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

No good deed goes unpunished, and some deeds might be the death of you.
A former adventurer was Kkilled for what he thought was right. Was it an
accident or was there something more nefarious behind his death?
For heroes of ATLs 9+.

Noble Intentions is a direct sequel to the module LSJ65 Dirty Laundry.

It is best to play Dirty Laundry, LSJ67 Infinite Divergences, LS)73 Ms. Gnomer,
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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign
adventure. It is written to be played in a standard four-
hour convention time slot. Some of the text in this
adventure is in bold 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.
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ADVENTURE BACKGROUND

The war with the blood-beasts is over. But such a war
has left a devastating mark on the city of Amthydor. As
things have settled down, more accurate tallies have
been made. The death count is higher and many more
citizens are considered as missing. After all, wouldn’t
now be the best time to dispose of the “trash” and blame
it on the blood-beasts? One person has certainly taken
advantage of this situation.

Secrets have been learned long ago. Many secrets were
learned to expose and embarrass certain noble houses.
These secrets were supposed to be contained, but time
has a method to prove otherwise. Unfortunately in this
case, the victim is an adventuring noble from House
Erikas. While he didn’t set out to be the secret keeper
of the Houses, he became their defacto protector. The
more he learned, the less he was seen .... until he
disappeared from the adventuring scene altogether. It
has been weeks since Lord Shad Erikas has been seen
amongst his peers. And now, not only has his body
shown up dead, but a member of his entourage claims it
is of foul play in nature.

Noble Intentions takes place approximately eight and
one-half years after Dirty Laundry.

ADVENTURE SUMMARY

Introduction —

Encounter 1: PCs can speak with many members of
Shad Erikas’ entourage and well as visit House Erikas.
Encounter 2: PCs can see Shad Erikas’ body at the
temple of Hyperion.

Encounter 3: PCs attempt to visit the various temples
for guidance.

Encounter 4: PCs get a warning to cease their
investigation.

Encounter 5-10: Meeting with different nobles.
Encounter 11: PCs meet up with Gurge of the Noble
Hearts.

Encounter 12: PCs return to Kat with more questions.
Encounter 13: Combat.

Conclusion- Conclusion to mod.

Epilogues

INTRODUCTION

It is a hot day. The city of Amthydor is currently
licking its wounds from the devastating attack from
the blood beasts and the devil which led them. King
Torestyn has commanded all able-bodied citizens to
help with the search of missing victims in an attempt
to ascertain their condition and whereabouts.
Diminishing resources are being redistributed to the
less fortunate, the homeless, and the injured. Many
nobles that were fortunate enough to escape with
little damage to their homes have opened their doors
to help with the homeless. But while many of these
efforts are ongoing, the clearing of debris and
finding missing people is slow going.

Work, on the other hand, is in abundance. After
several stints of clearing rubble and searching, it’s
refreshing to receive a request for something other
than manual labor. However, unlike any of the other
requests, this one’s objective is pretty vague. “Come
to the Dauntless Dolphin for a mission of utmost
discretion. Please see Bialtor Doogan for further
information.”

It is about first bell after high sun when you arrive
at the Dauntless Dolphin. Entering through the
door, you see the place is a bustle with business. You
see Bialtor behind the bar directing his staff to his
different patrons throughout the room.

Bialtor will stop whatever he is doing when the PCs ask
him about the mission.

After speaking with Bialtor, he directs you to the
back of the room near an unlit fireplace. This area of
the Dolphin seems quieter than the rest of the dining
area. Perhaps it is because there are fewer patrons
sitting in the area. Or perhaps it could be because of
the person you’ve been directed to. Even sitting,
there is a definite presence about her. She is dressed
in all black; her dirty blonde hair is currently tied
back in a ponytail. Her dark feathered wings are
folded in. Wisps of red, orange, and yellow feathers
can be seen along the bottom edges of her wings.
She looks up at you as you approach; a smile pulls at
her lips. She gestures towards the seven seats in
front of you.

“Please, have a seat. Would you like something to
drink of eat? My treat.”

LS]J221 Noble Intentions

Page 3




Adjust the number of seats accordingly based on how
many PCs are at the table. The number of available
seats should be equal to the number of PCs + 1.

Allow the PCs to order whatever they want. This is also
a good opportunity to have the players describe their
PCs to one another. The drinks/food will arrive about
the same time as the players finish with their
descriptions.

«® Who are you?

&« What is the mission?

“I need you to investigate the circumstances of a
fellow adventurer’s death. He supposedly died on
the same day as the blood beast attack upon the
city.”

® Supposedly?

“Well, the information was delivered to me by one of
his servants. The adventurer’s name was Shad
Erikas.”

“My name is Katerina DeVargio. But you can call
me Kat.”

A successful Knowledge (local) DC15 will allow the
PCs to know that she is an adventurer. A successful
Knowledge (religion) DC10 will allow the PC to know
that she is a worshiper of Dymora.

«® You seem to be sitting by yourself over here.
Why is that?

If the PCs are unfamiliar with the noble houses of the
city (or if they simply don’t realize Erikas is a noble
house), a successful Knowledge (nobility) DC15 will
allow the PC(s) to realize that fact.

& What abilities did Shad possess as an
adventurer, other than being a noble?

“Well, people have been going out of their way
avoiding my kind since the attack. But I had asked
Bialtor for a quiet area since the information I may
part to you is very sensitive in nature.”

Kat smirks at the question. “That’s assuming you
call being a noble an ability. But anyway, he was a
bard for sure. I also heard a rumor that he handled
the Tome of Ultimate Dragon Magic and that he was
affected by it. I’m not sure how far along he was in
pursuit of those abilities.”

® So you’re a Dymoran?

& What information did you receive?

She nods to you. “Yes I am. However, like you, I am
also an adventurer. So we have that in common.”

® Then this mission is sponsored by the church of

Dymora?
“Actually, no. This is more of a personal nature as it
involves  someone from the  adventuring
community.”

& Why are there (PCs+1) seats?

Kat pulls a piece of parchment from her papers
before her. “A letter was delivered. It said ‘Kat, if
you are receiving this letter, then I may have gotten
into something that’s a bit over my head and | fear for
my life. I have instructed Derek to deliver this letter to
you in the event that | do not return or that | am
discovered dead. Trust me when | say that | didn’t die
of natural causes. | am sure you will do the right thing
and find the one responsible for my death.” And it was
signed by Shad Erikas.”

Kat sighs for a moment. “Today is the day I usually
have lunch with a dear friend. However, he is out of
the city at the moment doing a very important task.
I do, however, keep his seat available and a tankard
full in the event he manages to drop by.”

«® And you believe that the letter is genuine?

“Yes. The letter was written by Shad’s own hand.”

«® Isn’t Erikas a noble family name?

«® Why are you recruiting here and not in your
temple?

“For a number of reasons. Some of you don’t feel
comfortable at the temple of Dymora. Another is
that the church of Dymora is not sanctioning this
mission. And most of all, the temple is undergoing
renovation and the paint fumes give me a headache.
So we are here instead.”

“Yes, he was a noble of the city, but an adventurer
like you as well. Although I don’t think he had
gotten out to adventure too much in the past few
years.”

& If he died on the same day as the attack, then
couldn’t that have been the cause of his death?

“Perhaps. However, members of his entourage
would dispute that with you and insist that he wasn’t
anywhere near the fight.”
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&« Many people have died and weren’t near the
fight.

® Yes, we could use help in deciphering the pages.

“This is true. I only have the information on what
was told to me.”

“Excellent! You know, since you are fellow
adventurers, I can help you decipher one of the
pages for free. Multiple pages would cost you.”

&« How much does the mission pay?

“I know how scarce coins have been since the attack
as most everyone’s coffers have been going to the
efforts to rebuild the city. However, I am prepared
to offer each of you (250gp x ATL) for figuring out
the truth in this matter.”

®« Wait, you’re going to charge us for the
information?

If the PCs wish to negotiate this amount, a successful
Diplomacy DC20+ATL will increase the offer to
500gp x ATL per PC.

«® Do you have a theory on why he was killed?

Kat shakes her head. “Not in the monetary sense, of
course. These are troubled times and I realize that
coin is very tight these days. The charge would
simply be a promise for a future task for the church
of Dymora.”

&« | thought you said this mission wasn’t sanctioned
by the church of Dymora?

“Well, I think he was killed over some rumors that
he learned during the course of one of his
adventures eight years ago. The noble houses were
being blackmailed at the time and Shad was
adamant about making sure the information didn’t
get out. So he had the written pages burned in the
fireplace.”

“It’s not. However, knowledge is power. And I’d be
remiss in my duties as a Dymoran to simply give all
the information out to you freely. But I can see that
the idea of owing a favor to my Mistress is not
appealing to you. You can still take the one free
page deciphered and be done with it. Or you can
have more deciphered. It is your choice.”

&« Which houses were blackmailed?

«& Can anyone else decipher the pages?

“Twenty-one of the twenty-four noble houses were
blackmailed. The only houses NOT blackmailed
were House Bailey, House Slidell, and House
Torestyn.”

“To be honest, I don’t know.”

&« We also found some pages, but they were only
partially burned.

Kat’s eyes alight with anticipation. “Oh really? Did
you manage to decipher the pages you recovered?”

Actually, this is sort of false as she gained information
about some of the pages from another person. However
he is out of the city at the moment and she is unaware of
any other sources. Also, the Goddess of Knowledge,
Destine, has secrets as well in her portfolio. So the PCs
could very well get information from the Temple of
Destine as well.

«® We want to know about the ‘Truth’ page.

® Yes, we deciphered them.

She nods to you in a congratulatory sense.
“Excellent! Perhaps somewhere within the
deciphered pages is the key to find who is
responsible for Lord Erikas’ death.”

Kat frowns and then sighs. “I was afraid you might
ask for that one to be deciphered. Unfortunately, I
can’t decipher that one.”

«® No, we haven’t deciphered them.

Kat smiles. “Then perhaps I can help you.
Sometimes my curiosity gets the better of me and I
managed to discover what each page was supposed
to mean. Did you need any help?”

If the PCs specifically ask for the Truth cert to be
deciphered, Kat will not only offer to have another page
translated, but offer one extra free deciphering as
compensation for not being able to divulge that
information.

&« Why can’t you decipher the Truth page? You
said you know what each page means.

The translations are available in the GM Aid #1. Kat
will be happy to decipher all of the pages EXCEPT for
the one titled “Truth...”

Kat sighs once more and collects her thoughts.
“Lord Erikas and I were together when we
discovered the pages. We managed to save two of
them, but he wouldn’t allow me to see them before
they were destroyed unless I made a very specific
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oath. Needless to say I made that oath and I was
able to view the pages before they were burned.”

«® Do you know if any of these rumors are true?

&« What was the oath?

“Some of them did turn out to be true. The others, 1
don’t know.”

“Under the penalty of losing all my granted powers
and being abandoned by Dymora, I solemnly swear
to not use or act upon the knowledge learned and
keep the secrets silent,” Kat recited.

The pages titled “What I Know” and “It’s Only a
Secret” turned out to be true.

«® Do you know where Lord Erikas’ body is?

&« Wow. That was a serious oath.

Kat nods. “He is currently interned at the temple of
Hyperion.”

Kat nods. “It was actually a life-changing
experience. I realized at that moment that I simply
needed to know no matter what the cost.”

® Do you know where Lord Erikas’ body was
found?

«® You said you had found two pages and you can’t
tell us about only one of them? What gives?

Kat shakes her head. “Unfortunately, that

information wasn’t given to me.”

“The oath I made concerning one of the pages no
longer applies since the secret is already public
knowledge and has played out.”

«® Do you know where we should start with our
investigation?

LSJ79 A Bird in the Hand. The page marked as
“...What I Know” played out as Cardinal Arawl was
indeed discovered alive. She is currently residing at the
House Arawl estate. See Player’s Handout #2 for more
information concerning Cardinal and House Arawl.

&« And you know of the other pages even though
you didn’t see them personally?

“I would suggest that you begin with Lord Erikas’
entourage. From my limited observation of Shad
Erikas, one or two of his entourage stayed with him
at all times. As a noble, Shad took advantage of his
position and was pampered to any and every luxury
his status afforded him.”

® Where can Lord Erikas’ entourage be found?

Kat nods. “Well yes. I managed to find a person or
two that was willing to part with the information.”

“They are most likely at the Erikas estate in the
nobles section.”

Kat is exaggerating. She found out from Winford, who
is currently out of the city at the moment. How he found
out, she doesn’t know. Nor did she ask.

& We burned all of our pages.

Kat will give directions to any of the noble houses in
which the PCs request to go.

& (Can you give us directions to the Noble <House>
estate?

“Certainly.”

Kat nods understandingly. “I have learned the
contents of all six pages. I can still make the
knowledge of one of the pages available to you pro
bono. The other four, you will need to promise to do
a future favor for the church of Dymora before I can
divulge that information.”

Kat will give the directions to any of the noble houses
in which the PCs need to go.

«® Do you know any of his entourage?

There is a chance that some (or all) players haven’t
played Dirty Laundry yet and wouldn’t know what Kat
was talking about. She could still offer this deal to those
PCs as well.

& But what if the other pages contain vital
information in which we might need?

“Yes, I know a couple of them. Letor is, or was,
Shad’s bodyguard. But he wasn’t always with Shad
on adventures. Another was a dwarf named Derek.
He was primarily a cook, messenger, and general
busybody to the noble. It was Derek who brought
the letter to me.”

“You are intelligent adventurers. I am sure you can
figure something out.”

Letor was a cohort. As a cohort, Letor was only around
when Shad needed extra strength to fill the party. The
remaining part of Shad’s entourage was non-combatants
and followed him from place to place and adventure to
adventure.
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® Was there anyone else that was close to Shad
Erikas?

«® You weren’t part of the Noble Hearts?

“Shad was married. Yes, it’s hard to believe that
someone actually married that . . . never mind. His
wife’s name is Xarina and they used to adventure
together quite often. If you ask me, she had him
wrapped around her tiny little finger.”

Kat shakes her head. “Nope. They never asked me.
But besides that, I wouldn’t want to be part of the
group anyway.”

&« Why don’t you want to be part of the Noble
Hearts?

® Do you know where she can be found?

Kat thinks for a moment. “Actually, no. I haven’t
really thought about her until you mentioned it.”

“While some of the people in the group are decent
people, others didn’t live up to the group’s name, or
my expectations.”

«® You said Shad was an adventurer. Who did he
adventure with on a regular basis?

«® Did you know Shad Erikas?

“We adventured together a few times.”

“There was an adventuring company in which he
was part of. It’s called the ‘Noble Hearts’. I don’t
think they adventure together much anymore.”

® Do you know who else was in the Noble Hearts
adventuring group?

“Sure. Let’s see ... there were Kylene Reilly, Leah
Ayers, Tarl, Puri, Winford, Gurge, and Xarina.”

You can leave this statement hanging as if there is
supposed to be more to come. For this, Kat isn’t trying
to conceal that there is more information in which she
can part. However, the PCs will need to earn it. A
successful Sense Motive DC10+ATL will reveal that
Kat seems to be holding something back.

& [s that all? You seem to be tight-lipped about
something.

® Do you know where any of these people are so
that we may question them?

Kat shrugs. “I don’t really keep up with people of a
group in which I’m not a part of.”

This is pretty much a lie as Kat just spouted out every
member of the group. A successful Sense Motive
DC18+ATL against Kat’s Bluff skill will allow the PCs
to know that she probably knows more than she’s
saying, If pressed, she will admit the following:

“Well, he’s not my favorite person in the world. We
had adventured together for a total of three times.
The first time was okay. The second time was when
I was forced to take an oath. The third time, I felt
like I had to keep an eye on him waiting for another
shoe to drop. That was the last time in which we
worked together.”

® So you could be a suspect to his death?

“I think Gurge might be in the Nobles District. He’s
married to a Krimpach cousin. Winford is out of
town at the moment trying to destroy a dangerous
artifact. That’s all I know.”

Kat purposely misspeaks about Lady Tiffany as being a
Krimpach cousin. She is the niece of the Lord Consul.
She hopes the information would get back to Gurge in
an attempt to needle him from afar.

Also, an additional successful Sense Motive
DC18+ATL against Kat’s Bluff skill will allow the PCs
to know that she is still keeping something back. But if
prodded, she will simply say that the others aren’t
currently in the city. She won’t give any details. Only
allow this skill check if the PC(s) ask for it.

Kat laughs aloud at such an implication. “I see you
have a sense of humor. This is good. But to allay
your suspicions, no I didn’t do it. For one thing, I
am a Dymoran. While many of the people tend not
to like or appreciate us, we haven’t broken a single
law during our stay in the city. And last I checked,
murder is a capital crime in this city ... excuse me,
in this country. I’m not about to break a law for a
pipsqueak such as he. He isn’t worth my time.”

® If he is not worth your time, then why are you
interested in his death now?

Kat shrugs her shoulders, which also causes the
feathers in her wings to bristle slightly. “Well, he
seems far more interesting now that he’s dead than
when he was alive. If this was an underhanded
death, then his Kkiller is still at large. Also there’s the
fact that I received a letter from one of his entourage
stating that he feared for his life and that if the letter
should be delivered, then he was killed by nefarious
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means.” Kat pauses for a moment. “Even in death,
Shad knew my curiosity would get the better of me
and I would want to know the answers.”

® Then why don’t you investigate?

“I would if I could. However, some people in the city
aren’t as receptive to Dymorans as they would be to
you.”

A successful Sense Motive DC18+ATL against Kat’s
Bluff skill will reveal that Kat seems to be holding
something back. If pressed, she will continue.

“There seems to be a growing unrest against my
church since the attack. I suspected it might happen,
but it seems to be happening much faster than I
thought. So while I am a respected adventurer and
have done much for this city, I wouldn’t get the
same cooperation as you if I were to do this
investigation on my own.”

® Do we need a writ to get into the Nobles District?

Kat thinks a moment. “Hmmm. That’s actually a
good question. I don’t think so any more as their
district walls have already been dismantled.”

® s there anything else that you can tell us before
we get underway?

Kat chuckles a bit. “Oh, I know that question all too
well. I’ve used it several times myself,” she says with
a smile. “It’s the ‘give me whatever else information
for questions we didn’t think to ask’ question. I’m a
Dymoran, not a Destinite. If you wish, you can ask
more question now or you can return here and ask
follow-up questions later.”

After a moment while the PCs are on their way out, Kat
will remember one more thing:

“Oh, I almost forgot! It might be a good idea to
bring the perpetrator back alive. This way the bad
guy gets his or her proper justice and you don’t have
a silly thing like murder hanging over your head.
Defend yourself, yes. However, it would indeed look
better for you if someone was available to stand
trial. Just a thought. ..

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO _TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

YV Vv VY V¥V VY V V

NOTE ABOUT THE ENCOUNTERS: The PCs
can go to any of the encounters in any order.
However, certain events will happen based on the
number of encounters the PCs have completed.
Andonicus Erikas has his spies out and reports
back to him periodically. Once the PCs have
visited Encounter 1, Andonicus will be made
aware of the investigation and the PCs’
involvement in it. Keep an eye on the time. Should
the PCs attempt to go to House Gaines (Encounter
6) for information too early, have them find
nothing and use the Gurge encounter (Encounter
11) instead. Then have the PCs come back at least
one encounter beyond the warning (Encounter 4)
has been given. If learned too early, the
information provided at the House Gaines
encounter will send the PCs to the Final Encounter
(Encounter 13) and could end the module faster
than you like.
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ENCOUNTER 1
HOUSE ERIKAS / THE ENTOURAGE

The PCs can come to this encounter to either speak with
someone at House Erikas or to speak with Shad Erikas’
entourage (or both). Either way, it starts off with the
PCs arriving at the noble house.

The PCs have a chance to know a little bit about House
Erikas. A successful Knowledge (local/nobility) DC15
will give them access to the information on Player
Handout #4. Allow the PC with the highest successful
roll keep the handout. This information would be
available to him/her at any time.

However, should the PCs do the latter, it will take about
three times longer for someone to answer due to the fact
that the knock wasn’t heard (repeated attempts will be
needed).

Traveling west up the Royal Way you see the
damage to the city is pretty extensive. While most of
the districts had at least some damage to them, the
majority of the destruction seems to have been kept
to the southern half of the city. Many of the district
walls have gaping holes where spells have gone off or
show damage from where huge creatures have fallen
on them. The walls are now being dismantled for
raw materials.

It seems strange looking into the Nobles District
without it usual barricading wall and accompanying
gate. Beyond where the wall used to be you see
many of the district’s mansions. There is damage
upon almost every single house within. Equally
strange, there are no guards to block your passage
into the district. Perhaps the rumor is true: the
noble guards were conscripted into the Diamond
Watch in an attempt to make up for the losses from
the battle with the blood beasts.

Despite the damages seen, there aren’t any workers
working on repairs. But once you think about it, it
makes perfect sense. Manpower is scarce and
workers are needed throughout the city proper than
here within the Nobles District.

Following the directions given to you, you easily find
the Erikas Estate. The path leads directly up to the
main door. The mansion itself looks old, but well
maintained. Other mansions in the district try to
look more “modern,” but House Erikas, even though
they have been nobles for less than a century, try to
show established “roots.”

After a while, you hear movement on the other side
of the door. A light chain rattles and what sounds
like a heavy bolt is dislodged. After a moment of
silence, the door partially opens. A man, dressed in
noble finery as well as wizardly robes, looks to you
with an expression of slight annoyance upon being
disturbed from his studies. He is perhaps in his early
30s and, despite the hour of the day, looks
exhausted.

“Yes? Can I help you?”

This is Mitch Erikas. While Shad was the youngest
child, Mitch was the next youngest. Mitch is dressed in
his noble finery, a successful Perception DC15 will
allow the PCs to notice that his clothes have been slept
in. While the word is Shad’s passing isn’t commonly
known, the information seems to have already reached
the Erikas household.

If the PCs make any kind of apology for the Erikas’
loss, give them a +10 bonus to any needed Diplomacy
check during their visit.

Acknowledging the apology for his loss, the
expression of annoyance seems to disappear from his
face. He then mentally chides himself as if he had
forgotten something.

“Please excuse my bad manners. The last couple of
weeks haven’t been kind on us. I am Mitch Erikas.
What can I do for you today?”

® We are investigating Shad Erikas’ death.

The noble pales slightly as a subject he was not
prepared to speak about is forced upon him.
“Shad’s death? Didn’t he die at the hands of the
blood beasts?”

« We have reason to believe that may not be the
case.

There is a knocker on the door. The PCs can use the
knocker or simply knock directly on the door itself.

“If Shad wasn’t killed by the blood beasts then . ..”
Lord Mitch pauses for a moment as he realizes
where he is. He looks beyond you to see if anyone
else is present and then opens the door wide enough
for you to enter. “Please come in. Let’s have this
conversation in a more private location. If you will
follow me?”
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Once the PCs accept Mitch’s invitation, continue on.

«® Did you try speaking with the dead?

You are brought to what appears to be a sitting
room. There are many chairs in which you have to

“Why would we? It was assumed he perished in the
battle.”

choose from. Looking around, you can see that
many areas of this room have not escaped damage
from the attack. Based on the shadows on the walls,
there is a couple of missing picture frames. Also, one

&« We found some information concerning one of
your family members, Andonicus Erikas. Can
you tell us if it is true or not?

of the glass windows is boarded up, its glass
completely gone.

There is a carafe of red wine already on the table
with several glasses sitting around it. Filling one of

Lord Mitch listens intently as you inform him the
contents of the restored page. “I seem to remember
something about a scandal concerning him several
years back. But from what I understand, it was all
circumstantial.”

the glasses, Lord Mitch drains it completely and
then looks to you. “Okay, how about we start from

® Do you think Andonicus killed Caucus Arawl?

the beginning. Why do you think that Shad wasn’t
killed during the blood beast attack?”

«® One of Shad’s entourage delivered a letter to Kat

“I would like to think that no one from this family
was capable of doing such a thing. That said, I’ve
always had a weird vibe from him whenever he was
around.”

DeVargio stating as such.

“Oh really? I wasn’t aware that any of them went

® Weird vibe? Can you explain it?

out recently. But then again, my own studies have
prevented me from noticing a lot of things.”

A successful Sense Motive DC15 will allow the PCs to

“No, not really. It was just something in my gut that
said not to trust him. I just made sure I was in my
room studying whenever he was around.”

sense the emotion of guilt in Mitch’s voice.

& How is Andonicus related to you?

® You sound a bit guilty for some reason. Might I
ask the reason why?

“He is a cousin. My uncle married an elven woman.
So Andonicus is a half-elf.”

Lord Mitch seems uncomfortable as he refills his
wine and takes a more appropriate sip for a noble of
his stature. “Shad was the youngest of the family.

® Do you think that his being a half-elf is the
reason for your weird vibe?

He tended to come to me on many occasions asking
about this and that. I tended to shrug him off and
find ways to get him to leave so that I could continue
my studies. And now he will never be able to pester

“No. I have a few half-elf acquaintances and they
don’t make me feel the uneasiness that I feel
whenever Andonicus is around. No, there must be
some other reason for it.”

me again.”

® Where is Shad Erikas now?

& What are you studying?

“He is at the temple of Hyperion.” H

“The arcane arts.”

«® Would it be possible to see him?

« Would it be possible to meet with Shad’s
entourage?

Lord Mitch looks unsure. “I don’t know . ..” ‘

A successful Diplomacy DC15+ATL will convince
Mitch to allow the PCs access to the body. Don’t forget
about the +10 bonus that the PCs might get if they gave

Lord Mitch looks at you quizzically. “Why would
you want to meet with them?” he asks as if the idea
left a bad taste in his mouth.

their condolences to Mitch at the beginning of the
encounter. Mitch will write a writ of permission for the

® They might know something more since they
tend to be with him most of the time.

PCs to take with them when they visit the body.

& Can he be raised from the dead?

Lord Mitch shakes his head. “We tried. It was like
his soul wasn’t willing to return.”

Lord Mitch thinks about it for a moment and then
nods. “Perhaps you are right. I certainly didn’t
know about any of Shad’s comings and goings.
Perhaps they can shed some light on the subject.”
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Lord Mitch picks up a little bell that was sitting
upon the table. After ringing it, one of the house
servants appears in the doorway within moments.
“Yes, sir? Did you require something?”

Mitch nods. “Please fetch my brother’s minions. We
have questions for them.”

The servant nods immediately. “Right away, sir.” He
says and heads off down the hall.

After several minutes, you hear the sounds of
footfalls coming from down the hall. Within
moments, the servant Lord Mitch spoke to earlier
escorts a number of people into the room; a half-elf
male, a dwarven male, and an elven male. Mitch
looks at them and then back to the servant. “This is
it? I thought there were more.”

“Yes, M’lord,” replies the servant. “This is all of
them.”

The half-elf of the group speaks up, his voice being
uncommonly low than from what you would have
expected from one of his race. “I am Letor. How can
we help you?”

«® What can you tell us about Shad Erikas’ death?

“Not much, I’m afraid. He went off on his own from
time to time not taking any of us with him.
Sometimes he was gone for a few days a time. But
unlike previous times, he didn’t return this last time.
It wasn’t until a week later in which his body was
found.”

® Where was Shad’s body found?

“Master Erikas’ body was found in the ruins of the
Gaines Estate.”

& Have you seen the body?

“No. The temple of Hyperion is limiting access those
that can view the body to family members only. But
from what I heard, what was done to Master Erikas
is pretty gruesome.”

«® What was done to his body?

“I can’t rightfully describe it as I have not
personally seen his condition.”

& [t was suggested that Shad Erikas died from
being mauled by the blood beasts?

While Letor is a half-elf, think of him as speaking in the
mannerisms of Worf.

® [s this all of you?

“Yes, I heard that theory as well. However, while he
did go out on the day of the blood beast attack, I
suspect he was using it as a distraction to do
whatever he was doing.”

Letor frowns a bit. “This is all that is left. Three of
us went to look for the whereabouts of Master
Erikas. They never returned.”

«® Do you have an idea of what he was doing?

&« Have their bodies been found?

“As of this moment, no.”

“I don’t know for sure. I was able to piece together
that he was watching particular noble houses. The
reason behind his interests was never shared with
me or any of the others that followed him.”

«® Did you search for their bodies?

“Of course we did. We even tried magical means to
locate them. However, their whereabouts eludes us.”

«® Which noble
watching?

houses were Shad Erikas

«® Do you know if they are alive or dead?

“Oh, they are dead. We were able to ascertain that
from the temple of Destine. But they were unable to
provide a location for their bodies.”

“Let’s see. The Pelligaris were a particular interest
of his. That is, until the Lord Consul was beheaded
and the remaining noble house members were
banished from the city. He also had particular
interests in the noble houses of Tezriine and
Gaines.”

® Do you think their deaths could be linked to the
death of Shad Erikas?

®& Was there anyone else?

“I suspect it to be so, but we have no proof to
support such a theory.”

“He did attend any and every function in which the
Torestyns were present. I think he had a particular
interest in young Jocelyn. But after seeing that the
young Torestyn was alright, he ceased his
monitoring of them.”
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Have the PCs roll a Perception DC15. If successful,
they noticed that Letor was about to say something else,
but with a quick glance at Lord Mitch, he thought better
of it.

& Was there something else you were going to say?

® [s there anyone from The Noble Hearts available
in which we can speak to?

Letor thinks for a moment. “I think the gnome is
still in town. You can probably find him at the
Krimpach estate when he’s not adventuring.”

Letor looks at Lord Mitch, noticing that he has been
hanging on his every word. “Um, yes. There was one
more house in which he was paying particular
attention to . . . this one.”

Lord Mitch’s eyes widen in surprise. “What?! Why
would he watch this house? This is where he lives.”

Letor shakes his head. “Master Erikas didn’t share
his reasons why. It was only after a long period of
time that I was able to piece together a pattern to his
movements.”

& What is the gnome’s name?

“I am usually bad with names of those Master Shad
didn’t often frequented with, but considering the
name of the gnome, I remember it succinctly. His
name was Gurge.”

& Did Shad have any enemies?

Letor shrugs. “No more than any other noble I
suppose. Add his adventuring to the mix . .. ?”
Letor shrugs once more.

If the PCs had already showed/told Mitch the rumor
concerning Andonicus Erikas, he won’t be as surprised
with the revelation of Shad’s activities of watching his
own house.

«® Do you know anything about this page we
discovered? (PCs either read the passage to
Letor or lets him read it himself.)

&« Did Shad have any arguments with anyone that
might have become heated?

“Well, he did have an argument with a Dymoran
about eight or nine years ago. I wasn’t there, but
Master Erikas told me about it afterwards. He was
very self-satisfied about it saying that he was able to
shut down the Dymoran secrets network. At least for
a day.” Letor then is suddenly contemplative.

Letor’s eyes widen in shock. “If this is true, I had no
idea. Come to think of it, Master Erikas seemed to
be more focused on Andonicus than anyone else in
the manor.”

® s there anything else?

& How long has this been going on?

“Roughly about eight and one-half years.”

«® Did he find anything?

“I didn’t think anything about it at the time, but
Master Shad had started having severe headaches a
few days later. Once I even heard him shout out ‘I
don’t want to know.” When I inquired if there was
anything the matter, he dismissed it as nothing and
that it was not my concern.”

“If he did, he kept it to himself.”

& Did the headaches go away?

® What do you think happened to Shad Erikas?

Letor ponders for a moment. “I think that Master
Erikas got a little too close to something, or someone,
he was watching and got caught.”

“Eventually, yes. However he seemed to become
withdrawn and started keeping an eye on certain
people.”

&« Did Shad belong to any organizations or groups?

& This is when he started watching the different
noble houses?

“That is correct.”

“He did belong to an adventuring company called
The Noble Hearts. They usually met in a reserved
room inside the Dauntless Dolphin. However, it has
been a while since any of the members had gotten
together on a regular basis.”

® Do you know what might have cause his
headaches/change in behaviors

“Considering that the headaches began shortly after
his encounter with the Dymoran, I would say that
she might have had a hand in the situation.”
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«® Do you have any proof that it was her?

“No, I do not.”

«® Do you know her name?

“I never met her. Master Erikas might have
mentioned her name, but it was so long ago that I
don’t remember.”

& Was it Kat DeVargio?

Letor stares at you for a moment in thought. “Yes, I
think it was.”

« Would you be able to come with us to identify
her?

“As I said before, I have never met her. However,
Master Erikas did describe her a couple of times.
This was, of course, before he was married.”

® Do you think she did it?

realize that Lord Mitch had stopped moving
forward when he announces, “We are here.”

Opening the door to the room, Lord Mitch allows
you to enter first. The room is rather luxurious even
by nobles’ standards. There is a four-post canopy
bed that is immaculately made. There is a standing
bust in which finely crafted chainmail armor is
draped upon. The desk below the hanging mirror is
made of what appears to be darkwood, a thick book
placed upon its center. A couple of rapiers hang
displayed on the wall, their expertly polished
surfaces reflecting the outside light around the
room.

Lord Mitch enters the room as well as you look
around. “Shad and Xarina lived together. As you
can see, many of Shad’s adventuring gear is here
and hasn’t been touched.”

“Who’s to say for certain? If she did, she’s been very
patient and waited a long time to get her revenge.”

Letor is making a guess and expressing his opinion.

« Shad had a wife?

“Oh yes. They had adventured together for quite
some time before they married.”

There is no dust in the room. The servants keep the
room spotless whether Shad and/or Xarina use the room
or not. The items displayed are a preview of what’s to
come if the PCs are successful (see treasure summary
for details).

« Did Shad and Xarina get along?

&« What was the wife’s name?

“Xarina Starr-Erikas.”

“I can’t say that I’ve heard any fighting between
them. If they fought, they did so out of my earshot.
Shad knew well enough that I didn’t like to be
disturbed.”

& Can we speak to her?

& Did Shad leave any notes?

Letor frowns for a moment in thought. “Actually, I
haven’t seen her in a while.” He then looks to Lord
Mitch. “Have you seen Lady Erikas lately?”

Lord Mitch thinks for a moment and then shakes his
head. “While I’m not the best person to notice the
comings and goings of people around here, I have to
admit that I haven’t seen her in a while as well.”

“I am not aware of any notes he might have left
behind,” Letor responds.

&« Can we see Shad’s room? / Can we see Xarina’s
room?

If the players search Shad’s room, go through the
motions and allow a Perception check for their search.
All results will be the same: there are no notes to find.

« If Shad gave you the letter to bring to Kat, why
didn’t he send his notes to give her a starting
point?

Lord Mitch thinks for a moment at your request. “I
don’t see why not.”

Getting up from his chair, Lord Mitch leads you
down a hall and up a flight of stairs. The décor of
the manor is quite splendid with expensive looking
portraits and curious items from all over the
Tasman Sea. Distracted in an attempt to figure out
where some of the items had come from, you don’t

The dwarf shrugs his shoulders in a gruff manner.
“Beats me. That would have been more efficient,
right?” Derek scratches his chin through his beard
in deep thought. “I think he might have been afraid
his notes, if he had any, would get into the wrong
hands. I never knew of such notes if they ever
existed.”
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&« Can we see Shad’s belongings? / Can we see
what Shad had on him when he died?

Lord Mitch nods. “There isn’t much to see. All that
was sent to the house was a short sword and a
dagger. He’s still wearing the clothes he died in.
Considering his adventuring gear is still here and
untouched, I don’t think that Shad had expected any
kind of confrontation.”

ENCOUNTER 2
THE BODY

& [f Shad’s adventuring gear is still here, wouldn’t
that suggest that he didn’t go out and do battle
against the blood beasts?

The travel to the Temple District is a short one.
Crossing the Royal Way from the Nobles District,
you find yourself there. Unlike the district you just
left, the temples within seem untouched from the
battle with the blood beasts.

“You have a point. Or, Shad was caught unawares
to the situation. In any event, if there was that much
danger, he would have prepared himself. That much
is certain.”

«® Thank you for your time.

Mitch stands as he escorts you to the door. “No.
Thank you for your attention in this matter. Do let
me know what you find out.”

If the PCs failed to ask directions to the Temple of
Hyperion, a successful Knowledge (local) DC10 will
allow the PCs to have the knowledge to find the temple
on their own. In the unlikely chance that everyone fails
the skill check, a successful Diplomacy DC10 will
allow the PCs to gain the information from those within
the district itself. Of course, PCs that worship Hyperion
know where the temple is located and don’t have to roll.

» If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO
ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).

vV Vv VvV VYV V VYV V VYV V

NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

The Temple of Hyperion, while not the tallest temple
in the district (the tallest is the Temple of Galvandt),
stands with grace and majesty that no other temple
can compete with. Normally, the grand 15-foot
double doors would be closed. However, all temples
have opened their doors to anyone in need during
this time of crisis.

As you enter, you notice many of the priests tending
to wounded.

A successful Perception DC15 will allow the PCs to
discern that not all of the wounded inside this temple
are nobles.

As you are looking around, you are approached by
one of the temple’s acolytes.

“Good day, M’lord (M’lady). Are you in need of
healing?”

&« We would like to see someone in charge.

“Of course, sir (madam). I will see that his Lord
Highness will meet with you right away.”

® We would like to see the body of Shad Erikas.

The acolyte pauses for a moment while in thought.
“Perhaps I should bring his Lord Highness Tameron
Slidell to you for that inquiry. It will only be a
moment, good sirs (ladies).”

LS]J221 Noble Intentions

Page 14




You don’t have to wait long before the acolyte
returns with a man dressed in both regal and
priestly attire. While a noble for certain, the
compassion and concern on his face marks him
different from some of the other nobles you have
met.

The acolyte speaks up once they are to you. “May I
present to you his Lord Highness Tameron Slidell.”

With a warm smile, Lord Slidell offers his hand in
friendship as he greets you.. “Good day to you, my
friends. What may I ask brings you to Hyperion’s
house on this day?”

«® We would like to see Shad Erikas’ body.

Lord Slidell frowns for a moment in thought. “This
is most irregular. May I ask the reason for the need
to see Lord Erikas’ body? A request from a non-
family member is pretty unorthodox.”

room isn’t completely dark, it brightens as you
enter. A lone hallway continues to your right;
however Lord Slidell leads you into the main room
itself. The stone walls have portraits of once-great
nobles from Amthydor’s past.

In the far wall there appears to be several square
metal doors, no larger than two feet square, inset
into the stone. Lord Slidell goes to the center middle
door and speaks a command word. The door slowly
opens as the body within levitates forward. The door
lengthens as it locks into place horizontally to
become a table as the body is slowly lowered upon it.

Shad Erikas’ body is a sight to behold. Ripped
clothes show bloody gashes all over his body. There
are several bruises upon most of his exposed flesh. It
indeed looks like the noble had been mauled to
death.

« We have reason to believe that Shad Erikas was
murdered and not simply killed at the battle
with the blood beasts.

“That is an interesting theory. However, we can’t
just let anyone waltz in here to view the body
without permission.”

Allow the PCs the opportunity to argue as to why they
should see the body. A successful Diplomacy
DC15+ATL will convince Lord Slidell to let them do
S0.

«® We have a writ of permission from Mitch Erikas
to see the body.

The PCs can do a couple things at this point:

e Speak with the Dead — While the spell will work,
the fact that Shad’s tongue had been cut out will
prevent him from answering questions coherently.

o Heal check — PCs can attempt a Heal skill check
with the results given based on the skill check roll.

DC Heal Check Result

Lord Slidell takes the writ from you and looks it
over. “Everything seems to be in order. If you will
follow me, I will take you to where Lord Erikas is
interned.”

You follow Lord Slidell through the main hall of the
temple and turn a corner. You see a smaller hall in
addition to a set of stairs. It appears that you could
travel up the stairs to the next floor or go down the
stairs to what you assume to be the basement. Lord
Slidell turns to you as he begins to descend the stairs
to the floor below. “This way please.”

As you descend the stairs, sconces upon the wall
automatically alight to prevent you from descending
into darkness. You notice a slight chill in the room
as you reach the bottom of the stairs. While the
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All gashes and bruises pretty much happened
simultaneously.

Gashes are too fine and precise to be claw
marks. Also, it appears that the wrists show
signs of rope burns. Apparently Shad
struggled from being bound.

Trail of blood from the mouth. If mouth is
opened, it will be discovered that his tongue
was cut out. Besides the blood trail from his
mouth, Shad’s clothes are immaculately clean.
Gash wounds don’t match all the tears present
25 in Shad’s clothing. There are more tears in
Shad’s clothing than there are wounds.

There is evidence of minute scarring in places
where clothing tears show no wounds.
30 Apparently a boon went into effect and he was
instantly healed. Shad Erikas was killed twice
within minutes of each other.

A dagger wound is found piercing his back.
This was the killing blow.

10

15

20

35

If PCs try to detect for magic on the body, there will be
none. Any residual magic would have dissipated after
two weeks’ time. Spellcasters may inquire on how
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Shad’s clothes are so clean. A successful Knowledge
(arcana) DC15 will determine that the spell
prestidigitation was used upon his clothes to clean the
excess blood and grime. PCs may bring up the question
of whether or not the blood left on Shad’s mouth was
simply overlooked or left on purpose. While the PCs
won’t be able to determine one way or the other, it was
the latter; the killer was apparently sending a message.

@« Have you tried speak with dead on the body?

“Not if he was the only one defending the manor.
Everyone else must have been killed when the manor
was crushed.”

® You said Lord Erikas was dug out of the rubble.
Wouldn’t he have similar wounds as the others?

“Not necessarily.”

“No. We had no reason to do so. Lord Erikas died
on the day of the battle and he looks like he was
mauled by one of those terrible blood beasts.”

® Who were the others that were dug out of the
rubble?

“Lord Consul Gaines and his brothers. Also, the ten
members of the Gaines’ household staff.”

Speak With Dead Results:
NOTE: Because of the fact that Shad’s tongue was cut
out, the spell comprehend languages will be needed in
conjunction of speak with dead in order to understand
anything that Shad has to say. The spell tongues will be
of no effect in this instance.

X3

S

Who killed you? “Family.”

Why didn’t you come back? “Finally at peace.”

Why were you killed? “Investigating family

member.”

Which family member were you investigating? /

Which family member killed you? There is a long

silence. “Look to rumors. There is truth. Save

Xarina.”

Who is Xarina? “My wife.”

%  What did you find out about the family member?
“He had Kkilled before.”

¢ Who did he kill? “Caucus Arawl. Margaldi
Slimhands.”

*  Why were they killed? “Caucus stopped him from
being with his sister. He was hired to Kkill
Margaldi.”

% Who is Margaldi Slimhands? “A friend to Queen

Alissa Torestyn.”

X3

%

3

*

R/
0’0

3

*

® Where was Lord Erikas found?

® Were you able to examine any of the other
bodies that were found in the rubble?

“Yes. The cause of death was from the manor
collapsing upon them. Each body had multiple
fractures and broken bones throughout their
bodies.”

« Did Lord Erikas have any broken bones or
fractures?

Lord Slidell blinks at the question and thinks for a
moment. “Honestly, I don’t know. Based on the
condition of the body, we assumed he died by the
beast, not the house.”

A successful Heal DC20 will allow the PCs to
determine that while some of his bones are broken,
there are not enough broken bones in Shad Erikas’ body
to account for a manor falling upon his body . . .
assuming he was in the manor when it collapsed. If the
skill check was exceeded by 5 or more, the PC can
determine that the bones broken were in areas that
caused great pain. Shad Erikas was tortured before he
was killed.

&« Can he be raised from the dead?

Lord Slidell thinks for a moment. “I believe he was
dug out from the rubble at the demolished Gaines
estate. Many bodies were dug out from that site.”

Lord Slidell shakes his head. “House Erikas
requested we raise him, but the spell failed. It was
like his soul wasn’t willing to return.”

& Can we take a look at Lord Erikas’ belongings?

® Why do you think he was there?

“I’m afraid not. All of Lord Erikas’ belongings have
already been sent back to the Erikas estate.”

“We assumed he was defending the city like most
everyone else. He just wasn’t as fortunate as others.”

« Don’t you think it strange that Shad Erikas was
the only one with wounds and the others dug out
didn’t?

«® Can you keep the fact that Lord Erikas was
murdered under wraps for a while? At least
until we finish our investigation.

“Of course.”
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«® Thank you for your time.

Lord Slidell nods to you. “You are most welcome. I
hope you find the one who had done this most
heinous crime.”

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO
ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).

vV Vv VvV VYV V VYV V VYV V

NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.

ENCOUNTER 3
THE TEMPLES

Except for visiting the temple of Destine, visiting any of
the temples will yield the same result. Priests are hard-
pressed during this time doing healing, restorations, and
other spells to help restore the city. Even if a PC has a
cert for a free spell from a particular temple, they will
not be able to help as those spells have already been
spent as well.

Should a PC cast a divination spell on their own, give
them Player’s Handout #10.

DESTINY
SMARTLY DETERMINED FOE
DEFYING HIS LONG-TERM PLANS
STARR WILL FALL
PAGES

1) Destiny = Destine. For those that can’t make the
connection, a successful Knowledge (religion)
DC10 will allow them to do so.

2) Is Andonicus Erikas. He knows how to cover his
tracks and get what he wants. PCs are still
determining who their foe is. This information will
NOT be available through a simple die roll.

3) His plans are to thwart Lady Cardinal Arawl’s
wedding and take her for himself, but Shad Erikas
had gotten too close to the truth. The PCs will get a
hint of this in ENCOUNTER 5 should they ask the
right questions.

4) Xarina Starr-Erikas will die depending on the
actions (or inactions) of the PCs. A successful
Knowledge (local/mobility) DC10+ATL will allow
the PCs to determine that “Starr” refers to Shad
Erikas’ wife.

5) The burned pages from Dirty Laundry could set the
PCs on the correct path to discovering who killed
Shad Erikas. Anyone who has previously played the
module Dirty Laundry would know what the term
“pages” is referring to.

If/when the PCs go to the Temple of Destine, continue
here:

With practiced steps, you easily make your way to
the temple of Destine. Just as the temple of
Hyperion, its doors are open as well. Inside, many of
the temple’s clergy tend to the wounded. As you look
around to get someone’s attention, a familiar face
greets you. High Priest Bartholomew removes his
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spectacles, breathes on them twice, and polishes the
lenses with a soft cloth. Putting them back on the
bridge of his nose, he greets you with a smirk and
eyes full of mischief.

“Good day to you, adventurers! What brings you to
Destine’s doorstep today?”

NOTE: It is assumed that the PCs had gone to the
temple of Hyperion first to view Shad Erikas’ body. If
not, reword the text to remove the comparison to the
temple of Hyperion.

® You already know.

Bartholomew smiles. “Perhaps. Perhaps not. There
are many paths to Destine. I simply need to know
which path you are on today so I can give you the
answers you seek.”

&« We need information about certain noble

secrets.

Bartholomew’s playfulness abruptly halts as a frown
forms on his face. “And what will you do with these
secrets should I give them to you?”

«® We are trying to find a possible murderer.

Bartholomew nods to you sagely. “So you are on that
path. It’s a tricky path for sure, however it is
certainly possible to find the perpetrator . . . if done
correctly. There will be conflict, though. That much
is certain. The timing can’t be predicted . . .” he says
as his voice trails off into thought.

® The secrets? (probing for a second time)

“Oh yes. Of course.”

This is assuming the PCs don’t have any of the burnt
pages from Dirty Laundry. The players can get 3 to 6 of
the secrets from Player’s Handout #1. Have a player
roll a 1d4 and add 2 to the roll to determine how many
they get. Give out the secrets in the order listed on the
page. If the PCs don’t get all six secrets and ask if there
were any others, Bartholomew will smile. “Of course,
yes. But they don’t matter to your mission.” Unless,
of course, the PCs only got three total secrets when they
rolled for how many secrets they can learn. Then
Bartholomew will say, “Yes, there is one more.” And
he will give them secret #4.

If the PCs have the burnt pages from Dirty Laundry, he
will decipher the secrets that they have.

«® Were there any other secrets?

“One or two more, maybe.”

Bartholomew will “fill in the blanks” and give the PCs
the secrets through #4 on the Player’s Handout #1

page.

& What do you think of Kat DeVargio?

“She’s an interesting woman to be sure. So many
paths have converged upon her. It will be interesting
to see which path she chooses.”

® You mean you don’t know?

Bartholomew smiles. “The path of knowledge
doesn’t work that way. Destine herself knows the
possible outcomes. But all of that means nothing
until an actual decision is made by the one traveling
the path. And based upon her level of experience, I
suspect Kat knows she is being watched. This makes
the game even more interesting.”

& Kat and Shad had a past together. Did she Kkill
Shad Erikas?

Bartholomew pulls a scroll from one of his deep
pockets. “I thought the subject of her involvement
might come up. While we can’t track possible future
paths, we can track the paths already traveled.
According to her path, she and Shad Erikas had
crossed paths three times several years go. They
haven’t crossed paths since then.”

& Can these scrolls be altered/changed?

Bartholomew is aghast at the mere thought of that
suggestion. “Absolutely not! The paths are scribed
by Destine’s own hand.”

® Destine writes your scrolls?

“Yes, through the High Priest of the Temple.
Currently, she writes through me.”

«® Do you have a scroll on me?

“Of course we do.”

«® May I see it?

‘ “Of course not.” He says with a smile.

® [s there a scroll on Shad Erikas?

“Of course there is.”
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«® Can you tell us who killed Shad Erikas?

«® Who’s path? Who might die?

“The answers you seek lie on the path before you not
in Destine’s scroll.”

® You’re not going to tell us who did it are you?

“That is correct. Your path is to discover this on
your own using the clues provided to you. You
should know by now that some answers aren’t given
to you on a silver platter. You have to work for it.
But in the end, the results are more satisfying than
simply passing notes from one to another.”

“Oh, so sorry. This scroll was apparently written
thinking you would already have that knowledge in
hand. Xarina Starr, otherwise known as Shad
Erikas’ wife, is the one that this scroll is about.
Based on this, her life is in grave danger.”

«® Thank you for your time.

“You are quite welcome. Until our paths cross
again, may Destine guide your steps down the
correct path.”

« Can you do a divination for us?

Bartholomew shakes his head. “I am afraid not. All
of our resources are currently being used for the
wounded and the cleansing of the city. If you have
the available means to cast it yourself, then I suggest
you do so0.”

& But none of us can cast that spell.

Bartholomew pulls another scroll from his pocket.
“Here. This should do the trick for you. If it isn’t
used by the end of the day, though, it will
disappear.”

This is a scroll with the divination spell scribed upon it.
Any PC can use it without the chance of spell failure.

® Why can’t you use the scroll and cast it for us?

Bartholomew smirks and rolls his eyes. “I can take
the scroll back and we can forget it ever existed. Is
that the path you wish to travel?”

&« Xarina Starr/Shad’s wife is missing.

“Is she? That’s surprising.” Bartholomew snaps his
fingers to an acolyte and is promptly given a scroll.
Opening the scroll, he reads it for several minutes,
and then his eyes suddenly widen. “Very
interesting,” he says as he tries to keep the alarm
from his voice. “I can’t say for sure where she is as I
don’t know, but her current path only shows two
possibilities: she will live or she will die on this day.”

& [f the PCs don’t mention Shad’s wife.

An acolyte urgently approaches Bartholomew and
hands him a scroll. Opening the scroll, he reads it
for several minutes, and then his eyes suddenly
widen. “Very interesting,” he says as he tries to keep
the alarm from his voice. “I can’t say for sure where
she is as I don’t know, but her current path only
shows two possibilities: she will live or she will die on
this day.”

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the

temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to visit House Arawl, GO _TO

ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO _TO

ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO

ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO

ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO

ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO

ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles

District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further

questions, GO TO ENCOUNTER 12 (page 34).

YV Vv VY Vv VY Vv VY V

NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.
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ENCOUNTER 4
THE WARNING

There is a 10% cumulative chance that the PCs’ actions
will be discovered. When the results are equal to or less
than the target number, continue with this encounter.
This encounter is best used while the PCs are outside
the Nobles District. If it seems like the PCs are unable
to get out of the Nobles District for this encounter (like
going from one noble house to another), make
appropriate adjustments to the boxed text to make it fit.

As you head to your next destination, you attention
is drawn to the sound of items falling to the ground.
You see what appears to be an old man falling to the
ground as well, landing on top of several packages.

The PCs can either help the old man or not. If they
don’t help, then they won’t get the warning. There will
still be a 5% cumulative chance (for each
encounter the PCs visit) that Xarina Starr-Erikas
will have been killed when the PCs reach the final
encounter. Roll this chance at the beginning of
ENCOUNTER 13.

If the PCs help the old man, there is nothing suspicious
about him. However, the PCs will find a sealed letter
once the old man is gone. It is addressed to one of the
PCs (either the PC in charge of a PC that would have
the most influence).

(PC’s name)

You have done an excellent job in tracking me so
far. However, I suggest that you cease your search
for me at once or the Erikas woman dies. Ignore
this warning and her death will be on YOUR hands.

My spies are everywhere so you best heed this
warning. I will know if you choose to ignore it.

The letter is unsigned.

If the PCs cease their investigation and give in to the
demands of the warning, GO TO CONCLUSION A
(PAGE 65). Determine who the PCs will return to.

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the

temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to speak to the clergy at the various

temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO

ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO _TO

ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO

ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO

ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO

ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO

ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles

District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further

questions, GO TO ENCOUNTER 12 (page 34).

YV Vv VY VvV VY V¥V VY V V

ENCOUNTER 5
HOUSE ARAWL

The PCs have a chance to know a little bit about House
Arawl. A successful Knowledge (local/nobility) DC15
will give them access to the information on Player
Handout #3. Allow the PC with the highest successful
roll keep the handout. This information would be
available to him/her at any time.

There is a 5% cumulative chance (for each
encounter the PCs visit) that Xarina Starr-Erikas
will have been killed when the PCs reach the final
encounter. Roll this chance at the beginning of
ENCOUNTER 13.

The trip to House Arawl is a smooth one. Winding
through the path, you make it to your destination.
Looking over the house you see that this manor had
suffered damage from the battle two weeks ago. The
roof is partially caved in and there are several
windows boarded up around the house. The
landscaping in the front also shows signs of damage
as a gigantic claw/foot mark can be seen marring the
once-beautiful foliage.
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After knocking on the door, you are greeted by a
young woman upon the door’s opening. She appears
to be in her 20s, has long brown hair, and is dressed
in a long, white gown. The smile upon her face is
infectious as bright, intelligent eyes look you over.

“Yes? Are you from Felicia’s Flower Emporium? I
am so ready to talk bouquets.”

«® Why? What happened?

“My father’s heart was broken when he heard of my
death. Caucus was already dead as well . . . and he
felt that the House had no future. So they all agreed
and committed suicide.” Cardinal says, choking on
the last words.

This is Lady Cardinal Arawl. Since coming back from
the “dead” (LSJ79 A Bird in the Hand), she has moved
back to be with her family. Since then, she had
reestablished ties with both her family and the
community.

«® [s that a wedding dress?

&« How did they return?

“Oh yes!” She says excitedly. “It took long enough,
but Jordan and I are finally getting married!”

Cardinal’s face returns to a better composure.
“When the Scales of Peliron was returned to
Amthydor, many of those that had been Killed
needlessly were brought back . . . including my
family. Well, most everyone. Caucus remained
dead.”

& Congratulations!

LSJ67 Infinite Divergences

« How did your brother die?

“Thank you so very much! I can’t wait!”

® You’re having a wedding during these troubled
times?

“He was trying to protect me from Andonicus.
Unfortunately my brother was no match for him.”

“This is actually the best time in which to have a
wedding. Weddings are a happy time and bring
hope for the future. We need to do all we can to
show everyone that there is a future and we will do
whatever we can to achieve it.”

«& Andonicus wasn’t charged for your brother’s
murder?

“There were no witnesses to the murder. Andonicus
was only seen near the body, so it was all
circumstantial and nothing was proven.”

&« And you are?

“Oh! My name is Cardinal. You’re not here
concerning the flowers are you?”

& Did the priests speak with dead to your brother
to find out who killed him? / Was Andonicus
questioned under a zone of truth concerning your
brother’s death?

« No we are not.

Cardinal’s expression seems to deflate just a little
bit, but quickly returns to its former sparkling glory.
“Then who are you and why are you here?”

“I don’t know. I was sort of ‘dead’ at the time
myself. And when I was brought back, it was
suggested that I didn’t do any investigation on the
matter so as to not arouse his suspicions that I was
still alive.”

« Didn’t you die?

& Have you see Andonicus lately?

The sparkle of Cardinal’s enthusiasm fades slightly
as she dwells on no-so pleasant memories. “Yes and
no. My death was deemed an accident as I was
trying to avoid the never-ending affections of a
certain Andonicus Erikas. When I was brought
back, I assumed a new identity and was hidden in
House Reilly.” Her expression darkened even more.
“Well, it seemed like a good idea at the time.”

Cardinal shakes her head. “No I haven’t. And that’s
what worries me. I am positive he knows that I have
‘returned’ and there has been no attempt from him
to see me. And he isn’t the kind of person that will
give up on something he wants. I fear he might
attempt something at the wedding.”

® Who is the lucky groom?

“Jordan, the bard laureate of Amthydor,” she says
wistfully, a smile permanently etched on her face.

® Good luck with the wedding!

“Thank you so much! You are invited to come if you
have the time.”
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» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the

temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to speak to the clergy at the various

temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Gaines, GO TO

ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO

ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO

ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO

ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO

ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles

District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further

questions, GO TO ENCOUNTER 12 (page 34).

vV Vv ¥V VYV V VYV V V

NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.

ENCOUNTER 6
HOUSE GAINES

The PCs have a chance to know a little bit about House
Gaines. A successful Knowledge (local/nobility)
DC15 will give them access to the information on
Player Handout #5. Allow the PC with the highest
successful roll keep the handout. This information
would be available to him/her at any time.

Be aware of the time when the PCs come to this
encounter. If the PCs arrive too early, Kiandra will not
be here. However, she will be here at a later time. It’s a
good idea to run this encounter after the PCs have

examined the body (ENCOUNTER 2) and gotten the
warning from Andonicus (ENCOUNTER 4). Gurge
(ENCOUNTER 11) would know Kiandra’s coming and
goings and would let the PCs know when she would be
at her estate.

You make your way to the Gaines estate, but stop
short upon rounding the bend. Looking around, you
look to see if you had made a wrong turn or
something. But no, this is the right place.

You can only imagine what the once-grand mansion
used to look like. But now, all you see is a pile of
rubble. There is no semblance of it ever being in the
shape of a building. If anyone was inside at the time
of its destruction, it would have been a miracle if
they survived.

As you look over the grim sight, you hear a feminine
voice come from behind you.

“Not something you would normally see on a regular
tour of the city, don’t you think?”

This is Kiandra Gallastan-Gaines — Kiandra Gallastan is
no stranger to loss. The only surviving member of the
former Noble House Gallastan, she is an outspoken
critic of the Noble Houses of the city, especially of the
newer houses. She desires revenge on the Noble Houses
and is rumored to be plotting for their downfall. She
married into House Gaines in an effort to bring her
plans to fruition, but didn’t have the resources to do so
since the family was nearly bankrupt.

But in the end when the blood beasts attacked, there
was no survival for House Gaines. Not able-bodied
fighters, the nobles remained in their home along with
the staff to stay out of harm’s way. The impact of one of
the blood beasts upon the mansion killed everyone
inside. And with no funds to their name, no one was
able to be raised from their demise.

You turn around to the direction of the voice. You
see a woman, perhaps in her late 30s. She is dressed
in a gray pant suit with a light blue blouse. Her
shoulder length raven black hair is expertly styled.
Her arms are folded as she rests the majority of her
weight upon her right foot.

“Have you come for something in particular or are
you just here to see the sights?”
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&« We are here to search the estate.

The PCs maybe hesitant in letting Kiandra see the page.

“Oh really. Do you have permission?”

“You don’t have to give it to me as I can tell that you

® Yes, we have permission.

are not the trusting type. Just allow me to read it.”

Her eyes narrow at you. “No you don’t. While it may
be a pile of rubble, this is still MY estate. And I
didn’t grant anyone permission to search it. So you
can be considered as trespassers.”

«& No, you cannot see the recovered page.

Lady Kiandra shrugs. “Then we have nothing to
discuss and this conversation is over.”

«® No, we don’t have permission.

&« Yes, you can see the recovered page.

Lady Kiandra looks at the document and is quiet for

The woman nods. “At least you are honest. I respect
that. So why are you here?”

a moment. She then looks at you with an irritated
expression on her face. “This is nothing but hearsay.

«® You look alive and well Lady Gaines.

It’s not actual proof.”

“I don’t think I like what you are insinuating.”

‘ @« The page was recovered from burned blackmail

& There was no insinuation meant.

notes from over eight years ago. / The page
information was made available by the Temple

Lady Kiandra nods. “Then what can I do for you?”

‘ of Destine.

& Why are you alive and the rest of your House is
dead?

“It’s still hearsay.”

«® Do you deny what the page says?

“If you must know, I was helping civilians get out of
areas in which the battle was taking place. Unlike
my husband I might add. But since you brought it
up, what were YOU doing during the battle?”

“I will not confirm or deny anything. This is
ridiculous!”

&« And what if Alissa Wyndsong/the Queen learns

® We were fighting.

of this information? How would she react?

Lady Kiandra begins to say something, but then

Lady Kiandra nods. “That is very commendable.
And you survived as well. Solid proof of your
extraordinary abilities and cunning know-how.”

quickly clamps her mouth shut. She looks at you to
evaluate the threat you had just delivered. “What do
you want?” she asks very quietly.

®& PCs give any other reason besides fighting.

Kiandra will entertain monetary values only as most of
her possessions are in the rubble of the mansion.

Lady Kiandra shakes her head. “Such a pity.
Imagine all the additional lives that could have been
saved if you were here ...”

« We want <PCs tell what they want>.

“If I give you what you want, you give me that page

® We learned something interesting concerning a
plot to kill Alissa Wyndsong.

and you never speak of this again. Deal?”

Kiandra has limited funds so the PCs cannot ask for an
outrageous amount of gold. She had just recently

Lady Kiandra’s eyes widen, but then quickly narrow
into slits. “What proof do you have to support this
allegation?”

donated much of her wealth to try and gain favor with
the King (L.SJ220 The Way Back). But now she sees all
that effort will be for naught.

NOTE: As soon as this accusation is made, Kiandra is
prepared to bolt if necessary. She wears a ring of
invisibility and she will use it if the PCs make the
slightest move against her. Kiandra is supposed to get
away.

& We have this recovered page as proof.

&« [f the PCs demand too much from Kiandra.

“I have already donated a substantial amount of the
Gaines fortune to many recovery projects around
the city. I don’t have that much left.”

&« How much do you have?

“May I see it?”

H “All I have is enough to give each of you 5,000 gold.”
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A successful Sense Motive DC20+ATL will determine
that she’s not quite truthful. Don’t prompt the PCs for
the skill check. If, however, the PCs are successful, she
will admit: “Alright. I see that I can’t fool you. I have
enough to give each of you 7,500 gold. And that will
leave me completely copperless.”

&« We agree to the deal / that will suffice.

&« Shad Erikas was married?

“Yes. He married a fellow adventurer. Well, not
really a fellow, of course. What was her name? Oh
yes. Her name was Xarina Starr. From what I
understand, they adventured for quite a long time
before the tied the knot. He even got her a magical
engagement ring.”

Lady Kiandra looks to you through slitted eyes.
“Fine,” she says in an almost clipped tone. “I will
have to gather the funds and bring it to you. As you
can see, I don’t have that kind of coin on me. Where
would you like me to bring your prize?”

@« How do you know about Shad and his family?

“I am the social editor of The Shining Jewel
newspaper. Not much gets by me concerning the
social aspect of Amthydor.”

«® Bring it to <PCs name destination>.

“Fine,” she says once again. “Now I am just as poor
as those in the Poor District.”

Kiandra has wused the afore-mentioned ring of
invisibility to gain a lot of information for her column.

«® Do you know who might have Kkilled Shad
Erikas?

«® [t’s not the Poor District anymore, it’s the
Commoners District.

“I might. How much is it worth to you?”

“Whatever.” Lady Kiandra says almost rudely. “Is
there anything else?”

&« How about we don’t turn you in to the Diamond
Legion for obstructing justice or conspiracy to
murder.

& That is still not enough.

“Well, that is all that I have. If that isn’t enough for
your greedy hearts then go ahead and tell the Queen
your ‘evidence’ and see how far that it gets you. I
don’t care anymore.”

Lady Kiandra sighs and acknowledges your point.
“Well, since you put it so nicely. Yes, I might have
an idea on who done it.”

® Lord Erikas was found in the rubble of your
estate.

Even if the PCs accept her offer now, Kiandra will no
longer pay. She has decided that she will be long gone
before Alissa Wyndsong learns of her treachery
anyway. Kiandra will go through the motions of getting
a destination for the drop-off, but will only leave a note
at the scene: “Too bad you were greedy. You get
nothing now. Do what you will.”

«® Did you kill Shad Erikas?

“No. Why? Is Shad Erikas dead?”

“What?!” she exclaims. You can almost see Lady
Kiandra’s mind race as she considers the
implications of what she just learned. Then the look
of blind fury mars her beautiful face. “Why that
good for nothing traitorous son of a lich! If he thinks
he can lay blame on me and get away with it, he
certainly has another thing coming! When I get my
hands on him, he was rue the day he crossed me.
This much is certain!”

Kiandra is telling the truth that she is unaware that Shad
Erikas is dead. If the PCs wish to attempt a Sense
Motive skill check, go ahead and allow it. Any result
will suggest that she’s telling the truth.

® Yes, he is dead.

&« What’s the matter?

“That is unfortunate. Why would you come to me
and ask if I killed him?”

« Shad Erikas was stalking you/your house.

“Oh! I thought he was interested in one of Petroff’s
brothers. But I understand that he’s married so that
couldn’t be the case,” she says flippantly.

“There is no way Shad Erikas could have been in my
estate when the beast fell upon it. One, he’s not that
stealthy and would have been escorted off the
premises. Two, he didn’t have permission to be on
the estate. Again, he would have been escorted off
the estate should he had been caught. And he would
have been caught for sure. And three, whether he
felt justified or not, I know him well enough to know
he would not have entered my estate on his own. No
matter what the reason.
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Lady Kiandra pauses as if to catch a mental breath.
“This means that his body had to have been planted
there after the fact.”

Diplomacy/Intimidate DC20+ATL will get Kiandra to
reveal his name.

If the PCs wish to attempt a Sense Motive skill check,
go ahead and allow it. Any result will suggest that she’s
telling the truth.

«® Aren’t you and House Erikas friends/allies?

«® You are coming with us.

“I don’t think so,” Lady Kiandra says as she twists
something upon her finger. Kiandra just
disappeared!

Kiandra used her ring of invisibility to vanish from

“Yes we are. However there are protocols to be
followed and Shad Erikas wasn’t following them.
He was not welcome.”

sight. She is meant to escape, so the PCs will not be
able to capture her.

« Do you have any idea who would have done such
a thing?

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,

GO TO ENCOUNTER 1 (page 9).

“Oh yes. Andonicus Erikas.”

If the PCs want to see Shad Erikas’ body at the

«® Sounds like you know Andonicus well.

temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

“Let’s just say ... never mind. Yes, I know him.”

If the PCs want to speak to the clergy at the various

«® Would Andonicus be capable of kidnapping?

temples, GO TO ENCOUNTER 3 (page 17).
If the PCs want to visit House Arawl, GO _TO

“Andonicus Erikas is capable of any more
despicable action you can imagine . . . and some that
you can’t imagine as well.”

ENCOUNTER 5 (page 20).
If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).
If the PCs want to visit House Seabury, GO _TO

&« FErikas? As in he’s related to Shad Erikas?

ENCOUNTER 8 (PAGE 27).

“Yes. Andonicus is Shad’s cousin.”

If the PCs want to visit House Tezriine, GO _TO
ENCOUNTER 9 (page 28).

«® Do you know where we can find Andonicus?

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

“Since the battle, he hasn’t been seen much around
here. But he does frequent a small warehouse in the
Port District. He’s been known to hole up there from
time to time.”

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).
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Kiandra will give the PCs directions to Andonicus’
warehouse in the Port District.

& We were given a warning.

If the PCs want to confront Andonicus Erikas, GO
TO ENCOUNTER 13 (page 36).

NOTE: There is a 10% cumulative chance that the

“Then Andonicus knows you are coming. And
killing the Erikas woman isn’t an idle threat. He will
do it.”

PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

« Did you kill Margaldi Slimhands?

NOTE 2: If the PCs have been warned off the

“I wouldn’t sully my hands with such a thing.”

‘ investigation and they continue, there will be a 5%

® Then who killed Margaldi Slimhands?

cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed

‘ when the PCs reach the final encounter. Roll this

If Kiandra knows she was betrayed by Andonicus, she
will give his name up in a heartbeat. If not, she will be
hesitant to reveal his name and would need to be
coerced to provide the information. A successful

chance at the beginning of ENCOUNTER 13.
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ENCOUNTER 7
HOUSE REILLY

The PCs have a chance to know a little bit about House
Reilly. A successful Knowledge (local/nobility) DC15
will give them access to the information on Player
Handout #6. Allow the PC with the highest successful
roll keep the handout. This information would be
available to him/her at any time.

® Who were you protecting her from?

“I was protecting her from Andonicus Erikas. He
had a very unhealthy fixation or obsession if you
will, on Lady Cardinal. I took advantage of her
‘accidental’ death to take her out of the picture.
Both her appearance and identity was changed so
that she could live in peace.”

&« And then House Arawl committed suicide.

The Reilly estate is easy to find. Upon speaking with
the staff, you know that Lady Reilly is currently in
the Service District helping with the relief efforts.

Heading eastward down the Royal Way for about
fifteen minutes, you see the partially dismantled gate
to the Service District. Workers can be seen with
picks and shovels as they move the loosened
materials to a central location. Following the
directions given to you by her staff, you find Lady
Reilly in the middle of a pile of rubble casting spells.
Even with everything going on, she senses your
approach. Wiping the sweat from her brow with the
cuff of her sleeve, she works her way out of the
rubble and approaches you. Taking a towel from her
pack on the ground, she wipes some of the grime off
her hands.

“Good day to you. And what can I do for
Amthydor’s finest?”

Lady Reilly frowns at the memory. “That was very
unfortunate. It devastated Lady Cardinal to the
point of wanting to take her own life as well. We had
to keep her under constant watch for weeks so that
she didn’t follow in her family’s footsteps.
Thankfully, the Scales of Peliron corrected that
mistake.”

® Are you aware that Lord Shad Erikas is dead?

Lady Reilly’s expression saddens for a moment.
“Yes, I had heard. I had met him once or twice in his
course of adventuring. He seemed okay, for an
Erikas.”

® Do you have any idea who might have Kkilled
him?

“In adventuring, you tend to make many enemies . . .
as you well know. But to narrow it down to one or
two? Not knowing who he had crossed paths with, I
couldn’t even begin to guess.”

Lady Reilly is not trying to be sarcastic. As a former
adventurer, she knows all the ups and downs of an
adventurer’s life.

This is Lady Consul Ellyn Reilly - After getting off to a
rocky start Lady Ellyn has proven extremely clever, and
has dedicated herself to becoming a master politician.
She has made room with her spell books for learning
how to use her beauty, and charm to their utmost
potential. These lessons are quickly paying off as she is
becoming very well-liked by the citizens of Amthydor.
The Lady in turn believes that her popularity with the
people is her key to success within this city of
Amthydor.

@« We heard that your house protected Lady
Cardinal Arawl.

® Do you think Andonicus is capable of Kkilling
Shad Erikas?

Lady Reilly nods her head without hesitation.
“Capable, yes. But that doesn’t mean he actually did
it. You need proof, not supposition to be able to
charge him with murder.”

&« May we speak to Lady Kylene?

“I am sorry, but no. She is in Vanyr at the moment
and has been for several years.”

® Do you know where we can find Kiandra
Gallastan-Gaines?

“This is true,” Lady Reilly says without hesitation.

Lady Reilly frowns. “No, and I don’t care to know.
Politics was never my forte in the beginning, but she
made me learn real fast. Otherwise she probably
would have convinced the then Lord Monarch to
revoke my family’s nobility. She also has a hatred
for the Queen. I don’t know why. I just know that
she does.”
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« Do you think Kiandra Gallastan-Gaines killed
Margaldi Slimhands?

“I wouldn’t put it past her. But I don’t think she
would get her own hands dirty if she did.”

«® Thank you for your time.

“My pleasure. Good luck to you and be careful.”

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the

temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to speak to the clergy at the various

temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO

ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO TO

ENCOUNTER 6 (page 22).

If the PCs want to visit House Seabury, GO _TO

ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO

ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO

ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles

District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further

questions, GO TO ENCOUNTER 12 (page 34).
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NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.

ENCOUNTER 8
HOUSE SEABURY

The PCs have a chance to know a little bit about House
Seabury. A successful Knowledge (local/nobility)
DC15 will give them access to the information on
Player Handout #7. Allow the PC with the highest
successful roll keep the handout. This information
would be available to him/her at any time.

Following the directions given to you, you turn the
path and enter through the fence of the House
Seabury Estate. While you might expect a nautical-
themed manor, what you find is nothing of the sort.
The two-story building is elegant and refined . . . and
it seems that House Seabury does very well for itself.

Reaching the door, you see a silver knocker.

One of the House Seabury servants will answer the
door. He will inquire as to the reason of the PCs' visit.
He will then invite them in and situate them in the
library. He will excuse himself to go get High Lady
Seabury.

After several minutes, a woman in her mid-fifties
enters the room. However she looks closer to mid-
thirties. Her shoulder length brown hair doesn't
show a speck of gray. She wears a white blouse, tan
pants, and a red scarf tied around her neck. She
looks at you for a moment before speaking.

"Welcome to the Seabury Estate. What can I do for
you?"

This is High Lady Deybri Seabury - second daughter of
a major Vanyran trading house in Ascor, whom some
say married better than her husband. Lady Deybri just
laughs whenever anyone mentions the Magus Consul
Melidare. Perhaps she knew something everyone else
didn't? She can be calculating and cold if necessary,
although she is also a very good actress. Very few have
seen the "real" Deybri Seabury.

« We were wondering if you knew that Lord Shad
Erikas had died.

“Yes,” she nods. “How very unfortunate.”
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«® |t was suggested that House Seabury might have
something to do with his death.

If the PCs want to visit House Gaines, GO_TO
ENCOUNTER 6 (page 22).

Fury alights in Lady Seabury’s eyes, but then
subsides just as quickly. Continuing, her tone is still
very conversational. “And why would someone
suggest that?”

«® House Erikas and House Seabury have a rivalry,
don’t they?

Lady Seabury laughs out loud. “Oh, that. Yes, we
have a rivalry. House Seabury has legitimate
shipping and House Erikas pirates the shippers to
claim rewards.” Lady Seabury smirks and put her
hands up miming quotations. “Oh, excuse me.
They’re privateers.” She rests her hands back into
her lap and becomes very serious. “They do know,
however, what would happen if they crossed a
Seabury ship. Let’s just say it won’t be pretty.

“But on the subject of Lord Shad Erikas, I know
that he wasn’t a part of that aspect of his house. In
fact, when questioned about it, he seemed very
uncomfortable by the way his sister Jaklan has
pushed their ships into action. So I have no quarrel
with the young Lord Erikas.”

«® Do you know who might have killed him?

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).
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ENCOUNTER 9
HOUSE TEZRIINE

The PCs have a chance to know a little bit about House
Tezriine. A successful Knowledge (local/nobility)
DC15 will give them access to the information on
Player Handout #8. Allow the PC with the highest
successful roll keep the handout. This information
would be available to him/her at any time.

“I can’t say that I do.”

® Do you know where we can find Kiandra
Gallastan-Gaines?

“That’s a very good question. Ever since her estate
was demolished, she has been roaming from place to
place. I am certain she’s been calling in favors, but
from whom I couldn’t say.”

® Thank you for your time.

“You’re quite welcome. And I do hope you find who
you are looking for.”

Following the directions given to you, you turn the
path of the House Tezriine Estate. Its magical nature
is quite obvious, as conventional building materials
couldn’t possibly support the many sections of the
building. To say that the architect of the house is
“eccentric” would be an understatement. The shape
of the building could easily be compared to an
inverted triangle. However, that triangle is no longer
standing on its point. While the structure seems
intact, the manor is now lying on its right side.

Reaching the door, you see no knocker.

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

» If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

» If the PCs want to visit House Arawl, GO TO
ENCOUNTER 5 (page 20).

A successful Perception DC10 will reveal a small
button to the right of the doorframe about at the door’s
midsection. It is slightly illuminated. If checked for
traps, none will be found. If the button is pressed, the
sound of chimes can be heard beyond the door. Within
about a minute, a young lady opens the off-centered
door.

A young woman answers the door. She is perhaps in
her mid-thirties, stands about 5°8”, and has straight
dark brown hair that drops to about her waist. She
wears a light blue dress that has both silver and gold
accents. She hangs onto the door frame for support
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while as she gives you a sheepish smile thinking what
this image possible looks like.

“Good day. How may I help you?”

&« No, we will not tell anyone.

Lady Maygariette breathes a sigh of relief. “Thank
you.”

This is Maygariette Tezriine. She is the oldest
unmarried daughter of Wynstone and Penellope
Tezriine. Maygariette is as ambitious as her parents,
and as hateful of the Harquith family as her father. She
plans to marry into as powerful of family as she can,
and Lady Penellope is helping groom her so she can
achieve her goal.

«&® What happened to your house?

*® Yes, we will tell <name>.

Lady Maygariette looks at you with cold, calculating
eyes. “You should reconsider that.”

& What are you going to do? / Is that a threat?

“The supporting magicks failed during the blood
beast battlee. We’re lucky that there was no
structural damage when the house hit the ground.
I’m thankful that such a possibility was prepared for
or we could have lost the whole house.”

Lady Maygariette nods. “Should you decide to go
down that path, I will make sure that my house, and
all of our allies, not give you a lick of help in your
future endeavors. Sure, that might seem a bit trifle,
but wait until you need something from us in the
future.”

«® Did you know Shad Erikas?

« And you are?

Lady Maygariette blinks at the sudden change in the
subject. “Yes, I know Lord Shad Erikas. Why?”

“Oh! So sorry. My name is Maygariette. And who
are you?”

« We would like to speak to you about your sister
Patricia.

If this isn’t a sudden change in the subject, Maygariette
will act normally to the question.

«® Did you know that Shad Erikas was Killed?

A look of concern washes over her face. “My sister?
What about my sister?”

Lady Maygariette appears shocked at the question.
“No I didn’t! How did it happen?”

& We know that she’s a lycanthrope.

Lady Maygariette’s eyes widen in shock. She then
carefully steps out of the doorway and closes the
door behind her. “What do you mean that my sister
is a lycanthrope?”

If the information that Patricia is a lycanthrope has
already come up, Maygariette will insist that her sister
didn’t do it.

« Did you know that Shad Erikas was keeping an
eye on your house?

A successful Sense Motive DC12+ATL will allow the
PCs to know that Maygariette knows much more than
she’s letting on.

«® We know that you know she’s a lycanthrope.

Lady Maygariette considers this question for a
moment. “Actually, yes. I am aware that he was
watching us.”

& [ don’t think I like your tone.

A flash of anger crosses Lady Maygariette’s face,
but she manages to bring it under control. After
taking a calming breath, she responds to your
remark. “She hasn’t hurt anyone nor has she
infected anyone. We keep a tight leash on her
during nights of the full moon so that she doesn’t get
herself into trouble.” She pauses for a moment
before speaking next. “What are your intentions?
Do you plan on making her condition known to
everyone?”

“And I don’t like that you came to my house and
threatened to expose my sister. And I will protect
her at all costs.”

® Interesting. Would protecting her at all costs
include murder?

Lady Maygariette begins to speak and then clamps
her mouth shut. She looks at you for a moment,
calculating whether the question was serious or
rhetorical. “No. Who was murdered?”

If Maygariette already knew Shad was killed, she would
simply say “No” and then continue with the next boxed
text.
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&« Lord Shad Erikas was murdered.

Lady Maygariette nods in understanding. “That is
the real reason why you are here. You think that we
knew Lord Shad had discovered Patricia’s secret
and he was Kkilled because of it. Well, let me tell you
something about Lord Shad Erikas. It was the night
of a full moon and Patricia got loose. Shad was
nearby and actually helped us recapture her. He
didn’t say a word. He just nodded to me and went on
his way. Now, is that a person that I would want to
have murdered? He knew our secret and was
keeping it for us. He was protecting Patricia.”

® Do you know where we can find Kiandra
Gallastan-Gaines?

“No. I feel sorry for her loss, but we’ve been dealing
with our own problems.”

«® Thank you for your time.

Lady Maygariette nods at you and watches you
leave. When you are out of sight, she goes back into
the house.

If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO _TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO
ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).
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NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.

ENCOUNTER 10
HOUSE TORESTYN

The PCs have a chance to know a little bit about House
Torestyn. A successful Knowledge (local/nobility)
DC10 will give them access to the information on
Player Handout #9. Allow the PC with the highest
successful roll keep the handout. This information
would be available to him/her at any time.

Heading west to the end of the Royal Way is the gate
to the Castle District. This is one place in which the
district walls are completely intact. You notice that
the gate is closed and it is manned by a contingent of
the King’s personal guards, who eye you as you
approach.

Once you are within the range of conversation, the
senior guard raises one hand indicating for you to

stop.

“What brings you to the Castle District?”

&« We would like to speak to the Queen/Alissa
Wyndsong Torestyn.

“I am sorry. She is not available at the moment.”

«® And your name is?

“Lt. Jonathan Beauregard. And you are?”

One of the other guards will write the PCs names down
in a note pad.

« Can I call you Jonny?

Lt. Beauregard raises an eyebrow and answers the
question with silence.

«® Do you know where she is?

“I am not at liberty to say,” he says very politely.

TO ENCOUNTER 4 (PAGE 20).
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«® Do you know when she would be available?

«® Thank you for your time.

‘ “I am not at liberty to say,” he says very politely.

® Do you actually know or is the information not
available to you?

‘ “I am not at liberty to say,” he says very politely.

&« (Can you say anything else besides ‘I am not at
liberty to say’?

The guard smirks at your sarcasm. “I am not at

liberty to say,” he says very politely.

® [s there anyone else to whom we can speak to
right now?

“At the moment, no.”

Lt. Beauregard gives you a two-finger salute and a
smile. “I hope you find what you’re looking for.”

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the

temple of Hyperion, GO TO ENCOUNTER 2 (page

14).

If the PCs want to speak to the clergy at the various

temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO

ENCOUNTER S5 (page 20).

If the PCs want to visit House Gaines, GO_TO
ENCOUNTER 6 (page 22).
®_You are not going to let us in are you? If the PCs want to visit House Reilly, GO_TO
| “That i correct.” | ENCOUNTER 7 (page 26).
If the PCs want to visit House Seabury, GO _TO
& Can you deliver a message to Queen Torestyn? ENCOUNTER 8 (PAGE 27).
‘ “Yes, of course.” ‘ If the PCs want to visit House Tezriine, GO _TO

The message to be delivered can be a written or verbal
message. It is up to the PCs.

«® Don’t read the message.

“Of course not.”

However, Lt. Beauregard will indeed read the message
after the PCs depart. This will be to make sure that the
message is not threatening in nature to the queen.

«® Do you know if Jocelyn Torestyn is being
haunted by ghosts?

Lt. Beauregard blinks at the question and then nods.
“That information isn’t widely known, but yes it is
true. The experience actually aged her as well.”

LSJ110 Day of Death

&« How is Jocelyn doing now?

“She is well. Actually, she’s chomping at the bit to
do what you are doing . . . to become an adventurer.
And since she has become of age to adventure, the
King has run out of excuses to say no,” he says with
humor in his voice.

® Do you know where we can find Kiandra
Gallastan-Gaines?

Lt. Beauregard shakes his head. “I don’t keep up
with the coming and goings of the nobles unless they
wish to pass through these gates. And she hasn’t
attempted to do so in a very long while.”

ENCOUNTER 9 (page 28).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).
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NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.
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ENCOUNTER 11
GURGE

The PCs can come to this encounter one of three ways:
1) The PCs can come here directly, or 2) Gurge will
find the PCs after visiting the 2" Noble House
(counting House Erikas), or 3) He will find the PCs if
they visit House Gaines too early in the module. So
there are two lead-ins to this encounter. Choose the
appropriate one for your table.

If the PCs come to meet Gurge directly:

&« Oh, you were one of the ones that we needed to
contact.

“Oh? What for?”

®« Why are you so dirty if you just left the
house/manor?

Gurge sighs. “Dirt just clings to me every chance it
gets. I could have been a priest of Lohm if I wanted
to, but I’m not.”

«® Why are you here?

House Krimpach. Not a destination you remember
fondly. The gnomes of that house love their practical
jokes, however it might have been said that they’ve
been getting more ‘serious’ lately (only by the
gnomes themselves).

As you approach the Krimpach manor, a gnome
exits the building. He is dressed in a suit of
glistening full plate armor while his skin is covered
in a thin layer of dirt. He notices you as he begins
walking down the path.

“Are you lost? Or are you in need of something in
particular?”

“With the available noble guards entering the
service of the Diamond Legion, I am here to babysit
the Nobles District from time to time.”

« Why you?

“Maybe because I am both a noble and a
Legionnaire? Two for the price of one, don’t you
think?”

«® What can you tell us about Shad Erikas?

Gurge will meet the PCs after visiting their 2" noble
house:

Moving on to your next destination, you notice a
gnome ahead of you. He seems to be watching your
progress as you get closer. He is dressed in a suit of
glistening full plate armor while his leathery skin is
covered in a thin layer of dirt.

“Finding everything you need? The walls may be
down, but we can’t have people running amuck
though the district just because they can.”

& Who are you? / Are you Gurge?

“For those of you that do not know, my name is
Regurgitate. Yes, I know that it is an unusual name.
It is what my mother said to me that she did upon
looking at my face after I was born. I prefer that you
refer to me a Gurge, though, going forward.”

A successful Perception DC10 will allow the PCs to
notice that Gurge wears the rank insignia of sergeant in
the Diamond Legion.
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“Shad Erikas, although noble in birth, wasn’t
always noble in nature. He wasn’t always the shining
example of how a noble should act. While he could
be counted on in a crisis, sometimes he might have
less than noble intentions during other times. I’m
not sure how much of that was Shad himself or the
fact that the woman named Xarina Starr had him
wrapped around her finger. While his motives were
sometimes questionable, if it wasn’t for him and a
deception that he and some of my friends engaged
in, I would not have met the love of my life. I owe
him my happiness and my family. I became a new
person, a better person, due to his deception and
trickery.

“On the mission where I met my wife, Shad and
Xarina added my name to a list of potential suitors
for Lady Tiffany Brandywine.* Without asking me I
might add. They, along with two of my other
frequent adventuring companions, and fellow Noble
Hearts members Kylene Reilly and Leah Ayers
thought that it would be funny to add my name to
that list. Imagine my surprise, and theirs, when
Lady Tiffany chose me to spend time with over the
other suitors her family had chosen.

“I do have to say that when Shad is on a mission, he
is always focused on the objective. But he isn’t above
having some fun when it suits him. Again, I’m not
sure how much of this is Shad or Shad trying to
impress Xarina. On at least one mission, Shad and
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Xarina caused friction within the party that almost
cost me my friendship with Kat. She’s another
member of our group. Anyway, Shad and Xarina
convinced me that Kat couldn’t be trusted to keep
her word just because she’s a Dymoran, never mind
the fact that I’d known her and had been friends
with Kat as long, if not longer, than I’d known Shad
and Xarina. They convinced me that Kat needed to
swear an oath to her goddess that she would not say
or do anything concerning the secrets she would
learn. I was taught that you can take a noble for his
word . . . I was such a fool for believing him. I’ve
since learned that’s not always the case, and I still
have the mark on the back of my head from where a
book hit me during a spat that Kat and I had. It’s
kind of funny that people always talk about
knowledge is power, but no one mentions how
painful it can be.

“Look, I’ve fought demons, devils, and other evil
beings with Shad. While I don’t always agree with
ideas that he, or Xarina, come up with, I do consider
them friends. People I would give my life for. I know
that they always have my back during both the good
times as well as the bad.”

really sure where he went. And then there is Shad
and Xarina. Shad is dead, of course.”

&« And where is Xarina at the moment?

Gurge scratches his head in thought. “I’m not really
sure. She should be around somewhere.”

& What is the Skin of Tears?

“Something we never have to worry about again. 1
hope.”

Gurge won’t expound on what the Skin of Tears is. Nor
does it have any bearing on this module.

& Can you tell us what this means? ‘Star will fall.”

“Well, Xarina’s maiden name is Starr. If this is
about her, then she might be in danger.”

«® Since you’re a Legionnaire, if we have something
to report can we report it to you?

Gurge nods. “Of course. I will be here until
sundown.”

® Do you have any idea who might have Kkilled
Shad?

*LSJ73 Ms. Gnomer

«® Do you think Kat is capable of murder?

“Killing? Yes. Murder? No. Hitting someone in the
back of the head with a book? Absolutely!”

«® Isn’t killing and murder the same thing?

“The difference between Kkilling and murder is
intent. As you know, adventuring is a dangerous
business and we have to protect ourselves. And
sometimes people and monsters die in the process.
It’s either them or us, right?”

Gurge shrugs and thinks for a moment. “There
could be a number of possibilities. The Humans for
Amthydor? No, we got rid of them. But some could
still be around. Maybe. How about the Triad? They
like to come back every so often. Hmm . .. maybe
not.” Gurge thinks for a moment longer. “I am not
really sure. We only adventured a few times together
and then parted ways. With my wife, the Legion,
and my own adventuring, I already have enough to
worry about than to worry about anyone else.”

&« What is the Noble Hearts?

® Do you know where we can find Kiandra
Gallastan-Gaines?

“It is an adventuring company founded by several
adventuring nobles. Its membership also expanded
to include those that met the company’s ideals as
well.”

Gurge shakes his head. “At the moment, no. But she
usually returns to her estate late in the afternoon to
gaze upon the ruins. She has done this every day
since the battle.”

® Do you know where I can find the other
members of the Noble Hearts? For questioning?

«® Thank you for your time.

“You’re welcome. But a bit of advice: if you see a
book flying in your direction, DUCK!”

“Let’s see . ..” Gurge begins. “Puri and Winford are
out of the city trying to find a way to destroy the
Skin of Tears; Kylene Reilly is in Vanyr (I think);
Leah Ayers is in Aedar spying on the Pyrrothians;
Tarl the sorcerer is out of town as well. I’m not

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).
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» If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

If the PCs want to visit House Gaines, GO_TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO _TO
ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Kat once more with further
questions, GO TO ENCOUNTER 12 (page 34).
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NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13.

ENCOUNTER 12
RETURN TO SENDER

If the PCs wish to return to Kat for more information,
she will still be at the Dauntless Dolphin.

Returning to the Dauntless Dolphin, you see that
business is still just as booming as when you left.
Bialtor recognizes you as you enter and smiles,
nodding his head towards a familiar section of the
dining area. Kat sees you approach and smiles.

“How are things going? Have further questions for
me?”

@& Letor claimed that Shad Erikas started having
headaches shortly after his encounter with you
from one of your adventures together.

“Really? I was unaware of that. We had adventured
three times together. The second time was when he
forced me to take an oath of silence. I didn’t notice
anything different in the final time we were
together.”

«® [t seemed that Shad Erikas was observing many
of the noble houses.

“Really? That’s very interesting . ..”

«® Why would that be interesting?

“I do have a theory. Through no desire of his own,
or mine mind you, Shad . . . I mean Lord Erikas,
became a secret keeper for the nobles.”

® Secret Keeper? What’s that? / How so?

“Actually, more like a secret protector.” Kat pauses
to gather her thoughts.

“Do you remember the scandal that almost
happened to the nobles several years ago in which
the Mystwood elves tried to discredit many of them
prior to their siege upon our city? In the midst of all
the falsehoods and half-truths, a few pages of actual
incriminating truths did manage to be found. It was
thought that all the pages were burned, and the plot
to discredit the nobles was thwarted. But who’s to
say that someone else didn’t find these pages before
he did?”

LSJ65 Dirty Laundry

«® Did you cause this?

“Oh no. Not me.”

«® Do you know who might have caused this?

“Dymora, of course”

«® Why would Dymora do this to Shad?

“Most likely because he had forced me to make a
binding oath. She apparently heard my oath and
did this to Shad in compensation.”

&« What was the oath?

“Under the penalty of losing all my granted powers
and being abandoned by Dymora, I solemnly swear
to not use or act upon the knowledge learned and
keep the secrets silent,” Kat recited.
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&« Wow. That was a serious oath.

Kat nods. “It was actually a life-changing
experience. I realized at that moment that I simply
need to know no matter what the cost.”

® So you could be a suspect to his death?

Kat laughs out loud at such an implication. “I see
you have a sense of humor. This is good. But to
allay your suspicions, no I didn’t do it. For one
thing, I am a Dymoran. While many of the people
tend not to like or appreciate us, we still haven’t
broken a single law during our stay in the city. And
last I checked, murder is a capital crime in this city
. . . excuse me, this country. I’m not about to break a
law for a pipsqueak such as he. He isn’t worth my
time.”

&« Why did you mention that Shad Erikas had a
wife?

“You didn’t ask.” Kat pauses for a moment to let
that sink in. “Let’s be up front about this for a
moment, hmm? I don’t know what you know. And I
don’t assume what you don’t know. You may know
something 1 don’t, which is highly unlikely.
However, the point is, ’m not going to offer
information that you might already know. It makes
both of us look stupid. And it gets boring, or
frustrating, depending on your point of view.”

«® You hit Gurge in the back of the head with a
book?

Kat smirks at the memory. “I see he told you that
part,” she says, shaking her head. “Gurge never
misses an opportunity to bring that up. It was a
small book, albeit a large one compared to the size of
his head. He needed to have some sense knocked
back into him. Well, it worked.”

» If the PCs want to speak with Shad Erikas’
entourage or inquire information at House Erikas,
GO TO ENCOUNTER 1 (page 9).

» If the PCs want to see Shad Erikas’ body at the
temple of Hyperion, GO TO ENCOUNTER 2 (page
14).

» If the PCs want to speak to the clergy at the various
temples, GO TO ENCOUNTER 3 (page 17).

» If the PCs want to visit House Arawl, GO _TO
ENCOUNTER 5 (page 20).

» If the PCs want to visit House Gaines, GO TO
ENCOUNTER 6 (page 22).

If the PCs want to visit House Reilly, GO TO
ENCOUNTER 7 (page 26).

If the PCs want to visit House Seabury, GO TO
ENCOUNTER 8 (PAGE 27).

If the PCs want to visit House Tezriine, GO TO
ENCOUNTER 9 (page 28).

If the PCs want to visit House Torestyn, GO TO
ENCOUNTER 10 (page 30).

If the PCs want to visit Gurge in the Nobles
District, GO TO ENCOUNTER 11 (page 32).

YV VvV Y V V

NOTE: There is a 10% cumulative chance that the
PCs’ actions will be discovered. Roll after each
encounter. Should their actions be discovered, GO
TO ENCOUNTER 4 (PAGE 20).

NOTE 2: If the PCs have been warned off the
investigation and they continue, there will be a 5%
cumulative chance (for each encounter the PCs
visit) that Xarina Starr-Erikas will have been killed
when the PCs reach the final encounter. Roll this
chance at the beginning of ENCOUNTER 13 (page

36).
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ENCOUNTER 13
COMBAT

There is a 5% cumulative chance (for each
encounter the PCs had visited) that Xarina Starr-
Erikas will have been killed when the PCs reach
this encounter. Roll this chance now and
determine the results.

NOTE: In the off chance that the PCs got here
before getting Andonicus’ warning, there is a 5%
chance that he would have killed Xarina Starr-
Erikas already . . . just for being annoying.

FIREBALL TRAP

Type magic; Perception DC28; Disable Device DC28

EFFECTS

Following the directions from Lady Gaines, you
make your way east down the Royal Way to the Port
District. The few spots where the Port District walls
were damage have almost been completed with
repairs. The debris from the damaged dry-docks
have been cleared and workers feverishly work on
restoring the piers. The Port District has always
been a bustle with activity. All of the city’s people
have come together to work for a common goal:
restoring the city of Amthydor to its former glory.

Taking a left, you follow the warehouses for about
ten minutes until you recognize a building from
Kiandra’s description. Taking a measure of the
building, you see that it is about 50-feet long by 50-
feet wide and only has one entrance. Its 10-foot
double doors span a total of 20 feet and are about 15
feet tall. The building has no windows.

Trigger proximity (5’ radius from door); Reset none
Effect spell effect

ATL 9 (fireball, 6d6 fire damage, DC14 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 11 (fireball, 7d6 fire damage, DC15 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 13 (fireball, 8d6 fire damage, DC16 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 15 (fireball, 9d6 fire damage, DC17 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 17 (fireball, 10d6 fire damage, DC18 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 19 (fireball, 11d6 fire damage, DC19 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

ATL 21 (fireball, 12d6 fire damage, DC20 Reflex save
for half damage; multiple targets (all targets in a 20-foot
radius burst)

The fireball will blow the doors off of its hinges. Once
the dust and debris settles, the PCs will be able to see
inside.

While the door is not locked, it is trapped. Andonicus is,
after all, waiting for the PCs at this point. He knew the
PCs would arrive, so he set a trap that might bring them
down a peg (or two) before the fight begins. Make sure
the PCs have placed themselves before indicating that
anything is out of the ordinary.

As the erupting burst of flames subsides, you see
that the warehouse doors were blown off of its
hinges. Inside, there are several people; many armed
men and a woman tied to a chair. The half-elf next
to the chair nods his head to you and smiles.

“I see that you didn’t heed my warning. No matter.
We’ll do this the hard way . ..” Andonicus says as he
slits Xarina’s throat.

“Her death is now on your hands.” He then turns to
his compatriots. “Kill them.”

If by the time the PCs get here and the warning roll
indicated that Xarina was killed already, Andonicus
would have killed her just prior to the PCs arrival.
There is still a chance to save her if the PCs are quick
enough. She is bleeding out and will officially be dead
after a certain number of rounds if she isn’t helped. Of
course, the PCs have a number of combatants between
them and her. See GM PLAY AIDE #2.
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Consult the chart to see how many rounds the PCs have
before Xarina’s life completely expires. Xarina will lose
1 hit point per round as she bleeds out. If by chance that
Xarina actually dies, the PCs can bring her back by
casting a raise dead spell. If they do this, they can still
get the XP bonus.

ATL Xarina was  Kkilled | Xarina was killed after
before the PCs arrived. | the PCs arrived.
9 10 rds 13 rds
11 9 rds 12 rds
13 8 rds 11 rds
15 7 rds 10 rds
17 6 rds 9 rds
19 5rds 8 rds
21 4 rds 7 rds

TACTICS: Andonicus wants to survive and take Lady
Cardinal Arawl for himself. However, he knows that he
is boxed in at the moment. Andonicus will do whatever
it takes to get out alive, even sacrifice the people he
hired to help him.

The bard will already have mirror image and haste
going (roll to determine the number of images) and will
inspire courage on round 1. He will cast spells when he
can and use his movement to continue maintain the
inspire courage.

The rogue will have had greater invisibility cast upon
him by the sorcerer and will try and get into position to
exploit his sneak attack and gain the extra damage.

The sorcerer will use his area of effect spells in the
beginning to hurt as many PCs as possible. He will also
have a mirror image spell going (roll to determine the
number of images) as well as spectral hand. There are
also three dead bodies from Shad Erikas’ entourage
being kept here. The sorcerer will animate them and
use them to attack the PCs.

The fighters will try and delay the PCs from closing in.
If they can disrupt a spellcaster, they will.

The cleric will have the following spells precast: bless,
prayer, and spell immunity.

All spells that give bonus to hit/damage, saves, and
whatnot has already been calculated into their stats.
Spells with durations remaining are listed on GM PLAY
AID #3.

If at any time Andonicus goes down (either killed or
unconscious), the remaining hired combatants will try
to escape or surrender (depending on their situation).
The cleric and the sorcerer have magical means to
escape if one (or both) is still able to do so.

While Andonicus will not admit anything incrementing
against himself, he will strongly suggest that Kiandra
Gallastan-Gaines had a part in a previous ‘job’ against
the Queen. What the PCs do with this information is up
to them.

If the PCs search the warehouse, they will find the
bodies of the missing members of Shad’s entourage.

If the PCs are ATL 9, GO TO Page 37.

If the PCs are ATL 11, GO TO Page 41.
If the PCs are ATL 13, GO TO Page 45.
If the PCs are ATL 15, GO TO Page 49.
If the PCs are ATL 17, GO TO Page 53.
If the PCs are ATL 19, GO TO Page 57.
If the PCs are ATL 21, GO TO Page 61.

VVVYVYVYVY
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If the PCs are victorious and capture Andonicus
Erikas, GO TO CONCLUSION B (page 66).

» If the PCs are victorious and kill Andonicus Erikas,
GO TO CONCLUSION C (page 67).
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ATL 9

ADONICUS ERIKAS

Half-elf rogue 5/assassin 6
CE Medium humanoid (human, elf)
Init +10; Senses Perception +15, Low-light Vision

AC 29, touch 20, flat-footed 22 (+6 armor, +5 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste); +1 AC vs traps

hp 97 (11d8+27)

Fort +8, Ref +16, Will +7; +1 saves vs traps, +3 on
saves vs fear, +2 on saves vs charm, +3 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Cantrips — dancing lights, daze, detect magic, flare,
resistance, summon instrument

1st level (7/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (6/day) — blur, glitterdust, hold person,
mirrerimage, silence

3rd level (4/day) — blink, charm monster, haste, see
invisibility
4th level
monster iv

(2/day) — dominate person, summon

Speed 70 ft.
Melee +3 rapier +23/+23/+18 (1d6+9/18-20,%2)
Special Attacks sneak attack +6d6

Str 11, Dex 16, Con 12, Int 16, Wis 10, Cha 22

Base Atk +7; CMB +7; CMD 23

Feats Acrobatic, Alertness, Combat Casting, Improved
Initiative, Stealthy, Weapon Finesse

Skills Acrobatics +23, Bluff +19, Escape Artist +16,
Intimidate +19, Knowledge (all) +8, Perform +19,
Spellcraft +16, Stealth +16

Str 16, Dex 22, Con 14, Int 13, Wis 12, Cha 10

Base Atk +7; CMB +13; CMD 31

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Initiative, Mobility, Skill Focus
(acrobatics), Spring attack, Weapon Finesse, Weapon
Focus (rapier)

Skills Acrobatics +35, Bluff +8, Climb +11, Disable
Device +16, Escape Artist +20, Intimidate +14, Sense
Motive +15, Sleight of Hand +20, Stealth +20, Use
Magic Device +8

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, versatile performance (oratory, sing,

strings), well-versed, lore master, jack-of-all-trades

Languages Common

SQ rogue talents (combat trick, finesse rogue),
trapfinding +2, death attack, poison use, hidden
weapons, true death, quiet death

Treasure NPC gear (+3 rapier, +3 studded leather, ring
of force shield, ring of protection +3, amulet of natural
armor +3, belt of physical might +2 (Str/Dex), boots of
striding and springing, cloak of resistance +3)

HIRED BARD
Human male bard 10

NE Medium humanoid (human)
Init +7; Senses Perception +15

AC 29, touch 17, flat-footed 25 (+9 armor, +3 Dex, +3
Nat, +3 Def, +1 haste)

hp 84 (10d8+10)

Fort +7, Ref +13, Will +10, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+3 on saves vs fear, +2 on saves vs charm

Speed 70 ft.

Melee +3 rapier +18/+18/+13 (1d6+6,18-20/x2)
Special Attacks

Spell-Like Abilities bardic performance (28 rds/day)
Spells Known (DC 16 + spell level, Concentration +20)

Treasure NPC gear (+3 rapier, +3 mithral chainmail,

ring of protection +3, amulet of natural armor +3, belt of

incredible dexterity +4, boots of striding and springing,

headband of mental prowess +2 (Int/Cha), cloak of

resistance +3)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +2 Morale
bonus on saves vs. charm and fear effects, +2
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 10

NE Medium humanoid (human)
Init +5; Senses Perception +16

AC 28, touch 16, flat-footed 25 (+9 armor, +1 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste)

hp 94 (10d8+30)

Fort +12, Ref +7, Will +16; +3 on saves vs fear, +2 on
saves vs charm

Speed 70 ft.

Melee +3 scimitar +19/+19/+14 (1d6+9,18-20/%2)

Special Attacks

Spell-Like Abilities channel energy 4/day, 5d6 neg

energy, DC 18

Spells Known (DC 16 + spell level, Concentration +20)
Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,
deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon
3rd level (4+1) - bestow curseP, dispel magic,
Invisibility purge, prayer, searing light
4th level (4+1) - cure critical wounds(x2), divine
power, poisonP, spel—immunity (magic missile,
scorching ray)
5th level (3+1) - flame strike, phase shift, spell
resistance, slay living®
Domains — Death, Rage, and Vengeance

Str 16, Dex 12, Con 15, Int 12, Wis 22, Cha 12

Base Atk +7; CMB +10; CMD 26

Feats Additional Domain, Channel Smite, Combat
Casting, Dodge, Improved Channel, Improved Initiative
Skills Acrobatics +4, Heal +19, Knowledge
(arcana) +14, Sense Motive +19, Spellicraft +14

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+3 scimitar, +3 mithral chainmail,

ring of protection +3, amulet of natural armor +3, belt of

physical perfection +2, boots of striding and springing,

headband of mental prowess +2 (Wis/Cha), cloak of

resistance +3)

Special Abilities
Aura of Rage (Su): At 8™ level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8" level, and an additional time per day for
every four levels beyond 8™".
Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.

The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8™ level, and an additional time per day for every
four levels beyond 8.

Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to 7z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.

Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8™ level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.

Rage Surge (Su): At 1t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom maodifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
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HIRED FIGHTER (x2)
Human male fighter 9

HIRED ROGUE
Human male rogue 9

NE Medium humanoid (human)
Init +1; Senses Perception +9

NE Medium humanoid (human)
Init +6; Senses Perception +14

AC 30, touch 16, flat-footed 27 (+11 armor, +1 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste)

hp 99 (9d10+27)

Fort +11, Ref +7, Will +6; +5 on saves vs fear, +2 on
saves vs charm

Speed 70 ft.
Melee +3 longsword +22/+22/+22/+17 (1d8+14/19-
20,%2)

AC 29, touch 20, flat-footed 22 (+6 armor, +5 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste); +3 AC vs traps

hp 76 (9d8+18)

Fort +7, Ref +15, Will +6; +3 save vs. traps, +3 on
saves vs fear, +2 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

Str 19, Dex 12, Con 14, Int 16, Wis 10, Cha 12

Base Atk +9; CMB +13; CMD 29

Feats Cleave, Combat Reflexes, Dodge, Double Slice,
Great Cleave, Power Attack, Two-Weapon Fighting,
Vital Strike, Weapon Focus (longsword), Weapon
Focus Greater (longsword), Weapon Specialization
(longsword)

Skills Acrobatics +13, Escape Artist +8, Intimidate +13,
Sense Motive +9, Survival +12

Speed 70 ft.
Melee +3 rapier +22/+22/+17 (1d6+7/18-20,x2)
Special Attacks sneak attack +5d6

Languages Common
SQ armor training 2, weapon training 2 (heavy blades,
light blades)

Str 12, Dex 22, Con 13, Int 16, Wis 10, Cha 12

Base Atk +6; CMB +7; CMD 31

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Mobility, Spring
Attack, Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +25, Bluff +13, Climb +13, Disable
Device +22, Escape Artist +18, Intimidate +13, Sense
Motive +14, Sleight of Hand +18, Stealth +18, Use
Magic Device +13

Treasure NPC gear (+3 longsword, +3 mithral half-
plate armor, ring of protection +3, amulet of natural
armor +3, boots of striding and springing, headband of
mental prowess +2 (Int/Cha), cloak of resistance +3)

Languages Common
SQ rogue talents (combat trick, finesse rogue, powerful
sneak, weapon training), trapfinding +4

Treasure NPC gear (+3 rapier, +3 studded leather, ring
of protection +3, amulet of natural armor +3, belt of
incredible dexterity +2, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +3)
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HIRED SORCERER
Human male sorcerer 10

NE Medium humanoid (human)
Init +7; Senses Perception +11

AC 28, touch 18, flat-footed 23 (+5 Armor, +2 Shield, +3
Dex, +3 Nat armor, +1 Dodge, +3 Def, +1 haste)

hp 78 (10d6+30)

Fort +7, Ref +8, Will +11; +3 on saves vs fear, +2 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +3 heavy mace +14/+14 (1d8+6/x2)

Spell-Like Abilities

Spells Known (DC 16 + spell level, Concentration +20)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) - enlarge person, magic missile, ray
of enfeeblement, reduce person, shield
2nd level (8/day) - hideous laughter, mirror image,
scorching ray, spectral hand
3rd level (7/day) - dispel magic, fireball, hold person
4th level (6/day) — greater invisibility, summon
monster iv
5th level (4/day) - dominate person
Bonus Spells — chill touch (DC 17), false life (DC 18),
vampiric touch (DC 19), animate dead (DC20)
Bloodline - Undead

the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Str 10, Dex 16, Con 13, Int 14, Wis 12, Cha 22

Base Atk +5; CMB +5; CMD 28

Feats Cast on the Run, Combat Casting, Defensive
Combat Training, Dodge, Improved Initiative, Mobility,
Toughness

Skills Acrobatics +18, Knowledge
Knowledge (religion) +15, Spellcraft +15

(arcana) +15,

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead

Treasure NPC gear (+3 heavy mace, bracers of armor

+5, ring of force shield, ring of protection +3, amulet of

natural armor +3, boots of striding and springing, belt of

incredible dexterity +2, headband of mental superiority

+2, cloak of resistance +3)

Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.
Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered
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ATL 11

ANDONICUS ERIKAS

Half-elf rogue 6/assassin 7

CE Medium humanoid (human, elf)

Init +11; Senses Perception +17, Low-light Vision

AC 30, touch 20, flat-footed 23 (+7 armor, +5 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste); +2 AC vs traps

hp 114 (13d8+32)

Fort +9, Ref +19, Will +8; +2 saves vs traps, +4 on
saves vs fear, +3 on saves vs charm, +3 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (7/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, silence

3rd level (5/day) — blink, charm monster, haste, see
invisibility

4th level (4/day) — break enchantment, dominate
person, greater invisibility, summon monster iv

Speed 70 ft.
Melee +3 rapier +27/+27/+22 (1d6+11/15-20,%2)
Special Attacks sneak attack +7d6

Str 18, Dex 25, Con 14, Int 13, Wis 12, Cha 10

Base Atk +9; CMB +16; CMD 35

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Critical, Improved Initiative, Mobility,
Skill Focus (acrobatics), Spring Attack, Weapon
Finesse, Weapon Focus (rapier)

Skills Acrobatics +38, Bluff +9, Climb +13, Disable
Device +19, Escape Artist +23, Intimidate +16, Sense
Motive +17, Sleight of Hand +23, Stealth +23, Use
Magic Device +9

Str 11, Dex 16, Con 12, Int 16, Wis 10, Cha 22

Base Atk +9; CMB +9; CMD 27

Feats Acrobatic, Alertness, Combat Casting, Improved
Critical (rapier), Improved Initiative, Stealthy, Weapon
Finesse

Skills Acrobatics +25, Bluff +21, Escape Artist +18,
Intimidate +21, Knowledge (all) +9, Perform +21,
Spellcraft +18, Stealth +18

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, versatile

performance (oratory, sing, strings), well-versed, lore
master, jack-of-all-trades

Languages Common

SQ rogue talents (combat trick, finesse rogue, bleeding
attack®), trapfinding +3, death attack, poison use,
hidden weapons, true death, quiet death

Treasure NPC gear (+3 rapier, +4 studded leather, ring
of force shield, ring of protection +3, amulet of natural
armor +3, belt of physical might +4 (Str/Dex), boots of
striding and springing, cloak of resistance +3)

HIRED BARD
Human male bard 12

NE Medium humanoid (human)
Init +7; Senses Perception +17

AC 31, touch 18, flat-footed 27 (+10 armor, +3 Dex, +3
Nat, +4 Def, +1 haste)

hp 100 (12d8+12)

Fort +8, Ref +14, Will +11, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+4 on saves vs fear, +3 on saves vs charm

Speed 70 ft.

Melee +4 rapier +23/+23/+18 (1d6+8,15-20/%2)
Special Attacks

Spell-Like Abilities bardic performance (32 rds/day)
Spells Known (DC 16 + spell level, Concentration +22)

Treasure NPC gear (+4 rapier, +4 mithral chainmail,

ring of protection +4, amulet of natural armor +3, belt of

incredible dexterity +4, boots of striding and springing,

headband of mental prowess +2 (Int/Cha), cloak of

resistance +3)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +3 Morale
bonus on saves vs. charm and fear effects, +3
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30" gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 12

NE Medium humanoid (human)
Init +5; Senses Perception +18

AC 30, touch 16, flat-footed 27 (+11 armor, +1 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste)

hp 124 (12d8+48)

Fort +14, Ref +8, Will +17; +4 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.

Melee +3 scimitar +22/+22/+17 (1d6+10,15-20/%2)

Special Attacks

Spell-Like Abilities channel energy 4/day, 6d6 neg

energy, DC 19

Spells Known (DC 16 + spell level, Concentration +22)
Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,
deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon
3rd level (5+1) - bestow curseP, blindness/deafness,
dispel magic, Invisibility purge, prayer, searing light
4th level (4+1) - cure critical wounds(x2), divine
power, poisonP, spel—immunity (magic missile,
scorching ray)
5th level (4+1) - flame strike(x2), phase shift, spell
resistance, slay living®
6th level (3+1) — blade barrier, disintegrate®, harm,
heal
Domains — Death, Rage, and Vengeance

Str 16, Dex 12, Con 16, Int 12, Wis 22, Cha 12

Base Atk +9; CMB +12; CMD 28

Feats Additional Domain, Channel Smite, Combat
Casting, Dodge, Improved Channel, Improved Critical,
Improved Initiative

Skills Acrobatics +2, Heal +21, Knowledge
(arcana) +16, Sense Motive +21, Spellcraft +16

Languages Common
SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow
Treasure NPC gear (+3 scimitar, +3 mithral half-plate
armor, ring of protection +3, amulet of natural armor +3,
belt of physical perfection +2, boots of striding and
springing, headband of mental prowess +2 (Wis/Cha),
cloak of resistance +3)
Special Abilities
Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per

day at 8" level, and an additional time per day for
every four levels beyond 8™".

Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8" level, and an additional time per day for every
four levels beyond 8.

Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to %z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.

Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8" level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.

Rage Surge (Su): At 1t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom maodifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
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damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x2)
Human male fighter 11

HIRED ROGUE
Human male rogue 11

NE Medium humanoid (human)
Init +11; Senses Perception +16

NE Medium humanoid (human)
Init +6; Senses Perception +11

AC 30, touch 20, flat-footed 23 (+7 armor, +5 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste); +3 AC vs traps

hp 92 (11d8+22)

Fort +7, Ref +17, Will +6; +3 save vs. traps, +4 on
saves vs fear, +3 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

AC 32, touch 17, flat-footed 28 (+12 armor, +2 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste)

hp 120 (11d10+33)

Fort +12, Ref +8, Will +6; +7 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.
Melee +3 rapier +26/+26/+21 (1d6+8/18-20,x2)
Special Attacks sneak attack +6d6

Speed 70 ft.
Melee +3 longsword +25/+25/+25/+20/+15 (1d8+15/19-
20,%2)

Str 19, Dex 14, Con 14, Int 16, Wis 10, Cha 12

Base Atk +11; CMB +15; CMD 32

Feats Cleave, Combat Reflexes, Dodge, Double Slice,
Great Cleave, Improved Initiative, Power Attack, Two-
Weapon Fighting, Two-Weapon Rend, Vital Strike,
Weapon Focus (longsword), Weapon Focus Greater
(longsword), Weapon Specialization (longsword)

Skills Acrobatics +17, Escape Artist +12, Intimidate
+15, Sense Motive +11, Survival +14

Str 12, Dex 24, Con 13, Int 16, Wis 10, Cha 12

Base Atk +8; CMB +9; CMD 34

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Improved Initiative,
Mobility, Spring Attack, Vital Strike, Weapon Finesse,
Weapon Focus (rapier)

Skills Acrobatics +30, Bluff +15, Climb +15, Disable
Device +26, Escape Artist +21, Intimidate +15, Sense
Motive +16, Sleight of Hand +21, Stealth +21, Use
Magic Device +15

Languages Common
SQ rogue talents (combat trick, feat, finesse rogue,
powerful sneak™®, weapon training), trapfinding +5

Languages Common
SQ armor training 3, weapon training 2 (heavy blades,
light blades)

Treasure NPC gear (+3 longsword, +4 mithral half-
plate armor, ring of protection +3, amulet of natural
armor +3, belt of incredible dexterity +2, boots of
striding and springing, headband of mental prowess +2
(Int/Cha), cloak of resistance +3)

Treasure NPC gear (+3 rapier, +4 studded leather, ring
of protection +3, amulet of natural armor +3, belt of
incredible dexterity +4, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +3)
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HIRED SORCERER
Human male sorcerer 12

NE Medium humanoid (human)
Init +8; Senses Perception +13

AC 30, touch 19, flat-footed 24 (+6 Armor, +2 Shield, +4
Dex, +3 Nat armor, +1 Dodge, +3 Def, +1 haste)

hp 93 (12d6+36)

Fort +8, Ref +11, Will +12; +4 on saves vs fear, +3 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +3 heavy mace +16/+16/+11 (1d8+7/x2)

Spell-Like Abilities

Spells Known (DC 16 + spell level, Concentration +22)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) — enlarge person, magic missile, ray
of enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter,
mirror image, scorching ray, spectral hand
3rd level (7/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (7/day) — bestow curse, greater invisibility,
summon monster iv
5th level (6/day) — dominate person, hold monster
6th level (4/day) — create undead
Bonus Spells — chill touch (DC 17), false life (DC 18),
vampiric touch (DC 19), animate dead (DC20), wave
of fatigue (DC 21)
Bloodline - Undead

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Str 10, Dex 18, Con 13, Int 14, Wis 12, Cha 23

Base Atk +6; CMB +6; CMD 31

Feats Arcane Strike, Cast on the Run, Combat Casting,
Defensive Combat Training, Dodge, Improved Initiative,
Mobility, Toughness

Skills Acrobatics +21, Knowledge
Knowledge (religion) +17, Spellcraft +17

(arcana) +17,

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead

Treasure NPC gear (+3 heavy mace, bracers of armor

+6, ring of force shield, ring of protection +3, amulet of

natural armor +3, boots of striding and springing, belt of

incredible dexterity +4, headband of mental superiority

+2, cloak of resistance +3)

Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered
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ATL 13

ANDONICUS ERIKAS

Half-elf rogue 7/assassin 8

CE Medium humanoid (human, elf)

Init +11; Senses Perception +19, Low-light Vision

AC 32, touch 21, flat-footed 25 (+7 armor, +5 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +2 AC vs traps

hp 131 (15d8+37)

Fort +10, Ref +19, Will +9; +2 saves vs traps, +4 on
saves vs fear, +3 on saves vs charm, +4 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (7/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, rage, silence

3rd level (5/day) — blink, charm monster, haste, see
invisibility, slow

4th level (5/day) — break enchantment, dominate
person, greater invisibility, summon monster iv

5th level (4/day) — greater dispel magic, mislead,
song of discord

Speed 70 ft.
Melee +4 rapier +30/+30/+25/+20 (1d6+12/15-20,%2)
Special Attacks sneak attack +8d6

Str 18, Dex 25, Con 14, Int 13, Wis 12, Cha 10

Base Atk +9; CMB +16; CMD 35

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Critical, Improved Initiative, Mobility,
Skill Focus (acrobatics), Spring Attack, Weapon
Finesse, Weapon Focus (rapier)

Skills Acrobatics +40, Bluff +10, Climb +14, Disable
Device +20, Escape Artist +25, Intimidate +18, Sense
Motive +19, Sleight of Hand +25, Stealth +25, Use
Magic Device +10

Str 11, Dex 16, Con 12, Int 16, Wis 10, Cha 23

Base Atk +10; CMB +13; CMD 28

Feats Acrobatic, Alertness, Agile Maneuvers, Combat
Casting, Improved Critical (rapier), Improved Initiative,
Stealthy, Weapon Finesse

Skills Acrobatics +27, Bluff +23, Escape Artist +20,
Intimidate +23, Knowledge (all) +10, Perform +23,
Spellcraft +20, Stealth +20

Languages Common

SQ rogue talents (combat trick, finesse rogue, bleeding
attack®), trapfinding +3, death attack, poison use,
hidden weapons, true death, quiet death, hide in plain
sight

Treasure NPC gear (+4 rapier, +4 studded leather, ring
of force shield, ring of protection +4, amulet of natural
armor +4, belt of physical might +4 (Str/Dex), boots of
striding and springing, cloak of resistance +3)

HIRED BARD
Human male bard 14

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, frightening tune,

versatile performance (comedy, oratory, sing, strings),
well-versed, lore master, jack-of-all-trades

NE Medium humanoid (human)
Init +7; Senses Perception +19

AC 32, touch 18, flat-footed 28 (+10 armor, +3 Dex, +4
Nat, +4 Def, +1 haste)

hp 116 (14d8+14)

Fort +9, Ref +16, Will +13, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+4 on saves vs fear, +3 on saves vs charm

Speed 70 ft.

Melee +4 rapier +24/+24/+19 (1d6+8,15-20/%2)
Special Attacks

Spell-Like Abilities bardic performance (36 rds/day)
Spells Known (DC 16 + spell level, Concentration +24)

Treasure NPC gear (+4 rapier, +4 mithral chainmail,

ring of protection +4, amulet of natural armor +4, belt of

incredible dexterity +4, boots of striding and springing,

headband of mental prowess +2 (Int/Cha), cloak of

resistance +4)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +3 Morale
bonus on saves vs. charm and fear effects, +3
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 14

NE Medium humanoid (human)
Init +6; Senses Perception +21

AC 32, touch 17, flat-footed 28 (+12 armor, +2 Dex, +3
Nat, +1 Dodge, +3 Def, +1 haste)

hp 158 (14d8+70)

Fort +16, Ref +9, Will +19; +4 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.
Melee +4 scimitar +25/+25/+20 (1d6+12,15-20/%2)
Special Attacks
Spell-Like Abilities channel energy 5/day, 7d6 neg
energy, DC 21
Spells Known (DC 17 + spell level, Concentration +25)
Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,
deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon
3rd level (6+1) - bestow curseP, blindness/deafness,
dispel magic(x2), Invisibility purge, prayer, searing
light
4th level (5+1) - cure critical wounds(x3), divine
power, poisonP, spel—immunity (magic missile,
scorching ray)
5th level (4+1) - flame strike(x2), phase shift, spell
resistance, slay living®
6th level (4+1) — blade barrier, disintegrate®, harm,
heal, summon monster vi
7th level (3+1) — blasphamy, destruction®, repulsion,
resurrection
Domains — Death, Rage, and Vengeance

Str 18, Dex 14, Con 18, Int 12, Wis 24, Cha 14

Base Atk +10; CMB +14; CMD 35

Feats Additional Domain, Channel Smite, Combat
Casting, Defensive Combat Training, Dodge, Improved
Channel, Improved Critical, Improved Initiative

Skills Acrobatics +3, Heal +24, Knowledge
(arcana) +18, Sense Motive +24, Spellcraft +18

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+4 scimitar, +4 mithral half-plate

armor, ring of protection +3, amulet of natural armor +3,

belt of physical perfection +4, boots of striding and

springing, headband of mental prowess +4 (Wis/Cha),

cloak of resistance +3)

Special Abilities
Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which

ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8™ level, and an additional time per day for
every four levels beyond 8™".

Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8" level, and an additional time per day for every
four levels beyond 8™.

Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to 2 your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.

Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8™ level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.

Rage Surge (Su): At 1% level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 vyour cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom modifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
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attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x2)
Human male fighter 13

HIRED ROGUE
Human male rogue 13

NE Medium humanoid (human)
Init +11; Senses Perception +18

AC 32, touch 21, flat-footed 25 (+7 armor, +5 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +4 AC vs traps

hp 108 (13d8+26)

Fort +8, Ref +18, Will +7; +4 save vs. traps, +4 on
saves vs fear, +3 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

NE Medium humanoid (human)
Init +6; Senses Perception +13

AC 34, touch 18, flat-footed 30 (+12 armor, +2 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste)

hp 141 (13d10+39)

Fort +13, Ref +9, Will +7; +7 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.
Melee +4 rapier +28/+28/+23 (1d6+9/15-20,x2)
Special Attacks sneak attack +7d6

Speed 70 ft.
Melee +4 longsword +30/+30/+30/+25/+20 (1d8+20/17-
20,x2)

Str 20, Dex 14, Con 14, Int 16, Wis 10, Cha 12

Base Atk +13; CMB +18; CMD 36

Feats Cleave, Combat Reflexes, Dodge, Double Slice,
Great Cleave, Improved Critical, Improved Initiative,
Power Attack, Two-Weapon Fighting, Two-Weapon
Rend, Vital Strike, Weapon Focus (longsword), Weapon
Focus Greater (longsword), Weapon Specialization
(longsword), Weapon Specialization Greater
(longsword)

Skills Acrobatics +19, Escape Artist +14, Intimidate
+17, Sense Motive +13, Survival +16

Str 12, Dex 25, Con 13, Int 16, Wis 10, Cha 12

Base Atk +9; CMB +10; CMD 37

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Improved Critical,
Improved Initiative, Mobility, Spring Attack, Vital Strike,
Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +32, Bluff +17, Climb +17, Disable
Device +29, Escape Artist +23, Intimidate +17, Sense
Motive +18, Sleight of Hand +23, Stealth +23, Use
Magic Device +17

Languages Common

SQ rogue talents (bleeding attack*, combat trick, feat,
finesse rogue, powerful sneak*, weapon training),
trapfinding +6

Languages Common
SQ armor training 3, weapon training 3 (heavy blades,
light blades, double weapons)

Treasure NPC gear (+4 longsword, +4 mithral half-
plate armor, ring of protection +4, amulet of natural
armor +4, belt of incredible dexterity +2, boots of
striding and springing, headband of mental prowess +2
(Int/Cha), cloak of resistance +3)

Treasure NPC gear (+4 rapier, +4 studded leather, ring
of protection +4, amulet of natural armor +4, belt of
incredible dexterity +4, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +3)
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HIRED SORCERER
Human male sorcerer 14

NE Medium humanoid (human)
Init +8; Senses Perception +15

AC 32, touch 20, flat-footed 26 (+6 Armor, +2 Shield, +4
Dex, +4 Nat, +1 Dodge, +4 Def, +1 haste)

hp 106 (14d6+42)

Fort +8, Ref +11, Will +13; +4 on saves vs fear, +3 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +4 heavy mace +18/+18/+13 (1d8+8/x2)

Spell-Like Abilities

Spells Known (DC 16 + spell level, Concentration +24)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) — enlarge person, magic missile, ray
of enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter,
mirror image, scorching ray, spectral hand
3rd level (7/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (7/day) — bestow curse, greater invisibility,
stoneskin, summon monster iv
5th level (7/day) — cone of cold, dominate person,
hold monster
6th level (6/day) — chain lightning, create undead
7th level (3/day) — mass hold person
Bonus Spells — chill touch (DC 17), false life (DC 18),
vampiric touch (DC 19), animate dead (DC20), wave
of fatigue (DC 21), undead to death (DC 22)
Bloodline - Undead

You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Str 10, Dex 18, Con 13, Int 14, Wis 12, Cha 23

Base Atk +7; CMB +7; CMD 34

Feats Arcane Strike, Cast on the Run, Combat Casting,
Defensive Combat Training, Dodge, Eschew Materials,
Improved Initiative, Mobility, Still Spell, Toughness
Skills Acrobatics +23, Knowledge (arcana)
Knowledge (religion) +19, Spellcraft +19

+19,

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead

Treasure NPC gear (+4 heavy mace, bracers of armor

+6, ring of force shield, ring of protection +4, amulet of

natural armor +4, boots of striding and springing, belt of

incredible dexterity +4, headband of mental superiority

+2, cloak of resistance +3)

Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered

LS]J221 Noble Intentions

Page 49



ATL 15

ANDONICUS ERIKAS

Half-elf rogue 8/assassin 9

CE Medium humanoid (human, elf)

Init +12; Senses Perception +21, Low-light Vision

AC 34, touch 20, flat-footed 28 (+10 armor, +4 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +2 AC vs traps

hp 148 (17d8+42)

Fort +11, Ref +23, Will +12; +2 saves vs traps, +4 on
saves vs fear, +3 on saves vs charm, +4 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Speed 70 ft.
Melee +4 rapier +32/+32/+27/+22 (1d6+12/15-20,%2)
Special Attacks sneak attack +9d6

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (7/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, rage, silence

3rd level (7/day) — blink, charm monster, haste, see
invisibility, slow

4th level (6/day) — break enchantment, dominate
person, of movement, greater invisibility, summon
monster iv

5th level (4/day) — greater dispel magic, mislead,
song of discord

6th level (2/day) - Irresistible dance, mass fox’s
cunning

Str 18, Dex 26, Con 14, Int 13, Wis 12, Cha 10

Base Atk +12; CMB +20; CMD 40

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Critical, Improved Initiative, Iron Will,
Mobility, Skill Focus (acrobatics), Spring Attack,
Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +41, Bluff +11, Climb +13, Disable
Device +21, Escape Artist +26, Intimidate +20, Sense
Motive +21, Sleight of Hand +26, Stealth +26, Use
Magic Device +11

Str 15, Dex 16, Con 12, Int 18, Wis 10, Cha 26

Base Atk +12; CMB +15; CMD 36

Feats Acrobatic, Alertness, Agile Maneuvers, Combat
Casting, Defensive Combat Training, Improved Critical
(rapier), Improved Initiative, Stealthy, Weapon Finesse
Skills Acrobatics +29, Bluff +27, Escape Artist +22,
Intimidate +27, Knowledge (all) +12, Perform +27,
Spellcraft +23, Stealth +22

Languages Common

SQ rogue talents (combat trick, finesse rogue, bleeding
attack®, powerful sneak®), trapfinding +3, death attack,
poison use, hidden weapons, true death, quiet death,
hide in plain sight, swift death

Treasure NPC gear (+4 rapier, +4 mithral chainmail,
ring of force shield, ring of protection +4, amulet of
natural armor +4, belt of physical might +4 (Str/Dex),
boots of striding and springing, cloak of resistance +4)

HIRED BARD
Human male bard 16

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, frightening tune,

inspire heroics, versatile performance (comedy, oratory,
sing, strings), well-versed, lore master, jack-of-all-
trades

NE Medium humanoid (human)
Init +7; Senses Perception +21

AC 32, touch 18, flat-footed 28 (+10 armor, +3 Dex, +4
Nat, +4 Def, +1 haste)

hp 132 (16d8+16)

Fort +10, Ref +17, Will +14, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+4 on saves vs fear, +3 on saves vs charm

Speed 70 ft.

Melee +4 rapier +26/+26/+21/+16 (1d6+10,15-20/%2)
Special Attacks

Spell-Like Abilities bardic performance (42 rds/day)
Spells Known (DC 18 + spell level, Concentration +28)

Treasure NPC gear (+4 rapier, +4 mithral chainmail,

ring of protection +4, amulet of natural armor +4, belt of

physical might +4 (Str/Dex), boots of striding and

springing, headband of mental prowess +4 (Int/Cha),

cloak of resistance +4)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +3 Morale
bonus on saves vs. charm and fear effects, +3
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.

LS]J221 Noble Intentions

Page 50



HIRED CLERIC
Human male cleric of Mordana 16

NE Medium humanoid (human)
Init +6; Senses Perception +23

AC 34, touch 18, flat-footed 30 (+12 armor, +2 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste)

hp 180 (16d8+80)

Fort +17, Ref +10, Will +20; +4 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.
Melee +4 scimitar +27/+27/+22/+17 (1d6+12,15-20/x2)
Special Attacks
Spell-Like Abilities channel energy 5/day, 8d6 neg
energy, DC 22
Spells Known (DC 17 + spell level, Concentration +27)
Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,
deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon
3rd level (6+1) - bestow curseP, blindness/deafness,
dispel magic(x2), Invisibility purge, prayer, searing
light
4th level (5+1) - cure critical wounds(x3), divine
power, poisonP, spel—immunity (magic missile,
scorching ray)
5th level (5+1) - flame strike(x2), phase shift, raise
dead, spell resistance, slay livingP
6th level (4+1) — blade barrier, disintegrate®, harm,
heal, summon monster vi
7th level (4+1) — blasphamy, destructionP, inflict
serious wounds (mass), repulsion, resurrection
8th level (2+1) — create greater undead®, cure critical
wounds (mass), firestorm
Domains — Death, Rage, and Vengeance

Str 18, Dex 14, Con 18, Int 12, Wis 24, Cha 15

Base Atk +12; CMB +16; CMD 38

Feats Additional Domain, Channel Smite, Combat
Casting, Defensive Combat Training, Dodge, Improved

Channel, Improved Critical, Improved Initiative,
Selective Channeling
Skills Acrobatics +3, Heal +24, Knowledge

(arcana) +18, Sense Motive +24, Spellcraft +18

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+4 scimitar, +4 mithral half-plate
armor, ring of protection +4, amulet of natural armor +4,
belt of physical perfection +4, boots of striding and
springing, headband of mental prowess +4 (Wis/Cha),
cloak of resistance +3)
Special Abilities
Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are

affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8" level, and an additional time per day for
every four levels beyond 8™".

Aura of Vengeance (Su): At 8™ level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8" level, and an additional time per day for every
four levels beyond 8.

Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to %z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.

Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8" level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.

Rage Surge (Su): At 15t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom modifier + your cleric level / 2. If the attacker
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fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x2)
Human male fighter 15

HIRED ROGUE
Human male rogue 15

NE Medium humanoid (human)
Init +11; Senses Perception +20

AC 34, touch 23, flat-footed 25 (+7 armor, +7 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +5 AC vs traps

hp 124 (15d8+30)

Fort +10, Ref +20, Will +9; +5 save vs. traps, +4 on
saves vs fear, +3 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

NE Medium humanoid (human)
Init +7; Senses Perception +15

Speed 70 ft.
Melee +4 rapier +30/+30/+25/+20 (1d6+9/15-20,%2)
Special Attacks sneak attack +8d6

AC 37, touch 19, flat-footed 32 (+13 armor, +1shield, +3
Dex, +4 Nat, +1 Dodge, +4 Def, +1 haste)

hp 162 (15d10+45)

Fort +15, Ref +12, Will +9; +8 on saves vs fear, +3 on
saves vs charm

Speed 70 ft.
Melee +4 longsword +32/+32/+32/+27/+22 (1d8+20/17-
20,x2)

Str 20, Dex 16, Con 14, Int 16, Wis 10, Cha 12

Base Atk +15; CMB +20; CMD 39

Feats Cleave, Combat Reflexes, Dodge, Double Slice,
Great Cleave, Improved Critical, Improved Initiative,
Power Attack, Defense, Two-Weapon Fighting, Two-
Weapon Rend, Vital Strike, Vital Strike Improved,
Weapon Focus (longsword), Weapon Focus Greater
(longsword), Weapon Specialization (longsword),
Weapon Specialization Greater (longsword)

Skills Acrobatics +23, Escape Artist +18, Intimidate
+19, Sense Motive +15, Survival +18

Str 12, Dex 25, Con 13, Int 16, Wis 10, Cha 12

Base Atk +11; CMB +12; CMD 39

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Extra Rogue
Talent, Improved Ciritical, Improved Initiative, Mobility,
Spring Attack, Vital Strike, Weapon Finesse, Weapon
Focus (rapier)

Skills Acrobatics +34, Bluff +19, Climb +19, Disable
Device +32, Escape Artist +25, Intimidate +19, Sense
Motive +20, Sleight of Hand +25, Stealth +25, Use
Magic Device +19

Languages Common

SQ rogue talents (bleeding attack®, combat trick, deadly
sneak®, dispelling attack*, feat, finesse rogue, powerful
sneak®, weapon training), trapfinding +7

Languages Common
SQ armor training 4, weapon training 3 (heavy blades,
light blades, double weapons)

Treasure NPC gear (+4 longsword, +4 mithral full plate
armor, ring of protection +4, amulet of natural armor +4,
belt of incredible dexterity +4, boots of striding and
springing, headband of mental prowess +2 (Int/Cha),
cloak of resistance +4)

Treasure NPC gear (+4 rapier, bracers of armor +7,
ring of protection +4, amulet of natural armor +4, belt of
incredible dexterity +4, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +4)

LS]J221 Noble Intentions

Page 52



HIRED SORCERER
Human male sorcerer 16

NE Medium humanoid (human)
Init +8; Senses Perception +18

AC 32, touch 20, flat-footed 26 (+6 Armor, +2 Shield, +4
Dex, +4 Nat, +1 Dodge, +4 Def, +1 haste)

hp 123 (16d6+48)

Fort +10, Ref +13, Will +16; +4 on saves vs fear, +3 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.
Melee +4 heavy mace +19/+19/+14 (1d8+8/x2)
Spell-Like Abilities
Spells Known (DC 18 + spell level, Concentration +28)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) — enlarge person, magic missile, ray
of enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter,
mirror image, scorching ray, spectral hand
3rd level (8/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (8/day) — bestow curse, greater invisibility,
stoneskin, summon monster iv
5th level (7/day) — cone of cold, dominate person,
hold monster, teleport
6th level (7/day) — chain lightning, create undead,
disintegrate
7th level (6/day) — forcecage, mass hold person
8th level (4/day) — create greater undead
Bonus Spells — chill touch (DC 19), false life (DC 20),
vampiric touch (DC 21), animate dead (DC22), wave
of fatigue (DC 23), undead to death (DC 24), finger of
dead (DC 25)
Bloodline - Undead

number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

Incorporeal Form (Sp): At 15th level, you can
become incorporeal for 1 round per sorcerer level.
While in this form, you gain the incorporeal subtype.
You only take half damage from corporeal sources as
long as they are magic (you take no damage from
non-magic weapons and objects). Likewise, your
spells deal only half damage to corporeal creatures.
Spells and other effects that do not deal damage
function normally. You can use this ability once per
day.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

Str 10, Dex 18, Con 13, Int 16, Wis 14, Cha 26

Base Atk +8; CMB +8; CMD 36

Feats Arcane Strike, Cast on the Run'$’, Combat
Casting, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Mobility, Reach Spell-S*,
Still Spell, Toughness

Skills Acrobatics +25, Knowledge
Knowledge (religion) +22, Spellcraft +22

(arcana) +22,

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead, incorporeal form

Treasure NPC gear (+4 heavy mace, bracers of armor
+6, ring of force shield, ring of protection +4, amulet of
natural armor +4, boots of striding and springing, belt of
incredible dexterity +4, headband of mental superiority
+4, cloak of resistance +4)
Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
causes a living creature to become shaken for a

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered
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ATL 17

ANDONICUS ERIKAS

Half-elf rogue 9/assassin 10

CE Medium humanoid (human, elf)

Init +13; Senses Perception +23, Low-light Vision

AC 35, touch 20, flat-footed 29 (+11 armor, +4 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +3 AC vs traps

hp 165 (19d8+47)

Fort +11, Ref +23, Will +12; +3 saves vs traps, +5 on
saves vs fear, +4 on saves vs charm, +5 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Speed 70 ft.
Melee +4 rapier +35/+35/+30/+25 (1d6+14/15-20,%2)
Special Attacks sneak attack +10d6

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (7/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, rage, silence

3rd level (7/day) - blink, charm monster,
displacement, haste, see invisibility, slow

4th level (7/day) — break enchantment, dominate
person, of movement, greater invisibility, summon
monster iv

5th level (5/day) — greater dispel magic, mislead,
song of discord, summon monster v

6th level (4/day) — Irresistible dance, greater shout,
mass fox’s cunning, summon monster vi

Str 20, Dex 28, Con 14, Int 13, Wis 12, Cha 10

Base Atk +13; CMB +22; CMD 43

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Critical, Improved Initiative, Improved
Iron Will, Iron Will, Mobility, Skill Focus (acrobatics),
Spring Attack, Weapon Finesse, Weapon Focus (rapier)
Skills Acrobatics +44, Bluff +12, Climb +15, Disable
Device +23, Escape Artist +29, Intimidate +22, Sense
Motive +23, Sleight of Hand +29, Stealth +29, Use
Magic Device +12

Str 15, Dex 16, Con 12, Int 18, Wis 10, Cha 26

Base Atk +13; CMB +16; CMD 40

Feats Acrobatic, Alertness, Agile Maneuvers, Combat
Casting, Defensive Combat Training, Dodge, Improved
Critical (rapier), Improved Initiative, Stealthy, Weapon
Finesse

Skills Acrobatics +31, Bluff +29, Escape Artist +24,
Intimidate +29, Knowledge (all) +13, Perform +29,
Spellcraft +25, Stealth +24

Languages Common

SQ rogue talents (combat trick, finesse rogue, bleeding
attack®, powerful sneak®), trapfinding +4, death attack,
poison use, hidden weapons, true death, quiet death,
hide in plain sight, swift death, angel of death

Treasure NPC gear (+4 rapier, +5 mithral chainmail,
ring of force shield, ring of protection +4, amulet of
natural armor +4, belt of physical might +6 (Str/Dex),
boots of striding and springing, cloak of resistance +4)

HIRED BARD
Human male bard 18

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, frightening tune,

inspire heroics, mass suggestion, versatile performance
(comedy, dance, oratory, sing, strings), well-versed,
lore master, jack-of-all-trades

NE Medium humanoid (human)
Init +7; Senses Perception +23

AC 35, touch 20, flat-footed 30 (+11 armor, +3 Dex, +4
Nat, +1 Dodge, +5 Def, +1 haste)

hp 148 (18d8+18)

Fort +11, Ref +18, Will +15, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+5 on saves vs fear, +4 on saves vs charm

Speed 70 ft.

Melee +5 rapier +29/+29/+24/+19 (1d6+12,15-20/%2)
Special Attacks

Spell-Like Abilities bardic performance (46 rds/day)
Spells Known (DC 18 + spell level, Concentration +30)

Treasure NPC gear (+5 rapier, +5 mithral chainmail,

ring of protection +5, amulet of natural armor +4, belt of

physical might +4 (Str/Dex), boots of striding and

springing, headband of mental prowess +4 (Int/Cha),

cloak of resistance +4)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +4/2 Morale
bonus on saves vs. charm and fear effects, +4
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 18

NE Medium humanoid (human)
Init +7; Senses Perception +26

AC 34, touch 18, flat-footed 31 (+13 armor, +2 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste)

hp 220 (18d8+108)

Fort +20, Ref +13, Will +23; +5 on saves vs fear, +4 on
saves vs charm

Speed 70 ft.
Melee +4 scimitar +31/+31/+26/+21 (1d6+14,15-20/%2)
Special Attacks
Spell-Like Abilities channel energy 6/day, 9d6 neg
energy, DC 24
Spells Known (DC 18 + spell level, Concentration +30)
Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,
deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon
3rd level (6+1) - bestow curseP, blindness/deafness,
dispel magic(x2), Invisibility purge, prayer, searing
light
4th level (6+1) - cure critical wounds(x3), divine
power, planar ally (lesser), poison®, spell-immunity
(magic missile, scorching ray)
5th level (5+1) - flame strike(x2), phase shift, raise
dead, spell resistance, slay livingP
6th level (5+1) — blade barrier, disintegrateP,
harm(x2), heal, summon monster vi
7th level (4+1) — blasphemy, destructionP, inflict
serious wounds (mass), repulsion, resurrection
8th level (4+1) — create greater undead®, cure critical
wounds (mass), firestorm, summon monster viii
9th level (2+1) — heal (mass), implosion, wail of the
bansheeP
Domains — Death, Rage, and Vengeance

Str 20, Dex 16, Con 20, Int 12, Wis 26, Cha 17

Base Atk +13; CMB +18; CMD 42

Feats Additional Domain, Channel Smite, Combat
Casting, Defensive Combat Training, Dodge, Improved
Channel, Improved Ciritical, Improved Initiative,
Selective Channeling, Weapon Focus (scimitar)

Skills Acrobatics +4, Heal +29, Knowledge
(arcana) +22, Sense Motive +29, Spellcraft +22

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+4 scimitar, +5 mithral half-plate
armor, ring of protection +4, amulet of natural armor +4,
belt of physical perfection +6, boots of striding and
springing, headband of mental prowess +6 (Wis/Cha),
cloak of resistance +4)

Special Abilities

Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8™ level, and an additional time per day for
every four levels beyond 8.

Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8™ level, and an additional time per day for every
four levels beyond 8.

Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to 7z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.

Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8™ level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.

Rage Surge (Su): At 1t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
delivering it back upon the opponent who struck you.
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When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom maodifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x2)
Human male fighter 17

HIRED ROGUE
Human male rogue 17

NE Medium humanoid (human)
Init +13; Senses Perception +22

AC 37, touch 25, flat-footed 26 (+8 armor, +9 Dex, +4
Nat, +1 Dodge, +4 Def, +1 haste); +5 AC vs traps

hp 140 (17d8+34)

Fort +10, Ref +23, Will +9; +5 save vs. traps, +5 on
saves vs fear, +4 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

Speed 70 ft.
Melee +5 rapier +35/+35/+30/+25 (1d6+11/15-20,%2)
Special Attacks sneak attack +9d6

NE Medium humanoid (human)
Init +8; Senses Perception +17

AC 39, touch 20, flat-footed 33 (+14 armor, +1shield, +4
Dex, +4 Nat, +1 Dodge, +4 Def, +1 haste)

hp 183 (17d10+51)

Fort +16, Ref +13, Will +9; +9 on saves vs fear, +4 on
saves vs charm

Speed 70 ft.
Melee +5 longsword +37/+37/+37/+32/+32/+27/+22
(1d8+23/17-20,%2)

Str 12, Dex 28, Con 13, Int 16, Wis 10, Cha 12

Base Atk +12; CMB +13; CMD 43

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Extra Rogue
Talent, Improved Ciritical, Improved Initiative, Mobility,
Spring Attack, Vital Strike, Vital Strike Improved,
Weapon Finesse, Weapon Focus (rapier)

Skills Acrobatics +38, Bluff +21, Climb +21, Disable
Device +37, Escape Artist +29, Intimidate +21, Sense
Motive +22, Sleight of Hand +29, Stealth +29, Use
Magic Device +21

Str 20, Dex 19, Con 14, Int 16, Wis 10, Cha 12

Base Atk +17; CMB +22; CMD 42

Feats Cleave, Combat Reflexes, Dodge, Double Slice,
Great Cleave, Improved Critical, Improved Initiative,
Power Attack, Defense, Two-Weapon Fighting, Two-
Weapon Fighting Improved, Two-Weapon Rend, Vital
Strike, Vital Strike Greater, Vital Strike Improved,
Weapon Focus (longsword), Weapon Focus Greater
(longsword), Weapon Specialization (longsword),
Weapon Specialization Greater (longsword)

Skills Acrobatics +26, Escape Artist +21, Intimidate
+21, Sense Motive +17, Survival +20

Languages Common

SQ rogue talents (bleeding attack®, combat trick, deadly
sneak*, dispelling attack*, fast stealth, feat, finesse
rogue, powerful sneak®, weapon ftraining), trapfinding
+8

Languages Common
SQ armor training 4, weapon training 4 (heavy blades,
light blades, double weapons, close weapons)

Treasure NPC gear (+5 longsword, +5 mithral full plate
armor, ring of protection +4, amulet of natural armor +4,
belt of incredible dexterity +6, boots of striding and
springing, headband of mental prowess +2 (Int/Cha),
cloak of resistance +4)

Treasure NPC gear (+5 rapier, bracers of armor +8,
ring of protection +4, amulet of natural armor +4, belt of
incredible dexterity +6, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +4)
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HIRED SORCERER
Human male sorcerer 18

NE Medium humanoid (human)
Init +9; Senses Perception +20

AC 34, touch 21, flat-footed 27 (+7 Armor, +2 Shield, +5
Dex, +4 Nat, +1 Dodge, +4 Def, +1 haste)

hp 138 (18d6+54)

Fort +11, Ref +15, Will +17; +5 on saves vs fear, +4 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +4 heavy mace +22/+22/+17 (1d8+8/x2)

Spell-Like Abilities

Spells Known (DC 18 + spell level, Concentration +30)
Cantrips - acid splash, bleed, daze, detect magic,
flare, ray of frost, read magic, resistance, touch of
fatigue
1st level (8/day) — enlarge person, magic missile, ray
of enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter,
mirror image, scorching ray, spectral hand
3rd level (8/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (8/day) — bestow curse, greater invisibility,
stoneskin, summon monster iv
5th level (7/day) — cone of cold, dominate person,
hold monster, teleport
6th level (7/day) — chain lightning, create undead,
disintegrate
7th level (7/day) — forcecage, mass hold person,
reverse gravity
8th level (6/day) — create greater undead, iron body
9th level (3/day) — dominate monster
Bonus Spells — chill touch (DC 19), false life (DC 20),
vampiric touch (DC 21), animate dead (DC22), wave
of fatigue (DC 23), undead to death (DC 24), finger of
dead (DC 25), horrid wilting (DC 26)
Bloodline - Undead

Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

Incorporeal Form (Sp): At 15th level, you can
become incorporeal for 1 round per sorcerer level.
While in this form, you gain the incorporeal subtype.
You only take half damage from corporeal sources as
long as they are magic (you take no damage from
non-magic weapons and objects). Likewise, your
spells deal only half damage to corporeal creatures.
Spells and other effects that do not deal damage
function normally. You can use this ability once per
day.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

Str 10, Dex 20, Con 13, Int 16, Wis 14, Cha 26

Base Atk +9; CMB +9; CMD 39

Feats Arcane Strike, Cast on the Run‘®, Combat
Casting, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Mobility, Reach Spell-S*,
Still Spell, Toughness, Weapon Focus (heavy mace)
Skills Acrobatics +28, Knowledge (arcana) +24,
Knowledge (religion) +24, Spellcraft +24

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead, incorporeal form

Treasure NPC gear (+4 heavy mace, bracers of armor
+7, ring of force shield, ring of protection +4, amulet of
natural armor +4, boots of striding and springing, belt of
incredible dexterity +6, headband of mental superiority
+4, cloak of resistance +4)

Special Abilities
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ATL 19

ANDONICUS ERIKAS

Half-elf rogue 11/assassin 10

CE Medium humanoid (human, elf)

Init +13; Senses Perception +25, Low-light Vision

AC 37, touch 21, flat-footed 31 (+11 armor, +4 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste); +3 AC vs traps

hp 183 (21d8+53)

Fort +12, Ref +25, Will +13; +3 saves vs traps, +5 on
saves vs fear, +4 on saves vs charm, +5 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Speed 70 ft.
Melee +5 rapier +37/+37/+32/+27 (1d6+15/15-20,%2)
Special Attacks sneak attack +11d6

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (8/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, rage, silence

3rd level (7/day) - blink, charm monster,
displacement, haste, see invisibility, slow

4th level (7/day) — break enchantment, dominate
person, of movement, greater invisibility, hold
monster, summon monster iv

5th level (7/day) — greater dispel magic, greater
heroism, mislead, song of discord, summon monster v
6th level (6/day) — Irresistible dance, greater shout,
mass cat's grace, mass fox’s cunning, summon
monster vi

Str 20, Dex 29, Con 14, Int 13, Wis 12, Cha 10

Base Atk +15; CMB +24; CMD 46

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Dodge, Improved Critical, Improved Initiative, Improved
Iron Will, Iron Will, Lightning Reflexes, Mobility, Skill
Focus (acrobatics), Spring Attack, Weapon Finesse,
Weapon Focus (rapier)

Skills Acrobatics +46, Bluff +14, Climb +17, Disable
Device +26, Escape Artist +31, Intimidate +24, Sense
Motive +25, Sleight of Hand +31, Stealth +31, Use
Magic Device +14

Str 18, Dex 18, Con 12, Int 20, Wis 10, Cha 28

Base Atk +15; CMB +19; CMD 45

Feats Acrobatic, Alertness, Agile Maneuvers, Blind-
fight, Combat Casting, Defensive Combat Training,
Dodge, Improved Critical (rapier), Improved Initiative,
Stealthy, Weapon Finesse

Skills Acrobatics +34, Bluff +32, Escape Artist +27,
Intimidate +32, Knowledge (all) +15, Perform +32,
Spellcraft +28, Stealth +27

Languages Common

SQ rogue talents (combat trick, finesse rogue, bleeding
attack®, powerful sneak*, deadly sneak®), trapfinding
+5, death attack, poison use, hidden weapons, true
death, quiet death, hide in plain sight, swift death, angel
of death

Treasure NPC gear (+5 rapier, +5 mithral chainmail,
ring of force shield, ring of protection +5, amulet of
natural armor +5, belt of physical might +6 (Str/Dex),
boots of striding and springing, cloak of resistance +4)

HIRED BARD
Human male bard 20

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, frightening tune,

inspire heroics, mass suggestion, deadly performance,
versatile performance (comedy, dance, oratory, sing,
strings), well-versed, lore master, jack-of-all-trades

NE Medium humanoid (human)
Init +7; Senses Perception +25

AC 37, touch 20, flat-footed 30 (+11 armor, +4 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste)

hp 164 (20d8+20)

Fort +12, Ref +21, Will +17, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+5 on saves vs fear, +4 on saves vs charm

Speed 70 ft.

Melee +5 rapier +32/+23/+27/+22 (1d6+14,15-20/x2)
Special Attacks

Spell-Like Abilities bardic performance (51 rds/day)
Spells Known (DC 19 + spell level, Concentration +33)

Treasure NPC gear (+5 rapier, +5 mithral chainmail,

ring of protection +5, amulet of natural armor +5, belt of

physical might +6 (Str/Dex), boots of striding and

springing, headband of mental prowess +6 (Int/Cha),

cloak of resistance +5)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +4 Morale
bonus on saves vs. charm and fear effects, +4
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 20

NE Medium humanoid (human)
Init +7; Senses Perception +28

AC 37, touch 19, flat-footed 33 (+13 armor, +2 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste)

hp 244 (20d8+120)

Fort +21, Ref +13, Will +24; +5 on saves vs fear, +4 on
saves vs charm

Speed 70 ft.

Melee +4 scimitar +34/+34/+29/+24 (1d6+15,15-20/x2)

Special Attacks

Spell-Like Abilities channel energy 7/day, 10d6 neg
energy, DC 26

Spells Known (DC 18 + spell level, Concentration +32)

Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,

deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon

3rd level (6+1) - bestow curseP, blindness/deafness,
dispel magic(x2), Invisibility purge, prayer, searing
light

4th level (6+1) - cure critical wounds(x3), divine
power, planar ally (lesser), poison®, spell-immunity
(magic missile, scorching ray)

5th level (5+1) - flame strike(x2), phase shift, raise
dead, spell resistance, slay livingP

6th level (5+1) — blade barrier,
harm(x2), heal, summon monster vi
7th level (5+1) — blasphemy, destructionP, inflict
serious wounds (mass)(x2), repulsion, resurrection
8th level (5+1) — create greater undead®, cure critical
wounds (mass)(x2), firestorm(x2), summon monster
viii

9th level (4+1) — heal (mass)(x2), implosion(x2), walil
of the bansheeP

Domains — Death, Rage, and Vengeance

disintegrate®,

Str 20, Dex 16, Con 20, Int 12, Wis 26, Cha 18

Base Atk +15; CMB +20; CMD 45

Feats Additional Domain, Channel Smite, Combat
Casting, Defensive Combat Training, Dodge, Improved

Channel, Improved Ciritical, Improved Initiative,
Selective Channeling, Vital Strike, Weapon Focus
(scimitar)

Skills Acrobatics +4, Heal +31, Knowledge
(arcana) +24, Sense Motive +31, Spellcraft +24

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+5 scimitar, +5 mithral half-plate
armor, ring of protection +4, amulet of natural armor +5,
belt of physical perfection +6, boots of striding and
springing, headband of mental prowess +6 (Wis/Cha),
cloak of resistance +4)

Special Abilities
Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8™ level, and an additional time per day for
every four levels beyond 8™.
Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8" level, and an additional time per day for every
four levels beyond 8.
Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to 7z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.
Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8™ level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.
Rage Surge (Su): At 1t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
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delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom maodifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x2)
Human male fighter 19

HIRED ROGUE
Human male rogue 19

NE Medium humanoid (human)
Init +13; Senses Perception +24

AC 39, touch 26, flat-footed 28 (+8 armor, +9 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste); +6 AC vs traps

hp 156 (19d8+38)

Fort +11, Ref +24, Will +10; +6 save vs. traps, +5 on
saves vs fear, +4 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

Speed 70 ft.
Melee +5 rapier +37/+37/+32/+27 (1d6+11/15-20,%2)
Special Attacks sneak attack +10d6

NE Medium humanoid (human)
Init +8; Senses Perception +19

AC 41, touch 21, flat-footed 35 (+14 armor, +1shield, +4
Dex, +5 Nat, +1 Dodge, +5 Def, +1 haste)

hp 204 (19d10+57)

Fort +17, Ref +14, Will +10; +10 on saves vs fear, +4
on saves vs charm; DR 5/- whenever wearing armor

Str 12, Dex 28, Con 13, Int 16, Wis 10, Cha 12

Base Atk +14; CMB +15; CMD 46

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Extra Rogue
Talent, Improved Ciritical, Improved Initiative, Mobility,
Spring Attack, Strike Back, Vital Strike, Vital Strike
Improved, Weapon Finesse, Weapon Focus (rapier)
Skills Acrobatics +38, Bluff +21, Climb +21, Disable
Device +37, Escape Artist +29, Intimidate +21, Sense
Motive +22, Sleight of Hand +29, Stealth +29, Use
Magic Device +21

Speed 70 ft.
Melee +5 longsword +39/+39/+39/+34/+34/+29/+29/+24
(1d8+23/17-20,%2)

Str 20, Dex 19, Con 14, Int 16, Wis 10, Cha 12

Base Atk +19; CMB +24; CMD 45

Feats Blind-Fight, Cleave, Combat Reflexes, Dodge,
Double Slice, Great Cleave, Improved Ciritical,
Improved Initiative, Power Attack, Defense, Two-
Weapon Fighting, Two-Weapon Fighting Greater, Two-
Weapon Fighting Improved, Two-Weapon Rend, Vital
Strike, Vital Strike Greater, Vital Strike Improved,
Weapon Focus (longsword), Weapon Focus Greater
(longsword), Weapon Specialization (longsword),
Weapon Specialization Greater (longsword)

Skills Acrobatics +28, Escape Artist +23, Intimidate
+23, Sense Motive +19, Survival +22

Languages Common

SQ rogue talents (bleeding attack®, combat trick, deadly
sneak*, dispelling attack*, fast stealth, feat, finesse
rogue, opportunist, powerful sneak*, weapon training),
trapfinding +9

Languages Common

SQ armor training 4, weapon training 4 (heavy blades,
light blades, double weapons, close weapons), armor
mastery

Treasure NPC gear (+5 longsword, +5 mithral full plate
armor, ring of protection +5, amulet of natural armor +5,
belt of incredible dexterity +6, boots of striding and
springing, headband of mental prowess +2 (Int/Cha),
cloak of resistance +4)

Treasure NPC gear (+5 rapier, bracers of armor +8,
ring of protection +5, amulet of natural armor +5, belt of
incredible dexterity +6, boots of striding and springing,
headband of mental prowess +2 (Int/Cha), cloak of
resistance +4)
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HIRED SORCERER
Human male sorcerer 20

NE Medium humanoid (human)
Init +9; Senses Perception +22

AC 36, touch 22, flat-footed 29 (+7 Armor, +2 Shield, +5
Dex, +5 Nat, +1 Dodge, +5 Def, +1 haste)

hp 173 (20d6+80)

Fort +12, Ref +15, Will +20; +5 on saves vs fear, +4 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +5 heavy mace +24/+24/+19 (1d8+10/x2)

Spell-Like Abilities

Spells Known (DC 18 + spell level, Concentration +32)
Cantrips - acid splash, bleed, daze, detect magic, flare, ray
of frost, read magic, resistance, touch of fatigue
1st level (8/day) — enlarge person, magic missile, ray of
enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter, mirror
image, scorching ray, spectral hand
3rd level (8/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (8/day) — bestow curse, greater invisibility,
stoneskin, summon monster iv
5th level (7/day) — cone of cold, dominate person, hold
monster, teleport
6th level (7/day) — chain lightning, create undead,
disintegrate
7th level (7/day) — forcecage, mass hold person, reverse
gravity
8th level (7/day) — create greater undead, incendiary
cloud,iron body
9th level (6/day) — dominate monster, imprisonment,
summon monster ix
Bonus Spells — chill touch (DC 19), false life (DC 20),
vampiric touch (DC 21), animate dead (DC22), wave of
fatigue (DC 23), undead to death (DC 24), finger of dead
(DC 25), horrid wilting (DC 26), energy drain (DC 27)
Bloodline - Undead

Str 10, Dex 20, Con 14, Int 16, Wis 14, Cha 26

Base Atk +10; CMB +10; CMD 42

Feats Arcane Strike, Cast on the Run'$’, Combat
Casting, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Iron Will, Mobility, Reach
Spells!, Silent Spell, Still Spell, Toughness, Weapon
Focus (heavy mace)

Skills Acrobatics +30, Knowledge (arcana) +26,
Knowledge (religion) +26, Spellcraft +26

causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

Incorporeal Form (Sp): At 15th level, you can
become incorporeal for 1 round per sorcerer level.
While in this form, you gain the incorporeal subtype.
You only take half damage from corporeal sources as
long as they are magic (you take no damage from
non-magic weapons and objects). Likewise, your
spells deal only half damage to corporeal creatures.
Spells and other effects that do not deal damage
function normally. You can use this ability once per
day.

One of Us (Ex): At 20th level, your form begins to rot
(the appearance of this decay is up to you) and
undead see you as one of them. You gain immunity to
cold, nonlethal damage, paralysis, and sleep. You
also gain DR 5/—. Unintelligent undead do not notice
you unless you attack them. You receive a +4 morale
bonus on saving throws made against spells and
spell-like abilities cast by undead.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead, incorporeal form
Treasure NPC gear (+5 heavy mace, bracers of armor
+7, ring of force shield, ring of protection +5, amulet of
natural armor +5, boots of striding and springing, belt of
incredible dexterity +6, headband of mental superiority
+4, cloak of resistance +4)
Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
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AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered
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ATL 21

ANDONICUS ERIKAS

Half-elf rogue 13/assassin 10

CE Medium humanoid (human, elf)

Init +13; Senses Perception +27, Low-light Vision

AC 37, touch 21, flat-footed 31 (+11 armor, +4 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste); +4 AC vs traps

hp 201 (23d8+59)

Fort +14, Ref +27, Will +15; +4 saves vs traps, +5 on
saves vs fear, +4 on saves vs charm, +5 on saves vs
poison

Immunities magic sleep effects,
enchantment spells and effects
Defensive Abilities Evasion, Improved Uncanny Dodge

+2 bonus vs

Speed 70 ft.
Melee +5 rapier +39/+39/+34/+29 (1d6+15/15-20,%2)
Special Attacks sneak attack +12d6

Cantrips — dancing lights, daze, detect magic,
expeditious retreat, flare, resistance, summon
instrument

1st level (8/day) — charm person, cure light wounds,
grease, hideous laughter, summon monster i

2nd level (7/day) — blur, glitterdust, hold person,
mirrerimage, rage, silence

3rd level (7/day) - blink, charm monster,
displacement, haste, see invisibility, slow

4th level (7/day) — break enchantment, dominate
person, of movement, greater invisibility, hold
monster, summon monster iv

5th level (7/day) — greater dispel magic, greater
heroism, mislead, song of discord, summon monster v
6th level (6/day) — Irresistible dance, greater shout,
mass cat's grace, mass fox’s cunning, summon
monster vi

Str 20, Dex 29, Con 14, Int 13, Wis 12, Cha 10

Base Atk +16; CMB +25; CMD 47

Feats Acrobatic, Agile Maneuvers, Combat Reflexes,
Deadly Aim, Dodge, Improved Critical, Improved
Initiative, Improved Iron Will, Improved Lightning
Reflexes, Iron Will, Lightning Reflexes, Mobility, Skill
Focus (acrobatics), Spring Attack, Weapon Finesse,
Weapon Focus (rapier)

Skills Acrobatics +48, Bluff +16, Climb +19/ Disable
Device +29, Escape Artist +33, Intimidate +26, Sense
Motive +27, Sleight of Hand +33, Stealth +33, Use
Magic Device +16

Str 18, Dex 18, Con 12, Int 20, Wis 10, Cha 28

Base Atk +15; CMB +19; CMD 45

Feats Acrobatic, Alertness, Agile Maneuvers, Blind-
fight, Combat Casting, Defensive Combat Training,
Dodge, Improved Critical (rapier), Improved Initiative,
Stealthy, Weapon Finesse

Skills Acrobatics +34, Bluff +32, Escape Artist +27,
Intimidate +32, Knowledge (all) +15, Perform +32,
Spellcraft +28, Stealth +27

Languages Common

SQ rogue talents (combat trick, feat, finesse rogue,
bleeding attack*, powerful sneak*, deadly sneak?®),
trapfinding +6, death attack, poison use, hidden
weapons, true death, quiet death, hide in plain sight,
swift death, angel of death

Treasure NPC gear (+5 rapier, +5 mithral chainmail,
ring of force shield, ring of protection +5, amulet of
natural armor +5, belt of physical might +6 (Str/Dex),
boots of striding and springing, cloak of resistance +5)

HIRED BARD
Human male bard 20

Languages Common
SQ bard spells, bardic performance, countersong,

distraction, fascinate, inspire courage, inspire
competence, suggestion, dirge of doom, inspire
greatness, soothing performance, frightening tune,

inspire heroics, mass suggestion, deadly performance,
versatile performance (comedy, dance, oratory, sing,
strings), well-versed, lore master, jack-of-all-trades

NE Medium humanoid (human)
Init +7; Senses Perception +25

AC 37, touch 20, flat-footed 30 (+11 armor, +4 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste)

hp 164 (20d8+20)

Fort +12, Ref +21, Will +17, +4 on saves vs bardic
performance, sonic, and language-dependent effects,
+5 on saves vs fear, +4 on saves vs charm

Speed 70 ft.

Melee +5 rapier +32/+23/+27/+22 (1d6+14,15-20/x2)
Special Attacks

Spell-Like Abilities bardic performance (51 rds/day)
Spells Known (DC 19 + spell level, Concentration +33)

Treasure NPC gear (+5 rapier, +5 mithral chainmail,

ring of protection +5, amulet of natural armor +5, belt of

physical might +6 (Str/Dex), boots of striding and

springing, headband of mental prowess +6 (Int/Cha),

cloak of resistance +5)

Special Abilities
Inspire Courage (Su) — Audible or visual (choose
when starting), mind-affecting; allies get +4 Morale
bonus on saves vs. charm and fear effects, +4
Competence bonus on attack and damage.
Suggestion (Sp) - Audible, enchantment
(compulsion), mind-affecting, language-dependent;
Standard Action in addition to Free Action to maintain
Fascination; use suggestion (as per spell) on single
fascinated target; Will save negs (DC 21)..
Dirge of Doom (Su) — Audible and visual, mind-
affecting, fear; enemies w/in 30’ become Shaken (no
save) as long as w/in rng and is maintained.
Inspire Greatness (Su) — Audible and visual, mind-
affecting; self or 1 ally w/in 30’ gets +2d10 HD, +2
Competence bonus on attacks and +1 Competence
bonus on Fort saves.
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HIRED CLERIC
Human male cleric of Mordana 20

NE Medium humanoid (human)
Init +7; Senses Perception +28

AC 37, touch 19, flat-footed 33 (+13 armor, +2 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste)

hp 244 (20d8+120)

Fort +22, Ref +14, Will +25; +5 on saves vs fear, +4 on
saves vs charm

Speed 70 ft.

Melee +4 scimitar +34/+34/+29/+24 (1d6+15,15-20/x2)

Special Attacks

Spell-Like Abilities channel energy 7/day, 10d6 neg
energy, DC 26

Spells Known (DC 18 + spell level, Concentration +32)

Orisons (4) - bleed, detect magic, resistance,
stabilize
1st level (6+1) - bless, cure light wounds,

deathwatch, doom, enlarge personP shield of faith
2nd level (6+1) - death knellP, hold person(x2), resist
energy, silence, sound burst, spiritual weapon

3rd level (6+1) - bestow curseP, blindness/deafness,
dispel magic(x2), Invisibility purge, prayer, searing
light

4th level (6+1) - cure critical wounds(x3), divine
power, planar ally (lesser), poison®, spell-immunity
(magic missile, scorching ray)

5th level (5+1) - flame strike(x2), phase shift, raise
dead, spell resistance, slay livingP

6th level (5+1) — blade barrier,
harm(x2), heal, summon monster vi
7th level (5+1) — blasphemy, destructionP, inflict
serious wounds (mass)(x2), repulsion, resurrection
8th level (5+1) — create greater undead®, cure critical
wounds (mass)(x2), firestorm(x2), summon monster
viii

9th level (4+1) — heal (mass)(x2), implosion(x2), walil
of the bansheeP

Domains — Death, Rage, and Vengeance

disintegrate®,

Str 20, Dex 16, Con 20, Int 12, Wis 26, Cha 18

Base Atk +15; CMB +20; CMD 45

Feats Additional Domain, Channel Smite, Combat
Casting, Defensive Combat Training, Dodge, Improved

Channel, Improved Ciritical, Improved Initiative,
Selective Channeling, Vital Strike, Weapon Focus
(scimitar)

Skills Acrobatics +4, Heal +31, Knowledge
(arcana) +24, Sense Motive +31, Spellcraft +24

Languages Common

SQ aura (NE), channel energy, death touch, death’s
embrace, orisons, rage aura, rage surge, spontaneous
casting (inflict spells), vengeance aura, vengeful blow

Treasure NPC gear (+5 scimitar, +5 mithral half-plate
armor, ring of protection +4, amulet of natural armor +5,
belt of physical perfection +6, boots of striding and
springing, headband of mental prowess +6 (Wis/Cha),
cloak of resistance +5)

Special Abilities
Aura of Rage (Su): At 8" level you can emit a 30-ft.
aura of rage for a number of rounds equal to your
Wisdom modifier. Enemies within this aura are
affected by rage unless they make a Will save when
they enter the area (or when the aura is created). The
rage gives both a -2 penalty to hit and damage, which
ends immediately when the creature leaves the area
or the aura expires. You may use this ability once per
day at 8™ level, and an additional time per day for
every four levels beyond 8™.
Aura of Vengeance (Su): At 8" level you can emit a
30-ft. aura of that will reflect a spell back to its caster.
The spell must be of a level that you can cast, and
you must succeed on a Spellcraft Check (DC 14+
spell level). If you successfully identify the spell, then
the spell can be reflected back to the caster. If you
fail to identify the spell, you may try and reflect the
spell anyway. Should the spell level be above the
level that you can cast, then the ability is spent and it
has no effect. You may use this ability once per day
at 8" level, and an additional time per day for every
four levels beyond 8.
Bleeding Touch (Sp): As a melee touch attack, you
can cause a living creature to take 1d6 points of
damage per round. The effect persists for a number
of rounds equal to 7z your cleric level (minimum 1) or
until stopped with a DC 15 Heal check or any spell of
effect that heals damage. You can use this ability a
number of times per day equal to 3 + your Wisdom
modifier.
Death Touch (Su): You may use a death touch once
per day. This is a supernatural ability that produces a
death effect. You must succeed on a melee touch
attack against a living creature (using the rules for
touch spells). When you touch, roll a 1d6 per cleric
level you possess. If the total at least equals to the
creature's current hit points, it dies (no save). You
may use this ability one additional time per day per
four levels beyond 1st (5th, 9th, 13th and 17th).
Death’s Embrace (Ex): At 8™ level, you heal damage
instead of taking damage from channeled negative
energy. If the channeled negative energy targets
undead, you heal hit points just like undead in the
area.
Rage Surge (Su): At 1t level, as a standard action,
you can touch a creature, giving it great rage. For the
next 3 rounds, the target may add an enhancement
bonus equal to 1/2 your cleric level on one
melee attack roll or Strength check (minimum +1).
The target must decide to use this ability before
rolling the dice. This effect fades after 3 rounds or
when the reroll is used. Once a target has been
affected by rage surge, he can gain no further benefit
from it for 1 day. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.
Vengeful Blow (Su): At 1%t level, as an immediate
action, you may turn aside damage intended for you,
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delivering it back upon the opponent who struck you.
When a blow is successfully struck against you, your
attacker must succeed at a Will save DC 10 + your
Wisdom maodifier + your cleric level / 2. If the attacker
fails this saving throw, the damage that you would
normally receive is reflected back upon your attacker.
You must declare the use of this ability after the
attack is determined to be successful, but before
damage is rolled. You may use this ability a number
of times per day equal to 3 + your Wisdom modifier.

HIRED FIGHTER (x3)
Human male fighter 20

HIRED ROGUE (x2)
Human male rogue 20

NE Medium humanoid (human)
Init +13; Senses Perception +24

AC 39, touch 26, flat-footed 28 (+8 armor, +9 Dex, +5
Nat, +1 Dodge, +5 Def, +1 haste); +6 AC vs traps

hp 184 (20d8+30)

Fort +13, Ref +26, Will +11; +6 save vs. traps, +5 on
saves vs fear, +4 on saves vs charm

Defensive Abilities Evasion, Improved Uncanny Dodge

Speed 70 ft.
Melee +5 rapier +38/+38/+33/+28 (1d6+14/15-20,%2)
Special Attacks sneak attack +10d6

NE Medium humanoid (human)
Init +8; Senses Perception +20

AC 42, touch 22, flat-footed 35 (+14 armor, +1shield, +5
Dex, +5 Nat, +1 Dodge, +5 Def, +1 haste)

hp 215 (20d10+60)

Fort +19, Ref +16, Will +11; +10 on saves vs fear, +4
on saves vs charm; DR 5/- whenever wearing armor

Str 18, Dex 28, Con 14, Int 16, Wis 10, Cha 12

Base Atk +15; CMB +19; CMD 50

Feats Acrobatic, Alertness, Combat Reflexes,
Defensive Combat Training, Dodge, Extra Rogue
Talent, Improved Ciritical, Improved Initiative, Mobility,
Spring Attack, Strike Back, Vital Strike, Vital Strike
Improved, Weapon Finesse, Weapon Focus (rapier)
Skills Acrobatics +41, Bluff +24, Climb +27, Disable
Device +42, Escape Artist +32, Intimidate +24, Sense
Motive +25, Sleight of Hand +32, Stealth +32, Use
Magic Device +24

Speed 70 ft.
Melee +5 longsword +43/+43/+43/+38/+38/+33/+33/+28
(1d8+26/17-20,%3)

Str 26, Dex 20, Con 14, Int 16, Wis 10, Cha 12

Base Atk +20; CMB +28; CMD 50

Feats Blind-Fight, Cleave, Combat Reflexes, Ciritical
Focus, Dodge, Double Slice, Great Cleave, Improved
Critical, Improved Initiative, Power Attack, Defense,
Two-Weapon Fighting, Two-Weapon Fighting Greater,
Two-Weapon Fighting Improved, Two-Weapon Rend,
Vital Strike, Vital Strike Greater, Vital Strike Improved,
Weapon Focus (longsword), Weapon Focus Greater
(longsword), Weapon Specialization (longsword),
Weapon Specialization Greater (longsword)

Skills Acrobatics +28, Escape Artist +23, Intimidate
+23, Sense Motive +19, Survival +22

Languages Common

SQ rogue talents (bleeding attack®, combat trick, deadly
sneak*, dispelling attack*, fast stealth, feat, finesse
rogue, opportunist, powerful sneak®, slippery mind,
weapon training), trapfinding +10, master strike

Languages Common

SQ armor training 4, weapon training 4 (heavy blades,
light blades, double weapons, close weapons), armor
mastery, weapon mastery (longsword)

Treasure NPC gear (+5 longsword, +5 mithral full plate
armor, ring of protection +5, amulet of natural armor +5,
belt of might +6 (Str/Dex), boots of striding and
springing, headband of mental prowess +2 (Int/Cha),
cloak of resistance +5)

Treasure NPC gear (+5 rapier, bracers of armor +8,
ring of protection +5, amulet of natural armor +5, belt of
physical might +6 (Str/Dex), boots of striding and
springing, headband of mental prowess +2 (Int/Cha),
cloak of resistance +5)

LS]J221 Noble Intentions

Page 64



HIRED SORCERER
Human male sorcerer 20

NE Medium humanoid (human)
Init +9; Senses Perception +23

AC 37, touch 22, flat-footed 30 (+8 Armor, +2 Shield, +5
Dex, +5 Nat, +1 Dodge, +5 Def, +1 haste)

hp 173 (20d6+80)

Fort +13, Ref +16, Will +22; +5 on saves vs fear, +4 on
saves vs charm

Damage Resistance resist cold 10, DR 10/— against
nonlethal damage.

Speed 70 ft.

Melee +5 heavy mace +24/+24/+19 (1d8+10/x2)

Spell-Like Abilities

Spells Known (DC 19 + spell level, Concentration +33)
Cantrips - acid splash, bleed, daze, detect magic, flare, ray
of frost, read magic, resistance, touch of fatigue
1st level (8/day) — enlarge person, magic missile, ray of
enfeeblement, reduce person, shield
2nd level (8/day) — ghoul touch, hideous laughter, mirror
image, scorching ray, spectral hand
3rd level (8/day) — dispel magic, fireball, hold person,
lightning bolt
4th level (8/day) — bestow curse, greater invisibility,
stoneskin, summon monster iv
5th level (7/day) — cone of cold, dominate person, hold
monster, teleport
6th level (7/day) — chain lightning, create undead,
disintegrate
7th level (7/day) — forcecage, mass hold person, reverse
gravity
8th level (7/day) — create greater undead, incendiary
cloud,iron body
9th level (6/day) — dominate monster, imprisonment,
summon monster ix
Bonus Spells — chill touch (DC 20), false life (DC 21),
vampiric touch (DC 22), animate dead (DC23), wave of
fatigue (DC 24), undead to death (DC 25), finger of dead
(DC 26), horrid wilting (DC 27), energy drain (DC 28)
Bloodline - Undead

Str 10, Dex 20, Con 14, Int 16, Wis 14, Cha 26

Base Atk +10; CMB +10; CMD 42

Feats Arcane Strike, Cast on the Run'$’, Combat
Casting, Defensive Combat Training, Dodge, Eschew
Materials, Improved Initiative, Iron Will, Mobility, Reach
Spells!, Silent Spell, Still Spell, Toughness, Weapon
Focus (heavy mace)

Skills Acrobatics +30, Knowledge (arcana) +27,
Knowledge (religion) +27, Spellcraft +27

causes a living creature to become shaken for a
number of rounds equal to 1/2 your sorcerer level
(minimum 1). If you touch a shaken creature with this
ability, it becomes frightened (see page 567) for 1
round if it has fewer Hit Dice than your sorcerer level.
You can use this ability a number of times per day
equal to 3 + your Charisma modifier.

Grasp of the Dead (Sp): At 9th level, you can cause
a swarm of skeletal arms to burst from the ground to
rip and tear at your foes. The skeletal arms erupt from
the ground in a 20-foot-radius burst. Anyone in this
area takes 1d6 points of slashing damage per
sorcerer level. Those caught in the area receive a Ref
lex save for half damage. Those who fail the save are
unable to move for 1 round. The DC of this save is
equal to 10 + 1/2 your sorcerer level + your Charisma
modifier. The skeletal arms disappear after 1 round.
The arms must burst up from a solid surface. At 9th
level, you can use this ability once per day. At 17th
level, you can use this ability twice per day. At 20th
level, you can use this ability three times per day.
This power has a range of 60 feet.

Incorporeal Form (Sp): At 15th level, you can
become incorporeal for 1 round per sorcerer level.
While in this form, you gain the incorporeal subtype.
You only take half damage from corporeal sources as
long as they are magic (you take no damage from
non-magic weapons and objects). Likewise, your
spells deal only half damage to corporeal creatures.
Spells and other effects that do not deal damage
function normally. You can use this ability once per
day.

One of Us (Ex): At 20th level, your form begins to rot
(the appearance of this decay is up to you) and
undead see you as one of them. You gain immunity to
cold, nonlethal damage, paralysis, and sleep. You
also gain DR 5/—. Unintelligent undead do not notice
you unless you attack them. You receive a +4 morale
bonus on saving throws made against spells and
spell-like abilities cast by undead.

HUMAN ZOMBIE (x3)

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0

Languages Common
SQ bloodline arcana, damage reduction, grave touch,
grasp of the dead, incorporeal form
Treasure NPC gear (+5 heavy mace, bracers of armor
+8, ring of force shield, ring of protection +5, amulet of
natural armor +5, boots of striding and springing, belt of
incredible dexterity +6, headband of mental superiority
+6, cloak of resistance +5)
Special Abilities
Grave Touch (Sp): Starting at 1st level, you can
make a melee touch attack as a standard action that
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AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)

Fort +0, Ref +0, Will +3

DR 5/slashing; Immune undead traits

Speed 30 ft.
Melee slam +4 (1d6+4)

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered
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CONCLUSION A
RUN AWAY!

The PCs can come to this conclusion from one of
two directions. They can either return to Kat upon
deciding to quit their investigation, or they can go
to Mitch Erikas upon quitting. Both will yield the
same reward: half gold (of the original amount, not
the negotiated amount) for their effort and no XP.

Returning to Kat:

CONCLUSION B
ANDONICUS ALIVE!

With Andonicus captured and the rest of his men
dispatched, the Diamond Legion hauls him away in
shackles. A couple of Legionnaires remain behind to
take your statements.

“What happened?”

Giving up your investigation, you return to the
Dauntless Dolphin to inform Kat of this information.
She listens intently as you tell her of Shad’s wife
being held captive and the threat upon her life
should you continue the investigation. Kat nods, but
sighs.

“You did your best I suppose. Since you were
discovered, I will have to find someone else to
complete your task. Sleep well knowing that there’s
a Killer still on the loose.”

PCs can explain what happened. They also have an
additional opportunity to report any of their findings
against certain noble houses/individuals. If they report
Kiandra Gallastan-Gaines and/or Patricia Tezriine,
include the following:

The Legionnaire nods gravely. “Thank you for the
information. We will look into this right away.”

And then continue on:

Returning to Mitch Erikas:

Giving up your investigation, you return to the
Erikas estate to inform Lord Mitch of this
information. He listens intently as you tell him of
Shad’s wife being held captive and the threat upon
her life should you continue the investigation. Mitch
nods, but sighs.

“You did your best. You were discovered, but
couldn’t risk the life of my brother’s life. Which is
commendable. I will have to find some other means
to find out who is responsible for my brother’s
death.”

Once the Legionnaires have departed, you head a
lone clap come from behind you. Turning around
quickly, you see Kat giving you a moderately slow
applause. She smiles at you as she slides her hands
into her pockets.

“I knew you could figure it out. I am so glad for that
to be over. While some secrets should indeed remain
hidden, others can be cancerous and need to be
brought out in the open. I am sure justice will be
swift for Andonicus and the nobles can continue
their efforts to restore their reputation as the city is
healed.

Kat will then pay them their reward. In addition to the
reward, Mitch Erikas had donated a few of Shad’s items
to distribute amongst the PCs. See Treasure Summary
for details.

GO TO EPILOGUE 1A
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CoONCLUSION C
ANDONICUS DEAD!

GO TO EPILOGUE 1B

With Andonicus defeated and the rest of his men
dispatched, the Diamond Legion hauls him away in
a body bag. A couple of Legionnaires remain behind
to take your statements.

“What happened?”

PCs can explain what happened.

The Legionnaire nods gravely. “It would have been
better for Andonicus to have been kept alive so he
could stand trial. I understand that in the heat of the
battle, split-second decisions need to be made or
otherwise it can be a difference between life or
death. I am glad that you won on this day.
Amthydor still needs your help. And considering
your report I don’t think you have to worry about
any murder charges.

They also have an additional opportunity to report any
of  their findings  against  certain  noble
houses/individuals. If they report Kiandra Gallastan-
Gaines and/or Patricia Tezriine, include the following:

The Legionnaire nods. “Thank you for the
information. We will look into this right away.”

And then continue on:

Once the Legionnaires have departed, you hear a
lone clap come from behind you. Turning around
quickly, you see Kat giving you a moderately slow
applause. She smiles at you as she slides her hands
into her pockets.

“I knew you could figure it out. Too bad for
Andonicus, though. He would have most likely been
sentenced to death anyway. It would have been
better for the people to decide that than his life to
have been taken in battle. But no matter. What’s
done is done. And you got away with it as well. Good
job! With Andonicus out of the way (and certain
secrets finally exposed), the nobles can continue
their efforts to restore their reputation as the city is
healed.

Kat will then pay them their reward. In addition to the
reward, Mitch Erikas had donated a few of Shad’s items
to distribute amongst the PCs. See Treasure Summary
for details.
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EPILOGUE 1A

EPILOGUE 1C

Excerpt from Facet of the Shining Jewel newspaper:

ANDONICUS ERIKAS FOUND GUILTY!

The trial of Andonicus Erikas was swift. Not only
was it determined that he murdered his brother,
Lord Shad Erikas, and was responsible for the
kidnapping of Xarina Starr-Erikas, but it was also
determined that he was responsible for the murder
of Lord Caucus Arawl as well. Andonicus Erikas
will be executed by beheading in seven days time at
The Way’s End.

In addition to those murders, more evidence
concluded that Andonicus Erikas was responsible
for the murder of Margaldi Slimhands and the
attempted murder of (then) Alissa Wyndsong twenty
years ago. Kiandra Gallastan-Gaines was said to
have been the one who hired Andonicus Erikas to
murder the two women. Kiandra Gallastan-Gaines
is still at large.

If the PCs turned the information in about Kiandra
Gallastan-Gaines to the Diamond Legion or Queen
Torestyn, Continue with EPILOGUE 1C:

EPILOGUE 1B

EPILOGUE 2

Excerpt from Facet of the Shining Jewel newspaper:

ANDONICUS ERIKAS FOUND GUILTY!

The trial of Andonicus Erikas was swift. Not only
was it determined that he murdered his brother,
Lord Shad Erikas, and was responsible for the
kidnapping of Xarina Starr-Erikas, but it was also
determined that he was responsible for the murder
of Lord Caucus Arawl as well. While the trial was
conducted posthumously, all parties were satisfied
that Andonicus Erikas got what he deserved in the
end.

Excerpt from Facet of the Shining Jewel newspaper:

THE TEMPLE OF DYMORA HAS BEEN CLOSED!

High Priestess Daniella Cicero of Dymora has been
taken into custody pending trial to determine if the
church of Dymora was complicit in the blood beast
attack against the city. The church of Dymora is
well-known in their blatant association with devils.
The question you have to ask now is whether or not
the church was working with the arch-devil that was
commanding the blood beasts that cost Amthydor
thousands of lives and major structural damage
throughout the city. If it is determined to be so,
charges of treason will be leveled against the church.
However, until a verdict is reached, worship at the
temple has been halted.

If the PCs turned the information in about Kiandra
Gallastan-Gaines to the Diamond Legion or Queen
Torestyn, Continue with EPILOGUE 1C:

THUS ENDS “NOBLE INTENTIONS”

TIME UNIT COST: 5TU
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EXPERIENCE POINT SUMMARY

ATL ATL ATL ATL ATL ATL ATL
) 11 13 15 17 19 21

Module Experience 2,900 4,500 7,000 | 10,500 | 17,000 | 28,000 | 42,000
PCs helped the old man 100 200 200 500 500 500 1,000
PCs brought Andonicus back alive. 100 200 200 500 500 500 1,000
PCs rescued Xarina Starr-Erikas from being
killed or brought her back from the dead. 100 200 200 500 500 500 1,000
PCs sent word to Queen Alissa (or the Diamond
Legion) of Kiandra’s role in the death of her 100 200 200 500 500 500 1,000
friend Margaldi Slimhands.
Roleplaying XP Bonus 100 200 200 500 500 500 1,000
Maximum Possible XP 3,400 5,500 8,000 | 13,000 | 19,500 | 30,500 | 47,000

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 6

» Gold - 5,000 per PC if the PCs were bribed to keep > Elven Chain Mail

quiet about Kiandra’s involvement in Margaldi
Slimhand’s murder (7,5000gp if the PCs made a
successful Sense Motive check). NOTE: If the
PCs still turned Kiandra in to the Queen (or
anyone else), they will NOT get this money.

Conclusion A

>

Gold — 125gp x ATL per PC.

Conclusions B & C

>

Gold — 250gp x ATL per PC (500gp x ATL per PC

Q ATL 9-11: +3, Glamered (CL 9, Value: 16,850gp)
O ATL 13-15: +4, Glamered (CL 12%, Value: 23,850gp)
O ATL 17-19: +5, Glamered (CL 15%, Value: 32,850gp)
U ATL 21: 45, Glamered, Shadow (Improved) (CL
15", Value: 47,850gp)

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

Headband of Mental Superiority (skill: appraise)
U ATL 9-11: +2 (Value: 16,000gp)

U ATL 13-15: +4 (Value: 64,000gp)

O ATL 17-21: +6 (Value: 144,000gp)

if the PCs made a successful Diplomacy check).

LS]J221 Noble Intentions

Page 69



(Value: Varies, Caster Level: 16" Tradable: Yes,
Rarity: Uncommon, Legality: Legal)

“Stinger” Silver Rapier

QO ATL 9-11: +3, Defending, Shock (CL 9™, Value:
50,410gp)

Q ATL 13-15: +4, Defending, Shock (CL 12",
Value: 72,410gp)

O ATL 17-19: +5, Defending, Shock (CL 15t
Value: 98,410gp)

U ATL 21: +5, Defending, Shock, Shocking Burst
(CL 15", Value: 162,410gp)

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

Mithral Breastplate

Q ATL 9-11: +3, Light Fortification (CL 9™,
Value: 20,200gp)

O ATL 13-15: +4, Light Fortification (CL12th,
Value: 29,200gp)

Q ATL 17-19: +5, Light Fortification (CL 15™,
Value: 40,200gp)

U ATL 21: +5, Light Fortification, Fire Resistance
(CL 15"™, Value: 58,200gp)

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

Magical Rod

U ATL 9-11: Metamagic, Merciful, Greater (Value:

12,250gp)

U ATL 13-15: Metamagic, Reach, Greater (Value:

24,500gp)

O ATL 17-19: Metamagic, Persistent, Greater

(Value: 73,000gp)

O ATL 21: Metamagic, Dazing, Greater (Value:
121,500gp)

(Value: Varies, Caster Level: 17" Tradable: Yes,

Rarity: Uncommon, Legality: Legal)

Shad’s Spellbook

Q ATL 9-15: 1% level — beguiling gift*™s, ear-
piercing  scream”™,  fabricate  disguise",
innocence®™, vocal alteration®™, 2" level —

allegro™, disguise other”™, disrupt silence",
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gallant inspiration**®, honeyed tongue®*®, 3™ level
— aura of the unremarkable", jester’s jaunt**, mad
monkeysU™, reviving finale**®, smug narcissism”™,
4" level — dance of a hundred cuts"™, denounce®’,
discordant blast*”S, mass charm person"", virtuoso
performance™; 30 blank pages (Value: 5,000gp)

Q ATL 17-21: 5" level — As above, plus foe to
friend*"S, frozen note*™S, joyful rapture”™, pox of
rumorsY, shadowbard™, 6" level — brilliant
inspiration®S, deadly finale®*®, entice fey",
overwhelming presence”™; 1 blank page (Value:
9,900¢gp)

(Value: Varies, Caster Level: N/A, Tradable: Yes,
Rarity: Uncommon, Legality: Legal)

Premier Only: Eagle

Because you were able to resolve the murder of
Shad Erikas, Lord Mitch Erikas has awarded you
custody of Shad’s eagle companion, Xylon. Xylon
is particular on who he travels with and will act
favorably towards other nobles, aristocrats, air
elems, or sky elves. While Xylon has been trained
for hunting, he won’t be able to use any of his
abilities unless the PC is one of the afore-mentioned
races/classes or he has been with the PC for an
entire year’s time. (Value: Priceless, Caster Level:
N/A, Tradable: No, Rarity: Uncommon, Legality:
Legal)

Miscellaneous
» Debt to Dymora (per PC) — dependent upon PC

actions

The above named PC agreed to do a small favor for
Dymora when asked in exchange for deciphering
the damaged pages from Dirty Laundry. This favor
will be called in during a future Legends of the
Shining Jewel module. (Value: Priceless, Caster
Level: N/A, Tradable: No, Rarity: Uncommon,
Legality: Legal)

Gratitude of the Queen (per PC) — dependent upon
PC actions

For your assistance in finally discovering who
killed her long-time friend, Margaldi Slimhands,
Queen Alissa Torestyn has granted you a boon. She
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has made arrangements for you to purchase a single
magical item, obtain enhancements to an existing
item, or obtain the materials necessary to craft or
enhance an item yourself. This includes items made
from special materials (adamantine, alchemical
silver, cold iron, darkwood, or mithral). Any costs
in excess of the amount of the reward must be paid
by the PC. Any remaining balance after purchase
will be given in gold up to one have of the total
award value. Instead, you may elect to receive a
total payment equal t075% of the award amount
directly in gold.

U PC Level x 1000gp = (Item option)
Or
O PC Level x 750gp = (Gold option)

(Value: Priceless, Caster Level: N/A, Tradable: No,
Rarity: Uncommon, Legality: Legal)

Enmity of House Tezriine (per PC) — dependent
upon PC actions

You have earned the wrath of House Tezriine for
letting the lycanthrope out of the bag on Patricia
Tezriine. As a result, Maygariette Tezriine has
soured her house’s reactions and of Tezriine’s allies
against you should you have need of them in the
future. Thankfully, a noble’s attention span is
limited as other things tend to pop up to distress
them. So they (and their allies) will refuse to help a
total of five times. Have the GM initial the box(es)
below. Should the PC have a gratitude cert from
one of the listed House, he/she can use each as one
of the requirements and VOID the gratitude cert.
The following noble houses are affected by this
cert: Caudwahler, Kailin, Perrault, Slidell, and
Tezrime. 1 O O O 4

(Value: Priceless, Caster Level: N/A, Tradable: No,
Rarity: Uncommon, Legality: Legal)

Enmity of Kiandra Gallastan-Gaines (per PC) —
dependent upon PC actions

For bringing her crimes to the forefront, you have
earned the enmity of Kiandra Gallastan-Gaines.
You don’t know when this enmity will affect you as
Kiandra is now on the run, but she has a long
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memory and she’ll remember what you had done. If
you thought a scorned woman was bad, wait until
you see what she has in store for you . . . (Value:
Priceless, Caster Level: N/A, Tradable: No, Rarity:
Uncommon, Legality: Legal)
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PLAYER’S HANDOUT #1
DECIPHERED PAGES FROM “DIRTY LAUNDRY”

1) Do You Know....
Someone from House Erikas was behind the “accidental” death
of Lady Cardinal Arawl. Lord Andonicus was obsessed with her,
and was also present at the death of her brother Caucus.

2)... What I Know
Lady Cardinal Arawl may still be alive. Her old nurse swears that
she’s heard the girl’s voice in the marketplace, but when she tries
to follow the voice there are too many people for her to get close
enough to see who it is. If it’s true, another Noble House must be
hiding her.

3)Truth...
House Tezriine 1s harboring a lycanthrope. Lady Patricia was
infected in the forest outside Amthydor, but is keeping her
condition a secret.

4)...0Or Consequences
House Gaines was behind a plot to assassinate Alissa Wyndsong,
and then arranged the murder of her friend Margaldi Slimhands.

5)It’s Only a Secret. ..
House Pelligari i1s using slaves kidnapped from other
communities as laborers in their mines.

6)...If No One Else Knows
The Lord Monarch’s young daughter Jocelyn 1s being haunted by
spirits of the dead.
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PLAYER’S HANDOUT #2
THE WARNING

(PC’s name)
You have done an excellent job in tracking me so far. However, | suggest that you cease your search
for me at once or the Erikas woman dies. Ignore this warning and her death will be on YOUR hands.

My spies are everywhere so you best heed this warning. 1 will know if you choose to ignore it.

The letter is unsigned.
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PLAYER’S HANDOUT #3
HOUSE ARAWL

Once one of the wealthiest and most influential of the noble houses of Amthydor, House Arawl once faced a
crisis that threatened its very existence. Arawl was founded early in the history of Amthydor and was a
favorite of the first Lord Monarch. They granted Arawl a virtual monopoly on ownership of fertile farmland
outside the city walls. The Lords of Arawl became the great landlords of the region, collecting rents from
tenant farmers. They also built impressive estate homes in the countryside beyond the walls. However, over
the course of time, House Arawl approached financial and moral bankruptcy. Humanoid raiders had devastated
the agricultural base around Amthydor. The tenant farmers had, for the most part, abandoned their farms and
became refugees. Arawl was without income and became heavily in debt. Lord Arawl had mortgaged many
parcels of land to moneylenders with the hope of somehow saving his family legacy. The House does retain
possession of Thorn Briars, a country estate and the ancestral family home. Inside the city, Arawl also owns a
mansion in the Nobles District. Lord Jirin introduced the idea of land reform to the council by recommending
breaking up Arawl's holdings. Jirin sought title to many of the Arawl lands to be used as pastures for their
horses. House Erikas also sought to seize Arawl's land but was acting quietly to undermine the family itself.
The Lord Monarch has not acted on the land reform proposal out of respect for House Arawl's past.

During the time of Amthydor's civil unrest when Raphe Torestyn had taken ill, terrible things had happened to
House Arawl. At the request of Jaklan Erikas, Andonicus Erikas came to Amthydor to look into House Arawl
in an attempt to secure Jaklan's interests. Although nothing could be proven, he was instrumental behind the
deaths of both Cardinal and Caucus Arawl. As fowl play could not be proven, their deaths were deemed 'an
accident.! This devastated Lord Consul Magnus Arawl. Later that week, Magnus called all of the family to
sup with him. Whether it was from the grief of the lost children or the rapidly declining state of his estate, all
the family members that attended the previous dinner were found dead the next morning. House Arawl was no
more. As a show of respect to the fallen House, many of the Noble Houses offered any of the remaining
members to join their own Houses.

However due to the events four years ago, the Scales of Peliron brought back many Amthydoran citizens that
had died needlessly, including most members of House Arawl (LSJ67 Infinite Divergences). It was
discovered that both Cardinal and Caucus were still dead. While Caucus was still in his grave, Cardinal was
not. It was later discovered that Cardinal had indeed survived her 'accident' and was hidden away by Ellyn
Reilly until the assassins could be identified (LSJ79 A Bird in the Hand). While House Arawl had never lost
its noble status, much of their lands were seized during their absence. With the announcement of Amthydor's
desire of expansion, House Arawl has been granted new lands to tame. Lord Consul Magnus Arawl has been
busy trying to get the lands into shape, bringing in farmers and restoring the name that House Arawl
previously enjoyed.

Allies and friends of House Arawl: Allison, Grimm, Harquith, Mour, Perrault, Reilly, Seabury, Torestyn.
Enemies and dislikes of House Arawl: Bailey, Erikas, Gaines, Jirin, Tezriine.

The primary members of the house are Lord Consul Magnus Arawl, his sons (Evgar and Decius), and his
daughter (Cardinal).
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PLAYER’S HANDOUT #4
HOUSE ERIKAS

The noble House Erikas has risen to power very quickly with the help of their small fleet of ships that privateer
for Amthydor. Any ships in the area not friendly to Amthydor are captured and the goods are brought back to
the city for trade or sale. There have been instances of attacks on ships that are friendly to the city because of
an unrecognizable flag being flown. The only time this was a real problem was during an embargo with Vanyr,
even though House Seabury did not accept this embargo and kept trading with Vanyr, Erikas did their duty in
trying to stop such trade.

The Houses fleet is mainly used for Privatizing; it also does salvage operations now, as well as some trading
missions when folks can’t afford other shipping methods. Most privately owned ships in Amthydor either
started with House Erikas or asked house Erikas for a loan to get their shipping going. This is how the house
keeps in power when there is times that pirating goes dry. The fleet of ships House Erikas has now numbers in
the 30’s with several large floating fortresses and about one third are coasters used to patrol the waters
between Amthydor and Jadenspur. The house has also made connections with a group of sea elves that are
helping them with the new business of salvaging lost ships. The house is hoping to find and salvage one ship
in particular, the Thunder Runner. It is believed lost between Amthydor and Jadenspur and it is believed
Marlanda’s last husband was aboard when it was sunk.

Since the fall of house Arawl, a small power struggle is brewing within House Erikas between Lady Consul
Marlanda and Lady Jaklan for control over the House. This struggle may lead to the fall of the house if it is
not contained. Currently Marlanda has taken to staying in the city of Amthydor, dealing with noble issues
while Jaklan has been in charge of the fleet. Jaklan is also responsible for the alliance with the sea elves and
as well as some connections with the north from Perallin. Jaklan has sent ships on piracy missions in all areas
of Tasman Sea. These missions are against all ships, not just enemies of Amthydor and she hides where the
ships are from and who owns them whenever they are on these missions.

Allies and friends of House Erikas: Gaines, Mour, Perrault, Tezriine.
Enemies and dislikes of House Erikas: Allison, Arawl, Caudwahler, Grimm, Harquith, Reilly, Sturmhammer,
Torestyn..

The primary members of the house are Lady Consul Marlanda Erikas, her sons (Derick, Terex, Mitch, and
Shad), her daughters (Jaklan and Dedra), her nephew (Andonicus), and Shad’s wife Xarina Starr-Erikas.

LSJ221 Noble Intentions Page 75



PLAYER’S HANDOUT #5
HOUSE GAINES

House Gaines gained nobility a little over 200 years ago when Arie Gaines sacrificed his merchant fleet to
save Amthydor from an invasion from the country of Vanyr. In the generations since that time, House Gaines
had rebuilt and recently spent nearly all of their fortune. They live fast and loose lives, throwing revels and
parties nightly. About fourteen years ago, Lord Consul Julius Gaines died of alcohol poisoning, leaving his
eldest son, Petroff, to run the House. The new Lord Consul Gaines was even more frivolous than his father.
His younger brother, however, had realized that his family was headed for poverty was determined to do
something about it.

It was at a party in which Lord Petroff met Kiandra Gallastan. Within months of their introduction, they were
married. Lady Kiandra worked hard in trying to restore the House’s fortune, but Lord Petroff kept throwing
more and more parties that eventually drained the family’s resources.

Allies and friends of House Gaines: Bailey, Burkley, Erikas, Jirin, Perrault, Slidell, Tezriine, Torestyn.
Enemies and dislikes of House Gaines: Allison, Arawl, Krimpach, Reilly.

Primary members of the house are Lord Consul Petroff Gaines, his wife High Lady Kiandra Gallastan-Gaines,
and Petroff’s two younger brothers (Cire and Mikal).
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PLAYER’S HANDOUT #6
HOUSE REILLY

One of the newest noble houses in the fair city of Amthydor, House Reilly has stabilized its position rather
quickly. The recent completion of their family estate in the countryside (named the Lion’s Den), combined
with the purchase of a manor house (named Pride Manor), and a few farms close to the city walls, given by the
Lord Monarch himself, has given House Reilly a healthy start.

With the help of her family to provide security, the farms of the Lady Reilly have become nearly raid free,
high producing, and highly coveted by rival houses. It is widely known that House Reilly plans to follow in
footsteps of previous Great Houses, attempting to increase their fortune through ownership of land.

Allies and friends of House Reilly: Allison, Arawl, Grimm, Harquith, Mour, Perrault, Seabury, Slidell,
Torestyn..
Enemies and dislikes of House Bailey, Caudwahler, Erikas, Gaines, Jirin, Tezriine.

Primary members of the house are Lady Consul Ellyn Reilly, her brothers (Liam, Sion, Connor, and Kirith),
her sisters (Eilish and Kylene), and Lyra, an orphan adopted by Lady Consul Reilly.
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PLAYER’S HANDOUT #7
HOUSE SEABURY

Throughout the far reaches of the Tasman Sea, the swift sailing vessels of House Seabury represent Amthydor,
the jewel of the vast in sea borne trade. Their outward-bound cargoes of gems, jewelry, ornate smithy work
and superb specialty metalwork and castings reap bountiful reward among the many distant cities of the
realms.

House Seabury is the second largest importer of Amthydor, controlling trade with the territories of the east
through the Commodores of Seabury, overseas based agents of the house established in key cities and
controlling trade with that region.

The Lord Seabury sits on the Nobles Council and also has nominal charge of "The Admiralty", the
paramilitary advisory council on foreign trade and naval affairs, composed of the ambassadors, leading
merchants and naval officers. This leadership is shared with the current Admiral of the Diamond Legion, if
only to maintain coordination of forces at sea.

The internal politics of House Seabury are more convoluted than most, as the Lordship is not inherited as in
other houses. The successor is chosen by the current Lord from full members of the Seabury bloodline, and has
passed at least once as far as a third cousin. The Lord is only allowed a maximum of 10% of the assets of the
house as his personal claims ... the remainder is family property. Resignation can be forced by unanimous
request of the Commodores of Seabury.

The Commodores of House Seabury maintain trading residencies in key ports around the far shores, acting as
semi-independent agents dominating sea borne trade activity between Amthydor and their established overseas
bases. They are chosen from successful merchant captains of the house, and they are not necessarily family
members (about half are family).

The vessels of House Seabury are unique among the inland sea, small sturdy vessels of 30-50 tons, single
decked, of broad beam and shallow draft, an unusual fore and aft sail rig and a partially retractable
centerboard, allowing swift sailing a full two points closer to the wind than any common type (read: modified
schooner). When engaged, they will normally turn into the wind so that none can follow and speed away from
their pursuers. They are only at a disadvantage when against a windward shore or when engaged in a calm or
from upwind.

A key factor in understanding House Seabury is its close ties to the nearby Vanyr city of Ascor, which lead to
both internal and external conflict. In Vanyr, these ties aroused the ire of the merchants controlling Waern,
Corothia and Talis to bring about a war. Noting the Vanyran saying that only a fool interferes with the profits
of good trade, House Seabury took a longer view and kept trading. Traffic with Ascor boomed. When the
privateers of House Erikas interdicting this trade refused to recognize the Seabury Flag, the charges of piracy
arose, especially following a grisly incident involving a cargo and passengers under contract from House
Mour.

Allies and friends of House Seabury: Arawl, Lurian, Mour, Perrault, Reilly, Slidell, Torestyn.
Enemies and dislikes of House Seabury: Erikas, Sahdein.

Primary members of the house are Lord Consul Tymos Seabury, his wife High Lady Deybri Seabury, his
daughters (Jandalea and Selene), his son (Tiberius), Stephen Magnolia, Bethany Cantor (Seabury), Daniel
Bailey (no relation to House Bailey), Liam Richards, Antony Freidrich, Ottmar Quentin (Seabury), Basia
Depech, Chris Burana, Suzzane O’Collins (Seabury), and Niles D’ Artelien.
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PLAYER’S HANDOUT #8
HOUSE TEZRIINE

House Steen gained its nobility in 1877 AF. For a few months, it seemed that Amthydor was being besieged
by a group of sea monsters. Most of the admiralty thought that saughins had to be behind the attacks of the
shipping lanes from the city, but they could find no evidence of these foul beasts. However, Artegal Tezriine,
budding mage and worshiper of Cyrene was suspicious. This ambitious mage hired a crew of adventurer’s to
sail out of the harbor to find the source of the beasts. With Artegal’s magical ability, with help from others
and some say guidance from Cyrene, they found a group of evil mages who had hidden themselves on the sea
bottom near Amthydor and defeated them in a spectacular battle, in which losses were great on both sides, not
just from the battle wounds and magic thrown by the combative sides, but from the sharks that were drawn by
the blood. When the survivors returned, the merchants of the city heralded their triumph, and the awarding of
nobility recognized Artegal’s leadership. Artegal was the head of his house for 70 years, watching his entire
children die except for Wynstone. He was aggressive in increasing the power of his house, yet always went
about this in a pleasant, business like manor. He often helped other houses increase their business profits with
little pieces of magic, for which he took a little percentage of the increased profits. This income soon
amounted to a major profit and allowed House Steen to rise in power by keeping their peers happy. He
became quite upset when his youngest son, Wynstone, announced that he was going to marry Penellope
Torestyn instead of the bride from House Harquith he had chosen for him. This act also displeased both House
Torestyn, leading to the disowning of Penellope, and House Harquith, who saw this as a breach of contract,
although they did not blame Artegal. When Artegal turned 95, Wynstone and Penellope confronted him and
demanded that he turn over the control of House Harquith to them. Artegal, sick of Wynstone’s constant
interference in his deals, continual antagonizing of House Harquith, and just tired of the responsibility of
rulership, gave the title Lord Consul up to his son. Many still consider Artegal the head of the house and come
to him for advice, which drives Penellope crazy. As Wynstone and Penellope grow older, they now watch as
their children vie for the right to succeed them. They try to come up with spells that are more useful to
businesses and arranging alliances; however some are not above using foul play to become the named
successor to the title Lord Consul.

In 2000 AF, Lord Artegal Tezriine accepts the position to become the new Magus Consul of the city ... an act
that really perturbs both Wynstone and Penellope to this very day.

Allies and friends of House Tezriine: Caudwahler, Gaines, Kailin, Perrault, Slidell.
Enemies and dislikes of House Tezriine: Allison, Arawl, Grimm, Harquith, Krimpach, Reilly, Sahdein,
Sturmhammer, Torestyn.

The primary members of the house are Lord Consul Wynstone Tezriine, his wife High Lady Penellope
Torestyn-Tezriine, their sons (Georges, Burtrane, and Tarrant), their daughters (Maygariette, Patricia, Jewel,
and Jade), and the Lord Consul’s father High Magus Artegal Tezriine.

LSJ221 Noble Intentions Page 79



PLAYER’S HANDOUT #9
HOUSE TORESTYN

House Torestyn is one of the four founding houses, along with Grimm, Harquith, and Sturmhammer. House
Torestyn is also the hereditary ruling family of Amthydor. Even the King’s enemies would be hard pressed to
find a harsh word to say about them.

Once a thriving house, House Torestyn had been slowly dwindling in members since the founding of
Amthydor over 2000 years ago. It was thought that the house would become extinct when Raphe became ill
during the coup that almost lost him the city. However, brave adventurers not only helped him recover, but
helped him reclaim his throne. Since then, House Torestyn led the city against the undead, against the
Mystwood elves, and many other adversaries that thought could dim the shine from the Shining Jewel of the
Free Lands. Now, not only does the city thrive, but Raphe managed to establish a new country known as The
Shining Coast, with Amthydor as its capital.

Allies and friends of House Torestyn: Allison, Arawl, Grimm, Harquith, Reilly, Sahdein, Seabury, Slidell,
Sturmhammer.
Enemies and dislikes of House Torestyn: Bailey, Erikas, Jirin, Kailin, Tezriine.

The primary members of the house are King Raphe Torestyn, his wife Queen Alissa Wyndsong Grimm-
Torestyn, and their daughter Princess Jocelyn Torestyn.
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PLAYER’S HANDOUT #10
DIVINATION RESULTS

DESTINY
SMARTLY DETERMINED FOE
DEFYING HIS LONG-TERM PLANS
STARR WILL FALL
PAGES
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GM PLAY AID #1

DECIPHERED PAGES FROM “DIRTY LAUNDRY”’

7) Do You Know...
Someone from House Erikas was behind the “accidental” death of Lady Cardinal Arawl. Lord
Andonicus was obsessed with her, and was also present at the death of her brother Caucus.

8) ... Whatl Know
Lady Cardinal Arawl may still be alive. Her old nurse swears that she’s heard the girl’s voice
in the marketplace, but when she tries to follow the voice there are too many people for her to
get close enough to see who it is. If it’s true, another Noble House must be hiding her.

9) Truth...
House Tezriine is harboring a lycanthrope. Lady Patricia was infected in the forest outside
Amthydor, but is keeping her condition a secret.
(NOTE: Kat is unwilling to decipher this page as it would go against the oath she swore to
keep the information a secret.)

10)... Or Consequences
House Gaines was behind a plot to assassinate Alissa Wyndsong, and then arranged the
murder of her friend Margaldi Slimhands.

11)It’s Only a Secret. ..
House Pelligari is using slaves kidnapped from other communities as laborers in their mines.

12)...1If No One Else Knows
The Lord Monarch’s young daughter Jocelyn is being haunted by spirits of the dead.
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GM PLAY AID #2

ENCOUNTER 13 BATTLE MAP

5°X5’
SQUARE
B XSE S
AE
R C
(F3) (R2)
F1 F2
Door
LEGEND: ATL 21 ONLY
AE = ANDONICUS ERIKAS F3 = FIGHTER #3
XSE = XARINA STARR-ERIKAS R2 =ROGUE #2
B =BARD
C=CLERIC

F1=FIGHTER #1
F2 =FIGHTER #2
R =ROGUE

S = SORCERER
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GM PLAY AID #3

ENCOUNTER 13

REMAINING SPELL TIMES FOR PRE-CAST SPELLS

ATL ATL ATL ATL ATL ATL ATL

CASTER SPELL 9 1 13 15 17 19 21
HIRED BARD haste 7 rds 9rds | 11rds | 13rds | 15rds | 17 rds | 17 rds
mirror image 9 min | 11 min | 13 min | 15 min | 17 min | 19 min | 19 min
HIRED CLERIC bless 9min | 11 min | 13 min | 15 min | 17 min | 19 min | 19 min
prayer 7 rds 9rds | 11rds | 13rds | 15rds | 17 rds | 17 rds
spell immunity 99 min | 119 min | 139 min | 159 min | 179 min | 199 min | 199 min
HIRED SORCERER | greater invisibility | 7 rds 9rds | 11rds | 13rds | 15rds | 17 rds | 17 rds
mirror image 9min | 11 min | 13 min | 15 min | 17 min | 19 min | 19 min
spectral hand 9min | 11 min | 13 min | 15 min | 17 min | 19 min | 19 min

The bard and sorcerer will have 1d4+3 images for their mirror image spells at ATL 9. All other
ATLs they will have 1d4+4 images.
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CRITICAL EVENT SUMMARY

NOBLE INTENTIONS
Convention: Date:
Do Not Return After 02/28/2019 Author’s Email Address: rhikhan@yahoo.com

1. What ATL was the adventure played at? (Circle one)
ATL9 ATL11 ATL13 ATL15 ATL17 ATL19 ATL21

2. Did the PCs require Kat to decipher more than one of the burned pages from Dirty Laundry thus
requiring them to owe a debt to the church of Dymora? (Circle one)

Yes No

3. Was Andonicus Erikas brought back dead or alive? (Circle one)
Alive Dead

4. What was Xarina Starr’s status at the end of the module? (Circle one)
Alive Dead

5. Was Kiandra’s involvement in the murder of Margaldi Slimhands reported by the end of the
module? (Circle one)

Yes, to the Diamond Legion Yes, to Alissa Wyndsong Torestyn No

6. Was the fact that House Tezriine is harboring a lycanthrope within their house reported to the
Diamond Legion? (Circle one)

Yes No

7. Did the PCs accept the bribe from Kiandra Gallastan-Gaines to keep quiet about her involvement
in the murder of Margaldi Slimhands and the attempted murder of Alissa Wyndsong? (Circle
one)

Yes No N/A

8. Did the PCs renege on their agreement with Kiandra Gallastan-Gaines and gave the information
they knew to the Diamond Legion or Queen Torestyn after accepting her bribe? (Circle one)

Yes No N/A
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9. OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means
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translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names,
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The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

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

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

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

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

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of
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enforceable.
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