjoying life, just as the
goddess commands. Why else would | be down
here?”

“That's an interesting perspective on life, | might
have to try it someday.”

« \What do you eat?

&« \Where did all of this wine come from?

“The goddess provides when we are in need, just as
she's provided here.”

“The wine? Ah, a blessing of the goddess that allows
us to open our minds and consider the impossible!”

«& You're not going to eat us, right?

&« Can we take some wine with us?

“That's disgusting! | have no idea where you've
been!”

“Well 1 don't see the harm in that, you may each
take a single bottle, but you need to keep it hidden
in a dark place until you drink it. The wine is
extremely delicate and the only light that won't
spoil the bottles is produced by these fireflies.”

& Do you know where the relic is at?

“Oh, you're here for that old thing? I think |
remember seeing it somewhere past the hedge-
maze.”

& The fireflies protect the wine?

Sense Motive DC 20+ATL: He's lying because he
doesn't want the game to end.

& There's a hedge-maze?
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“Of course there is, hedge-mazes are fun! |
wouldn't try touching the bushes though, they're a
nasty breed that grows here. The leaves are as sharp
as razors.”

The PCs can search for the hidden door using the
Perception modifiers in “TRUTH?.”

Normal?

& \Where's the hedge-maze?

“I honestly don't remember,” Raposa replies before
burping loudly. “My memory isn't what it used to
be, if you catch my drift.”

You weave through the wine filled racks until you
arrive in the rear of the chamber. The back wall is
dominated by a single wine-rack stretching from
wall to wall.

« Do you know what this divination means?

Frowning, Raposa replies, “Well isn't that obtuse
and cryptic. Sounds exactly like something you'd
get from a Destinite. You'll have to figure it out on
your own.”

A successful Perception DC 25
[Nancy Lee138][Damian Mi139]check allows the PCs
to find the secret door. Read the following box text.

You discover the image of a coin carved into the
center of the wine rack. It looks like a button that
you can push.

& |s there another exit out of this room?

“Yup, in the back,” Raposa says while jerking a
thumb behind him. “Look for a coin symbol and
push it, it'll open up the way.”

&« \Why do our friends think you look like a
dragon?

“Oh! Have them drink some water, it'll snap them
back into reality.”

They need to drink about half a gallon of water.

When the PCs are finished, read the appropriate box
text. Once the PCs leave Raposa, he disappears for 12
hours.

» If ALL of the PCs are hallucinating Read the text
block labeled “Illusion” (page 32).

» If the PCs aren't hallucinating, Read the text
block labeled “Normal?” (page
32).[Nancy L ee136][Damian Mi137]

ILLUSION

The button isn't trapped, but it will open a spiraling
staircase leading downward below the PC's feet. This
can be discovered with a successful Perception (trap)
DC 30.

If a PC is standing before the button when they push it,
they will need to make a Reflex DC 5 + ATL to avoid
falling down 1d6x10 steps. For every ten feet traveled,
the PC takes 1d6 nonlethal damage.

Pushing the button, the floor beneath your feet
drops away and forms a spiraling staircase leading
up into the darkness.

Wandering through the dark cave, you walk for
what feels like hours until the cavern begins to fill
with a fine fog that obscures your vision. Without
warning you, step forward and bump into a wine-
rack filled with hundreds of bottles. Looking
around you realize that you're in the rear of the
wine cellar.

Your stomachs growls angrily at you as if you
haven't eaten all day.

The PCs have been wandering around in the illusion
for nearly eight hours.

» If the PCs continue down the stairs GO TO
Encounter 18 (page 31).

ENCOUNTER 18
GARDEN MAZE (OPTIONAL)
(OUT FOX THE FOX)

If the PCs haven't figured out by now that they need to
find the library, this encounter will put them face-to-
face with the Fox Spirit who fell through a hole in Raia
to the mirror dimension. Becoming a worshiper and
eventually a priest of the goddess, the Fox Spirit
created this temple to honor Illudra.

The hedge-maze is an elaborate illusion created using
Greater Shadow Conjuration mimicking the Wall of
Thorns spell. Anytime the PCs attempt to move
through the hedge-maze walls, they take 25 damage
minus their AC (dexterity and dodge bonuses don't
apply) per round.
[Nancy Lee140][Damian Mi141]Using the Will saves
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rolled at the beginning of the game, the PCs are
allowed a Will DC 25 save to realize that the maze is
illusionary (but ONLY if they push through the hedge
wall). From this point forward, for the PCs who have
made the save, the walls only deals 60% of their
normal damage.

At anytime the PCs want to leave the maze, walking
backwards and turning the corner will instantly find
themselves back at the entrance. This could frustrate
very lawful players, so be considerate.

If the PCs enter the hedge-maze, read the following
box text.

Walking up a dozen flights of tightly spiraling
stairs, you come to a doorway opening up into a
beautiful garden full of flowers made of delicate
stained-glass and sculptures made of mirror-leafed
shrubs. The wind blows against crystalline glass,
filling the conservatory with the sounds of tiny bells
being rung. Looking around the garden, you see the
small stone shed which the stairs emerges sitting in
the middle of the circular garden surrounded by
twenty foot tall hedges. A silver plaque is embedded
on a large well sitting twenty feet away.

A hundred feet before your group is the entrance to
what appears to be a hedge-maze.

Stepping into the maze, you are surrounded by
hedges reaching twenty feet into the air. The leaves
glint in the sunlight, like miniature razors, as you
approach the first intersection with four possible
paths.

This entire hedge-maze is an illusion hiding the home
of the Fox Spirit. A creature of chaos, the Fox Spirit
values guile and randomness over order. With that
being said, if the PCs voluntarily wander through the
garden without purpose for thirty minutes, the Spirit
will dispel the illusion and speak with the PCs. Those
who insist upon a drawing a map will be frustrated as
the spirit winds the routes back upon themselves and
create dead ends.

If the PCs look down the well, read the following box
text.

The well drops for twenty feet before you see crystal
clear water.

Any PC who jumps in can swim down 20" before
hitting a Wall of Force.

If the PCs read the plaque, continue with this box text.

Approaching the plaque, you can make out a phrase
written out in common. It says, “Step into the
unknown fearless and bravely. Become lost within
yourself and let chance rule the day.”

As long as the PCs wander through the maze, roll a d6
and refer to the chart below for descriptions.

de

1 “Turning the corner, the corridor turns ever so
slightly to the left until you come upon a Y
branching out to the left and right.”

2  “Diving into the maze, you walk forward 50'
before taking a sharp left. 20" before youisa T
in the maze going left and right.”

3 “Proceeding forward several hundred feet, you
come upon a small clearing with a statue of a
fox keeping guard. There are five directions you
can go from the entrance.”

4  “Walking forward for (1d6) minutes, you turn
the corner and come upon a dead end.”

5  “The passageway curves sharply to the right for
nearly three hundred feet before you come upon
another Y, branching off to the left and right.”

6  “This passageway goes forward for 50' before
turning sharply to the right. After another 80'
you turn left, and finally come upon a T 30'
later.”

If the PCs figure out to wander aimlessly is the goal of
the maze, the hedge-maze disappears and the PCs find
themselves back in the garden entrance.

Read the following box text.

This is the clue that the PCs will need if they're going
to get through the maze: Illudra favors those who are
willing to take a chance and wander through the maze
without a plan. PCs who try to map out the maze or to
use logic to get through (like using a ball of string or
marking their paths with arrows) will continue to
wander through the maze.

Wandering randomly through the hedge-maze for
the better part of an hour, the bushes dissipates into
shadows and you find yourselves standing back in
the garden entrance. Sitting on the edge of the well
is a fox smiling broadly. The strange animal speaks,
“Greetings adventurers and welcome to my temple
to Hludra. You were very wise to allow chance to
guide you through the maze.”
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« \Who are you?

> GO TO Encounter 5 (page 16).

“l am a fox who fell through a crack between the
worlds so incredibly long ago. 1 built this temple to
Illudra to honor the goddess and her priesthood.”

< You built this temple?

“With the aid of the goddess, yes.”

« Why did you build the temple?

“Because in my arrogance, | underestimated the
goddess's first priest. He saw through my trickery,
but rather than punish me, he ensured that | would
learn from my mistake.”

&« \What mistake did you make?

“Arrogance. Arrogance that | was the smartest
creature in all of creation. The priest saw through
my lie and helped me discover llludra in the
process.”

« Do you know where the relic is?

ENCOUNTER 19
LIBRARY (LOOK, WE FOUND
THE

SECRET!)[Nancy Leel42]
[Damian Mi143]

It will take some time for the PCs to find the correct
book. It is located on the same level as Encounter 13b.
Have the PCs roll a perception check for each level,
but the final number doesn't matter. Each level takes
1d4 hour(s) to search through all of the books.

“Of course | do, but life and adventure are about
stumbling through and trying to figure these things
out on your own.”

«& Can you give us any advice?

“] can give you a great deal of advice, but most of it
will be useless in this situation. | can tell you that
you will view the world in a way that you've never
considered before finding the key to what you seek.
The journey is as important as the destination.”

On the level below the reading room in the library,
you finally discover the book that you've been
looking for: A Rogue's Best Friend. The novel reacts
to the bookmark in your groups possession and
pops out of the bookcase. Falling to the floor open, a
swirling portal of blue and gold magic appears in
the air before you.

The PCs cannot see through the portal, and if they stick
any body part through they are sucked into the next
room.

« Can you be any more cryptic?

“Yes, it if would make you feel any better.”

&« \What do you know about a monk named
Raposa?:

Your world turns to silver for a moment before you
appear in a small 15' by 15" room. A pillar in the
rear of the chamber is covered in hundreds, if not
thousands, of runes, letters and glyphs. The portal
that brought you here is still swirling behind you.

“That not everyone is ever what they seem.”

« \What do you know about Buck?

If the PCs examine the pillar, read the following box
text.

“That | should never have partaken in the goddess's
wine-cellar before creating such a contraption. It
doesn't have much of a personality, but it means
well.”

It doesn't take you long to discover script that you
can read, it says “The End.”

When the PCs are done asking question, continue with
the box text.

If the PCs check their pockets at this point (as the
divination told them to do at the beginning of the mod),
read the following box text.

Smiling, the fox bows one final time before
disappearing. You can hear a whispered voice in the
wind. “May Illudra's luck always bless you.”

Remembering the divination, you reach into your
pocket. You feel something that wasn't there a
moment ago and pulling it out you are holding a
plain coin hung on the end of a lanyard. You have
found the relic that you were sent to
retrieve[Nancy Leel44][Damian Mi145]
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If the PCs don't remember to check their pockets or
can't seem to figure out the meaning of the riddle,
continue with this box text. Tim in Encounter 20 will
remind the PCs about the divination if they have
forgotten.

“Ha! I knew it! You just didn't check your pockets!
You gotta love llludra, she and her priests have a
flair for trickery.”\[Nancy Leel48]

Got it!

This has to be some sort of sick joke, to send you all
this way for
nothing.[Nancy Leel46][Damian Mi147]

Feel free to let the PCs continue to search the temple,
but don't remind them of the divination.

If the PCs are done with the temple, read the following
box text.

With nothing left to do, you rest and relax until the
skyship returns.

» When the PCs are finished exploring the temple
GO TO Encounter 20 (page 34).

ENCOUNTER 20
THE FLIGHT BACK HOME

“Fantastic!” Looking you up and down, the
spellcaster frowns, “Hmmmm, I think you've
overstayed your welcome here. We REALLY need
to get you back to Raia. Follow me!”

You are escorted quickly through the city, saying
your goodbyes (and handed back the gear you left
to be enchanted). Leaving the city, Tim breaks into
a run as you make your way back to the crack
between the worlds. Legions of mirror-wraiths
appear in the distance, as if sensing your party.
Thousands of the beasts ignore the warded city and
begin chasing you across the rolling hills.

“I hope you remember how we got here,” the
panting sorcerer screams, “because we don't have
much time!” Tim stops suddenly, cupping his hands
so he can help each of you up into the crack. With
his aid you leap between the worlds and land back
in Raia.

As time runs out on the island, you find yourselves
battered by a storm that shakes the entire island.
Trees shatter behind you as the sky ship appears
from within the storm. Minutes later, you find
yourselves below deck as the vessel returns to Howl.
During the ride back, your skin takes on a
distinctive silvery sheen and your pupils take on a
mirror-like glow. Hopefully Tim's spell will last
until you can escape the twisted dimension.

As the sky ship docks, you are greeted by Tim who
is now sporting a short silvery dress ending in
tasteless tassels.“Hello everyone! How was storming
the castle?”

» GO TO Conclusion E (page 37).

CONCLUSION A

If the PCs hadn't figured out to reach into their pocket
to discover the relic, read “Divination.” If they have
discovered the item, continue with “Got it!”

Divination

Tim looks at your group in surprise, “What do you
mean you didn't find it?”

Pacing for a moment, the sorcerer's eyes light up in
revelation. “What did that divination the
Chancemaster say? Something about checking your
pockets?”

Confused, you reach into your pocket and discover
a coin at the end of a stained lanyard.

Tossing the card away, you go about the rest of your
day. Your day becomes progressively more exciting,
but unfortunately not in the way that you hoped.
After knocking a full glass off the table and it
shattering on the floor, you accidentally catch your
clothes on the door knob and are greeted by a loud
rip. Getting that mended wasn't too bad, but you
swear that your clothes aren't sitting correctly after
the repair.

Then there was that wagon that accidentally ran
over your foot, having a bucket of water
accidentally falling on your head, a letter from
Amthydor about 'back taxes owed," having your
entire dinner fall into your lap, and having to kick
in your own front door after forgetting your key,
that makes you wonder if you shouldn't have gone
to visit the Chancemaster.

Now that you've finished explaining to the Diamond
Watch about having to break into your own home,
at least you can look forward to tomorrow and a bit
more luck.

THUS ENDS APRIEST'S PLEA
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TIMEUNITCOST:1TU

CONCLUSION B

Deciding not to work for the Chancemaster, he nods
in understanding. “I understand that not everyone
is up to the challenge and I don't blame you. May
the Goddess smile upon you today.”

With that he hops off his chair and heads into the
back room.

Your luck turns rotten the moment that you get up
to leave from House of Fortune. Fifteen feet away
an over-excited winner throws his hands up into the
air and sends flying a tray full of sugary beverages
that land on your back. If that weren't bad enough,
the apprentice wizard who offers to wuse
prestidigitation to clean you up accidentally miscasts
the smell and makes you reek like you've rolled
around in troglodyte musk.

Thirty minutes later after the apprentice’s master
reverses the spell, you are walking out of the Scribes
District when you step around the corner and
directly into the edge of a passing cart. The day
doesn't seem to get any better as you accidentally
knock your plate off of the table at dinner directly
into your lap, earn a nice bruise when a rope snaps
and drops a chandelier on your shoulder, and you
arrive home only to find one of the windows
shattered by a hard ball earlier in the day.

At least you can look forward to tomorrow and
hopefully a bit more luck.

the human male looks up like speaking to a creature
at least twelve feet tall.

“Darling, if I've warned you more than once that it
isn't a good idea to teleport to my home. What we
had together is over because | can't take the
constant plotting of your family or the mess the
imps kept leaving on the floor. Seriously, how hard
is it to house train imps? That and your mother
trying to kill me was the last straw —but out of my
love for you | only banished her between realities
for a few hundred years.

“Anyways, because you can't listen, my
teleportation barrier has landed you in the upper-
most reaches of the Northern Wastes, five thousand
miles from my home. To discourage you from
showing up again my trap has placed a dimensional
anchor on you that should fade in a few weeks. |
traded in a few favors throughout the planes to
ensure that you can't just dispel the magic
immediately, but knowing how impatient you are
this seemed the only way to get you to think about
why | left.

“l just want you to know that it isn't you, this is all
me and | apologize for your heartbreak. I know it
was crazy to think that a human and a pit fiend
could fall in love, but those weeks after |
accidentally married you were some of the most
peaceful in my life. Goodbye.”

With that the illusion fades from sight.

THUS ENDS APRIEST'S PLEA

TIMEUNITCOST:1TU

CONCLUSION C

The PCs were warned that teleporting to Tim's home is
dangerous and they get thrown massively off course.
[Damian Mi149]

The PCs will be unable to use any Conjuration
(teleportation) spells for 23 days due to the
Dimensional Anchors surrounding each PC.

If the PCs search the cave: “Searching the cave, you
discover the remains of some chitinous beast that must
have been at least 25' long before something consumed
everything but the hard plates. Something caved a heart
on the wall of the cavern with the names 'Tim and Lord
Thraxadorious' in the center.”

Knowledge (arcana) DC 22 to identify the remains:
“In life, this was a Remorhaz, a huge worm-like beast
that's carapace can glow hot enough to melt weapons.”

Finishing your spell, you feel your world twist into a
knot as your vision is filled with silver light. Then,
like running into a brick wall face first, the silver
light turns crimson and you careen into the the
aether. Landing on a dirt floor, you find yourself in
a cave. Wind roars outside of the entrance and
you're greeted to the sight of a raging blizzard.

Before you can act, a translucent figure appears
before you. Dressed in a tar-stained wedding dress,

True to his word, it takes 23 days before the
Dimensional Anchor finally fades. After many trials
and tribulations, you finally arrive back in
Amthydor weary from your journey. The
Chancemaster is thrilled to hear that you survived
your journey and offers to meet you at the
Dauntless Dolphin for dinner.

Arriving at the arranged time, you notice the small
halfling sitting at a table filled with food and
pitchers of Bailtor's famous black ale. After
recounting your story to the priest, he shakes his
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head in wonder. “I was warned that Tim was
eccentric, but 1 had no idea until now. When you
didn't arrive at the caravan, | began to worry and
sent some of my parishioners to find you. When
unsuccessful, | contacted the Diamond Watch
fearing the worst.”

After taking a sip from his mug, the Chancemaster
continues. “My divinations said that you were alive,
but I couldn't trace you. | was forced to send
another group of adventurers to retrieve the relic
and they returned after two weeks successful.
Unfortunately I don't have the funds to pay you for
your trouble since | had to pay double after word of
your disappearance spread throughout the city. |
wish you good luck in the future and hopefully less
erratic travels.”

With that the Chancemaster leaves you to your
meal.

sun in the bushes, you watch as Tim emerges from a
house talking to the mayor.

Then you hear it...that sound. The laughter. They're
laughing at you!

The children must be silenced.

How dare these abominations enjoy the life you no
longer have!

Rushing out of the bushes, your long mirrored-
fingers reach for the closest abomination that's
screaming in terror. Sweet, sweet terror....

Hearing the scream, Tim looks up and barks a word
of power as he points a finger at you. A sickly green
ray jumps from his hand and strikes you in the
chest. You scream as you turn to dust.

The mayor runs to the child and envelops the girl in
her arms. Tim nods as he says, "'Go back inside and
I hunt down the rest of the mirror wraiths."

THUS ENDS APRIEST'S PLEA

TIME UNIT COST: 24 TUS IF THE PCS CAN
TELEPORT HOME, 180 TUS IF THEY HAVE TO
WALK [Damian Mi150]

CONCLUSION D[Damian Mi151]

This is an instant death encounter for the PCs, the
Huge Swarm of Mirror Wraiths picking off the PC
and automatically dealing 4d6 Charisma damage
every round and causing the Distracted condition
(Fortitude DC 15 + ATL negates; cannot attack, cast
spells, concentrate on spells, do doing anything that
requires attention; only a single move action allowed to
move) The swarm only takes a single point of damage
from weapons every round and only if the PC has a
Ghost Touch weapon. Unlike traditional wraiths,
Mirror Wraiths' aren't powerless in daylight, they just
don't like it.

This isn't a fair fight at any level, and the swarms are
relentless for the chance to corrupt another soul.

Leaving the safety of the home, you find yourself
alone as you meander through the city. The hairs on
your neck begin to rise as a hand reaches out of the
ground and grabs your foot. As if all happiness and
joy had been ripped from your body you find
yourself surrounded by a swarm of mirror wraiths.
Agonizing seconds later you awaken with one
thought in your mind: hatred.

As the night ends and daylight creeps along, you are
momentarily blinded at daybreak. Hiding from the

NOTE: The adventure can continue if up to half of the
group dies. The PC(s) is/are dead and can only be
brought back to life with a Resurrection spell. There
are no clerics in Howl willing to cast the required spell,
believing that a soul that has been killed by a Mirror
Wraith is forever corrupted and should be allowed to
be purified with their god or goddess in the
afterlife.[Damian Mi152]

If no PCs remain alive, Tim will bring back their
remains to Amthydor before teleporting away.

It costs 10,910 gp to be Resurrected][Damian Mil53]
in Amthydor with a single Permanent Negative Level
(that can be removed with a Restoration spell costing
and additional 1,280 gp). Have the PCs record this in
the Notes section on their log sheet and if they paid to
have the negative level removed.

THUS ENDS A PRIEST'S PLEA

TIME UNIT COST: 13 TU (IF RESURRECTED)

CONCLUSION E

Crashing through the portal back into Raia, you're
ears are filled with the screams of kobolds who are
again fleeing back into the swamp. The vertigo of
the interplanar travel passes quickly, right as a
black fletched arrow slams into the ground near
Tim's foot. Beautiful women, dressed in finely
crafted mail, pull back cowls to reveal heads full of
snakes as the leader screams, “The kobolds were
telling the truth! Sisters, defend our kingdom
against the invaders!”\[Damian Mil154]
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Tim screams “grab onto me” as he begins casting a
spell. Just before the next volley of arrows crash
into the ground, you're yanked to safety by a
teleport spell. Appearing on the teleportation
platform outside of Tim's home, the spellcaster
breaths a sigh of relief.

Standing up, the sorcerer lends a hand to your
group to stand up. “Well I think my job here is done
unless you're sticking around for more muffins.
Otherwise | can whip you up a few mounts to get
you back to Amthydor quickly.”

If the PCs want to stay to learn how to bake Tim's
muffins for the MUFFINS! cert, this is the point when
they need to speak up.

Continue with the box text.

True to his word, Tim summons up magical mounts
with what he calls the Phantom Steed spell, and you
land outside Amthydor's gates as sunset
approaches. It takes less than an hour to arrange a
meeting with the Chancemaster down at the
Dauntless Dolphin.

Entering the Dolphin, you greeted by the calls from
your fellow adventurers welcoming you back to
Amthydor. Bailtor nods to you and points towards a
table along the wall. Sitting where the burly man is
pointing is the Chancemaster and a table full of
food and pints of Bailtor's black ale.

When the PCs sit down, continue with the box text.

The Chancemaster smiles as he greets you. “Did
you find it?”

After listening to your tale, the halfling chuckles
before taking a sip of ale. “Amazing, that sounds
like quite the adventure. I was lucky to have found
competent adventurers such as yourselves.”

Pulling a sack of gems out for each of you, the
halfling concludes his meal. “As much as I'd like to
stay, | want to get back to the House of Fortune and
begin planning the next stage for our expansion.
Thank you again and have a lucky day!”

With that your employer leaves you to your fine
meal.

THUS ENDS APRIEST'S PLEA

TIME UNIT COST: 12 TUs or 55 TUs if the PCs
want the MUFFINS! Cert.
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EXPERIENCE POINT SUMMARY

ATL9

ATL 11

ATL 13

ATL 15 ATL 17

Module Experience

2900 4500 7000 10500 17000 28000 28000
Roleplaying XP Bonus

100 200 200 500 500 500 500
Maximum Possible XP

3000 4700 7200 11000 17500 28500 28500

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater than the ATL
at which the adventure was run. However, the maximum experience a specific PC can earn is also limited to the
next higher ATL above his “personal ATL” level (his character level rounded up to the nearest odd number). For
example: a 3rd level PC plays at the same table with high-level players and the group comes out to be an ATL 9.

The maximum amount of experience the 3rd level PC can earn would be based on ATL 5, but a 6th level PC

(personal ATL 7) would earn XP based on ATL 9. With such a disparaging range of experience earned from 1st all

the way to 19th levels, this is the only way to make sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

Treasure earned (other than gold) is based on the PCs

Average Table Level that experience was earned at, not

the Average Table Level (ATL) at which the PC played.

See example under experience for further explanation.

Encounter 1

» 300 gp x ATL -or- 600 gp x ATL if they
successfully talk the Chancemaster into more.

Encounter 2

» Red Glass Slippers, 1 total (Value: 38,400 gp, Size:
Tiny, Tradable: Yes, Rarity: Common, 11" level
caster, Legality: Legal)

» MUFFINS!, 1 per PC who spends the TUs (Value:
Time you'll never get back, Tradable: No, Rarity:
Common, Legality: Legal)

Encounter 3 (Optional)

» Gratitude of the Sha Shari, 1 per PC who trades in
Favor of the Sha Shari (Value: None, Tradable:
No, Rarity: Common, Legality: Legal)

Encounter 5 (Optional)

» Krahe, 1 total for a PC who trades in The One Ring
Gate cert (Value: 0 gp, cannot be sold, Tradable:
Yes, Rarity: Rare, Legality: Legal)

Encounter 9 (Optional)

» Rubber Ducky, 1 per PC if they take them (Value:
1 cp, Tradable: Yes, Rarity: At least one in every
good bath, Legality: Legal)

Encounter 13C

» 99 Rules of Adventuring, 1 total (Value: 20,000 gp,
Tradable: Yes, Rarity: Uncommon, Legality:
Legal)

» Fantasma, 1 total (Value 10,000 gp, Tradable: Yes,
Rarity: Uncommon, Legal: Yes)

Encounter 17 (Optional)

» Mirror Wine, 1 per PC who takes a bottle (Value:
1000gp, Tradable: Yes, Rarity: Uncommon, Legal:
Yes)

Encounter 20
> Mirrored Vision, 1 per PC (Value: none, Tradable:
No, Rarity: Uncommon, Legality: Legal)
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Players' Handout #1

Good Afternoon, | need you meet me at the House
of Fortune at second bell-

Chancemaster Keevon
SWiFtsurA[Nancy LeelSS]\[Damian Mi156]

Players' Handout #2

yowr potkety ot The End.

Players' Handout #3

The treasure that you seek can be unlocked in a

book. We recommend A Rogue's Best Friend

. __________________________________________________________________________________________________________|
. __________________________________________________________________________________________________________|
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GM AIDE #1

Have each player roll 1d100 and add their Profession (gambler) score (if
applicable).\[Damian Mi157]

1d100 Result
01-40% Bust

41-51% 17
52-61% 18
62-71% 19
72-81% 20
82-90 21

91-100% Blackjack (autowin)

Unless multiple Blackjacks occur, the player with the highest modified roll
wins. Multiple Blackjacks means everyone gets their bet back.

. __________________________________________________________________________________________________________|
. __________________________________________________________________________________________________________|
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GM AIDE #2

Tim will begin combat by casting Time Stop, followed by Shapechange (huge air elemental and flying strait up),
and Summon Monster 8 (Summoning as many fiendish T-rexs as possible). After time resumes, Tim will pick off
his targets who can still fight back as the T-rexs and House immobilize foes. If he needs more time to summon
shields, he'll cast Time Stop a second time.

Y Tim the Sage[Damian Mi158]

CN Human Sorcerer (aberrant) 19

Init +4; Perception -2

Languages: Common, Celestial, Infernal

AC 33, touch 21, flat-footed 22 (+6 natural, +6 armor, +1 dodge, +6 deflection); 50% ignore crit/sneak attack.

HP 154 (19d6+74)

Fort +10, Ref +6, Will +11; SR 29

Speed 35 ft.

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

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

Space 5 ft.; Reach 5 ft (touch attacks 15 ft).

Spells: Cantrips: (DC 20, unlimited times/day) Detect Magic, Read Magic, Detect Poison, Light, Disrupt Undead,
Message, Prestidigitation, Arcane Mark, Touch of Fatigue; 1st Level: (DC 21, 8/day) Shield, Hold Portal, Magic
Missile, Shocking Grasp, Ray of Enfeeblement, Enlarge Person; 2nd Level: (DC 22, 8/day) Resist Energy, Glitterdust,
Shatter, Levitate, Rope Trick, See Invisibility; 3rd Level: (DC 23, 8/day) Dispel Magic, Sleet Storm, Tongues, Vampric
Touch, Tongues; 4th Level: (DC 24, 7/day) Crushing Despair, Wall of Ice, Bestow Curse, Fear, Black Tentacle; 5th
Level: (DC 25, 7/day) Baleful Polymorph, Planar Binding (lesser), Fabricate, Polymorph, Feeblemind; 6th Level: (DC
26, 7/day) Planar Binding, Permanent Image, Chain Lightning, Veil; 7th Level: (DC 27, 7/day) Banishment, Limited
Wish, Elemental Body 1V, Plane Shift; 8th Level: (DC 28, 6/day) Dimensional Lock, Shout (greater), Summon Monster
8, Mirror Dimension Adaptation U"auesrell: gth |_evel: (DC 29, 4/day) Meteor Swarm, Shapechange, Time Stop

Str 12, Dex 10, Con 14, Int 18, Wis 7, Cha 30

Base Atk +9; CMB +10; CMD 20

Feats Eschew Materials, Improved Unarmed Attack, Combat Casting, Dodge, Fleet, Great Fortitude, Improved Great
Fortitude, Iron Will, Improved Iron Will, Craft Wondrous Items, Craft Magical Arms and Armor, Brew Potion, Craft
Construct, Improved Initiative, Skill Focus (baking)

Skills Craft (baking) +26, Craft (smith) +20, Knowledge (arcana) + 24, Knowledge (planes) +24, Spellcraft +24,
Survival +17, Use Magical Device +32

Special: Long Limbs, Unusual Anatomy, Acidic Ray, Alien Resistance (see Pathfinder Role-playing Game)
Equipment Staff of Fire (in Glove of Storing), Wand of Invisibility (25 charges), Wand of Cure Serious Wounds (10
charges), Bracers of Armor +6, Amulet of Natural Armor +6, Belt of Mighty Constitution +2, Headband of Mental
Prowless (Int & Cha) +6, Nightgown of Protection +6.

X Augmented Colossal Animated Object (The House)

N Colossal (tall) construct

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

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

hp 177 (13d10+80)

Fort +3, Ref +3, Will -2

Defensive Abilities hardness 20; Immune construct traits; fire

Speed 30 ft.

Melee 3 slams +19 (2d8+18 + grab) + Constrict on a successful grab (2d8+18)

Space 30ft; Reach 30ft

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

Base Atk +11; CMB +37 (+4 grapple); CMD 45

SQ Construct Points: Additional Attacks (two), Grab, Constrict, Metal (Adamantine)

Special: When the house dies it will collapse upon the PCs, burying them alive. See the Environment Chapter in the
Pathfinder Core Rulebook for details.
. ________________________________________________________________________________________________________________________________________________________|
. ________________________________________________________________________________________________________________________________________________________|
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GM AIDE #3

Temple Flowchart

The temple is larger on the inside than the outside, and the room are all different sizes that
won't fit well on a traditional drawn map. The yellow circles shows the proper path to get to
the relic, although PCs will miss out on treasure and role playing opportunities if they don't
decide to explore. The numbers represent each encounter in the mod.
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GM AIDE #4

Demon Room
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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. (€) "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
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