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Legal Text 
Wizards of the Coast is a trademark of Wizards of the 
Coast, Inc. in the United States and other countries and 
is used with permission. THE SHINING JEWEL, LLC; 
TSJ, LLC; TSJ, LLC LOGO; LEGENDS OF THE 
SHINING JEWEL; LSJ; LSJ LOGO; and RAIA 
are trademarks of The Shining Jewel, LLC. 
Tournament detail copyright 2007 by The Shining 
Jewel, LLC. ALL RIGHTS RESERVED. This 
scenario is intended for tournament use only and 
may not be reproduced without approval of THE 
SHINING JEWEL, LLC. 
 
LSJ is a member of the North American Gaming 
Alliance (NAGA).  NAGA is ©2005 NAGAgames 
LLC and is used with permission.  All rights 
reserved.  For more information go to  
http://games.groups.yahoo.com/group/naga_memb
ers/. 
 

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. 
It is a good idea to have the players and judge 
place some sort of name tag in front of them, so 
everyone can easily identify each other and the 
names of the characters they are playing. 
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 say, 
undead encounters, the GM can always have a 
patrol of priests or the like come along to finish the 

combat and save the PCs.  Full XP awards should 
not be given for the encounter if this is necessary. 
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) 

Add up the levels of all characters at the table (plus 
ECL adjustments) 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. 
 

A Note About ATLs and the 
Power of PCs 

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). 
 

Adventure Background 
Throughout the previous events of the Dark Tome 
saga (LSJ8 Night Ransom, LSJ15 Terror From 
Below, LSJ23 Diplomacy Made Easy and LSJ39 
Edge of Night, dark forces have patiently plotted in 
and around Amthydor, waiting to see their foul 
plans brought to fruition.  These forces have 
concealed their identity, and the true scope of their 
intentions, by manipulating unsuspecting agents 
into working on their behalf.        
 

http://games.groups.yahoo.com/group/naga_members/
http://games.groups.yahoo.com/group/naga_members/
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Their most recent unwitting accomplice is 
Tepesch, the half-fiend son of a female Pyrrothian 
Blood Mage who seduced, or allowed herself to be 
seduced by, a glabrezu.  It was from this union that 
the half-fiend Tepesch was born.  Spurned by 
humans and demons alike, Tepesch has come to 
crave power in place of approval and aspires to 
achieve the status of a demigod.  His mysterious 
patrons support these ambitions, providing such 
aid and advice as will assist him while also 
furthering their own plans.   
 
In pursuit of his goal of godhood, Tepesch has 
come to Amthydor and formed the Cult of the 
Enlightened Flame in an effort to attract 
worshipers to himself.  He has focused on the 
youth of Amthydor, planting the seeds of 
discontent and quietly encouraging rebellion 
against parental authority and the expectations of 
society, while promising freedom and rewards to 
those faithful to him.  The final ritual in his bid for 
power, the sacrifice of a ‘bride’, will take place at 
midnight, giving the PCs only 16 hours to figure 
out what is going on.  The approximate length of 
time needed for each encounter is provided to 
assist in keeping track of their progress. 
 
The acts and powers attributed to Tepesch are not 
of his own making, but rather are being performed 
by his closest ‘priests’ and advisors, a group of 
Blood Mages and bards that are deceiving Tepesch 
as much as the foolish young people that have been 
drawn into following him.   
 
NOTE:  The events in this scenario are presented 
in a matrix format.  The order in which they are 
presented in the text is simply the order in which 
they occurred to the author.  The PCs may visit any 
or all of them in almost any order they wish, and 
may even revisit several of the locations as they 
investigate the disappearances of the missing teens.  
It is not necessary for the heroes to visit every 
encounter in order to gain the information that will 
allow them to succeed in the event. 
 
Introduction: A hurried note summons the PCs to 
the Fraternity of Venturers and a meeting with 

Melton Dadderhoff, who assigns willing PCs a list 
of inquiries into several ‘missing’ teenagers. 
 
Encounter 1: The parents of the teens, convinced 
that their children are the victims of foul play, will 
permit the PCs to search the youths’ rooms in an 
effort to find a clue to the disappearances. 
 
Encounter 2: The PCs may visit the Diamond 
Legion, seeking information on the missing youths, 
only to learn that the teens are not the only ones 
whose whereabouts are unknown. 
 
Encounter 3: The PCs may seek to gain 
information from other sources, through use of the 
Gather Information skill, temple divinations, etc. 
 
Encounter 4 (Optional): If the party seems to have 
lost the trail or is uncertain where to go next a 
fortuneteller will approach a PC, bringing possible 
insight into the disappearances. Also, if the players 
are having a lot of trouble getting to the 
conclusion, or are wasting too much time going to 
other sites when they already have the information 
they need to finish the module, try to use this 
encounter to move them along to the conclusion. 
 
Encounter 5: Once the PCs have visited any three 
encounters during their investigation, the Blood 
Mages will send a group to deal with the problem 
posed by the heroes. 
 
Encounter 6: The PCs may visit the official 
temples or other locations where some of the 
young people were believed to be worshiping, 
studying, working, or performing community 
service. 
 
Encounter 7: Friends of the missing teens may 
have additional information on their recent 
activities, if the PCs seek them out for questioning.  
The heroes may also speak to Ebor Osborne, the 
fiancée of one of the missing girls. 
 
Encounter 8: The PCs may visit a popular club 
where many young teens gather to dance and listen 
to music.  
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Encounter 9: The PCs can locate the building 
where Jennel followed her missing friends, and 
learn more of the Cult of the Enlightened Flame. 
 
Encounter 10: The heroes can locate the Temple of 
the Enlightened Flame, facing down Tepesch and 
his ‘followers’ and revealing their false religion. 
 
Epilogue A: Though Tepesch continues his bid for 
power, out of gratitude for the PCs’ assistance in 
revealing and defeating his betrayers he has agreed 
to take his new religion elsewhere. 
 
Epilogue B: Having captured or killed Tepesch and 
freed the youth of Amthydor from his influence, 
the PCs return triumphant to make their report. 
 
Epilogue C: Though unsuccessful in capturing or 
killing Tepesch, the PCs have uncovered his illicit 
cult, and all of Amthydor is now on the alert. 
 
Epilogue D: Although none of the heroes survived 
the battle with Tepesch and his followers, such an 
obvious confrontation has forced the half-fiend to 
flee the city and begin again elsewhere. 
 
 
Introduction – Good Help Is Hard 

To Find 
 
Approximate in-game/PC time:  1 hour 
 
Shortly after the eighth hour of the morning each 
PC receives a knock on their door, is approached 
on the street, receives a visitor at their temple, etc., 
by a young messenger from the Fraternity of 
Venturers, requesting that they attend an urgent 
meeting with Melton Dadderhoff. 
An out of breath young messenger extends a 
hand, offering a folded and sealed missive. 
 
Unless the PCs stop him with questions, or cannot 
read the message themselves, the boy will hurry 
off on his next errand once each hero accepts the 
note.  The hastily scrawled note is brief and to the 
point. 
 

An immediate assignment has presented itself 
that may benefit from an individual of your 
talents.  To accept this opportunity, please report 
at once to the offices of the Fraternity of 
Venturers. 

M Dadderhoff    
 
PCs that decline to report for the meeting are out of 
the event.  There is no second hook to draw them 
in.  For PCs that wish to continue the adventure: 
 
Presenting yourself at the offices of the 
Fraternity of Venturers, you are quickly shown 
into a private waiting room with several other 
individuals.  Before the last arrival can get 
comfortable the huge iron bell above the gate to 
the Palace District begins to toll the 9th hour and 
a flustered looking man enters the room, a large 
sheaf of parchment in his hand.  He stops 
abruptly just inside the door, looking about 
confused as if noticing you for the first time and 
trying to recall exactly who you are and why you 
are there. 
 
“Who? What?  Do you have…Oh, yes of course.  
Right on time.  Where are the others?  There are 
others, aren’t there? No, of course not, or they 
would already be here.  Not enough, not enough 
at all.  Told the messengers how many I needed.  
Lazy louts never follow instructions.  Good help is 
so hard to find.” 
 
He shakes his head, trying to order his thoughts, 
and then focuses on your group. 
 
“You’ll just have to take them all and do the best 
that you can.  I’ve tried to explain that there’s no 
need to worry this early, that it’s only been a 
couple of hours, but they’re so insistent.  They all 
want someone to look into the situation and they 
want it NOW.” 
 
He looks expectantly at you, gesturing towards 
the door and the hallway beyond. 
 
“They’re not going to be any more reasonable for 
waiting.  Come on, this way.” 
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Melton Dadderhoff is rather flustered from having 
already spent the past hour dealing with six sets of 
worried and insistent parents who are demanding 
that someone look for their children.  Unless the 
PCs interrupt him to ask questions, he will take it 
for granted that since the PCs showed up they will 
accept the mission.   
 
If the PCs do interrupt with questions or refuse to 
continue without first getting answers, he will 
answer as briefly and succinctly as possible, all the 
while listening to a steadily growing rumble of 
discontented voices coming from down the hall.  
The same answers will apply whether the PCs ask 
them here or after they meet with the worried 
parents. 
 
¾ What is going on? 
“Several young people, nearly adults really, have 
gone off without telling their parents where.  The 
group consists of four lads and two girls, all 
between the ages of fifteen and seventeen. I’m 
sure that there’s no cause for alarm, but the 
parents are demanding that someone look into 
the situation immediately.  It shouldn’t take more 
than a few hours to track them all down.” 
 
¾ Isn’t this a mission for the Diamond 

Legion? 
“Considering the ages of the youths involved, the 
Legion considers them of legal age or close 
enough to it to leave home if they so desire.  
There is no sign of foul play or other indication 
that they teens left by any means other than of 
their own choosing.  Also, the Legion doesn’t 
consider them to be ‘missing’ until they’ve been 
gone for more than 48 hours.  The teens are all 
friends, and they are probably even all together.”  
¾ Why us? 
“It is not a crime for someone to leave and not 
tell anyone where they’re going.  The Legion 
won’t look for them until they have been missing 
for 48 hours.  The parents aren’t willing to wait 
that long.  They want someone to start looking 
now, and that means adventurers.” 
 
¾ How much do we get paid? 

“The mission is very straightforward.  Half of 
them are probably together, doing whatever kids 
their age do.  The original fee was to be 25 
crowns, but since there are so few of you to check 
up on all of the youths, that rate will be amended 
to 50 crowns each.” 
 
Hey, how much can the PCs really expect just to 
round up a bunch of teens that have violated their 
curfews? 
 
Once the PCs agree to follow Melton Dadderhoff 
to meet with the parents of the absent teens: 
 
The muted murmurs and grumbling, audible in 
the hallway, hit you full force when the door to 
the larger conference room is opened and six sets 
of anxious parents crowd forward and begin 
speaking at once, demanding, begging, for 
information on their missing children. 
 
Dadderhoff gestures for you to enter the room 
ahead of him.  “I’ll just leave you all to talk and 
learn what you can.  Please see me before you 
leave.” 
 
With that, he leaves you to speak to the parents 
who are now clamoring for your attention and 
assistance. 
 
Dadderhoff won’t stay.  He has other business to 
attend to, and it is the parents who are hiring the 
PCs, not him.  Calming the parents will take only a 
few moments.  Allow a brief period for role-
playing this if the players are so inclined.  Once the 
PCs make it obvious that they are not just brushing 
off their concerns, the parents will focus on 
providing answers to the heroes’ questions.  The 
parents will not tolerate any negative comments 
about their children.  They refuse to believe that 
the youths are involved in anything illegal, and 
must have been the victims of foul play. 
 
Basic information on each of the missing teens, 
where and when they were last seen and who their 
friends are is provided in Player Handout #1.  In 
some cases, if the PCs ask, the parents may be able 
to provide additional information below: 
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General Questions 
 
¾ When were the first teens discovered 

missing? 
None were home before their parents went to bed 
the night before, but none of the parents worried 
until they woke up and learned that their children’s 
beds had not been slept in.  When the parents 
began contacting the families of their children’s 
friends they discovered that all six were gone. 
 
¾ Have any of the teens broken their curfews 

before? 
Each of the teens has a curfew between 10 pm and 
midnight.  All of the teens have broken curfew at 
least once before, usually because of a group 
activity, but none make a regular habit of it.  They 
have always come home before their parents were 
asleep and were there in the morning when the 
parents woke up.  The parents all tend to retire by 
10 pm, and rise early to begin their day. 
 
¾ Did any of the young people have any 

enemies? 
“No, not that they mentioned.” 
 
¾ Did any of the young people have any 

reason to run away? / Has anything 
happened recently to upset any of them? 

“No.  None of them have been in any trouble, and 
while they all have rules to follow, those rules are 
not oppressive.  They all have a reasonable 
allowance and free time to spend with their 
friends when their chores and studies are 
completed.  None have been seriously disciplined 
by their parents.” 
Up until this moment none of the teens have been 
in trouble for anything worse than being a few 
minutes late for curfew and all have been model 
citizens of the Shining Jewel.  Their parents 
consider the youths to be completely trustworthy 
and very responsible. 
 
¾ Do the teens have any activities in common? 
All of the teens know each other.  Most are 
involved in some sort of community service, and 

each of them regularly visits the Dragon’s Flagon, 
a teen social club located in the Services District.   
 
¾ Is there anyone who would want to take the 

children?  
“Not that we can think of.” 
None of the families have any enemies.  None of 
the children are adopted or being raised by anyone 
other than their parents except for Rober, whose 
parents are both deceased.  Rober’s only family is 
his maternal uncle. 
 
¾ Could ransom be a motive? 
“It is highly unlikely.” 
While all of the families are financially 
comfortable, except for Olivia’s parents none can 
be called wealthy. 
 
¾ Have any of the children run away before? 
“No, never.” 
 
¾ Have any of the children been acting any 

differently? 
“No, not that we noticed.  They all did the things 
that they always did and acted the same as ever.” 
 
¾ May we search their rooms? 
“Of course, if you think that it will help.” 
 
¾ Did you report this to the Diamond Legion? 
“You have to talk to them!  You have to make 
them see how important this is!  They think that 
we’re just overacting.”  
 
“They said that there was nothing that they could 
do until our children had been missing for more 
than 48 hours! They haven’t even talked to 
anyone else yet!” 
 
It has only been two hours since the first of the 
parents woke up at sunrise and discovered that 
their teens did not come home the previous night.  
 
¾ Who did you speak with at the Diamond 

Legion? 
All of the parents made their reports to the 
Diamond Legion posts within their respective 
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Districts.  All of the cases were immediately 
referred to a single Legionnaire specializing in 
missing persons, Corporal Ral Felson, for further 
investigation.  A review of the notes on each case 
revealed that the teens were all friends, and the 
disappearances were classified as likely runaways.  
A formal investigation will be opened immediately 
once there is any evidence of foul play or the teens 
have been missing for at least 48 hours. 
 
¾ Has anyone checked the temples or the city 

morgue? 
The mothers will be horrified at this idea.  No one 
matching the descriptions of the missing teens has 
been found at any of the temples or at the city 
morgue. 
 
¾ Was any property missing from the homes? 
None of the parents noticed anything missing at 
first, but after a brief search of each home they will 
be able to send word to the PCs that the following 
items are missing: 
 
¾ Aislin: A variety of small but valuable 

gemstones of various types are missing 
from the lockbox in her father’s private 
office.   The stones, a mix of diamonds, 
rubies, sapphires and emeralds, are all 
flawless and of excellent quality.  

 
¾ Bellen: Six bottles of an extremely rare 

centuries-old elven wine are missing from 
the family’s shop.   The wine was for the 
consecration of a new altar for the temple 
of Cerion.  A gold pitcher is also gone, as 
is Bellen’s best small harp. 

 
¾ Creese: A pair of heavy gold candlesticks 

is missing.  Creese never goes anywhere 
without his sketchpad and pencils, but 
many of his completed drawings are also 
gone. 

 
¾ Malak: Some special incense and an 

embroidered silk altar cloth from the 
family’s small personal shrine are gone.  
Several books on obscure and obsolete 

religions are also missing from his parents’ 
library. 

 
¾ Olivia: Several pots of Olivia’s herbs and 

her vials of rare oils are gone, as is her 
wedding dress.  If the PCs ask, Olivia’s 
mother can describe the gown as being 
white, with long flowing sleeves that when 
the wearer’s arms are extended resemble 
wings, perfect for her angelic daughter. 

 
¾ Rober: Rober’s tools are missing, along 

with a pair of gold bookends.   
 
¾ Is there anything else that you can tell us? 
¾ Aislin 
“Aislin is very bright, and an excellent 
student.  She constantly questions things that 
most people take for granted.  She is very 
aware of the things going on around her and 
takes nothing for granted.” 

 
¾ Bellen 
“Bellen is a dreamer, and is always 
imagining something better for the future.  
His greatest dream is to become the most 
famous bard on Raia.” 

 
¾ Creese 
“The family worships Pietos, god of mercy.  
Creese is an amiable young man, well liked 
by everyone.  He never fights, argues or talks 
back.  He is an excellent artist.” 

 
¾ Malak 
Malak never forgets anything that he hears or 
reads.  He collects odd tidbits of knowledge 
like bees collect pollen.  He knows things that 
even his teachers’ teachers have forgotten. 

 
¾ Olivia 
She is very excited about her upcoming 
wedding, and talks about it all the time.  She 
will be an excellent wife for Ebor.  At first, we 
thought that she ran away to elope with him, 
but he hasn’t seen her. 



LSJ46 The End of Innocence                                                          Page 8 
   

  

Olivia’s parents know nothing about her 
changing the location of her wedding, the 
‘Flame’ or the faith of Zara. 

 
¾ Rober 
Rober is supposed to take his final test next 
week before becoming a Journeyman Smith.  
Even Veradaine Rylden is impressed with his 
progress and skill, and has agreed to consider 
giving him some lessons. He can work with 
any metal, but he’s recently started producing 
some very fine pieces made from gold.  He’s 
been quite busy working on a special project 
to show off his skills, but he won’t let anyone 
see it yet. 
Veradaine Rylden is the most skilled 
weaponsmith in the Free Lands.  She makes 
her home in Amthydor, and she seldom takes 
on apprentices. 

 
None of the parents know anything else.  Each 
believes that their teen is happy, well adjusted, 
obedient, honest and perfect.  It is surprising how 
blind some people can be about what their children 
are doing. 
 
If the PCs do as Dadderhoff asked and stop in 
to see him before they leave: 
 
Dadderhoff sets aside his notes as you stop by his 
personal office.  “I want to thank you for 
agreeing to this assignment.  I know that this isn’t 
the sort of job that you usually sign on for.  I’m 
almost embarrassed to have to hire someone for 
this, but the parents were very insistent.  This 
whole thing will be resolved when the kids show 
up in a couple of hours, bored with their 
impromptu adventure, and then I can find some 
real work for all of you.   Good luck, though I 
doubt that you’ll really need it.” 
 
He has nothing else for the PCs at this time.  Let 
the investigation begin. 
 
Ideally the PCs will be successful in 

1) Learning of the Cult of the Enlightened 
Flame and its connection to the 

disappearance of the seven teens 
(including Jennel). 

2) Locating and rescuing the missing teens. 
3) Revealing the false nature of the Cult of 

the Enlightened Flame. 
 
It is not necessary for the PCs to defeat Tepesch or 
the Blood Mages to succeed in this event. 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon  GO TO Encounter 8 (Page 36). 
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Encounter One – There’s No 
Place Like Home 

 
Approximate in-game/PC time:  2 – 4 hours, 
depending on how many rooms they search. 
 
The parents will give the PCs permission to search 
the rooms of each of the missing teens, provided 
that they do not make a mess of things.   
 
¾ Aislin 
Brilliantly colored and elaborately patterned 
hangings cover the walls and blanket the narrow 
bed in Aislin’s room.  Her clothes occupy a small 
wardrobe and a dressing table holds personal 
items and a few pieces of simple jewelry.  A 
variety of religious and philosophical texts fill the 
shelves of a pair of wooden bookcases flanking a 
small fireplace.   
 
The tomes cover each of the religions in 
Amthydor’s Quorum of Faith, as well as other non-
evil faiths. Many of the books have additional 
notes in the margins, questioning the accuracy and 
validity of the ideas and tenets presented in the 
texts.   
 
¾ Search DC 10: Between two of Aislin’s 

books is a flyer advertising the Dragon’s 
Flagon, a teen social club in the Services 
District. 

 
¾ Search DC 15: Among the ashes in the 

small fireplace are several badly charred 
scraps of extremely high quality blood-red 
silk, the same silk found in the rooms of 
each of the missing teens.  The scraps are 
the remnants left over after the youths 
finished making their robes for the services 
at the Enlightened Flame. 

 
¾ Search DC 20: Aislin keeps a diary, which 

can be found hidden inside of a larger 
hollowed-out book on the top shelf of her 
bookcase.  Excerpts from the diary are 
provided in Player Handout #2.   

 
 

¾ Bellen 
A pair of bunk beds occupies one wall of the 
room shared by the two brothers.  Two chests 
hold clothes and personal items.  The pieces of a 
small still are spread out on the upper bunk, next 
to an open book about making beer.  Pages of 
sheet music fill the nooks of a wooden writing 
desk, and musical instruments hang on the walls.   
 
Bellen shares a room with his younger brother, 
Denrik.  The PCs may question the ten year-old if 
they wish. 
 
If asked about his brother or about how he has 
been acting recently, Denrik can provide the 
following information: 
 
“Bellen is the best bard that ever was, and he 
doesn’t even have to practice anymore!  He 
promised that when I’m a little older I could go 
with him and his friends, and I can have anything 
I want, just like him.  I’m going to ask to be the 
best brewer on Raia and even dwarves will envy 
my ale!  Kings will beg me to brew for them and 
there will be orders from across the land for my 
special secret brews!  I’ll be famous!” 
 
Denrik does not know exactly where Bellen and 
his friends go, or how Bellen became such a skilled 
bard overnight, though he has made vague mention 
of priests and a temple where the teens now 
worship.  Their god gives them their fondest desire 
as a reward for faithful service. 
 
Denrik clearly idolizes his older brother. He knows 
nothing specific about Bellen’s friends or the 
Enlightened Flame.  He has never seen the silk 
before. 
 
¾ Search DC 10: Among the pages of sheet 

music are several copies of a flyer 
advertising the Dragon’s Flagon, a teen 
social club in the Services District. 

 
¾ Search DC 15: Crumpled and hidden 

beneath the mattress of the lower bunk are 
several scraps of extremely high quality 
blood-red silk, the same silk found in the 
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rooms of each of the missing teens.  The 
scraps are the remnants left over after the 
youths finished making their robes for the 
services at the Enlightened Flame.  Bellen 
does not keep a journal, and has left 
behind nothing else that would reveal his 
whereabouts. 

 
¾ Creese 
Dozens of detailed sketches cover every available 
surface, from the ceiling and walls to the plain 
wood table and the doors of the wooden 
wardrobe.  Lifelike portraits gaze out at you while 
elaborate buildings and still life drawings seem 
real enough to touch. 
 
¾ Search DC 10: Among the sketches is 

loose sheet of parchment bearing the 
message (Player Handout #6): 

 
HP 

Coopers Row     Services District 
Midnight 

 
Coopers Row, located in the Services District, is a 
short street filled mostly with shops selling barrels, 
boxes, jars and other containers.  PCs succeeding 
at a Knowledge (local) skill check DC 15 can 
recall that there is a shop on Coopers Row with the 
initials HP, Heirloom Pottery, which closed down 
about five years ago.   The shop, boarded up after 
the owner developed a joint ailment and could no 
longer produce his pottery, is now being secretly 
used by the Tepesch and the Blood Mages to 
conceal the tunnel leading to the temple.   
 
¾ Search DC 15: Hidden deep in the back of 

the wardrobe are several scraps of 
extremely high quality blood-red silk, the 
same silk found in the rooms of each of the 
missing teens.  The scraps are the remnants 
left over after the youths finished making 
their robes for the services at the 
Enlightened Flame. 

¾ Spot DC 20: Creese does not keep a 
journal.  He prefers to tell his story in the 
incredibly realistic charcoal and ink 
drawings that he creates.   

A close examination of the drawings left behind 
will reveal that the only subjects appearing in 
multiple drawings are the other missing teens, an 
astonishingly beautiful human man and an ornate 
gem-encrusted brazier.  There is also a single 
drawing of an elaborate and highly ornamented 
altar decorated with images of male and female 
human forms making offerings and sacrifices to a 
larger male figure with broad bat-like wings. 
 
¾ Malak 
Malak’s room is furnished sparsely but 
comfortably, as befits a young man training to 
enter the life of a novice cleric.  A chest of clothes 
and other small personal items sits at the end of 
the narrow bed.  The walls are bare except for the 
dozens of tomes, on as many different subjects, 
that fill a tall bookcase opposite the door. 
 
The books cover a variety of subjects from history, 
law and mathematics to anatomy and botany.  
 
¾ Search DC 10: A loose sheet of 

parchment stuck between the pages of one 
of Malak’s books bears the message 
(Player Handout #6): 

 
HP 

Coopers Row     Services District 
Midnight 

 
Coopers Row, located in the Services District, is a 
short street filled mostly with shops selling barrels, 
boxes, jars and other containers.  PCs succeeding 
at a Knowledge (local) skill check DC 15 can 
recall that there is a shop on Coopers Row with the 
initials HP, Heirloom Pottery, which closed down 
about five years ago.   The shop, boarded up after 
the owner developed a joint ailment and could no 
longer produce his pottery, is now being secretly 
used by the Tepesch and the Blood Mages to 
conceal the tunnel leading to the temple. 
 
¾ Search DC 15: In addition to the plain 

white robes of a novitiate of Destine, PCs 
conducting a thorough search of Malak’s 
room will find several scraps of extremely 
high quality blood-red silk stuffed inside a 
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ceramic water pitcher, the same silk found 
in the rooms of each of the missing teens.  
The scraps are the remnants left over after 
the youths finished making their robes for 
the services at the Enlightened Flame.   

 
¾ Search DC 20: Malak does not keep a 

journal, but the PCs can find several 
ancients sheets of parchment, torn from a 
large tome, that have slipped between the 
desk and the wall.  The ritual detailed in 
the pages is incomplete.  PCs making a 
successful Knowledge (religion) check 
DC 20 can determine that the pages could 
apply to a wide variety of rituals.  PCs 
succeeding at a Knowledge (religion) 
check DC 30 can determine that the ritual 
likely involves increasing the power of a 
divine being.  The heroes can learn more 
of it’s meaning by visiting the temple of 
Destine in Encounter Six. 

 
¾ Olivia 
Olivia’s room reflects her life as her parents’ 
beloved and pampered only child.  Her wardrobe 
is filled with nice clothes and a carved wooden 
box filled with jewelry sits on the dressing table.  
Thick rugs cover the floor and pots of colorful 
flowering plants brighten the room. 
 
¾ Search DC 10: A beautiful platinum and 

sapphire ring (Appraise DC 15 to estimate 
its value at 500 gp) that has been casually 
discarded in the jewelry box.  Olivia’s 
parents can identify it as the engagement 
ring given to Olivia by her betrothed, Ebor 
Osborne.   

 
¾ Search DC 15: There are several gaps 

among the rows of plants, where Olivia 
removed small pots of herbs and took them 
with her.  PCs succeeding at a Knowledge 
(nature) or Profession (herbalist) check 
DC 15 can determine from a few dropped 
leaves and petals that the missing plants 
include sunjewel, a bright golden orange 
flower often used as an hallucinogen as 
well as firefern and black saltwort, plants 

commonly used when summoning 
dangerous extraplanar creatures. 

 
¾ Search DC 20: A small hidden drawer in 

the bottom of the wardrobe cupboard 
conceals Olivia’s diary.  Excerpts from the 
diary are provided in Player Handout #3.   
Also in the hidden drawer are several 
scraps of extremely high quality blood-red 
and gold silk, the same silk found in the 
rooms of each of the missing teens.  The 
scraps are the remnants left over after the 
youths finished making their robes for the 
services at the Enlightened Flame.  Also in 
the diary is a folded sketch of an attractive 
young woman (Olivia) in what appears to 
be a wedding dress.  The girl wears 
feathers braided into her hair and the full 
flowing sleeves of the gown are attached 
to the back of the skirt, giving the 
impression of wings as the girl raises her 
arms to offer an embrace.  The sketch is 
signed by Creese.  Olivia’s mother can 
identify the girl as Olivia and the dress as 
her wedding gown. 

 
¾ Rober 
Rober’s upstairs room is nestled against the back 
wall of the chimney that services the forge below. 
A chest at the foot of the narrow bed holds clothes 
and extra blankets.  A row of five hooks on the 
wall holds only a single heavy leather apron, 
soot-stained from working at the forge. Four 
wooden shelves hold a variety of knickknacks and 
personal mementos. Mixed among the polished 
rocks and wooden swords of boyhood are a dozen 
hand-high metal sculptures, evidence of the 
young smith’s talents. 
 
¾ Search DC 10: On the floor under the bed 

is a flyer advertising the Dragon’s Flagon, 
a teen social club in the Services District. 

 
¾ Search DC 15: Stuffed inside a cut in the 

mattress are several scraps of extremely 
high quality blood-red silk, the same silk 
found in the rooms of each of the missing 
teens.  The scraps are the remnants left 
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over after the youths finished making their 
robes for the services at the Enlightened 
Flame.   

 
¾ Search DC 20: Hidden at the back of the 

top shelf are three carefully rolled sketches 
of an ornate gem encrusted brazier.  The 
sketches are identical to the ones found in 
Creese’s room.   

 
When the PCs are done with this Encounter: 
 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

Encounter Two – Take A Number 
 
Approximate in-game/PC time:  1 hour 
 
All of the reports on the missing teens have been 
forwarded to Corporal Ral Felson, who is currently 
assigned to Missing Persons. 
 
The PCs may return to speak with Corporal Felson 
later in the event if they have additional questions.  
Modify the box text appropriately for subsequent 
visits. 
 
A few discrete inquiries quickly lead you to the 
gates of the Diamond District and the 
headquarters of the Diamond Legion.  After 
making your request you are quickly shown to a 
small room to wait for Corporal Ral Felson. 
 
The Corporal doesn’t make you wait long, 
arriving before you can take your seats and help 
yourselves to the water and fruit juice on the 
conference table. 
 
“I understand that you’re here about the seven 
young people who went off on their own 
yesterday.  I must say, their parents certainly 
move quickly.  The first reports only came in a 
short while ago.  Based on what we’ve learned 
thus far, an official investigation won’t even be 
opened for another day…unless you have some 
additional information that may shed new light 
on the situation.” 
Yes, the Corporal said seven young people. 
 
Who is the seventh missing teen? 
He glances at a stack of notes on the table. 
 
“A young lady named Jennel.  Her parents just 
finished filing the report.  It seems that she was at 
home last night, but when the parents of her 
friends sent word this morning that their children 
were missing, she was nowhere to be found.  It 
appeared that she had lain down in her bed, 
possibly still clothed, pretending to sleep until her 
parents went to bed.” 
Jennel is a sixteen year-old human female. 
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¾ What does the Diamond Legion know about 
the missing teens? 

“The parents started making reports just after 
sunrise this morning when they woke up and 
discovered that their children had not come home 
last night.  The initial interviews revealed that all 
of the teens knew each other, and that they have 
likely gone off together, though naturally their 
parents disagree.” 
 
“I’ve read the interviews with the families and 
with the fiancée of one of the missing girls, and I 
feel for the parents, but there’s just nothing to 
indicate that the youths didn’t simply go off on 
their own free will.  According to the parents 
none of the teens have a reputation as 
troublemakers or defying authority, but I suspect 
that they are simply oblivious to what they do not 
want to see.”   
 
“Seven young people who all know each other 
disappearing at the same time points to youthful 
rebellion, nothing more.”  
 
¾ Have the temples and morgue been 

checked? 
“None of the temples have treated any youths 
matching the descriptions of the missing teens.  
The only bodies found recently have been those of 
adults.” 
The bodies in the morgue are those of several 
homeless adults and petty criminals, used by the 
Blood Mages to power their spells.  The PCs may 
view the twelve bodies, each of which is covered 
with hundreds of small cuts.  Other than the 
manner of their death, slowly being bled to death, 
there is nothing noteworthy about the victims. 
 
¾ Who have you already spoken with about 

the teens? 
“We’ve taken reports from each of the families 
and from Ebor Osborne, the fiancé of one of the 
missing girls.  We had only begun to look into 
matters when we learned that the teens were most 
likely all together.  There’s been no time to speak 
with anyone else yet.” 
The Diamond Legion has the same information 
provided in Player Handout #1.  They do not yet 

have detailed information on Jennel.  Information 
from Ebor and the friends of the teens can be found 
in Encounter Seven. 
 
¾ Do you know whom we could talk to for 

more information on the missing teens? 
“The families have provided us with a list of some 
of their other friends.  It is possible that one of 
them may know something.  The fiancé should be 
at his home, and the parents of the other youths 
are keeping their children close for fear that 
they’ll vanish too.” 
 
“We don’t yet know if the youths have a pattern 
of not attending their classes or other obligations, 
but someone at their last known destinations may 
have information as well.  Divinations are also an 
option, if the teens remain missing and there are 
no other leads.” 
It isn’t that the Diamond Legion is not taking this 
matter seriously.  They are, but there is no sign of 
foul play. Choosing to disappear is not a crime in 
Amthydor, and the teens have been gone less than 
48 hours. 
 
¾ Why won’t you look for the teens? 
“Please understand, we would be happy to look 
for them, if this were a matter for the Legion, 
which it isn’t, yet.”   
 
“Most of them are at least sixteen years old, old 
enough to be considered adults.  It isn’t a crime 
for an adult to choose to disappear.  None of the 
teens had any enemies and there is no evidence of 
foul play.   They come from the same social 
group.  Each of them is a close friend of one or 
more of the others.  It’s likely that they’re all 
together, complaining about their parents or 
enjoying a last taste of freedom before they 
submit to whatever plans their parents have for 
their futures.” 
 
“If they haven’t returned after 48 hours then the 
case becomes a matter for the Legion, and we will 
open a thorough investigation.” 
 
¾ Has anyone else been reported missing? 
“There are no reports of missing persons, other 
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than the seven teens.  Of course, the transitory 
nature of the city’s adventuring population, 
combined with the temporary laborers arriving to 
help rebuild the Poor District, make it difficult to 
know just who is missing and who has simply 
moved on.” 
 
¾ Do you mind if we look into things? 
“Technically there is no crime, so long as you do 
not conceal or taint any potential evidence, 
tamper with witnesses or otherwise interfere with 
any official investigation that may be opened you 
are free to look for whomever you wish.  
Naturally you’ll share anything that you learn, 
should an official case be opened in the matter.”   
 
¾ What can you tell us about the Dragon’s 

Flagon? 
“Owner Corrus Amoned applied for and received 
a license for a youth entertainment and social 
club in the Services District.  He opened it about 
six months ago.  The Dragon’s Flagon caters to 
those old enough to no longer be considered 
children but young enough that many do not yet 
consider them adults.  The owner employs bards 
to play music popular with that age group, and 
serves meals and non-alcoholic beverages to 
patrons.  He also arranges groups to perform 
community service projects, such as collecting 
clothing and other goods for the Poor or 
participating in neighborhood beautification 
campaigns.  There have never been any 
complaints or problems with the club.” 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 

¾ Once the PCs have visited three encounters 
GO TO Encounter 5 (Page 18). 

 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 
Encounter Three – Knowledge Is 

Power 
 
Approximate in-game/PC time:  2 - 3 hours 
 
This Encounter provides general knowledge on the 
teens, the missing Poor and recent unusual events 
obtained through the use of the Gather Information 
skill or through spells such as augury, commune, 
divination, locate creature or other magical means.  
PCs seeking to investigate the locations frequented 
by or believed to be the last destinations of the 
missing teens should be directed to Encounter Six.  
Those seeking to speak with the friends of the 
teens should be directed to Encounter Seven.   
 
Gather Information 
¾ DC 5 – If the PCs have not already met 

Siobhan they can learn that an exotic 
young woman has been asking about them, 
claiming to have information that they 
need. If the PCs intentionally go looking 
for her she can be found in the Port 
District, at the Dauntless Dolphin Inn & 
Tavern.   
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¾ DC 10 – Several young people matching 
the descriptions of the missing teens have 
been seen regularly visiting the Dragon’s 
Flagon, a youth entertainment club that 
opened several months ago in the Services 
District. 

 
¾ DC 15 – There are rumors of something 

killing some of Amthydor’s more 
unsavory citizens and dumping their 
bodies in some of the city’s rougher 
neighborhoods.  The bodies are covered in 
scratches and cuts, and are almost 
completely drained of blood.  The dead are 
petty criminals or other non-productive 
members of society. 

 
¾ DC 20  – There are rumors that a fledgling 

god is holding court in a small temple 
somewhere in Amthydor.   His followers 
tell of the great blessings that he has 
bestowed upon the faithful, fulfilling their 
deepest desires. 

 
Spellcasting Results 
 
¾ Locate Creature, cost 280 gp if cast by an 

NPC.  Tepesch and his advisors have taken 
measures to avoid detection by this spell.  
Several pipes filled with running water 
encircle the perimeter of the building, and 
cult members who leave the ‘temple’ wear 
amulets of nondetection.   The spell is also 
blocked by use of polymorph, thus 
preventing the PCs from using it to locate 
the transformed Jennel. 

 
¾ Augury, cost 60 gp if cast by an NPC.  

Results will depend upon when the spell is 
cast, as it only covers the immediate future 
(approximately ½ hour). 

 
¾ Divination, cost 305 gp if cast by an NPC. 

The PCs will have to either have this spell 
cast at multiple temples or ask a different 
question with each casting in order to 
obtain different answers.  It is not possible 
to provide an answer to every possible 

question that the PCs may think to ask, so 
only the most likely questions are covered 
here.  Siobhan, the fortuneteller in 
Encounter Four, can provide the PCs 
with any information that they do not 
receive in this encounter. 

 
The appropriate spells will provide the 
following answers: 
 
¾ Where are/What happened to the missing 

teens? 
“Like moths they are blind to the danger of the 
Flame that entices them.” 
This is a veiled reference to the Cult of the 
Enlightened Flame, the religion established by 
Tepesch in an effort to attract worshipers to him. 
 
¾ Who is responsible for the missing teens? 
“Seek out the heir of blood and flame, an unholy 
throne he seeks to claim.” 
This refers to Tepesch’s mixed parentage, and his 
desire to attain godhood. 
 
¾ What happened to the dead criminals? 
“That which feeds the life within them has gone 
to feed another, a crimson fountain to slake the 
thirst of the servants of darkness.” 
The dead criminals were sacrifices to feed the 
spells of the Blood Mages working with Tepesch.  
The mages chose criminals thinking that no one 
would notice that they were missing. 
 
¾ Who is the new divine Power present in 

Amthydor? 
“A new Flame rises to burn in the hearts of the 
outcast and to feed with honeyed words the 
hunger of the young and ambitious.”   
Tepesch and his ‘handlers’ have focused on the 
greedy, the ambitious and the young, those who 
can most easily be manipulated with promises or 
fame or wealth. 
 
Commune, cost 100 XP if cast by a PC, 1,175 gp if 
cast by an NPC.  The list of questions to be asked 
must be established prior to the spell being cast, 
and changes to the list are only possible if the spell 
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is cast by a PC.  Only the caster of the spell hears 
the answers, so no discussion between the PCs and 
the caster is possible.  
 
Possible questions for a commune spell include: 
 
¾ Are the missing teens alive?   
Yes. 
 
¾ Are the teens in danger? 
Unclear. 
 
¾ Can we rescue the teens? 
Unclear. 
 
¾ Has the girl Jennel been polymorphed?  or Is 

the cat one of the teens? 
Yes. 
The cat is the polymorphed Jennel. 
 
¾ Is the owner of the Dragon’s Flagon 

involved? 
Yes. 
The proprietor, Corrus Amoned, has been inviting 
likely youths to services at the new ‘temple’. 
 
¾ Is there a new Power involved? 
Unclear. 
The success of Tepesch’s bid to attain godhood is 
unknown at this time, and may in part depend upon 
the success of the PCs in this event. 
 
¾ Is there an evil cult involved? 
Yes. 
Further questions in an effort to narrow down 
which evil deity will only be useful if the PCs have 
already learned about the Cult of the Enlightened 
Flame and ask specifically about it. 
 
¾ Is an evil divine Power directly involved? 
Unclear. 
The final ritual in Tepesch’s attempt to obtain 
godhood has not yet taken place, so it is unknown 
if he will actually succeed. 
 

¾ If the PCs want to visit the homes of the 
missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Four (Optional) – 
Second Sight 

 
Approximate in-game/PC time:  ½ hour 
 
This encounter may be used at any point in the 
event when the PCs have exhausted all possible 
clues and seem uncertain about where to go or if 
they need additional information.  They may 
receive unexpected assistance from Siobhan 
(pronounced shiv-AWN), a seer and fortuneteller 
who has been granted visions of the future.  She 
can approach the PCs anywhere in the city, as 
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needed.   The PCs may also seek her out at the 
Dauntless Dolphin, if they learn through use of the 
Gather Information skill that she has been looking 
for them.  Adjust the box text as necessary 
depending upon who finds whom first.  Siobhan’s 
visions can provide clarification of the information 
that the heroes received in Encounter Three, plus 
additional insight. 
 
Merchants, sailors, citizens and visitors alike fill 
the streets of Amthydor, all oblivious to the 
disappearances in their midst, all but one. 
 
The woman making her way through the crowd 
towards you is as notable for her stunning beauty 
and flamboyant clothing as for the intensity of 
her emerald gaze.   
 
The woman is Siobhan, a seer and fortuneteller.  
She is five and a half feet tall, lithe, with cream- 
colored skin, green eyes and long flowing red hair.  
She wears an emerald silk blouse, belted by a black 
silk scarf, and a richly embroidered skirt.  Gold 
and silver bracelets adorn her arms and ankles.  
 
She will approach a gypsy-type PC first, if one is 
present.  If not, she will approach an elf, a ranger 
or druid, or the apparent party leader, in that order.  
A PC Noble or Aristocrat will be her last choice, 
even if they meet one of the other criteria above. 
 
Her voice is warm and vibrant, and though 
accented her words are clear. 
 
 “You are the chosen ones revealed to me by the 
Lady of Fate.  Will your eyes pierce the veil of 
mystery and reveal the truth?” 
 
Siobhan’s visions are real, and while often obscure 
they are disturbingly accurate.  She is a devout 
follower of Destine, the goddess of Knowledge and 
prophecy, and believes that her visions are a gift 
from her deity. 
 
Once the PCs admit that they are on the case of the 
missing youths or show an interest in what she has 
to say, Siobhan describe the visions that she has 
been shown in her dreams over each of the past 

five nights. (Player Handout #4).   
 
 “As the Lady has shown me, so I share the 
blessing of her wisdom with you.  Will you accept 
her guidance that she may aid you in your 
quest?” 
 
Siobhan was shown the cryptic visions in her 
dreams over the past five nights, and wrote them 
down upon waking each morning.  She does not 
know exactly what the visions refer to and cannot 
tell the PCs anything more.  She will leave once 
she describes her visions to the heroes. 
 
Vision #1 
A white dove, wings poised for flight, a crimson 
flower blossoming upon its breast. 
The dove represents Olivia, with her bird-like 
wedding gown.  The blossom of red represents her 
blood, flowing from a sacrificial wound. 
 
Vision #2 
Shadowed forms slake their thirst from a crimson 
fountain while pale motionless figures litter the 
ground around them.  The dark forms begin to 
glow with a crimson light, growing larger until 
they cover the city and spread across the land. 
The Blood Mages are drawing power from the 
poor who are being sacrificed.   
 
Vision #3 
A forge’s flame glows around a tiny object, 
sparking brightly in the dark.  The flame fades, 
leaving a glowing band of gold.  As the light 
fades, esoteric runes can be seen running around 
the band, glowing with magick power. Beyond the 
forge flame, a golden brazier set with gemstones 
reflects the hellish red light. 
If asked, Siobhan can describe the brazier in 
sufficient detail for the PCs to recognize it as the 
same one drawn by Creese.  
 
Vision #4 
Midway down a brick-paved street filled with 
closely spaced buildings there is a large box-like 
void in the carpet of yellow roofs spread out 
below.  Passersby take no notice, and merchants 
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to either side conduct their business, 
unconcerned. 
The vision is from the perspective of a creature 
flying above the city.  The void space represents 
the location of the building housing the actual 
Temple of the Enlightened Flame and the magical 
precautions taken by the inhabitants to avoid 
detection.  PCs who are native or naturalized 
citizens of Amthydor will recognize the yellow 
roofs as belonging in the Services District.  PCs 
making a successful Knowledge (local) check DC 
20 can determine the exact location based upon the 
neighboring buildings. 
 
Vision #5 
A trio of indistinct humanoid figures, the one in 
the center turns first to the figure on its right, 
extending its arms in entreaty.  Rather than 
finding welcome it is pushed away.  It turns next 
to the left - to the largest of the creatures - and is 
again rejected.  Flames rise up, obscuring the 
figures.  The flames subside, showing the central 
figure, now alone, seated upon a throne as a new 
group of humanoids come forward and bow down 
in supplication.  Again the flames cover the scene 
and then withdraw, leaving the figure, seated on 
its throne, surrounded by a group of advisors.  As 
one the advisors turn on the figure, ripping it 
apart in a wild frenzy as the image shatters into 
blackness. 
The obscure vision follows Tepesch, from his 
rejection by both of his parents, through his 
attempt to claim a divine following, to his potential 
betrayal at the hands of the Blood Mages. 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

¾  
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 

¾ If the PCs visit some of the last places where 
the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Five – Ambush 
 
Approximate in-game/PC time:  ½ hour 
 
The familiars belonging to the Blood Mages have 
been observing the heroes during their 
investigation.  After the PCs have visited three 
encounters thugs sent by the Blood Mages will 
attempt to discourage them from continuing their 
investigation. 
Merchants hawking their wares, servants running 
errands and shoppers laden with purchases all go 
about their daily lives on the busy streets of 
Amthydor, oblivious to the danger that you and 
your companions are all too aware of.  A lone 
minstrel strums a saucy tune while a small boy 
begs his mother for some new novelty and a 
group of mercenaries engages in a spirited 
argument over which one had been the more 
daring during a recent campaign. 
 
The bard and the mercenaries are all in the employ 
of the Enlightened Flame.  Guided by the bard’s 
familiar and messages from the Blood Mages they 
have been keeping tabs on the PCs’ investigation.     
The ambushers have split up into three groups, 
waiting for the PCs to reach the proper location to 
spring their trap.  The bard and the fighters are on 
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opposite sides of the 20-ft wide street, with the 
rogues walking ten feet behind the last of the 
heroes, carrying an empty rope-handled wooden 
crate between them and pretending to be laborers.  
They will drop the crate as combat begins.  If the 
PCs examine the crate afterwards they will find 
that it is stamped with the name and logo of 
Heirloom Pottery, an abandoned pottery shop in 
the Services District. 
 
The bard is the only one of the attackers with any 
information on the Enlightened Flame.  
Convincing her to talk requires a successful 
Intimidate check (DC = d20 + target level + 
target’s Wisdom bonus + target’s bonus to Fear 
save).    The bard frequently entertains at the 
Dragon’s Flagon, and it was there that she met a 
priest of Tepesch who convinced her to help attract 
impressionable young people into the cult.   The 
temple is in an empty brewery and pub in the 
Services District, and is connected via an 
underground tunnel to another abandoned 
structure, an old pottery shop located off of an 
alley behind the Dragon’s Flagon.  All of the 
missing teens are members of the temple, and are 
involved in recruiting select new members.  An 
important ritual is planned for midnight.  Tepesch 
has a collection of priests, mages and bards who 
serve as his advisors.  The bard knows nothing of 
the murdered criminals. 
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ATL 1   
wFlame Cultist (1), Fighter 1: CR 1; Medium 
humanoid (human male); HD 1d10+2; hp 24; Init 
+5 (+4 Improved Init, +1 Dex); Spd 30 ft.; AC 14 
(+3 studded leather, +1 Dex), touch AC 11, 
flatfooted 13; BAB/Grapple +1/+4; Atk/Full Atk: 
Longsword +4 melee (1d8+3) or dagger +4 melee 
(1d4+3); Space/Reach: 5 ft./5 ft.; AL NE; SV Fort 
+4, Ref +1, Will +0; Str 16, Dex 13, Con 15, Int 
12, Wis 10, Cha 9. 
 
Skills and Feats: Intimidate +3, Knowledge (local) 
+2, Listen +2, Search + 2, Spot +2, Survival +2; 
Alertness, Blind-fight, Improved Initiative. 
 
Equipment:  Studded leather armor, longsword, 
dagger.  
 
 
w Flame Cultist (1), Rogue 1: CR 1; Medium 
humanoid (human male); HD 1d6+1; hp 14; Init 
+2 (+2 Dex); Spd 30 ft.; AC 15 (+3 studded 
leather, +2 Dex), touch AC 12, flatfooted 13; 
BAB/Grapple +0/+1; Atk/Full Atk: Rapier +1 
melee (1d6+1) or dagger +2 ranged (1d4+1); 
Space/Reach: 5 ft./5 ft.; SA Sneak attack +1d6; SQ 
Trapfinding; AL NE; SV Fort +1, Ref +4, Will +1; 
Str 12, Dex 15, Con 12, Int 14, Wis 12, Cha 12. 
Skills and Feats: Bluff +4, Escape Artist +3, Heal 
+2, Hide +3, Intimidate +4, Listen +4, Move 
Silently +3, Search +4, Spot +4, Tumble +3, Use 
Magic Device +4; Blind-Fight, Dodge. 
 
Equipment:  Studded leather armor, rapier, dagger 
(4). 
 
 

w Flame Cultist, Bard 1: CR 1; Medium 
humanoid (human female); HD 1d6+1; hp 14; Init 
+2 (+2 Dex); Spd 30 ft.; AC 14 (+2 bracers of 
armor, +2 Dex), touch AC 12, flatfooted 12; 
BAB/Grapple +0/+0; Atk/Full Atk: Rapier +0 
melee (1d6) or dagger +0 melee (1d4) or light 
crossbow +3 ranged (1d8); Space/Reach: 5 ft./5 ft.; 
SQ Bardic music 5/day, bardic knowledge, 
countersong, fascinate, inspire courage +1; AL N; 
SV Fort +1, Ref +4, Will +3; Str 10, Dex 14, Con 
12, Int 14, Wis 12, Cha 15 (17). 
 
Skills and Feats: Bluff +5, Concentration +5, 
Diplomacy  +3, Disguise +3, Escape Artist +6, 
Gather Information +4, Heal +2, Listen +1, 
Perform (string) +7, Perform (sing) +7, Perform 
(oratory) +5, Perform (wind) +5, Sense Motive +2, 
Sleight of Hand +2, Spellcraft +4, Spot +1, Tumble 
+6, Use Magic Device +5; Descant, Extra Music. 
 
Equipment:  bracers of armor +2, cloak of 
charisma +2, masterwork light crossbow, 10 bolts, 
dagger. 
 
Spells (2) DC 13 + spell level:   
0-level daze, flare, prestidigitation, summon 
instrument. 
 
Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
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ATL 3   
wFlame Cultist (1), Fighter 3: CR 3; Medium 
humanoid (human male); HD 3d10+6; hp 33; Init 
+5 (+4 Improved Init, +1 Dex); Spd 30 ft.; AC 14 
(+3 studded leather, +1 Dex), touch AC 11, 
flatfooted 13; BAB/Grapple +3/+6; Atk/Full Atk: 
Longsword +6 melee (1d8+3) or dagger +6 melee 
(1d4+3); Space/Reach: 5 ft./5 ft.; AL NE; SV Fort 
+5, Ref +2, Will +1; Str 16, Dex 13, Con 15, Int 
12, Wis 10, Cha 9. 
 
Skills and Feats: Intimidate +5, Knowledge (local) 
+2, Jump +4, Listen +2, Search + 2, Spot +3, 
Survival +3; Alertness, Back-to-back, Blind-fight, 
Dodge, Improved Initiative. 
 
Equipment:  Studded leather armor, longsword, 
dagger.  
 
 
w Flame Cultist (1), Rogue 3: CR 3; Medium 
humanoid (human male); HD 3d6+3; hp 19; Init 
+2 (+2 Dex); Spd 30 ft.; AC 15 (+3 studded 
leather, +2 Dex), touch AC 12, flatfooted 13; 
BAB/Grapple +2/+3; Atk/Full Atk: Rapier +3 
melee (1d6+1) or dagger +4 ranged (1d4+1); 
Space/Reach: 5 ft./5 ft.; SA Sneak attack +2d6; SQ 
Trapfinding, evasion, trap sense +1; AL NE; SV 
Fort +2, Ref +5, Will +2; Str 12, Dex 15, Con 12, 
Int 14, Wis 12, Cha 12. 
 
Skills and Feats: Bluff +6, Escape Artist +5, Heal 
+3, Hide +5, Intimidate +8, Listen +6, Move 
Silently +5, Search +6, Spot +6, Tumble +5, Use 
Magic Device +6; Back-to-back, Blind-Fight, 
Dodge. 
 
Equipment:  Studded leather armor, rapier, dagger 
(4). 
 
 
w Flame Cultist, Bard 3: CR 3; Medium 
humanoid (human female); HD 3d6+3; hp 19; Init 
+2 (+2 Dex); Spd 30 ft.; AC 14 (+2 bracers of 
armor, +2 Dex), touch AC 12, flatfooted 12; 
BAB/Grapple +2/+2; Atk/Full Atk: Rapier +2 
melee (1d6) or dagger +2 melee (1d4) or light 
crossbow +5 ranged (1d8); Space/Reach: 5 ft./5 ft.; 

SQ Bardic music 7/day, bardic knowledge, 
countersong, fascinate, inspire courage +1, inspire 
competence; AL N; SV Fort +2, Ref +5, Will +4; 
Str 10, Dex 14, Con 12, Int 14, Wis 12, Cha 15 
(17). 
 
Skills and Feats: Bluff +7, Concentration +7, 
Diplomacy  +3, Disguise +3, Escape Artist +8, 
Gather Information +4, Handle Animal +5, Heal 
+2, Listen +1, Perform (string) +9, Perform (sing) 
+9, Perform (oratory) +5, Perform (wind) +5, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +1, Tumble +8, Use Magic Device +5; 
Descant, Extra Music, Pied Piper 
 
Equipment:  bracers of armor +2, cloak of 
charisma +2, masterwork light crossbow, 10 bolts, 
dagger. 
 
Spells (3/2) DC 13 + spell level:   
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter. 
 
 
w Parrot familiar:  Tiny Animal; hp 9; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 18 (+2 
size, +2 Dex, +4 natural), touch 14, flat-footed 16; 
BAB/Grapple +2/-9; Atk/Full Atk: Bite +4 Melee 
(1d4-3); Space/Reach 2-1/2 ft/0 ft.; SQ Low-light 
vision, alertness, improved evasion, share spells, 
empathic link, deliver touch spells; AL N; SV Fort 
+2, Ref +5, Will +5; Str 4, Dex 15, Con 10, Int 7, 
Wis 14, Cha 7. 
 
Skills and Feats:  Listen +3, Spot +5; Weapon 
Finesse.  
   
Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
 
The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
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ATL 5   
wFlame Cultist (1), Fighter 5: CR 5; Medium 
humanoid (human male); HD 5d10+10; hp 51; Init 
+5 (+4 Improved Init, +1 Dex); Spd 30 ft.; AC 15 
(+4 chain shirt, +1 Dex), touch AC 11, flatfooted 
14; BAB/Grapple +5/+8; Atk/Full Atk: Longsword 
+9 melee (1d8+3) or dagger +8 melee (1d4+3); 
Space/Reach: 5 ft./5 ft.; AL NE; SV Fort +6, Ref 
+2, Will +1; Str 17, Dex 13, Con 15, Int 12, Wis 
10, Cha 9. 
 
Skills and Feats: Intimidate +7, Knowledge (local) 
+2, Jump +5, Listen +2, Search + 2, Spot +4, 
Survival +4; Alertness, Back-to-back, Blind-fight, 
Dodge, Improved Initiative, Weapon Focus 
(longsword). 
 
Equipment:  Chain shirt, longsword, dagger.  
 
 
w Flame Cultist (2), Rogue 5: CR 5; Medium 
humanoid (human male); HD 5d6+5; hp 29; Init 
+3 (+3 Dex); Spd 30 ft.; AC 16 (+3 studded 
leather, +3 Dex), touch AC 13, flatfooted 16; 
BAB/Grapple +3/+4; Atk/Full Atk: Rapier +3 
melee (1d6+1) or dagger +6 ranged (1d4+1); 
Space/Reach: 5 ft./5 ft.; SA Sneak attack +3d6; SQ 
Trapfinding, evasion, trap sense +1, uncanny 
dodge; AL NE; SV Fort +2, Ref +6, Will +2; Str 
12, Dex 16, Con 12, Int 14, Wis 12, Cha 12. 
 
Skills and Feats: Bluff +8, Escape Artist +8, Heal 
+4, Hide +8, Intimidate +10, Listen +8, Move 
Silently +8, Search +8, Spot +8, Tumble +8, Use 
Magic Device +8; Back-to-back, Blind-Fight, 
Combat Reflexes, Dodge. 
 
Equipment:  Studded leather armor, rapier, dagger 
(4). 
 
 
w Flame Cultist, Bard 5: CR 5; Medium 
humanoid (human female); HD 5d6+5; hp 29; Init 
+2 (+2 Dex); Spd 30 ft.; AC 14 (+2 bracers of 
armor, +2 Dex), touch AC 12, flatfooted 12; 
BAB/Grapple +3/+3; Atk/Full Atk: Rapier +3 
melee (1d6) or dagger +3 melee (1d4) or light 
crossbow +6 ranged (1d8+1); Space/Reach: 5 ft./5 

ft.; SQ Bardic music 9/day, bardic knowledge, 
countersong, fascinate, inspire courage +1, inspire 
competence; AL N; SV Fort +2, Ref +6, Will +5; 
Str 10, Dex 14, Con 12, Int 14, Wis 12, Cha 16 
(18). 
 
Skills and Feats: Bluff +10, Concentration +9, 
Diplomacy  +3, Disguise +4, Escape Artist +10, 
Gather Information +5, Handle Animal +7, Heal 
+3, Listen +1, Perform (string) +11, Perform (sing) 
+11, Perform (oratory) +7, Perform (wind) +7, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +1, Tumble +10, Use Magic Device +6; 
Descant, Extra Music, Pied Piper 
 
Equipment:  bracers of armor +2, cloak of 
charisma +2, +1 light crossbow, 10 bolts, dagger. 
 
Spells (3/4/2) DC 14 + spell level:  
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter, 
hypnotism; 
 2nd-level blur, darkness, mirror image. 
 
 
w Parrot familiar:  Tiny Animal; hp 15; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 19 (+2 
size, +2 Dex, +5 natural), touch 14, flat-footed 17; 
BAB/Grapple +3/-8; Atk/Full Atk: Bite +5 Melee 
(1d4-3); Space/Reach 2-1/2 ft/0 ft.; SQ Low-light 
vision, alertness, improved evasion, share spells, 
empathic link, deliver touch spells, speak with 
master; AL N; SV Fort +2, Ref +6, Will +6; Str 4, 
Dex 15, Con 10, Int 8, Wis 14, Cha 7. 
 
Skills and Feats:  Listen +3, Spot +5; Weapon 
Finesse.  
   
Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
 
The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
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ATL 7   
wFlame Cultist (3), Fighter 7: CR 7; Medium 
humanoid (human); HD 7d10+14; hp 69; Init +5 
(+4 Improved Init, +1 Dex); Spd 30 ft.; AC 15 (+4 
chain shirt, +1 Dex), touch AC 11, flatfooted 14; 
BAB/Grapple +7/+10; Atk: Longsword +11 melee 
(1d8+5) or dagger +10 melee (1d4+3); Full Atk: 
Longsword +11/+6 melee (1d8+5) or dagger 
+10/+5 melee (1d4+3); Space/Reach: 5 ft./5 ft.; AL 
NE; SV Fort +7, Ref +3, Will +2; Str 17, Dex 13, 
Con 15, Int 12, Wis 10, Cha 9. 
 
Skills and Feats: Intimidate +9, Knowledge (local) 
+2, Jump +7, Listen +2, Search + 2, Spot +5, 
Survival +5; Alertness, Back-to-back, Blind-fight, 
Dodge, Improved Initiative, Weapon Focus 
(longsword), Weapon Specialization (longsword). 
Equipment:  Chain shirt, longsword, dagger.  
 
 
w Flame Cultist (2), Rogue 7: CR 7; Medium 
humanoid (human); HD 7d6+7; hp 39; Init +3 (+3 
Dex); Spd 30 ft.; AC 17 (+4 chain shirt, +3 Dex), 
touch AC 13, flatfooted 17; BAB/Grapple +5/+6; 
Atk/Full Atk: Rapier +8 melee (1d6+1) or dagger 
+8 ranged (1d4+1); Space/Reach: 5 ft./5 ft.; SA 
Sneak attack +4d6; SQ Trapfinding, evasion, trap 
sense +2, uncanny dodge; AL NE; SV Fort +3, Ref 
+7, Will +3; Str 12, Dex 16, Con 12, Int 14, Wis 
12, Cha 12. 
 
Skills and Feats: Bluff +10, Escape Artist +10, 
Heal +5, Hide +9, Intimidate +10, Listen +10, 
Move Silently +9, Search +10, Spot +10, Tumble 
+10, Use Magic Device +10; Back-to-back, Blind-
Fight, Combat Reflexes, Dodge, Weapon Finesse. 
Equipment:  Chain shirt, rapier, dagger (4). 
 
 
w Flame Cultist, Bard 8: CR 8; Medium 
humanoid (human); HD 8d6+8; hp 44; Init +2 (+2 
Dex); Spd 30 ft.; AC 15 (+3 bracers of armor, +2 
Dex), touch AC 12, flatfooted 13; BAB/Grapple 
+6/+6; Atk Rapier +6 melee (1d6) or dagger +6 
melee (1d4) or light crossbow +9 ranged (1d8+1); 
Full Atk: Rapier +6/+1 melee (1d6) dagger +6/+1 
melee (1d4) or light crossbow +9 ranged (1d8+1); 
Space/Reach: 5 ft./5 ft.; SQ Bardic music 12/day, 
bardic knowledge, countersong, fascinate, inspire 

courage +2, inspire competence, suggestion; AL N; 
SV Fort +3, Ref +8, Will +7; Str 10, Dex 14, Con 
12, Int 14, Wis 12, Cha 17 (21). 
 
Skills and Feats: Bluff +14, Concentration +12, 
Diplomacy  +4, Disguise +5, Escape Artist +13, 
Gather Information +6, Handle Animal +7, Heal 
+3, Listen +2, Perform (string) +15, Perform (sing) 
+15, Perform (oratory) +11, Perform (wind) +11, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +2, Tumble +13, Use Magic Device +8; 
Descant, Extra Music, Lingering Melody, Pied 
Piper. 
 
Equipment:  bracers of armor +3, cloak of 
charisma +4, +1 light crossbow, 10 bolts, dagger. 
 
Spells (3/5/4/2) DC 15 + spell level:   
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter, 
hypnotism;  
2nd-level blur, darkness, mirror image, sound 
burst;  
3rd-level crushing despair, gaseous form, haste. 
 
 
w Parrot familiar:  Tiny Animal; hp 23; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 20 (+2 
size, +2 Dex, +6 natural), touch 14, flat-footed 18; 
BAB/Grapple +6/-5; Atk: Bite +8 Melee (1d4-3); 
Full Atk: Bite +8/+3 Melee (1d4-3); Space/Reach 
2-1/2 ft/0 ft.; SQ Low-light vision, alertness, 
improved evasion, share spells, empathic link, 
deliver touch spells, speak with master, speak with 
animals of its kind; AL N; SV Fort +2, Ref +8, 
Will +8; Str 4, Dex 15, Con 10, Int 9, Wis 14, Cha 
7. 
 
Skills and Feats:  Listen +3, Spot +5; Weapon 
Finesse.  
   
Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
 
The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
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ATL 9   
wFlame Cultist (1), Fighter 9: CR 9; Medium 
humanoid (human); HD 9d10+18; hp 87; Init +5 
(+4 Improved Init, +1 Dex); Spd 20 ft.; AC 16 (+5 
chainmail, +1 Dex), touch AC 11, flatfooted 15; 
BAB/Grapple +9/+13; Atk: Longsword +14 melee 
(1d8+6) or dagger +13 melee (1d4+4); Full Atk: 
Longsword +14/+9 melee (1d8+6) or dagger 
+13/+8 melee (1d4+4); Space/Reach: 5 ft./5 ft.; AL 
NE; SV Fort +8, Ref +4, Will +3; Str 18, Dex 13, 
Con 15, Int 12, Wis 10, Cha 9. 
 

Skills and Feats: Intimidate +11, Knowledge 
(local) +2, Jump +9, Listen +2, Search + 2, Spot 
+6, Survival +7; Alertness, Back-to-back, Blind-
fight, Combat Reflexes, Dodge, Improved 
Initiative, Track, Weapon Focus (longsword), 
Weapon Specialization (longsword). 
 

Equipment:  Chainmail, longsword, dagger.  
 
 

w Flame Cultist (2), Rogue 9: CR 9; Medium 
humanoid (human); HD 9d6+9; hp 49; Init +3 (+3 
Dex); Spd 30 ft.; AC 17 (+4 chain shirt, +3 Dex), 
touch AC 13, flatfooted 17; BAB/Grapple +6/+7; 
Atk: Rapier +9 melee (1d6+1) or dagger +9 ranged 
(1d4+1); Full Atk: Rapier +9/+4 melee (1d6+1) or 
dagger +9/+4 ranged (1d4+1); Space/Reach: 5 ft./5 
ft.; SA Sneak attack +5d6; SQ Trapfinding, 
evasion, trap sense +3, improved uncanny dodge; 
AL NE; SV Fort +4, Ref +8, Will +4; Str 12, Dex 
17, Con 12, Int 14, Wis 12, Cha 12. 
 

Skills and Feats: Bluff +12, Escape Artist +12, 
Heal +6, Hide +11, Intimidate +12, Listen +12, 
Move Silently +11, Search +12, Spot +12, Tumble 
+12, Use Magic Device +12; Back-to-back, Blind-
Fight, Combat Reflexes, Dodge, Weapon Finesse. 
 

Equipment:  Chain shirt, rapier, dagger (4). 
 
 

w Flame Cultist, Bard 10: CR 10; Medium 
humanoid (human); HD 10d6+10; hp 54; Init +2 
(+2 Dex); Spd 30 ft.; AC 15 (+3 bracers of armor, 
+2 Dex), touch AC 12, flatfooted 13; 
BAB/Grapple +7/+7; Atk Rapier +7 melee (1d6) or 
dagger +7 melee (1d4) or light crossbow +10 
ranged (1d8+1); Full Atk: Rapier +7/+2 melee 
(1d6) dagger +7/+2 melee (1d4) or light crossbow 
+10 ranged (1d8+1); Space/Reach: 5 ft./5 ft.; SQ 
Bardic music 14/day, bardic knowledge, 

countersong, fascinate, inspire courage +2, inspire 
competence, suggestion, inspire greatness; AL N; 
SV Fort +4, Ref +9, Will +8; Str 10, Dex 14, Con 
12, Int 14, Wis 12, Cha 17 (21). 
 

Skills and Feats: Bluff +16, Concentration +14, 
Diplomacy  +8, Disguise +3, Escape Artist +15, 
Gather Information +8, Handle Animal +8, Heal 
+4, Listen +2, Perform (string) +15, Perform (sing) 
+17, Perform (oratory) +11, Perform (wind) +11, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +2, Tumble +15, Use Magic Device +8; 
Combat Reflexes, Descant, Extra Music, Lingering 
Melody, Pied Piper. 
 

Equipment:  bracers of armor +3, cloak of 
charisma +4, +1 light crossbow, 10 bolts, dagger. 
 

Spells (3/5/4/3/1) DC 15 + spell level:   
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter, 
hypnotism;  
2nd-level blur, darkness, mirror image, sound 
burst;  
3rd-level crushing despair, gaseous form, haste, 
major image;  
4th-level dimension door, dominate person. 
 
 
 

w Parrot familiar:  Tiny Animal; hp 28; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 21 (+2 
size, +2 Dex, +7 natural), touch 14, flat-footed 19; 
BAB/Grapple +7/-4; Atk: Bite +9 Melee (1d4-3); 
Full Atk: Bite +9/+4 Melee (1d4-3); Space/Reach 
2-1/2 ft/0 ft.; SQ Low-light vision, alertness, 
improved evasion, share spells, empathic link, 
deliver touch spells, speak with master, speak with 
animals of its kind; AL N; SV Fort +3, Ref +9, 
Will +9; Str 4, Dex 15, Con 10, Int 10, Wis 14, 
Cha 7. 
 
Skills and Feats:  Listen +3, Spot +5; Weapon 

inesse.  F   

Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
 

The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
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ATL 11   
wFlame Cultist (1), Fighter 11: CR 11; Medium 
humanoid (human); HD 11d10+22; hp 105; Init +5 
(+4 Improved Init, +1 Dex); Spd 20 ft.; AC 17 (+6 
splint mail, +1 Dex), touch AC 11, flatfooted 16; 
BAB/Grapple +11/+15; Atk: Longsword +16 
melee (1d8+6) or dagger +15 melee (1d4+4); Full 
Atk: Longsword +16/+11/+6 melee (1d8+6) or 
dagger +15/+10/+5 melee (1d4+4); Space/Reach: 5 
ft./5 ft.; AL NE; SV Fort +8, Ref +5, Will +3; Str 
18, Dex 13, Con 15, Int 12, Wis 10, Cha 9. 
Skills and Feats: Intimidate +13, Knowledge 
(local) +3, Jump +9, Listen +2, Search + 2, Spot 
+7, Survival +8; Alertness, Back-to-back, Blind-
fight, Combat Reflexes, Dodge, Improved 
Initiative, Power Attack, Track, Weapon Focus 
(longsword), Weapon Specialization (longsword). 
Equipment:  Splint mail, longsword, dagger.  
 
 
 

w Flame Cultist (2), Rogue 11: CR 11; Medium 
humanoid (human); HD 11d6+11; hp 59; Init +3 
(+3 Dex); Spd 30 ft.; AC 17 (+4 chain shirt, +3 
Dex), touch AC 13, flatfooted 17; BAB/Grapple 
+8/+9; Atk: Rapier +11 melee (1d6+1) or dagger 
+11 ranged (1d4+1); Full Atk: Rapier +11/+6 
melee (1d6+1) or dagger +11/+6 ranged (1d4+1); 
Space/Reach: 5 ft./5 ft.; SA Sneak attack +6d6; SQ 
Trapfinding, evasion, trap sense +3, improved 
uncanny dodge, improved evasion; AL NE; SV 
Fort +4, Ref +9, Will +4; Str 12, Dex 17, Con 12, 
Int 14, Wis 12, Cha 12. 
 

Skills and Feats: Bluff +14, Escape Artist +14, 
Heal +7, Hide +13, Intimidate +14, Listen +14, 
Move Silently +13, Search +14, Spot +14, Tumble 
+14, Use Magic Device +14; Back-to-back, Blind-
Fight, Combat Reflexes, Dodge, Weapon Finesse. 
 

Equipment:  Chain shirt, rapier, dagger (4). 
 
 
 

w Flame Cultist, Bard 12: CR 12; Medium 
humanoid (human); HD 12d6+12; hp 64; Init +2 
(+2 Dex); Spd 30 ft.; AC 15 (+3 bracers of armor, 
+2 Dex), touch AC 12, flatfooted 13; 
BAB/Grapple +9/+9; Atk Rapier +9 melee (1d6) or 
dagger +9 melee (1d4) or light crossbow +12 
ranged (1d8+1); Full Atk: Rapier +9/+4 melee 
(1d6) dagger +9/+4 melee (1d4) or light crossbow 
+12 ranged (1d8+1); Space/Reach: 5 ft./5 ft.; SQ 

Bardic music 16/day, bardic knowledge, 
countersong, fascinate, inspire courage +2, inspire 
competence, suggestion, inspire greatness, song of 
freedom; AL N; SV Fort +5, Ref +10, Will +9; Str 
10, Dex 14, Con 12, Int 14, Wis 12, Cha 18 (22). 
 

Skills and Feats: Bluff +18, Concentration +15, 
Diplomacy  +9, Disguise +6, Escape Artist +16, 
Gather Information +10, Handle Animal +9, Heal 
+4, Listen +2, Perform (string) +17, Perform (sing) 
+19, Perform (oratory) +13, Perform (wind) +13, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +2, Tumble +16, Use Magic Device +11; 
Combat Reflexes, Descant, Dodge, Extra Music, 
Lingering Melody, Pied Piper. 
 

Equipment:  bracers of armor +3, cloak of 
charisma +4, +2 light crossbow, 10 bolts, dagger. 
 

Spells (3/5/5//43) DC 16 + spell level:   
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter, 
hypnotism;  
2nd-level blur, darkness, mirror image, sound 
burst;  
3rd-level crushing despair, gaseous form, haste, 
major image;  
4th-level dimension door, dominate person, 
rainbow pattern. 
 
 

w Parrot familiar:  Tiny Animal; hp 34; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 22 (+2 
size, +2 Dex, +8 natural), touch 14, flat-footed 20; 
BAB/Grapple +9/-2; Atk: Bite +11 Melee (1d4-3); 
Full Atk: Bite +11/+6 Melee (1d4-3); Space/Reach 
2-1/2 ft/0 ft.; SQ Low-light vision, alertness, 
improved evasion, share spells, empathic link, 
deliver touch spells, speak with master, speak with 
animals of its kind, spell resistance; AL N; SV Fort 
+4, Ref +10, Will +10; Str 4, Dex 15, Con 10, Int 
11, Wis 14, Cha 7. 
Skills and Feats:  Listen +3, Spot +5; Weapon 
Finesse.  
   

Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
   

The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
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ATL 13   
wFlame Cultist (1), Fighter 12: CR 12; Medium 
humanoid (human); HD 12d10+36; hp 126; Init +5 
(+4 Improved Init, +1 Dex); Spd 20 ft.; AC 17 (+6 
splint mail, +1 Dex), touch AC 11, flatfooted 16; 
BAB/Grapple +12/+16; Atk: Longsword +17 
melee (1d8+6) or dagger +16 melee (1d4+4); Full 
Atk: Longsword +17/+12/+7 melee (1d8+6) or 
dagger +16/+11/+6 melee (1d4+4); Space/Reach: 5 
ft./5 ft.; AL NE; SV Fort +9, Ref +6, Will +4; Str 
18, Dex 13, Con 16, Int 12, Wis 10, Cha 9. 
 

Skills and Feats: Intimidate +14, Knowledge 
(local) +3, Jump +10, Listen +2, Search + 2, Spot 
+7, Survival +9; Alertness, Back-to-back, Blind-
fight, Cleave, Combat Reflexes, Dodge, Improved 
Initiative, Mobility, Power Attack, Track, Weapon 
Focus (longsword), Weapon Specialization 
(longsword). 
 

Equipment:  Splint mail, longsword, dagger.  
 
 
w Flame Cultist (2), Rogue 12: CR 12; Medium 
humanoid (human); HD 12d6+12; hp 64; Init +4 
(+4 Dex); Spd 30 ft.; AC 18 (+4 chain shirt, +4 
Dex), touch AC 14, flatfooted 18; BAB/Grapple 
+9/+10; Atk: Rapier +13 melee (1d6+1) or dagger 
+13 ranged (1d4+1); Full Atk: Rapier +13/+8 
melee (1d6+1) or dagger +13/+8 ranged (1d4+1); 
Space/Reach: 5 ft./5 ft.; SA Sneak attack +6d6; SQ 
Trapfinding, evasion, trap sense +4, improved 
uncanny dodge, improved evasion; AL NE; SV 
Fort +5, Ref +11, Will +5; Str 12, Dex 18, Con 12, 
Int 14, Wis 12, Cha 12. 
 

Skills and Feats: Bluff +15, Escape Artist +16, 
Heal +8, Hide +15, Intimidate +14, Listen +15, 
Move Silently +15, Search +15, Spot +15, Tumble 
+16, Use Magic Device +15; Back-to-back, Blind-
Fight, Combat Reflexes, Dodge, Mobility, Weapon 
Finesse. 
 

Equipment:  Chain shirt, rapier, dagger (4). 
 
 
w Flame Cultist, Bard 14: CR 14; Medium 
humanoid (human); HD 14d6+14; hp 74; Init +2 
(+2 Dex); Spd 30 ft.; AC 15 (+3 bracers of armor, 
+2 Dex), touch AC 12, flatfooted 13; 
BAB/Grapple +10/+10; Atk Rapier +10 melee 

(1d6) or dagger +10 melee (1d4) or light crossbow 
+13 ranged (1d8+1); Full Atk: Rapier +10/+5 
melee (1d6) dagger +10/+5 melee (1d4) or light 
crossbow +13 ranged (1d8+1); Space/Reach: 5 
ft./5 ft.; SQ Bardic music 16/day, bardic 
knowledge, countersong, fascinate, inspire courage 
+3, inspire competence, suggestion, inspire 
greatness, song of freedom; AL N; SV Fort +5, Ref 
+11, Will +10; Str 10, Dex 14, Con 12, Int 14, Wis 
12, Cha 18 (24). 
 

Skills and Feats: Bluff +21, Concentration +17, 
Diplomacy  +10, Disguise +7, Escape Artist +18, 
Gather Information +11, Handle Animal +10, Heal 
+4, Listen +2, Perform (string) +20, Perform (sing) 
+22, Perform (oratory) +16, Perform (wind) +16, 
Sense Motive +2, Sleight of Hand +2, Spellcraft 
+6, Spot +2, Tumble +18, Use Magic Device +14; 
Combat Reflexes, Descant, Dodge, Extra Music, 
Lingering Melody, Pied Piper. 
 

Equipment:  bracers of armor +3, cloak of 
charisma +4, +2 light crossbow, 10 bolts, dagger. 
 

Spells (4/5/5//5/4/2) DC 17 + spell level:   
0-level daze, flare, prestidigitation, read magic, 
resistance, summon instrument;  
1st-level grease, sleep, hideous laughter, 
hypnotism;  
2nd-level blur, darkness, mirror image, sound 
burst;  
3rd-level crushing despair, gaseous form, haste, 
major image; 
4th-level dimension door, dominate person, 
rainbow pattern, shout;  
5th-level dream, mirage arcane, mislead. 
 
w Parrot familiar:  Tiny Animal; hp 38; Init +2 
(Dex); Spd 10 ft., fly 40 ft. (average); AC 23 (+2 
size, +2 Dex, +9 natural), touch 14, flat-footed 21; 
BAB/Grapple +10/-1; Atk: Bite +12 Melee (1d4-
3); Full Atk: Bite +12/+7 Melee (1d4-3); 
Space/Reach 2-1/2 ft/0 ft.; SQ Low-light vision, 
alertness, improved evasion, share spells, empathic 
link, deliver touch spells, speak with master, speak 
with animals of its kind, spell resistance, scry on 
familiar; AL N; SV Fort +4, Ref +11, Will +11; Str 
4, Dex 15, Con 10, Int 12, Wis 14, Cha 7. 
 

Skills and Feats:  Listen +3, Spot +5; Weapon 
Finesse.  
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 Tactics:  At the first opportunity the bard will take 
advantage of her ability to inspire courage in her 
companions and herself. 
 
The fighters and rogues will make use of the Back-
to-back feat and position themselves to flank the 
PCs while avoiding being flanked in return. 
 
The fighters and rogues are little more than hired 
thugs, and they have no information on Tepesch or 
the Enlightened Flame.  They have little loyalty 
beyond their pay, and may be coerced by a 
successful Intimidate skill check (DC = d20 + 
target level + target’s Wisdom bonus + target’s 
bonus to Fear save) into revealing that the only 
contact they have is through the bard.  They met in 
an alley behind the Dragon’s Flagon to receive 
their instructions. 
 

Resolution 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 

¾ If the PCs investigate the building used by the 
cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Six – Alibis 
 
Approximate in-game/PC time:  2 hours 
 
The PCs can seek out information at the last 
known locations where the teens were believed to 
be going.  Players should role-play asking their 
questions, time permitting, and convince the 
representatives of the various locations to provide 
the needed information.   
 
The Boiling Pot 
The Boiling Pot is a ‘temporary’ soup kitchen 
located in the Services District to serve the needs 
of the destitute of Amthydor who were displaced 
from the Poor District following the undead 
invasion.  The Boiling Pot is always busy, either 
cleaning up after a meal or preparing for the next 
one. 
 
A few early arrivals are beginning to gather 
outside the Boiling Pot in preparation for the next 
meal.  Two young women bring out kettles of 
warm water and fill a pair of washbasins already 
set up on a small table to the left of the door.    A 
third girl follows with a stack of coarse towels 
and a cake of plain soap as the dining hall’s 
guests line up to wash faces and hands in 
preparation for the meal.  Other volunteers can 
be seen through the doorway, wiping down tables 
and setting out bowls and cups, and the trio 
hurries back inside to assist.  
 
The poor who are gathering for the meal have little 
to offer in the way of information.  They all like 
Rober, who almost always has a smile and a kind 
word to offer.  He would also often present any 
children dining at the Boiling Pot with small metal 
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figures that he had crafted.  If the PCs ask any of 
the servers for help, they will be politely directed 
to the shift manager of the Boiling Pot, a priest of 
Pietos named Matoine Vernep, who is in the 
kitchen.   
 
A tall, lean man with red hair and green eyes 
carefully spices the contents of a large kettle as 
he calls out instructions to workers kneading 
bread and slicing a large wheel of cheese.  “The 
blessings of Pietos be upon you, friends, and may 
you share them with others.  How may I help 
you?” 
 
Matoine will continue working as he talks to the 
PCs but he will always be friendly towards them.  
He will only become unfriendly if the PCs threaten 
anyone in his presence.  Any Sense Motive checks 
will show him as an honest and open person with 
no dishonest intentions. 
 
¾ What do you know about Rober? 
“He’s a good lad, always willing to pitch in 
whenever he’s not in classes or working at the 
forge.  I wish that we had more volunteers like 
him.  Our guests really appreciate him.  He gets 
to know them and shows a genuine interest in 
their lives.” 
 
¾ Has he been here recently? 
“He was here the day before yesterday, helping to 
serve and clean up.  He volunteers three or four 
days a week, when he’s not studying or working 
for his uncle.” 
 
¾ Has he been acting differently or said 

anything about leaving? 
“No.  He’s been completely normal.” 
 
¾ Do you know anything about petty 

criminals being killed? 
“The life of a criminal has many hazards.  That 
such a person would meet with foul play surely is 
not unexpected. 
 
 
 

Greyson Institute 
¾ Bellen has always been a mediocre student 

at best, resenting the practice necessary to 
become a good musician, but a few months 
ago his musical skill suddenly improved 
dramatically.  He began bragging that he 
had found the secret to greatness, and that 
he was destined to become the greatest 
bard on Raia. Two weeks ago he left the 
Institute, saying that the masters no longer 
had anything to teach him, and that they 
would all soon appreciate his greatness. 
 
Students are not permitted to play for pay, 
but they may play in public to gain 
experience.  Bellen had been playing 
occasionally during amateur night at the 
Dragon’s Flagon, a local youth social club 
in the Services District.  

 
Temple of Ayla 
¾ Olivia has always had a special way with 

plants, but recently she has succeeded in 
growing several rare species that even the 
most skilled gardeners cannot normally 
cultivate out of the wild.   
 
She has always been willing to do her 
share of the work tending to the plants in 
the area, but for the past several weeks she 
has always had an excuse for why she 
could not spare the time, usually because 
of wedding preparations.  A week ago she 
stopped performing her duties completely. 

 
Temple of Destine 
¾ Malak has attended services at the temple 

ever since he was old enough to walk, and 
after a two-year trip across the continent to 
learn of the world he returned to take the 
initial oaths of an acolyte.  He is 
considered by some in the temple of 
Destine to be destined for the position of 
High Priest.  Until the previous month he 
had never missed a service, but suddenly 
he began slacking off in his studies and 
missing services.  Two days ago he 
stopped attending completely. 
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¾ Three days ago someone broke into the 

restricted section of the temple’s library 
and stole an ancient ritual tome believed to 
contain instructions for a divine being to 
increase his power and elevate his status.   
More important, and more frightening, the 
tome is believed to also contain a ritual for 
stealing power from a god through the 
sacrifice of a maiden bride.  Malak was not 
authorized to be in the restricted section of 
the library, the wards protecting the book 
were not disturbed and there were no 
strangers in the temple at the time of the 
theft. 

 
Temple of Glissande 
¾ Bellen’s prayers and petitions to the 

goddess have always been filled with pleas 
to make him a better musician, and he 
seemed to expect that he would be 
instantly granted the skills that would 
make him the greatest bard in history. 

 
Temple of Kalek 
¾ Aislin is a very popular tutor, and has a 

special way with the younger children.  
Until recently she has been volunteering 
three afternoons a week, helping children 
and adults with their reading and writing 
skills.  Normally she is the first to arrive, 
and the last to leave, but for the last few 
months she has been arriving late, leaving 
early when some of her friends came for 
her or even missing days entirely.  If the 
PCs have obtained descriptions of the 
missing teens and ask what Aislin’s 
visitors looked like they can determine that 
they are the same.  She has not been to the 
tutoring sessions at all for the past month, 
and did not attend services this week. 

 
Shrine of Lohm 
¾ There was no youth volunteer activity 

scheduled for the previous day.  Rober has 
not volunteered at the temple for several 
weeks, claiming that he was working on a 
special project at the forge. 

 
Temple of Lucor 
¾ Olivia has not been attending services with 

her family, citing a preference for the faith 
of Ayla. 

 
¾ Two days ago Olivia informed the priests 

of the temple that her wedding, which was 
to have been held at the temple of Lucor, 
would instead be held at the ‘Flame’.  At 
the time the priests assumed that she meant 
the shrine of Zara, though they have never 
heard to the shrine referred to by that 
name.  They do not know of any 
connection that Olivia, her family or her 
betrothed have with the faith of Zara.   

 
Temple of Pietos 
¾ Creese regularly attended services with his 

family until about four months ago.  He 
does not volunteer on a regular basis, so 
any strange behavior or an unexplained 
absence was not noticed. 

 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs are completely lost and have no idea 

of where to go, or if they go looking for 
Siobhan GO TO Encounter 4 (Page 17). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
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¾ If the PCs look for information at the Dragon’s 
Flagon GO TO Encounter 8 (Page 36). 

 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Seven – Friends and 
Confidants 

 
Approximate in-game/PC time:  2 – 3 hours 
 
The friends of the missing teens may have 
information that could aid the PCs in their search.  
The best place to find each of them will be in their 
homes, where their parents are keeping a close eye 
on them in light of the disappearances.  The 
parents will allow the PCs to speak with each of 
the teens.  Each can tell the heroes about his or her 
closest friends among the missing teens, plus 
Jennel, if the heroes have learned of her 
disappearance but have not yet realized the truth 
behind her transformation. 
 
Arden [15 year old half elf male, twin brother of 
Aislin] 
¾ General 
“All twelve of us have been friends since we 
were children, though of us each is closer to 
some members of the group than others.  
More and more over the past few months 
some have been spending less time with the 
rest of us and more time off doing something 
on their own as part of a new group centered 
around Bellen.” 
 
¾ Aislin 
“When we were little I was always the one to 
get in trouble or defy authority, and Aislin 
tried to keep me in line. In the past few 
months she’s developed some strange ideas 
that even I have trouble believing.” 

“Father claims that it’s just a phase she’s 
going through, and that it doesn’t mean 
anything, but I’m not so sure.  She used to be 
very respectful of authority figures, like the 
temple priests, but lately she acts like she 
knows something that the rest of us don’t, 
and she talks to them like they’re fools.” 
 
“Several times I seen her talking to some red-
robed priests, but when I ask about them she 
just smiles and says that it’s nothing that I 
would understand.” 
 
¾ Bellen 
“Bellen has big dreams, but he’s always been 
just an average musician at best.  He’s always 
resented having to practice his music.  He 
wants to be the best but he doesn’t want to do 
the work it takes.  He’s been talking a lot 
lately about his prayers being answered, and 
spending most of his free time either at the 
Dragon’s Flagon or off with whoever his new 
friends are.” 
 
¾ Jennel 
“Jennel can’t be missing.  I got a message 
from her late last night, saying that she really 
needed to talk to me.  I’m supposed to meet 
her at her house this morning, but my parents 
won’t let me leave.” 
Arden has not heard that Jennel has also 
disappeared.  His parents did not tell him about 
the inquiry from Jennel’s family when she was 
discovered missing this morning, not wanting 
to worry him further. 
 
¾ Malak 
“Malak is a sponge for information.  He 
knows more obscure facts and details than 
most people forget in a lifetime.  His parents 
expect him to become a priest like them.  
They don’t realize that he already knows far 
more than they do.” 
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Falene [15 year old human female] 
¾ General 
“We all used to be very close, but our group 
has been gradually dividing over the past five 
or six months.  It started with Bellen, always 
going off on his own, then one by one the 
other five drifted away from the rest of us and 
into Bellen’s personal circle.” 
 
¾ Creese 
“Creese would be a much better person if he 
would just stand on his own instead of 
latching on to whoever flatters him the most.  
He’s really a very nice person, but he craves 
approval so he latches on to the strongest 
personality around him and follows them like 
a big puppy.” 
 
¾ Jennel 
“Jennel’s been jumpy lately.  I think that she 
learned something that scared her, and she 
didn’t know what to do about it.  She told me 
that she would explain everything this 
morning, but our parents are all terrified that 
something will happen if we leave the house.” 
Word of Jennel’s disappearance came just a 
short time ago, when the girl’s parents sent a 
message asking if Falene had any information 
on her friend’s whereabouts.  
 
¾ Rober 
“Rober has a real gift with metal.  Not just 
swords and shields and armor but with really 
ornate stuff.  He can work in any metal, and 
in any shape.  He was always good, but one 
day a few months ago his talent just 
blossomed.  He was the first one to follow 
Bellen, saying that the rest of us were just 
holding him back from his true potential.”  

 
 
Harras [17 year old human male] 
¾ General 
“We all used to be so close, talking about our 
hopes and dreams, our goals for the future.  I 
wanted to ask Aislin to marry me, but then 
she started growing distant.  They all did, 

starting with Bellen, then Rober, Olivia, 
Malak, Creese and finally Aislin.  They all 
said the same thing, that they had grown 
beyond the rest of us and that they had been 
chosen for a higher purpose.  They stopped 
spending time with the rest of us and started 
attending some new youth group.” 
 
¾ Jennel 
“I’m a little worried about Jennel.  She’s 
never been that close to some of the others 
who’re missing, but it seemed like she was on 
the verge of being invited into their inner 
circle.  Just when it looked like she was 
moving in that direction she got spooked 
about something.  She sent a note last night 
that she wanted to meet right away, but when 
I went to see her she wasn’t there.” 
Harras climbed the tree outside Jennel’s room 
just before midnight like she asked him to and 
tapped on the window, but she never 
responded and the room was dark, so Harras 
couldn’t see anything inside. 
 
¾ Olivia 
“For the last week all Olivia’s been talking 
about is her wedding.  She’s been talking like 
it was going to happen any day now, but she 
didn’t invite most of her friends, and she 
never mentions her betrothed’s name.” 
 
¾ Rober 
“Rober’s been working on some special 
project, but he won’t let any of us see it.  He 
just says that it will be his best work ever, and 
that it will be the key to everything.” 

 
 
Jennel [16 year old human female] 

A distraught woman, her eyes red and swollen 
from weeping, answers your knock at the 
exclusive chandlerly that is both home and 
business to Jennel’s family.  The expectant 
look on her face quickly changes to one of 
disappointment when you are clearly not who 
she was hoping to see. 
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“I’m sorry, but the shop is closed today.  
Please come back tomorrow.” 
 
A fluffy orange cat slips inside as the woman 
moves to close the door and begins to rub 
against her ankles, purring loudly.  She 
gestures in the direction of the animal, opening 
the door wider and sending a wave of exotic 
and enticing scents drifting out. 
 
“Please, take your pet with you.” 
 
Jennel was polymorphed into the housecat by 
the Blood Mages working with Tepesch after 
she overheard them talking about betraying the 
would-be god.  Fortunately for the girl, the spell 
used, baleful polymorph, was a knee-jerk 
reaction on the part of her attackers, the best 
choice from among the spells that the mages had 
prepared at the time.  She was able to run away, 
taking advantage of her new smaller form, and 
went home seeking help, though her parents do 
not recognize her and cannot communicate with 
her. 

 
The PCs will likely protest that the cat does not 
belong to any of them, to which the woman will 
reply that it certainly not hers so they may as 
well take it with them anyway.  The creature has 
been attempting to get into the house all 
morning, ever since the family woke up and 
discovered that their only child, sixteen year-old 
Jennel, disappeared in the middle of the night 
after they all went to bed.   The cat will 
immediately come to any PC who shows an 
interest in it, rubbing enthusiastically against 
them then trying to return to the door.  It will 
begin squirming, mewing and scratching if the 
PCs try to take it away from the shop/apartment 
without explaining that they are trying to get her 
transformed back to her normal form. 

 
The heroes may also mention that they are there 
to speak with Jennel, which will immediately 
result in the girl’s mother bursting into fresh 
tears. 

 
If they simply state that they are there about 

Jennel her mother will begin begging them to 
tell her what they have done with her daughter 
and pleading for the PCs to give the girl back 
safely. 

 
Jennel’s parents can provide the following 
information: 

 
¾ Jennel is a good student, respectful of her 

parents and authority, and is never in trouble.  
She knows all of the missing teens, some better 
than others. 

 
¾ Jennel was home last night.  She had dinner 

with her parents and then went to bed.  When 
the family woke up this morning at dawn to 
begin the day’s work there was no sign of her. 

 
¾ There was no sign of a break-in, and no one 

heard anything during the night. 
 
¾ Jennel seemed worried about something the 

previous evening, but when her parents asked 
she said that she was just concerned about one 
of her friends.  She wouldn’t say more, other 
than that she hoped to talk to the friend in the 
morning. 

 
¾ If the PCs ask about a picture of Jennel, and if 

the cat is not prevented from being in the 
room, it will jump up at the picture provided 
by her mother, as if reaching for it with its 
paws, meowing loudly. 

 
¾ A search of Jennel’s room will reveal nothing.  

Unless the PCs have taken steps to confine the 
cat or prevent it from following them it will 
hop up on the bed and sit on the pillow, 
meowing loudly as if trying to talk to the 
heroes. 

 
The PCs may use speak with animals to 
communicate with the transformed girl.  She 
retains her original intelligence and is aware of 
what has happened to her. If the PCs are able to 
return Jennel to her human form she will be able 
to speak with them.  Restoring Jennel requires 
the casting of break enchantment.  If the PCs are 
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able to cast break enchantment themselves the 
caster check (d20 + caster level) is DC 20.  
They may also pay an NPC cleric 450 gp to cast 
the spell or ask the girl’s parents or the Diamond 
Legion to arrange for the spell to be cast at no 
charge to the heroes.  Once the PCs are able to 
speak with Jennel she can tell them about her 
missing friends and, more importantly, what 
happened to her: 

 
What Jennel can tell the PCs: 
 
¾ General 
“The others have joined something called the 
Temple of the Enlightened Flame, the 
followers of a god named Tepesch.  He has 
appeared to his faithful in Amthydor 
personally, and he’s been granting them their 
fondest desires as a reward for their service to 
him.” 
   
“I don’t know where the temple is, or who 
besides my friends belongs to it.  Bellen 
introduced me once to one of the priests, a 
man in red robes named Brother Soren.  
Something just felt wrong about the whole 
thing.  The priests that they were talking to 
and the ideas that they were supporting gave 
me a bad feeling.  They even made Mia, one 
of the serving girls from the Flagon, nervous.  
I was worried about my friends, about how 
they were changing, so I started trying to 
follow them.” 
  
“I snuck out last night just before midnight to 
see if I could find out where they had been 
going.  I saw Olivia and Rober slipping into 
the Services District. They went to a club 
where we all used to hang out together, the 
Dragon’s Flagon.”  
 
The Dragon’s Flagon is a popular club with 
Amthydor’s young people, offering dancing, 
refreshments and social opportunities for teens. 
 
“It was just before closing time.  There were 
only about a dozen people in the club, plus 
the staff.  Rober stopped to talk to the bard 

who was playing, then he and Olivia went 
into the back hall where the office is.  I went 
back outside to wait for them to leave and saw 
them slipping out the side door, where the 
deliveries come in.” 
 
“I followed them down the alley and onto the 
next street.  They went in the back door of an 
old boarded up shop.  I think that it used to 
sell pottery and ceramics.  All of the windows 
and the front door were boarded over.  I 
waited a minute and then I followed them in.  
I remember thinking that it was strange that 
the door didn’t squeak.  It was dark inside, 
but I heard a door closing somewhere across 
the room and I saw a faint light along the 
floor.”   
 
“I could hear voices on the other side of the 
door.  Olivia and Rober were talking to 
someone else.  It must have been one of the 
priests from their new temple.  I heard Olivia 
mention Tepesch’s name.  They were talking 
about a ceremony that is supposed to take 
place at midnight tonight.  I assumed that 
they meant the wedding.” 
 
“Then the man asked if something would be 
ready in time.  Rober said that he had 
finished it last night, and that it was back at 
the club and they could go get it.  Then I 
heard footsteps moving towards the door, like 
they were coming out.” 
 
“I didn’t want them to see me, but I couldn’t 
remember where the door was to get back 
outside so I just followed a wall, looking for a 
way out.   I found an opening in the wall, and 
some stairs leading down.” 
 
“The cellar was very dusty, and there were 
long rows of racks of shelves and piles of 
wooden boxes.  I was hiding behind a stack of 
crates when I heard other voices.  They 
sounded like they were coming from right 
next to me, and then the wall beside me just 
opened right up.  I was too terrified to move.” 
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“Three people came out of what must have 
been a hidden door in the wall.  From their 
voices I think that they were two men and a 
woman.  They were talking about Tepesch 
and about how he didn’t even suspect what 
they were planning to do during the ritual.” 
 
“They were saying that soon they would have 
all of the power that he has been 
accumulating, and that he wouldn’t be able to 
stop them from killing the girl and anyone 
else who got in their way.  I think that they 
plan on trying to destroy him.  They can’t 
destroy a god, can they?”   
The ‘priests’ know that Tepesch has not yet 
attained godhood, and they intend to betray 
him during the ritual designed to consolidate 
his power with the sacrifice of his ‘bride’. 
 
“The girl they want to kill can only be Olivia.  
She hasn’t been much of a friend lately, but I 
can’t just let her die.” 
 
“The threesome started moving in the 
direction of the stairs.  Their feet must have 
stirred up the dust on the floor, because it 
made my nose itch.  I couldn’t keep from 
sneezing.  I tried to cover it, but they must 
have heard me.  There was nowhere I could 
go.  They were between the stairs and me.  I 
heard one of the men say some strange words 
and then my whole body was tingling all over.  
The next thing I knew I was a cat and they 
were trying to grab me.” 
 
 “All I could think of was getting away.  I 
scratched one of them when they reached for 
me and then I slipped between them and up 
the stairs.  I heard them shouting for 
someone else to come up and help them, but I 
don’t know how many others there were.” 
 
“It took me all night to find my way back 
home.  Things look so different from down 
low.” 
Jennel made her way home after her escape, 
and has been trying unsuccessfully to 
communicate with her family in the hours 

since her return.  She did not get a good look at 
anyone other than Rober and Olivia, and while 
she can provide the heroes with reasonably 
accurate directions to the empty pottery 
workshop she does not know the exact layout 
of the shop or the cellar.  She is extremely 
worried about her former friends, but she 
cannot provide the PCs with any other 
information. 

 
¾ Creese 
“Creese can draw anything, and his pictures 
are so real that you almost expect them to pop 
right off the page.  Recently he’s been 
drawing three things over and over – an altar, 
a brazier and an incredibly beautiful man – 
but every time I’ve tried to look at his 
drawings he covers them up so that I can’t 
see.” 
Jennel has had only quick glances at the 
drawings and can provide only a limited 
description of the subjects of the sketches, but 
the PCs may correctly assume that the 
drawings are very similar to those found in 
Creese’s room.  The drawings are all of either 
an astonishingly beautiful black-haired human 
man, an ornate gem-encrusted brazier or a 
highly ornamented altar decorated with images 
of male and female human forms making 
offerings and sacrifices to a larger male figure 
with broad bat-like wings. 
 
¾ Olivia 
“Olivia was getting married, but not to Ebor.  
I overheard her saying that she was going to 
become Tepesch’s bride.” 

 
 
Lynnet [17 year old human female] 
 
¾ General 
“We all used to be very close, in spite of our 
different backgrounds and faiths, but one by 
one the others have been acting strangely and 
splitting off.  I mean, they still go to the 
Flagon like the rest of us, but then they go 
into some private room and they don’t come 
out until after  closing time.”   
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¾ Aislin 
“Aislin has always been the cool-headed one.  
She always thought everything through.    
She had always been devoted to her faith but 
then she started proclaiming that the temple 
priests were just brainwashing the rest of us 
to keep themselves in power, that they weren’t 
really speaking the will of the gods.  When 
she turned her back on the rest of us to follow 
Bellen we were stunned.” 
 
¾ Jennel 
“Jennel isn’t the type to worry about little 
things, so whatever has been upsetting her 
lately must be pretty serious.  She also isn’t 
the type to just run off.  I’m afraid that she’s 
really in trouble.  ” 
Lynnet’s concern for her missing friend is 
clear. She learned about Jennel’s 
disappearance when a messenger arrived this 
morning to ask if she had seen or heard from 
the missing girl. 
 
¾ Malak 
“Lately Malak has been acting like he knows 
some big secret that he’s not sharing with the 
rest of us, and that we’re all a bunch of 
doomed farm animals, like we’re not going to 
be around much longer.” 

 
 
Riva [16 year old half orc female] 
¾ General 
“We promised that we would always be 
friends.  I didn’t think that anyone could ever 
divide us, but a few honeyed words and fancy 
promises were all it took for the others to run 
off following some new priests.  I saw Bellen 
and Rober introducing Malak and Olivia to 
them in the Dragon’s Flagon.” 
 
¾ Aislin 
“Aislin was the last one to split off and join 
Bellen’s new group.  She had been trying to 
convince the others to come back right up 
until two weeks before she joined them 
herself.  Whatever they promised her it must 

have been extremely valuable.  I didn’t think 
that there was anything she wanted so badly 
that she would abandon her friendship with 
her twin brother Arden.  They were always so 
close.” 
 
¾ Jennel 
“Jennel isn’t really part of the clique with the 
others.  She said that she had a bad feeling 
about something but she couldn’t explain it.  
She sent me a note late last night, saying that 
she had something important to tell me, but 
my parents wouldn’t let me go out so late, and 
now with the others going missing I’m not 
allowed out of the house today either.” 
 
¾ Olivia 
“Olivia was furious with her parents for 
arranging her marriage to Ebor.  She called 
him old, and nothing more than a common 
merchant.  She said that she would never 
marry him, no matter what her parents said, 
but lately she’s been going around talking 
about her wedding, saying how grand and 
wonderful it will be.” 
 
Ebor is only 23, seven years older than Olivia. 
 
 

Ebor [23 year old human male] 
¾ General 
“I don’t know much about Olivia’s missing 
friends.  She didn’t seem to want me to be 
involved in that part of her life.”   
 
¾ Olivia 
“Olivia’s a beautiful young woman.  My 
family has done business with hers for years, 
and I have always been attracted to her.  I 
don’t think that she ever really wanted to 
marry me, in spite of what her parents say.  
Whenever we were supposed to meet to 
discuss the wedding arrangements she always 
had some excuse for why she couldn’t make 
it.  She told me to make whatever plans I 
wanted.  I thought that girls always dreamed 
of planning their weddings to the last detail.”   
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Ebor has genuine feelings for Olivia.  He 
knows nothing about Olivia changing the 
location of their wedding or about the 
Enlightened Flame.  

 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 

 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 
Encounter Eight – The Dragon’s 

Flagon 
 
Approximate in-game/PC time:  1 hour 
 

The Dragon’s Flagon opened six months ago as a 
dance and social club for the youth of Amthydor.  
The typical patron is between fourteen and 
seventeen years old.  Most are human, though there 
are a few half-elves, elves, dwarves, gnomes, 
halflings and half orcs present.  There are an equal 
number of males and females, and the teens 
represent a diverse collection of economic/social 
backgrounds and family trades/professions. 
 
The common room of the Dragon’s Flagon 
consists of a small dais in the far left corner, where 
musicians can entertain young patrons.  Long 
benches line the walls and twenty small tables 
surround a large area suitable for dancing.  A bar 
along the length of the right wall serves a wide 
variety of non-alcoholic beverages, weak beer and 
watered wine, as well as food from the adjoining 
kitchen.  The Flagon does not offer rooms for 
overnight guests, but the rear of the first floor as 
well as the second story contain several private 
meeting rooms of varying sizes. 
 
The PCs may certainly take the stealthy approach 
and seek out the back door, which opens onto a 
narrow alley that after a series of turns connects to 
Coopers Row.  All of the second story windows 
are covered with heavy wooden shutters that are 
locked from the inside.  Only the owner, Corrus 
Amoned, has any information pertaining to the 
Enlightened Flame, and he has no intention of 
sharing what he knows.  There is no direct 
evidence within the Dragon’s Flagon to connect it 
with the cult.  Among the staff only Mia, a serving 
girl, is willing to talk about a possible connection 
between the club patrons and the Enlightened 
Flame.   
 
The large common room of the Dragon’s Flagon 
is filled with servants rushing to deliver trays of 
juices and snacks to tables of chatting youths.  A 
bard plays softly on a small dais in a far corner.  
Other teens play at cards or dice, while a quartet 
of girls titter over who will be escorted by whom 
at an upcoming ball. 
 
A group of young people have pulled a trio of 
small tables together near the fireplace, spreading 
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out scrolls and writing slates as they debate the 
contents of their morning lessons and the virtues 
of the information. 
 
The PCs are welcome to seat themselves and order, 
or to ask the bartender or the serving girl if they 
can speak with the owner.   Once they do a servant 
will be dispatched to the office upstairs to deliver 
the request.  The PCs may also attempt to speak 
with Mia, the serving girl.  She will shake her head 
indicating a negative if they ask about the teens, 
but the PCs may attempt a Spot check DC 10 to 
notice that while her gesture says ‘no’ the look in 
her eyes says something else.  The bartender will 
respond to any questions about the club or its 
guests by telling the heroes that they must speak 
with the owner. 
 
If the PCs wish to speak to the owner: 
A smartly dressed man makes his way down from 
the second floor to greet you, extending his hand 
and smiling warmly. 
 
“I understand you asked to see me.  Corrus 
Amoned, at your service.  I own the Dragon’s 
Flagon.   Why don’t we sit down?  May I offer 
you something to drink?” 
 
He gestures to a nearby table as a serving girl 
arrives with a chilled glass.  Seating himself he 
fills the glass from a silver flask.  “How can I 
assist you today?”   
 
The club serves nothing stronger than weak beer 
and watered wine, so unless the PCs have brought 
their own stronger beverages they will have to 
settle for what’s available.  Amoned’s flask, which 
he will not offer to share, contains a single dose of 
potion of glibness, prepared by a 7th level caster.  
The potion provides a +30 bonus to Bluff checks to 
convince the listener that the speaker is telling the 
truth.  Each dose lasts 70 minutes.  A PC 
attempting to perform a divination that would 
reveal deceit or force the subject to speak only the 
truth must make a successful caster level check 
(DC 20 + caster level) DC 22 to counter the 
potion’s effect. 
 

Amoned will welcome any questions from the PCs 
and will appear to cooperate fully with their 
investigation. 
 
¾ Do you know anything about the missing 

youths? 
“That anything should happen to the teens who 
spend their free time here is most disturbing.  I 
know that they’ve all been in here at one time or 
another.  One of the young men, Bellen his name 
is, sometimes plays and sings to entertain the 
other patrons.” 
 
“The lad is quite good.  I’m hoping to hire him 
officially once he obtains his performer’s license 
from the city.” 
What he is not saying is that he has been working 
with the priests and the Blood Mages to single out 
likely impressionable teens to draw into the cult. 
 
¾ Do you know anything about priests trying 

to speak with the youths? 
“We encourage the young people to become 
involved in any number of community and 
religious charitable projects.  I believe that it 
teaches them social responsibility and fosters a 
strong sense of civic pride.  It isn’t uncommon for 
representatives from the various temples to come 
here looking for volunteers.” 
In reality, he knows exactly who the priests are, 
and where they can be found, in the abandoned 
pottery shop Heirloom Pottery. 
 
¾ Do you know anything about murdered 

criminals? 
“No, I don’t.  Of course, I would hardly imagine 
that a criminal’s life would be a safe one.” 
He knows that all of the disappearances are 
connected, but is hoping that the PCs do not. 
 
¾ May we look around? 
“What you see here is what there is, other than 
the kitchen and some private meeting rooms, 
though, of course, you may see for yourselves.” 
He will show the PCs through the club, but he will 
not leave them alone in any of the rooms, 
particularly his office on the second floor. 
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¾ Do you know anything else that may help us 
or is there anyone else that we can talk to? 

“Sadly, no.  I spend most of my time managing 
the business, ordering supplies, arranging 
entertainment and such.  I don’t get to spend as 
much time as I would like among the patrons, 
and I couldn’t tell you who they may have spoken 
with when they were here.” 
 
When the PCs have finished with their 
questions for Corrus Amoned: 
“Please convey to the families my prayers and 
well-wishes for the safe return of their children, 
and please let me know if there is anything else 
that I can do to help.” 
  
If the PCs are somehow able to discern that he is 
lying he will naturally deny their accusations.  
After all, the PCs have no proof and no authority to 
take any action.  If combat occurs, statistics for the 
Cult Fighter in Encounter Five may be used for the 
guard.  The staff will immediately summon the 
Diamond Legion once they learn of the PCs’ 
attack. 
 
If the PCs speak with Mia: 
Ideally the PCs will be discreet in their attempts to 
speak with the serving girl, realizing that to seek 
information from her openly could place her life in 
danger.  The heroes may attempt to speak with her 
as she serves them, slip her a note or even wait 
until her shift is over in two hours.   
 
However the PCs communicate with her, Mia can 
relate the following information: 
There are some red robed priests who often speak 
with several of the teens who visit the club.  One, 
Brother Soren, is the chief assistant to the High 
Priest. 
 
The priests never come in the front door.   They 
always enter through the back and go directly to 
one of the meeting rooms. 
 
All of the missing teens have spoken at length 
with the red robed priests. 
 

Mia’s young cousin, 15 year-old Rhiana, has also 
disappeared.  She was last seen speaking to 
Bellen as she left the club four days ago.  
 
If the PCs suggest searching the club’s office Mia 
can tell them that there is a guard upstairs, keeping 
watch from the hallway whenever Amoned is not 
inside, thus discouraging the PCs from attempting 
a search.  Attacking the guard in an effort to gain 
access to the office constitutes assault, and will 
result in the arrest of the offending character.  
Also, nothing in the office will be permitted as 
evidence, due to the manner in which information 
was obtained.  If the PCs, ask Mia will also 
describe Rhiana. 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

 
¾ If the PCs have lost the trail or are uncertain 

where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

 
¾ Once the PCs have visited three encounters 

GO TO Encounter 5 (Page 18). 
 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs investigate the building used by the 

cult and where Jennel was attacked GO TO 
Encounter 9 (Page 38). 
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¾ Once the PCs have sufficient information to 
locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Nine – Heirloom 
Pottery 

 
Approximate in-game/PC time:  1 hour 
 
This now empty pottery workshop was named for 
the potter’s heavily bearded and bear-like 
appearance.  The pottery shop sits behind another 
building on Coopers Row, with its door opening 
onto a narrow side street, and is blocked from the 
view of most passersby. 
 
The Blood Mages are using this abandoned shop 
and its basement to conceal the people being held 
in preparation for sacrifice to power their spells.  
The ‘blood donors’, mostly petty criminals or other 
non-productive individuals, are being held in a 
concealed room in the basement of the shop.  Also 
hidden in the basement is a secret tunnel that 
provides the Blood Mages with underground 
access to the building being used for the Temple of 
the Enlightened Flame. 
  
Heavy boards obscure the door and windows, and 
an air of disuse lies like a blanket over the pottery 
shop.  A faded sign hangs awkwardly over the 
door, displaying the image of a large ceramic 
vase and declaring the shop to be Heirloom 
Pottery. 
 
PCs succeeding at a DC 15 Search check will 
realize that the boards sealing the door are actually 
nailed to the door itself, rather than the doorframe 
and walls, creating the impression of a barricade 
where none truly exists.  PCs yanking of the boards 
as if they were nailed to the wall must succeed at a 
DC 10 Dexterity check or lose their balance and 
fall when the door swings open.  While the exterior 
covering of the door is false, the door leading into 
the pottery shop has been trapped.  The spell trap 
at each ATL is triggered when a good-aligned 
creature passes through the doorway, and the 

area of effect is per the spell used at each ATL.   
Neither of the shop’s two windows is trapped.  
Removing the boards from the windows requires a 
successful Strength check DC 20.  The boards on 
both the windows and the door have a hardness of 
5, 15 hp and a break DC of 18.  The door itself has 
a hardness of 5, 15 hp and a break DC of 18.  A 
Neutral or Lawful Neutral PC may freely pass 
through the door without triggering the trap, and 
then assist other PCs to enter through the window. 
 
ATL 1   
1Bane Trap: CR 1; spell trap; proximity trigger 
(detect good); no reset; spell effect (bane, 5th level 
cleric, DC 16 Will save negates); Search DC 26; 
Disable Device DC 26.  
 
ATL 3   
1 Sound Burst Trap: CR 2; spell trap; proximity 
trigger (detect good); no reset; spell effect (sound 
burst, 5th level cleric, DC 17 Fortitude or be 
stunned for 1 round); Search DC 27; Disable 
Device DC 27.  
 
ATL 5   
1 Bestow Curse Trap: CR 3; spell trap; proximity 
trigger (detect good); no reset; spell effect (bestow 
curse, 7th level cleric, DC 20 Will save negates); 
Search DC 28; Disable Device DC 28.  
The single subject responsible for actually 
triggering the trap suffers a –4 penalty to attack 
rolls, saving throws, skill checks and ability 
checks.   
 
ATL 7   
1 Bestow Curse Trap: CR 3; spell trap; proximity 
trigger (detect good); no reset; spell effect (bestow 
curse, 9th level cleric, DC 20 Will save negates); 
Search DC 28; Disable Device DC 28.  
The single subject responsible for actually 
triggering the trap suffers a –6 decrease to his or 
her Strength. 
 
ATL 9   
1 Mass Inflict Moderate Wounds Trap: CR 6; 
spell trap; proximity trigger (detect good); no reset; 
spell effect (mass inflict moderate wounds, 11th 
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level cleric, DC 20 Will save half); Search DC 31; 
Disable Device DC 31.  
 
ATL 11   
1 Mass Inflict Serious Wounds Trap: CR 7; spell 
trap; proximity trigger (detect good); no reset; spell 
effect (mass inflict moderate wounds, 13th level 
cleric, DC 22 Will save half); Search DC 32; 
Disable Device DC 32.  
 
ATL 13   
1 Mass Inflict Critical Wounds Trap: CR 8; spell 
trap; proximity trigger (detect good); no reset; spell 
effect (mass inflict moderate wounds, 15th level 
cleric, DC 24 Will save half); Search DC 33; 
Disable Device DC 33.  
 
Once the PCs make it into the shop they may 
search at their leisure.  The Blood Mages and 
members of the cult are in the temple preparing for 
the ‘marriage’ ritual scheduled to take place at 
midnight. 
 
Main Room 
A thick layer of dust coats every available 
surface, from the counter to the shelves and the 
few pieces of pottery not yet claimed by the 
squatters who often seek shelter in such empty 
structures.  Only the smooth stone floor is clear of 
the blanket of dust that obscures the rest of the 
room.   
 
The shelves hold a dozen or so pieces of pottery, 
mostly chipped or broken.  The main room of the 
shop holds nothing else of interest. 
 
Office 
The door to the office is magically sealed by 
arcane lock cast by a 9th level wizard.    It can be 
removed by a successful dispel magic caster level 
check DC 13, suppressed by knock, or the door 
may be broken down.  The wooden door has a 
hardness of 5, 10 hp and a break DC 23.  The 
office is not otherwise trapped. 
 
The office shows none of the signs of disuse 
evident in the main room of the shop.   The floor 

has been swept clean, the cobwebs have been 
removed from the corners and no dust mars the 
desk or bookcase. 
 
The spartan office holds a desk, a single chair, a 
chest and a small bookcase.  The bookcase holds 
rolled maps of the city of Amthydor, the nearby 
Delambir Mountains and the surrounding area.  
Maps tacked to the wall show the Services District 
in detail and the many sewer and other tunnels 
running beneath the city. 
 
The chest contains a spell book, 500 gp in gems 
and two flasks each containing four doses of potion 
of glibness, prepared by a 7th level caster.  The 
potion provides a +30 bonus to Bluff checks to 
convince the listener that the speaker is telling the 
truth.  Each dose lasts 70 minutes.  A PC 
attempting to perform a divination that would 
reveal deceit or force the subject to speak only the 
truth must make a successful caster level check 
(DC 20 + caster level) DC 22 to counter the 
potion’s effect. 
 
The desk’s single drawer is not locked.  It contains 
several sheets of loose parchment and a rolled 
scroll.  Among the loose sheets are several 
sketches drawn by the now-familiar hand of 
Creese.  The sketches depict the ornate altar and 
the elaborate brazier.  There is also a list 
containing the names of each of the missing teens.  
All have been checked off. 
 
The rolled and tied scroll is a message secured 
with a sepia snake sigil prepared by a 9th level 
wizard.  The reader of the scroll must succeed at a 
Reflex save DC 17 or be struck by the snake.  A 
target struck by the snake is engulfed in a 
shimmering amber field of force for 1d4+9 days.  
Once the sigil is dispelled or triggered the message 
can be read without difficulty.  The message is 
shown in Player Handout #5. 
 
My Saer, 
 
Preparations are in place to ensure our success.  
We will strike at the height of the ceremony.  That 
fool Tepesch suspects nothing.  He still believes 
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that we are devoted to completing his goals, and 
those foolish teens only feed his sense of security.  
We are holding sufficient resources to power the 
necessary spells, and will not need to gather 
additional captives for the purpose.  
 

Soren      
 
‘Saer’ is a masculine title of respect common 
across Raia, as for an aristocrat, ambassador or 
lesser noble who does not rate the title of Lord or 
Lady.  In some cultures it may also be used by a 
subordinate to a superior, as a variant of ‘Master’.  
The feminine form is ‘Seri’. 
 
There is nothing else of note in the office. 
 
Basement 
There is no light source in the basement, where the 
former owner dried his clay creations prior to 
placing them into the kiln for firing.  If the PCs 
have no way of lighting their path they will be as 
much in the dark as poor Jennel was. 
 
Cool air stirs faintly at your passage down the 
broad stone stairs leading into the basement.     
 
Assuming that the heroes have the ability to see 
where they are going: 
Rats scurry in the shadows cast by stacks of 
crates and long rows of shelves laden with the 
broken shards of unfired clay pots.  The looming 
bulk of a kiln stands in the near corner, and more 
shelves line the walls.  The stone floor between 
the stairs and the kiln has been swept clean, 
leaving a thick carpet of dust to cover the floor 
between the rows of shelves. 
 
The pottery fragments are of no value, and the kiln 
would have to be dismantled before it can be 
moved, assuming that anyone would want it.  The 
floor is clear all the way to the first row of shelves, 
including the area in front of each of the two secret 
doors. 
Locating the secret door to either the cell or the 
tunnel requires a successful DC 20 Search check.  
The cell door is locked by a simple concealed 

sliding bar on the outside.  The door to the tunnel 
is not locked. 
 
Cell 
The five figures crowded into the narrow room 
blink and turn away from your light.  All are thin, 
dirty and marked by numerous small wounds, 
some still oozing blood. 
 
These are the prisoners of the Blood Mages.  The 
three men and two women, including Rhiana, are 
each chained to the wall using iron manacles.  
Each set of manacles has a hardness of 10, 10 hp, a 
break DC of 26 and an Open Locks DC of 25 
 
All of the prisoners are weak and dehydrated, and 
marked by dozens of minor wounds where they 
have been bled by the Blood Mages.  Each has 1 
hp remaining out of a normal 4 hp.  Rhiana was 
taken against her will, charmed by Bellen into 
accompanying him after she spoke out against the 
words of the red priests.  The others are minor 
criminals and con artists who came willingly, 
believing that they were to receive wealth, fame 
and other worldly rewards.  
 
Rhiana is the most lucid, cooperative and grateful 
of the prisoners.  She can provide the PCs with a 
limited amount of information on her captors. 
 
¾ Who took you? 
“Mages, and priests in red robes.  They’ve been 
keeping us here, only taking us out so that they 
can cut us and then touch our wounds.  Then 
they cast spells, but I don’t know what for.” 
 
¾ Have they said what they are planning? 
“Not to us, though I did hear them talking about 
someone named Tepesch, and how he didn’t 
suspect what they were really planning to do.” 
 
¾ Is there anything else that you can tell us? 
“I’m afraid not.” 
 
Rhiana is a brave young woman, and once the PCs 
free her and the rest of the prisoners she will be 
able to lead them to the nearest Diamond Legion 
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post and safety.   The prisoners are all Neutral (LN, 
N or CN) and may pass through the door without 
triggering the trap, if the PCs have not already 
done so.  
 
Tunnel 
The tunnel’s smooth walls lead away from the 
pottery shop.  The passage is often narrow, and 
turns frequently, perhaps avoiding the lower 
levels of other structures. 
 
The tunnel has been magically cut by the mages.  It 
is often narrow, too much so for a Large-sized 
creature to pass through (even squeezing), and is 
only six feet high.  Following the tunnel requires 
half an hour of continuous movement at a base 
speed of 30’ before the heroes reach the end and 
the door to the Temple of the Enlightened Flame. 
 
After countless turns and seemingly hours of 
walking, the tunnel before you at last comes to an 
end at a stone wall.  Muffled by the intervening 
rock, the muted sound of chanting approaches 
from the other side and just as quickly fades away 
into the distance. 
 
The stone wall is carefully balanced, and can be 
pushed open with a successful Strength check DC 
15.  Passing through the door leads directly to the 
lower level of the building which houses the 
Temple of the Enlightened Flame, found in 
Encounter Ten. 
 
¾ If the PCs want to visit the homes of the 

missing youths to search their rooms GO TO 
Encounter 1 (Page 9). 

 
¾ If the PCs want to seek information from the 

Diamond Legion GO TO Encounter 2 (Page 
12). 

 
¾ If the PCs want to seek information from other 

sources, such as use of the Gather Information 
skill or temple divinations GO TO Encounter 
3 (Page 14). 

¾ If the PCs have lost the trail or are uncertain 
where to go, or if they go looking for Siobhan 
GO TO Encounter 4 (Page 17). 

¾ Once the PCs have visited three encounters 
GO TO Encounter 5 (Page 18). 

 
¾ If the PCs visit some of the last places where 

the youths were believed to have been GO TO 
Encounter 6 (Page 27). 

 
¾ If the PCs question some of the friends of the 

missing teens GO TO Encounter 7 (Page 28). 
 
¾ If the PCs look for information at the Dragon’s 

Flagon GO TO Encounter 8 (Page 36). 
 
¾ Once the PCs have sufficient information to 

locate the Temple of the Enlightened Flame 
and are ready to visit it GO TO Encounter 10 
(Page 42). 

 
 

Encounter Ten – Fire and 
Brimstone 

 
PCs that are able to fly or with familiars able to 
observe the city from above who have also learned 
of Siobhan’s fourth vision can narrow down the 
location of the Temple of the Enlightened Flame.  
The temple may be entered either directly, if the 
PCs have discovered the actual location, or via the 
tunnel from Heirloom Pottery.  The heroes may 
enter the temple prior to the midnight ritual, or 
they may arrive just in time for the ceremony.  
Information is provided for each room, listing who 
would be present and when, should the PCs arrive 
early and explore the building housing the temple. 
 
Direct Entry 
The street you’ve found matches the seer’s vision, 
but the building in front of you looks less like a 
temple and more like the restaurant and brewery 
that once filled the space. 
 
Passersby pay little attention to the building, 
almost as if it isn’t even there.   
 
The outward appearance of the building has been 
altered through the use of mirage arcane (cast by a 
9th level wizard) to prevent anyone from noticing 
the effects of activity in the supposedly empty 
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structure (lights, smoke, etc).  There is only a two-
foot space between the building and those on either 
side, making it awkward, though not impossible, 
for the PCs to move between the structures.   The 
spell has been used to make the doors and 
windows appear to be several feet away from 
where they actually are.  PCs making actual 
physical contact with the structure may attempt a 
Will save DC 19 to disbelieve the illusion and 
locate the actual door and windows.  There are four 
windows in the front and two doors, one in the 
front and one opening onto the alley in the rear.  
The illusion covers both the front and rear of the 
structure. 
 
Once the PCs are able to enter the building they 
may search the main floor freely.  The main area 
closest to the front door is the pub.  Adjacent to the 
pub are the kitchen and the brewery, where copper 
tanks that once held various ales now stand empty. 
Off the kitchen is the office.  Next to the office is a 
door leading to the basement and the Temple of the 
Enlightened Flame.  The stairs lead down to 
location A on GM Aid # 5.  The iron door at the 
bottom of the stairs is not locked. 
 
Room descriptions are provided below once the 
PCs descend the stairs and reach the lower floor.  
The walls of the lower floor are high quality 
worked stone.  Corridors are five feet wide, with 
eight-foot high ceilings. 
 
From the Tunnel  
This tunnel ends at location N on GM Aid # 5. 
The door is a carefully balanced and precisely fit 
section of the stone wall.  It can be pushed open 
with a successful Strength check DC 15.  Unless 
noted the corridors and rooms are all lit with 
continual flame stones embedded in the walls.  In 
the various sleeping rooms there is a small, hinged 
metal cover that may be used to block the stones at 
night. 
 
B – Guard Post 
No door bars the way into what may once have 
been a small storeroom but now serves as a guard 
post.  A rough table surrounded by several 

wooden chairs holds six empty mugs and a board 
with half a loaf of coarse brown bread. 
 
The guard post will be empty regardless of what 
time the PCs arrive there. 
 
C – Priest Quarters 
Four curtained cubicles each hold a comfortable 
bed, a chest and a small bedside stand. A blood-
blood-red silk robe hangs on a hook in each 
cubicle.   
 
Each trunk holds a variety of small personal items, 
including a second set of robes, though these are 
dark brown rather than red.  The priests who 
occupy these rooms actually serve Illudra, and are 
pretending to follow Tepesch to stir confusion.  
This room will be empty regardless of what time 
the PCs arrive there. 
 
D – Storage 
 
The storage room holds barrels and crates of 
foodstuffs and supplies, bolts of blood-red silk and 
bits of spare furniture.  This room will be empty 
regardless of what time the PCs arrive there. 
 
E – Kitchen 
 
The kitchen serves as both a food preparation area 
and a small forge.  This room will be empty 
regardless of what time the PCs arrive there. 
 
F – Bard Quarters 
Heavy blue velvet curtains divide the room into 
two smaller cubicles.  Each holds a wooden chest, 
a water basin and pitcher and a comfortable bed. 
 
Two bards normally occupy this room, one male 
and one female.  Each chest contains personal 
items, clothing and musical instruments.  This 
room will be empty regardless of what time the 
PCs arrive there. 
 
G – Mage Quarters 
Two curtained cubicles offer privacy to the 
residents of the room.  Each cubicle contains a 
bed, a chest and a small bookshelf.  A set of red 
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robes hangs on a wall peg in each cubicle, and 
books fill the shelves of the bookcase. 
 
This room houses two of the Blood Mages, Soren 
and Temmet.  The books are mostly on the history 
of magic and speculations on the origins of the 
gods.  There is also a ‘canon’ for the budding faith 
of Tepesch, espousing free will and the belief that 
it is the right of every creature to seize its destiny, 
even at the expense of the prior generation. The 
room will be empty regardless of what time the 
PCs arrive there. 
 
H – Tepesch’s Quarters 
 
If the PCs arrive before 11 PM Tepesch can be 
found here.  After this time he will either be in the 
room serving as the ‘temple’ or en route to that 
location.  The only illumination in the room comes 
from whatever light source the PCs bring with 
them. 
 
The faint scent of sulfur hangs in the air, 
combining with the darkness to create an air of 
oppression and dread in the space beyond the 
door. 
 
Once the PCs have a light source: 
Rich black velvet curtains cover the walls and 
surround the high bed.  Heavy, carved furniture 
helps to fill the space and thick wool rugs cover 
the stone floor.  A woven hanging above the unlit 
fireplace displays the symbol of bat-like wings 
behind an elaborate intertwined knot. 
 
The symbol is that chosen by Tepesch for himself 
and his new religion. 
 
If Tepesch is present, he is standing in the far left 
corner of the room, concealed by the heavy black 
velvet curtains, having just come through the secret 
door from the temple area (location M).  He will 
not attack the PCs first, preferring instead to 
observe them and learn what they know and what 
their intentions are.  If he is detected by the PCs 
and they approach or address him, he will respond. 
 

PCs entering the room with darkvision or a light 
source may make a Spot check DC to detect 
Tepesch’s presence. 
 
PCs who cannot see due to the darkness may make 
a Listen check DC to detect Tepesch’s presence. 
 
A tall figure separates itself from the shadows of 
the black curtains.  At first glance the creature 
could be mistaken for human, were it not for the 
pair of large bat-like wings protruding from the 
man’s back. 
 
Sculpted muscles and thick raven hair add to his 
strange, compelling beauty that even wings and 
the red tinge to his dark eyes can’t dispel.  His 
voice is low and mellow. 
 
“Are you common trespassers, or have you come 
to pay homage?” 
 
Tepesch is evil, and will detect as such, but as long 
as the PCs do not attempt to interfere with his 
plans he has no quarrel with them.  He will even 
answer questions, up to a point.  Players may make 
a Knowledge (Planes) check DC 14 to realize that 
Tepesch is a half-fiend.  If the PCs attack him he 
will call out for Mosher and his ‘priests’, who will 
arrive in two rounds and the final combat will 
occur here rather than in the temple. 
 
¾ Who are you? 
“I am Tepesch.” 
 
 
¾ What are you doing? 
“I am fulfilling my destiny and taking my rightful 
place.” 
 
¾ Where are the missing teens? 
“They are here, seeking their own futures.  They 
have come to me of their own free will, to 
embrace the future which others have denied 
them.” 
Tepesch is not interested in debating religion with 
the heroes. 
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¾ Are the teens safe? 
“Yes.  Nothing can harm them here and they 
haven’t been forced to do anything that they have 
not chosen to do.  They may leave at any time if 
they so wish.” 
To Tepesch’s knowledge this is true, and Olivia 
did choose to become Tepesch’s bride.   
 
If the PCs have learned of Mosher’s duplicity they 
may attempt to bargain with Tepesch, perhaps 
offering to help him deal with the planned betrayal 
in exchange for taking his plans for godhood 
elsewhere.  PCs succeeding at a Diplomacy skill 
check DC 15 + ATL can forge a reasonable 
agreement with the half-fiend, allowing the PCs to 
rescue most of the teens (not Olivia) and Tepesch 
to take his cult somewhere else.  If the PCs exceed 
the DC by 5 or more Tepesch will even agree to 
stop the sacrifice of Olivia so that everyone except 
the Blood Mages may survive the day.  Tepesch 
will hold to any reasonable bargain, so long as the 
PCs do the same.  He will insist as part of the 
bargain that the PCs permit the ritual to appear to 
begin, to be certain that Mosher does intend to 
betray him and that the PCs are not just making 
things up. 
 
I – Mosher’s Quarters 
This stately room appears to house a single 
occupant.  Neighboring rooms pale in 
comparison to the ornate furnishings found here. 
 
The room holds a bed, a bookcase, a small table 
and a large chest.  The chest holds clothes and 
personal items.  The bookcase holds a variety of 
texts on history, religion and magic, including a 
spellbook. 
 
This room will be empty regardless of what time 
the PCs arrive there. 
 
J – Guard Barracks 
This room holds six sets of bunk beds, providing 
accommodations for twelve men.   This room will 
be empty regardless of what time the PCs arrive 
there. 
 
K – Aislin and Olivia’s Quarters 

The feminine touch of this room’s two occupants 
is apparent in the curtains around the beds, the 
hangings adorning the walls and the small 
personal items around the room.  The faint scent 
of a soft floral perfume hangs in the air, hinting 
that perhaps the residents are not far away. 
 
This room will be empty regardless of what time 
the PCs arrive there.  Personal items include two 
sets of silk robes, one blood-red, the other blood-
red and gold, several small pots of herbs and 
various feminine adornments. 
 
L – Bellen, Creese, Malak and Rober’s 
Quarters 
Four beds divide this room.  Next to each is a 
trunk and a small wooden stand holding personal 
knickknacks.  A blood-red silk robe hangs next to 
each bed. 
 
This room will be empty regardless of what time 
the PCs arrive there.  Among the personal items in 
the room are Rober’s tools, Creese’s sketch pad 
and pencils, and Bellen’s small harp. 
 
M – The Temple 
If the PCs arrive prior to 11PM this room will be 
empty.  If they elect to lay in wait for the cult 
members to arrive for the ceremony the procession 
will arrive at half past the hour.  The group will 
consist of Tepesch, two mages (Soren and 
Temmet), Olivia, Aislin, Bellen, Creese, Malak, 
Rober, a priest and two fighters.  The six teens 
move almost as if they are sleep walking, and they 
will not respond to any attempts by the heroes to 
communicate with them.  Each is being magically 
controlled by Tepesch’s ‘High Priest’, a Blood 
Mage named Mosher.  They see and hear only 
Mosher and Soren, Mosher’s second.   
 
Should the PCs initiate a confrontation at this point 
Mosher will order the PCs to step back or he will 
order the teens to be executed.  The teens are 
helpless in their current condition, with an AC of 
10, leaving them open for a coup de grace by the 
attendant fighters, clerics and wizards.  Each of the 
teens is a 2nd level Expert, with 14 hp and a Fort 
save modifier of +1. 
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If the PCs arrive after 11:30 PM the NPCs will be 
in place for the beginning of the ritual as indicated 
in GM Aid #6. 
 
1 Mosher 
2 Tepesch 
3 Altar/Olivia 
4 Rober 
5 Malak 
6 Aislin 
7 Creese 
8 Bellen 
9 Fighter 
10 Fighter 
11 Priest 
12 Soren 
13 Temmet 
 
Continual flame stones flicker throughout the 
room, casting a red light on the gathering.  Two 
warriors flank the door and a trio of red robed 
men stand in front of a carved marble altar.  Five 
young people garbed in red robes levitate above a 
series of large basins carved into the floor of the 
room.   
 
At the center of it all young woman in a long 
white gown is lying on the altar.   Behind the 
altar two men stand ready to perform the ritual.  
One, an older human man who’s red robes are 
bordered in gold, holds a milky white knife in one 
hand while dropping a handful of herbs and 
powders into a glowing golden brazier with the 
other. 
 
Olivia is held, unable to move, though she is 
mentally aware and is at last beginning to realize 
the danger that she has placed herself in.  The 
robed man with the knife is Mosher.  His goal is to 
sacrifice Olivia, thus generating the magical 
energy needed to collect the power that Tepesch 
has been gathering and channel it not into the half-
fiend but into the golden brazier, enchanting it for 
another, darker purpose.   
 
If Mosher takes more than 36 hp damage his 
contingency spell teleport will take effect, 
removing him and the brazier.  Once the sacrifice 

is complete the mage intends to turn on Tepesch 
and depart with the brazier.  He will not bother 
with the PCs unless they pose a serious, direct 
threat to him.   
 
The second figure is the half-fiend Tepesch who, 
unless the PCs have warned him otherwise, 
believes that the ritual will make him a god.  If the 
PCs have bargained with Tepesch he will not 
attack them unless they attack him directly first.  
Instead he will focus on Mosher and the 
completion of Olivia’s sacrifice.  If the bargain 
included Olivia’s survival, Tepesch will attack 
Mosher before the mage can complete the 
sacrifice.   
 
If the PCs did not reveal Mosher’s intentions to 
Tepesch, he will work to prevent the PCs from 
reaching Mosher and interfering with the ritual.  
Once Mosher attacks him Tepesch will attack the 
mage, using his spider climb spell and leaving 
through an airshaft in the ceiling above the altar 
once Mosher is dead.  If Mosher flees, leaving 
Tepesch with unfriendly PCs, he will use the 
airshaft to escape.  Should the PCs defeat Tepesch 
they may keep his armor. 
 
If the PCs show any inclination to stop the ritual 
Mosher will give them only one warning to cease 
their resistance.  If the PCs make any further move 
to attack him he will cause one or more of the 
teens to fall into the basins below.  The teens are 5 
feet above the basins.  Each basin is 5 feet deep, 5 
feet across and filled with a hazardous substance 
(Rober – Acid, Malak – Electrically charged 
gelatinous liquid, Aislin – Acid, Creese – lava, 
Bellen – freezing liquid).  A subject falling into 
one of the tanks suffers 2d8 points of damage per 
round.  Creatures within 5 feet of the basin when 
someone falls in must succeed at a Reflex save DC 
12 or suffer 2d4 points of splash damage (save for 
½).  Mosher can drop 1 teenager per round.     
 
The levitation effect will last for 10 rounds once 
the PCs enter the room.  Once Mosher is either 
dead or fled (more than 100 feet from the room), 
the teens will be free of his mental control and can 
help to save themselves.  Once the teens are 
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released from Mosher’s influence they will be in 
emotional shock, both stunned and embarrassed by 
what they have done and what they nearly allowed 
to be done to them. 
 
All ATLs 
wTepesch, Rog9/Asn4: CR 16; Medium Outsider 
(half-fiend, native); HD 13d6+26; hp 82; Init +5 
(+5 Dex); Spd 30 ft., fly 30 ft. (Average); AC 19 
(+4 mithral chain shirt, +5 Dex, +1 natural armor), 
touch AC 15, flatfooted 19; BAB/Grapple 
+12/+15; Atk: Rapier +17 melee (1d6+3, crit 18-
20/x2); Full Atk: Rapier +17/+12/+7 melee 
(1d6+3, crit 18-20/x2); Space/Reach: 5 ft./5 ft.; SA 
Smite good 1/day, darkness 3/day, desecrate 1/day, 
unholy blight 1/day, poison 3/day, contagion 
1/day, blasphemy 1/day, sneak attack +7d6, death 
attack; SQ Darkvision 60 ft., immunity to poison, 
resistance to acid 10, resistance to cold 10, 
resistance to electricity 10, resistance to fire 10, 
DR 10/magic, SR 23, trapfinding, evasion, trap 
sense +2, improved uncanny dodge, +2 save vs 
poison; AL NE; SV Fort +6, Ref +15, Will +6; Str 
16, Dex 21, Con 14, Int 16, Wis 14, Cha 18 (22 
with eagle’s splendor cast from a scroll). 
 
Skills and Feats: Bluff +16, Decipher Script +6, 
Diplomacy  +16, Disguise +19, Escape Artist +16, 
Gather Information +16, Hide +22, Intimidate +16, 
Knowledge (local) +7, Listen +12, Move Silently 
+21, Search + 11, Sense Motive +12, Sleight of 
Hand +10, Spot +10, Tumble +21; Combat 
Reflexes, Dodge, Mobility, Spring Attack, Weapon 
Finesse. 
 
Spells (4/2, DC 13 + spell level):  
1st level: disguise self, feather fall, jump, true 
strike;  
2nd level: invisibility, pass without trace, spider 
climb.    
 
Equipment:  Rapier, mithral chain shirt (varies by 
ATL, adjust above stats as necessary: ATL 1-5: 
mw; ATL 7-9: +1, adjust AC to 20/15/20; ATL 11-
13: slick, add +5 to Escape Artist checks). 
 

wMosher, Wiz10/BMg5: CR 15; Medium 
humanoid (human); HD 15d4+15; hp 62; Init +6 
(+2 Dex, Improved Initiative); Spd 30 ft.; AC 16 
(+4 mage armor, +2 Dex), touch AC 16, flatfooted 
14; BAB/Grapple +7/+7; Atk: Dagger +7 melee 
(1d4+1, crit 17-20/x2); Full Atk: Dagger +7/+2 
melee (1d4+1, crit 17-20/x2); Space/Reach: 5 ft./5 
ft.; AL LE; SV Fort +6, Ref +7, Will +14; Str 10, 
Dex 14, Con 12, Int 19, Wis 14, Cha 11. 
Skills and Feats: Concentration +16, Craft 
(alchemy) +19, Decipher Script +16, Heal +9, 
Knowledge (arcana) +19, Knowledge (planes) +19, 
Knowledge (religion) +19, Spellcraft +19; Combat 
Casting, Create Wondrous Item, Eschew Materials, 
Extend Spell, Improved Initiative, Maximize Spell, 
Quicken Spell, Scribe Scroll, Spell Mastery 
(fireball, cone of cold, contingency, teleport), 
Widen Spell. 
 
Equipment:  Dagger.  
 
Spells (4/5/5/5/5/4/3/2/1, DC 14 + spell level):   
0-level ray of frost (x4);  
1st-level grease, mage armor, magic missile, 
protection from good, true strike;  
2nd-level darkness, darkvision, mirror image, 
spectral hand, summon swarm (rats);  
3rd-level fireball (x2), lightning bolt, protection 
from energy, vampiric touch;  
4th-level confusion, fear, lesser globe of 
invulnerability, stoneskin, summon monster IV;  
5th-level baleful polymorph, cone of cold, sending, 
teleport;  
6th-level contingency, disintegrate, flesh to stone; 
7th-level forcecage, teleport object;  
8th-level iron body. 
 
See the GM Appendix for details on the Blood 
Mage prestige class. 
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ATL 1   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz2: CR 2; Medium humanoid 
(human); HD 2d4+2; hp 10; Init +2 (+2 Dex); Spd 
30 ft.; AC 16 (+4 mage armor, +2 Dex), touch AC 
12, flatfooted 14; BAB/Grapple +1/+1; Atk/Full 
Atk: Dagger +1 melee (1d4); Space/Reach: 5 ft./5 
ft.; AL NE; SV Fort +1, Ref +2, Will +5; Str 10, 
Dex 14, Con 12, Int 15, Wis 14, Cha 12. 
Skills and Feats: Concentration +5, Decipher 
Script +6, Knowledge (arcana) +6, Knowledge 
(religion) +6, Spellcraft +6; Eschew Materials, 
Scribe Scroll, Skill Focus (Spellcraft). 
 
Equipment:  Dagger.  
 
Spells (4/3, DC 12 + spell level):   
0-level daze, flare, ray of frost (2);  
1st-level mage armor, magic missile, sleep. 
 
 
w Flame Cultist Priest, Clr1: CR 1; Medium 
humanoid (human); HD 1d8+1; hp 18; Init +1 (+1 
Dex); Spd 30 ft.; AC 14 (+3 studded leather, +1 
Dex), touch AC 11, flatfooted 13; BAB/Grapple 
+0/+1; Atk/Full Atk: +1 heavy flail +2 melee 
(1d10+2, 19-20/x2); Space/Reach: 5 ft./5 ft.; SQ 
Rebuke undead; AL NE; SV Fort +3, Ref +1, Will 
+4; Str 12, Dex 12, Con 12, Int 14, Wis 15, Cha 
12. 
 
Skills and Feats: Concentration +8, Heal +6, 
Knowledge (planes) +6, Knowledge (religion) +6, 
Spellcraft +6; Blind-Fight, Skill Focus 
(Concentration). 
 
Equipment:  Studded leather armor, masterwork 
heavy flail +1, dagger, holy symbol. 
 
Spells (3/3, DC 12 + spell level, DC 13 + spell 
level for evil spells) (Domains: Evil, Trickery):   
0-level cure minor wounds, guidance, resistance;  
1st-level bless, cure light wounds, protection from 
good*. 
 

w Flame Cultist Fighter, Ftr1: CR 1; Medium 
humanoid (human); HD 1d10+2; hp 24; Init +1 (+1 
Dex); Spd 30 ft.; AC 14 (+3 studded leather armor, 
+1 Dex), touch AC 11, flatfooted 13; 
BAB/Grapple +1/+4; Atk/Full Atk: Longsword +4 
melee (1d8+3, 19-20/x2); Space/Reach: 5 ft./5 ft.; 
AL N; SV Fort +4, Ref +1, Will +1; Str 16, Dex 
12, Con 14, Int 11, Wis 12, Cha 11. 
 
Skills and Feats: Climb +4, Handle Animal  +2, 
Intimidate +4, Jump +4, Ride +2; Blind Fight, 
Dodge, Lightning Reflexes. 
 
Equipment:  Studded leather armor, longsword. 
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ATL 3   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz4: CR 4; Medium humanoid 
(human); HD 4d4+4; hp 18; Init +2 (+2 Dex); Spd 
30 ft.; AC 16 (+4 mage armor, +2 Dex), touch AC 
12, flatfooted 14; BAB/Grapple +2/+2; Atk/Full 
Atk: Dagger +2 melee (1d4); Space/Reach: 5 ft./5 
ft.; AL NE; SV Fort +2, Ref +3, Will +6; Str 10, 
Dex 14, Con 12, Int 16, Wis 14, Cha 12. 
 
Skills and Feats: Concentration +6, Decipher 
Script +8, Heal +3, Knowledge (arcana) +10, 
Knowledge (planes) +4, Knowledge (religion) +10, 
Spellcraft +9; Combat Casting, Eschew Materials, 
Skill Focus (Spellcraft). 
 
Equipment:  Dagger.  
 
Spells (4/4/2, DC 13 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good;  
2nd-level blindness/deafness, touch of idiocy. 
 
 
w Flame Cultist Priest, Clr3: CR 3; Medium 
humanoid (human); HD 3d8+3; hp 25; Init +1 (+1 
Dex); Spd 30 ft.; AC 14 (+3 studded leather, +1 
Dex), touch AC 11, flatfooted 13; BAB/Grapple 
+3/+4; Atk/Full Atk: +1 heavy flail +6 (1d10+3, 
19-20/x2); Space/Reach: 5 ft./5 ft.; SQ Rebuke 
undead; AL NE; SV Fort +4, Ref +2, Will +6; Str 
12, Dex 12, Con 12, Int 14, Wis 15, Cha 12. 
 
Skills and Feats: Concentration +9, Heal +8, 
Knowledge (planes) +8, Knowledge (religion) +9, 
Spellcraft +8; Blind-Fight, Skill Focus 
(Concentration), Spell Penetration. 
 
Equipment:  studded leather, +1 heavy flail, 
dagger, holy symbol. 
 
Spells (4/4/3, DC 12 + spell level, DC 13 + spell 
level for evil spells) (Domains: Evil, Trickery):   
0-level cure minor wounds, guidance, resistance 
(x2);  
1st-level bless, cure light wounds, doom, protection 
from good*;  
2nd-level darkness, invisibility*, silence. 

w Flame Cultist Fighter, Ftr3: CR 3; Medium 
humanoid (human); HD 3d10+6; hp 33; Init +5 (+1 
Dex, Improved Initiative); Spd 30 ft.; AC 14 (+3 
studded leather, +1 Dex), touch AC 11, flatfooted 
13; BAB/Grapple +3/+6; Atk/Full Atk: Longsword 
+7 melee (1d8+3, 19-20/x2); Space/Reach: 5 ft./5 
ft.; AL N; SV Fort +5, Ref +5, Will +2; Str 16, 
Dex 12, Con 14, Int 11, Wis 12, Cha 11. 
 
Skills and Feats: Climb +4, Handle Animal  +2, 
Intimidate +4, Jump +4, Listen +1, Spot +1, Ride 
+2; Blind Fight, Dodge, Improved Initiative, 
Lightning Reflexes, Weapon Focus (longsword). 
 
Equipment:  Studded leather armor, longsword   
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ATL 5   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz6: CR 6; Medium humanoid 
(human); HD 6d4+6; hp 26; Init +2 (+2 Dex); Spd 
30 ft.; AC 16 (+4 mage armor, +2 Dex), touch AC 
12, flatfooted 14; BAB/Grapple +3/+3; Atk/Full 
Atk: Dagger +3 melee (1d4); Space/Reach: 5 ft./5 
ft.; AL NE; SV Fort +3, Ref +4, Will +7; Str 10, 
Dex 14, Con 12, Int 16, Wis 14, Cha 12. 
 
Skills and Feats: Concentration +8, Decipher 
Script +10, Heal +4, Knowledge (arcana) +11, 
Knowledge (planes) +5, Knowledge (religion) +11, 
Spellcraft +12; Combat Casting, Empower Spell, 
Extend Spell, Scribe Scroll, Skill Focus 
(Spellcraft). 
 
Equipment:  Dagger.  
 
Spells (4/4/4/3, DC 13 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good;  
2nd-level blindness/deafness (x2), spectral hand, 
touch of idiocy;  
3rd-level fireball, lightning bolt, vampiric touch. 
 
 
w Flame Cultist Priest, Clr5: CR 5; Medium 
humanoid (human); HD 5d8+5; hp 39; Init +1 (+1 
Dex); Spd 30 ft.; AC 15 (+4 chain shirt, +1 Dex), 
touch AC 11, flatfooted 14; BAB/Grapple +3/+4; 
Atk/Full Atk: +1 heavy flail +6 (1d10+3, 19-
20/x2); Space/Reach: 5 ft./5 ft.; SQ Rebuke 
undead; AL NE; SV Fort +5, Ref +2, Will +7; Str 
12, Dex 12, Con 12, Int 14, Wis 16, Cha 12. 
 
Skills and Feats: Concentration +11, Heal +10, 
Knowledge (planes) +10, Knowledge (religion) 
+11, Spellcraft +11; Blind-Fight, Skill Focus 
(Concentration), Spell Penetration. 
 
Equipment:  Chain shirt, +1 heavy flail, dagger, 
holy symbol. 
 
Spells (5/5/4/3, DC 12 + spell level, DC 13 + spell 
level for evil spells) (Domains: Evil, Trickery):   

0-level cure minor wounds (x2), guidance, 
resistance (x2);  
1st-level bless, cure light wounds, doom, entropic 
shield, protection from good*;  
2nd-level darkness, enthrall, invisibility*, silence;  
3rd-level crushing despair, displacement, 
nondetection*. 
 
 
w Flame Cultist Fighter, Ftr5: CR 5; Medium 
humanoid (human); HD 5d10+13; hp 54; Init +5 
(+4 Improved Initiative, +1 Dex); Spd 20 ft.; AC 
17 (+6 banded mail, +1 Dex), touch AC 11, 
flatfooted 16; BAB/Grapple +5/+8; Atk/Full Atk: 
Longsword +9 melee (1d8+3, 19-20/x2); 
Space/Reach: 5 ft./5 ft.; AL N; SV Fort +6, Ref +5, 
Will +2; Str 17, Dex 12, Con 14, Int 11, Wis 12, 
Cha 11. 
 
Skills and Feats: Climb +0, Handle Animal  +3, 
Intimidate +4, Jump +0, Listen +3, Spot +2, Ride 
+2; Blind Fight, Dodge, Improved Initiative, 
Lightning Reflexes, Toughness, Weapon Focus 
(longsword). 
 
Equipment:  Banded mail, longsword 
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ATL 7   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz8: CR 8; Medium humanoid 
(human); HD 8d4+8; hp 34; Init +2 (+2 Dex); Spd 
30 ft.; AC 16 (+4 mage armor, +2 Dex), touch AC 
12, flatfooted 14; BAB/Grapple +4/+4; Atk/Full 
Atk: Dagger +4 melee (1d4); Space/Reach: 5 ft./5 
ft.; AL NE; SV Fort +3, Ref +4, Will +8; Str 10, 
Dex 14, Con 12, Int 17, Wis 14, Cha 12. 
 
Skills and Feats: Concentration +10, Decipher 
Script +13, Heal +6, Knowledge (arcana) +13, 
Knowledge (planes) +5, Knowledge (religion) +10, 
Spellcraft +12; Combat Casting, Empower Spell, 
Eschew Materials, Extend Spell, Scribe Scroll, 
Skill Focus (Spellcraft). 
 
Equipment:  Dagger.  
 
Spells (4/5/4/4/2, DC 13 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good, true strike;  
2nd-level blindness/deafness (x2), spectral hand, 
touch of idiocy;  
3rd-level fireball, lightning bolt, rage, vampiric 
touch;  
4th-level confusion, stoneskin. 
 
 
w Flame Cultist Priest, Clr7: CR 7; Medium 
humanoid (human); HD 7d8+7; hp 53; Init +1 (+1 
Dex); Spd 30 ft.; AC 15 (+4 chain shirt, +1 Dex), 
touch AC 11, flatfooted 14; BAB/Grapple +5/+6; 
Atk/Full Atk: +2 heavy flail +8 (1d10+3, 19-
20/x2); Space/Reach: 5 ft./5 ft.; SQ Rebuke 
undead; AL NE; SV Fort +6, Ref +3, Will +8; Str 
12, Dex 12, Con 12, Int 14, Wis 16, Cha 12. 
 
Skills and Feats: Concentration +13, Heal +12, 
Knowledge (planes) +12, Knowledge (religion) 
+13, Spellcraft +13; Blind-Fight, Quicken Spell, 
Skill Focus (Concentration), Spell Penetration. 
 
Equipment:  Chain shirt, +2 heavy flail, dagger, 
holy symbol. 
 

Spells (6/6/5/4/2, DC 13 + spell level, DC 14 + 
spell level for evil spells) (Domains: Evil, 
Trickery):   
0-level cure minor wounds (x3), guidance, 
resistance (x2);  
1st-level bless, cure light wounds, divine favor, 
doom, entropic shield, protection from good*;  
2nd-level darkness, enthrall, invisibility*, silence, 
sound burst;  
3rd-level crushing despair, displacement, 
nondetection*, slow;  
4th-level confusion*, divine power. 
 
 
w Flame Cultist Fighter, Ftr7 (2): CR 7; 
Medium humanoid (human); HD 7d10+17; hp 72; 
Init +5 (+4 Improved Initiative, +1 Dex); Spd 20 
ft.; AC 17 (+6 banded mail, +1 Dex), touch AC 11, 
flatfooted 16; BAB/Grapple +7/+10; Atk: 
Longsword +11 melee (1d8+3, 19-20/x2); Full 
Atk: Longsword +11/+6 melee (1d8+3, 19-20/x2); 
Space/Reach: 5 ft./5 ft.; AL N; SV Fort +7, Ref +6, 
Will +3; Str 17, Dex 12, Con 14, Int 11, Wis 12, 
Cha 11. 
 
Skills and Feats: Climb +0, Handle Animal  +3, 
Intimidate +4, Jump +0, Listen +4, Spot +4, Ride 
+2; Back-to-Back, Blind Fight, Dodge, Improved 
Initiative, Lightning Reflexes, Power Attack, 
Toughness, Weapon Focus (longsword). 
 
Equipment:  Banded mail, longsword  
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ATL 9   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz10: CR 10; Medium humanoid 
(human); HD 10d4+10; hp 42; Init +2 (+2 Dex); 
Spd 30 ft.; AC 16 (+4 mage armor, +2 Dex), touch 
AC 12, flatfooted 14; BAB/Grapple +5/+5; 
Atk/Full Atk: Dagger +5 melee (1d4); 
Space/Reach: 5 ft./5 ft.; AL NE; SV Fort +4, Ref 
+5, Will +9; Str 10, Dex 14, Con 12, Int 17, Wis 
14, Cha 12. 
 
Skills and Feats: Concentration +12, Decipher 
Script +14, Heal +7, Knowledge (arcana) +14, 
Knowledge (planes) +5, Knowledge (religion) +14, 
Spellcraft +14; Combat Casting, Empower Spell, 
Eschew Materials, Extend Spell, Skill Focus 
(Spellcraft), Spell Mastery, Widen Spell. 
 
Equipment:  Dagger.  
 
Spells (4/5/5/4/3/2, DC 13 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good, true strike;  
2nd-level blindness/deafness (x2), spectral hand, 
summon swarm (rats), touch of idiocy;  
3rd-level fireball, lightning bolt, rage, vampiric 
touch;  
4th-level confusion, phantasmal killer, stoneskin;  
5th-level baleful polymorph, teleport. 
. 
 
w Flame Cultist Priest, Clr9: CR 9; Medium 
humanoid (human); HD 9d8+9; hp 67; Init +1 (+1 
Dex); Spd 30 ft.; AC 15 (+4 chain shirt, +1 Dex), 
touch AC 11, flatfooted 14; BAB/Grapple +6/+7; 
Atk: +2 heavy flail +9 melee (1d10+3, 19-20/x2); 
Full Atk: Heavy flail +9/+4 melee (1d10+3, 19-
20/x2); Space/Reach: 5 ft./5 ft.; SQ Rebuke 
undead; AL NE; SV Fort +7, Ref +4, Will +10; Str 
12, Dex 12, Con 12, Int 14, Wis 17, Cha 12. 
 
Skills and Feats: Concentration +15, Heal +14, 
Knowledge (planes) +14, Knowledge (religion) 
+15, Spellcraft +15; Blind-Fight, Empower Spell, 
Quicken Spell, Skill Focus (Concentration), Spell 
Penetration. 
 

Equipment:  Chain shirt, +2 heavy flail, dagger, 
holy symbol. 
 
Spells (6/6/6/5/3/2, DC 13 + spell level, DC 14 + 
spell level for evil spells) (Domains: Evil, 
Trickery):   
0-level cure minor wounds (x3), guidance, 
resistance (x2);  
1st-level bless, cure light wounds, divine favor, 
doom, entropic shield, protection from good*;  
2nd-level blindness/deafness, darkness, enthrall, 
invisibility*, silence, sound burst;  
3rd-level crushing despair, displacement, haste, 
nondetection*, slow;  
4th-level confusion*, divine power, poison;  
5th-level dispel good, false vision*. 
 
 
w Flame Cultist Fighter, Ftr9 (2): CR 9; 
Medium humanoid (human); HD 9d10+24; hp 93; 
Init +5 (+4 Improved Initiative, +1 Dex); Spd 20 
ft.; AC 17 (+6 banded mail, +1 Dex), touch AC 11, 
flatfooted 16; BAB/Grapple +9/+13; Atk: 
Longsword +14 melee (1d8+6, 19-20/x2); Full 
Atk: Longsword +14/+9 melee (1d8+6, 19-20/x2); 
Space/Reach: 5 ft./5 ft.; AL N; SV Fort +8, Ref +7, 
Will +4; Str 18, Dex 12, Con 14, Int 11, Wis 12, 
Cha 11. 
 
Skills and Feats: Climb +0, Handle Animal  +3, 
Intimidate +4, Jump +0, Listen +5, Spot +5, Ride 
+4; Back-to-Back, Blind Fight, Dodge, Improved 
Initiative, Lightning Reflexes, Power Attack, 
Toughness (x2), Weapon Focus (longsword), 
Weapon Specialization (longsword). 
 
Equipment:  Banded mail, longsword 
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ATL 11   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz12: CR 12; Medium humanoid 
(human); HD 12d4+15; hp 53; Init +2 (+2 Dex); 
Spd 30 ft.; AC 16 (+4 mage armor, +2 Dex), touch 
AC 12, flatfooted 14; BAB/Grapple +6/+6; Atk: 
Dagger +6 melee (1d4); Full Atk: Dagger +6/+1 
melee (1d4); Space/Reach: 5 ft./5 ft.; AL NE; SV 
Fort +5, Ref +6, Will +10; Str 10, Dex 14, Con 12, 
Int 18, Wis 14, Cha 12. 
 
Skills and Feats: Concentration +14, Decipher 
Script +17, Heal +9, Knowledge (arcana) +17, 
Knowledge (planes) +8, Knowledge (religion) +15, 
Spellcraft +17; Combat Casting, Empower Spell, 
Eschew Materials, Extend Spell, Skill Focus 
(Spellcraft), Spell Mastery, Toughness, Widen 
Spell. 
 
Equipment:  Dagger.  
 
Spells (4/5/5/5/4/3/2, DC 14 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good, true strike;  
2nd-level blindness/deafness (x2), spectral hand, 
summon swarm, touch of idiocy;  
3rd-level blink, fireball, lightning bolt, rage, 
vampiric touch;  
4th-level confusion, enervation, phantasmal killer, 
stoneskin;  
5th-level baleful polymorph, teleport, wall of force;  
6th-level mislead, transformation. 
 
 
w Flame Cultist Priest, Clr11: CR 11; Medium 
humanoid (human); HD 11d8+11; hp 81; Init +1 
(+1 Dex); Spd 30 ft.; AC 15 (+4 chain shirt, +1 
Dex), touch AC 11, flatfooted 14; BAB/Grapple 
+8/+9; Atk: +2 heavy flail +11 melee (1d10+3, 19-
20/x2); Full Atk: +2 heavy flail +11/+6 melee 
(1d10+3, 19-20/x2); Space/Reach: 5 ft./5 ft.; SQ 
Rebuke undead; AL NE; SV Fort +8, Ref +4, Will 
+10; Str 12, Dex 12, Con 12, Int 14, Wis 17, Cha 
12. 
 
Skills and Feats: Concentration +17, Heal +16, 
Knowledge (planes) +16, Knowledge (religion) 

+17, Spellcraft +17; Blind-Fight, Empower Spell, 
Quicken Spell, Skill Focus (Concentration), Spell 
Penetration. 
 
Equipment:  Chain shirt, +2 heavy flail, dagger, 
holy symbol. 
 
Spells (6/7/6/6/4/3/2DC 13 + spell level, DC 14 + 
spell level for evil spells) (Domains: Evil, 
Trickery):   
0-level cure minor wounds (x3), guidance, 
resistance (x2);  
1st-level bless, cure light wounds, divine favor, 
doom (x2), entropic shield, protection from good*;  
2nd-level blindness/deafness, darkness, enthrall, 
invisibility*, silence, sound burst;  
3rd-level crushing despair, displacement, haste, 
invisibility purge, nondetection*, slow;  
4th-level confusion*, divine power, poison, spell 
immunity;  
5th-level dispel good, false vision*, flame strike;  
6th-level blade barrier, mislead*. 
 
 
w Flame Cultist Fighter, Ftr11 (2): CR 11; 
Medium humanoid (human); HD 11d10+28; hp 
111; Init +5 (+4 Improved Initiative, +1 Dex); Spd 
20 ft.; AC 17 (+6 banded mail, +1 Dex), touch AC 
11, flatfooted 16; BAB/Grapple +11/+15; Atk: 
Longsword +16 melee (1d8+6, 19-20/x2); Full 
Atk: Longsword +16/+11/+6 melee (1d8+6, 19-
20/x2); Space/Reach: 5 ft./5 ft.; AL N; SV Fort +9, 
Ref +7, Will +4; Str 18, Dex 12, Con 14, Int 11, 
Wis 12, Cha 11. 
Skills and Feats: Climb +0, Handle Animal  +3, 
Intimidate +6, Jump +0, Listen +6, Spot +6, Ride 
+4; Back-to-Back, Blind Fight, Cleave, Dodge, 
Improved Initiative, Lightning Reflexes, Power 
Attack, Toughness (x2), Weapon Focus 
(longsword), Weapon Specialization (longsword). 
Equipment:  Banded mail, longsword  
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ATL 13   
w Flame Cultist Wizard (2 – Soren & 
Temmet), Wiz14: CR 14; Medium humanoid 
(human); HD 14d4+17; hp 61; Init +2 (+2 Dex); 
Spd 30 ft.; AC 16 (+4 mage armor, +2 Dex), touch 
AC 12, flatfooted 14; BAB/Grapple +7/+7; Atk: 
Dagger +7 melee (1d4); Full Atk: Dagger +7/+2 
melee (1d4); Space/Reach: 5 ft./5 ft.; AL NE; SV 
Fort +5, Ref +6, Will +11; Str 10, Dex 14, Con 12, 
Int 18, Wis 14, Cha 12. 
 
Skills and Feats: Concentration +16, Decipher 
Script +18, Heal +11, Knowledge (arcana) +18, 
Knowledge (planes) +13, Knowledge (religion) 
+18, Spellcraft +20; Combat Casting, Empower 
Spell, Eschew Materials, Extend Spell, Skill Focus 
(Spellcraft), Spell Mastery, Toughness, Widen 
Spell. 
 
Equipment:  Dagger.  
 
Spells (4/5/5/5/5/3/3/2, DC 14 + spell level):   
0-level ray of frost (4);  
1st-level mage armor, magic missile (x2), 
protection from good, true strike;  
2nd-level blindness/deafness (x2), spectral hand, 
summon swarm, touch of idiocy;  
3rd-level blink, fireball, lightning bolt, rage, 
vampiric touch;  
4th-level confusion, enervation, fire shield, 
phantasmal killer, stoneskin;  
5th-level baleful polymorph, teleport, wall of force;  
6th-level chain lightning, mislead, transformation;  
7th-level mage’s sword, reverse gravity. 
 
 
w Flame Cultist Priest, Clr13: CR 13; Medium 
humanoid (human); HD 13d8+13; hp 95; Init +5 
(+4 Improved Initiative, +1 Dex); Spd 30 ft.; AC 
15 (+4 chain shirt, +1 Dex), touch AC 11, 
flatfooted 14; BAB/Grapple +9/+10; Atk: +2 
heavy flail +12 melee (1d10+3, 19-20/x2); Full 
Atk: +2 heavy flail +12/+7 melee (1d10+4, 19-
20/x2); Space/Reach: 5 ft./5 ft.; SQ Rebuke 
undead; AL NE; SV Fort +9, Ref +5, Will +12; Str 
12, Dex 12, Con 12, Int 14, Wis 18, Cha 12. 
 
Skills and Feats: Concentration +20, Heal +20, 

Knowledge (planes) +17, Knowledge (religion) 
+17, Spellcraft +20; Blind-Fight, Empower Spell, 
Improved Initiative, Quicken Spell, Skill Focus 
(Concentration), Spell Penetration. 
 
Equipment:  Chain shirt, +2 heavy flail, dagger, 
holy symbol. 
 
Spells (6/7/7/6/6/4/3/2, DC 14 + spell level, DC 15 
+ spell level for evil spells) (Domains: Evil, 
Trickery):   
0-level cure minor wounds (x3), guidance, 
resistance (x2);  
1st-level bless, cure light wounds, divine favor, 
doom (x2), entropic shield, protection from good*;  
2nd-level blindness/deafness (x2), darkness, 
enthrall, invisibility*, silence, sound burst;  
3rd-level crushing despair, displacement, haste, 
invisibility purge, nondetection*, slow;  
4th-level confusion*, dismissal, divine power, 
poison (x2), spell immunity;  
5th-level dispel good, false vision*, flame strike, 
righteous might;  
6th-level blade barrier, harm, mislead*;  
7th-level blasphemy*, resurrection. 
 
 
w Flame Cultist Fighter, Ftr13 (2): CR 13; 
Medium humanoid (human); HD 13d10+32; hp 
129; Init +5 (+4 Improved Initiative, +1 Dex); Spd 
20 ft.; AC 17 (+6 banded mail, +1 Dex), touch AC 
11, flatfooted 16; BAB/Grapple +13/+17; Atk: 
Longsword +18 melee (1d8+6, 17-20/x2); Full 
Atk: Longsword +18/+13/+8 melee (1d8+6, 17-
20/x2); Space/Reach: 5 ft./5 ft.; AL N; SV Fort 
+10, Ref +7, Will +4; Str 19, Dex 12, Con 14, Int 
11, Wis 12, Cha 11. 
 
Skills and Feats: Climb +0, Handle Animal  +3, 
Intimidate +7, Jump +0, Listen +7, Spot +7, Ride 
+4; Back-to-Back, Blind Fight, Cleave, Dodge, 
Great Cleave, Improved Critical (Longsword), 
Improved Initiative, Lightning Reflexes, Power 
Attack, Toughness (x2), Weapon Focus 
(longsword), Weapon Specialization (longsword). 
 
Equipment:  Banded mail, longsword 
   



LSJ46 The End of Innocence                                                          Page 55 
   

  

Resolution 
 
¾ If the PCs succeeded in convincing Tepesch to 

aid them against the Blood Mages GO TO 
Epilogue A. 

 
¾ If the PCs are able to defeat the Blood Mages 

and capture or kill Tepesch GO TO Epilogue 
B. 

 
¾ If Tepesch and the Blood Mages escape from 

the temple GO TO Epilogue C. 
 
¾ If all of the PCs are defeated by Tepesch and 

the Blood Mages GO TO Epilogue D. 
 
 

Epilogue A – Dark Bargain 
 
In keeping with the terms of your agreement, 
Tepesch takes those followers who wish to 
accompany him and quietly departs the Shining 
Jewel for locations unknown.  The teens, still 
deeply traumatized by their recent ordeal, are 
slowly recovering under the watchful eye of their 
families and the Quorum of Faith. 
 
Though troubled that such a person could be 
walking free, a risk to the good people of Raia, 
authorities in Amthydor are nevertheless pleased 
that Tepesch is no longer a threat to their city.  
No public explanation is made, and most of the 
populace remains oblivious to what has occurred 
in their midst, their innocence intact, for the 
moment. 
 
Olivia may or may not be among the surviving 
teens, based upon the exact terms of the PCs’ 
agreement with Tepesch. 
 
If the PCs are able to prevent Mosher from 
escaping with the brazier then it will be seized and 
entered into evidence by the Diamond Legion.  A 
few days later, rumors will quietly circulate that 
the evidence room was broken into and the brazier 
is now missing. 
 

THUS ENDS “THE END OF 
INNOCENCE” 

 
TIME UNIT COST: 5 TU 

 
 

Epilogue B – Glory & Honor 
 
The reception in your honor is discreet and 
subdued, but the gratitude is sincere and the 
rewards are real.  The Diamond Legion has kept 
a lid on rumors of what took place, not wanting to 
panic the people of Amthydor.  Empty buildings 
throughout the city are being carefully searched, 
and sewers inspected and secured.  Warnings 
have gone out to towns and cities across the Free 
Lands, warning them of Tepesch and his 
followers.  The innocence of youth has been 
shattered, and with it the innocence of the 
Shining Jewel.  
 
 
If the PCs are able to prevent Mosher from 
escaping with the brazier then it will be seized and 
entered into evidence by the Diamond Legion.  A 
few days later, rumors will quietly circulate that 
the evidence room was broken into and the brazier 
is now missing. 
 

THUS ENDS “THE END OF 
INNOCENCE” 

 
TIME UNIT COST: 5 TU 

 
 

Epilogue C – The Painful Truth 
 
No sign of the Cult of the Enlightened Flame 
remains when the Diamond Legion arrives to 
secure the scene of the battle beneath the streets 
of Amthydor.  Empty buildings throughout the 
city are being carefully searched, and sewers 
inspected and secured.  Warnings have gone out 
to towns and cities across the Free Lands, 
warning them of Tepesch and his followers.  The 
innocence of youth has been shattered, and with 
it the innocence of the Shining Jewel.  
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If the PCs are able to prevent Mosher from 
escaping with the brazier then it will be seized and 
entered into evidence by the Diamond Legion.  A 
few days’ later rumors will quietly circulate that 
the evidence room was broken into and the brazier 
is now missing. 
 

THUS ENDS “THE END OF 
INNOCENCE” 

 
 

TIME UNIT COST: 5 TU 
 
 
Epilogue D – For the Good of the 

Many 
 
Out of gratitude for their efforts to defend the 
youth of Amthydor, the Quorum of Faith, city 
authorities and the families of the teens have all 
contributed to the cost of having the heroes raised 
from the dead.  While each PC raised will lose a 
level, they will be alive and it won’t cost them 
anything. 
 
Rumors have spread quickly in the three days 
since your battle with Tepesch and the Blood 
Mages.  All of Amthydor is alert, and every citizen 
is talking about the tragedy that unfolded 
unnoticed in their midst.  Even young children 
shy away from the slightest attention of grown 
ups, clinging tightly to their parents, their 
innocence taken from them far too soon. 
 
If the PCs are able to prevent Mosher from 
escaping with the brazier then it will be seized and 
entered into evidence by the Diamond Legion.  A 
few days later, rumors will quietly circulate that 
the evidence room was broken into and the brazier 
is now missing. 

 

THUS ENDS “THE END OF 
INNOCENCE” 

 
TIME UNIT COST: 5 TU 
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EXPERIENCE POINT SUMMARY 
 

Total the XP earned from the following: 
 

  ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 ATL 11 ATL 13 
 Encounter 1               
Visiting and getting clues from at least 3 of 
the children’s homes 

25 25 25 25 25 25 25 

 
Encounter 5               
Defeating the villains 75 150 225 300 375 450 525 
 
 
 
Getting info from the bard about Tepesh 
and  the missing teens  

25 25 25 25 25 25 25 

        
Encounter 6               
Getting info on the missing teens from 
their friends (25 xp each, maximum 100 ) 

100 100 100 100 100 100 100 

Helping Jennel 25 25 25 25 25 25 25 
                
Encounter 9               
Dealing with the trap (disarming it or 
activating it ☺) 

25 50 75 100 125 150 175 

    
Rescuing the prisoners 25 50 75 100 125 150 175 
Encounter 10               
Saving the children 25 25 25 25 25 25 25 
Defeating the villains 75 150 225 300 375 450 525 
Discretionary Role Playing Award 100 100 100 100 100 100 100 
Maximum Possible XP 500 700 900 1,100 1,300 1,500 1,700 
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TREASURE SUMMARY 

 
If it’s not on this list, the PCs cannot keep it. 
 
Encounter 5 
¾ Bracers of Armor (1 available) Sale value 

550 gp (Value: 1100 gp, Size: Small, 
Tradable: Yes, Rarity: Common, Legality: 
Legal). 
ATL 1 - 5      Bracers +2 
ATL 7 - 13    Bracers +3  

 
¾ Cloak of Charisma (1 available) Sale value 

550 gp (Value: 1100 gp, Size: Small, 
Tradable: Yes, Rarity: Common, Legality: 
Legal). 
ATL 1-7    Cloak of Charisma +2 
ATL 9-13  Cloak of Charisma +4  
 

¾ Crossbow (1 available) Sale value 550 gp 
(Value: 1100 gp, Size: Small, Tradable: 
Yes, Rarity: Common, Legality: Legal). 
ATL 1-3      Masterwork Light Crossbow 
ATL 5 - 9  Light Crossbow +1 

 ATL 11 - 13  Light Crossbow +2 
 

¾ Sale value of mundane equipment 
ATL 1 & 3 – 146.5 gp   
ATL 5 – 221.5 gp 

  ATL 7 & 9 – 296.5 gp 
ATL 11 & 13 – 396.5 gp 
 

 Encounter 9 
¾ 500 gp precious gems 
 

¾ Potion of Glibness (2 available) Sale value 
550 gp (Value: 1100 gp, Size: Small, 
Tradable: Yes, Rarity: Uncommon, 
Legality: Legal, Caster Level: 7th).  Each 
flask contains 4 doses of this potion. 

 
¾ Mosher’s Spellbook (1 available) (Value: 

9,900 gp, Size: Thick, Tradable: Yes, 
Rarity: Uncommon, Legality: Legal). Spell 
list is on the cert. 
 

Encounter 10 
 
¾ Keen Dagger +1 (1 available) Sale value 

550 gp (Value: 1100 gp, Size: Small, 
Tradable: Yes, Rarity: Uncommon, 
Legality: Legal). 

 
¾ Mithral Chain Shirt (1 available) Sale 

value 550 gp (Value: 1100 gp, Size: Small, 
Tradable: Yes, Rarity: Uncommon, 
Legality: Legal). 
ATL 1 - 5 – Masterwork mithral chain 

shirt   
ATL 7 - 9 – +1 mithral chain shirt 

  ATL 11 – 13 – +1 slick mithral chain shirt 
 
¾ Heavy Flail (1 available) Sale value 550 

gp (Value: 1100 gp, Size: Small, Tradable: 
Yes, Rarity: Uncommon, Legality: Legal). 
 
ATL 1- 5 – heavy flail +1 

  ATL 7 - 13 – heavy flail +2 
 
¾ Soren’s Spellbook (1 available) (Value: 

Varies, Size: Thick, Tradable: Yes, Rarity: 
Uncommon, Legality: Legal). Spell lists 
and values are on the cert. 

 
¾ Sale value of mundane equipment  

ATL 1 & 3 – 55.5 gp   
ATL 5, 7, 9, 11 & 13 – 368 gp 

 
 
Epilogue A 
¾ Notice of Tepesch/Favor (1 per PC) 
¾ Amthydoran Idol (1 per PC) 

 
Epilogue B 
¾ Notice of Tepesch/Disfavor (1 per PC) 
¾ Amthydoran Idol (1 per PC) 

 
Epilogue C 
¾ Notice of Tepesch/Disfavor (1 per PC, 

ONLY if Tepesch is alive; if dead, ignore 
this cert) 
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Amthydoran Idol (1 per PC) 
 
 
Epilogue D 
¾ No special favor certs. 

 

Certificate Detail: 

¾ Notice of Tepesch (1 per PC): You 
encountered the individual known as Tepesch. 
It was an interesting encounter, and has the 
following consequences. Check only one box 
below to indicate his reaction. 

� Favor of Tepesch: You aided the half-fiend 
Tepesch and for that he is grateful.  You parted 
on good terms and his gratitude may take the 
form of a future favor in a future Legends of 
the Shining Jewel scenario. 

� Disfavor of Tepesch: You interfered in the 
schemes of the half-fiend Tepesch. Probably 
not a safe career move.  Expect him to seek 
you out an exact his revenge in a future 
Legends of the Shining Jewel scenario. 

(Value: Priceless, Size: N/A, Tradable: No, 
Rarity: Common, Legality: Legal).   

¾ Amthydoran Idol! (one per PC): You rescued 
a number of teenagers from a serious threat.  
Word travels fast, and before you know it, 
every teenager in Amthydor is singing your 
praises!  This grants you a +5 circumstance 
bonus to all Charisma-based checks and skill 
checks when dealing with teenagers of 
Amthydor! 

However, we all know what short attention 
spans teenagers have, so this bonus only lasts 
for 15 TU before someone else wins their 
adulation and they forget all about you!   

Check off one box below for each TU in which 
you play this character in an LSJ scenario. This 
is done at the end of the adventure (not 
including The End of Innocence).  When no 
boxes are left, you lose the bonus described 
above. But save this certificate, it might be 
useful in the future. 

��������������� 

(Value: Priceless, Size: N/A, Tradable: No, 
Rarity: Common, Legality: Legal).   
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Critical Event Summary: The End of Innocence 
 
Convention: ____________________ Date: ___________________________  
 
1. Was the ritual stopped?       Yes No 
  
2.  If no, is it because the PCs ran out of time?  Yes No 
 
3. Tepecsh’s status at end of module (Please Circle 1) 
Alive in Amthydor  Dead  Left Amthydor  Captured   

 
4.  Was Jennel turned back to normal ?   Yes No 
   
5. Did the PCs rescue Rhianna?    Yes No 
 
6. Mosher’s status at end of module (Please Circle 1) 
 

Escaped with Brazier Dead  Escaped without Brazier Captured  
  

7. Did the PCs recover the brazier?    Yes No 
  
8.  If yes, what did they do with the brazier?   
 
9. Status of the children? (Please circle 1 for each child) 
 

Aislin  Alive  Dead  In Custody 
Bellen  Alive  Dead  In Custody 
Creese  Alive  Dead  In Custody 
Malak  Alive  Dead  In Custody 
Olivia  Alive  Dead  In Custody 
Rober  Alive  Dead  In Custody 

 
 
10.  Note any other important information on the back of this form (PC arrests, etc.). 
 
 
 
 
 
 
 
Return this form to: David Samuels, 2722 East 64th Street, Brooklyn, NY 11234, or by e-mail to 
lsj-modsummary@theshiningjewel.com . 
 

mailto:lsj-modsummary@theshiningjewel.com
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Player Handout # 1 
 

The Young People 
 
¾ Aislin, age 15, half elf female.  Aislin and her twin brother Arden are being raised by 

their widower father, a master gemcutter.   The family lives in the Merchants’ District.  
Aislin volunteers a few afternoons each week for the temple’s literacy program for 
children and illiterate immigrants.  She told her father that that was where she was going 
the previous day when she was last seen. The family worships Kalek, the god of crafting.  
Her closest friends are Bellen, Jennel, Lynnet, Malak and Riva. 

 
¾ Bellen, age 15, human male.  Bellen lives with his parents and older brother in an 

apartment above their wine and cheese shop in one of the better neighborhoods of the 
Merchants District.  His brother Denrik saw him last the previous morning, as Bellen 
was leaving for his music lessons at the Greyson Institute. Though the family worships 
Cerion, Bellen follows Glissande, goddess of music, and aspires to become a famous bard.  
His closest friends are Aislin, Arden, Creese, Jennel and Malak. 

 
¾ Creese, age 16, human male.  Creese helps his parents run their Port District inn, the 

Dancing Dragon. He had permission to visit with his friends the previous afternoon, 
provided that he returned home no later than the last hour before midnight.  His closest 
friends are Bellen, Falene, Jennel and Rober. 

 
¾ Malak, age 16, human male.  Malak lives in the Staff District with his parents and two 

younger sisters. He is an acolyte studying to follow in the footsteps of both his parents 
and become a cleric of Destine, the goddess of knowledge.  He was last seen the previous 
morning when he left for the temple and his classes.  His closest friends are Aislin, 
Arden, Bellen, Jennel and Lynnet. 

 
¾ Olivia, age 16, human female.  She is the only child of a well-to-do merchant and his wife.  

The family lives in the Merchants District.  Olivia studied herbal healing, and is 
betrothed to marry the oldest son of another successful merchant family.  She was last 
seen by her parents the previous morning, when she told them that she was going to visit 
her betrothed.  The family worships Lucor, the god of merchants, but Olivia has a 
preference for the faith of Ayla, the goddess of plants.  Her closest friends are Harras, 
Jennel, Riva and Rober. 

 
¾ Rober, age 17, human male.  Rober’s guardian is his maternal uncle, a blacksmith to 

whom Rober is also apprenticed.  They live above the smithy in the Adventurers’ 
District.  He shows a natural talent for the trade, and is diligent in his studies.  He also 
volunteers regularly serving meals at the Boiling Pot soup kitchen. He told his uncle that 
he had plans the previous day to volunteer on a youth temple project with several of his 
friends.  The family worships Lohm, god of earth and metals.  His closest friends are 
Creese, Falene, Harras, Jennel and Olivia. 
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Player Handout # 2 

 
Aislin’s Diary 

 
Bellen and Rober have been full of strange ideas lately.  Frankly I’m a little worried about them.  
Rober used to be so focused on his apprenticeship, but ever since he met up with those new friends of 
his all he talks about is how adults judge him and hold him back because they’re jealous of his talent. 
 
 
Bellen played at the Flagon tonight and he was absolutely amazing!  I mean, he has always been good, 
but tonight he was incredible.  He was even better than High Lady Alyssa.  He said that it was all 
thanks to Tepesch and that he couldn’t believe that he had wasted so much time following his parents’ 
‘false religion’. 
 
 
I went with the others tonight and met the priests.  Brother Soren made everything so clear.  I 
understand now what they find so intriguing about the Flame.  I don’t know why I followed my 
parents’ wishes like a sheep for so long.  We must all forge our own paths, to our best benefit, and not 
allow ourselves to be held back by the petty jealousies and control of those around us.   
 
 
 
____________________________________________________________________________________________________________ 
 
 
 

Player Handout # 3 
 

Olivia’s Diary 
 
I can’t believe that my parents arranged for me to marry Ebor!  Fusty old Ebor, how dare they!  Bellen 
is right.  My parents cannot rule my life.  I want to be free to make my own decisions and choose my 
own husband.     I know that I could do so much better than a boring merchant. 
 
 
Tonight at the Flagon was incredible!   After we left the club I went with Bellen to meet with his new 
friends.  Now I know where he has been getting all of these new ideas.  I wish that he’d invited me 
sooner.  The priests have the answers to everything.  They understand so much better than my parents.  
 
 
Jennel tried again this morning to convince me that marrying him was a huge mistake, that there was 
something wrong.  She’s just jealous that Soren and the other priests chose me.   After the ceremony 
tomorrow night, she’ll know.  Everyone will know.  Tepesch will show them all, and I will be the bride 
of the most powerful figure in the Free Lands. 
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Player Handout # 4 

 
Siobhan’s Visions 

Vision #1 
A white dove, wings poised for flight, a crimson flower blossoming upon its breast. 
 
Vision #2 
Shadowed forms slake their thirst from a crimson fountain while pale motionless figures litter the 
ground around them.  The dark forms begin to glow with a crimson light, growing larger until they 
cover the city and spread across the land. 
 
Vision #3 
A forge’s flame glows around a tiny object, sparking brightly in the dark.  The flame fades, leaving a 
glowing band of gold.  As the light fades, esoteric runes can be seen running around the band, glowing 
with magick power. Beyond the forge flame, a golden brazier set with gemstones reflects the hellish red 
light. 
 
Vision #4 
Midway down a brick-paved street filled with closely spaced buildings is a large box-like void in the 
carpet of yellow roofs spread out below. 
 
Vision #5 
A trio of indistinct humanoid figures, the one in the center turns first to the figure on its right, 
extending its arms in entreaty.  Rather than finding welcome it is pushed away.  It turns next to the left 
and largest of the creatures, this one with what appear to be large wings, and is again rejected.  Flames 
rise up, obscuring the figures.  The flames subside, showing the central figure, now alone, seated upon 
a throne as a new group of humanoids come forward and bow down in supplication.  Again the flames 
cover the scene and then withdraw, leaving the figure, seated on its throne, surrounded by a group of 
advisors.  As one the advisors turn on the figure, ripping it apart in a wild frenzy as the image shatters 
into blackness. 
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Player Handout # 5 
 
 

 
 
My Saer, 
 
Preparations are in place to ensure our success.  We will strike at the height of the ceremony.  That 
fool Tepesch suspects nothing.  He still believes that we are devoted to completing his goals, and those 
foolish teens only feed his sense of security.  We are holding sufficient resources to power the 
necessary spells, and will not need to gather additional captives for the purpose. 
 
  Soren      
 
 
 
 
 
 
 
 
 
_____________________________________________________________________________________________________________________ 
 
 
 
 
 

Player Handout # 6 
 
 

 
 

HP 
Coopers Row     Services District 

Midnight 
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GM Aid # 1 
 

Appendix A:  Blood Mage Prestige Class (NPCs Only) 
 
In the endless quest for new sources of power to feed their arcane abilities, the cruelest of Pyrroth’s mages have mastered the dark art of Blood 
Magic, the practice of using the life force of another living creature to enhance a wizard’s power.  Sorcerer Blood Mages are extremely rare, and 
no elf would engage in such a foul practice. 
     Hit Die:  d4 
 
REQUIREMENTS 
To qualify to become a Blood Mage (BMg), a character must fulfill the following criteria. 
Alignment:  Any Evil 
Skills: Knowledge (arcana) 8 ranks, Spellcraft 8 ranks 
Feats: Any two metamagic feats, Skill Focus (Concentration or Spellcraft). 
Spells:  Ability to cast 4th level arcane spells, may not have Necromancy as a banned school. 
 
CLASS SKILLS 
The class skills of a Blood Mage (and the key ability for each skill) are:  Concentration (Con), Craft (Int), Decipher Script (Int), Heal (Wis), 
Knowledge (arcana) (Int), Knowledge (nature) (Int), Knowledge (religion) (Int), Knowledge (planes) (Int), Spellcraft (Int). 
 
Skill Points at Each Level:  2 + Int modifier 
 
CLASS FEATURES 
The following are class features of the Bloodmage prestige class. 
Weapon and Armor proficiency:  A Bloodmage gains no weapon or armor proficiencies. 
Spells per Day:  At 1st level in this prestige class and at each Blood Mage level thereafter the character gains new spells per day as if she has 
also gained a level in an arcane spellcasting class to which she belonged before adding the prestige class level.  She does not, however, gain any 
other benefit a character of that class would have gained (metamagic or item creation feats and so on).  If the character had more than one arcane 
spellcasting class before becoming a Blood Mage, the player must decide to which class to add each Blood Mage level for the purpose of 
determining spells per day. 
Spell Enhancement:  At 1st level a Blood Mage has the ability to use a blood sacrifice to apply a metamagic feat without raising the level of the 
spell being cast.  The metamagic feat must be chosen at the time the ability is gained, and may not be changed.  At 3rd and 5th levels the Blood 
Mage may modify an additional metamagic feat in this manner.   The Blood Mage may use their own blood or that of a willing victim.  The 
sacrifice suffers temporary Constitution damage equal to the number of levels the chosen metamagic feat would raise the original spell, plus hit 
point damage equal to the spell’s original level.  If the Blood Mage is using her own blood for the sacrifice she must succeed at a Concentration 
check to overcome the distraction caused by the pain.  If another creature serves as the sacrifice and has insufficient Constitution and/or Hit 
Points to absorb the damage then the Blood Mage suffers any remaining damage and must make a Concentration check as above.  The source of 
the sacrifice must be a living creature, and may not be a construct, ooze or undead. 
A Blood Mage may not enhance a spell to a level that she cannot normally cast.  The Blood Mage must have the metamagic feat being used.   
Lesser Sacrifice:  At 2nd level the Blood Mage may use an unwilling victim for the sacrifice.  The Blood Mage must succeed at a melee touch 
attack against a victim who has already suffered at least one hit point of damage.  The victim must make a successful Fortitude save (DC 10 + the 
Blood Mage’s caster level) or take damage as the donor for the Spell Enhancement.  If the victim succeeds on the saving throw then the Blood 
Mage takes the damage and must make a Concentration skill check (DC 15 + damage + spell level) or lose the spell.  Only one metamagic feat at 
a time may be used to modify a spell in this fashion. 
Greater Sacrifice:  At 4th level a Blood Mage may apply multiple metamagic feats to a spell enhanced using an unwilling victim. 
Spell Pool:  At 5th level the Blood Mage may take a blood sacrifice to power additional spells per day.  The Blood Mage may add a portion of the 
donor’s blood to a special potion and drink the contents.  The Blood Mage may drain a number of hit points from the donor and inflict temporary 
Constitution damage equal to the Blood Mage’s total arcane caster levels.  If the donor’s Constitution reaches 0 he or she dies.  The Blood Mage 
may then cast additional spell levels that day equal to the Constitution damage suffered by the donor. 
 
 
 
  Fort Ref Will 
Levels BAB Save Save Save Special   Spells per Day 
1st +0 +0 +0 +2 Spell Enhancement  +1 level of arcane spellcasting class  
2nd +1 +0 +0 +3 Lesser Sacrifice  +1 level of arcane spellcasting class 
3rd +1 +1 +1 +3 Spell Enhancement  +1 level of arcane spellcasting class  
4th +2 +1 +1 +4 Greater Sacrifice  +1 level of arcane spellcasting class 
5th +2 +1 +1 +4 Spell Enhancement, +1 level of arcane spellcasting class 
     Spell Pool 
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GM Aid # 2 
 

Appendix B: Feats 
 
Back-to-Back 
You are skilled at fighting back-to-back with a 
trusted ally. 
Prerequisites: Base attack bonus +1. 
Benefit: When you are adjacent to an ally who also 
has the Back-to-Back feat, you cannot be flanked 
except by a rogue who is 4 levels higher than your 
character level. 
 
Descant 
You have learned the subtle art of slipping your own 
effects into someone else’s song. 
Prerequisites: Bardic music ability, countersong 
ability. 
Benefit: Rather than negating a song, a bard with the 
Descant feat can attempt to ‘overlay’ his own song 
over another bard’s. The two bards make opposed 
Perform skill checks; the bard with the highest result 
has his song take effect. The loser’s song has no 
effect whatsoever. 
Normal: Everyone within 30 ft. of the bard may use 
the bard’s Perform skill check in place of their saving 
throw against sonic or language-dependent magical 
effects. 
 
Lingering Melody 
Your bardic song powers last longer than normal. 
Prerequisite: Bardic song ability. 
Benefit: This feat doubles the duration of bardic song 
powers that continue after the bard stops 
concentrating to maintain them. It does not increase 
the time a bard can spend concentrating to maintain a 
bardic song. 
Use of this feat requires the spending of one 
additional bardic song use. 
Note: This feat can only be applied to bardic song 
powers that specifically state that the effects continue 
after the bard stops performing, such as Fascinate. 
 
Pied Piper 
It is said that music can soothe the savage beast. 
Some bards have learned to do a lot more than that; 
rumor tells of bards who are capable of calling upon 
sufficient magical force to invest an animal with a 
part of themselves, making the animal into a familiar. 
Prerequisites: Handle Animal 2 ranks, bardic music 
ability. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



GM Aid # 3 
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GM Aid # 4 
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GM Aid # 5 
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GM Aid # 6 
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Please send completed form to: 
David Santana, 61 Beacon 

Avenue, 1st Floor, Jersey City, 
NJ 07306, or email to 

 lsj-
roster@theshiningjewel.com. 

 
Roster of Heroes: The End of Innocence 

Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          
Class:        Level:        Region/City:        
Special items or comments:        
Gained a level:   Out of Play:   Dead:  Lost level(s):  
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