
 

Riddle in the Bones 

LSJ 188 

By Damian Miller 

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

 

 

There's a job for you at the Hall of Venturers and the client has requested 

your aid personally, but not everything is as it appears to be.  

For levels 1-11. 

 

 

 

 

WWW.THESHININGJEWEL.COM 

 
Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. 

See Paizo.com for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee 

compatibility and does not endorse this product. 

Part 2 of the Fate in the Cards series. 

You can only play this module if you have a Card of Fate cert from LSJ 158 Kismet. 

This series cannot be played out of order. 

This series can only be played by the same PC in Kismet. 
 
 
 
 
 
 
 
 
 
 
 



 

 

LSJ188 Riddle in the Bones Page 2 
 
 

CREDITS 

Author . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Damian Miller 

Editor(s) . . . . . . . . . . . . . . . . . . . . . .. . . .  Nancy Lee Clark 

Plots Coordinator . . . . . . . .David Samuels & Eric V Clark 

Playtesters. . . . . . . . . . . . . . . . . . . . . . . . . (Names) 

LEGAL TEXT 

PATHFINDER is a registered trademark of PAIZO 

PUBLISHING, LLC, and the PATHFINDER ROLEPLAYING 

GAME and the PATHFINDER ROLEPLAYING GAME 

COMPATIBILITY LOGO are trademarks of PAIZO 

PUBLISHING, LLC, and are used under the Pathfinder 

Roleplaying Game Compatibility License. See 

http://paizo.com/pathfinderRPG/compatibility for more 

information on the compatibility license.  

THE SHINING JEWEL, LLC; TSJ, LLC; TSJ, LLC LOGO; 

LEGENDS OF THE SHINING JEWEL; LSJ; LSJ LOGO; and 

RAIA are trademarks of The Shining Jewel, LLC. Tournament 

detail copyright 2013 by The Shining Jewel, LLC. ALL RIGHTS 

RESERVED. This scenario is intended for tournament use only 

and may not be reproduced without approval of the Legends of 

the Shining Jewel Campaign. 

WELCOME TO LSJ! 

This is a Legends of the Shining Jewel campaign adventure. It is 

written to be played in a standard four-hour convention time slot. 

Some of the text in this adventure is in bold 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. 

CALCULATING ATL (AVERAGE TABLE LEVEL) AND THE 

POWER OF PCS 

Add up the levels of all characters at the table (plus cohorts and 

entourages) and any animals that will take part in combat that are 

not granted by class features (such as familiars, animal 

companions or bonded mounts). Divide this total by 6, regardless 

of how many player characters are at the table. This gives you the 

Average Table Level (ATL) for running combats. 

Not all parties are created equal. Some level 1 parties can handle 

anything the GM can throw at them and some level 3 parties are 

relatively weak for their levels. If the GM finds that the party at 

the table is really not up to the challenge of the tier, he should 

adjust the encounters DOWN for that party. This is particularly 

important if the party has a broad mix of experience levels, is 

lacking clerics and paladins who can heal, or is a “role-playing” 
rather than “battle-ready” party. The encounters should be a 

worthy challenge, not an impossible task or a slaughter fest. 

Regardless of what the instructions say, the GM should let 

common sense rule the day (and the module) 

LIFESTYLE IN LSJ 

Player Characters have to spend money on many things 

during downtime: food, rent, repairs on weapons and 

armor and other daily expenses. In the LSJ Campaign this 

is reflected in Lifestyle Costs, 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 

After the events in Kismet where the PCs were 

marked by the diviner Tal de'Azir to fight against a 

coming threat and given one of the magical items 

known as the Cards of Fate. This adventure 

continues the mystery as the PCs discover an ally 

within the enemy's ranks. 

 

LSJ 158: Ian Razorwind- Half-orc wizard and 

captain of the ship Siren's Song. 

LSJ 158: Mister Jackson- Halfling sailor and 

second in command of the Siren's Song. 

LSJ 158: Tal de'Azir- Half-elf diviner who left the 

PCs his wealth in Kismet and warned them about a 

coming threat. 
ADVENTURE SUMMARY  

Introduction: Invited to a meeting with Melton 

Dadderhoff, the PCs are offered a job clearing out a 

recently discovered dungeon filled with undead and 

treasure. 

Encounter 1: The PCs discover their contact dead in 

his room. Finding a note from an old friend, they are 

told that they need to set sail immediately on the 

Siren's Song. 

Encounter 2: Discovering more clues, the PCs are 

dropped off a week later just south of the Mystwood.  

Encounter 3-9: The PCs will explore an abandoned 

Temple of Mordana trying to discover what is going 

on. 

Conclusion A: PCs don't meet with Dadderhoff and 

the series ends for them. 

http://paizo.com/pathfinderRPG/compatibility
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Conclusion B: PCs are ambushed heading to 

Redrook and killed. 

Conclusion C: PCs fail to meet with Captain 

Razorwind and his ship and crew are murdered in a 

massive explosion. The series has ended for them. 

Conclusion D: The PCS lose the fight to the hands. 

Conclusion E: The PCs succeed at discovering what 

is hidden in the temple and return to Amthydor. 

 

INTRODUCTION  

A crisp autumn wind blows over the Amthydorian 

bay, bringing in the mingled scents of drying 

leaves and salty air throughout the city. With the 

morning sun shining brightly overhead, it's a little 

wonder that your peace is disturbed by a knock at 

near the bottom of your door. 

 

When the PCs open the door, continue with the box 

text. 

Standing before you is a diminutive humanoid, a 

bit less than two feet tall. The ten-or-so year old 

halfling child with curly blond hair and a nose 

covered in freckles stands before you, looking up 

at you expectantly. The child holds out to you a 

letter that is nearly as large as his head. “Good 

morning, I have a letter for you from the 

Fraternity of Venturers.” 

 

Give the players Player's Handout 1. 

Once the PCs read the letter, continue with the box 

text. 

Seeing that his job is done, the messenger bows 

before leaving your home. The ringing of bells 

throughout the city mark the time as nine o'clock. 

 

 If the PCs head to the Hall of Venturers 

Continue with the Box Text. 
 If the PCs decide not to go to the Hall of 

Venturers GO TO Conclusion A (page 30). 

 

Passing by dozens of adventurers that you don't 

recognize, you finally arrive at the chaos of the 

Hall of Venturers. As you finish hitching your 

horses to a nearby post, a half-elf dressed in the 

adventurer garb of someone from the Sea of Fire, 

holds open the door for his companions who enter 

the building, laughing. Nodding towards you, he 

continues to hold the door open waiting for you to 

enter. 

 

Once you've passed through the door, it closes 

with a click as the half-elf walks past a middle-

aged woman who shoots the man a dirty look. 

Shaking her head in frustration, the woman 

begins to direct the chaos filling the packed 

waiting room. Clusters of adventurers sit or mill 

about the room, talking and joking with one 

another as the beleaguered secretary tries to 

maintain order. Before long you hear your names 

called out by the secretary. 

 

Wait for the PCs to head to the desk before 

continuing with the box text. 

Looking at you from behind folders and papers 

stacked several feet deep on the desk, the 

secretary yells over your shoulders at trio of baby-

faced explorers. "Don't you dare open that casket 

in here!" 

 

Shocked into good behavior, the trio of 

adventurers begin whistling innocently much to 

the disappointment of a spellcaster interested in 

their recent acquisition. The secretary turns back 

to you while sliding a stained folder out from the 

middle of the stack, "So, who are you again?" 

 

PC introduction time. Once completed, continue with 

the box text. 

Nodding, the woman smiles as the last of you 

finish your introduction. "Excellent, I'm glad that 

you showed up. Please go through this door and 

head to room five. Mr. Dadderhoff will meet with 

you soon." 

 

Delinda (the secretary) has no idea why the PCs have 

been summoned. It has been a busy month with well 

over a hundred new jobs arriving each week. 
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Continue with box text when the PCs head to Room 

5. 

Passing through the door, you hear a loud POP! 

from behind you. Looking, you see the secretary 

swatting at two of the adventurers who are now 

holding a squid dressed in a robe. "What did I tell 

you about opening it here? Get yourselves over to 

LoTS and maybe they can figure this out!" 

Massaging her temples as the two men leave with 

their squid, you can hear the woman mumble, 

"I'm not paid enough for this." 

 

Walking down the hallway, you can easily find 

room five. From the open door you can see a 

simple, but well crafted, oak table surrounded by 

a dozen stools and chairs designed to comfortably 

seat adventurers of every race. 

 

When the PCs enter the room, continue with the box 

text. 

Before long a haggard human man enters the 

room carrying a huge stack of papers. Setting the 

papers down on the table, the man turns to <select 

random player> and says, "Can you close that 

door, please?" 

 

Wait for the player to indicate they are doing so 

before continuing. 

Nodding in thanks, the man returns to shuffling 

through the huge stack of papers. Finding what he 

was seeking, he pulls it out and takes a seat. 

"Sorry about the disarray outside, but it has been 

an insane month. I'm Melton Dadderhoff, if you 

don't already know who I am. Anyways, onto why 

you're here. A month or so ago, a small herding 

village a bit more than two weeks ride from 

Amthydor discovered some ruins by accident and 

accidentally released some undead sealed within. 

The undead –reportedly some-sort of intelligent 

skeletons-- haven't moved more than a hundred 

paces from the ruins, but the locals don't want to 

take any chances with that kind of threat nearby. 

They're willing to pay you each 100 gold coins and 

allow you to keep anything that you find in the 

ruins. Are you interested?" 

 

 If the PCs are interested, Continue with the box 

text. 
 If the PCs aren't interested, GO TO Conclusion 

A (page 30). 
 

As you accept the job, Melton smiles. "Excellent, 

I'm sure our clients will be happy to hear that. I 

do feel that I need to tell you that the client 

requested you each by name for this particular 

job – apparently tales of your exploits are 

beginning to circulate within and near the 

Protectorate. Anyways, I'm sure that you have 

some questions regarding this job like 'can we get 

more money,' 'who hired us,' or 'where do we 

need to go,' so feel free to ask." 

 

 Can we get paid more? 

"I'm afraid not, I've already taken possession of 

your payment and you will be paid upon your 

successful return from the mission. Honestly, 

we're talking about a small town that probably 

had to sell most of their horses to pay for your 

help already, so quit being so greedy." 

  

 Who hired us? 

"His name is Lee Horsebreeder, a young human 

man from the hamlet of Redrook." 

 

Knowledge (Geography) DC 20: “Redrook is a very 

small village outside of the Protectorate that raises 

goats for high-price artisan cheeses.” 

 

 Where are we supposed to go? 

"You can meet your client at an inn on the 

northern edge of the Port District. The inn's name 

is Ubwa's Roost, a hostel specializing in short-

term accommodations. He can lead you to 

Redrook."  

  

 Where is Redrook? 

"Redrook is a hamlet a two weeks ride from 

Amthydor to the south-west. The hamlet is well 

outside of the Protectorate's protection. That's 
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why they are hiring adventurers rather than 

asking the Diamond Legion for help."  

  

 What can you tell us about Redrook? 

"Redrook is a small hamlet outside of the 

Protectorate, specializing in goat cheese. There 

are a few dozen human and halfling families who 

live there."  

  

 Why hasn't the village asked the Diamond 

Legion for help? 

"Redrook lies well outside of the Protectorate, so 

that's why they are hiring adventurers. The 

townsfolk value their independence and don't 

want to owe Amthydor a favor in the future."  

  

 Why didn't the village ask for divine help 

from the temples/gods? 

"Be glad that they didn't. The temples would have 

taken a cut of what you're being paid before 

contracting us to find adventurers for this 

mission. The temples in Amthydor don't run on 

faith alone, they always need a bit of gold for this 

and that."  

  

 Why don't the villagers want to become part 

of the Protectorate? 

Melton shrugs, "Who knows?  They might just 

enjoy their independence but I'm not exactly sure 

their reasons. You can always ask Lee."  

  

 Why didn't they just hire us directly? 

"Finding someone in a city of nearly 200,000 isn't 

as easy as it sounds. The Fraternity of Venturers 

keeps decent records so we have a general clue 

where to find adventurers when we need them for 

a job." 

  

 Do you know why they asked for us by name? 

"I have no idea. Apparently, you made a good 

impression on someone in the recent past and 

they've spoken highly of you to others. You'd have 

to ask Lee Horsebreeder, your guide, for more 

details."  

  

 Why isn't Lee here right now? 

"Have you noticed how insane it is out there 

today? It's been like that for a month now and I 

figure it'll be easier for you to meet with Lee at the 

inn where he's staying."  

  

 Where is Lee staying? 

"At an inn on the northern border of the Port 

District, Ubwa's Roost. Just ask for Lee at the 

front desk. They should know that you're 

coming."  

  

 What does Lee look like? 

"He's a human man in his early twenties with 

short blonde hair and a really bad mustache that 

he should shave off –the thing looks like a 

caterpillar died under his nose. He's a few inches 

under six feet in height and smells like goats." 

  

 Why does he smell like goats? 

"Apparently Redrook is known for their goat 

cheese, so I imagine he's normally a herder or 

works closely with the goats."  

  

 Why is it so busy outside? 

"It's been like that for more than a month now, 

jobs just keep coming almost faster than we can 

fill them. I've barely gotten any rest with how 

busy it has been. I'm meeting with adventurers 

nearly eighteen hours a day."  

  

 Why did your letter tell us to bring our 

horses? 

"Lee wanted to leave immediately if you accepted 

the job, so that's why I asked you to come here 

today prepared for a journey."  

  

 Will we need to get supplies for our trip? 

"Based on my interview with Lee, he has a mule 

that he is loading up with trail rations as we 

speak." 

  

When the PCs are done asking questions, continue 

with the box text. 

Gathering up his stack of papers, Melton nods to 

you as he stands up. "Good luck, remember to 

meet up with Lee over at Ubwa's Roost before 

leaving the city. He has more information that you 

might find useful. I'll see you when you return." 

With that Melton leaves the room and heads to his 

next meeting. 
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 If the PCs head directly to Redrook without 

meeting with Lee, GO TO Conclusion B (page 

30). 
 If head to the Port District/Ubwa’s Rest to meet 

with Lee, GO TO Encounter 1 (page 6). 

 

ENCOUNTER 1 

Knowledge (Local) DC 5 or Diplomacy (Gather 

Information) DC 5: The PCs can easily find Ubwa's 

Roost. 

 

Arriving at Ubwa's Roost, the PCs will find a dead 

doppelganger in Lee's room along with a note from 

Tal de'Azir telling them to go find the Siren's Song 

and get out of Amthydor quickly. This will lead to an 

objectives based fight at the end of this encounter. 

 

Leaving the Hall of Venturers, you quickly head 

down towards the port and Ubwa's Roost. Twenty 

minutes later you stand outside of a ramshackle 

three story building seemingly held together by 

decades of crusted salt. Constructed of sun-abused 

wood, the windows to the inn are open and you 

can smell the overpowering odor of fish being 

fried in. There's a hitching post outside of the inn 

under some shade and the front door is propped 

open. 

 

When the PCs enter the inn, continue with the box 

text. 

Entering the dark room, the sour smell of fried-

fish is nearly overpowering. An overweight grey 

elf sits at a desk a dozen feet into the room, 

picking his teeth with a fishbone. Behind the 

greasy man is a single door which seems to be the 

source of the foul smell and a staircase leading 

upwards. 

 

Burping, the elf sits up. "What can I do for you 

fine folk? Looking for a room, we offer discount 

rates for heroes such as yourselves." 

 

 Who are you? 

"I'm Ubwa, proprietor and owner of this fine 

establishment."  

  

 

 

 We are looking for Lee. 

"Ah, so you're the adventurers that he mentioned 

would be coming to talk with him. You can find 

him on the third floor in the Crane Room."  

 

 How much are rooms for a week? 

"One silver each, although for an extra silver a 

day I can fry up some fish for breakfast."  

This is considered Poor Lifestyle with associated 

penalties. 

 

When the PCs go upstairs, continue with the box text: 

You can easily find Lee's room from the 

information you got from the innkeeper. The door 

is made of pine and covered in a layer of 

whitewash. In the center of the door is a crudely 

drawn painting of a crane. Filth covers the white 

door, making it look grey from years of neglect 

and dirty hands. 

 

Examining the door to Lee's room: 

Perception (Smell) DC 20: You don't hear anyone 

on the other side of the door, but something doesn't 

smell right. 

  

The door is not locked. 

When the PCs knock on the door/enter the room, 

continue with the box text: 

The door before you swings open to reveal a scene 

of carnage. Lying on the bed with a punching 

dagger in its back is a naked, white-skinned 

humanoid with an overly large head. Blackish-

blood has pooled in the bed and on the floor where 

the murdered creature is laying. Flies buzz 

around the corpse, allowed in from an open 

window with a desk sitting below it. From here 

you can see you gold-gilded envelopes sitting on 

the desk. 

 

Knowledge (Arcana) DC 13: The dead creature is a 

doppelganger, an intelligent and dangerous 

shapechanger capable of stealing the thoughts from 

your head. 

 

Once the PCs enter the room, continue with the box 

text: 

The room itself is only eight feet wide and ten feet 

long. Even with the narrow bed, there isn't much 

room to stand due to a standing closet, a wooden 
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chair, a wash bowl on a stand and a chamber pot. 

This room was built for a single purpose and not 

much more. 

 

If the PCs examine the doppelganger. 

Heal DC 10: Looking over the body, you don't find 

any other injuries other than the punching dagger 

sticking out of the creature's back. 

Heal DC 15: The creature was killed with a single 

thrust from the punching dagger into the creature's 

heart. Death must have been instantaneous. 

Survival (Tracking) DC 10: You notice clawed 

footprints that tracked blood from the corpse over to 

the desk. 

Survival (Tracking) DC 15: The creature that made 

the footprints must have been at least human-sized 

and possessed a tail based on a few smears in the 

blood. 

Survival (Tracking) DC 20: You recognize these 

footprints from when you were ambushed by eryx 

assassins after your dinner in the Service District. 

The footprints disappear next to the desk, as if by 

magic. 

 

Perception (Vision) DC 20: You notice a spot on the 

doppelganger's finger that appears to be lighter, as if 

it has been wearing a ring there for a long time. 

 

Speak with Dead: The doppelganger has a +6 to its 

Will Save and will attempt to resist answering the 

PCs questions truthfully. If it succeeds at its will 

save, it will use its +9 to Bluff to lie to the PCs.  

What it knows: The doppelganger knows that it and 

its kin (one per PCs) were hired to kill the PCs in an 

ambush on their way to Redrook. After killing Lee, 

this doppelganger was sent in the city to hire the PCs 

through the Hall of Venturers. Once you were hired, 

it was going to lead you into an ambush that several 

of its kin had set up. The doppelgangers were to 

assume your forms once you were dead and return to 

Amthydor to await orders. The doppelganger doesn't 

know who killed it, the last thing it remembers was 

hearing magical words before it was paralyzed and a 

dagger shoved into his heart. 

Blood Biography: 
Who are you? Vax 

What are you? Doppelganger assassin 

How was your blood shed? Magic paralyzed my 

body and I was stabbed through the heart from 

behind. 

When was your blood shed? Less than a day ago. 

 

If the PCs examine the punching dagger: 

The T-shaped punching dagger has a wickedly 

serrated edge designed to deal massive damage 

when thrust into a victim. This blade can easily be 

hidden in a sheath at the small of your back 

without much notice. 

 

Detect Magic and Spellcraft DC 22: The punching 

dagger is a magical weapon, encircled by illusions 

and misdirection. In the right hands, this weapon 

could be very powerful. 

Craft (Weaponsmithing) DC 10 or Appraise DC 

20: This weapon is of greater masterwork quality. 

 

Craft (Weaponsmithing) DC 15 or Knowledge 

(Geography) DC 20: You recognize the style of the 

weapon as something that originated in Sadaras, a 

theocracy dedicated to Peliron. 

 

If the PCs take the weapon with them, they get it at 

the end of the module. 

 

If the PCs examine the envelopes: 

Looking on the desk there are two envelopes made 

from heavy paper and gilded with gold foil. The 

first is addressed to Captain Ian Razorwind and 

the other has all of your names on it. 

 

The envelopes do not radiate magic. 

 

Captain Razorwind's warns the sailor that he and his 

ship are in danger and need to leave Amthydor 

immediately. It also tells the Captain to take the PCs 

to the southern border of the Mystwood. 

 

Knowledge (Local) DC 5: Ian Razorwind is a half-

orc wizard who captains the pirate-hunting vessel, the 

Siren's Song. 

 

If the PCs open their envelope, give them Players' 

Handout 2. 
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Who is Tal de'Azir? 

Knowledge (Local) DC 5: Tal de'Azir was a half-elf 

diviner who left you the Cards of Fate. He was 

murdered by some mysterious foes when a prophecy 

revealed that he would help you. Tal left numerous 

letters and clues with various people to help keep you 

safe. 

 

 If the PCs immediately head to the Siren's Song, 

continue with the box text. 
 If the PCs go anywhere that doesn’t eventually 

lead them to Siren's Song GO TO Conclusion C 

(page 30). 

 

Heading downstairs, you find the grey elf asleep at 

his desk snoring loudly. Leaving the inn, it isn't 

hard to find the Siren's Song. Approaching the 

ship, a familiar halfling sailor notices your group 

and scurries down from the rigging. Master 

Jackson calls out, "Ahoy, friends. Long time no 

see, where are you off to today?” 

 

Continue if the PCs mention they need to speak 

with/have a letter for Captain Razorwind. 

"Well get on deck, I'll go summon the captain," 

the halfling says. A pair of sailors descend the 

gangplank to take control of your mounts so you 

can board the ship. 

 

When the PCs board the ship, continue. 

Emerging from his cabin, a well-dressed half-orc 

pushes his glasses up his nose as he regards your 

party. Captain Razorwind says, "Well I didn't 

expect to see you here today. What can I do for 

you?" 

 

When the PCs give him the letter, continue with the 

box text: 

Opening the letter, the wizard frowns discovering 

the contents. The half-orc's voice begins booming 

on the deck, "Mister Jackson, prepare the ship for 

an immediate launch!" 

 

The halfling looks up in surprise, "But Captain, 

half the crew are still out on leave...." 

 

"It can't be helped," the half-orc interrupts. 

Looking at your group, the captain continues, 

"Tal left me some instructions that you need to 

come with me –I'll explain after we set sail, but we 

need to get you and your horses stowed on the 

ship as soon as possible." 

 

The Captain begins bellowing towards a trio of 

sailors, "You there, get those horses on the ship 

and stowed below deck!" 

 

The entire ship explodes into well practiced chaos 

and the ship sets sail. As your vessel reaches the 

harbor's exit, a huge explosion rocks the docks 

where the Siren's Song had been docked minutes 

before. Water flies hundreds of feet into the air 

from the submerged mine that would have easily 

destroyed the ship. Even from this distance, you 

can hear the sound of alarm bells ringing 

throughout the port. 

 

Sailing onward for another hour, you are on the 

open sea when the captain can finally take a 

break. Leaving the helm, he invites you into his 

cabin. 

 

 

When the PCs follow, continue with the box text: 

Entering the half-orc's cabin, you enter a library 

that could easily be found within any mage's 

tower. Walking over to a round-top desk, the 

wizard opens the top and begins shuffling through 

some papers before pulling out a tiny envelope. "I 

apologize about the chaos before, but warnings 

from Tal tend to be justified. I think it's officially 

safe to think that our enemies know that we're 

pirate-hunters and not pirates...but enough about 

the Siren's Song. This happening all centers 

around you now. Tal gave me instructions to drop 

you off at a beach just south of the Mystwood. I 

don't know why, but Tal left me another letter 

and told me to give it to you when the time was 

right...well it seems that time is now." 

 

The Captain holds out a sealed letter with your 

names upon it in a very familiar handwriting. 

 

Give the PCs Players' Handout 3. 

 

Knowledge (Geography) DC 15: Mystwood is a 

huge old-growth forest 1500 miles away from 

Amthydor. There are several elven cities within the 

forest, but the realm remains wild for the most part. 
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As you finish your letter, the half-orc asks, "Do 

you have any questions that I can answer?" 

 

 Who is Tal de'Azir? 

"Tal was a human diviner who was murdered by 

eryx assassins. He worked as an adviser to the 

rulers of many nations during his lifetime, but had 

become secretive in his last year. From what I 

understand, he left most of his wealth to you in his 

final will and testament." 

  

 Do you know anything about our enemy? 

"No, I don't sadly. If I had to guess, your enemy 

values their secrets and works from the shadows 

to whatever their ends. I wouldn't try to fight 

these foes straight on because you're likely to get 

stabbed in the back if you do."  

 

 Did you know what's in the letter? 

"No, I don't. Tal left it in my care for you at the 

right time and I respected the trust that he put 

into me."  

  

 Do you know anything about a fey guardian 

living in the Mystwood? 

"I've heard of legends concerning ancient 

creatures such as these, but if such a being 

actually exists then it must be powerful to remain 

hidden for so long. Whatever you do in such an 

instance, give the fey the respect that it is due."  

  

 What do you know about Mystwood? 

"It's an ancient forest full of trees hundreds, if not 

thousands of years old. Elves live within the forest, 

but they are a secretive lot and it wouldn't do for 

you to be found within their domain without 

invitation."  

  

 How were we able to leave so quickly from the 

docks? 

Flashing a tusky grin, the captain opens his vest 

and flashes you pin of the Diamond Legion's 

Pirate Hunters, a skull-and-crossbones with a line 

drawn through it. "I have my contacts within the 

city, the Diamond Legion, in particular the Navy, 

who know that I'm working in secret as a pirate-

hunter away from the city. I'll explain what 

happened when I return to port in a few weeks."  

  

Knowledge (local) DC 5: "The skull-and-crossbow 

pin that Captain Razorwind has shown you is that of 

the Pirate Hunters, the Diamond Legion's pirate-

hunters. This pin indicates that the Siren's Song must 

work with the Diamond Legion." 

 

When the PCs are done asking questions, continue 

with the following box text: 

The door to the cabin swings open and slams 

against the wall. Master Jackson rushes in with a 

curse on his lips. "Pirates, Captain! Damned 

pirates! How did they know we'd go this way?" 

 

Grabbing a telescope on the way out of the room, 

the half-orc runs up the steps and onto the bridge. 

Looking through the device, the Captain growls, 

"Eight...no, nine vessels all flying the brigand's 

colors and heading directly towards this ship." 

 

Joining his captain on the deck, the halfling points 

towards the north-east. "Captain, if we head that 

way, then we only have to fight the one ship." 

Slamming his hand against the railing, Razorwind 

fumes, "There's no way we can outfight the sea 

rats with two-thirds of our crew still in 

Amthydor." 

"We don't need to outfight them, sir," the halfling 

chimes in, "we only have to outrun them. They're 

only armed with light catapults that have half the 

range of our ballista." 

 

"Hmmm, not a bad plan." The half-orc turns to 

you, "Alright, here's what we'll do. I need my 

crew to sail the ship and I'll stay busy countering 

any battle magic thrown at us. I need two things 

from your group, to repel pirates boarding the 

ship and to take out the enemy's sail using the 

rear ballista or your own battle spells. We should 

only need three good shots to destroy their sails. I 

imagine the real battle will begin when we're 

about five hundred feet away, which should 

happen in less than an hour. Any questions?" 

 

 How do we use the ballista? 

"A single man can load and fire the ballista every 

other round, and outside of that it's like using a 

really large crossbow. Pull the trigger and all hell 

breaks loose."  
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 Why don't we shoot at the ship and try to sink 

it? 

"It'll take more than what we have to punch 

through that hull at these ranged. If I had my 

other battle-casters with us then we could consider 

trying to sink the ship, but I'm the only one here 

capable of countering the spells they're sure to 

throw at us."  

 

 Do we have any other siege weapons? 

"No, the reason we were in dock was that we were 

retrofitting our ship with heavier weapons. Except 

for the light ballista, all of the other weapons had 

been removed from the ship.” 

 

 Why not use your spells to attack the ship's 

sails? 

"Because I'm sure they have casters, ready to 

counter any of my battle spells once we get into 

range. No, this battle is going to devolve down to 

traditional weapons."  

  

 

 What about their allies in the other pirate 

ships, don't we have to worry about them? 

"They're in lighter, single-mast caravels but we're 

a lot faster than they are. It might take a few days, 

but eventually we'll cross the horizon and can lose 

them."  

  

Continue with the box text when the PCs are done 

asking questions. Allow the PCs any time they want 

to pre-buff before the fight, but assume that 5d2 

minutes pass from the point they cast their spells to 

when the first round of combat begins. 

 

Sailors crawl up and down the rigging, drawing as 

much speed as they can out of the strong wind 

coming from the west. Mister Jackson stands on a 

step-ladder piloting the Siren's Song as the 

Captain keeps a close eye on the ship. The minutes 

drag on as the two vessels draw closer. 

 

A volley of dozens of arrows explodes from the 

ship towards the Siren's Song, but they clatter 

harmlessly off of the hardened ships deck. The 

half-orc wizard barks out words of power, 

slashing his hand down and dispelling a fireball 

harmlessly over the water. The battle has begun as 

an ax-wielding ogre and several drow warriors 

materialize on deck. 

 

Combat Notes: 
Use GM Aide 1 for the map of the battle. 

An invisible bard is using a Wand of Dimensional 

Door to teleport troops onto the deck. The ogre's goal 

is to chop down the ship's masts while the drow 

warriors attack the crew, focusing on obvious 

spellcasters first. Due to the spells that Ian has cast 

upon his ship (Hardening, LSJ Campaign Guide page 

119), it will take the ogres 10 rounds to chop a mast 

down. The ogres will ignore all attacks until they 

reach 50% health, then they will turn and attack their 

attackers. 

 

Reinforcements will arrive at set intervals depending 

on ATL: ATL 1 & 3 = 5 rounds, ATL 5 & 7 = 4 

rounds, ATL 9 = 3 rounds. They will continue to 

appear until the ship is disabled or the PCs destroy 

the pursuer's sails. It is mid-afternoon. The raiders 

will appear in the spaces marked on GM Aide 1. 

 

 

Attacking the enemy sails. 
A single PC can load the light ballista as a full round 

action and then fire the ballista as a standard action 

the following round. It takes 3 solid hits to foul the 

ship's sails. 

 

The firing PC makes an attack roll (1d20 + dex 

modifier + BAB -8 for non-proficiency and range 

increments) vs the sail's AC (5 + ATL). The ballista 

crits on a natural 20 and if the critical is confirmed, 

the sails are instantly destroyed. 

 

The PCs can also use ranged area of effect spells to 

deal damage to the sails, but there's a 50% chance 

that the pirate ship's wizards will counter the spell 

before it can strike. 
 
The Drow are all Dazzled due to the sunlight and take 

a -1 penalty to attacks and perception checks (added 

in) 
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ATL 1 

 Dark Elf Warrior 1 (2) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 17, touch 13, flat-footed 13; (+3 Dex, +2 armor, 

+1 shield) 

hp 13 (1d10+3) 

Fort +4, Ref +3, Will +0 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 7 

Spd 30 ft. 

Melee rapier +3 (1d6+2, 18-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 14, Dex 16, Con 14, Int 10, Wis 10, Cha 12 

Base Atk +1; CMB +3; CMD 16 

Feats Weapon Focus (rapier) 

Skills Acrobatics +4, Climb +6 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier, leather armor, buckler, 2 daggers 
 

 Ogre 

CE Large humanoid (giant)  

Initiative -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 15, touch 8, flat-footed 15; (+2 armor, -1 dex +5 

natural armor, -1 size) 

HP 40 (4d8+12) 

Fort +6, Ref +0, Will +3 

Spd 30 ft. (40 base) 

Melee axe +7 (1d10+7, x3) 

Space 10 ft.; Reach 10 ft. 

Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7 

Base Atk +3; CMB +9; CMD 18 

Feats Iron Will, Toughness 

Skills Climb +7, Linguistics +0 

Languages Giant, Undercommon 

Gear Battle axe, leather armor 
 

 

 

 

 

 

 

 

 

ATL 3 

 Dark Elf Warrior 3 (4) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 17, touch 13, flat-footed 13; (+3 Dex, +2 armor, 

+1 shield) 

HP 41 (3d10+15) 

Fort +7, Ref +4, Will +1 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 9 

Spd 30 ft. 

Melee rapier +7 (1d6+3, 18-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 14, Dex 16, Con 18, Int 10, Wis 10, Cha 12 

Base Atk +3; CMB +5; CMD 18 

Feats Weapon Focus (rapier), Weapon Finesse 

Skills Acrobatics +6, Climb +8 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier (w/ Oil of Magic Weapon), leather 

armor, buckler, 2 daggers, Bear's Endurance Potion 
 

 Ogre Warrior 2 

CE Large humanoid (giant)  

Init -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 17, touch 8, flat-footed 17; (+4 armor, -1 dex +5 

natural armor, -1 size) 

hp 62 (4d8+2d10+20) 

Fort +9, Ref +0, Will +3 

Spd 30 ft. (40 base) 

Melee axe +10 (1d10+7, x3) 

Space 10 ft.; Reach 10 ft. 

Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7 

Base Atk +5; CMB +11; CMD 20 

Feats Iron Will, Toughness, Weapon Focus 

Skills Climb +9, Linguistics +0 

Languages Giant, Undercommon 

Gear Battleax, hide armor 
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ATL 5 

 Dark Elf Warrior 5 (4) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 17, touch 13, flat-footed 13; (+3 Dex, +2 armor, 

+1 shield) 

hp 63 (5d10+25) 

Fort +8, Ref +4, Will +1 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 11 

Spd 30 ft. 

Melee rapier +10 (1d6+5, 18-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 18, Dex 17, Con 18, Int 10, Wis 10, Cha 12 

Base Atk +5; CMB +8; CMD 21 

Feats Weapon Focus (rapier), Weapon Finesse, 

Power Attack (-2 att/+4 dmg) 

Skills Acrobatics +8, Climb +12 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier (w/ Oil of Magic Weapon), leather 

armor, buckler, 2 daggers, Bear's Endurance Potion, 

Mass Bull Strength (cast on group) 
 

 Ogre Warrior 4 

CE Large humanoid (giant)  

Init -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 17, touch 8, flat-footed 17; (+4 armor, -1 dex +5 

natural armor, -1 size) 

hp 84 (4d8+4d10+28) 

Fort +10, Ref +1, Will +4 

Spd 30 ft. (40 base) 

Melee axe +13/+8 (1d10+9, x3) 

Space 10 ft.; Reach 10 ft. 

Str 22, Dex 8, Con 15, Int 6, Wis 10, Cha 7 

Base Atk +7; CMB +14; CMD 23 

Feats Iron Will, Toughness, Weapon Focus, Power 

Attack (-3 att/+9 dmg) 

Skills Climb +11, Linguistics +0 

Languages Giant, Undercommon 

Gear Battleax, hide armor 

 

 

 

 

 

 

ATL 7 

 Dark Elf Warrior 7 (4) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 17, touch 13, flat-footed 13; (+3 Dex, +2 armor, 

+1 shield) 

hp 85 (7d10+35) 

Fort +9, Ref +5, Will +2 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 13 

Spd 30 ft. 

Melee rapier +12/+7 (1d6+5, 18-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 18, Dex 17, Con 18, Int 10, Wis 10, Cha 12 

Base Atk +7; CMB +10; CMD 23 

Feats Weapon Focus (rapier), Weapon Finesse, 

Power Attack (-2 att/+4 dmg) 

Skills Acrobatics +10, Climb +14 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier (w/ Oil of Magic Weapon), leather 

armor, buckler, 2 daggers, Bear's Endurance Potion, 

Mass Bull Strength (cast on group) 
 

 Ogre Warrior 6 

CE Large humanoid (giant)  

Init -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 17, touch 8, flat-footed 17; (+4 armor, -1 dex +5 

natural armor, -1 size) 

hp 106 (4d8+6d10+36) 

Fort +11, Ref +2, Will +5 

Spd 30 ft. (40 base) 

Melee axe +15/+7 (1d10+18, x3, Furious Focus + 

Power Attack) 

Space 10 ft.; Reach 10 ft. 

Str 22, Dex 8, Con 15, Int 6, Wis 10, Cha 7 

Base Atk +9; CMB +16; CMD 25 

Feats Iron Will, Toughness, Weapon Focus, Power 

Attack (-3 att/+9 dmg), Furious Focus 

Skills Climb +13, Linguistics +0 

Languages Giant, Undercommon 

Gear Battleax, hide armor 
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ATL 9 

 Dark Elf Warrior 9 (4) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 18, touch 14, flat-footed 13; (+4 Dex, +2 armor, 

+1 shield) 

hp 107 (9d10+45) 

Fort +10, Ref +7, Will +3 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 15 

Spd 30 ft. 

Melee rapier +14/+9 (1d6+5, 15-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 16, Dex 18, Con 18, Int 10, Wis 10, Cha 12 

Base Atk +9; CMB +12; CMD 26 

Feats Weapon Focus (rapier), Weapon Finesse, 

Power Attack (-3 att/+6 dmg), Improved Critical: 

Rapier 

Skills Acrobatics +13, Climb +16 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier (w/ Oil of Magic Weapon), leather 

armor, buckler, 2 daggers, Bear's Endurance Potion, 

Mass Bull Strength (cast on group) 
 

 Ogre Warrior 8 

CE Large humanoid (giant)  

Init -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 17, touch 8, flat-footed 17; (+4 armor, -1 dex +5 

natural armor, -1 size) 

hp 140 (4d8+8d10+56) 

Fort +13, Ref +2, Will +5 

Spd 30 ft. (40 base) 

Melee axe +17/+8/+3 (1d10+21, 19-20 x3, Furious 

Focus + Power Attack) 

Space 10 ft.; Reach 10 ft. 

Str 22, Dex 8, Con 16, Int 6, Wis 10, Cha 7 

Base Atk +11; CMB +16; CMD 25 

Feats Iron Will, Toughness, Weapon Focus, Power 

Attack (-4 att/+12 dmg), Furious Focus, Improved 

Critical: Battle Axe 

Skills Climb +15, Linguistics +0 

Languages Giant, Undercommon 

Gear Battleax, hide armor 

 

 

 

ATL 11 

 Dark Elf Warrior 11 (4) 
NE Medium elf (dazzled) 

Init +3; Senses darkvision 120'; Perception +2 

AC 18, touch 14, flat-footed 13; (+4 Dex, +2 armor, 

+1 shield) 

hp 150 (11d10+66) 

Fort +11, Ref +7, Will +3 

Defense Abilities +2 vs enchantment spells; 

Immune sleep; SR 17 

Spd 30 ft. 

Melee rapier +16/+11/+6 (1d6+5, 15-20) 

Space 5 ft.; Reach 5 ft. 

Spell-Like Abilities 1/day Dancing Light, Darkness, 

Faerie Fire 

Str 16, Dex 18, Con 18, Int 10, Wis 10, Cha 12 

Base Atk +11; CMB +14; CMD 28 

Feats Weapon Focus (rapier), Weapon Finesse, 

Power Attack (-3 att/+6 dmg), Improved Critical: 

Rapier, Toughness 

Skills Acrobatics +13, Climb +16 

Languages Common, Elven, Undercommon 

SQ Light Sensitivity 

Gear rapier (w/ Oil of Magic Weapon), leather 

armor, buckler, 2 daggers, Bear's Endurance Potion, 

Mass Bull Strength (cast on group) 
 

 Ogre Warrior 10 

CE Large humanoid (giant)  

Init -1; Senses darkvision 60', lowlight vision; 

Perception +0 

AC 17, touch 8, flat-footed 17; (+4 armor, -1 dex +5 

natural armor, -1 size) 

hp 164 (4d8+10d10+66) 

Fort +14, Ref +3, Will +6 

Spd 30 ft. (40 base) 

Melee axe +19/+10/+5 (1d10+21, 19-20 x3, Furious 

Focus + Power Attack) 

Space 10 ft.; Reach 10 ft. 

Str 22, Dex 8, Con 16, Int 6, Wis 10, Cha 7 

Base Atk +13; CMB +18; CMD 27 

Feats Iron Will, Toughness, Weapon Focus, Power 

Attack (-4 att/+12 dmg), Furious Focus, Improved 

Critical: Battle Axe, Critical Focus 

Skills Climb +17, Linguistics +0 

Languages Giant, Undercommon 

Gear Battleax, hide armor 
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When the sail is destroyed, end combat and read the 

following box text. Any surviving pirates will 

attempt to jump off the ship. 

The main mast of the pirate ship cracks loudly 

and tumbles backwards towards the ship's helm. 

Unable to dive out of the way of the mast, the 

helmsman, pirate captain and a handful of 

spellcasters are crushed by several hundred 

pounds of falling timber, ropes and sail. Those are 

the lucky ones as ropes scythe across the ships 

deck and tear limbs off of pirates. 

 

The battle won, the Siren's Song outpaces the 

pirates over the following day. 

 

The PCs will have 6 days to heal during the rest of 

this journey. If any PCs died, Captain Razorwind has 

several Scrolls of Raise Dead in his cabin and can 

cast them using Use Magical Device with no failure. 

 

 When the PCs head to the cave GO TO 

Encounter 3 (page 17). 
 

ENCOUNTER 3 

Entering the cave, the PCs will discover the Temple 

to Mordana made entirely out of bones. 

 

You travel around the edge of the Mystwood 

looking for the cave with the temple. It takes you 

three days to get around to the right cave. The 

mouth of the cave is large enough to ride side-by-

side into the mountain, but icicle like teeth 

descend downward from the roof of the 

passageway to block your way. 

 

The ice wall has a hardness of 5 and 20 hp to break 

through. Fire and sonic damage deals double damage 

against the wall and bypasses the hardness. A 

successful Disable Device (open lock) DC 20 allows 

the PC to hit the correct spot to make the entire door 

shatter at once. 

 

When the PCs get through the door, continue with the 

box text: 

The ice crashes down in a hail of slivers, 

shattering as it hits the rocky ground at your feet. 

As the sun sets, the dark cave looms ominously. 

 

Have the PCs give you a marching order into the 

cave. 

 

The cave entrance is 10' wide and the ceiling is 12' 

tall with old stalactites growing downward. If they 

are riding their horses instead of walking them, 

Medium size or larger PCs must make a Ride DC 

10 check or accidentally hit their heads against a 

stalactite for 1d4 nonlethal damage and must make 

another Ride DC 5 check to stay mounted. If you fail 

this check you take 1d6 damage and are prone. 

 

The cave is totally dark as it winds its way into the 

mountain for 300 feet. The PCs will need to have a 

light source or some other source of vision while 

traveling through this portion of the cave. PCs 

without any light source could risk falling over a cliff 

in the following room. 

 

Continue with the box text: 

The cavern winds back and forth into the 

mountain, no single stretch of the tunnel remains 

straight for more than 10' at a time. 

 

If the PCs can't see in the dark, have them make a 

Perception DC 25 check to hear the difference in the 

echoes in the upcoming room. If they continue 

forward, have the PCs or (if they are riding) have 

their mounts make a Reflex DC 20 save to avoid 

falling into a "moat." The moat is 30' wide and 80' 

deep. Falling deals 8d6 damage. 

 

If the PCs can see, read the following box text. 

Turning a final corner, the cave opens up into a 

large chamber dominated by a moat that has to be 

30 feet across. The ceiling 50' above is supported 

by stone pillars thicker than a half-orc is tall and 

covered in a skull motif. Stalactites hang from the 

ceiling and are growing along the pillars. The 

chamber itself is 50' wide and 70' long. 

 

Hanging over the moat, 30' in the air, is a bridge 

held up by a dozen iron chains thicker than a 

human's arm. The bridge looks to be made from a 

single piece of black stone that must have been 

created by magic. At the far end of the room 

across the pit is a doorway and a complex series of 

cranks and gears holding the thick chains in place. 
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Back when the temple was occupied, this was the 

first line of defense against the worst creatures that 

lived in the Northern Wastes. The pit was once the 

home of a colossal gelatinous cube, but without 

regular substance supplied by the priests, the creature 

died. 

 

This room is a challenge room with multiple 

solutions to how the PCs can cross. There is no 

singular correct answer, but here are the appropriate 

DCs for the most common checks. See GM Aide 2 

for the map of this area. 

 

Knowledge (engineering) DC 15: The bridge is 

being held up by the chains, but if you cut the chains 

you might damage the platform as it falls to the 

ground. This bridge looks to be several hundred years 

old. 

 

Knowledge (engineering) DC 20: The mechanism 

on the other side of the ravine must control the 

chains. It should be simple enough to lower the 

bridge if you can reach the mechanism. 

 

Knowledge (dungeoneering) DC 15: Moats such as 

these are rarely filled with water in underground 

defenses. It was more likely that it was filled with 

some sort of monster that could live for long periods 

of time with limited food. Oozes, such as gelatinous 

cubes, are popular choices in dungeons. 

 

Regarding Gelatinous Cubes: 

Knowledge (dungeoneering) DC 13: Gelatinous 

Cubes are an ooze known for their ability to paralyze 

and consume its prey. Unable to dissolve stone or 

metal, they are popular defensive creatures. Unless 

the ooze is fed every few weeks it will begin to 

dissolve and eventually die. 

 

Regarding the skull motif: 

Knowledge (religion) DC 10: This is the holy 

symbol to Mordana, goddess of death. Generally 

feared as evil, the priestess of this faith understand 

that all things must end eventually. 

 

If the PCs cut the chain holding/g up the bridge, it 

will crash to the floor. The chains can be attacked 

from range (50' minimum), have AC 10, hardness 10 

and 10 hp. If the chain is cut, have the bridge make a 

Fortitude DC 20 check with a +5 modifier. If it fails, 

then the bridge splits in half as it strikes the ground 

and falls into the moat. 

 

Climbing up and down the cliff: 
Failure by 5 or more means that you fall. You take 

1d6 damage for every 10 feet the PC falls. The moat 

is 80' deep. 

Climb DC 25: moving 1/4th base speed up or down 

the cliff without a rope. 

Climb DC 5: moving 1/4th base speed up or down 

the cliff using a rope. 

 

Climbing up and down a support pillar: 
Failure by 5 or more means that you fall. You take 

1d6 damage for every 10 feet the PC falls. The pillars 

are 50' tall and the bridge is 30' high. 

Climb DC 20: moving 1/4th base speed up or down 

the pillar. 

 

Climbing along the wall to the other side: 
Failure by 5 or more means that you fall. You take 

1d6 damage for every 10 feet the PC falls. The PC 

will need to cross 40' of wall to reach the other side. 

Climb DC 25: moving 1/4th speed along the wall. 

Acrobatics DC 20: moving 1/2 speed walking along 

a 1 inch wide gap and holding onto the wall. 

 

Jumping across the pit: 
Failure by 5 or more means you fall into the moat. If 

you fail by 4 or less, you can make a Reflex DC 20 

check to grab onto the wall and avoid falling. 

Acrobatics (jump) DC 35: success. 

 

Jumping from the pillar onto the bridge (and vice 

versa): 
Failure by 5 or more means that you call into the 

moat. If you fail by 4 or less, you can make a Reflex 

DC 20 check to grab onto the cavern floor (30 feet) 

below and avoid falling further into the pit. You take 

3d6 damage if this occurs. 

Acrobatics (jump) DC 14: successfully jump from 

the pillar to the bridge. 

Acrobatics (jump) DC 7: successfully jump from 

the bridge to the pillar. 

 

Using the chain mechanism: 
The chain mechanism has rusted over the centuries. If 

the PCs use some oil to help loosen the mechanism, 

they receive a +5 to their checks. 

Strength DC 20 or Disable Device (open lock) DC 

15 or Knowledge (engineering) DC 20: You get the 
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rusted mechanism to work and the bridge lowers into 

place. 

 

Of course if the PCs have magic that allow them to 

bypass this encounter, more power to them. 

 

Continue with the box text once the PCs are across: 

On the other side of the bridge, the road into the 

mountain continues, but narrows to a five foot 

wide path with a seven foot ceiling. 

 

This passageway continues on another 100 feet. 

Traveling another 100 feet, you come to the end of 

the passage that’s sealed with a stone door bound 

in rusted iron. 

 

The door is unlocked and not trapped. 

Once the PCs open the door, read the following box 

text: 

Opening the door, you look out upon a huge 

cavern illuminated by dozens of torches burning 

in wall sconces. The ceiling is hidden in shadows 

well out of the range of your light or darkvision, 

and is held aloft by 40' thick pillars bearing the 

same skull motif as the moat-room. 

 

At the far end of the chamber is the entrance to a 

cathedral built entirely out of bone. Rising easily a 

150' feet from the floor of the cavern, thousands of 

skulls have been used in place of bricks. Purplish 

flames, like candles, burn within the open mouths 

of the skulls and illuminate the structure built 

directly into the mountain. 

 

This is the Temple to Mordana, left abandoned a 

hundred years ago when the priestesses were 

murdered by orc raiders. All of the 'easy to acquire' 

treasure has already been looted from the temple. See 

GM Aide 3 for the map of the temple. 
 
The ceiling in this chamber is 200 feet up, well out of 

range of darkvision or light sources. 

 

Agents of the PCs enemies teleported into this 

chamber hours ago, but they didn't realize there was a 

traitor within their ranks. Further within the temple, 

the traitor used magic to paralyze his foes and left 

them to the undead guardians. This ally is now in the 

vault examining an ancient tome. 

 

Investigating the torches: 
The pine torches burning in the sconces are new, 

perhaps only a few weeks old. They seem to have 

burning for half an hour. 

 

Searching for tracks/clues: 

Survival (tracking) DC 15: Searching the cavern, 

you discover footsteps leading up to the temple. All 

of the creatures seem to be bipedal, with one set of 

clawed footprints and a half dozen humanoid 

footprints. 

 

Concerning the footprints. 

Knowledge (nature) DC 15: You recognize the 

clawed footprints belonging to an eryx: evil 

lizardfolk assassins and brigands who live in the Sea 

of Fire. You were assaulted by eryx assassins at the 

beginning of Kismet. The other footprints could be of 

any number of medium sized humanoids. 

 

There are two sources of residual magic in the area. 

The first is a strong aura of magic in the center of the 

cave where a Greater Teleport deposited another 

group. This is where the footprints begin before 

heading into the temple. The second is the temple 

itself. It has a faint aura due to the hundreds of 

Continual Flame spells burning in the skulls. Any 

other defensive magics the temple once held were 

either destroyed during the orc raid a hundred years 

ago or just faded over time. 

 

Greater Teleport: 

Detect Magic + Knowledge (arcana) DC 22: This 

area in the middle of the cavern has a strong aura of 

Conjuration that is fading swiftly. 

 

Continual Flame: 

Detect Magic + Knowledge (arcana) DC 18: Each 

of the flames glowing in the skulls' mouths give off a 

faint aura of evocation magic. The aura doesn't 

appear to be fading. 

 

Knowledge about the skull symbol: 

Knowledge (religion) DC 10: This is the holy 

symbol to Mordana, goddess of death. Generally 

feared as evil, the priestess of this faith understand 

that all things must end eventually. 

 

NOTES on Detect Evil or Detect Undead. 
The temple itself is dedicated to Mordana and will 

detect as moderate evil. There is a single room with 
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undead still present and PCs who are casting Detect 

Undead will not be surprised in this chamber. 

 

When the PCs approach the door to the temple, read 

the following box text. 

Approaching the temple, you can see that the 

front door to the temple is being held open by 

several shiny pitons. The door appears to have 

been carved from a single colossal bone, but it 

shows flame scarring as if someone long ago had 

tried to burn it down. 

 

The hallway beyond the door is also lined in bone. 

Skulls are stacked from the floor to ceiling, 

mortared in place by skilled hands. The floor is 

tiled with long-bones stacked end-to-end and 

every ten feet along the wall there are columns of 

hand-bones that have been mortared together 

while reaching up towards the ceiling. The pillars 

glow with a faint purplish candlelight. 

The passageway is ten feet wide and has an arched 

roof a dozen feet above of leering skulls staring 

downward into the corridor. 

 

 When the PCs enter the temple GO TO 

Encounter 4 (page 19). 
 

ENCOUNTER 4 

Passing through the hallway, you travel for 

another seventy feet before reaching another set of 

double doors. Like the entrance, the doors are 

made of a single piece of bone and have been 

pitoned open. 

 

The room beyond is a macabre chapel easily fifty 

feet wide and a hundred feet long. The walls of 

this large chamber are also sheathed with bones, 

with a six pillars made from giant skulls hold up 

the ceiling far above. Five chandeliers made from 

hand-bones hang from the ceiling down the center 

of the room, glowing with the same purplish light 

throughout the rest of the temple. 

 

At the front of the chapel there's the remains of an 

altar made from bones. Complete skeletons lie on 

the floor of this room, apparently the victims of 

some battle long ago. 

 

There are two other doors in this room, one to the 

left and one to the right of the altar. 
 

About the room: 

Knowledge (engineering or religion) DC 15: This 

must have been the main chapel where worship was 

conducted. 

Knowledge (engineering) DC 15: This room looks 

to be several hundred years old… 

 

About the bones used to tile the room: 

Knowledge (nature) or Heal DC 15: The bones 

used to tile this room look to be a mixture of 

humanoid races, including human, orc, half-orc and 

dwarf. The pillars look to be constructed from the 

skulls of frost giants. 

 

About the skeletons: 

Heal DC 15: The skeletons throughout the room 

come from both orcs and humans. Based on the 

broken bones, each of the creatures died of some sort 

of weapon wound a long time ago. 

Heal DC 20: All of the orc skeletons appear to be 

male while the human skeletons appear to be female. 

Heal DC 25: Most of the orcs died due to mace 

blows to the head or what appears to be a punching 

dagger shoved into the base of the skull. The humans 

were killed by what appears to be axe blows. 

 

Speak with Dead on the human skeletons: 
The priestesses speak Ancaran (language of the 

Northern Wastes) and do not know Common. The 

priestesses were all Lawful Evil and they all have a 

Will save modifier of +10. If the PC speaks the 

Ancaran, the priestesses can tell the PCs that they 

lived in this temple away from the civilized world 

that scorned their belief. An orcish tribe of raiders led 

by a half-orc warlord attacked the temple and 

murdered all of the priestesses inside. The 

superstitious orcs left the bodies of the priestesses to 

rot in place rather than risk the priestesses rising as 

undead near their camp. Outside of that, they will 

only speak about how they lost a true love and 

retreated here rather than face the world. 

 

Speak with Dead on the orc skeletons: 
The orcs speak Orcish and do not know Common. 

The orcs were all Chaotic Evil and have a Will save 

modifier of +1. If the PCs speak Orcish, they can 

learn that they came from a tribe of cannibalistic 
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raiders living in the Northern Wastes. The tribe's 

warlord discovered the location of the temple by 

torturing a priestess of Mordana they captured during 

a pilgrimage. The tribe's shamans helped the invaders 

bypass the priestesses’ defenses and kill everyone 

inside.  

 

Speak with Dead on the skulls in the wall and 

columns is impossible due to mortar filling the 

creatures' mouths.  

 

Looking for tracks in the room. 

Survival (tracking) DC 15: You can see tracks 

leading from the entrance to the chapel leading 

towards the rear of the room. The tracks go back and 

forth between the two exits. 

 

The doors in the rear of the chapel:  

Both doors are made from a single bone and have 

been pitoned open. The door on the left has a 

spiral staircase leading downward while the door 

to the right leads to a long hallway. 

 

 If the PCs take the left door GO TO Encounter 

5 (page 22. 
 If the PCs take the right door GO TO Encounter 

6 (page 24). 
 

ENCOUNTER 5 

The passageway is five feet wide and descends forty 

feet down. The stairs are not trapped. When the PCs 

go down, read the following box text: 

 

The tightly spiraling staircase leads down fifty 

steps and ends at a tight 5' by 5' landing. The bone 

door, like above, has been pitoned open. The 

purplish light shows what appears to be 

catacombs leading deeper into the mountain. 

 

The catacombs are ten feet wide and the roof is 

seven feet tall. The same bone motif exists in the 

catacombs, but with hundreds of crypts built into 

both walls. All of the crypts have been smashed 

open in the distant past and their contents 

scattered on the ground while they were being 

looted. 

 

About two hundred feet down, the passageway T's 

both left and right. 

The PCs will find nothing in these crypts. The orc 

horde did their work well and looted anything of real 

worth. 

 

When the PCs head down the hallway and reach the 

T, continue with the box text: 

Reaching the end of the hallway, you realize that 

time has not been kind to the passageway. The 

corridor to your right has collapsed sometime in 

the past, crushing whatever remained of the 

catacomb. The catacombs continue down the 

passageway to your left. This passageway ends at 

a large door a hundred feet away. 

 

Have the PCs make Perception checks. 

Perception (vision) DC 15: There appears to be 

something lying on the floor 60' ahead. 

Perception (vision) DC 20: There seems to be a 

half-dozen grey-skinned humanoids laying on the 

floor. 

Perception (vision) DC 25: They look like the 

creature that you found dead in Amthydor. 

Perception (vision) DC 25 + ATL: Unlike the other 

skulls embedded in the temple walls, the skulls near 

the bodies don't appear to have their jaws mortared 

shut. 

 

Detect Undead: When the PC is within 60' of the 

corpses, they will realize there's undead in the area. 

 

Detect Evil: Relatively useless since the temple 

radiates a perpetual moderate evil as do the swarm of 

skeletal hands. 

 

When the PCs start investigating the corpses, read 

this box text: 

As you examine the bodies, you realize that the 

creatures are dead. There's blood and hunks of 

flesh everywhere, as if the creatures had been 

ripped apart by dozens of claws. 

 

Hearing a clattering behind you, you turn around 

as hundreds of skeletal hands scamper out of the 

open mouths of the skulls embedded into the 

walls. Scuttling towards you like a carpet of 

spiders, the undead swarm has been reawakened 

to the presence of the living and now seeks your 

death. 
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The undead swarm does not attack anyone who is 

wearing a holy symbol of Mordana. 

 

Knowledge (religion) DC 11 + ATL: Made up of 

hundreds of skeletal hands, this mindless horde is 

attacking anything alive instinctively. The undead are 

immune to all mind-affecting effects, bleed, death 

effects, disease, paralysis, poison, sleep, stunning, 

nonlethal damage, ability drain, energy drain, 

exhaustion and fatigue. Skeletons normally have 

damage reduction against all melee attacks except 

bludgeoning and are also immune to cold. A swarm 

such as this will be even harder to kill with melee 

weapons since you cannot critically hit it or flank it, 

but it will take more damage from area of effect 

spells or splash weapons. 
 
Swarms automatically hit each character within their 

areas, dealing the listed damage in the combat 

section. Swarms are incredibly difficult to damage 

with melee weapons and more so because of their 

type: apply half damage from slashing and piercing 

weapons before you apply damage reduction. Once 

the swarm taken the listed HP damage, it's destroyed. 

 

ATL 1 

 Skeleton Hand Swarm (300 tiny creatures) 
AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 28 (4d8) 

Fort +1, Ref +4, Will +4 

Defense Abilities Swarm Traits, Undead Traits; DR ½ 

damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 1d6 + Distraction (Fortitude DC 20, negates) 

Space 10 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +3; CMB +0; CMD 13 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. Any 

living creature that takes damage from a creature with the 

distraction ability is nauseated for 1 round; a Fortitude 

save (DC 20) negates the effect. Spellcasting or 

concentrating on spells within the area of a swarm requires 

a caster level check (DC 20 + spell level). Using skills that 

involve patience and concentration requires a DC 20 Will 

 

ATL 3 

 Skeleton Hand Swarm  
NE Undead Swarm (500 Tiny creatures) 

Init +7; Senses darkvision 60'; Perception +0 

AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 46 (7d8) 

Fort +2, Ref +5, Will +6 

Defense Abilities Swarm Traits, Undead Traits; DR 

½ damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 2d6 + Distraction (Fortitude DC 20, 

negates) 

Space 15 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +5; CMB +2; CMD 15 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. 

Any living creature that takes damage from a creature 

with the distraction ability is nauseated for 1 round; a 

Fortitude save (DC 20) negates the effect. 

Spellcasting or concentrating on spells within the 

area of a swarm requires a caster level check (DC 20 

+ spell level). Using skills that involve patience and 

concentration requires a DC 20 Will. 
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ATL 5 

 Skeleton Hand Swarm  
NE Undead Swarm (700 Tiny creatures) 

Init +7; Senses darkvision 60'; Perception +0 

AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 66 (10d8) 

Fort +3, Ref +6, Will +8 

Defense Abilities Swarm Traits, Undead Traits; DR 

½ damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 2d6 + Distraction (Fortitude DC 20, 

negates) 

Space 20 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +7; CMB +4; CMD 17 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. 

Any living creature that takes damage from a creature 

with the distraction ability is nauseated for 1 round; a 

Fortitude save (DC 20) negates the effect. 

Spellcasting or concentrating on spells within the 

area of a swarm requires a caster level check (DC 20 

+ spell level). Using skills that involve patience and 

concentration requires a DC 20 Will. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ATL 7 

 Skeleton Hand Swarm  
NE Undead Swarm (900 Tiny creatures) 

Init +7; Senses darkvision 60'; Perception +0 

AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 84 (13d8) 

Fort +4, Ref +7, Will +9 

Defense Abilities Swarm Traits, Undead Traits; DR 

½ damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 3d6 + Distraction (Fortitude DC 20, 

negates) 

Space 30 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +9; CMB +6; CMD 19 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. 

Any living creature that takes damage from a creature 

with the distraction ability is nauseated for 1 round; a 

Fortitude save (DC 20) negates the effect. 

Spellcasting or concentrating on spells within the 

area of a swarm requires a caster level check (DC 20 

+ spell level). Using skills that involve patience and 

concentration requires a DC 20 Will save. 
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ATL 9 

 Skeleton Hand Swarm  
NE Undead Swarm (1100 Tiny creatures) 

Init +7; Senses darkvision 60'; Perception +0 

AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 102 (16d8) 

Fort +5, Ref +8, Will +11 

Defense Abilities Swarm Traits, Undead Traits; DR 

½ damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 4d6 + Distraction (Fortitude DC 20, 

negates) 

Space 40 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +12; CMB +9; CMD 22 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. 

Any living creature that takes damage from a creature 

with the distraction ability is nauseated for 1 round; a 

Fortitude save (DC 20) negates the effect. 

Spellcasting or concentrating on spells within the 

area of a swarm requires a caster level check (DC 20 

+ spell level). Using skills that involve patience and 

concentration requires a DC 20 Will save. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ATL 11 

 Skeleton Hand Swarm  
NE Undead Swarm (1300 Tiny creatures) 

Init +7; Senses darkvision 60'; Perception +0 

AC 16, touch 16, flat-footed 13; (+3 Dex, +3 size) 

hp 120 (19d8) 

Fort +6, Ref +9, Will +12 

Defense Abilities Swarm Traits, Undead Traits; DR 

½ damage from Slashing/Piercing Weapons, DR 

5/Bludgeoning; Immune cold, single target spells, 

flanking, crits, combat maneuvers; Weakness +50% 

damage from spells or effects that affect an area 

Spd 30 ft. 

Melee swarm 4d6 + Distraction (Fortitude DC 20, 

negates) 

Space 50 ft.; Reach 0 ft. 

Str 10, Dex 16, Con –, Int –, Wis 10, Cha 10 

Base Atk +14; CMB +11; CMD 24 

Feats Improved Initiative 

Skills Stealth +7 

SQ Swarm Traits, Undead Traits 

Special Attack Distraction (Ex) A creature with this 

ability can nauseate the creatures that it damages. 

Any living creature that takes damage from a creature 

with the distraction ability is nauseated for 1 round; a 

Fortitude save (DC 20) negates the effect. 

Spellcasting or concentrating on spells within the 

area of a swarm requires a caster level check (DC 20 

+ spell level). Using skills that involve patience and 

concentration requires a DC 20 Will save. 

 

 If the PCs lose the fight, Go To Conclusion 

D 

 

When the PCs win the fight, continue with the box 

text: 

As the last finger-bone quits twitching, you have 

won the fight. It doesn't take much to realize what 

killed the grey creatures. 

 

 

These creatures are doppelgangers.  

Knowledge (arcana) DC 13: These dead creatures 

are doppelgangers, intelligent and dangerous shape 

changers capable of stealing the thoughts from your 

head. 

 

Examining the bodies: 

Heal DC 10: These creatures were killed by the 

skeletal swarm. 



 

 

LSJ188 Riddle in the Bones Page 22 
 
 

Heal DC 20: It doesn't look like the creatures fought 

back against their foes, you can't find any defensive 

marks anywhere on their bodies. 

Perception DC 20: There's a strange mark on each of 

the creature's ring fingers indicating that they each 

once wore a ring that is now missing. 

 

Speak with Dead: The doppelgangers are Chaotic 

Evil and have a Will Save of +6. They will attempt 

to resist answering the PCs questions truthfully. If it 

succeeds at its Will Save, it will use its +9 to Bluff to 

lie to the PCs.  

 

What they know: The doppelgangers were hired to 

ambush the PCs on their way to Redrook, but when 

they didn't appear they contacted their employer, an 

eryx name Shalrek. After several day's preparation, 

the eryx used a scroll to teleport itself and the 

doppelgangers to this temple. Appearing before the 

temple, the doppelgangers were searching the temple 

for a vault containing a book that your group 

apparently were sent to get.  

 

When going down this corridor the group was 

attacked by a swarm of skeletal hands. Instead of 

helping, Shalrek barked a word of power which 

paralyzed the doppelgangers. The creatures were 

killed by the undead while Shalrek walked calmly 

through the horde. 

 

Blood Biography: 
Who are you? Jim, Bob, Phil, Ralph, Sue, and John 

(all male) 

What are you? Doppelganger assassin 

How was your blood shed? Magic paralyzed us and 

the undead tore us apart. 

When was your blood shed? An hour ago. 

 

When the PCs continue down the hallway to examine 

the door, continue with this box text: 

Standing before you at the end of the hallway is a 

circular door made of iron. There is a mechanism 

in the center of the door where a fist-sized object 

can be inserted. There are a half-dozen orcish 

skeletons laying on the ground near the door. 

Perhaps the key to this door is elsewhere in the 

temple. 

 

If the PCs touch the door, they will be shocked by the 

electricity charged door. The PC will take 1d6 

electricity damage (no save) at ATL 1, 3d6 at ATL 3 

and 5d6 at ATL 5 and higher. This damage will 

happen every time the PCs touch the door with 

anything except the key. 

 

Examining the orc skeletons: 

Heal DC 15: Unlike the other skeletons before, these 

have no apparent weapon wounds that killed them. 

Heal DC 20: You notice that the hands of the 

skeletons look to have been charred slightly, as if 

they had been struck by magical fire or electricity. 

 

Speak with Dead: As earlier, but these creatures can 

tell the PCs that they were killed striking the door. It 

felt as if they had been struck by lightning. 

 

Detect Magic and Knowledge (arcana) DC 15 + 

ATL: The door glows with evocation magic. 

 

Perception (taste & PCs with Trapfinding only) 

DC 10: You can taste the electricity ionizing the air 

around the door. 

Perception (PC with Trapfinding only) DC 15: 
The door has an electrical charge traveling through it 

shocking anyone who touches the door. If you had 

the key you wouldn't risk being shocked. 

 

Disable Device (Trapfinding class feature) DC 25: 

You find the tiny lines of power that electrify the 

door and disable it permanently. 

 

Picking the lock: 
The PC will take a full round action, dealing 

electricity damage as described above. 

Disable Device DC 30 (DC 40 without thieves’ 

tools): You have unlocked the door and the portal 

begins shuddering. The sound of gears grinding 

echoes throughout the corridor as the door is drawn 

into the ceiling. 

 

Breaking down the door: 
The iron door has hardness 10 and 60 hp. The door 

cannot be broken though by how it rises into the 

ceiling. Every time the PCs hit the door with a 

weapon, they take electricity damage as described 

above. 

 

Opening the door with the key (found in the high 

priestess's chambers in Encounter 8): 
Inserting the key and turning it several times, the 

portal begins shuddering. The sound of gears 
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grinding echoes throughout the corridor as the door is 

drawn into the ceiling. 

 

 If the PCs go back to the chapel and use the right 

door GO TO Encounter 6 (page 24). 

 If the PCs open the door and continue through, 

GO TO Encounter 9 (page 26). 
 

ENCOUNTER 6 

Leaving the chapel, you enter a long hallway 

leading further into the temple. The passageway is 

only 5' wide and the ceiling is only 8' tall. Like the 

other rooms of the temple, skulls and bones 

predominate the architectural flair in this 

corridor. 

 

The far end of the hallway seems to have collapsed 

over time from the weight of the mountain, 

crushing anything that was once hidden further in 

the temple. 

 

Along the wall, there are three doors at equal 

intervals every 40'. You can see from this distance 

that all of the doors have been smashed open and 

are barely hanging on their hinges. 

 

All of the rooms on the right side of the hallway and 

the final room on the left have all collapsed, burying 

everything inside. This is a natural collapse and not 

deliberate. 

 

About the collapses: 

Knowledge (engineering or dungeoneering) DC 

15: The collapses seem to have occurred naturally 

due to the passing of the years. Although much skill 

was put into building this temple, time eventually 

conquers all. 

 

Tracking the footprints: 

Survival (tracking) DC 15: The tracks from the 

chapel lead to the first room on the left initially and 

then leave the room and head down to the second 

room on the left. After leaving the first rooms, the 

footprints are darker as if they had walked through 

ash. 

 

Detect Magic: The only magic in this hallway comes 

from the purplish lights. 

 

The first door on the left leads to the temple library 

(Encounter 7) and the middle door leads to the 

armory where the high priestess made her final stand 

(Encounter 8). 

 

Looking in the first door on the left: 

Peering inside of the door, this appears to have 

once been a library. 

 

Looking into the second door on the left: 

Stepping over the remains of a shattered door, you 

look inside to a darkened room. 

 

 If the PCs go in the first room on the left (the 

library) GO TO Encounter 7 (page 24). 

 If the PCs go in the second room on the left (the 

armory) GO TO Encounter 8 (page 25). 

 

ENCOUNTER 7 

Stepping into the room, there are more orc and 

human skeletons scattered throughout what must 

have been a library. A simple 20' by 20' room, it 

looks as if the orcish invaders had piled the books 

together and set them on fire once they had killed 

the priestesses. The ceiling is stained black from 

smoke and the center of the room is cracked and 

pitted from an inferno. 

 

With a casual glance, it appears that the orcs must 

have smashed the bookcases and desks as well in 

celebration, but were unable to burn them. 

 

If the PCs cast Speak with Dead upon the skeletons, 

use the same responses for Speak with Dead in 

Encounter 4 (page 19). 

 

Detect Magic: The only magic in this room are the 

Continual Flame spells illuminating the room. 

 

Searching the Room: 

Survival (tracking) DC 15: It appears that the 

footsteps from earlier walked into the room before 

turning around. Several of the creatures had walked 

on the stained floor and are now tracking ash behind 

them. 

Perception (vision) DC 10: (Choose the PC who 

made the highest roll) Wedged into the corner of one 

of the bookshelves is a tiny note on crisp white paper. 
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The note says, 'The key is hidden under the priestess,' 

as is signed 'Tal.' 

 

There's nothing else of worth in this room. 

 

 If the PCs go in the second room on the left (the 

armory) GO TO Encounter 8 (page 25). 

 

ENCOUNTER 8 

The magical lights in this room were destroyed when 

the high priestess made her final stand against the orc                  

horde in this room. 

 

If the PCs can see in this room, continue with the box 

text. 

This room must have been the site of a cataclysmic 

battle against the orc horde and a single priestess 

of Morgana. The floor is littered with bone 

fragments, shattered weapons, armor torn 

asunder and crushed shields that's nearly hip deep 

to an elf. 

 

Sitting in the center of this chaos is a single 

skeleton wearing a suit of amethyst-lacquered full 

plate armor. Taller than most men, this woman 

looks to have fought off the horde for hours before 

an arrow to the eye killed her. Clutched in the 

warrioress' hands is a broken heavy mace and a 

holy symbol that has been split in two. 

 

The walls are lined in what used to be racks of 

weapons and armor, all destroyed during the final 

battle in this room. 

 

Less than an hour before, the eryx and his 

doppelgangers killed off the banshee (the spirit of the 

high priestess) by casting Sunburst from a scroll. 

Looking through the room, they didn't find anything 

of interest before moving on to the catacombs 

(Encounter 5). 

 

Detect Evil: There was a strong aura of evil in the 

room, but it is fading swiftly. 

Detect Magic + Knowledge (arcana) DC 23: There 

is a strong aura of evocation magic in the room but it 

is fading quickly. (This was the Sunburst spell that 

the eryx cast.) 

 

Searching the orc bones: 

Perception (Vision) DC 10:  It looks as if the 

creatures in this room had been chopped to bits by a 

whirlwind of blades. There is nothing left of value in 

the bones. 

Knowledge (arcana) DC 26 (after examining the 

bones): This is the sort of devastation that you'd 

imagine a Blade Barrier spell cast in a small room 

would leave in its wake. 

 

Heal DC 15: The remains look to have been sliced 

apart by something sharper than a razor; there's no 

indication that the bones had been hacked apart with 

anything cruder like a sword or axe. 

 

Examining the weapon racks: 

Perception DC 5: Every single weapon, shield or 

suit of armor that once hung on the racks in this room 

were destroyed long ago. 

 

Appraisal DC 10: All of the gear that once hung on 

the wall appears to have been well made, but not 

masterwork quality. It's worthless now. 

 

Examining the priestess: 

Perception (Vision) DC 10: From this spot in the 

room, it appears that the priestess fought off the orcs 

to the bitter end. 

Perception (Vision) DC 15: For such a bloody 

battle, the priestess's armor shows little signs of 

damage other than a few scratches.  

Perception (Vision) DC 30 (DC lowers to 5 if the 

PCs are looking specifically at the priestess's feet): 
Looking at the priestess's feet, you notice that there is 

an outline for a trap door below her feet. 

 

Heal DC 20: There are surprisingly few wounds on 

the priestess that would have killed her. Even the 

arrow to the eye seems to have only blinded 

her...perhaps something else killed her. 

 

Appraisal (armor) DC 20: The armor that the 

priestess is wearing is finely made and can fit either a 

man or woman with a little bit of modification. It is 

of greater-masterwork quality. (Note: The priestess 

cast Greater Magic Vestments and Greater Magic 

Weapon on her equipment every morning rather than 

invest in magical equipment.) 

 

Appraisal (weapon) DC 10: Although well made, it 

is only a common heavy mace found throughout the 

world. 
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Appraisal (holy symbol) DC 10: It appears as if this 

wooden holy symbol split in half due to some final 

blow from an axe. They symbol has the image of a 

skull on it. 

 

Knowledge (religion) (holy symbol) DC 10: The 

image on the holy symbol is that of Mordana, 

goddess of death, grief and the underworld. 

 

NOTE: The PCs can take the armor, it is certed. 

 

Examining the trapdoor (requires moving the 

priestess): 

Under where the priestess once stood is a simple 

trapdoor. There is a ring set into the floor to aid in 

opening the portal. A large keyhole is set into the 

floor next to the ring.  

 

There are no traps on the door and the iron lock 

rusted away decades ago. The trapdoor requires a 

Strength DC 15 check to open.  

 

When it finally opens, continue with the box text: 

Opening the trap door, you see a square safe that 

looks to have been lined in lead. There is a 

package wrapped in black cloth at the bottom of 

the safe. 

 

The package is not trapped. 

 

When the package is opened, continue with the box 

text: 

Opening the cloth you reveal two objects. The first 

a fist-sized series of gears with a handle sticking 

out of it, perhaps a key of some-sort. The second is 

a goblin skull that has a chain and handle running 

through the top. A bluish light emanates from the 

eyes like a bullseye lantern. 

 

NOTE: The PCs can take the skull lantern, it is 

certed. 

 

Speak with the Dead on the High Priestess: 
The high priestess speaks Ancaran (language of the 

Northern Wastes) and does not know Common. The 

high priestess is Lawful Evil and they all have a Will 

save modifier of +19. If the PCs speak Ancaran and 

the priestess fails her save, she will tell the PCs what 

she knows. If she succeeds at her save, she refuses to 

answer. 

What she knows: High Priestess Aisah Loveless 

ruled over an enclave of widows and jilted lovers 

who had all had their hearts broken. Every five years, 

the high priestess would go out into the world on a 

pilgrimage seeking women who have had their hearts 

broken and bring them back to live in this community 

away from civilization. An orc tribe of raiders 

discovered this temple and attacked seeking the 

riches within. With all of her followers dead, Aisah 

made her final stand in this room against the horde. 

Out of spells sans one, Aisah sacrificed herself and 

became a banshee. It is only recently that her spirit 

had been freed from her undead existence, but she 

doesn't know how. (Her second death occurred after 

her body died, so she has no knowledge what 

occurred afterwards.) 

 

 If the PCs go to the vault door in the catacombs 

GO TO Encounter 5 (page 24). 
 

ENCOUNTER 9 

This is the major plot twist of this entire series. 

Enjoy. 

 

Standing within the chamber is an eryx with his 

back turned towards you, but unlike those that 

you have seen before this one is dressed in long 

robes and humming to himself while reading a 

book. Without looking up, the creature speaks 

calmly to your group, "Well, it took you long 

enough to get here. How have you been?" 

 

This is Tal de'Azir, but just not in a form that the PCs 

will recognize. When Tal was attacked by the cult's 

leading assassins, an eryx known as Shalrek, Tal used 

the Magic Jar ability of his Card of Fate to switch 

bodies with the blackguard. Paralyzing the (now) 

half-elf assassin using magic, Tal killed the assassin 

and his original body. Afterwards the wizard 

infiltrated the cult to help destabilize it from the 

inside and to protect the PCs. It was Tal who killed 

the doppelganger in Amthydor, the squad of 

doppelganger assassins in the temple and defeated the 

banshee of the high priestess.  

 

If the PCs attack him (being a diviner, Tal saw this 

coming), they will discover that he's an illusion 

(Project Image) and is currently hiding at the far end 

of the empty vault behind a an illusionary wall 
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(created with Permanent Image) and a Wall of 

Force. If they keep trying to attack him, he'll stick 

them in a Force Cage until they calm down.  

 

Sense Motive: Tal is telling the absolute truth. 

 

 Who are you? 

"You might not recognize me in this form, but I 

am Tal de'Azir."  

  

 Tal isn't an eryx/Tal is a half-elf/Tal is 

dead/why do you look like that? 

Sighing, the creature closes the book and pinches 

the bridge of his nose in a very human way. "It's a 

bit complicated if you let me explain. I foresaw 

that the cult would kill me, but it never said how I 

would die. When the cult sent its head assassin 

named Shalrek, the creature that you see before 

you today, I switched minds with the blackguard 

using the power of my particular Card of Fate. 

While the assassin was stunned from the transfer, 

I paralyzed it and killed him while he was trapped 

in my body. 

 

"After that, I began to work against the cult from 

the inside by guiding you and my allies when it 

was possible or sabotaging the cult's missions. I 

was the one who killed the doppelganger in 

Amthydor, the ones here in the temple, and took 

care of a high priestess of Mordana who had 

become a banshee and was guarding these 

passageways."  

 

 You said that you foresaw your own death? 

/You don't look like your dying. 

Nodding in understanding, the creature pulls open 

his robe and shows you his chest. Under the robe 

the creature is covered in open sores and wounds. 

"Unfortunately my soul is incompatible with this 

body and it's slowly falling apart from the inside-

out. My only goal is to live long enough to see the 

cult destroyed once and for all."  

  

 You also had a Card of Fate? /What are the 

Cards of Fate? 

"Ah, the Cards of Fate...I and a few others 

discovered them in an abandoned tomb when we 

first started adventuring nearly a century ago. I 

don't know who first created the Cards, but I 

know that they're ancient and carry immense 

power that grows with the user. There are many 

different Cards hidden throughout the world and 

I had a hobby collecting the cards that weren't 

already claimed by owners. By naming you each 

as my heirs, I was able to invoke the magic in the 

cards that allowed you to take possession of one of 

the Cards before they disappeared."  

  

 Why don't you use your Card and switch to 

another body? 

Shaking his head sadly, Tal says, "No, I refuse to 

become a ghost jumping and possessing others 

just to survive a bit longer. I will use what time I 

have remaining on Raia to defeat the cult."  

  

 What is the cult? 

"It's better known as the Cult of the Whisperer, 

an evil sect hell bent on freeing their demon lord –

the Three-eyed God– from his prison deep hidden 

between the planes of existence. In ancient times, 

this demon was summoned by foolish men who 

worshiped this monster in the blind pursuit of 

power. For a while this creature terrorized Raia, 

but was eventually banished by a collaboration of 

priestesses of Mordana, powerful wizards and 

brave adventurers. The power of the cult was 

shattered and most of its members hunted down 

and slain, but this cult has survived in the 

shadows for well over a thousand years. 

/ 

"In the last ten years, the cult's leader, Hai Phiel, 

discovered a clue to freeing the Three-eyed God 

from his prison. Building upon that clue, the cult 

learned about the prophecy concerning your 

group sealing away the ancient evil once and for 

all."  

  

 Is this creature actually a god? 

“No,” the wizard says as he shakes his head. “The 

creature is extremely powerful, but it isn't a god. 

From what I've been able to gather from what few 

stories remain, the creature is a raving egomaniac 

and took that name to increase its prestige. 

Granted, killing it once and for all is outside of the 

realm of even Raia's mightiest heroes, so 

imprisoning it in a prison hidden in the void 

between existences seems to have been the best 

long-term solution.” 
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 Why is the cult attacking us? 

"Because their demonic allies told them about a 

prophecy that you would finally seal away the 

ancient evil once and for all. Unfortunately for the 

cult, demons are notorious for withholding 

information if the consequences would be 

amusing. The complete prophecy states that the 

cult will choose the adventurers who would bring 

about their downfall, and in doing so mark you 

through fate to do great things. If the cult had 

never attacked you or me, then I imagine they 

would have freed the demon from his prison and 

we'd be busy trying to find a way to destroy the 

monster once and for all."  

  

 Why was it imprisoned and not killed? 

The creature shrugs, "I have no idea. Until I 

accidentally divined that I was going to die, I had 

never heard of the Three-eyed God. I can only 

guess that the beast was too powerful at the time 

to kill, so the ancients had to resort to trickery to 

defeat the beast and seal it in a prison hidden in 

the void between existences."  

  

 Why haven't you warned the rest of the 

world? /Why haven't you called in XXX high 

level adventurers to kill the cult? 

"If I had done that, the cult would have gone to 

ground and hidden for another hundred years. 

The one thing that this sect has learned 

throughout the centuries is how to hide from the 

rest of the world. We cannot fight the cult head 

on. They'll see the assault coming and will 

disappear. To win once and for all, we have to 

resort to trickery and attack them from the inside. 

Secrecy is our greatest weapon in this shadow 

war." 

  

 What were the doppelgangers supposed to do? 

"The doppelgangers were tasked with replacing 

you and continuing on with your lives in 

Amthydor. When the time was right, the cult had 

hoped to use the doppelgangers to destabilize 

Amthydor's defenses.” 

 

“I will report to the cult that the doppelgangers 

have successfully replaced you and have returned 

to Amthydor. This will give you the freedom to go 

about your lives and gain power as I work against 

the cult from the inside. When the time is right, I 

hope to contact you so we can strike a mortal blow 

against this cult once and for all."  

  

 Why are we here? /Why couldn't we have 

killed the doppelgangers on the way to 

Redrook? /What is that book? 

"We're here because I needed to get this book," 

Tal says while holding up a book bound in what 

appears to be tattooed human flesh. "In this book 

are the secrets to freeing the demon and we 

needed to get to the book before the cult did."  

  

 Why don't we just destroy the book? 

"If we destroy this book, the cult will continue 

looking for a way to free the demon. 

Unfortunately in this universe, if you have the 

will, you will eventually find the way...ask any fire 

elem who descended from a fire elemental and a 

human parent. All jokes aside, because we got to 

the book first we can determine what they 

discover about the ritual to free the demon."  

  

 What do you intend to do with the book? 

"Oh, I intend to rip out a few pages here and 

there concerning the ritual –just enough to 

hopefully cause them to botch the spell and bring 

the cult's fortress down on their heads."  

  

 How complex is the ritual? 

"Calling this spell complex is a bit of an 

understatement. I've never seen enchantments 

and abjurations so specific in my entire career. I 

imagine completing this spell will be as difficult as 

it was discovering where this book was hidden."  

  

 How do we get home from here? 

"Don't worry, I'll teleport you about a three day 

ride outside of the Protectorate."  

  

 Why not teleport us closer than that? 

"Because I need to head south and deliver the 

book to one of the cult's agents in Lumwani."  

 

Knowledge (geography) DC 20: “Lumwani is 

located 2000 miles to the south-west of Amthydor 

below the Urund Desert in the Enlightened Republic 

of Ramanth-Tor.” 
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 Where is Lumwani? 

"It's located in the Enlightened Republic of 

Ramanth-Tor, a powerful republic in the south of 

the Western Continent."  

  

 What about the undead in Redrook? /What 

about Lee? 

"That's already taken care of. It was a simple 

matter of killing the skeletal guardians who were 

protecting the tomb. Unfortunately, I wasn't able 

to save Lee, but I was able to console his family 

when I returned his body to Redrook and told 

them that he was killed defending me when 

monsters attacked."  

  

 What about Captain Razorwind and the 

Siren's Song? 

"I was able to send him a magical message 

explaining what is going on. He's angry with me 

but understands the need for secrecy. The Siren's 

Song is on her way back to Amthydor with the 

rest of his crew, ready to take commissions with 

the Diamond Legion navy as pirate-hunters." 

 

 We noticed that each of the doppelgangers 

were wearing rings, what happened to them? 

"Ah, these," Tal says after putting his hand into a 

pocket and pulling out a half-dozen rings. "These 

Rings of Mind Shielding were created especially 

for the doppelgangers by the cult and will only 

work for them. I'm hoping to modify the 

enchantment so we could use them, but it'll take 

time."  

  

 Where's the cult hidden? 

"Even with my prestigious skills in divination, I 

can't seem to pinpoint the cult's fortress. I do 

know that it's hidden underground and 

constructed out of granite, but that can be literally 

anywhere in the world. The only way into and out 

of the fortress is through using magical scrolls 

that teleport us directly into a guard house. Unless 

I've been summoned by the cult, I don't have a 

way into the fortress."  

  

 

 

 

 

 The cult sounds a bit paranoid. 

"You'd be careful too if you are in the service of a 

demon lord when multiple groups of adventurers, 

priestesses and wizards exterminated everyone 

else in your cabal.” 

  

 What do you want us to do now that we know? 

"There's not much that you can do except wait. I 

don't know when the cult will contact me next, but 

I'm sure that I'll need you when that time comes."  

  

 Does the (Diamond Legion/insert 

religion/insert ruler) know what you're doing? 

"No, they tend to be far too heavy-handed when it 

comes to threats like this and the cult would have 

gone into hiding again."  

  

 Is Cruciatus (the new demigod) involved? 

"No, not in this –from what I understand he 

doesn't like to share power."  

  

 Why did you send us to Durpir (during 

Kismet)? 

"Well I didn't have a convenient abandoned 

dwarven keep where I could hide my treasure, so I 

used the next best thing. That tower used to 

belong to a necromancer decades ago who had a 

bad habit of turning women he liked into zombies, 

so when we killed him –and killed him a second 

time when he became an insane spellcasting 

skeleton– the ruling council at the time let us keep 

the building as payment for services rendered. No 

one else from my group wanted it, so I kept the 

deed and used the vault a few times over the 

decades."  

  

 Why not just give us the Cards of Fate? 

"Because that isn't how the magic works: leaving 

you the Cards in my will meant that you could 

safely take the cards from their hiding place, but 

the magic of the Cards would only allow you to 

own them if you took possession of them during an 

adventure. If the lawyer I hired would have 

handed you the cards, they would have 

disappeared the instant that you tried to take 

possession of one. And before you ask, I didn't 

make up the rules and that's how they work, for 

better or worse.” 
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 Where did the other Cards of Fate go after we 

took our cards? 

"I'm not exactly sure, somewhere in the world to 

be discovered again."  

  

 Why did you collect other Cards of Fate? 

"Call it a bit of a hobby when I wasn't convincing 

a ruler that picking a fight with his neighbor was 

a bad idea. The magic of the cards was fascinating 

and I was trying to learn from them."  

  

 Which Card did you possess? 

"The Three of Towers, which allowed me to nudge 

people towards my point of view ever so slightly. 

The Card's major power was something akin to 

the Magic Jar spell, letting me and another to 

literally see the world through each other's eyes."  

  

When the PCs are done asking questions, continue 

here: 

Pulling out a sharp blade, the wizard cuts a single 

page out of the book in his hand. Whispering a 

word of power, the page ignites and quickly turns 

into ash that is scattered about the room. Tal 

turns to you, "Are you ready to return home?" 

 

 GO TO Conclusion E (page 31). 
 

CONCLUSION A 

Ignoring the job, you go about your day. Just after 

the noontime bell, you hear a large explosion that 

comes from the Port District. For the rest of the 

day you hear gossip about the Diamond Legion 

refusing entry or exit from the port and how a 

ship, the Siren's Song captained by Ian 

Razorwind, exploded. Before the end of the day, 

the general consensus is that the Siren's Song 

must have been doing something illegal, otherwise 

it wouldn't have exploded. 

 

With nothing left to do for the day, you turn in 

with hopes to find work tomorrow. 

 

 

THUS ENDS RIDDLE IN THE BONES 

 
TIME UNIT COST: 1 TU 

CONCLUSION B 

Leaving the city without meeting with Lee, you 

can easily find the road leading to Redrook. 

Stopping each evening at roadside inns, your trip 

has been relatively peaceful. 

 

After a hearty dinner of stew on the forth evening, 

you head to bed with sleep heavy in your eyes. 

Awakening hours later, you realize something is 

wrong when you can't move your body. Standing 

above you, illuminated by the moon shining in 

through an open window, is a smiling grey-

skinned humanoid. The creature chuckles as he 

strokes you head with long fingers, "So many 

memories to steal, but the poison you ate at dinner 

will keep you paralyzed until the morning. Shall 

we begin?" 

 

Unable to scream, the creature ravages your 

thoughts for nearly an hour. Finally finished, the 

creature's entire body seems to melt like wax until 

you're staring at an exact copy of yourself. The 

doppelganger picks up a pillow from the bed, 

taunting you as you lie there helpless. "I'm sorry 

we have to do this, but a job is a job after all. You 

had so many interesting memories...oh well, I 

imagine my companions are finished with your 

friends by now. Sweetest dreams." 

 

Pushing the pillow onto your face, your double 

smothers you. 

 

 

THUS ENDS RIDDLE IN THE BONES 

 
TIME UNIT COST: 0 TU  
The PCs are dead forever. Please contact campaign 

staff concerning this development. 

 

CONCLUSION C 

Disregarding the letter's advice, you don't 

immediately head to the docks. A little after noon 

a large explosion rocks the Port District as the 

Siren's Song comes into view. The vessel is blown 

into countless shards, killing everyone aboard. 
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You'll never know what Tal's cryptic letter and 

the dead creature could mean. 

 

THUS ENDS RIDDLE IN THE BONES 

 
TIME UNIT COST: 1 TU  

 

 
 

 

THUS ENDS RIDDLE IN THE BONES 

 
TIME UNIT COST: 0 TU 
The PCs are dead forever. Please contact campaign 

staff concerning this development. 

 

CONCLUSION D 

Your vision blurs as skeletal fingers crush your 

throat as you struggle under the weight of the 

undead. Collapsing to the ground, the last thing 

you see in this world are the yellowed bones that 

gouge out your eyes. 

 

THUS ENDS RIDDLE IN THE BONES 

 
TIME UNIT COST: 0 TU 
The PCs are dead forever. Please contact campaign 

staff concerning this development. 

 

CONCLUSION E 

Leaving the temple, you gather your horses as Tal 

pulls several scrolls from within his robe. "Sorry, 

but this is going to take a couple of castings. The 

cult does the bare minimum when it comes to 

producing scrolls and your horses take a lot of 

power to move." 

 

Several minutes later you are standing in a grassy 

plain with your companions. Tal points towards 

the horizon. "Travel about an hour that way and 

you'll pick up a road going to the north-east 

heading towards Amthydor." 

 

Pulling a tiny sack from under his robe, the 

creature begins pulling objects from within its 

fabric that couldn't fit unless through magic. 

"Here are a few of the objects that I collected 

from the tomb in Redrook along with a letter from 

the village matriarch stating that your job was 

completed successfully." 

With that the wizard-who-is-a-lizard shakes each 

of your hands before departing towards the south-

east. 

 

After arriving three days later and collecting your 

reward from the Hall of Venturers, you are finally 

home. It isn't long before you hear a knock on the 

door. 

 

Wait for the PCs to open the door before continuing. 

Standing at the door is a messenger boy, a human 

child dressed in a homespun tunic and breeches. 

The child holds a letter out to you. "I was paid by 

a man up in the Commons District to deliver this 

to you." 

 

With that the boy runs away to join his friends. 

 

When the PCs open the letter, read the following box 

text: 

The letter written on tissue-paper reads, "I wish 

to congratulate you on your success in replacing 

those meddling adventurers. With them out of the 

way, our plans to free our lord will finally come to 

fruition. Remain in Amthydor in your assumed 

guises until we contact you again." 

 

The letter is signed by "Hai Phiel," and bursts 

into flames when you complete reading it. The 

flames consume the missive almost instantly, 

destroying any evidence that you might once have 

collected. This is only the beginning of your true 

adventure. 

 

THUS ENDS RIDDLE IN THE BONES 

TIME UNIT COST: 11 TU
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EXPERIENCE POINT SUMMARY 

 

Total the XP earned from the following: 

 

  ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 ATL 11 
Module 

Experience 
600 850 1200 1800 2900 4500 

Roleplaying 

XP Bonus 
50 50 100 100 100 200 

Maximum 

Possible 

XP 650 900 1300 1900 3000 4700 
 

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 (if taken) 

 Marrowstrike, (Value: 4608 gp, Size: Tiny, 

Tradable: Yes, Rarity: Rare, Legality: Legal) 
 
Encounter 8 (if taken) 

 Greater-masterwork Full-plate (Value: 1500 

gp, Size: Medium, Tradable: Yes, Rarity: 

Common, Legality: Legal) 

 Zxutab's Skull (Value: 3000 gp, Size: Tiny, 

Tradable: Yes, Rarity: Rare, Legality: Legal) 
 
Conclusion E: 
The PCs will get everything in this conclusion without 

needing to take it along the way. Each player gains an 

improvement to their Card of Fate based upon the 

original card that they took in Kismet. 

Example: Card of Fate: The Caliph cert owner only 

gets Card of Fate: The Caliph (Upgrade I). There is no 

mix/matching of the Cards of Fate, a PC possessing a 

Card of Fate (Upgrade I) cert without the base Card of 

Fate cert will have both certs voided. 

 100 gp each 

 Traveler's Any-Tool (Value: 250 gp, Size: 

Tiny, Tradable: Yes, Rarity: Common, 

Legality: Legal) 

 Rogue-bane Bullets (Value: 250 gp each, Size: 

Tiny, Tradable: Yes, Rarity: Common, 

Legality: Legal) 

 Swift-foot Greaves (Value: 2500 gp, Size: Tiny, 

Tradable: Yes, Rarity: Common, Legality: 

Legal) 

 Card of Fate (Upgrade I) (Value: priceless, 

Size: N/A, Tradable: No, Rarity: Common, 

Legality: Legal) 
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PLAYER’S HANDOUT #1 

Good morning, 

Your presence is requested at the Hall of Venturers at ten bells this morning. Please bring 

any equipment that you might need for an adventure with you, if you accept this job you will 

leave almost immediately. Mounts will be required. 

Melton Dadderhoff 

PLAYER’S HANDOUT #2 

 

Friends, 
If you're reading this, it means that my allies were successful and you're 
not walking into an ambush. The creature dead in the room is a 
doppelganger and its mission was to lure you into an ambush, kill you, 
and return to Amthydor pretending to be you. Unfortunately Lee was 
murdered by the creatures, but my allies have already informed Redrook 
and are taking care of the creatures in the crypt. 
What I'm about to write is important, our mutual foes are attempting to 
kill off our allies here in Amthydor, beginning with Captain Razorwind. 
You need to leave here quietly and head immediately to Siren's Song and 
give the captain his letter. Time is of the absolute essence, any delay will 
result in the murder of our friends and allies. 
Sincerely, 
Tal de'Azir 
P.S. A note explaining what happened here will be delivered to the 
Diamond Legion explaining what happened here. You will not be blamed 
for this. 
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PLAYER’S HANDOUT #3 

 

Friends, 
I'm not exactly sure why, but I've learned from my divinations 
have told me that within ten days you must go to an 
abandoned temple to Mordana located in the Northern Wastes 
and discover the treasure within. Without the aid of 
teleportation magics, it would be impossible to reach the 
Northern Wastes. Once you arrive at the edge of the forest, 
look for the trail hidden within the trees. It will lead you 
around without issues to the other cave. 
I apologize that I cannot tell you more, but there's great 
danger in knowing far too much about the future and 
becoming trapped by actions that can yet be changed.  
Tal de'Azir 
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GM Aide #1 

5 foot 

The Siren's Song 

Mast 

Stairs 

Upper Level 

ballista  

Pirate 
Starting Spot 
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GM Aide #2 

 

Moat Pillar 

Entrance 

Exit 

Hanging Bridge 

Drawbridge 
mechanism 
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GM Aide #3 
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GM Aide #4 

 
 

Bodies 

Swarm will attack 
when a PC stands 
here 
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Convention: 
___________________ 
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___________________ 
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