
LLLSSSJJJ   
777999    

AA  BBiirrdd  iinn  tthhee  HHaanndd 
  
 

BByy  CCaattiiee  SSttrraaiittoonn  
 

A One-Round Adventure for the Legends of the Shining Jewel Campaign 
 
 
Accusations are being made, secrets are being hidden, people are dying and 
someone may not be who they claim.  Can you learn the truth before anyone else is 
hurt?  For heroes of levels 1-15. 
 
 

(Updated February 2010) 
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WWEELLCCOOMMEE  TTOO  LLSSJJ!!  
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. 

CCAALLCCUULLAATTIINNGG  AATTLL  ((AAVVEERRAAGGEE  TTAABBLLEE  LLEEVVEELL))  
Add up the levels of all characters at the table (plus 
cohorts and entourages) and any animals that will take 
part in combat that are not granted by class features 
(such as familiars, animal companions, or bonded 
mounts).  Divide this total by 6, regardless of how many 
player characters are at the table.  This gives you the 
Average Table Level (ATL) for running combats. 

AA  NNOOTTEE  AABBOOUUTT  AATTLLSS  AANNDD  TTHHEE  PPOOWWEERR  OOFF  PPCCSS  
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). 

AABBOOUUTT  TTHHEE  MMOODDUULLEE  
"A Bird in the Hand" is a stand-alone event which 
takes place following the conclusion of the Elfwar.  
While not part of any series, it is best to play in the 
Portal Portents series Part 2 (LSJ53 “Double 
Jeopardy) and in the Dymora Trilogy Part 3 (LSJ67 
"Infinite Divergences") prior to playing this module 
for the sake of continuity.  But each module can be 
played unto themselves and can be played individually. 

LLIIFFEESSTTYYLLEE  IINN  LLSSJJ  
Player Characters have to spend money on many things 
during downtime: food, rent, repairs on weapons and 
armor, and other daily expenses.  In the LSJ Campaign 
this is reflected in Lifestyle Costs, which are paid at the 
start of every LSJ adventure.  See page 151 of the LSJ 
Campaign Guide. 

mailto:lsj-plots@theshiningjewel.com�
http://paizo.com/pathfinderRPG/compatibility�
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AADDVVEENNTTUURREE  BBAACCKKGGRROOUUNNDD  

Almost ten years ago, noble House Arawl, already 
experiencing financial troubles, was rocked first by 
the death of High Lady Oriel Arawl and then, just 
one year later, by the sudden deaths (in two 
separate incidents) of two of Lord Consul Magnus 
Arawl’s four children.   Lord Caucus Arawl, an 
incurable thrill-seeker, died in what a Diamond 
Legion investigation determined to be an 
unfortunate accident. Only a few months after her 
brother’s death, the Lord Consul’s beloved 
daughter Cardinal also perished through accidental 
misfortune.  Weeks later, grief stricken over the 
deaths of his wife and children and distraught over 
the declining fortunes of his House, Lord Consul 
Magnus Arawl summoned his remaining family 
together over dinner and dismissed the staff for the 
evening once the meal was served.  The following 
morning, servants found the entire family dead, 
still seated around the dining table, the meal only 
partly consumed.  It was ruled that the members of 
House Arawl died of poisoning, as part of a 
murder-suicide carried out by the distraught Lord 
Consul Magnus Arawl.  With no surviving 
legitimate blood relatives and the House all but 
bankrupt, the family’s few remaining assets 
reverted to the custody of the Lord Monarch. 
 
Recent events have resulted in the sudden and 
miraculous return of many of Amthydor’s 
previously deceased citizens, including the 
members of House Arawl who perished during that 
fateful final family meal and Lord Consul Magnus’ 
late wife High Lady Oriel Arawl.  The Lord 
Monarch has generously restored the family’s 
Nobility and much of their former property, and 
the Arawls are now focused on rebuilding their 
lives.   Conspicuous by their failure to reappear 
with the rest of the family are Lord Caucus and 
Lady Cardinal.   
 
While Caucus remains dead and buried, Cardinal 
in fact never died.  At the time of Cardinal’s 
supposed demise, Lady Consul Ellyn Reilly, an 
ally of the House, learned of a plot to assassinate 
the young noblewoman, and spirited her away to 
safety, while at the same time faking her accidental 
death.  Cardinal has been hiding out with House 

Reilly, under the assumed identity of a Reilly 
cousin, while attempting to learn who was behind 
the plot to murder her.   
 
This unknown enemy has taken advantage of the 
sudden reappearance of the Arawl family, and their 
desire to learn why Cardinal did not also reappear, 
by encouraging several Cardinal ‘pretenders’, 
young women claiming to be Cardinal Arawl and 
attempting to convince her family of their identity 
in order to gain access to their restored wealth and 
status.  The would-be assassin hopes that this 
parade of imposters will flush the real Lady 
Cardinal Arawl out of hiding so that his mission 
can finally be completed. 
 
Introduction – Lord Consul Magnus Arawl 
requests the PCs’ assistance in determining the fate 
of his daughter Cardinal. 
 
Encounter 1: The PCs may question former 
associates and employees of House Arawl, 
including the chamberlain, the commander of the 
House Guard and Cardinal’s childhood nurse.   
 
Encounter 2:  The PCs may visit the cemetery and 
the Arawl family crypt. 
 
Encounter 3: The PCs may look for answers at the 
Diamond Legion. 
 
Encounter 4: The PCs may question each of the 
women in the most recent group of candidates 
claiming to be Cardinal Arawl.   
 
Encounter 5: The PCs may look for answers at one 
or more of Amthydor’s temples. 
 
Encounter 6:  The PCs may visit House Arawl’s 
most prominent allies - House Allison, House 
Mour and House Reilly.   
 
Encounter 7: The PCs may attempt to question 
House Arawl’s most prominent detractors - House 
Erikas and House Jirin.   
 
Encounter 8: The PCs may seek out Jordan, the 
local bard who was in love with Cardinal before 
her ‘death’.  
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Encounter 9: The PCs may visit Blossom’s 
Blooms, the presumed source of the flowers left at 
the cemetery.  
 
Encounter 10: Following directions from Blossom, 
the PCs may investigate the apartment where the 
flowers are delivered each month.  The only clue to 
this location is Encounter 9. 
 
Encounter 11: The PCs may visit the art gallery 
selling works by Lady Cardinal Arawl.  
  
Encounter 12: The PCs may look for answers at 
the League of Thaumaturgical Studies. 
 
Encounter 13: The PCs may look for answers at 
the Society of Entertainers and Providers. 
 
Encounter 14: Putting together the pieces of the 
puzzle, the PCs may intercept the assassin in the 
act.   
 
Conclusion A – The heroes successfully stop the 
assassin, discovering the true Lady Cardinal Arawl 
and reuniting her safely with her family. 
 
Conclusion B – The heroes discover the true Lady 
Cardinal Arawl, but fail to prevent the assassin 
from completing his mission. 
 
Conclusion C – Though the heroes failed to 
discover the true Lady Cardinal Arawl, the assassin 
did not, and was able not only to complete his 
mission but to ensure that no one would ever be 
able to return her to life. 
 
 
IINNTTRROODDUUCCTTIIOONN  ––  AA  DDEEAADD  MMAANN’’SS  TTAALLEE  

NOTE – Even before the event begins the PCs are 
being watched.  Kadir, the assassin who originally 
attempted to kill Cardinal eight years ago, is back 
to finish the job, and he is counting on the PCs to 
lead him to his victim.  He has arranged for a small 
welcoming party to greet the PCs on their way to 
meet with Lord Consul Magnus Arawl where he is 
a guest at the estate of House Mour.  To avoid 
tipping off the players, ask for three (3) Perception 
checks from each PC (or cohort, familiar, etc) 

before presenting the introductory box text.  These 
Perception checks will determine if the PCs notice 
anything amiss prior to Kadir’s thugs attacking the 
party. 
 
Even after the initial combat, there is a 4 in 6 
chance (1-4 on a d6) during each Encounter that 
the PCs are being observed, either through 1) 
clairaudience/clairvoyance, 2) prying eyes or 3) 
greater scrying (all by a 15th level wizard), 4) an 
invisible familiar (Imp Consular) (Perception DC 
40). A result of 5-6 indicates that the PCs are not 
being observed in that Encounter. 
The sun is approaching its zenith and the streets 
are crowded as you pass along the Royal Way.  
While mysterious summons are nothing unusual, 
the missive that was delivered to your residence 
this morning is more unusual than most.  The 
sealed note contained a pass into Amthydor’s 
Nobles’ District, usable only today, at the hour of 
noon, for the purpose of visiting the estate of 
House Mour. 
Access into the Nobles’ District is restricted.  Only 
Amthydoran Nobles (not foreign nobles) may pass 
freely into the district.  All other characters 
(including members of the Diamond Legion) 
require a pass.  No explanation was offered in the 
note, and no mention of House Arawl, only a 
request to report to the Mour estate regarding 
possible employment. 
The four Legionnaires tasked with guarding the 
gates into the Nobles’ District barely twitch from 
their poses of attention as you approach the gates.  
A fifth Legionnaire stands next to a smaller entry 
point set into the wall next to the heavy iron gate.  
“Passes please.”      
If a PC Amthydoran noble is present, he will salute 
crisply and inquire if the others are part of the 
noble’s retinue.  Either way, they will have to 
surrender their passes. 
This is an ideal opportunity for the players to 
describe their PCs and conduct introductions. 
Taking your passes, he scrutinizes them carefully, 
examining them in minute detail before 
comparing them against a list.  After several 
minutes he nods to the two guards whose crossed 
halberds bar the entrance.  They raise their 
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weapons smartly as their companions open the 
gate to admit you. 
“Will you require directions?”        
Even Amthydoran noble PCs and those that they 
vouch for will have to endure a brief wait while 
their names and physical descriptions are matched 
to the list. PCs familiar with Legion procedure or 
the Nobles District will realize that this level of 
scrutiny is an increase from the already detailed 
security normally in place for the district.  If the 
PCs question this increased security the 
Legionnaire in charge at the gate will comment 
that they are simply being ‘proactive’, to prevent 
any untoward incidents.  In truth, there has been a 
recent rash of very high quality forged passes 
being presented.  The guards will permit the PCs to 
make their own way to House Mour, and will 
provide directions it the PCs need them [‘Proceed 
to the end of the lane, turn right, turn left at the 
pond, take the first right turn, the Mour estate will 
be on your left’]. 
Roaming patrols of Legionnaires, and servants 
and staff from the various Houses on errands for 
their employers nod politely in passing as you 
make your way among walled estates large and 
small, bound for the farthest corner of the 
Nobles’ District and the grand manor of House 
Mour.  Following the gray cobbled lane past a 
large decorative pond, you see a trio of other 
visitors, approaching from the direction of your 
destination and talking companionably amongst 
themselves as they draw closer to your group. 
The other group seems to be having an animated 
conversation, discussing a recent job offer and the 
person who attempted to hire them, using words 
like ‘ridiculous’, ‘crazy’ and ‘waste of time’.  If 
the PCs try to talk to them, they will mention that – 
“That crackpot Magnus Arawl just can’t get over 
the fact that she’s dead and she’s staying dead.  
He’s looking for suckers to go on some wild 
goose chase.  He was a nut before and he’s still a 
nut.”   
The trio will take advantage of the PCs’ curiosity, 
if possible, to get close to them before they attack. 
Noticing that the trio is something more than they 
appear is a DC 15+ATL Perception check.  While 
the attackers appears on the surface to be a group 
of unarmored companions, perhaps interviewing 

for (and refusing) the same mission that the PCs 
have been summoned for, they have in fact been 
sent by the opposition to stop the PCs from 
interfering in their own attempt to locate Cardinal.  
The trio is also not alone.  Additional attackers are 
concealed in the trees next to the pond, waiting to 
box the PCs in at a signal from their companions.  
Detecting the second set of attackers is a 
Perception check DC 20+ATL, as they have had 
ample opportunity to establish their ambush.   
Each of the attackers appears to be wearing a set of 
well made yet sturdy clothing, much like the PCs 
would wear when not actively adventuring, but 
which is actually glamered armor. 
A seventh opponent, a sorcerer using invisibility 
(or greater invisibility at higher ATLs), is perched 
on the wall surrounding the tree filled empty parcel 
across the lane from House Mour. 
The attackers can be any Medium PC race, as the 
GM prefers, since they are doppelgangers taking a 
form that would make them blend in with the 
population of Amthydor. 
This combat is designed not so much to eliminate 
the PCs, but to gauge their abilities and to convince 
them that there is something happening that is 
worthy of their investigation.  The PCs are meant 
to win, at least against the six main attackers, 
though the sorcerer may escape to tell Kadir about 
the extent of the potential threat posed by the 
abilities of the PCs. 
A roving Diamond Legion patrol in the district and 
guards from House Mour will arrive after 1d4+1 
rounds (or sooner, if the PCs are at serious risk, 
later if the PCs are making short work of the 
combat), quickly and efficiently encircling the 
party and their attackers, and signaling the end of 
the combat.   
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ATL 1 
Lesser Doppelganger Sorcerer   
N Medium monstrous humanoid (shapechanger) 
Sor 1 (Arcane bloodline) 
Init +1; Senses darkvision 60 ft.; Perception +7 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 20 (2d10+1d6+3) 
Fort +1, Ref +4, Will +7 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee dagger +5 (1d4+3) 
Full Atk dagger +5 (1d4+3) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 4 (DC 13+ Spell Level) 
Spells Known 0-level – acid splash, bleed, 
prestidigitation, ray of frost; 
1st level – magic missile, shocking grasp 
Str 17, Dex 13, Con 12, Int 13, Wis 14, Cha 13 
(17) 
Base Atk +2; CMB +5; CMD 17 
Feats Dodge 
Skills Bluff +9 (+13 while using change shape 
ability), Diplomacy +4, Disguise +6 (+26 while 
using change shape ability), Knowledge (arcane) 
+5, Perception +7, Sense Motive +4, Spellcraft +5, 
Stealth +3; Racial Modifiers Bluff +4, Disguise 
+4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
 
 
 

Lesser Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 1 
Init +1; Senses darkvision 60 ft.; Perception +10 
AC 19, touch 12, flat-footed 17; (+3 armor, +1 
Dex, +1 dodge, +4 natural) 
hp 22 (2d10+1d8+3) 
Fort +1, Ref +4, Will +5 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee dagger +6 (1d4+4) 
Full Atk dagger +6 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +1d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 12 
Base Atk +2; CMB +6; CMD 18 
Feats Dodge 
Skills Acrobatics +5, Bluff +11 (+15 while using 
change shape ability), Diplomacy +8, Disguise +11 
(+31 while using change shape ability), Perception 
+10, Sense Motive +9, Stealth +8; Racial 
Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding,  
Gear leather armor +1 glamered, dagger 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
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ATL 3 
Lesser Doppelganger Sorcerer   
N Medium monstrous humanoid (shapechanger) 
Sor 3 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +7 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 32 (2d10+3d6+5) 
Fort +2, Ref +5, Will +8 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee dagger +6 (1d4+3) 
Full Atk dagger +6 (1d4+3) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 6 (DC 14+ Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
prestidigitation, ray of frost; 
1st level – identify, magic missile, ray of 
enfeeblement, shocking grasp 
Str 17, Dex 13, Con 12, Int 13, Wis 14, Cha 14 
(18) 
Base Atk +3; CMB +6; CMD 18 
Feats Dodge, Improved Initiative 
Skills Bluff +10 (+14 while using change shape 
ability), Diplomacy +5, Disguise +9 (+29 while 
using change shape ability), Knowledge (arcane) 
+7, Perception +7, Sense Motive +4, Spellcraft +7, 
Stealth +5; Racial Modifiers Bluff +4, Disguise 
+4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
 
 

Lesser Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 3 
Init +1; Senses darkvision 60 ft.; Perception +12 
AC 21, touch 13, flat-footed 18; (+4 armor, +2 
Dex, +1 dodge, +4 natural) 
hp 38 (2d10+3d8+5) 
Fort +2, Ref +5, Will +6 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee short sword +8 (1d6+4) 
Full Atk short sword +8 (1d6+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +2d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 14, Con 12, Int 13, Wis 14, Cha 12 
Base Atk +4; CMB +8; CMD 20 
Feats Combat Reflexes, Dodge 
Skills Acrobatics +7, Bluff +13 (+17 while using 
change shape ability), Diplomacy +10, Disguise 
+13 (+33 while using change shape ability), 
Escape Artist +7, Intimidate +6, Perception +12, 
Sense Motive +11, Sleight of Hand +7, Stealth 
+10; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +1, evasion, rogue 
talent (resiliency) 
Gear studded leather armor +1 glamered, short 
sword 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.   
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ATL 5 
Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 3 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +9 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 45 (4d10+3d6+7) 
Fort +5, Ref +6, Will +9 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee dagger +9 (1d4+4) 
Full Atk dagger +9 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 6 (DC 14+ Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
prestidigitation, ray of frost; 
1st level – identify, magic missile, ray of 
enfeeblement, shocking grasp 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 14 
(18) 
Base Atk +5; CMB +8; CMD 20 
Feats Dodge, Great Fortitude, Improved Initiative 
Skills Bluff +10 (+14 while using change shape 
ability), Diplomacy +6, Disguise +12 (+32 while 
using change shape ability), Knowledge (arcane) 
+7, Perception +9, Sense Motive +6, Spellcraft +7, 
Stealth +7; Racial Modifiers Bluff +4, Disguise 
+4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
 
 

Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 3 
Init +1; Senses darkvision 60 ft.; Perception +12 
AC 21, touch 13, flat-footed 18; (+4 armor, +2 
Dex, +1 dodge, +4 natural) 
hp 51 (4d10+3d8+7) 
Fort +5, Ref +6, Will +7 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee short sword +10 (1d6+4) 
Full Atk short sword +10 (1d6+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +2d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 14, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +6; CMB +10; CMD 22 
Feats Combat Reflexes, Great Fortitude, Dodge 
Skills Acrobatics +7, Bluff +15 (+19 while using 
change shape ability), Diplomacy +12, Disguise 
+15 (+35 while using change shape ability), 
Escape Artist +7, Intimidate +6, Perception +14, 
Sense Motive +11, Sleight of Hand +7, Stealth 
+12; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +1evasion, rogue 
talent (resiliency) 
Gear studded leather armor +1 glamered, short 
sword 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.   
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ATL 7 
Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 5 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +9 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 55 (4d10+5d6+9) 
Fort +5, Ref +6, Will +10 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee dagger +10 (1d4+4) 
Full Atk dagger +10 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 7, 5 (DC 14 + Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
message, prestidigitation, ray of frost; 
1st level – expeditious retreat, identify, magic 
missile, ray of enfeeblement, shocking grasp; 
2nd level – acid arrow, invisibility, scorching ray 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 15 
(19) 
Base Atk +6; CMB +9; CMD 21 
Feats Combat Casting, Dodge, Great Fortitude, 
Improved Initiative 
Skills Bluff +10 (+14 while using change shape 
ability), Diplomacy +6, Disguise +14 (+34 while 
using change shape ability), Knowledge (arcane) 
+9, Perception +9, Sense Motive +6, Spellcraft +9, 
Stealth +9; Racial Modifiers Bluff +4, Disguise 
+4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
 

Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 5 
Init +5; Senses darkvision 60 ft.; Perception +16 
AC 21, touch 13, flat-footed 18; (+4 armor, +2 
Dex, +1 dodge, +4 natural) 
hp 65 (4d10+5d8+9) 
Fort +5, Ref +7, Will +7 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee short sword +11 (1d6+4) 
Full Atk short sword +11 (1d6+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +3d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 15, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +7; CMB +11; CMD 23 
Feats Combat Reflexes, Dodge, Great Fortitude, 
Improved Initiative 
Skills Acrobatics +9, Bluff +17 (+21 while using 
change shape ability), Diplomacy +14, Disguise 
+17 (+37 while using change shape ability), 
Escape Artist +9, Intimidate +8, Perception +16, 
Sense Motive +13, Sleight of Hand +9, Stealth 
+14; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +1, evasion, rogue 
talent (resiliency, surprise attack), uncanny dodge 
Gear studded leather armor +1 glamered, short 
sword 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
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can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.  
Surprise Attack (Ex):  During the surprise round, 
opponents are always considered flat-footed to a 
rogue with this ability, even if they have already 
acted.  
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ATL 9 
Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 7 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +9 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 65 (4d10+7d6+11) 
Fort +6, Ref +7, Will +11 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 35 ft. 
Melee dagger +11 (1d4+4) 
Full Atk dagger +11 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 7, 7, 4 (DC 14 + Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
message, prestidigitation, ray of frost, resistance; 
1st level – expeditious retreat, identify, magic 
missile, protection from good, ray of enfeeblement, 
shocking grasp; 
2nd level – acid arrow, invisibility, scorching ray, 
touch of idiocy 
3rd level – dispel magic, fireball, haste 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 15 
(19) 
Base Atk +7; CMB +10; CMD 22 
Feats Combat Casting, Dodge, Fleet, Great 
Fortitude, Improved Initiative 
Skills Bluff +10 (+14 while using change shape 
ability), Diplomacy +8, Disguise +14 (+34 while 
using change shape ability), Knowledge (arcane) 
+11, Perception +9, Sense Motive +6, Spellcraft 
+11, Stealth +11; Racial Modifiers Bluff +4, 
Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 

Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 7 
Init +5; Senses darkvision 60 ft.; Perception +18 
AC 22, touch 13, flat-footed 19; (+4 armor, +2 
Dex, +1 dodge, +5 natural) 
hp 79 (4d10+7d8+11) 
Fort +6, Ref +8, Will +8 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee longsword +13 (1d8+4) 
Full Atk longsword +13 (1d8+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +4d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 15, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +9; CMB +13; CMD 25 
Feats Combat Reflexes, Dodge, Great Fortitude, 
Improved Initiative, Improved Natural Armor, 
Weapon Focus (longsword) 
Skills Acrobatics +11, Bluff +19 (+23 while using 
change shape ability), Diplomacy +16, Disguise 
+19 (+39 while using change shape ability), 
Escape Artist +11, Intimidate +10, Perception +18, 
Sense Motive +15, Sleight of Hand +11, Stealth 
+16; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sens +2, evasion, rogue 
talent (resiliency, surprise attack, weapon training), 
uncanny dodge 
Gear studded leather armor +1 glamered, 
longsword 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
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Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.  
Surprise Attack (Ex):  During the surprise round, 
opponents are always considered flat-footed to a 
rogue with this ability, even if they have already 
acted.  
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ATL 11 
Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 9 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +9 
AC 17, touch 12, flat-footed 15; (+1 Dex, +1 
dodge, +5 natural) 
hp 75 (4d10+9d6+13) 
Fort +7, Ref +8, Will +12 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 35 ft. 
Melee dagger +12 (1d4+4) 
Full Atk dagger +12 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 7, 7, 6, 4 (DC 15 + Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
message, prestidigitation, ray of frost, resistance, 
touch of fatigue; 
1st level – expeditious retreat, identify, magic 
missile, protection from good, ray of enfeeblement, 
shocking grasp; 
2nd level – acid arrow, invisibility, mirror image, 
scorching ray, touch of idiocy 
3rd level – dispel magic, displacement, fireball, 
haste 
4th level – crushing despair, dimension door, 
enervation, phantasmal killer 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 16 
(20) 
Base Atk +9; CMB +11; CMD 23 
Feats Combat Casting, Dodge, Fleet, Great 
Fortitude, Improved Initiative, Improved Natural 
Armor 
Skills Bluff +11 (+15 while using change shape 
ability), Diplomacy +9, Disguise +15 (+35 while 
using change shape ability), Knowledge (arcane) 
+11, Perception +9, Sense Motive +6, Spellcraft 
+11, Stealth +11; Racial Modifiers Bluff +4, 
Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 
Gear dagger, potion of eagle’s splendor, potion of 
fly 

Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 9 
Init +5; Senses darkvision 60 ft.; Perception +20 
AC 24, touch 14, flat-footed 20; (+4 armor, +3 
Dex, +1 dodge, +6 natural) 
hp 93 (4d10+9d8+13) 
Fort +7, Ref +9, Will +9 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee longsword +14 (1d8+4) 
Full Atk longsword +14 (1d8+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +5d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 16, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +10; CMB +14; CMD 26 
Feats Combat Reflexes, Dodge, Great Fortitude, 
Improved Initiative, Improved Natural Armor (x2), 
Weapon Focus (longsword) 
Skills Acrobatics +13, Bluff +21 (+25 while using 
change shape ability), Diplomacy +18, Disguise 
+21 (+41 while using change shape ability), 
Escape Artist +13, Intimidate +12, Perception +20, 
Sense Motive +17, Sleight of Hand +13, Stealth 
+18; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +3, evasion, rogue 
talent (bleeding attack, resiliency, surprise attack, 
weapon training), uncanny dodge, improved 
uncanny dodge 
Gear studded leather armor +1 glamered, 
longsword 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
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doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.  
Surprise Attack (Ex):  During the surprise round, 
opponents are always considered flat-footed to a 
rogue with this ability, even if they have already 
acted.  
Bleeding Attack (Ex):  A rogue with this abiity 
can cause living opponents to bleed by hitting them 
with a sneak attack.  This attack causes the target 
to take 1 additional point of damage each round for 
each die of the rogue’s sneak attack.  Bleeding 
creatures take that amount of damage every round 
at the start of their turns.  The bleeding can be 
stopped by a DC 15 Heal check or the application 
of any effect that heals hit point damage.  Bleeding 
damage from this ability does not stack with itself.  
Bleeding damage bypasses any damage reduction 
the creature might possess. 
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ATL 13 
Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 11 (Arcane bloodline) 
Init +5; Senses darkvision 60 ft.; Perception +9 
AC 17, touch 12, flat-footed 15; (+1 Dex, +1 
dodge, +5 natural) 
hp 85 (4d10+11d6+15) 
Fort +7, Ref +8, Will +13 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 35 ft. 
Melee dagger +13 (1d4+4) 
Full Atk dagger +13 (1d4+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells per Day 7, 7, 7, 6, 5 (DC 15 + Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
ghost sound, message, prestidigitation, ray of frost, 
resistance, touch of fatigue; 
1st level – expeditious retreat, identify, magic 
missile, protection from good, ray of enfeeblement, 
shocking grasp; 
2nd level – acid arrow, darkness, invisibility, 
mirror image, scorching ray, touch of idiocy 
3rd level – dispel magic, displacement, fireball, 
haste, slow 
4th level – crushing despair, dimension door, 
enervation, lesser globe of invulnerability, 
phantasmal killer 
5th level – cone of cold, feeblemind, overland flight 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 16 
(20) 
Base Atk +10; CMB +12; CMD 24 
Feats Combat Casting, Dodge, Fleet, Great 
Fortitude, Improved Initiative, Improved Natural 
Armor, Mental Resistance 
Skills Bluff +13 (+15 while using change shape 
ability), Diplomacy +9, Disguise +15 (+35 while 
using change shape ability), Knowledge (arcane) 
+11, Perception +9, Sense Motive +8, Spellcraft 
+13, Stealth +13; Racial Modifiers Bluff +4, 
Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 

Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 11 
Init +5; Senses darkvision 60 ft.; Perception +22 
AC 24, touch 14, flat-footed 20; (+4 armor, +3 
Dex, +1 dodge, +6 natural) 
hp 107 (4d10+11d8+15) 
Fort +7, Ref +10, Will +9 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee longsword +15 (1d8+4) 
Full Atk longsword +15 (1d8+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +6d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 16, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +11; CMB +15; CMD 27 
Feats Back-to-Back, Combat Reflexes, Dodge, 
Great Fortitude, Improved Initiative, Improved 
Natural Armor (x2),  Weapon Focus (longsword) 
Skills Acrobatics +15, Bluff +23 (+27 while using 
change shape ability), Diplomacy +20, Disguise 
+23 (+43 while using change shape ability), 
Escape Artist +15, Intimidate +14, Perception +22, 
Sense Motive +19, Sleight of Hand +15, Stealth 
+20; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +3, evasion, rogue 
talent (bleeding attack, improved evasion, 
resiliency, surprise attack, weapon training), 
uncanny dodge, improved uncanny dodge 
Gear studded leather armor +1 glamered, 
longsword 
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Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.  
Surprise Attack (Ex):  During the surprise round, 
opponents are always considered flat-footed to a 
rogue with this ability, even if they have already 
acted.  
Bleeding Attack (Ex):  A rogue with this abiity 
can cause living opponents to bleed by hitting them 
with a sneak attack.  This attack causes the target 
to take 1 additional point of damage each round for 
each die of the rogue’s sneak attack.  Bleeding 
creatures take that amount of damage every round 
at the start of their turns.  The bleeding can be 
stopped by a DC 15 Heal check or the application 
of any effect that heals hit point damage.  Bleeding 
damage from this ability does not stack with itself.  
Bleeding damage bypasses any damage reduction 
the creature might possess. 
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ATL 15 
Greater Doppelganger Sorcerer  
N Medium monstrous humanoid (shapechanger) 
Sor 11 (Arcane bloodline) 
Init +7; Senses darkvision 60 ft.; Perception +11 
AC 20, touch 15, flat-footed 15; (+4 Dex, +1 
dodge, +5 natural) 
hp 149 (8d10+11d6+57) 
Fort +10, Ref +13, Will +17 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 35 ft. 
Melee dagger +15 (1d4+6) 
Full Atk dagger +15 (1d4+6) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 15) 
Spells per Day 7, 7, 7, 7, 6 (DC 17 + Spell Level) 
Spells Known 0-level – acid splash, bleed, flare, 
ghost sound, message, prestidigitation, ray of frost, 
resistance, touch of fatigue; 
1st level – expeditious retreat, identify, magic 
missile, protection from good, ray of enfeeblement, 
shocking grasp; 
2nd level – acid arrow, darkness, invisibility, 
mirror image, scorching ray, touch of idiocy 
3rd level – dispel magic, displacement, fireball, 
haste, slow 
4th level – crushing despair, dimension door, 
enervation, lesser globe of invulnerability, 
phantasmal killer 
5th level – cone of cold, feeblemind, overland flight 
Str 22, Dex 18, Con 16, Int 17, Wis 18, Cha 20 
(24) 
Base Atk +14; CMB +18; CMD 32 
Feats Combat Casting, Dodge, Fleet, Great 
Fortitude, Improved Initiative, Improved Natural 
Armor, Mental Resistance 
Skills Bluff +15 (+17 while using change shape 
ability), Diplomacy +11, Disguise +17 (+37 while 
using change shape ability), Knowledge (arcane) 
+13, Perception +11, Sense Motive +10, Spellcraft 
+15, Stealth +15; Racial Modifiers Bluff +4, 
Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry 

Gear dagger, potion of eagle’s splendor, potion of 
fly 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
Greater Doppelganger Rogues (6)   
N Medium monstrous humanoid (shapechanger) 
Rog 11 
Init +7; Senses darkvision 60 ft.; Perception +24 
AC 26, touch 16, flat-footed 20; (+4 armor, +5 
Dex, +1 dodge, +6 natural) 
hp 172 (8d10+11d8+57) 
Fort +10, Ref +15, Will +13 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee longsword +17 (1d8+6) 
Full Atk longsword +17 (1d8+6) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks Sneak attack +6d6 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 15) 
Spells Known nil 
Str 22, Dex 20, Con 16, Int 17, Wis 18, Cha 17 
Base Atk +15; CMB +21; CMD 35 
Feats Back-to-Back, Combat Reflexes, Dodge, 
Great Fortitude, Improved Initiative, Improved 
Natural Armor (x2),  Weapon Focus (longsword) 
Skills Acrobatics +17, Bluff +25 (+29 while using 
change shape ability), Diplomacy +22, Disguise 
+25 (+45 while using change shape ability), 
Escape Artist +17, Intimidate +16, Perception +24, 
Sense Motive +21, Sleight of Hand +17, Stealth 
+22; Racial Modifiers Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, 
mimicry, trapfinding, trap sense +3, evasion, rogue 
talent (bleeding attack, improved evasion, 
resiliency, surprise attack, weapon training), 
uncanny dodge, improved uncanny dodge 
Gear studded leather armor +1 glamered, 
longsword 
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Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
Resiliency (Ex):  Once per day, a rogue with this 
ability can gain a number of temporary hit points 
equal to the rogue’s level.  Activating this ability is 
an immediate action that can only be performed 
when he is brought below 0 hit points.  This ability 
can be used to prevent him from dying.  These 
temporary hit points last for 1 minute.  
Surprise Attack (Ex):  During the surprise round, 
opponents are always considered flat-footed to a 
rogue with this ability, even if they have already 
acted.  
Bleeding Attack (Ex):  A rogue with this abiity 
can cause living opponents to bleed by hitting them 
with a sneak attack.  This attack causes the target 
to take 1 additional point of damage each round for 
each die of the rogue’s sneak attack.  Bleeding 
creatures take that amount of damage every round 
at the start of their turns.  The bleeding can be 
stopped by a DC 15 Heal check or the application 
of any effect that heals hit point damage.  Bleeding 
damage from this ability does not stack with itself.  
Bleeding damage bypasses any damage reduction 
the creature might possess. 
 
When killed, the doppelgangers will revert to their 
natural form, that of thin, gangly, frail-looking 
gray-skinned humanoids.   
 
The Legion will take any survivors into custody 
and the dead to the morgue, once the PCs have 
asked any questions that they may have.  The 
guards of House Mour have been advised to expect 
the PCs, and will escort them the remainder of the 
way to the estate.  The House Mour guards will 
assure the PCs that the House’s healer will see to 
their injuries at the estate. 
 
Any prisoners captured and questioned can reveal 
a limited amount of information before the 
legionnaires escort them to their appointment with 
the magistrate.  They have no incentive to remain 

silent, so intimidation is unnecessary.   The 
doppelgangers can reveal the following – 
 
The gang was recruited from the ungoverned lands 
outside of the Amthydor Protectorate, and paid to 
come to Amthydor and meet separately just outside 
the city with a man who provided each of them 
with 500 gp in gems plus the glamered armor and 
directed each of them to take up residence in the 
local inn of his own choice and wait for further 
instructions.  Each later received a message 
[slipped under his door] saying when the PCs 
would be en route to House Mour, plus a pass into 
the Nobles’ District, and instructions to attack the 
PCs and prevent them from reaching the Mour 
estate. They can describe their contact as human, 
with dark hair, dark eyes and a swarthy 
complexion.  He spoke with an accent that seemed 
to originate from one of the countries on the 
western edge of the continent.  There were no 
instructions to make additional contact with their 
mysterious employer when the attack was over.   
 
If the PCs have established that the attackers are 
actually doppelgangers, they will admit to having 
caught a flash of their contact’s thoughts.  He is a 
mage named Kadir, and he was hired eight years 
ago by a noble, to kill Lady Cardinal Arawl.  The 
doppelgangers don’t know which noble originally 
hired Kadir, or who he has met with recently, but 
they do know that he has no intention of leaving 
Amthydor again until Cardinal is dead. 
 
If the PCs attempt to establish a timeline, the 
attackers received the descriptions of the PCs and 
the time of their meeting less than one hour after 
the PCs themselves were invited to meet with Lord 
Consul Arawl. 
 
The passes into the Nobles’ District, if the PCs 
should happen to examine them (Linguistics check 
DC 15 + ATL) or ask the legionnaires, appear at 
first to have originated from House Erikas, and are 
either genuine or else exceptional forgeries.  The 
PCs will not be allowed to keep any of the passes, 
as the Diamond Legion will want them as evidence 
in their own investigation into a recent rash of 
passes that were discovered to be forged (but that 
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have no apparent link to House Erikas or any other 
Noble House). 
 
Once the PCs have finished dealing with their 
attackers and the Legion patrol, continue with the 
box text. 
Your escort leads you quickly and without fanfare 
through the gates of the Mour estate and into the 
manor, where the butler directs you to a 
comfortable sitting room.  After inquiring as to 
your preferences for refreshments, he leaves with 
a promise to notify Lord Consul Arawl of your 
arrival.    
A healer will arrive in short order, if necessary, to 
attend to any injuries sustained by the PCs. 
Having delivered a tray of drinks and small 
snacks, as well as a basin of warm water and 
towels, a servant is just leaving when a still-fit but 
somewhat harried looking man in his forties, with 
thinning gray hair and a steady gaze enters the 
room.   
“My most profound apologies for what’s 
happened.  I had no idea that someone would 
take such offense at my hiring adventurers.  It 
would seem that more of Amthydor has changed 
that I thought.”    
Knowledge (nobility) DC 15 or Knowledge (local) 
DC 20 – The man is Lord Consul Magnus Arawl.  
He and his family are guests of House Mour while 
their own estate is undergoing cleaning and 
refurbishing. 
“I am Lord Consul Magnus Arawl.  Like many 
other citizens of Amthydor, my family and I have 
recently…returned…to the city following several 
years’ absence.”    
The members of House Arawl were just a few of 
the thousands of previously deceased Amthydorans 
who suddenly appeared, alive and well, following 
the recovery and balancing of the Scales of Peliron 
in a previous LSJ scenario.  Knowledge (nobility) 
DC 10 (or Knowledge (local) DC 15) information 
on House Arawl can be found in Player Handout 
#2. 
“These unexpected…revivals…have raised 
questions, both for the current residents of 
Amthydor and for those returning to what, in 
some cases, is a vastly different place than the 
one they knew.  The Quorum of Faith, League of 

Thaumaturgical Studies and others have studied 
the returns, looking for some clue to explain why 
some individuals were restored while others were 
not.  I mention this because, while my family and 
I have been blessed to be among those given this 
second chance, there is someone who is 
conspicuous by their absence.   Among those 
granted new life are individuals who perished 
both before and after my own family, individuals 
from all social ranks, religions and occupations.  
It may seem ungrateful of me to question, but I 
cannot help but wonder why two of my children, 
my son Caucus and my daughter Cardinal, were 
not restored with the rest.  Caucus still occupies 
his tomb, to live no more, and I can accept that, 
but of Cardinal, the most deserving of life, we 
have found no sign.”    
If the PCs appear receptive to hearing additional 
details, continue with the box text. 
“I need you to find out what happened to my 
daughter.  We buried her eight years ago, and 
now her tomb is empty.  If she is dead, we need to 
return her body to the family mausoleum, where 
it rightfully belongs.  If she lives, we want her 
home with us.  It has been…disturbing, to return 
and find that so much has changed.  When we 
discovered that Cardinal had not reappeared as 
well, and that she was not in the crypt…it was 
difficult for all of us, but especially for my wife.  
We tried to search for Cardinal quietly, but 
somehow word got out.  Suddenly every young 
woman in Amthydor is claiming that she is my 
daughter - transformed, with amnesia, they have 
a hundred different excuses for why they do not 
look or sound like Cardinal, or know what she 
would know.  At first I questioned each one of 
them personally, but after so many, having our 
hopes raised each time only to have them crushed 
again…I cannot continue to put my family 
through this.  The stress and strain are too much.  
The line of candidates to my daughter’s identity 
continues to gather, with no end in sight.  I 
cannot simply turn them all away, in the event 
that one of them really IS Cardinal, but my family 
cannot bear the strain of the alternating hope and 
disappointment.” 
 
The façade of the confident noble Lord slips, 
revealing the concerned father, desperate to know 
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the truth.   “I need you to discover what happened 
to my daughter.  If she really is dead, return her 
body to us for burial.  If she lives, determine if 
one of these candidates is actually Cardinal.  If 
they are nothing more than pretenders, find 
HER.  Bring my family some small measure of 
peace.”  
 
 Why weren’t you raised when you first 

died?:  
“Who was left to raise us?  The entire family 
perished.  Upon the death of the last member of a 
noble House, if no legitimate surviving heir has 
been acknowledged, all lands and property revert 
to the ownership of the Crown.  My House was all 
but ruined financially.  By the end, there was no 
gold to buy seed for planting, much less bring 
back the dead.”  
                
 Didn’t you poison your family?:  
“No, at least not knowingly.  My family is my life.  
I would never do anything to harm them. The 
Diamond Legion has reopened their 
investigation, and I have cooperated fully with 
them.  Someone else is responsible, and did their 
best to make it look like I killed my family.”  
The question is highly insensitive and in poor taste, 
but not entirely unexpected.  The PCs can Sense 
Motive all they want, but Magnus is being 
completely honest.  He is unhappy at this reminder 
of what happened eight years ago, but he really 
didn’t murder his family and kill himself. 
 
 Who are all of the members of your 

family?:  
“My wife, Oriel, my sons Evgar, Caucus, and 
Decius, Evgar’s wife Renata and young son 
Faltan, my daughter Cardinal, my niece 
Josephine and my nephew Stanton.  Shortly after 
our…deaths, there was a claim by a young 
woman that she was somehow related, but that 
has never been proven, and she has not been seen 
in the city since before our return, and she has 
made no effort to contact us or offer proof of her 
parentage.”  
Caucus Arawl is still dead, and his body has been 
confirmed to be in the family crypt.  The young 
woman who claims to be related to the family calls 

herself Sophia Arawl (played by Scott Crater).  
She is not involved in either the previous deaths of 
the Arawl family or in Cardinal’s continued 
absence, and cannot be located to be questioned by 
the PCs. 
 
 Who stands to inherit the House?:  
“Before her death Cardinal was my designated 
heir.  While she was the youngest of my children, 
she was also the most suitable of all of them to 
take over the House.  Evgar lacks political saavy, 
Caucus was…difficult, and Decius is devoted to 
his faith.”  
 
 Who might have had reason to make it 

appear that you killed your family?:  
“Anyone who wanted what we had.  With no 
surviving legitimate heirs, only the good will of 
the Lord Monarch prevented the estate from 
being completely broken up and shared among 
our rivals even before we…perished.”  
 
 Do you have any enemies?:  
“Nobles don’t have ‘enemies’, at least none that 
they admit to.  We must present a united face, for 
the good of Amthydor.  That isn’t to say that we 
don’t have rivalries, of course.  Differing 
ambitions naturally set us at odds with one 
another, though such differences are not 
necessarily obvious, even to the parties involved.  
In the past, Houses Bailey, Erikas and Jirin have 
been our most vocal opposition.”  
House rivalries are not something to be talked 
about with outsiders. 
 
 Who would benefit most from the fall of 

your House?:  
“House Jirin was anxious to get our lands, to use 
for their horses.  They proposed several measures 
before the Nobles’ Council and the Lord 
Monarch that would have limited how much land 
a single noble House could hold.  It would have 
significantly broken up our land holdings.  House 
Erikas often supported these attempts, and 
allegedly hoped to obtain title to my House’s 
coastal properties, presumably for some purpose 
related to their shipping ventures.  Fortunately 
there were enough others who saw the 
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disadvantages to Amthydor of such action, and 
voted against Jirin’s proposals.  ”  
                                                                                                                                    
 Who were your closest allies?:  
“Houses Allison and Mour have never failed to 
stand by us, and House Reilly has always been a 
friend.  Lady Consul Ellyn was the strongest 
supporter of our position before the Nobles’ 
Council regarding the land reforms proposed by 
our detractors.”  
 
 What about the people who worked for you 

before?:  
“We have of course attempted to offer renewed 
employment to those former staff that have been 
located.  Most notably my chamberlain Denton 
Petrovich, the commander of the House Guard 
Captain Vasili Trichev and Cardinal’s former 
nurse Jacquelina, who now attends my son 
Evgar’s wife and child.  Linsey, Cardinal’s 
childhood friend, has taken over her own father’s 
duties as Head Planter and works with the tenant 
farmers to produce the best possible crops.”  
These four individuals may be contacted in 
Encounter 1. 
 
 What happened to your lands and estate 

after you died?:  
“The manor in the Nobles’ District and the 
country estate of Thornbriars were permitted to 
fall into disrepair.  Some of the land outside of 
the city was gifted by the Lord Monarch to 
support the city’s official animal preserve, where 
the local druids care for injured, orphaned and 
abandoned animals.  He also bestowed a portion 
of the farmland on House Reilly, to expand their 
holdings.”  
The property grant that formed the animal preserve 
(LSJ Bestiary) cannot be revoked, but the farmland 
given to House Reilly has already been returned to 
House Arawl, at House Reilly’s request.  
 
 How did Cardinal die?:  
“An accidental fall.  She was enjoying an 
afternoon ride with a friend when a wild animal 
startled her horse.  She lost her seat when her 
mount reared and tried to bolt, and fell to the 
ground, breaking her neck.”  

Cardinal was riding with her friend Linsey and 
member of the Arawl House Guard at the time of 
her death.   According to the official story Cardinal 
and Linsey were racing, with Cardinal in the lead, 
when she apparently surprising an animal that 
burst out from cover, startling Cardinal’s horse and 
causing her to fall.   In reality, an assassin, a mage 
named Kadir, was lying in wait for Cardinal.  Lady 
Ellyn Reilly, who had caught wind of the plot, was 
also nearby, and was able to partially shield 
Cardinal from Kadir’s attack, effectively making it 
appear that the assassination succeeded while 
simultaneously making the ‘death’ appear 
accidental.  She later retrieved Cardinal from the 
crypt, revived her and has helped to conceal her 
ever since. 
 
 Did you try to raise Cardinal when she first 

died?:  
“Of course we did.  When the ritual was 
unsuccessful the priest said that she must have 
accepted her death and wasn’t willing to return.”  
Cardinal’s spirit couldn’t return because she wasn’t 
dead, and the Ardran priest performing the ritual 
was in on the secret.     
 
 Do you believe that Cardinal is alive?:  
“If any deserves to live it is my dear Cardinal.  
Her tomb where we saw her laid to rest is empty, 
giving me hope that she too has been restored, but 
is for some reason unable to come forward.  I 
have absolutely no proof, of course, but I cannot 
help but think that she is out there, somewhere.  
She may be in some danger, or feel that it isn’t 
safe for her to come forward.  Whatever the case, 
I cannot simply abandon her.  If there is anything 
that can be done to bring her home, I WILL do 
it.”  
                                                                                                       
 Have you had any divinations performed?:  
“As soon as it became apparent that Cardinal 
wasn’t in the crypt and had not been seen in the 
city, we immediately consulted several of the local 
temples.” 
Divinations were sought from the temples of 
Ardra, Destine, Hyperion and Meneon.  The results 
of these divinations are provided in Player 
Handout #4.  The PCs may revisit these temples, 
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possibly receiving the same results, or they may 
visit additional temples in Encounter 5. 
 
 Who are the women claiming to be Lady 

Cardinal?:  
“There are six young women currently claiming 
to be my daughter Cardinal.  I’ve had a list 
prepared for you, listing what we have been able 
to learn about each of them and where they can 
be found.”  
Information available to the PCs on the six current 
candidates can be found in Player Handout #5.  
GM Play Aid#3 contains information on which of 
the identification questions each candidate would 
be able to answer correctly or incorrectly. 
 
 How can we test the candidates to narrow 

down which one might be Cardinal?:  
“I’ve assembled a list of questions and facts about 
my daughter, information that wouldn’t 
necessarily be common knowledge.  While a 
pretender may be able to correctly answer SOME 
of the questions, I believed that only Cardinal 
would know ALL of the information.”  
Lord Magnus will provide the PCs with Player 
Handout #3, a list of identifying traits and 
information that could prove (or disprove) a 
candidate as Lady Cardinal Arawl. 
                                   
 Can you describe Cardinal?:  
Lord Magnus retrieves a sketch of a very lovely 
young woman in her late teens.  “Cardinal 
sketched this herself, as a birthday gift to me just 
before she died.”  
The charcoal sketch, drawn on vellum, is a 
perfectly detailed portrait of a seventeen year old 
Cardinal Arawl. 
                                                                                                  
 Does Cardinal have any identifying birth 

marks or scars?:  
“Everything that we could think of that might 
help identify Cardinal is on the list.”  
Lord Magnus will provide the PCs with Player 
Handout #3, a list of identifying traits and 
information that could prove (or disprove) a 
candidate as Lady Cardinal Arawl. 
                                                                                                  

 Did Cardinal have a special piece of jewelry 
or another object that she was never 
without?:  

“Everything that we could think of that might 
help identify Cardinal is on the list.”  
Lord Magnus will provide the PCs with Player 
Handout #3, a list of identifying traits and 
information that could prove (or disprove) a 
candidate as Lady Cardinal Arawl. 
 
 Is there some piece of information that only 

Cardinal would know?:  
“Everything that we could think of that might 
help identify Cardinal is on the list.”  
Lord Magnus will provide the PCs with Player 
Handout #3, a list of identifying traits and 
information that could prove (or disprove) a 
candidate as Lady Cardinal Arawl. 
 
 Where would Cardinal go, if not home?:  
“She loved Amthydor, all of it, from the bustle of 
the Port District to the manor gardens of the 
noble estates and the serenity of the temples.  
Unless she has been forcibly removed she has to 
be here in the city somewhere.”  
 
 What happened to Cardinal’s horse 

Cinnamon?:  
“The mare was given to Lady Elaine Mour.  I 
believe that she is still there, and that Lady Elaine 
still rides regularly.”  
The PCs may use speak with animals to question 
the mare about the day of Cardinal’s death, if they 
wish.  Cinnamon has no real concept of the 
passage of time, but she does remember the day 
that she last saw Cardinal, the day that they were 
racing the other horse and the dark man pointed his 
finger and Cardinal fell off.  Then a woman came, 
who smelled like magic, and the man ran away.  
The woman knelt over Cardinal and put something 
around her neck, then moved her hands over the 
girl and said some words.  Linsey and the man 
were calling for Cardinal, and coming closer.  The 
woman left quickly, before they could see her, but 
she didn’t go far.  As soon as they found the body 
she came back.  They were surprised at first, but 
then they seemed to recognize her, and she helped 
them take Cardinal back to the estate.  If the PCs 
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are able to find a way within the limited scope of 
the horse’s intelligence to get a description of 
either the man or the woman, the man is the same 
one described by the doppelgangers in the 
Introduction and in Encounter 4, and they can 
recognize the woman as an 8-years younger 
version of Lady Consul Ellyn Reilly (once they see 
her). 
 
 Do you have any other clues?: 
“Only this.”  He produces a painting depicting 
the temple of Hyperion in Amthydor in perfect 
detail.  “This was delivered two days ago, from a 
local art dealer named Dolton Fyne.  It is 
identical in style to paintings done by Cardinal 
before her death.  This painting, however, could 
not possibly be her work, since the stained glass 
window above the entrance in the painting was 
not added to the temple until two years ago.  The 
gentleman didn’t provide any further information 
with the painting, but he has requested to meet 
with me as soon as possible.  It is possible that he 
is in league with one of the pretenders, but I do 
not know.”   
 
 Do we get paid?:  
“The Lord Monarch has been kind to us, and my 
House’s fortunes are being rebuilt, but there 
remains much to be done.  I can pay each of you 
the sum of 500 gold crowns for your efforts in 
resolving this matter and bringing some peace to 
our family.”  
The amount of the payment is not negotiable.  The 
House has been defunct for eight years, and all 
available resources are being focused on the 
restoration of the House and its enterprises.  Lord 
Magnus will, however, compensate the PCs for 
reasonable expenses directly associated with 
identifying Lady Cardinal such as the cost of 
purchased spells like speak with dead and remove 
curse.  He will not be able to pay for raise dead, 
should any of the PCs perish during the event. 
                                                                                                                                        
 Can we have a writ?:  
He removes a sheet of fine vellum from the desk, 
writing quickly and signing before dripping warm 
wax on the page and applying his signet.  “It may 
not do you much good, but in the event that you 

do find someone with information who can be 
swayed by the knowledge that you are working for 
my House, it couldn’t hurt to have it.”   
Lord Magnus will provide the PCs with a writ 
specifying that they are investigating on his behalf, 
and requesting full cooperation within the laws of 
Amthydor.  The writ further grants the PCs 
admission to the Nobles’ District for the next three 
days, for the purpose of conducting their 
investigation.  This does not guarantee access to 
individual estates, only to the District itself. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 
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 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 
 
EENNCCOOUUNNTTEERR  11  ––  FFRRIIEENNDDSS  TTOO  TTHHEE  EENNDD  

Several former retainers of House Arawl have 
returned to service following the ‘resurrection’ of 
Lord Consul Magnus Arawl and his family.   They 
can be found in various locations in and around 
Amthydor (specifically in the Nobles’ District and 
the Arawl country estate of Thornbriars), and will 
speak with the PCs once they mention their 
mission for the Lord Consul.  
Each individual has both general information, 
available simply by asking them what they know 
about the situation, and specific information that 
they will reveal only if asked directly regarding 
that particular topic. 
 
CHAMBERLAIN DENTON PETROVICH 
Denton Petrovich can be found at House Arawl’s 
estate in the Nobles’ District, where he is 
supervising the restoration of the manor in 
preparation for the family to return to residence. 
The small army of gardeners busily trimming 
shrubs, planting flowers, pruning trees and 
weeding the flagstone courtyard pays little 
attention as you pass through the open gates of 
the Arawl estate.  Following the sound of shouted 
instructions, you make your way through the 
manor’s yawning front door to the grand foyer, 
where a fifty-ish man is directing the hanging of 
a large tapestry.  Catching sight of you, he calls 
out a final instruction to the workmen then 
directs an assistant to continue the work before 
gesturing you to precede him back outside. “Lord 
Magnus mentioned that he might be sending 
someone over.”   
The man is Denton Petrovich, Lord Magnus’ 
childhood friend and Chamberlain.  He can provide 
the following information – 
 House Jirin has long wanted valuable farmland 

held by House Arawl, to use as pasture for 
their horses.  

 House Bailey sponsored several proposals 
against House Arawl, but they were just being 

used by someone else who needed them to do 
their dirty work. 

 Jordan frequently attempted to get onto the 
estate, to court Cardinal, and had to be 
escorted off the property by the Guard.  Lord 
Magnus didn’t approve of Jordan, and hoped 
to arrange a much more suitable noble 
marriage for his daughter. 

 House Erikas wanted the Arawl coastal lands, 
either for safe harbor for their ships, for the 
stands of hardwood trees for use in building 
additional vessels or a combination of bot. 

 House Gallastan had issues with the House, 
but that House was disbanded years ago, when 
Lord Consul Gallastan was discovered to have 
committed treason and was killed in a duel. 
 

If specifically confronted on the certain issues, he 
can also offer the answers below – 
 He has suffered unfortunate gambling losses in 

the past, and those markers were purchased by 
House Erikas.  Lord Andonicus Erikas offered 
to cancel the debt in exchange for information 
on Lady Cardinal’s itinerary, in the hope of 
‘coincidentally’ being in the same place at the 
same time and being able to speak with her and 
capture her interest. 

 
 
CAPTAIN VASILI TRICHEV 
Captain Trichev, a retired member of the Diamond 
Legion, now applies his vast experience to the 
protection of House Arawl.  He can be found at 
House Arawl’s country estate of Thornbriars, 
where he is drilling both recalled members and 
new recruits to House Arawl’s Noble Guards.  
A score of men in studded leather armor and 
wielding short swords practice close order combat 
in a flat open area a short distance away from the 
large manor swarming with workmen and 
craftsmen.  A wiry man with short thinning gray 
hair and a stern bearing watches their 
movements, barking instructions and correcting 
stance, grip and position.  After several minutes 
he calls a break and turns to you.  “I was told to 
expect you.  Is there something that I can assist 
you with?” 
Following the fall of House Arawl, Captain 
Trichev has taken a number of private security 
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assignments.  With the family restored, he has 
returned to his post as the commander of the 
Guard. He is aware of Lord Magnus’ intention to 
hire adventurers to investigate Cardinal’s 
continued absence and the pretenders to her 
identity, and has been expecting the PCs’ visit.  He 
can provide the following information – 
 Andonicus Erikas expressed an intense interest 

in Cardinal prior to her death, but she didn’t 
trust him.  Captain Trichev believes that 
Andonicus had an ulterior motive in pursuing 
Cardinal.  

 Lord Magnus’ children have always been the 
center of his life.  He would never do anything 
to harm them.  He would never have poisoned 
his family. 

 Denton Petrovich has always been a bit of a 
gambler.  House Erikas purchased a large 
block of Petrovich’s gambling debts, perhaps 
hoping to use as leverage to force him to do 
something for them, but Denton is loyal to 
Magnus and wouldn’t betray his trust. 

 
If specifically confronted on the certain issues, he 
can also offer the answers below – 
 Denton Petrovich, House Arawl’s 

Chamberlain, also held a romantic interest in 
Cardinal, that he worked very hard to conceal, 
as he and Lord Magnus have been friends 
since they were boys, and Petrovich is not only 
older than Cardinal but also beneath her social 
station. 

 
 
LINSEY 
Linsey can be found at House Arawl’s country 
estate of Thornbriars, meeting with the tenant 
farmers who work the Arawl lands, discussing seed 
requirements, expected yields and planting 
techniques for the next growing season.   
A group of men with work-roughened hands and 
weathered faces gathers around a large trestle 
table in the manor’s courtyard, discussing seeds, 
soil quality, water resources and crop rotation 
with a petite woman clad in well-worn green and 
brown leathers.  As you approach she turns the 
discussion over to one of the men and makes her 
way over to you.  “Lord Magnus said that 
someone might be stopping by.  I’m Linsey.” 

Linsey is the daughter of the former Head Planter 
and the House’s tutor, and has followed in her 
father’s footsteps.  She was also Cardinal’s closest 
friend from the time they were young girls right up 
until Cardinal’s death. 
 
She can provide the following information – 
 Cardinal believed that she was being watched 

in the days leading up to her death.  
 Cardinal despised Lord Andonicus Erikas, 

calling him a bully, a scoundrel and a thug.  
She would never consent to a marriage to him. 

 Cardinal was extremely attracted to a bard 
named Jordan.  He seemed equally interested 
in her, and the pair often arranged to meet in 
secret.  Her father would never have approved, 
if he had known. 

 Cardinal didn’t have any enemies.  Everyone 
who knew her adored her.  She was gentle, 
generous and kind, and frequently volunteered 
her time for the benefit of those who were less 
fortunate. 

 Cardinal loved to draw and paint, and was an 
exceptional artist.  She dreamed of one day 
selling her paintings all across Raia. 

 
If specifically confronted on the certain issues, he 
can also offer the answers below – 
 Cardinal suspected that her father’s 

Chamberlain was interested her, but Petrovich 
was her father’s age, and she wasn’t at all 
interested in him.  Fortunately he never 
actually made any advances towards her, so 
she didn’t mention it to her father.   

 
 
JACQUELINA 
Jacquelina can be found by the side of the large 
flower-shaped pond in the Nobles’ District, where 
she has taken Lord Evgar’s year and a half-old son 
Faltan to feed the swans that reside on the pond.  
A small boy squeals with delight as he throws bits 
of bread at the elegant white swans drifting 
serenely on the pond.  Seeing you, his watchful 
nurse sets a toy boat in the water, its tiny sail 
catching the light breeze, while a string keeps it 
from floating too far out of reach.   “Lord 
Magnus said to expect you.” 
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Jacquelina is what some might call a ‘hedge-
witch’, a practitioner of obscure folk-magics.  She 
is also completely devoted to the protection and 
education of whatever child is in her care.  She was 
Cardinal’s childhood nurse, and continued to serve 
as the young woman’s confidante and teacher up 
until Cardinal’s death.  She won’t go into an 
explanation of her ‘art’ with the PCs, but the 
players can get the impression (right or wrong) that 
it is something like gypsy fortune-telling. 
 
She can provide the following information – 
 Caucus Arawl’s death wasn’t entirely an 

accident.  While it is true that his death  was 
due to his own recklessness, Jacquelina 
believes that someone set him up to fail (and 
fall to his death) by encouraging that 
recklessness.  She suspects Lord Andonicus 
Erikas, but has no proof. 

 Someone was plotting to kill Cardinal, perhaps 
even two someones, and the girl may have 
been aware of the danger that she was in.  She 
seemed concerned about something just before 
she ‘died’, but she wouldn’t talk about it.       

 Lord Andonicus Erikas had been making 
overtures towards Cardinal, as a prelude to 
officially courting her, but she wasn’t 
interested.  She was only interested in a 
commoner, a bard named Jordan.  Lord 
Magnus would never approve of an ordinary 
bard, but Jacquelina knew even then that 
Jordan was destined for great things. 

 The family was murdered eight years ago, and 
not by Lord Magnus’ poisoning them.    Lord 
Evgar’s infant son Faltan also died, and he 
wasn’t at dinner with the family.  Lord Magnus 
would never have done anything to hurt any of 
his children, and especially his grandson. 
 

If specifically confronted on the certain issues, she 
can also offer the answers below – 
 Cardinal isn’t dead.  Jacquelina has heard 

Cardinal’s voice in the marketplace, but when 
she tries to follow it to locate the speaker, there 
are too many people in the way and she cannot 
get close enough to see who it is.  She used her 
abilities to attempt to scry on Cardinal, and 
was able to catch a brief glimpse of a young 
woman with light brown hair and green eyes, 

against the background of a walled estate, but 
she did not get a clear enough image to 
describe the young woman before the image 
was blocked. She has also tried to summon 
Cardinal’s spirit, to speak with it, and has been 
unable to do so.  Jacquelina believes that this 
proves that Cardinal is still alive. 

 
 If the PCs want to visit the Amthydor cemetery 

and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 
 
 



LSJ79 - A Bird in the Hand Page 27 

EENNCCOOUUNNTTEERR  22  ––  TTAALLEESS  FFRROOMM  TTHHEE  
CCRRYYPPTT  

The white marble mausoleum of House Arawl 
shows signs of recent refurbishing.  Moss and 
lichen has been cleaned from the stone surface 
and freshly planted flowers surround the 
structure.  A gleaming new lock secures the iron 
gate into the small building. A single wilting red 
lily rests on the stone threshold. 
The PCs may gain access to the Arawl mausoleum 
either with a key obtained from Lord Consul 
Magnus Arawl, by showing the caretaker a writ 
from Lord Consul Magnus Arawl and having him 
unlock the gate or by ‘unlocking’ the gate 
themselves with a successful Disable Device check 
DC 30.  If the PCs linger too long outside the 
mausoleum, and especially if they make 
themselves obvious, it will attract the attention of 
the caretaker who will summon the Diamond 
Legion.  If the Diamond Legion arrives the PCs 
will be detained for questioning, and it will take 6 
hours for the matter to be cleared up and the PCs 
released without charges.  A PC succeeding at a 
Knowledge (nature) check DC 15 will recognize 
the red flower as a dawn lily. 
 
The PCs may, if they wish, speak with Trask, the 
caretaker at the cemetery, who has buried 
Amthydor’s dead for forty years.  Trask is a tall, 
muscular man in his early fifties, as yet unbent by 
age.  He can be found pulling weeds around grave 
markers, and will take the time to speak with the 
PCs as soon as they mention that their 
investigation is officially sanctioned by House 
Arawl.   
 
 Has anyone been to visit the mausoleum?:  
“The family came, of course, once they 
reappeared like everyone else who just *poof* 
came back.  They opened up the mausoleum and 
took out all but two of the coffins, since there 
wasn’t anyone in them anymore.  There was a bit 
of fuss then, at something that they found inside, 
and the High Lady had to be taken away to the 
healers she was in such a shock.  It would have 
been quite a surprise, hoping to see another 
empty coffin and seeing her boy like that.  Lord 

Caucus was still as dead as the day they laid him 
in the tomb.  I don’t know which upset her and 
the Lord Consul more, seeing the young lord that 
way or finding Lady Cardinal’s coffin empty as it 
was, like she’d never even been in it.”  
 
“Then there’s the ‘regulars’.  Someone’s always 
leaving flowers at the door, eleven lilies every 
month, never missed one, on the night of the new 
moon, and no one seen leaving them.  Since the 
family reappeared, there’s just been one flower 
left, just like there’s only one body left inside, 
with Lady Cardinal’s coffin being empty.  Then, 
in the middle of the night sometimes, there’s a 
man who sings outside the mausoleum.  He never 
lets anyone get close, and I’ve never seen more 
than a glimpse of him in the shadows.  Moves like 
a cat, that one, and he has the most amazing 
voice.  It’s enough to make you weep, or believe 
that you could take on an army by yourself.  He 
stopped coming right after the family came back 
and opened up the mausoleum.” 
The new moon is the next evening, if the PCs take 
that long to resolve things, though Cardinal may 
not be alive by then.                                                                                                                                     
 
 Could Cardinal have gotten out of the 

mausoleum or could someone have taken 
her body?:  

“You mean if she was buried alive?  The coffin 
was sealed inside the stone crypt, and the lid is 
quite heavy, so someone on the outside would 
have had to take it off before the coffin could 
even be opened.  A lot of people came with 
flowers, after she was buried, and some people 
did report hearing noises and seeing lights that 
same night, but it was generally assumed to be 
hysteria and grief making them see and hear 
things.”  
Some mourners may have sensed the presence of 
Lady Ellyn Reilly, or heard her casting spells 
inside the mausoleum to awaken and heal Cardinal 
and teleport her away to safety.  Trask has never 
found any actual evidence of someone breaking 
into or out of the mausoleum. 
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 What kind of flowers are being left at the 
mausoleum?:  

“Dawn lilies, crimson ones.”  He gestures to the 
wilting flower from the threshold. “Just like that 
one there.  They are very popular for funerals, 
especially for the wealthy, but colors other than 
white are difficult to come by.  I only know of one 
florist who seems to always have them – 
Blossom’s Blooms.  She always makes certain 
that there’re flowers for the burials, no matter 
that a person was poor, even if it’s just 
wildflowers.  She says that everyone deserves a 
proper sendoff.”  
 
 What do you think happened to Lady 

Cardinal?:  
“Bad enough that she died in some accident, but 
all those women claiming to be her is just too 
much.  She was always such a sweet person.  I 
feel for her family, not knowing where she is.”  
Trask has naturally heard of the search for 
Cardinal, and of the many young women claiming 
to be her, though he has no idea whether or not the 
real Cardinal is alive or where she might be.    
 
 Can we see Lord Caucus’ crypt?:  
“Well, as you’re working for Lord Arawl I don’t 
see a problem with it, especially if you think it will 
help learn what happened to Lady Cardinal.”  
The PCs may attempt to use speak with dead to 
gain information from Caucus Arawl’s body.   
 Caucus was with Lord Andonicus Erikas when 

he died.  They were running forfeits along the 
walls between the districts.  Caucus was ahead 
when he lost his footing on a slippery section 
of the stone and fell and was impaled on an 
iron fence. 

 Andonicus wanted his help in courting 
Cardinal.  

 Cardinal was always their father’s favorite, and 
stood to inherit the title and estate.  Any man 
that she married would have had full access to 
the estate’s wealth and properties. 

  
Trask does not have any additional information.  If 
the PCs have provided a writ from Lord Consul 
Magnus he will allow the PCs to remain in the 

cemetery to watch for other visitors to the 
mausoleum. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  33  ––  OOFFFF  TTHHEE  RREECCOORRDD  

Your inquiries among the Diamond Legion lead 
you to one of the members of the original 
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investigation – now-Captain Bailey Collins.  She 
gestures for you to take a seat in her small office 
as she strips off cloak, gloves and sword belt. 
 
“I’m afraid that you’ve caught me in between 
training patrols with a new group of recruits, but 
I can spare a few moments.  I understand that 
you’re looking into the incidents involving House 
Arawl eight years ago.  I was involved in each of 
the various investigations, as well as the reopened 
case when the family reappeared, though I don’t 
know how much more there is to tell you other 
than what is in the official reports.  Perhaps if I 
had a better idea of exactly what information you 
were looking for?”        
This is, of course, the PCs’ cue to ask their 
questions.  Captain Collins will not allow the 
heroes to copy the case records or take them out of 
her office, but she will permit them a few minutes 
to look through the official reports.  The 
information available in the official Diamond 
Legion reports on the deaths of Lord Caucus 
Arawl, Lady Cardinal Arawl and on the mass death 
of the Arawl family is provided in Player 
Handout #6. 
 
 Do you believe that the family was 

murdered?:  
“It certainly didn’t look like it at the time.  
Everything pointed to Lord Magnus being 
distraught and poisoning his family and himself 
as an act of grief.  I’ve spoken with him since his 
return, and while he admits that he was finding it 
difficult to carry on living after the loss of his 
wife and two of his children, he insists that he 
would never have harmed his surviving family. 
The interview was monitored magically, and from 
all indications he was telling the complete truth.”  
                                                                                                                                       
 Do you think that Cardinal could be alive?:  
“I accompanied the family to the cemetery when 
they opened the mausoleum to remove their 
empty coffins, and I saw Lady Cardinal’s empty 
crypt and her family’s reaction to it.  If she is 
alive, which is entirely possible, she didn’t return 
with them and they don’t know where she is 
now.”  
 

 Could Cardinal’s death have been faked?:  
“Her body was identified by her father, and he 
spent several minutes with her…remains.  Her 
body was also viewed by other family members 
and dignitaries at her funeral, and nothing 
appeared to be amiss, aside from a young woman 
dying too soon.  In spite of this, when I think 
back on the incident I believe that yes, it is 
possible that her death could have been a ruse.  
The most likely means would require the 
assistance of either a powerful mage or priest.  
Not only would she need to appear dead when her 
body was found and identified, and again during 
the funeral ceremony, but she would need to get 
out of her coffin after it was sealed.”  
Dozens of witnesses saw Lady Cardinal in her 
coffin minutes before it was sealed within the stone 
crypt in the mausoleum, and there was no 
opportunity for her to open it and get out between 
the time her body was seen and the time the crypt 
and mausoleum were sealed. 
 
 How could she have appeared dead or 

escaped from her sealed crypt?:  
“Perhaps the League of Thaumaturgical Studies 
or one of the temples would have an answer to 
that.”  
There are spells that would enable a subject to 
feign death, but Captain Collins doesn’t know any 
details.     
                                                                                                                                   
 Where could Cardinal be hiding, if she is 

alive?:  
“Possibly with the same person who helped her 
before, if she actually faked her death.  If she 
came back at the same time as the others, she 
could be almost anywhere.”  
                                                                                                                                       
 Why wouldn’t she come forward if she were 

alive?:  
“That is a question that only she can answer.  
She may be afraid of someone or something, or 
she may think that she is protecting her family by 
staying hidden.”  
All Captain Collins has at this point is pure 
speculation.                                                                                                                                       
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Once the PCs have asked their questions, Captain 
Collins will send them on their way and return to 
her duties.                                                                                                                                       
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  44  ––  WWIILLLL  TTHHEE  RREEAALL  LLAADDYY  
CCAARRDDIINNAALL  AARRAAWWLL  PPLLEEAASSEE  SSTTAANNDD  

UUPP??  

There are six young women in the most recent 
group of candidates all claiming to be Lady 
Cardinal Arawl.  The women are currently staying 
in various inns throughout the city, waiting for 
their opportunity to prove their identity to Lord 
Consul Magnus Arawl.  Each of the women will 
have a similar story to tell, and a synopsis of the 
available information for each candidate is 
provided in Player Handout #5 and GM Play Aid 
#3 for ease of reference.   
 
CANDIDATE #1  
The attractive young woman residing at the Black 
Swan under the name Lady Cardinal Arawl 
graciously gestures for you to make yourselves 
comfortable in her suite’s sitting room. 
The Black Swan inn, located in the Adventures’ 
District, accommodates guests living a High 
Lifestyle.  This ‘Cardinal’ is human, approximately 
17-18 years old, with light brown hair and blue 
eyes.  A Perception check DC 15 will allow a PC 
to notice that the girl’s hands are calloused from 
manual work, not soft as would be expected for a 
young noblewoman such as Cardinal.  She will 
attempt to answer the PCs questions as best she 
can, within the limits of her knowledge and the 
conditions imposed by the enchantments placed on 
her. 
 
 Where have you been for the past eight 

years?:  
“Dead, and then suddenly I was in the middle of 
the Royal Way with a thousand other people, all 
looking as confused and surprised as I was.”  
The Royal Way is the central plaza and 
thoroughfare through the city. 
                                                                                                                                      
 Why didn’t you contact your family 

immediately?:  
“At first I didn’t remember anything, even my 
name, but gradually things started coming back 
to me.  By then, there was a parade of women 
claiming to be me, and I couldn’t even get near 
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the Nobles’ District to talk to my family.  I have 
been forced to leave a request with the 
legionnaires, and wait for my family to learn of 
my whereabouts.  My parents must be beside 
themselves with worry.”  
Nearly all of those who were recently resurrected 
by the Scales of Peliron report remembering up to 
the instant immediately preceding their deaths, 
then instantly being alive and aware, 
standing/walking/sitting somewhere at least a little 
familiar to them, as if it were perfectly normal, and 
with no knowledge of how they got there.  
 
 Why are you pretending to be Cardinal?:  
“I’m not pretending. I AM Lady Cardinal.  If I 
can just talk to my family I can prove it.”  
She can provide answers to all of the test 
questions, they just won’t all be correct answers 
(See GM Play Aid #3). 
 
 Why don’t you look like Cardinal?:  
“The magic from coming back changed me 
somehow.”  
 
The girl is not Lady Cardinal Arawl.  She is a 
laundress named Sisani from the village of 
Greenstand, and was brought to Amthydor by the 
assassin-mage Kadir to pose as Cardinal.  She 
gives no indication of deception, should the PCs 
attempt to Sense Motive.  She is acting under a 
magical compulsion (suggestion), and has also had 
her memories altered (modify memory), to make 
her more convincing.  The following spells can 
assist the PCs in determining her identity: 
 
Detect magic – The girl is wearing a cursed 
necklace which is suppressing her own memories, 
and imposing those that would be expected to 
belong to Cardinal.  It can be removed by means of 
remove curse (caster level check DC 27).  The 
necklace carries a strong aura of enchantment 
magic. 
 
Discern lies – The girl is not intentionally being 
deceptive.  The cursed necklace forces her to 
impersonate Cardinal.  Her own awareness is 
somewhat suppressed, but still present, and it 
knows that the deception is wrong.  That 

awareness is enough to disrupt her aura, allowing 
the spell to reveal the deception, though she will be 
unable to reveal the truth until the necklace is 
removed. 
Note that zone of truth will not reveal any 
deception.  Zone of truth prevents the subject from 
actually speaking a known lie, while discern lies is 
actually detecting a shifting in the subject’s aura 
caused by telling the lie. 
 
Remove curse – A remove curse (caster level check 
DC 27) will allow the necklace to be removed and 
rendered non-functional. 
 
Modify memory – Even without removing the 
necklace, the PCs can use this spell to get a 
glimpse of a hidden memory of a dark-haired, 
foreign-looking man giving her the necklace and 
telling her the answers to the test questions.  She 
doesn’t know who the man is, nor does she ever 
recall any other meetings with him. 
 
Break enchantment –  Break enchantment will 
remove the modify memory, allowing the girl’s 
real memories to resurface, revealing that she is an 
ordinary girl from Greenstand who was 
approached by a foreign-looking human man who 
cast several spells on her and brought her to 
Amthydor to pose as Cardinal.  The spell will also 
allow the cursed necklace to be removed. 
 
While it is a crime to impersonate a noble in 
Amthydor, the fact that Sisani was magically 
influenced and not acting of her own free will 
cause the Diamond Legion to decline to press 
charges. 
 
 
CANDIDATE #2 
The young woman in front of you seems 
completely at home in the elegant surroundings 
of her suite at the Seven Sirenes. 
The Seven Sirenes inn, located in the Services 
District, accommodates guests living an Elite 
Lifestyle.  This ‘Cardinal’ is human, 25 years old, 
with dark blonde hair and blue eyes.  Though 
obviously several years older, she does bear a 
strong resemblance to the drawing of Cardinal, 
perhaps even enough to be a cousin.  At any time 
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during the conversation the PCs may attempt a 
Sense Motive skill check DC 15 + ATL to discern 
that she is lying. 
 
 Where have you been for the past eight 

years?:  
“Traveling the continent with a friend.  I ran 
away with a man that my father would never have 
approved of, a bard named Jordan.  As it 
happens, my father was right.  I recently returned 
to the city and learned what happened to my 
family, and about their sudden return.  They must 
have faked my death to avoid the embarrassment 
of my running off.  I didn’t know that it would 
affect them like that.”  
The PCs may attempt a Knowledge (local) skill 
check DC 15 to recall that the ‘Jordan’ associated 
with Lady Cardinal never left Amthydor and never 
became romantically involved with anyone else.  
He continued to study and practice his craft in the 
city, and was named Bard Laureate of Amthydor, a 
prestigious honor.  Bardic PCs and members of the 
Society of Entertainers and Providers gain a +5 
bonus to this check. 
                                                                                                                                     
 Why didn’t you contact your family 

immediately?:  
“I’ve been writing letters home the entire time, 
but I never received an answer.  I thought that 
they were still angry with me, and just not writing 
back.  Then when I returned to Amthydor I 
learned what really happened, and I tried to go to 
them, but they won’t see me.  The Diamond 
Legion won’t even let me into the district.  I even 
went to Thornbriars, to see if Denton would help 
me, but even he won’t see me.”  
 
 Why are you pretending to be Cardinal?:  
“I’m not pretending. I AM Lady Cardinal.  If I 
can just talk to my family I can prove it.”  
She can provide answers to all of the test 
questions, they just won’t all be correct answers.  
(See GM Play Aid #3). 
 
 Why don’t you look like Cardinal?:  
“I’m eight years older now.  I’ve changed, as is to 
be expected.”  
 

The girl is not Lady Cardinal Arawl.  She is 
however a former childhood acquaintance of 
Cardinal’s and the daughter of a wealthy 
Amthydoran merchant who has fallen on hard 
times.  She thought that she could take advantage 
of the publicized search for Cardinal to better her 
own life.  Her real name is Miranda.  In addition to 
the Sense Motive skill, the spells discern lies and 
zone of truth will easily reveal her deception.  
Impersonating a noble is a serious crime in 
Amthydor, and the PCs may use this as a way to 
Intimidate Miranda into confessing her real 
identity (DC 15 + ATL).  If the PCs confront her 
with proof of her deception (such as information 
gained from spells) they gain a +5 bonus to this 
check. 
 
 
CANDIDATE #3 
The comfortable surroundings of the Dauntless 
Dolphin do little to conceal the natural air of 
sophistication and confidence surrounding the 
young woman who cautiously greets you from the 
safety of her room, a young woman who is the 
image of the drawing of Lady Cardinal Arawl.  
The Dauntless Dolphin tavern and inn, located in 
the Port District, accommodates guests living a 
Medium Lifestyle.  This ‘Cardinal’ is human, 25 
years old, with dark honey-blonde hair and blue-
green eyes.  The PCs will need to provide proof 
that they are working for Lord Magnus and make a 
successful Diplomacy check DC 10 + ATL to gain 
entrance to the young woman’s room.  Without the 
writ or other proof of who hired them, the DC is 20 
+ ATL.  Play up the girl’s paranoia and suspicion 
against the PCs, and make them talk their way in. 
 
 Where have you been for the past eight 

years?:  
“Hiding, afraid for my life.  Someone tried to 
KILL me, someone who my father knew and 
trusted, someone that I knew and trusted.  If I 
hadn’t been warned by a divination from the 
temple of Destine I wouldn’t have had time to 
obtain the amulet that allowed me to feign death 
or arrange for someone that I trusted to remove 
me from the crypt and spirit me away to safety.  
When I heard that my family had returned, and 
that there were young women claiming to be me, I 
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thought that it might be the work of whoever 
wanted me dead.  That they had figured out that I 
was still alive and were trying to flush me out of 
hiding.”  
 
 Who helped you fake your death?:  
“Jordan.  He even arranged to spirit me out of 
the city, though he had to stay behind to avoid 
suspicion.  I don’t even dare contact him now, for 
fear that it will draw too much attention, but YOU 
could do so, and tell him how much I miss him.”  
The doppelganger posing as Cardinal can correctly 
answer all of the test questions, and any other 
question relating to events up to one month before 
Cardinal’s alleged death (See GM Play Aid #3).   
                                                                                                                                     
 Why didn’t you contact your family 

immediately?:  
“I had no desire to put them at risk.  I had hoped 
to learn the identity of the assassin and his 
employer before contacting my family, but when 
the flyers started showing up, publically 
searching for me, I had to risk contacting them.  
By then, though, it was too late.  My parents were 
overwhelmed, and refused to see any of the girls 
pretending to be me.  I’ve been waiting for an 
opportunity, trying to speak with anyone who 
might get my father to agree to see me.”  
 
 Why don’t you look like Cardinal?:  
She looks exactly like Cardinal, given a few minor 
changes easily attributed to eight years of graceful 
aging. 
 
 Why are you pretending to be Cardinal?:  
“I have no need to pretend. I AM Lady 
Cardinal.”  
The doppelganger posing as Cardinal can correctly 
answer all of the test questions, and any other 
question relating to events up to one month before 
Cardinal’s death (See GM Play Aid #3).  For any 
question relating to events after that point, the 
doppelganger will use its detect thoughts ability to 
learn the correct answer by listening to the PCs’ 
surface thoughts (DC 13 Will save to resist, DC 15 
at ATL 11+).   
 

The girl is not Lady Cardinal Arawl.  ‘She’ isn’t 
really a girl at all, or even human, but a 
doppelganger put in place by the assassin, to help 
lure Cardinal from hiding.  A Sense Motive check 
DC 23 (DC 30 at ATL 11+) or a Perception check 
DC 39 (DC 45 at ATL 11+) will penetrate the 
disguise and deception.  The following spells can 
also assist the PCs in determining ‘her’ identity: 
 
Discern lies –The doppelganger will be lying any 
time it implies that it is Cardinal Arawl.  If the PCs 
agree to compensate and release the doppelganger, 
it will tell them the truth about its bargain with the 
assassin. 
 
True seeing – True seeing will reveal this 
‘Cardinal’ to be a gangly, frail-looking creature 
with pale gray hairless skin and vacant white eyes. 
 
Zone of truth – The doppelganger will be as 
evasive as possible in answering, to avoid being 
trapped by the spell. 
 
If the PCs force a combat, the doppelganger 
Cardinal will fight, while attempting to escape the 
PCs.  The second floor room does have a single 
window that faces out over the street. 
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ATL 1 thru 9 
Doppelganger    
N Medium monstrous humanoid (shapechanger) 
Init +1; Senses darkvision 60 ft.; Perception +9 
AC 16, touch 12, flat-footed 14; (+1 Dex, +1 
dodge, +4 natural) 
hp 26 (4d10+4) 
Fort +4, Ref +5, Will +6 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee 2 claws +8 (1d8+4) 
Full Atk 2 claws +8 (1d8+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 13) 
Spells Known nil 
Str 18, Dex 13, Con 12, Int 13, Wis 14, Cha 13 
Base Atk +4; CMB +8; CMD 20 
Feats Dodge, Great Fortitude 
Skills Bluff +9 (+13 while using change shape 
ability), Diplomacy +4, Disguise +9 (+29 while 
using change shape ability), Perception +9, Sense 
Motive +6, Stealth +5; Racial Modifiers Bluff +4, 
Disguise +4 
Languages Common 
SQ changeshape (alter self), perfect copy, mimicry  
Gear nil 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
 
 
 
 
 
 
 
 
 

ATL 11 + 
Greater Doppelganger   
N Medium monstrous humanoid (shapechanger) 
Init +8; Senses darkvision 60 ft.; Perception +11 
AC 21, touch 15, flat-footed 16; (+4 Dex, +1 
dodge, +6 natural) 
hp 74 (8d10+24) 
Fort +7, Ref +10, Will +10 
Defense Abilities nil; DR nil; Immune charm, 
sleep; SR nil 
Speed 30 ft. 
Melee 2 claws +10 (1d8+6) 
Full Atk 2 claws +10 (1d8+6) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 18th) 
     At will – detect thoughts (DC 15) 
Spells Known nil 
Str 22, Dex 18, Con 16, Int 17, Wis 18, Cha 17 
Base Atk +8; CMB +14; CMD 28 
Feats Combat Reflexes, Dodge, Great Fortitude, 
Improved Initiative 
Skills Acrobatics +8, Bluff +15 (+20 while using 
change shape ability), Diplomacy +10, Disguise 
+15 (+35 while using change shape ability), 
Knowledge (local) +7, Knowledge (nobility) +7,  
Perception +15, Sense Motive +12, Stealth +11; 
Racial Modifiers +4 Bluff +4, Disguise +4 
Languages Common 
SQ changeshape (polymorph), perfect copy, 
mimicry 
Gear nil 
Special Qualities change shape (polymorph), 
perfect copy, mimicry 
Mimicry (Ex): A doppelganger is proficient in all 
weapons, armor, and shields.  In addition, a 
doppelganger can use any spell trigger or spell 
completion item as if the spells were on its spell 
list.  Its caster level is equal to its racial Hit Dice. 
Perfect Copy (Ex): When a doppelganger uses 
change shape, it can assume the appearance of 
specific individuals. 
 
Ideally the PCs will capture, rather than kill, the 
doppelganger, allowing them to question it about 
its involvement in the absence of Lady Cardinal 
Arawl and the abundance of imposters to her 
identity.  Imprisoning the doppelganger would be, 
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to say the least, problematic.  It only needs to take 
a new form in order to escape captivity, so turning 
it over to the Diamond Legion doesn’t really serve 
a purpose.  However, the PCs can bargain with it, 
promising it compensation and freedom in 
exchange for it telling them what it knows. 
 
The doppelganger was hired by a human mage 
from Myr, to impersonate Lady Cardinal Arawl.  
The mage provided it with several strands of hair 
from Cardinal’s brush, to help it emulate the young 
woman more effectively.  The mage offered it 
1000 gp in gems, plus the opportunity to infiltrate 
and influence Amthydor’s nobles, in exchange for 
its ‘performance’.  The mage believed that this 
plan would flush the real Cardinal out of hiding, 
allowing him to kill her.  The mage is male, 
human, with mahogany-brown skin, black hair, 
dark brown eyes and a neatly trimmed beard.  The 
description matches that provided by the 
doppelgangers in the Introduction.  The mage did 
not wear robes, but instead dresses in well-tailored 
traveler’s clothes.  He never offered his name, and 
the doppelganger was unable to pull it from his 
thoughts. 
 
 
CANDIDATE #4 
The suite rented by the girl claiming to be Lady 
Cardinal Arawl is in the wing reserved for the 
more exclusive guests of the Wayfarer’s Rest.  
She makes herself comfortable on a divan in 
front of the fireplace, leaving you to find less 
comfortable seating elsewhere in the sitting room. 
The Wayfarer’s Rest inn, located outside the city’s 
South Gate, has three separate wings to 
accommodate guests living Low, Medium and 
High Lifestyles.  This ‘Cardinal’ is a human 
(though with a barely noticeable infusion of elven 
blood), approximately 22 years old, with dark 
blonde hair and emerald green eyes.  She bears no 
resemblance at all to the portrait of Cardinal or any 
member of the Arawl family.  A Perception check 
DC 15 will allow a PC to notice both that the girl is 
not entirely human (¼ elven) and that the girl’s 
hair has been lightened, leaving dark roots.  She is 
too old to have been dead for the past eight years 
(age 17), and too young to have been alive and in 
hiding (age 25).  While not openly rude, she is also 

less than the picture of genteel graciousness and 
diplomatic courtesy, contrary to descriptions of 
Lady Cardinal Arawl.  She also has a faint 
Vanyran accent that she cannot entirely conceal, 
but that a PC can detect with a Knowledge 
(geography) or Perception (sound) check DC 15.  
A PC who is a native of Vanyr will immediately 
recognize the accent. 
 
 Where have you been for the past eight 

years?:  
“I was dead, at least until a few months ago.  I 
came back, like everyone else, when the Scales of 
Peliron were restored.”  
                                                                                                                                     
 Why didn’t you contact your family 

immediately?:  
“I didn’t reappear here in Amthydor.   When 
I…came back I was in Vanyr.  It took time to 
locate a ship bound for Amthydor and make my 
way back.  By the time I arrived my father had 
stopped interviewing candidates, due to the 
repeated stress of discovering that they were 
imposters.”  
 
 Why are you pretending to be Cardinal?:  
“I’m not pretending. I AM Lady Cardinal.  If I 
can just talk to my family I can prove it.”  
She can provide answers to all of the test 
questions, they just won’t all be correct answers.  
(See GM Play Aid #3). 
 
 Why don’t you look like Cardinal?:  
“The magic of coming back changed me 
somehow.”  
 
The girl is not Lady Cardinal Arawl.  She is an 
opportunist and a con artist from Vanyr named 
Betasha, taking advantage of the assassin’s 
recruitment of imposters.  The following spells can 
assist the PCs in determining her identity: 
 
Detect magic – The girl is wearing a ring of mind 
shielding (faint abjuration). 
 
Discern lies – The spell is blocked by the ring of 
mind shielding.  However, if the PCs cause the 
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ring to be removed, it will reveal Betasha’s 
deception. 
 
Zone of truth – The spell is blocked by the ring of 
mind shielding.  However, if the PCs cause the 
ring to be removed, it will reveal Betasha’s 
deception. 
 
Impersonating a noble is a serious crime in 
Amthydor, and the PCs may use this as a way to 
Intimidate Betasha into confessing her real identity 
(DC 15 + ATL).  If the PCs confront her with proof 
of her deception (such as information gained from 
spells) they gain a +5 bonus to this check. 
 
 
CANDIDATE #5 
The picture of charm and courtesy, the young 
woman directs you to a small sitting room and 
offers you a comfortable seat while ringing for 
one of the inn’s servants to bring refreshments. 
The Diamond Inn, located in the Services District, 
accommodates guests living a High Lifestyle.  This 
‘Cardinal’ is human, approximately 24 years old, 
with honey-blonde hair and blue eyes.  A 
Perception check DC 23 will allow a PC to 
penetrate the illusion created by the hat of disguise 
worn by the girl.  She will attempt to answer the 
PCs questions as best she can, within the limits of 
her knowledge and the conditions imposed by the 
enchantments placed on her. 
 
 Where have you been for the past eight 

years?:  
“I was kidnapped, and an imposter put in my 
place, by someone who wanted to learn secrets 
about my family that they could use against my 
father. When the imposter was killed in an 
accident, it made my captors angry, ruining their 
plans.  They contacted my father then, to tell him 
that I was still alive and that they would kill me if 
he didn’t do what they wanted.  He died right 
after that.  My captors didn’t know what to do 
then, and when they were arguing about it I was 
able to escape.  My family was gone, my House 
disbanded, I didn’t know who they were or if they 
had allies, so I kept on hiding.  A traveling 
merchant friend of my father brought me into his 
family, presenting me as his niece.  I traveled 

around with his caravan, until I heard that my 
family was back.”  
                                                                                                                                     
 Why didn’t you contact your family 

immediately?:  
“I was traveling with the merchant caravan.  
Once I came back to Amthydor and heard that my 
family was back, I tried to reach them, but the 
legionnaires wouldn’t let me into the district.  
They said that my father refused to see any more 
‘imposters’.”  
 
 Why are you pretending to be Cardinal?:  
“I’m not pretending. I AM Lady Cardinal.  If I 
can just talk to my family I can prove it.”  
She can provide answers to all of the test 
questions, they just won’t all be correct answers 
(See GM Play Aid #3). 
 
 Why don’t you look like Cardinal?:  
The girl nearly perfectly resembles Cardinal, 
thanks to the hat of disguise.  Without it, there is 
still a resemblance, but the differences are 
noticeable (slightly darker hair, a bit shorter, 
brown eyes).  
 
The girl is not Lady Cardinal Arawl.  She is a 
seamstress named Callista from the village of 
Brexton, and was brought to Amthydor by the 
assassin-mage Kadir to pose as Cardinal.  She 
gives no indication of deception, should the PCs 
attempt to Sense Motive.  She is acting under a 
magical compulsion (suggestion), and has also had 
her memories altered (modify memory), to make 
her more convincing.  The following spells can 
assist the PCs in determining her identity: 
 
Detect magic – The girl is wearing a hat of 
disguise (currently in the form of a hairclip) as 
well as a cursed bracelet which is suppressing her 
own memories, and imposing those that would be 
expected to belong to Cardinal.  It can be removed 
by means of remove curse (caster level check DC 
27).  The bracelet carries a strong aura of 
enchantment magic. 
 
Discern lies – The girl is not intentionally being 
deceptive.  The cursed bracelet forces her to 
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impersonate Cardinal.  Her own awareness is 
somewhat suppressed, but still present, and it 
knows that the deception is wrong.  That 
awareness is enough to disrupt her aura, allowing 
the spell to reveal the deception, though she will be 
unable to reveal the truth until the bracelet is 
removed. 
Note that zone of truth will not reveal any 
deception.  Zone of truth prevents the subject from 
actually speaking a known lie, while discern lies is 
actually detecting a shifting in the subject’s aura 
caused by telling the lie. 
 
Remove curse – A remove curse (caster level check 
DC 27) will allow the necklace to be removed and 
rendered non-functional. 
 
Modify memory – Even without removing the 
bracelet, the PCs can use this spell to get a glimpse 
of a hidden memory of a dark-haired, foreign-
looking man giving her the bracelet and telling her 
the answers to the test questions.  She doesn’t 
know who the man is, nor does she ever recall any 
other meetings with him. 
 
Break enchantment –  Break enchantment will 
remove the modify memory, allowing the girl’s 
real memories to resurface, revealing that she is an 
ordinary girl from Brexton who was approached by 
a foreign-looking human man who cast several 
spells on her and brought her to Amthydor to pose 
as Cardinal.  The spell will also allow the cursed 
bracelet to be removed. 
 
While it is a crime to impersonate a noble in 
Amthydor, the fact that Callista was magically 
influenced and not acting of her own free will 
cause the Diamond Legion to decline to press 
charges. 
 
 
CANDIDATE #6 
The woman residing in a suite at Forstel Manor 
moves with the elegant grace of a dancer as she 
shows you to the small sitting room. 
Forstel Manor, located in the Upper Class District,  
accommodates guests living a High Lifestyle.  This 
‘Cardinal’ is human, approximately 17-18 years 
old, with blonde hair and teal blue eyes.  A 

Perception check DC 15 will allow a PC to notice 
that the girl’s eye color comes from tinted lenses in 
her eyes.  Her true eye color is gray.  She will 
attempt to answer the PCs questions as best she 
can, within the limits of her knowledge and the 
conditions imposed by the enchantments placed on 
her. 
 
 Where have you been for the past eight 

years?:  
“I was killed, when someone spooked my horse 
while I was riding. I returned with the others who 
were restored by the Scales of Peliron.”  
                                                                                                                                     
 Why didn’t you contact your family 

immediately?:  
“At first I didn’t know that they had returned as 
well.  When I first came back I took a room in an 
inn, until I could understand what had happened.  
The first thing that I found out was that they had 
died several months after I was killed.  That same 
night someone attacked me in my room.   After 
that I was afraid.  Then I learned that they were 
looking for me, and that there were hundreds of 
girls claiming that they were me.  When I tried to 
reach my family, I learned that they weren’t 
seeing anyone, and I haven’t been able to talk to 
them. I have left messages with the legionnaires, 
to tell my parents where I am, but I don’t know if 
they’ve gotten them.  I know that they’ll come for 
me once they learn where I am, but until they I’m 
sure that they’re beside themselves with worry.”  
 
 Why are you pretending to be Cardinal?:  
“I’m not pretending. I AM Lady Cardinal.  If I 
can just talk to my family I can prove it.”  
She can provide answers to all of the test 
questions, they just won’t all be correct answers 
(See GM Play Aid #3). 
 
 Why don’t you look like Cardinal?:  
“Someone attacked me, the night after I returned.  
The next day I went to a mage and had my 
appearance permanently altered, in case it was 
the same person who killed me before, back to try 
to finish the job.”  
A mage *did* cast a permanent polymorph on her, 
just not exactly the way that she remembers it. 
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The girl is not Lady Cardinal Arawl.  She is a 
courtesan named Ophelia from Jadenspur, and was 
brought to Amthydor by the assassin-mage Kadir 
to pose as Cardinal.  She gives no indication of 
deception, should the PCs attempt to Sense Motive.  
She is acting under a magical compulsion 
(suggestion), and has also had her memories 
altered (modify memory), to make her more 
convincing.  The following spells can assist the 
PCs in determining her identity: 
 
Detect magic – The girl is wearing a cursed ring 
which is suppressing her own memories, and 
imposing those that would be expected to belong to 
Cardinal.  It can be removed by means of remove 
curse (caster level check DC 27).  The ring carries 
a strong aura of enchantment magic. 
 
Discern lies – The girl is not intentionally being 
deceptive.  The cursed ring forces her to 
impersonate Cardinal.  Her own awareness is 
somewhat suppressed, but still present, and it 
knows that the deception is wrong.  That 
awareness is enough to disrupt her aura, allowing 
the spell to reveal the deception, though she will be 
unable to reveal the truth until the ring is removed. 
Note that zone of truth will not reveal any 
deception.  Zone of truth prevents the subject from 
actually speaking a known lie, while discern lies is 
actually detecting a shifting in the subject’s aura 
caused by telling the lie. 
 
Remove curse – A remove curse (caster level check 
DC 27) will allow the ring to be removed and 
rendered non-functional. 
 
Modify memory – Even without removing the ring, 
the PCs can use this spell to get a glimpse of a 
hidden memory of a dark-haired, foreign-looking 
man giving her the ring and telling her the answers 
to the test questions.  She doesn’t know who the 
man is, nor does she ever recall any other meetings 
with him. 
 
Break enchantment –  Break enchantment will 
remove the modify memory, allowing the girl’s 
real memories to resurface, revealing that she is an 
ordinary girl from Greenstand who was 

approached by a foreign-looking human man who 
cast several spells on her and brought her to 
Amthydor to pose as Cardinal.  The spell will also 
allow the cursed ring to be removed. 
 
While it is a crime to impersonate a noble in 
Amthydor, the fact that Ophelia was magically 
influenced and not acting of her own free will 
cause the Diamond Legion to decline to press 
charges. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
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lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  55  ––  DDIIVVIINNEE  IINNSSPPIIRRAATTIIOONN  

The PCs may visit the temple(s) of their choice in 
the search for answers about the fate of Cardinal 
Arawl.  Some of the temples have previously been 
contacted by Lord Arawl, others have not yet been 
contacted but may possess information, while the 
remainder have nothing relevant to offer.  
Information from both the official Quorum of Faith 
member temples/shrines and the unofficial non-
member shrines is provided. 
 
ALL SHRINES AND TEMPLES 
The following information is available, regardless 
of which shrine or temple the PCs choose to visit. 
 
 What can you tell us about the people 

restored by the Scales of Peliron?:  
“There doesn’t seem to be any trend that we have 
noticed, in regard to who returned and who did 
not.  The subjects are not limited to any one race, 
one faith, or one social class.  They are not even 
all Amthydoran, though the event does seem to be 
focused here.  We have located subjects who 
perished as little as a week prior to the event and 
as long as forty years.  They typically remember 
up to the last moment before their deaths, and 
then nothing until they reappeared, often in an 
area that is somewhat familiar and normal for 
them to be in, but definitely not the same location 
as their death.  Many report a brief period of 
confusion and disorientation, but they seem to 
quickly regain their bearings.”  
 
 What magic would allow a person to change 

their appearance or hide in plain sight?:  
“Some nature priests are able to change their 
own form, to that of an animal, though some 
priests and even wizards of the highest order may 
take a multitude of forms.  There are even pieces 
of clothing or jewelry enchanted to allow the 
wearer to assume a new form or appearance.”  
 

 What means are available for bringing 
someone back from the dead?:  

“There are several different rituals for restoring 
life, or the semblance of it, to the dead.  If 
performed at the same moment as death, one 
ritual restores life with no loss of faculty.  Others, 
depending upon how long the subject has been 
deceased, result in varying diminishments.  It is 
possible to restore the spirit of the subject in a 
new body.  For those who serve the darker 
powers, there are even means of simply animating 
the body of a deceased person as one of the 
unloving.”  
Breath of life, raise dead, resurrection, true 
resurrection, reincarnation, animate dead and 
create undead are all within the power of divine 
casters. 
 
 How could someone use magic to fake their 

death?:  
“Some rituals permit the subject to temporarily 
depart their body, giving the impression of death, 
while others freeze a subject in place, rendering 
them immobile.”  
Hold person has a short duration, and does not 
eliminate the need to breath, but could give the 
appearance of death on a cursory examination.. 
 
 How can someone avoid divine detection?:  
“There are several rituals which allow the subject 
to conceal their thoughts or obscure their 
location.”  
Nondetection and obscure object are two divine 
possibilities.  However, Cardinal is not hiding 
through divine means. 
 
 How can someone attempting to avoid 

detection be revealed?:  
“A priest or wizard of greater power than the one 
enacting the concealment may be able to 
overcome it. The ritual of true seeing could 
reveal a true physical appearance.”  
 
 
TEMPLE OF ARDRA (Goddess of Life, Quorum 
of Faith) 
An acolyte escorts you to an ornate meditation 
garden where a group of children are practicing a 
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series of controlled slow motion, almost dance-
like movements to limber up their bodies and 
focus their minds.  The priestess watching them 
nods her approval, then leaves them in the care of 
a young monk and turns her attention to you.     
“Welcome, I am Mallia.  Shall we walk while we 
speak?  I find that activity of the body also 
energizes the mind.  What wisdom can the 
servants of the First Mother offer you?” 
Mallia is a senior priestess of Ardra. 
 
 Have any divinations been performed to 

locate Lady Cardinal?:  
“Lord Consul Magnus Arawl came to us seeking 
information regarding his daughter Cardinal.  
When we attempted to divine her fate we received 
the answer ‘Among allies born of singing blades 
shall she find shelter’.”  
 
 Do you think that Cardinal is alive?:  
“It is our devout hope that she is.  Lady Cardinal 
was a gentle and beloved soul, always quick to 
respect every faith, every profession, every 
person.  It would be our great misfortune should 
she truly perish.”  
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“I’ve not met any of them, at least not that I am 
aware of, so I honestly don’t know.  The temple of 
Hyperion has the means of determining such 
things.”  
 
 
SHRINE OF AURELIAN (God of Air, 
Unofficial) 
None of the principal participants in these events 
are particularly bound to the shrine of Aurelian, 
and the only answer available is ‘Unclear’. 
 
 
SHRINE OF AYLA (Goddess of Flora, Quorum 
of Faith) 
None of the principal participants in these events 
are particularly bound to the shrine of Ayla, and 
the only answer available is ‘Unclear’. 
 
 

SHRINE OF BRIANNA (Goddess of Fauna, 
Quorum of Faith) 
None of the principal participants in these events 
are particularly bound to the shrine of Brianna, and 
the only answer available is ‘Unclear’. 
 
 
TEMPLE OF CERION (Goddess of Agriculture, 
Quorum of Faith) 
While the Arawl family pays some devotion to 
Cerion, because of their farming interests the only 
answer available is ‘Unclear’. 
 
 
SHRINE OF CYRENE (Goddess of Water, 
Quorum of Faith) 
None of the principal participants in these events 
are particularly bound to the shrine of Cyrene, and 
the only answer available is ‘Unclear’. 
 
 
SHRINE OF DESTINE (Goddess of Knowledge, 
Quorum of Faith) 
Close to the Temple District entrance, at the 
intersection of Temple Row and the Path of 
Mysteries, you make your way to the small 
temple of Destine. Though smaller than the grant 
cathedrals, the single story temple of Destine 
remains the greatest repository of knowledge in 
the Free Lands. An acolyte greets you as you 
enter. He smiles in welcome as he adjusts his 
wire-rimmed glasses. 
"Greetings. I am Bartholomew. Welcome to the 
shrine of Destine, a destination where you are 
always expected.  How may I aid you?" 
Bartholomew will take the PCs to Trevas, a senior 
priest of the temple. Though very polite, Trevas 
will try to keep pleasantries to a minimum. 
 
 Have any divinations been performed to 

locate Lady Cardinal?:  
“Lord Consul Magnus Arawl came to us seeking 
to learn information regarding his daughter 
Cardinal.  When we attempted to divine her fate 
we received the answer ‘The eye of the enemy is 
easily blinded when shown what it most desires’.”  
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 Do you think that Cardinal is alive?:  
“It would be a shame if she wasn’t.  Lady 
Cardinal was much beloved by all who knew her, 
and wise beyond her few years.”  
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“I believe that Cardinal WILL be found, at the 
time of the gods choosing.”  
 
 
SHRINE OF DYMORA (Goddess of Temptation, 
Quorum of Faith) 
A red-haired priestess in black leather comes to 
greet you, in answer to the summons of the 
acolyte  as you enter the shorn duty at the door of 
the shrine.  “Welcome.  I am Scarlet.  What 
temptations may the servants of the goddess offer 
you?” 
PCs who have previously visited the shrine in 
search of information may think to ask to speak 
specifically for either Mistress Jade or her assistant 
Kat, but both are unavailable at this time.  The PCs 
will have to be content with Scarlet. 
 
 Have any divinations been performed to 

locate Lady Cardinal?:  
“As soon as we learned of the various young 
women claiming to be Cardinal we immediately 
looked into the matter.  When we attempted to 
divine information regarding her fate we received 
the answer ‘The red bird flies not far from the 
nest.”  
Lady Cardinal is hiding out with House Reilly, 
under the guise of Lady Caroline Reilly.  House 
Reilly’s country estate of Lion’s Den is only a 
short ride from the Arawl country manor of 
Thornbriars. 
 
 Do you think that Cardinal is alive?:  
“We are convinced of it.”  
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“Even the most honest offer deception, for 
reasons they may know not.”  
 
 

SHRINE OF ELIANNA (Goddess of Love, 
Quorum of Faith) 
While none of the principal participants involved 
in these events are particularly bound to the shrine 
of Elianna, the aborted romance between Cardinal 
and Jordan is enough to attract the interest of the 
shrine. 
“As soon as word spread of House Arawl’s 
return, the Bard Laureate came to us seeking 
information regarding Lady Cardinal.  When we 
attempted to divine her fate we received the 
answer ‘The joy of the heart’s reunion shall be 
all the sweeter for the sorrow of separation’.”  
The Bard Laureate of Amthydor is none other than 
Jordan himself.                                                                                                                                          
 
 
TEMPLE OF EMERYS (God of Magic, Quorum 
of Faith) 
The acolyte who greets you at the temple of 
Emerys listens attentively to your request, then 
leaves you to wait in a small study while he goes 
in search of his superior.  A brief wait, and a 
slightly graying man returns.  “Good day to you.  
I am Niall.  How may I assist you?” 
Niall is temple’s Underpriest, and is presumed to 
be the logical candidate for the next High Priest. 
 
While none of the principal participants in these 
events are particularly bound to the temple of 
Emerys, the possible involvement of advanced 
magic will capture the interest of the priests.  An 
attempt to divine information on Lady Cardinal 
will reveal the following answer – 
“The red bird has found shelter in the heart of 
the lion’s den.” 
Divinations are seldom clear in their meaning.  
This one, however, is extremely direct and literal.  
Lady Cardinal Arawl is sheltered by House Reilly, 
whose emblem is a gold lion rampant on a green 
field, and who call their country estate Lion’s Den.  
Should the PCs decide to interpret the answer 
literally and attempt to determine if any local 
individuals, noble Houses, businesses, merchants 
or other groups are associated with lions (as either  
emblems, pets, or part of their name), they can 
quickly come up with a list of no less than fifty 
names from across the Free Lands, more than half 
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of which are located in Amthydor (including two 
ships, a tavern, three aristocrats, a merchant 
company, an adventuring company, House Reilly 
and House Grimm).                                                                                                                                        
 
 
TEMPLE OF GALVANDT (God of Vigilance, 
Quorum of Faith) 
Having made your mission known to the ever-
watchful guards at the temple’s entrance, you are 
shown to a well-equipped armory where an older 
woman is inspecting the armor and weapons 
being returned to their racks by a group of 
acolytes in sweat-stained practice clothes.  With a 
last nod of approval she turns her attention to 
you.  “Welcome.  I am Laestra Adiran.  I 
understand that you have come to make inquiries.  
How may the Tower of Vigilance serve?” 
Laestra is a senior priestess, second only to the 
temple’s High Priest. 
 
The temple will perform a divination, at the PCs’ 
request, to gain information regarding the fate of 
Lady Cardinal Arawl, with the following result – 
“Pride shelters the daughter of House Arawl.” 
If the answer were to be interpreted literally, there 
are a number of individuals, groups, locations and 
objects referring to ‘pride’, including the 
lupaari/tabreen ship the Pride’s Quest, the 
Amthydoran Navy ship Jewel’s Pride, the 
adventuring company Pryde’s Pride, the Nobles’ 
District estate of House Reilly Pride Manor,  and 
at least a dozen more. 
 
If the PCs ask about Staern Bladebreak, a member 
of the adventuring company the Blades of Song 
and a cleric of Galvandt, Laestra will inform then 
that he is presently out of the temple, providing 
consultation to House Allision. 
                                                                                                                                       
 
SHRINE OF GLISSANDE (Goddess of Art, 
Quorum of Faith) 
Both Jordan and, to some extent, Cardinal have ties 
to the shrine of Glissande.  The PCs may request 
divinations regarding Cardinal’s fate, receiving the 
following answer – 

“Among allies born of singing blades shall she 
find shelter.”  
PCs succeeding at a Knowledge (local) skill check 
DC 25 can recall that two decades earlier an 
adventuring company known as the Blades of Song 
existed in Amthydor.  Two of the members, Ellyn 
Reilly and Zinzann Allison, were granted 
Amthydoran nobility.  Staern Bladebreak, a cleric 
of Galvandt, serves as an advisor to House Allison. 
Calton Fieldman can only rarely be found in the 
city, preferring to continue his life of adventure 
and exploration.  Magardi Slimhands perished 
years ago, and was not revived.  The most famous 
member of the company may be Alissa Wyndsong, 
wife of the Lord Monarch. 
 
 
TEMPLE OF HYPERION (God of Nobles, 
Quorum of Faith) 
Having presented yourselves at the temple of 
Hyperion, an acolyte escorts you up a winding 
stairway to the roof of one of the temple’s towers 
where a striking young woman with auburn hair 
and gold-flecked gray eyes is just lifting her arm 
into the air, sending an eagle into flight.   She 
wears dark purple silk robes embroidered with 
white, and removes a leather hawking glove, 
gesturing for you to make yourselves comfortable 
on a nearby bench built into the curving wall.   
“Welcome.  I understand that you have come to 
make inquiries.  The Highborn is occupied with 
temple matters and has sent me to answer your 
questions.  I am Lady Kylene Reilly.  How can the 
temple of the Most High assist you?” 
Lady Kylene is a Scion of Hyperion, a priestess 
especially dedicated to the faith and granted 
additional powers by her deity, including the 
ability to perform the ritual Blood Will Tell.  The 
ritual is used to determine if a person is in any way 
descended from a noble bloodline. 
 
 Have any divinations been performed to 

locate Lady Cardinal?:  
“The Highborn himself performed the divination, 
when Lord Magnus presented the request for 
information regarding his daughter.  The only 
answer that was forthcoming regarding her fate 
was that ‘The red bird flies not unaided’.  The 
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‘red bird’ is a clear reference to Lady Cardinal, 
though exactly who might be aiding her is not 
apparent.”  
 
 Can you tell us about the ritual to prove a 

noble bloodline?:  
“The ritual may only be conducted with the 
blessing of the high priest, Highborn Tameron 
Slidell, and requires a sacred artifact of Hyperion 
as well as a close personal object belonging to the 
subject.  It allows even the faintest trace of noble 
blood to be detected.  It will definitively reveal the 
person’s relationship to any noble line recognized 
within the past thousand years.”  
She will not go into greater detail regarding the 
ritual with PCs who are not Scions of Hyperion, 
and those who are Scions already know the basic 
information. 
 
 Can the ritual be performed for House 

Arawl?:  
“The Highborn has already consented to grant 
Lord Consul Arawl’s petition that the ritual be 
performed to verify his daughter’s identity once 
she is located.”  
 
 Who will be performing the ritual for 

Cardinal Arawl?:  
“I will be performing the ritual personally, at 
Lord Arawl’s request and with the approval of the 
Highborn.”  
 
 Can the ritual be performed to test multiple 

women?:  
“The ritual is quite detailed, and requires several 
days of intense meditation and preparation.  It 
may not be performed on multiple subjects at the 
same time.  It is necessary to narrow down the 
number of candidates to a single subject before 
we can proceed.”  
The artifact used in the ritual, a platinum chalice, 
must be cleansed and purified between rituals, a 
process requiring seven days. 
 
 Do you think that Cardinal is alive?:  
“It is noteworthy that all of the members of 
House Arawl returned except for Lady Cardinal 
and Lord Caucus.  I am aware of the report that 

Caucus’ body is still in his tomb, but there is no 
sign of Cardinal.  It IS possible that she is alive, 
somewhere.”  
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“What I believe doesn’t matter.  The truth is for 
Hyperion to judge.  The High Lord’s ritual will 
reveal the real Lady Cardinal.”  
 
 Didn’t your own House recently have some 

trouble?:  
“It is true that my House was the target of a 
blackmailer, but their efforts were in vain, and it 
had nothing to do with the current situation.”  
She will not discuss the blackmail attempt aimed at 
her family, as she does not believe it to be relevant 
to the issue at hand. 
 
 Is your House involved in the 

death/disappearance/concealment of Lady 
Cardinal?:  

“My family has a long association with House 
Arawl.  I accompanied my sister when she 
attended Lady Cardinal’s funeral.  The grief I 
saw was very real.  I don’t believe that any 
member of my family would ever do anything to 
harm Cardinal. ”  
Lady Kylene can honestly say that she knows 
nothing of any involvement by her family.  
Suspicion and reasonable doubt, however, is 
another matter, and one that she will not discuss 
with the party. 
 
 Didn’t your family benefit from the fall of 

House Arawl?:  
“The Lord Monarch transferred a portion of the 
Arawl lands to House Reilly, yes.  However, my 
sister immediately requested that those lands be 
restored to Lord Arawl as soon as she learned of 
his return.  The Lord Monarch immediately 
granted that request, and bestowed alternate 
lands on House Reilly in their stead.”  
House Reilly received land holdings closer to the 
mountains, suitable for orchards and vineyards, in 
place of the former/restored Arawl farmlands.  
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 Who from House Reilly knew Cardinal?:  
“Lady Ellyn, of course, and our sister Eilish.  I 
knew her, though we were not close.  Our 
brothers never spent time around her, and our 
cousin Caroline didn’t arrive in Amthydor until 
after Lady Cardinal died.”  
 
If the PCs ask her about the other divinations that 
they have received, particularly those mentioning 
‘lion’, ‘pride’ and ‘singing blades’, she will 
confirm that her family’s manor in the Nobles’ 
District is known as Pride Manor, their country 
estate is called Lion’s Den, and her older sister 
Lady Consul Ellyn Reilly was a member of the 
adventuring company the Blades of Song. 
 
 
SHRINE OF ILLUDRA (Goddess of Tricksters, 
Unofficial) 
While none of the principal participants in these 
events are particularly bound to the shrine of 
Illudra, the deceptions involved have attracted the 
attention of the goddess, who will provide her 
faithful with the following answer to their 
divinations – 
“The scarlet lady wears a false face, to deceive 
her enemies.”  
The PCs are not the first to seek information from 
the shrine regarding Cardinal.  A foreign-looking 
man, with dark hair, dark eyes and mahogany skin 
approached the shrine several weeks ago asking 
that the priests attempt to divine Cardinal’s fate. 
 
 
SHRINE OF KALEK (God of Crafts, Quorum of 
Faith) 
None of the principal participants in these events 
are particularly bound to the shrine of Kalek, and 
the only answer available is ‘Unclear’. 
 
 
SHRINE OF LOHM (God of Earth, Unofficial) 
None of the principal participants in these events 
are particularly bound to the shrine of Lohm, and 
the only answer available is ‘Unclear’. 
 
 
 

TEMPLE OF LUCOR (God of Wealth, Quorum 
of Faith) 
None of the principal participants in these events 
are particularly bound to the temple of Lucor, and 
the only answer available is ‘Unclear’. 
 
 
TEMPLE OF MENEON (God of the Moon, 
Quorum of Faith) 
High Priestess Delinia Lunasole herself greets 
you as an acolyte escorts you into an ornate hall 
adorned with intricate inlaid murals of the night 
sky and the phases of the moon.  “Welcome.  I 
understand that you have come seeking 
information on the daughter of House Arawl.  
Word travels quickly.  How may we assist?” 
No one is going to ask questions about an alleged 
dead woman in Amthydor and not have the temple 
of Meneon hear about it. 
 
 Have any divinations been performed to 

locate Lady Cardinal?:  
Lord Consul Magnus Arawl came to us seeking 
information regarding his daughter Cardinal.  
When we attempted to divine her fate the only 
answer that we received was that ‘True death has 
not touched the red bird’.”  
 
 Do you think that Cardinal is alive?:  
“I do, though for reasons known only to the gods 
and the Lady Cardinal herself she has chosen not 
to reveal her presence.  Perhaps it is only wishful 
thinking on my part, but I do not believe that her 
purpose in this lifetime has yet been fulfilled.”  
High Priestess Lunasole has no physical proof that 
Cardinal is alive, only a certainty bestowed by her 
god and her faith. 
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“I could not say with any certainty, not having 
spoken with any of the young women, but I 
believe that the true Lady Cardinal would find a 
way to reach her family if she thought it best to 
do so.  She was ever the determined young lady.”  
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TEMPLE OF PELIRON (God of Justice, 
Quorum of Faith) 
Standing in the newly restored entry of the temple 
of Peliron, you’re greeted by a priest clad in the 
white robes of those specially dedicated to the 
Lord of Judgment.  “I am Sandor.  Welcome.  
High Priest Jalinor is currently occupied with the 
final restorations to the temple, and has asked 
that I assist with your inquiry.” 
 
While none of the principal participants in these 
events are particularly bound to the temple of 
Peliron, the priests will attempt divinations at the 
PCs’ request, in an effort to obtain information 
regarding the fate of Lady Cardinal, and receive 
the following answer – 
“In balance and judgment the truth shall be 
revealed.” 
 
 Do you think that Cardinal is alive?:  
“All from that House but she and Lord Caucus 
were restored when the Scales were returned to 
balance.  A search of the crypt proved the son still 
within, therefore the daughter must live.”  
 
 Do you believe that one of the current 

claimants is Cardinal?:  
“I believe that she waits for a balance that has 
not yet been struck, before she presents herself.”  
                                                                                                                                       
                                                                                                                                      
SHRINE OF PIETOS (God of Mercy, Unofficial) 
The wizened priest who arrives in response to 
your inquiry hardly looks strong enough to stand 
straight against a mild breeze.  “Few are the 
adventurers who seek the wisdom of the Merciful 
One.  I am Brother Stellan.  What answers can 
this humble shrine provide?” 
 
While none of the principal participants in these 
events are particularly bound to the shrine of 
Pietos, the priests will attempt divinations at the 
PCs’ request, in an effort to obtain information 
regarding the fate of Lady Cardinal, and receive 
the following answer – 
“The compassionate heart hides behind many 
masks.”  

Lady Cardinal not only hides behind the disguise 
of Lady Caroline Reilly, but under the name of the 
artist Aerilyn Olleric.                                                 
 
 
TEMPLE OF SORENA (Goddess of Light, 
Quorum of Faith) 
None of the principal participants in these events 
are particularly bound to the temple of Sorena, and 
the only answer available is ‘Unclear’. 
 
 
SHRINE OF ZARA (Goddess of Fire, Unofficial) 
None of the principal participants in these events 
are particularly bound to the shrine of Zara, and the 
only answer available is ‘Unclear’. 

 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 
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 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  66  ––  SSOOMMEEOONNEE’’SS  GGOOTT  
YYOOUURR  BBAACCKK  

A number of noble Houses were, if not allies, at 
least friendly with House Arawl.    
 
HOUSE ALLISON – 
The members of House Allision (Lord Consul 
Zinzann Allision, his wife Deyniel Tezriine-
Allision, and their three young children) are 
currently guests of House Reilly, at the Reilly 
country estate, while their own estate is being 
renovated after being empty for nine years 
following the fall of the House and the deaths of 
the family (Lord Zinzann was killed in a duel, his 
wife and children died of a plague that swept the 
city).  A Knowledge (local or nobility) check DC 
25 will allow a PC to recall that approximately 
nine years ago Lord Consul Zinzann Allison was 
the only suspect in the murder of Lady Constance 
Grimm.  He was subsequently killed in a duel with 
Lord Alaric Grimm.  His House was disbanded and 
his wife and children sent to the District of the 
Poor, where they perished in a plague outbreak.  A 
new investigation, opened after the family 
returned, has determined that Lord Allison was 
framed in the death of Lady Constance, and that 
parties unknown were actually responsible. 
 
Lord Allison will agree to meet with the PCs in the 
comfort of the library at House Reilly’s country 
manor, known as Lion’s Den.   
A servant escorts you a library paneled in dark 
wood, the floors covered in thick rugs.  Two 
women and a fit-looking man break off their 
conversation when you enter.   

The women are Lady Eilish Reilly (Lady Consul 
Ellyn Reilly’s half-sister) and High Lady Deyniel 
Tezriine-Allison.  The man is Lord Consul Zinzann 
Allison. 
The two women make a polite departure, while 
Lord Allison gestures for you to make yourselves 
comfortable.  “I understand that you wish to 
speak with me, regarding House Arawl.  The 
worst of Lord Magnus’ troubles came after my 
own family and I perished, so I don’t know how 
much help I can be, but I’ll assist in whatever 
way I can.” 
Lord Allison won’t discuss the duel that led to his 
death, or the disbanding of his House and the 
deaths of his wife and children that followed, other 
than to say that he was framed by an unknown 
enemy within Amthydor, as he does not believe 
those events relevant to the current situation. 
 
 Who would have wanted to harm Lady 

Cardinal?:  
“Cardinal was extremely well-liked.  No one who 
knew her would have wanted to harm her.”  
                                                                                                                                     
 Could Cardinal have been murdered?:  
“Murdered?  It is certainly possible, though I find 
it improbable.”  
                                                                                              
 Who would have wanted to harm House 

Arawl?:  
“It was well known that Cardinal was her father’s 
favorite, and that he intended to make her his 
heir.  Anyone wanting to control House Arawl 
could have planned to do so through her.  If they 
learned that they couldn’t control her, they may 
have used more extreme action.” 
                                                                                                                                      
 Could you have been framed by the same 

person who poisoned the members of House 
Arawl?:  

“The possibility cannot be ruled out.”  
Kadir, the assassin-mage responsible for the mass 
poisoning of the Arawl family, is in fact the same 
one who framed Lord Consul Allison.               
                                                                                                                         
 What about the Blades of Song?:  
“We were all idealistic when we were younger, 
Ellyn, Staern, Calton, Magardi, me and, of 
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course, Alissa, though she went by a different 
name back then.  We thought that we could take 
on the world, and sometimes it felt like we did.  
Things broke up after Ellyn and I were ennobled 
and Magardi was killed.”  
                                                                                                                                                       
 Could Lady Reilly be involved in Cardinal’s 

disappearance?:  
“Ellyn?  I don’t see how.  She can be a little hot-
headed, but she’s also protective of her family 
and her friends, and she definitely thought of 
Magnus as a friend.  She’s expanded her House 
to include not only her nieces but a cousin, 
Caroline, who came from the Landseer Isles 
about eight years ago.”  
‘Cousin’ Caroline is actually the carefully 
disguised Lady Cardinal Arawl.               
 
 
HOUSE GRIMM – 
House Grimm was friendly with House Arawl, the 
two often siding together against Houses Bailey, 
Erikas and Jirin.   Lord Alaric Grimm will make 
himself available to speak with the PCs.  He will 
not discuss the duel with Lord Allison, other than 
to say that recent investigations have proven the 
man innocent of the murder of Lady Constance. 
 
 Who would have wanted to harm Lady 

Cardinal?:  
“Perhaps someone who believed that harming her 
was a way to harm her father.  It wouldn’t be the 
first time that unsavory parties tried to use a 
family member as a weapon.” 
                                                                                                                                     
 Could Cardinal have been murdered?:  
“Without a doubt.  Though she is admittedly 
something of an unlikely target, those willing to 
resort to assassination and murder seldom behave 
rationally.”  
                                                                                                                                                                                                                                  
 Who would have wanted to harm House 

Arawl?:  
“The usual suspects – Erikas comes to mind, 
though of course they would never admit to an 
underhanded action.  The Lady Consul’s nephew, 
Andonicus, seemed to have designs on Lady 
Cardinal, but he never stood a chance.  She 

would have seen right through him, and he was, 
quite honestly, unworthy of her.”  
                                                                    
 Could Lady Reilly be involved in Cardinal’s 

disappearance?:  
“Ellyn Reilly is…unconventional, maybe even 
reckless, but she IS loyal to those she considers 
worthy of her friendship.  She would have known 
what losing Cardinal would do to Lord Magnus, 
and she wouldn’t put him through that.”  
              
 
HOUSE MOUR – 
House Mour is hosting the members of House 
Arawl while their estates are being renovated after 
standing vacant for the past eight years.  Lady 
Elaine Mour, the daughter of the Lord Consul, will 
be available to speak with the PCs. 
 
 Did you know Lady Cardinal?:  
“I was younger than she, but I knew her.  After 
she died her father gave her horse to me as a gift.  
He said that Cinnamon deserved to be ridden and 
loved, and that she would just waste away if she 
was kept stabled at Thornbriars.”  
Lady Elaine still has the mare, and rides her 
regularly.  She will permit the PCs to use speak 
with animals and converse with the horse if they 
wish.  Cinnamon has no real concept of the 
passage of time, but she does remember the day 
that she last saw Cardinal, the day that they were 
racing the other horse and the dark man pointed his 
finger and Cardinal fell off.  Then a woman came, 
who smelled like magic, and the man ran away.  
The woman knelt over Cardinal and put something 
around her neck, then moved her hands over the 
girl and said some words.  Linsey and the man 
were calling for Cardinal, and coming closer.  The 
woman left quickly, before they could see her, but 
she didn’t go far.  As soon as they found the body 
she came back.  They were surprised at first, but 
then they seemed to recognize her, and she helped 
them take Cardinal back to the estate.  If the PCs 
are able to find a way within the limited scope of 
the horse’s intelligence to get a description of 
either the man or the woman, the man is the same 
one described by the doppelgangers in the 
Introduction and in Encounter 4, and they can 
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recognize the woman as an 8-years younger 
version of Lady Consul Ellyn Reilly (once they see 
her). 
 
 Who would have wanted to harm Lady 

Cardinal?:  
“Lord Andonicus was angry because she refused 
to accept his suit, but I can’t imagine that he 
would harm her just for spurning him.” 
                        
 Could Cardinal have been murdered?:  
“There was some speculation on that possibility, 
but the statements from Lady Reilly, Linsey and 
the Arawl Guard all seemed to support a simple 
accident.  Besides, there was no indication from 
the body that foul play was involved.”  
                                                                                                                                                                                                                                  
 Who would have wanted to harm House 

Arawl?:  
“Lord Magnus was very outspoken, and offended 
some, but the people who worked his lands 
genuinely respected him.”  
 
 
HOUSE REILLY – 
Lady Consul Ellyn Reilly, a supporter and ally of 
House Arawl, will make time to meet with the 
PCs, if they so request. 
A stone-faced butler escorts you to a book-filled 
study where a green and gold banner depicting a 
rampant lion hangs above a large fireplace.  Two 
women, one in her late forties, her brown hair 
untouched by gray, and the other in her mid-
twenties, with light brown hair and green eyes. 
They are discussing what appears to be a large 
map of the Amthydor Protectorate unrolled 
across the surface of the desk.  The older of the 
pair gestures for you to enter.  “Thank you, 
Smythe, we’ll manage from here.”  To you, 
“Please, sit.  This is my cousin, Lady Caroline.  I 
understand that you’re helping Lord Magnus.  
What can *I* do for you?”  
The older woman is Lady Consul Ellyn Reilly.  
‘Lady Caroline’ is actually Cardinal Arawl.  Both 
know exactly why the PCs are there, and neither 
has any intention of revealing the truth at this 
point.  ‘Lady Caroline’ wears a platinum ring in a 
setting matching that described for the ring worn 

by Cardinal, but with rubies and diamonds instead 
of rubies and opals.  The disguise which covers 
Caroline/Cardinal also covers her ring. 
 
 Did either of you know Lady Cardinal?:  
<Lady Ellyn> “I was older, but I knew her from 
talking to her father.  He intended her to take 
over the House.” 
 
<Lady Caroline> “No, I didn’t arrive in the city 
until after her death.  We never had the 
opportunity to meet.”  
Lady Ellyn Reilly wears a ring of mind shielding, 
blocking magical attempts to detect deception, and 
a Sense Motive check DC 20 + ATL is required to 
discern that she may be withholding information.  
 
Lady Caroline will not actively participate in the 
conversation, but her discomfort at the discussion 
will be revealed with a successful Sense Motive 
skill check DC 15 + ATL.  If the PCs comment on 
it, both she and Lady Ellyn will attribute it to 
distress at the loss of a vibrant young woman who 
was adored by all who knew her, and the pain that 
the current situation is causing the Arawl family 
(true).  Neither Lady Consul Reilly nor 
Caroline/Cardinal can be Intimidated into 
revealing any additional information at this time. 
 
 What do you know about the death of Lady 

Cardinal?:  
“She was killed in a fall from her horse, eight 
years ago.  I was riding nearby and arrived soon 
after it happened.  I helped her friend and her 
guard to carry her body back to her family.” 
If the PCs have spoken with Lady Cardinal’s horse 
and believe that there is more to Lady Reilly’s 
involvement – 
“Naturally I tried to help her, but it was already 
too late.  There was nothing that I could do.” 
                                                                                                                                     
 Could Cardinal have been murdered?:  
“Murdered?  Whatever gave you that impression?  
There wasn’t a mark on her body, other than 
those caused by the fall.”  
There were no marks because Lady Reilly 
concealed all evidence before Linsey reached the 
scene. 
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 Who would have wanted to harm House 

Arawl?:  
“No one, at least not that can be proven.”  
                                                                                                                                     
 Are you hiding Lady Cardinal Arawl?:  
She turns a level gaze on you.  “I assure you, if it 
was within my power to somehow restore Lady 
Cardinal to her family I would do so without 
hesitation.  It grieves me to see her parents so 
distraught over this.”  
She is being completely honest.  She does want to 
see Cardinal restored to her family, but does not 
see a way to do it safely at this time.                                                                                              
                                                        
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  77  ––  NNOOTT  SSOO  FFRRIIEENNDDLLYY  
RRIIVVAALLSS  

At least one of House Arawl’s most vocal 
opponents is likely to attract the attention of the 
PCs.  All have a reputation for dark deeds and 
underhanded dealings. 
 
HOUSE BAILEY – 
High Lady Trissa Bailey accepts a cup of tea 
from a maidservant, while a second maid offers 
you a selection of selection of savories. 
“I’m told that you are assisting House Arawl.  
How does that bring you to our door?” 
High Lady Trissa is the wife of the Lord Consul, 
and she does not support the less scrupulous 
actions of her husband and son. 
 
 Do you know anything about the death or 

disappearance of Lady Cardinal Arawl?:  
“She died in an accident eight years ago.  When 
her family returned we were as surprised as 
everyone else to learn that she was no longer in 
her tomb and hadn’t returned as well.”  
As a mother herself, she views the loss of such a 
promising young life as a genuine tragedy. 
                                                                                                                                       
 Who do you think would try to harm House 

Arawl?:  
“It’s true that some members of my family have 
made poor choices in the past, but targeting an 
innocent girl to gain leverage against her father 
is unconscionable. Our House stands to gain 
nothing from diminishing House Arawl, then or 
now.  House Erikas had hopes of a marriage 
alliance, and of land acquisition.  House Reilly 
DID benefit, in gaining valuable land.”  
High Lady Bailey has no protections up against 
detect thoughts or spells which would reveal 



LSJ79 - A Bird in the Hand Page 50 

deception or compel honesty, and is speaking the 
truth.   
                                                                                                                                    
 Do you know anything about stolen or 

forged passes into the Nobles’ District?:  
“No, nothing.  I do hope that someone isn’t trying 
to claim that they came from MY House.”  
She really doesn’t know anything about the forged 
passes.                                                                                                                                         
     
          
HOUSE ERIKAS – 
A servant escorts you to a greenhouse filled with 
rare and exotic plants, where a distinguished 
looking woman carefully tends to a collection of 
delicate potted orchids.  “I understand you wish 
to speak with me, regarding recent events 
surrounding House Arawl.” 
Lady Consul Marlanda Erikas has agreed to see the 
PCs, and answer their questions. 
 
 Do you know anything about the death or 

disappearance of Lady Cardinal Arawl?:  
“Her death eight years ago was reported to have 
been an accident.  A fall from her horse, as I 
recall.  I am aware that her family is currently 
seeking word of her, saying that her body is no 
longer in her tomb.”  
                                                                                                                                       
 Who do you think would try to harm House 

Arawl?:  
“Magnus was ever outspoken, and sometimes 
foolish, traits he shared with his closest allies.  
His people adore him, but he has no sense of the 
niceties of politics and diplomacy. He could easily 
have offended any number of people.  It’s even 
possible that one of his former allies finally 
turned on him.  After all, House Reilly gained a 
great deal of land when House Arawl was 
disbanded, and lost it again the moment that they 
returned.”  
 
 Did Lord Magnus offend you? (or any 

similar question implying that House Erikas 
had anything to do with House Arawl’s 
troubles):  

“I am not so easily offended as I once was, nor as 
quick to take action.  I was less tolerant, and 

less…responsible, in my youth.  I made mistakes.  
Times change, people change, but there are those 
who refuse to let the past BE the past.”  
House Erikas has a bad reputation, only in part 
because of Lady Marlanda’s exploits when she was 
younger.  While she suspects that some members 
of her family are following in her youthful 
footsteps, she doesn’t have any proof, and is not 
encouraging them in such a course of action. 
                                                                                                                                       
 Do you know anything about stolen or 

forged passes into the Nobles’ District?:  
“The Legion has already been here, investigating 
into the matter.  The passes could not possibly 
have come from my House.  We request only a 
limited number at a time from the Diamond 
Legion, and no one but myself has access to 
them.  Clearly the passes are forgeries, 
perpetrated by someone attempting to slander my 
House.”  
She really doesn’t know anything about the forged 
passes.                                                                                                                                         
 
 Can we see your blank passes in to the 

District?:  
“If you feel that it is absolutely necessary.” She 
steps behind her desk, then indicates that you 
should turn away for a moment.   
She will not open the secret panel to the space 
where the passes are kept while the PCs are 
looking.                                                                                                                                      
She removes an iron lockbox from a hidden 
cupboard, then takes a key from around her neck 
and proceeds to unlock a series of locks on the 
box.  Opening the box, she removes two small 
stacks of thick chits wrapped in fine vellum and 
sealed with wax.  “As you can see, all twelve are 
here, still sealed.”    
The PCs may make a Perception check DC 15 to 
notice that the seal on one of the packets has 
actually been very carefully opened and then 
resealed.  If the PCs notice the tampering, Lady 
Consul Erikas will notice at the same moment.  If 
they fail to detect the tampering, she will still do 
so. 
“How odd.  No one other than myself should have 
been able to gain access to these, and I have not 
opened this box in several weeks, when I put the 
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unopened passes in it.  I am going to have to look 
into this more deeply, and speak with my staff and 
my family.”   
She won’t let the PCs take the passes, which she is 
convinced are real.  She also will not speculate on 
who might have gained unauthorized access to the 
passes. 
 
 Can we talk to your nephew, Lord 

Andonicus?:  
“Andonicus isn’t here.  He left just before you 
arrived.  He received a message, apparently from 
an associate requesting a meeting.  He left 
immediately, but he didn’t say exactly where he 
was going or when he would return.”  
She is not attempting to deceive the PCs.  
Andonicus really did leave just a short time before 
they arrived.  The PCs, or the Diamond Legion, for 
that matter, will not be able to locate him during 
this event, and there isn’t any actual proof that he 
is involved anyway.  If Lord Andonicus really is 
involved, taking him on will have to wait for 
another day. 
                                                                                                                                    
 Did Lord Andonicus know Lady Cardinal 

Arawl?:  
“They were acquainted, I believe, though 
Andonicus was closer to her brother, Lord 
Caucus.”  
                                                                                                                                       
 Could Lord Andonicus have had anything 

to do with the death of Lady Cardinal?:  
“My nephew talked of pursuing marriage to the 
young lady.  While it would be naïve to believe 
that such a match would have been motivated 
solely by sincere romantic attachment, I have no 
reason to believe that he had any interest in 
killing her.”  
Such a question is hardly diplomatic, but Lady 
Consul Erikas will overlook it, this time, in the 
name of good relations.                 
                                                                                                                                        
 Do you know anything about the Arawl’s 

Chamberlain’s gambling debts?:  
“It is possible that my nephew may have helped 
the gentleman out, if he was in a bind, and if 
Andonicus thought that there was something in it 
for himself.”  

 
 
HOUSE JIRIN – 
Lady Nysia Jirin watches you from her position 
atop the wooden fence of the corral where a 
dozen horses mill about.  “I apologize for the 
unconventional location and the lack of 
hospitality, but Mother doesn’t care for 
intrusions, or adventurers, and my brother 
wouldn’t agree talk to you.  I don’t know how 
much help *I* can be, but I’ll do what I can to 
help you.” 
Lady Nysia is the most agreeable member of 
House Jirin.  She’s heard the rumors about her 
family’s dark side, but she doesn’t have any proof. 
 
 Do you know anything about the death or 

disappearance of Lady Cardinal Arawl?:  
“It was a tragedy, a blow to her family, coming so 
soon after the deaths of her mother and brother.  
And to have the joy of their return marred by the 
mystery surrounding her absence…I wish that I 
knew how to help them.  I’m glad that they have 
someone to turn to.”  
                                                                                                                                       
 Who do you think would try to harm House 

Arawl?:  
“There are always rumors and accusations, 
naturally, in a city such as Amthydor, but I have 
no proof of anyone actually acting against them.  
Houses Bailey and Erikas, as well as my own 
family, are often the first to be blamed, regardless 
of any evidence to the contrary or lack of proof of 
guilt.”  
She won’t mention that some of those rumors 
accuse her own family, not because she is 
protecting them, but because she doesn’t have any 
proof, against her family or anyone else. 
                                                                                                                                       
 Do you know anything about stolen or 

forged passes into the Nobles’ District?:  
“No.  As I said, Mother doesn’t welcome 
strangers or visitors, so we don’t issue that many 
passes.  The few that we do keep on hand are 
safely locked in Mother’s study, and I would have 
heard if there had been a break-in.”  
She has no information regarding the forged 
passes.                                                                                                                                         
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 Could someone from House Jirin be 

involved?:  
“Every family has their black sheep, so to speak, 
but while I know that my mother was interested in 
House Arawl’s lands so that we could expand our 
herds, we still had plenty of land without it.  
Neither my brother nor I were particularly close 
to the Arawls, though I think that my brother 
Bairnebus might have had some contact with 
Lord Caucus through Lord Andonicus Erikas.”  
Hardly a polite question, but a natural one for the 
PCs to ask, and one that Lady Nysia will answer, 
to the best of her ability.  She doesn’t think that 
anyone from her family is involved, and will be 
quite distressed should the PCs make a specific 
accusation.  
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  88  ––  MMUUSSIICC  MMAANN  

From the outside, the Sanctuary Tavern looks 
like little more than a large warehouse, albeit a 
warehouse with a line of potential customers 
stretching around the block, waiting to get in.  A 
few patrons, mostly in ones and twos, look at the 
line and then slip around the corner of the 
building to a side door, inset into the stone wall 
and overseen by a large burly-looking man.  Each 
person or pair seeking entry approaches the 
bouncer and exchanges a few words before the 
door opens and they pass inside.   
The PCs cannot simply walk inside, but they do 
have a number of possible options to get in – 

1) They can wait in line for two hours until 
they reach the front door. 

2) They can use the side door, if they know 
the password or possess the Sanctuary 
Token from a previous LSJ event. 

3) They can ask the bouncer to pass a 
message to Jordan 

4) They can stand around and do nothing, and 
after a short time Jordan will find them, 
having heard through the grapevine that 
someone wants to talk to him. 

 
In either event, they will eventually be approached 
by Jordan, either inside or out.  If outside, he will 
escort the PCs up to the side door, where the 
bouncer will admit them without hesitation. 
A charismatic man with thick black hair and 
compelling dark brown eyes approaches you 
through the crowd.  “There’s a rumor that you’re 
looking for me. I’m Jordan.” 



LSJ79 - A Bird in the Hand Page 53 

As soon as the PCs mention House Arawl or 
Cardinal Jordan will immediately propose that they 
adjourn to somewhere more private for their 
discussion. 
The inside of the Sanctuary is dimly lit, with dark 
paneled walls and discreet curtained booths.  A 
small dais framed by dark red velvet curtains fills 
one corner of the room, and a young woman with 
a mandolin is just settling down to play.  Serving 
girls dressed in tight fitting red leather bodices, 
short black skirts, black fishnet stockings and 
contoured white masks move confidently among 
the crowded tables, taking orders and delivering 
drinks. Jordan leads you on a winding path 
through the large common area, to a hallway 
obscured by a heavy velvet curtain.  Passing into 
the corridor, he shows you to a small room where 
a fire burns cheerfully and several comfortable 
chairs are arranged for quiet conversation.     
Should the PCs look around as they pass through 
the common room, a series of individual letters 
have been concealed among the carved woodwork 
of the ceiling – sakrunaiorilgtoacmyofn.  Once 
unjumbled, the letters will form the password 
phrase that grants access via the side door.  
These letters are certed, and players who 
believe that they have successfully 
unscrambled the password may email their 
guess to lsjsanctuary@gmail.com for 
confirmation. 
Pouring himself a drink from a crystal decanter, 
Jordan gestures for you to make yourselves 
comfortable.   “What exactly would you like to 
know?” 
Jordan will not reveal everything he knows, at least 
not right away, but when he does answer, he will 
do so honestly. 
 
 Have you seen or heard from Lady 

Cardinal?:  
“Cardinal Arawl is dead, murdered.”  
Jordan has begun to suspect that Cardinal is alive, 
but he has no proof, and he won’t admit his 
suspicions to the PCs until they share what they 
know. 
 “There are…rumors…reports…it’s all nothing 
but speculation.  There is no proof.  Her old 

nurse hearing her voice in the market…an art 
dealer with paintings that look like her work.  The 
League of Thaumaturgical Studies performed a 
scrying, but they didn’t really learn anything 
useful.  There’s nothing definitive to indicate that 
she is really alive, as much as I would like it to be 
true, for her and most importantly for her 
family.”  
 
 What did the scrying show?:  
“A mirror, and the room reflected in it, a 
fireplace and something green, and a woman’s 
shoulder and a wisp of light brown hair.  The 
image only lasted for a second before it was lost.”  
 
 Is it possible that Lady Cardinal is alive?:  
“She would have gone to her family, or come to 
me, if she could, if she were alive, and if it were 
safe for her to do so.”  
Recent events have caused Jordan to wonder, but 
as of yet he has no real proof that she is alive.  If 
she is alive, and hasn’t come to see him, he 
believes that it means that she considers it too 
dangerous. 
 
 Do you believe that Lady Cardinal’s death 

was an accident?:  
“I know that it wasn’t.  She was murdered, 
assassinated.  I just don’t know by who.”  
Jordan knows that there was a foreign assassin in 
Amthydor at the time of Cardinal’s death, but he 
doesn’t have more than a vague description of the 
man and doesn’t know who might have hired him.  
Jordan knows that the assassin was male, from the 
eastern region of the continent, with dark hair and 
dark eyes, and believes that he was a mage. 
 
 Do you know who killed Lady Cardinal?:  
“If I did, they would already be dead.”  
Jordan isn’t just talking trash.  There is a sense of 
grim certainty when he talks of dealing with 
Cardinal’s killer. 
 
 Who might have wanted to hurt Lady 

Cardinal?:  
“That’s just it, everyone adored her.  It doesn’t 
make sense that someone would kill HER.  
Andonicus Erikas might have wanted to kill ME, 

mailto:lsjsanctuary@gmail.com�
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for daring to aspire to court her.  Of course, her 
father would never have approved of either one of 
us.”  
Lord Magnus hoped to arrange a suitable noble 
marriage for his daughter, and did not believe that 
either Jordan or Andonicus qualified. 
 
 Could one of the young women claiming to 

be Lady Cardinal be telling the truth?:  
“No.  They are pretenders, all of them.  I can’t 
tell you how I know, I just DO.”  
                     
 If Lady Cardinal were alive, where would 

she go?:  
“She would want to be close to the things she 
remembered, the things that made her feel safe, 
her family.”  
House Reilly’s country estate is only a short 
distance from the Arawl country estate of 
Thornbriars, where Cardinal spent her childhood. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 
EENNCCOOUUNNTTEERR  99  ––  BBLLOOSSSSOOMM’’SS  BBLLOOOOMMSS  

Blossom Starflower, the proprietress of Blossom’s 
Blooms, specializes in rare flowers and plants, and 
counts many of the Noble Houses among her 
clientele.   
Thick, humid air envelops you as you enter 
Blossom’s Blooms.  Lush plants dotted with dew 
cover every available space.  A tall woman with 
dark, angular features and black eyes, her hair 
woven into a hundred thin braids down her back, 
looks up from arranging a large vase of flowers. 
“Welcome.  How can I help you?”  
Blossom was born in Amthydor, of Lumwani 
parents.   
 
 Do you have any crimson-colored dawn 

lilies?:  
She smiles brightly, a sparkle in her dark eyes. 
“Only the best, and guaranteed to remain bright 
and fresh for a full week.”  She opens a large 
wooden cupboard and a rush of cool air flows out 
into the room, followed by a delicate scent 
reminiscent of a spring morning.  Tall vase-like 
buckets hold bunches of delicate lilies in an 
assortment of stunning yellow, spectacular 
orange, glowing crimson and pearlescent white.  
“Just look at the pure brilliant red!  And the 
scent!  Heavenly.  Most of the crimson ones are 
already sold.  In fact, I’m just waiting for my 
delivery man to return so that I can send them 
out. I do have a dozen left, if you’re interested, 
and of course the other colors are lovely as well.  
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A mixed bouquet is a stunning sight, and the 
temple of Sorena requests them for all of their 
important celebrations.”  
                                                                                                                              
 Which customers regularly order the 

crimson ones?:  
“House Perrault likes arrangements containing 
reds and yellows, since those are two of their 
House colors, and of course I always include 
crimson lilies in the bouquets for the temple of 
Sorena.  Orders from House Arawl have just 
resumed.  Crimson lilies were always a favorite of 
High Lady Oriel, and she wanted fresh flowers 
every week.  Now that the family has…returned, 
Lady Oriel sent in inquiry just the other day, 
requesting that the deliveries resume immediately 
as soon as they return to their estate.  I include 
several crimson lilies in the weekly delivery to 
House Reilly, and I also have a regular monthly 
delivery to an anonymous customer.”    
The ‘regular monthly delivery’ is of course the 
important one here, as these are the flowers that 
end up at the Arawl family’s mausoleum in the 
cemetery.  
                                                                                                                                      
 What can you tell us about the anonymous 

customer?:  
“There really isn’t much to tell.  The orders have 
been coming in for several years.  Once each 
month the payment is waiting when I arrive to 
open the shop.  Exactly three days later I have my 
cart driver Niko deliver the flowers to a flat in the 
Laborers’ District.  The order is always the same 
– one white dawn lily and ten crimson ones. ”  
If the PCs do the math, they can determine that the 
anonymous orders began approximately eight 
years ago, and are delivered each month on the day 
before the new moon.  The next delivery to the 
anonymous customer is due to be made today, as 
soon as her cart driver returns from his current 
errand.  The small packets of folded parchment 
containing the coins are always dropped through 
the shop’s small message slot during the night, 
along with any special instructions.   Blossom does 
not have any of the old parchments or the string 
used to tie them, and cannot recall anything 
noteworthy about either them or the coins that they 
contained (which were all Amthydoran).  Each 

payment is in the amount of 10 gp, paid in the form 
of two platinum pieces, and is half again the cost 
of the flowers.                                                                                                                                   
 
 When is your next delivery to the 

anonymous customer?:  
“Today, as a matter of fact, as soon as my cart 
driver Niko returns from his other deliveries.”  
 
 Where does Niko go to deliver the flowers to 

the anonymous customer?:  
Blossom will be reluctant to reveal detailed 
information on her customers to just anyone, 
especially without a good reason to do so.  
Blossom will not be bullied or intimidated, and she 
has committed no crime, so threats to summon the 
Diamond Legion will only result in a “Please do”, 
with Blossom filing an official complaint against 
the PCs.  Politely persuasive PCs may attempt a 
Diplomacy check DC 15+ATL to convince her to 
reveal the information.  If the PCs can provide 
proof that they are part of an official investigation 
(ie a writ from Lord Consul Magnus Arawl) the 
DC is 10 + ATL (membership in the Diamond 
Legion or other city group does not meet this 
requirement). 
If the PCs are able to persuade Blossom to provide 
the information – 
Blossom checks something in a small ledger, then 
uses a stick of charcoal to scribble an address on 
a scrap of parchment.  “The flat is located above 
a small bakery in the heart of the Larborers’ 
District.  It has its own entrance, by way of a 
stairs on the side of the building.  Niko leaves the 
flowers in a wooden chest next to the door.”  
 
 Would you like us to make the delivery for 

you?:  
If the PCs are hoping to pass their offer off as 
simple kindness they will need to succeed at a 
Bluff check DC 10 + ATL.  If they have already 
tried unsuccessfully to obtain the address or if they 
attempted to threaten or intimidate Blossom the 
DC is 15 + ATL.  If the PCs were already 
successful in convincing Blossom to reveal the 
address no Bluff check is necessary.  She won’t pay 
the PCs for making the delivery, since they 
volunteered to do it, and she can just as easily have 
Niko do it when he returns. 
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“That’s very kind of you. The customer has left 
standing instructions to leave the flowers in the 
wooden chest next to the door, so you won’t even 
have to knock on the door.”  
She can provide the PCs with an address in the 
Laborers’ District and a carefully wrapped bunch 
of crimson colored dawn lilies.. 
 
 Does anyone else carry the crimson-colored 

dawn lilies?:  
“As far as I know, I am the only one in Amthydor 
who regularly has them.  I grow them myself, to 
make sure that I always have them for my 
customers from the temples and noble Houses.  I 
suppose that others may get them occasionally, 
from a grower outside of the city, but I couldn’t 
say for certain”  
 
Blossom doesn’t have any other information. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  1100  ––  EEMMPPTTYY  NNEESSTT  

The small flat where the flowers are delivered is 
located in the Laborers’ District, above a small 
bakery in the heart of the district.  Each morning, 
district residents drop off meat pies, breat and 
other dishes for their evening meals at the bakery, 
which cooks them during the day, to be retrieved 
by their owners on their way home, ready to eat.  
The flat has its own entrance, separate from the 
bakery, via a set of stairs on the side of the 
building that lead up to a small landing with a 
wooden chest next to the door.  The flat occupies 
half of the building’s second floor, and has 
shuttered windows on all three sides. 
The baker has only seen the young woman who 
lives in the flat from a distance.  He doesn’t know 
her name, or what she looks like, other than that 
she has brown hair.  No one else in the 
neighborhood has seen the woman up close or 
spoken with her.  She has not been seen for a 
week, which isn’t that uncommon. 
Though the flat is part of the same building as the 
bakery, it is a separate entity, with its own outside 
entrance.  The baker has no authority or ability to 
grant the PCs access to the flat.   
If the PCs think to ask the baker who owns the 
building, he will tell them that he pays his rent to 
the city.   PCs who are determined to track down 
the identity of the upstairs tenant and who visit the 
Amthydor Land Office and Housing Authority can, 
with a successful Diplomacy check DC 20 + ATL 
learn that the property is rented by one Aerilyn 
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Olleric [an anagram of Caroline Reilly], an artist 
under the patronage of House Reilly. 
 
Breaking into the flat is an option for the PCs, if 
they are so inclined.  While the windows are 
tightly shuttered and the shutters barred from the 
inside, the locked door can be opened with a 
successful Disable Device check DC 25 or by 
breaking the door on a successful Strength check 
DC 20.  If the PCs have a means of reaching one of 
the windows (15 ft above the ground, 5 ft below 
the line of the roof, 8 ft to either side of the stair 
landing), the shutters may be opened with a 
successful Disable Device check DC 15 or by 
breaking the shutters on a successful Strength 
check DC 15.  PCs may make an Intelligence 
check DC 15 to realize that the quality of the door 
and the locks is superior to what one would expect 
to find in such a neighborhood. 
The interior of the loft is one large space divided 
into smaller segments by a series of painted 
folding screens.  Dozens of finished paintings are 
displayed around the room and several 
incomplete canvases sit on easels positioned to 
take advantage of the light that would come 
through the many windows on three of the walls.  
Shelves hold pots of paint, a variety of artists’ 
paintbrushes, and stacks of fresh canvases.  Tall 
stools sit in front of each easel, and a wooden 
bench holds a bowl and pitcher for cleaning up.   
The paintings, and the painted screens dividing the 
room, are a combination of landscapes, still-lifes 
and portraits, and are all done in the same style.  If 
any PC has the certed flower drawings from LSJ18 
Dire Consequences, a sample painting from Lord 
Magnus or one of the damaged paintings from 
Encounter 11, they may make an Appraise, 
Profession (painter) or Craft (paintings) check DC 
15 or an Intelligence check DC 20 to realize that 
they were most likely drawn/painted by the same 
person.   They must have the drawings or a 
painting from Lord Magnus to make a direct 
comparison.  A Perception check DC 25 will allow 
a PC to notice the signature carefully concealed in 
the painting, a stylized ‘C’. 
 
If the PCs continue a search of the room – 
A comfortable-looking cot and a small wooden 
chest are concealed behind of the folding screens.  

A few books of poetry stand on a shelf above the 
cot, and a green and gold silk scarf lies discarded 
on the cot.  A vase of wilted dawn lilies rests on a 
wooden table. 
The vase holds ten lilies – nine red and one white 
(one less red one than the order for the anonymous 
customer – the missing lily was left at the 
cemetery).  The lilies are from the previous month. 
The scarf is decorated with the design of an 
abstract stylized gold lion on a green background.  
A Knowledge (nobility) skill check DC 10 or 
Knowledge (local) DC 15 reveals that green and 
gold are the colors of House Reilly, and the lion is 
the central figure of the House’s heraldry.  
Folded and placed between the pages of one of the 
poetry books are several sketches.  One is clearly 
of Lord Consul Magnus Arawl.  A successful 
Knowledge (nobility) skill check DC 15 will reveal 
the others as High Lady Oriel Arawl, Lady Consul 
Ellyn Reilly, Lord Connor Reilly and Lady Kylene 
Reilly. 
 
If the PCs examine the flat in detail, it is apparent 
that it is only used as a part-time studio, rather than 
a full-time residence. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 
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 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  1111  ––  TTHHEE  AARRTT  OOFF  TTHHEE  
MMAATTTTEERR  

Dolton Fyne specializes in paintings and small 
works of art, importing them from across Raia.  
His clientele includes many of Amthydor’s 
wealthiest citizens and noble families.  He is also, 
unfortunately for the PCs, dead, having just been 
killed by the same assassin attempting to flush out 
Lady Cardinal Arawl.   
Fyne Arts occupies a discreet shop front on one 
of the more prosperous streets in the Merchants’ 
District, nestled between a jeweler and a 
moneychanger.  The shop’s translucent windows 
are objects of art in themselves, formed from 
carefully placed bits of colored glass to create the 
images of the heraldic eagle of Amthydor on the 
left and brilliant flowering tree on the right.  A 
small sign declares the shop to be open for 
business. 
While the sign indicates that the shop is open, the 
door, should the PCs attempt to enter, is locked.  If 
the PCs try the door, or otherwise make any 
noticeable noise (such as discussing breaking into 
the shop), all PCs in the vicinity of the door may 
attempt a Perception (sound) check DC 16 to 
notice the sound of what might be a body hitting 
the floor inside.  The heavy wooden door has a 
hardness of 5 and 20 hps.  The PCs may force their 
way into through the door either with a Strength 

check DC 25 or a Disable Device check DC 30.  
The PCs may also, if they so choose, break one of 
the stained glass windows (valued at 250 gp each) 
to gain access to the shop.  The assassin, alerted by 
the PCs efforts to enter the building, has slipped 
out the back.  Once the PCs are inside, continue 
with the box text below. 
The walls are covered with paintings, and 
sculptures of stone, clay, metal and carved wood 
are arranged on pillars around the room, and an 
archway leads into a second, larger room.  Light 
stones suspended by thin wires from the ceiling 
illuminate the various works of art, and a thick, 
coppery scent hangs in the air. 
The scent is, of course blood.   
Propped against the wall beneath a large hanging 
tapestry depicting an airborne battle between a 
white griffon and a black one, a slumped figure is 
surrounded by a rapidly spreading pool of 
crimson. 
The middle-aged human man is Dolton Fyne, the 
proprietor of the gallery.  The blood pool is still 
warm, but he is already dead, having breathed his 
last just as the PCs entered the shop.  A high level 
party with immediate access to breath of life can 
bring him back from the dead if they act within one 
round.   
Fyne’s assistant, Phineas, is still alive (but dying) 
in the next room (through the archway).  It was 
Phineas’ body that they may have heard hitting the 
floor.  If they are attempting to listen for sounds of 
anyone else in the gallery, they may hear Phineas’ 
last few breaths of life with a DC 17 Perception 
(sound) check.  Phineas is in negative hit points 
when the PCs enter the building.  They have a 
number of rounds equal to 17 minus ATL to locate 
and stabilize him before he also is dead. 
Several of the paintings on display in the second 
gallery have been pulled down from the walls and 
lie discarded on the floor.  A body lies across the 
doorway into what appears to be an office or 
storage area, out of which a cloud of acrid smoke 
is beginning to emerge. 
The body is that of Phineas, a young human man in 
his early twenties.  Phineas minds the gallery when 
Fyne is away, as well as making any necessary 
deliveries or pick-ups.   
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A pile of slashed paintings begins to blacken and 
burn, as flames start spreading among the 
discarded papers littering the floor.   
Unless the PCs have delayed in the main gallery 
room they have the opportunity to save both 
Phineas and a valuable clue to what is taking place. 
Without magic, the fire can be put out in a number 
of rounds equal to ½ ATL (rounded up) 
(smothering it with blankets or cloaks, pouring 
waterskins on the flames, etc), or in one half of that 
time using magic. 
 
If the PCs extinguish the flames and look at the 
paintings and documents that were being burned – 
 
A PC who has the certed flower drawings from 
LSJ18 Dire Consequences, a sample painting from 
Lord Magnus, or one of the paintings/sketches 
from Encounter 10, who examines the damaged 
paintings, may make an Appraise, Profession 
(painter) or Craft (paintings) check DC 15 or an 
Intelligence check DC 20 to realize that they were 
almost certainly drawn/painted by the same person.  
They must have the drawings or a painting from 
Lord Magnus to make a direct comparison.  A 
Perception check DC 25 will allow a PC to notice 
the signature carefully concealed in the painting, a 
stylized ‘C’. 
 
If the PCs examine the receipts, memos and other 
papers both burned and unburned, they can piece 
together the information found in Player Handout 
#7. 
 
If the PCs either save Phineas, raise Fyne or speak 
with dead (either casting the spell themselves, 
through an item or by paying one of the temples), 
they can learn the answers to the following 
questions (This information can also be found 
among the papers in the office) – 
 
 Where did the paintings come from?:  
“They were found in a gallery in Perralin, the 
guild city.  The dealer there said that they 
originally came from here, from Amthydor.”  
Perralin, an independent city-state on the north 
coast of the Tasman Sea, is an active trade city, 
home to the Guildmasters of nearly all of the most 
prominent craft and trade guilds on Raia. 

 
 Who is the artist?:  
“They were painted by a young woman named 
Aerilyn Olleric, an outstanding artist apparently 
under the patronage of House Reilly.”  
 
 Who knows about the paintings?:  
“I (Fyne) sent a message to Lord Consul Arawl, 
asking him to come see the paintings, and one to 
Lady Consul Reilly asking about the artist.  
Neither has replied.”  
 
 Who attacked you?:  
“I only saw him for a moment.  He was human, 
with medium-dark skin, black hair and dark eyes.  
He had a neatly trimmed beard, and wore plain 
but well-made clothes.”  
The description fits that of the man who enspelled 
three of the ‘pretenders’ and who attacked Cardinal 
eight years ago. 
 
 Did the man say anything?:  
“He wanted to know about the artist – who she 
was, where she could be found.  As soon as we 
told him he attacked us and destroyed the 
paintings.”  
The very same information that the PCs likely 
want to know. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 
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 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 
 

EENNCCOOUUNNTTEERR  1122  ––  TTHHEE  LLEEAAGGUUEE  OOFF  
TTHHAAUUMMAATTUURRGGIICCAALL  SSTTUUDDIIEESS  

The League of Thaumaturgical Studies serves as 
Amthydor’s arcane guild.   
An apprentice serving door duty listens silently to 
your request for consultation, then leaves you 
under the watchful eye of his fellow watcher and 
hurries to carry your message to his superiors.  
He returns several minutes later to escort you to a 
small arcane laboratory, the walls covered in 
black slate boards filled with complex notations.  
The apprentice bows to a black-robed man 
dusting chalk from his hands, then returns to his 
post on the outer door.  The gentleman extends 
his hand to you.  “Welcome to the League.  I’m 
Councilor Dugan Heartarrow.  How can I assist 
you?” 
Dugan Heartarrow is the head of the Chapter of the 
Rook, and an accomplished Necromancer (hey, the 
PCs want to talk about a dead person). 
 
 What can you tell us about the people 

restored by the Scales of Peliron?:  
“There doesn’t seem to be any trend that we have 
noticed, in regard to who returned and who did 
not.  The subjects are not limited to any one race, 
one faith, or one social class.  They are not even 
all Amthydoran, though the event does seem to be 

focused here.  We have located subjects who 
perished as little as a week prior to the event and 
as long as forty years.  They typically remember 
up to the last moment before their deaths, and 
then nothing until they reappeared, often in an 
area that is somewhat familiar and normal for 
them to be in, but definitely not the same location 
as their death.  Many report a brief period of 
confusion and disorientation, but they seem to 
quickly regain their bearings.”  
 
 Has any attempt been made to divine 

information on Lady Cardinal Arawl?:  
“The Bard Laureate asked once for a scrying.  
He’s a member of the League, so of course we did 
everything that we could for him.”  
Nondetection and obscure object are the most 
common spells.  Rings of mind shielding are 
readily available to those with the funds to 
purchase them or the skills to make them. 
 
 What magic would allow a person to change 

their appearance or hide in plain sight?:  
“Spells to alter the appearance of either the 
spellcaster of another subject are common, and 
work to varying degrees.  There are even common 
items of clothing or jewelry that have been 
enchanted to alter the appearance of the wearer.”   
Alter self, disguise self, beast shape, plant shape, 
elemental body, form of the dragon, and the 
various polymorph spells are just the beginning. 
The cloak of the bat, cloak of the manta ray, ring 
of the eagle and hat of disguise all allow some 
form of physical change or disguise. 
 
 Are there arcane means of bringing back 

the dead?:  
“That sort of thing is the prevue of priests.  A 
skilled necromancer can give a semblance of life 
to a corpse, but it would be one of the unliving, a 
walking dead.  There are spells that would permit 
the soul of a deceased to enter a specially 
prepared duplicate body, or to create a weaker 
copy of an individual.”  
Animate dead and create undead are arcane spells.  
Clone and simulacrum are also possibilities. 
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 How could someone use magic to fake their 
death?:  

“There are rumors, of course, of some wizards 
perfecting spells that permit the subject to feign 
death, but those individuals would guard their 
work carefully.”  
If the PCs specifically ask if Lady Consul Ellyn 
Reilly might be such a wizard, he would agree that 
yes, such a spell would be well within her abilities 
and she is known for experimenting to create new 
spells. 
 
 How can someone avoid arcane detection?:  
“There are spells which obscure thoughts, 
location, moral principle and appearance.  Many 
nobles or officials wear rings to conceal their 
thoughts or their truthfulness.”  
Nondetection and obscure object are the most 
common spells.  Rings of mind shielding are 
readily available to those with the funds to 
purchase them or the skills to make them. 
 
 If the PCs want to speak with the commander 

of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for answers at the 
Society of Entertainers and Providers GO TO 
Encounter 13 (page 61). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  1133  ––  SSOOCCIIEETTYY  OOFF  
EENNTTEERRTTAAIINNEERRSS  AANNDD  PPRROOVVIIDDEERRSS  

Marissa Chandler, the head of the Society of 
Entertainers and Providers, pours herself a glass 
of wine and draws idle circles on her desktop with 
a manicured fingernail as an assistant escorts 
you into the office.  “I understand that you’re 
here in regard to House Arawl.  I’m sure you can 
appreciate that all knowledge has a price.  I’m 
not in the habit of giving anything away.” 
Marissa has her own sources of information, and 
word travels quickly when nobles are involved. 
She is willing to share at least part of what she 
knows with the PCs, but she expects something in 
return.  In light of the situation, she is willing to 
take her payment in an exchange of information 
rather than coin.  She won’t agree to help them 
unless they meet her price, and if they agree and 
then renege they will find it more difficult to gain 
the Society’s assistance in the future. Once the PCs 
agree to share what they learn during their 
investigation, Marissa will answer their questions. 
“I’m pleased that you understand, and I look 
forward to hearing the whole story when this 
affair is done.  Now, how can I assist you?” 
  
 Do you know who might want to hurt House 

Arawl?:  
“Only anyone who wanted to take over their 
lands.  Lord Magnus was…is…extremely popular 
with his tenant farmers.  He has a reputation as a 
fair man and a man of his word.  But there were 
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those who resented the House’s near-monopoly 
on the arable land outside the walls.  House Jirin 
in particular wanted to see the Arawl holdings 
dispersed among some of the other Houses, their 
own in particular.  The only thing that prevented 
Jirin getting the land before was the fact that all 
such transfers require the approval of the Lord 
Monarch, and every time the petition came before 
him he seemed to suddenly get…busy, and never 
got around to giving that approval.”  
                      
 Do you think that Lord Magnus poisoned 

his family?:  
“I know that losing first his wife and then two of 
his children, especially Lady Cardinal, dealt Lord 
Magnus a horrible blow, but enough to drive him 
to kill his remaining family?  No.  Lord Magnus 
has his faults, but he’s a man of honor and his 
family is his life.”  
As for Lord Magnus Arawl’s ‘faults’, Marissa 
won’t go into those with the PCs, as they wouldn’t 
help the PCs with their investigation.                     
                                                                                          
 Do you know who might have wanted to 

hurt Cardinal Arawl?:  
“Everyone loved Cardinal.  She was a lovely, 
gentle young woman, and very popular.    Rumor 
had it that Lord Andonicus Erikas had his sights 
set on courting her, but she only had eyes for a 
bard named Jordan.  Of course, this was all 
before Jordan was named Bard Laureate of 
Amthydor, but from what I heard back then the 
feeling was mutual.”  
Knowledge (local) DC 10 The post of Bard 
Laureate of Amthydor, established with the 
founding of the city in keeping with the 
enlightened nature of the settlement, is held for a 
term of three years.  The Bard Laureate serves at 
the pleasure of the Lord Monarch, and provides 
music, poetry and other works and performs for 
official functions and special occasions. Jordan has 
just been named to his second term as Bard 
Laureate of Amthydor. 
 
 Where can we find Jordan?:  
“He shows up here once in a while, but if you 
want the best chance of finding him I would try 
the Sanctuary, if you can get in.”  

Knowledge (local) DC 10 – The Sanctuary tavern 
has a reputation as *the* place to be, *if* you can 
get in.                  
 
 Can you describe Jordan?:  
“He’s slightly taller than average, with thick 
black hair and dark brown eyes.  There’s a 
brooding quality about him that women find 
completely irresistible, no matter their age.  His 
voice is like nothing you’ve ever heard.  He could 
make a stone weep for joy or stop an invading 
army in its tracks when he sings.”  
 
 How do we get into Sanctuary?:  
“You can wait in line at the front door, though 
that could take hours.  The easiest way is to use 
the private entrance on the side of the building.  
Of course, to get in that way you’ll need the 
password or a token.”  
Marissa can provide the PCs with one (1) single-
use token, IF they ask for it, and if they can make 
a successful Diplomacy check DC 15 + ATL.  One 
or more of the PCs may already have a certed 
Sanctuary Token from a previous LSJ scenario.  If 
they don’t think to ask for a token, or can’t talk 
Marissa into giving it to them, Jordan will find 
them outside and escort them in himself. 
 
 What’s the password?:  
“That’s part of the attraction of the place, 
actually.  You have to find it out for yourselves, or 
be told by someone who has the ability to share it.  
You see, there’s a spell of some sort attached to 
the building and the password, similar to a geas, 
that prevents anyone from sharing the password 
with someone who doesn’t already know it. It is 
impossible to resist the prohibition. You can’t 
even write it down so that someone else can read 
it, and when you speak the password to the 
bouncer guarding the door, he’s the only one who 
can hear you.  People have been trying for years 
to get around the restriction, but so far no one 
has managed it.  Enough people seem to figure it 
out on their own, though.  Certain members of 
the staff are exempt from the spell, of course, but 
they don’t tell just anyone the secret.  There’s a 
rumor that the password is in plain sight 
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somewhere inside the building, if you’re clever 
enough to puzzle it out.”  
While Marissa knows the password to get in via 
the Sanctuary’s side door, she literally cannot tell 
the PCs what it is.                      
 
 Do you think that Cardinal could still be 

alive?:  
“If you’d asked me before the Elfwar if the city’s 
dead could miraculously return in an instant I 
would never have thought it possible, but clearly 
it happened, so it’s possible that Cardinal is alive 
as well.  If she returned with the rest, or if she’s 
been here all along, I couldn’t say.”  
 
 If Cardinal were alive where would she be?:  
“*If* she is alive and *if* she is in Amthydor, 
then she’s hiding in plain sight and she doesn’t 
want to be found.  Otherwise she would have 
come forward once all of those other women 
started claiming to be her.  She probably wouldn’t 
be able to stay hidden on her own, especially for 
eight years.  She’d need help from someone that 
she trusted, but that no one would suspect. ”  
 
 Who might help Cardinal hide out?:  
“If I knew that I could tell you where to find her.  
If she’s been here the entire time then she would 
almost certainly have needed help to stay hidden 
for so long, and she wouldn’t trust just anyone.  It 
would have to be someone close to her House, but 
not too close.  It’s possible that a temple or 
another Noble House is hiding her.  Anything 
less wouldn’t give her access to the resources to 
keep an eye out for danger while still staying 
hidden.”  
 
 Why would Cardinal not come forward?:  
“She may think that she’s protecting her family, 
or she may believe that someone or something is 
after her.”  
 
Once the PCs have asked their questions, she will 
send them on their way with a subtle reminder that 
she will be waiting for the whole story once their 
investigation is complete. 
 

 If the PCs want to speak with the commander 
of Arawl’s House Guard, the Chamberlain, the 
Head Planter or Cardinal’s childhood nurse 
GO TO Encounter 1 (page 24). 

 If the PCs want to visit the Amthydor cemetery 
and the Arawl family mausoleum GO TO 
Encounter 2 (page 27). 

 If the PCs want to make inquiries at the 
Diamond Legion GO TO Encounter 3 (page 
28). 

 If the PCs want to speak with one or more of 
the young women claiming to be Cardinal 
Arawl GO TO Encounter 4 (page 30). 

 If the PCs want to ask questions at any of the 
local temples GO TO Encounter 5 (page 39). 

 If the PCs have questions for House Arawl’s 
allies at House Allison, House Grimm, House 
Mour or House Reilly GO TO Encounter 6 
(page 46). 

 If the PCs want to attempt to ask questions at 
House Arawl’s detractors at House Erikas or 
House Jirin GO TO Encounter 7 (page 49). 

 If the PCs want to speak with Jordan, the bard 
who was in love with Cardinal GO TO 
Encounter 8 (page 52). 

 If the PCs want to visit Blossom’s Blooms GO 
TO Encounter 9 (page 54). 

 If the PCs want to investigate the artist’s 
apartment where the flower’s are delivered 
GO TO Encounter 10 (page 56). 

 If the PCs want to speak with the proprietor of 
the art gallery GO TO Encounter 11 (page 
58). 

 If the PCs want to look for possible answers at 
the League of Thaumaturgical Studies GO TO 
Encounter 12 (page 60). 

 If the PCs have figured out all of the pieces of 
the puzzle and are ready to identify the real 
lady Cardinal Arawl GO TO Encounter 14 
(page 63). 

 
 

EENNCCOOUUNNTTEERR  1144  ––  UUNNFFIINNIISSHHEEDD  
BBUUSSIINNEESSSS  

This encounter will take place as soon as the PCs 
decide who they believe to be the real Lady 
Cardinal Arawl and prepare to either report to Lord 
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Magnus or confront the chosen candidate.  It is 
theoretically possible for the PCs to reach this 
encounter quite early in the event, without visiting 
many of the possible encounters provided, if they 
put the pieces together quickly or jump to a correct 
conclusion.   
If the PCs name one of the six candidates as Lady 
Cardinal, or that Lady Cardinal is dead, there is no 
final combat, and the real Lady Cardinal Arawl 
will die at the hands of the assassin.  If the PCs 
have determined that House Reilly is sheltering 
Lady Cardinal, the final combat will take place at 
the Lion’s Den, the country manor of House Reilly. 
 
If the PCs have decided that one of the six 
candidates is the real Lady Cardinal Arawl and 
go to report that information to Lord Consul 
Magnus Arawl – 
Lord Magnus hears your information with a 
growing sense of hope and relief.  “This is 
wonderful news, and a profound relief for my 
family.  We’ve prepared everything for Cardinal’s 
homecoming.  I cannot begin to thank you for all 
that you’ve done.  I’ve arranged for a token of my 
thanks to be delivered to each of you this evening. 
Now, if you will excuse me, I need to inform my 
family of the good news.”  
Present Conclusion C. 
 
If the PCs have decided that none of the six 
candidates is the real Lady Cardinal Arawl and 
that her fate remains unknown and go to report 
that information to Lord Consul Magnus Arawl 
– 
Lord Magnus hears your information with a 
heavy heart.  “It is difficult not knowing, but far 
better to suffer this uncertainty than to know that 
she is lost to us.  I’ve arranged for a token of my 
thanks to be delivered to each of you this evening.  
Now, if you will excuse me, I should speak with 
my family.” 
Present Conclusion C. 
 
If the PCs have decided that the real Lady 
Cardinal Arawl is dead and go to report that 
information to Lord Consul Magnus Arawl – 
Lord Magnus hears your information with a 
heavy heart.  “I wished for better news, but I am 

grateful never-the-less for your assistance.  At 
least now my family will have some sense of 
closure.   I’ve arranged for a token of my thanks 
to be delivered to each of you this evening.  Now, 
if you will excuse me, my family needs to be 
together now.” 
Present Conclusion C. 
 
If the PCs have established that House Reilly is 
concealing Lady Cardinal Arawl, under the 
guise of Lady Caroline Reilly, and go to the 
Reilly estate in the Nobles’ District – 
Guards in green and gold stand watch over the 
gates to the Reilly manor. Your request to speak 
with Lady Consul Ellyn Reilly or with Lady 
Caroline meets with a shake of the head and an 
advisement that neither is currently in residence.  
The Lady Consul has gone out on personal 
business, while Lady Caroline has gone to the 
family’s country estate.   
The PCs should take this as advisement to also go 
to the country estate.  If they do so, continue with 
the box text below as they arrive to find the battle 
already in progress.  If the PCs choose not to 
continue on to Lion’s Den, present Conclusion B. 
 
If the PCs have established that House Reilly is 
concealing Lady Cardinal Arawl, under the 
guise of Lady Caroline Reilly, and share this 
information with Lord Consul Magnus Arawl 
but do nothing else – 
Lord Magnus hears your information with a 
growing sense of hope and relief.  “This is 
wonderful news, and a profound relief for my 
family.  That Lady Consul Reilly would shelter 
her for so long, keeping her safe, is a dedication 
and a generosity that I can never fully repay.   
We’ve prepared everything for Cardinal’s 
homecoming.  I cannot begin to thank you for all 
that you’ve done.  I must find a token of my 
thanks appropriate to your efforts, to be delivered 
to each of you this evening. Now, if you will 
excuse me, I need to inform my family of the 
good news and send a message to House Reilly.”   
Present Conclusion B. 
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If the PCs have established that House Reilly is 
concealing Lady Cardinal Arawl, under the 
guise of Lady Caroline Reilly, and go to report 
that fact to Lord Consul Arawl – 
A white robed acolyte, her robes bearing the 
emblem of an open book and crystal ball, arrives 
out of breath, and extends a shaking hand 
holding a folded message.  “From..from the High 
Priest… said you would..understand.”   
The girl is an acolyte of Destine, the goddess of 
prophecy. 
The folded note is brief and to the point.  “The 
scarlet Lady has gone to ground, but the hunter 
will soon find her nest. Haste must be made, lest 
her blood forever stain the Lion’s Den.”    
If the PCs haven’t figured out that Lion’s Den is 
the name of the Reilly country estate, the acolyte 
will tell them.  They should make haste to get there 
at once, arriving just in time to join the defense of 
the manor. 
 
If the PCs have established that House Reilly is 
concealing Lady Cardinal Arawl, under the 
guise of Lady Caroline Reilly, and go to the 
Reilly country estate of Lion’s Den, or are 
following the information provided by the 
messenger or at the main Reilly estate – 
The sounds of shouts and the ringing clash of 
metal resolve themselves into the sounds of 
combat as the imposing stone manor of Lion’s 
Den comes into view.  Defenders in the green and 
gold of House Reilly and in Allision dark blue 
and silver stand between the manor and a small 
sea of rough humanoid figures wielding weapons 
and attempting to reach the barred wooden doors. 
Two figures seem locked in some arcane struggle, 
while one group of attackers breaks off from the 
main battle and moves in your direction.     
The defenders include Lady Eilish Reilly 
(alchemist), Lord Connor Reilly (bard), High Lady 
Deyniel Tezriine-Allision (wizard), members of 
the Reilly and Allison House Guards, several of 
the servants and staff, and at the center of it all 
Lady Caroline Reilly/Cardinal Arawl. 
The attackers vary by ATL, and are a collection of 
humanoid races (gnoll, orc, ogre, bugbear, etc) that 
have been brought here by the assassin-mage 
Kadir, to keep the guards busy while he deals with 

Caroline/Cardinal.  There are approximately 100-
125 attackers (make it look good), compared to 
half that number of defenders. 
The PCs will be approximately 180 feet from the 
main combat, and should not be surprised to find 
themselves targeted. 
At lower ATLs both Kadir and the ogre mage will 
be occupied with the defenders, and will not turn 
directly on the heroes (though the PCs may want in 
on the action anyway, and these NPCs are not 
tiered).  Kadir’s imp familiar will take on PCs at 
lower ATLs, though at the lowest ATLs it has 
already been injured by the defenders.   
 
After 2d4 rounds (sooner, if the PCs are in trouble, 
or longer if the PCs are having an easy time of 
things and time permits) reinforcements will arrive 
to help deal with the remaining attackers.   
 
Box text for the arrival of the reinforcements is 
provided here, to be inserted at the appropriate 
time – 
A new set of sounds joins the clash of weapons 
and the shouts of men – the steady drumming of 
hooves, the rallying cry of a huntsman’s horn 
and the baying of war hounds, arriving amid a 
cloud of dust.  The new arrivals move to encircle 
the attackers besieging the manor, trapping them 
between the two groups.  
The reinforcements consist of Lady Consul Ellyn 
Reilly (wizard), Lord Consul Zinzann Allison 
(fighter), Staern Bladebreak (cleric), Lady Kylene 
Reilly (cleric), Calton Fieldman (ranger) and 
additional members of the Reilly and Allison 
House Guards.  If the PCs are managing on their 
own, the reinforcements will spend a few rounds 
wrapping up the portion of the battle that is 
focused directly on the manor. 
 
When the combat concludes (either due to PC 
victory or because the reinforcements mop up the 
remaining attackers) continue with Conclusion A. 
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ATL 1 
Gnolls (6) 
CE Medium humanoid (gnoll)  
Init +0; Senses darkvision 60 ft.; Perception +2 
AC 15, touch 10, flat-footed 15; (+2 armor, +1 
natural, +2 shield) 
hp 11 (2d8+2) 
Fort +4, Ref +0, Will +0 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. 
Melee spear +3 (1d8+3/x3) 
Full Atk spear +3 (1d8+3/x3) 
Ranged spear +1 (1d8+2/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8 
Base Atk +1; CMB +3; CMD 13 
Feats Power Attack 
Skills Perception +2 
Languages Gnoll 
SQ nil 
Gear leather armor, heavy wooden shield, spear 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 9 currently (47) (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 

Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



LSJ79 - A Bird in the Hand Page 67 

ATL 3 
Gnoll Fighters (6) 
CE Medium humanoid (gnoll) Ftr 2 
Init +2; Senses darkvision 60 ft.; Perception +6 
AC 16, touch 11, flat-footed 16; (+2 armor, +1 
dodge, +1 natural, +2 shield) 
hp 37 (2d8+2d10+8) 
Fort +7, Ref +0, Will +0 (+1 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. 
Melee spear +6 (1d8+4/x3) 
Full Atk spear +6 (1d8+4/x3) 
Ranged spear +3 (1d8+3/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 16, Dex 10, Con 13, Int 8, Wis 11, Cha 8 
Base Atk +3; CMB +6; CMD 16 
Feats Power Attack, Dodge, Wary, Toughness 
Skills Perception +6 
Languages Gnoll 
SQ nil 
Gear leather armor, heavy wooden shield, spear 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 18 currently (47) (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 

Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
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ATL 5 
Gnoll Fighters (6) 
CE Medium humanoid (gnoll) Ftr 4 
Init +2; Senses darkvision 60 ft.; Perception +8 
AC 19, touch 11, flat-footed 19; (+4 armor, +1 
dodge, +2 natural, +2 shield) 
hp 55 (2d8+4d10+12) 
Fort +8, Ref +1, Will +1 (+2 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. 
Melee spear +9 (1d8+4/x3) 
Full Atk spear +9 (1d8+4/x3) 
Ranged spear +6 (1d8+3/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 16, Dex 10, Con 13, Int 8, Wis 11, Cha 8 
Base Atk +5; CMB +8; CMD 18 
Feats Power Attack, Dodge, Wary, Toughness, 
Improved Natural Armor, Weapon Focus (spear) 
Skills Perception +8 
Languages Gnoll 
SQ nil 
Gear hide armor, heavy wooden shield, spear 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 27 currently (47) (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 

Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
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ATL 7 
Ogre Fighters (6)  
CE Large humanoid (giant) Ftr 4  
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +6 
AC 20, touch 9, flat-footed 19; (+4 armor, -1 Dex, 
+1 dodge, +6 natural, -1 size) 
hp 82 (4d8+4d10+30) 
Fort +10, Ref +4, Will +4 (+5 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. (40 ft. base) 
Melee greatclub +12 (2d8+7) 
Full Atk greatclub +12 (2d8+7) 
Ranged javelin +5 (1d8+5) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 21, Dex 8, Con 16, Int 6, Wis 10, Cha 7 
Base Atk +7; CMB +13; CMD 22 
Feats Iron Will, Toughness, Improved Natural 
Armor, Improved Initiative, Dodge, Lightning 
Reflexes, Weapon Focus (greatclub) 
Skills Climb +7, Perception +6 
Languages Giant 
SQ nil 
Gear hide armor, greatclub, 4 javelins 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 47 (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 

     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



LSJ79 - A Bird in the Hand Page 70 

ATL 9 
Ogre Fighters (6)  
CE Large humanoid (giant) Ftr 7  
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +9 
AC 21, touch 9, flat-footed 20; (+4 armor, -1 Dex, 
+1 dodge, +7 natural, -1 size) 
hp 115 (4d8+7d10+42) 
Fort +11, Ref +5, Will +5 (+7 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. (40 ft. base) 
Melee greatclub +16 (2d8+10) 
Full Atk greatclub +16 (2d8+10) 
Ranged javelin +8 (1d8+5) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 21, Dex 8, Con 16, Int 6, Wis 10, Cha 7 
Base Atk +10; CMB +16; CMD 25 
Feats Iron Will, Toughness, Improved Natural 
Armor (x2), Improved Initiative, Dodge, Lightning 
Reflexes, Weapon Focus (greatclub), Weapon 
Specialization (greatclub), Disruptive, Critical 
Focus 
Skills Climb +7, Perception +9 
Languages Giant 
SQ nil 
Gear hide armor, greatclub, 4 javelins 
 
Ogre Mage (1)   
LE Large outsider (native, oni, shapechanger) 
Init +7; Senses darkvision 60 ft, lowlight vision; 
Perception +13 
AC 21, touch 12, flat-footed 18; (+4 armor, +3 
Dex, +5 natural, -1 size) 
hp 92 (8d10+48); regeneration 5 (fire or acid) 
Fort +12, Ref +5, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR 19 
Speed 40 ft., fly 60 ft. (good) 
Melee greatsword +14 (4d6+10) 
Full Atk greatsword +14/+9 (4d6+10) 
Ranged composite longbow +10 (2d6+7) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 9th) 
     At will – darkness, invisibility  
     1/day – charm monster (DC 17), cone of cold   

     (DC 18), gaseous form, deep slumber (DC 16) 
Str 24, Dex 17, Con 23, Int 14, Wis 14, Cha 17 
Base Atk +8; CMB +16; CMD 29 
Feats Combat Expertise, Combat Reflexes, 
Improved Initiative, Iron Will 
Skills Bluff +14, Disguise +14, Fly +5, Intimidate 
+14, Knowledge (arcana) +13, Perception +13, 
Sense Motive +13, Spellcraft +13, Use Magic 
Device +14 
Languages Common, Giant 
SQ changeshape (Small, Medium, or Large 
humanoid; alter self or giant form I), flight 
Gear chain shirt, greatsword, composite longbow 
[+7 Str] with 20 arrows 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 47 (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
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with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
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ATL 11 
Ogre Fighters (6)  
CE Large humanoid (giant) Ftr 10  
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +12 
AC 22, touch 9, flat-footed 21; (+4 armor, -1 Dex, 
+1 dodge, +8 natural, -1 size) 
hp 148 (4d8+10d10+54) 
Fort +13, Ref +7, Will +7 (+10 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. (40 ft. base) 
Melee greatclub +22 (2d8+13) 
Full Atk greatclub +22 (2d8+13) 
Ranged javelin +11 (1d8+5) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 22, Dex 8, Con 16, Int 6, Wis 10, Cha 7 
Base Atk +13; CMB +20; CMD 29 
Feats Iron Will, Toughness, Improved Natural 
Armor (x3), Improved Initiative, Dodge, Lightning 
Reflexes, Weapon Focus (greatclub), Weapon 
Specialization (greatclub), Disruptive, Critical 
Focus, Power Attack, Step Up 
Skills Climb +7, Perception +9 
Languages Giant 
SQ nil 
Gear hide armor, greatclub, 4 javelins 
 
Ogre Mage (1)   
LE Large outsider (native, oni, shapechanger) 
Init +7; Senses darkvision 60 ft, lowlight vision.; 
Perception +13 
AC 21, touch 12, flat-footed 18; (+4 armor, +3 
Dex, +5 natural, -1 size) 
hp 92 (8d10+48); regeneration 5 (fire or acid) 
Fort +12, Ref +5, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR 19 
Speed 40 ft., fly 60 ft. (good) 
Melee greatsword +14 (4d6+10) 
Full Atk greatsword +14/+9 (4d6+10) 
Ranged composite longbow +10 (2d6+7) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 9th) 
     At will – darkness, invisibility  
     1/day – charm monster (DC 17), cone of cold   

     (DC 18), gaseous form, deep slumber (DC 16) 
Str 24, Dex 17, Con 23, Int 14, Wis 14, Cha 17 
Base Atk +8; CMB +16; CMD 29 
Feats Combat Expertise, Combat Reflexes, 
Improved Initiative, Iron Will 
Skills Bluff +14, Disguise +14, Fly +5, Intimidate 
+14, Knowledge (arcana) +13, Perception +13, 
Sense Motive +13, Spellcraft +13, Use Magic 
Device +14 
Languages Common, Giant 
SQ changeshape (Small, Medium, or Large 
humanoid; alter self or giant form I), flight 
Gear chain shirt, greatsword, composite longbow 
[+7 Str] with 20 arrows 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 47 (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 
Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
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with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
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ATL 13 
Ogre Fighters (6)  
CE Large humanoid (giant) Ftr 10  
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +12 
AC 22, touch 9, flat-footed 21; (+4 armor, -1 Dex, 
+1 dodge, +8 natural, -1 size) 
hp 148 (4d8+10d10+54) 
Fort +13, Ref +7, Will +7 (+10 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. (40 ft. base) 
Melee greatclub +22 (2d8+13) 
Full Atk greatclub +22 (2d8+13) 
Ranged javelin +11 (1d8+5) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 22, Dex 8, Con 16, Int 6, Wis 10, Cha 7 
Base Atk +13; CMB +20; CMD 29 
Feats Iron Will, Toughness, Improved Natural 
Armor (x3), Improved Initiative, Dodge, Lightning 
Reflexes, Weapon Focus (greatclub), Weapon 
Specialization (greatclub), Disruptive, Critical 
Focus, Power Attack, Step Up 
Skills Climb +7, Perception +9 
Languages Giant 
SQ nil 
Gear hide armor, greatclub, 4 javelins 
 
Ogre Mage  
LE Large outsider (native, oni, shapechanger) 
Init +7; Senses darkvision 60 ft, lowlight vision.; 
Perception +13 
AC 21, touch 12, flat-footed 18; (+4 armor, +3 
Dex, +5 natural, -1 size) 
hp 92 (8d10+48); regeneration 5 (fire or acid) 
Fort +12, Ref +5, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR 19 
Speed 40 ft., fly 60 ft. (good) 
Melee greatsword +14 (4d6+10) 
Full Atk greatsword +14/+9 (4d6+10) 
Ranged composite longbow +10 (2d6+7) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 9th) 
     At will – darkness, invisibility  
     1/day – charm monster (DC 17), cone of cold   

     (DC 18), gaseous form, deep slumber (DC 16) 
Str 24, Dex 17, Con 23, Int 14, Wis 14, Cha 17 
Base Atk +8; CMB +16; CMD 29 
Feats Combat Expertise, Combat Reflexes, 
Improved Initiative, Iron Will 
Skills Bluff +14, Disguise +14, Fly +5, Intimidate 
+14, Knowledge (arcana) +13, Perception +13, 
Sense Motive +13, Spellcraft +13, Use Magic 
Device +14 
Languages Common, Giant 
SQ changeshape (Small, Medium, or Large 
humanoid; alter self or giant form I), flight 
Gear chain shirt, greatsword, composite longbow 
[+7 Str] with 20 arrows 
 
Kadir  
LE Medium humanoid (human) Wiz 15/Rog 2  
Init +8; Senses none; Perception +22 
AC 17 (23 vs one opponent after four rounds of 
observation), touch 13, flat-footed 14; (+4 armor, 
+2 Dex, +1 dodge) 
hp 110 (2d8+15d6+32) 
Fort +6 Ref +10, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. 
Melee rapier +13 (1d6+4/18-20 x2) 
Full Atk rapier +13/+8 (1d6+4/18-20 x2) 
Ranged composite shortbow +10 (1d6+1/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks sneak attack +1d6 
Spell-Like Abilities nil 
Spells (DC 16 + Spell Level) 
0-level –bleed, detect magic, ray of frost, 
resistance; 
1st level –enlarge person, magic missile x2, 
obscuring mist, protection from good, ray of 
enfeeblement; 
2nd level – false life, protection from arrows, 
scorching ray (x2), touch of idiocy (x2); 
3rd level – dispel magic, displacement, fireball, fly, 
haste; 
4th level – crushing despair, enervation, lesser 
globe of invulnerability, phantasmal killer, wall of 
fire; 
5th level – baleful polymorph, cloudkill, cone of 
cold, feeblemind, summon monster V; 
6th level – disintegrate, flesh to stone, mass bull’s 
strength, repulsion 
7th level – finger of death, spell turning (10 levels) 
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8th level – form of the dragon III (blue, huge) 
Str 12, Dex 14, Con 12, Int 22, Wis 13, Cha 13 
Base Atk +8; CMB +9; CMD 21 
Feats Alertness, Arcane Armor Training, Arcane 
Strike, Augment Summoning, Combat Awareness, 
Combat Casting, Dodge, Eschew Materials, 
Improved Familiar, Improved Initiative, Maximize 
Spell*, Silent Spell*, Spell Mastery*, Wary, 
Weapon Focus (rapier)* 
Skills Acrobatics +10, Bluff +9, Diplomacy +6, 
Disable Device +7, Disguise +10, Fly +9, 
Intimidate +6, Knowledge (arcana) +23, 
Knowledge (local) +11, Perception +22, Sense 
Motive +6, Sleight of Hand +5, Spellcraft +23, 
Stealth +15 
Languages Common, Myran, Draconic, Infernal, 
Elven, Abyssal, Tasmar 
SQ evasion, trapfinding 
Gear mithral chain shirt, rapier, composite 
shortbow, 20 arrows, oil of greater magic weapon, 
potion of protection from energy (fire, 120 points), 
scroll of shield, scroll of project image 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 47 (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 

Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
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ATL 15 
Ogre Fighters (6)  
CE Large humanoid (giant) Ftr 13  
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +15 
AC 23, touch 9, flat-footed 22; (+4 armor, -1 Dex, 
+1 dodge, +9 natural, -1 size) 
hp 195 (4d8+13d10+80) 
Fort +14, Ref +8, Will +8 (+10 vs fear) 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. (40 ft. base) 
Melee greatclub +26 (2d8+14) 
Full Atk greatclub +26 (2d8+14) 
Ranged javelin +14 (1d8+5) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells per Day nil 
Spells Known nil 
Str 23, Dex 8, Con 16, Int 6, Wis 10, Cha 7 
Base Atk +16; CMB +23; CMD 32 
Feats Iron Will, Toughness (x2), Improved Natural 
Armor (x4), Improved Initiative, Dodge, Lightning 
Reflexes, Weapon Focus (greatclub), Weapon 
Specialization (greatclub), Disruptive, Critical 
Focus, Power Attack, Step Up, Cleave 
Skills Climb +7, Perception +12 
Languages Giant 
SQ nil 
Gear hide armor, greatclub, 4 javelins 
 
Ogre Mage (2)   
LE Large outsider (native, oni, shapechanger) 
Init +7; Senses darkvision 60 ft, lowlight vision.; 
Perception +13 
AC 21, touch 12, flat-footed 18; (+4 armor, +3 
Dex, +5 natural, -1 size) 
hp 92 (8d10+48); regeneration 5 (fire or acid) 
Fort +12, Ref +5, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR 19 
Speed 40 ft., fly 60 ft. (good) 
Melee greatsword +14 (4d6+10) 
Full Atk greatsword +14/+9 (4d6+10) 
Ranged composite longbow +10 (2d6+7) 
Space 10 ft.; Reach 10 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 9th) 
     At will – darkness, invisibility  
     1/day – charm monster (DC 17), cone of cold   

     (DC 18), gaseous form, deep slumber (DC 16) 
Str 24, Dex 17, Con 23, Int 14, Wis 14, Cha 17 
Base Atk +8; CMB +16; CMD 29 
Feats Combat Expertise, Combat Reflexes, 
Improved Initiative, Iron Will 
Skills Bluff +14, Disguise +14, Fly +5, Intimidate 
+14, Knowledge (arcana) +13, Perception +13, 
Sense Motive +13, Spellcraft +13, Use Magic 
Device +14 
Languages Common, Giant 
SQ changeshape (Small, Medium, or Large 
humanoid; alter self or giant form I), flight 
Gear chain shirt, greatsword, composite longbow 
[+7 Str] with 20 arrows 
 
Kadir  
LE Medium humanoid (human) Wiz 15/Rog 2  
Init +8; Senses none; Perception +22 
AC 17 (23 vs one opponent after four rounds of 
observation), touch 13, flat-footed 14; (+4 armor, 
+2 Dex, +1 dodge) 
hp 110 (2d8+15d6+32) 
Fort +6 Ref +10, Will +10 
Defense Abilities nil; DR nil; Immune nil; SR nil 
Speed 30 ft. 
Melee rapier +13 (1d6+4/18-20 x2) 
Full Atk rapier +13/+8 (1d6+4/18-20 x2) 
Ranged composite shortbow +10 (1d6+1/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks sneak attack +1d6 
Spell-Like Abilities nil 
Spells (DC 16 + Spell Level) 
0-level –bleed, detect magic, ray of frost, 
resistance; 
1st level –enlarge person, magic missile x2, 
obscuring mist, protection from good, ray of 
enfeeblement; 
2nd level – false life, protection from arrows, 
scorching ray (x2), touch of idiocy (x2); 
3rd level – dispel magic, displacement, fireball, fly, 
haste; 
4th level – crushing despair, enervation, lesser 
globe of invulnerability, phantasmal killer, wall of 
fire; 
5th level – baleful polymorph, cloudkill, cone of 
cold, feeblemind, summon monster V; 
6th level – disintegrate, flesh to stone, mass bull’s 
strength, repulsion 
7th level – finger of death, spell turning (10 levels) 
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8th level – form of the dragon III (blue, huge) 
Str 12, Dex 14, Con 12, Int 22, Wis 13, Cha 13 
Base Atk +8; CMB +9; CMD 21 
Feats Alertness, Arcane Armor Training, Arcane 
Strike, Augment Summoning, Combat Awareness, 
Combat Casting, Dodge, Eschew Materials, 
Improved Familiar, Improved Initiative, Maximize 
Spell*, Silent Spell*, Spell Mastery*, Wary, 
Weapon Focus (rapier)* 
Skills Acrobatics +10, Bluff +9, Diplomacy +6, 
Disable Device +7, Disguise +10, Fly +9, 
Intimidate +6, Knowledge (arcana) +23, 
Knowledge (local) +11, Perception +22, Sense 
Motive +6, Sleight of Hand +5, Spellcraft +23, 
Stealth +15 
Languages Common, Myran, Draconic, Infernal, 
Elven, Abyssal, Tasmar 
SQ evasion, trapfinding 
Gear mithral chain shirt, rapier, composite 
shortbow, 20 arrows, oil of greater magic weapon, 
potion of protection from energy (fire, 120 points), 
scroll of shield, scroll of project image 
 
Razhor, Imp Familiar  
LE Tiny outsider (devil, evil, extraplanar, lawful) 
Init +3; Senses darkvision 60 ft., detect good, 
detect magic, see in darkness; Perception +7 
AC 25, touch 16, flat-footed 21; (+3 Dex, +1 
dodge, +9 natural, +2 size) 
hp 47 (3d10); fast healing 2 
Fort +1, Ref +6, Will +4 
Defense Abilities nil; DR 5/good or silver; 
Immune fire, poison; Resist acid 10, cold 10; SR 
20 
Speed 20 ft., fly 50 ft. (perfect) 
Melee sting +8 (1d4 plus poison) 
Full Atk sting +8 (1d4 plus poison) 
Ranged nil 
Space 2 ½ ft.; Reach 0 ft. 
Special Attacks nil 
Spell-Like Abilities (CL 6th) 
     Constant – detect good, detect magic 
     At will – invisibility (self only) 
     1/day – augury, suggestion (DC 15) 
     1/week – commune (6 questions, CL 12th) 
Spells Known nil 
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14 
Base Atk +3; CMB +1; CMD 15 
Feats Dodge, Weapon Finesse 

Skills Acrobatics +9, Bluff +8, Knowledge 
(arcane) +7, Knowledge (planes) +7, Perception 
+7, Spellcraft +7 
Languages Common, Infernal 
SQ change shape (boar, giant spider, rat, or raven, 
beast shape I), Alertness, improved evasion, share 
spells, empathic link, deliver touch spells, speak 
with master, speak with animals of its kind, spell 
resistance, scry on familiar 
Gear none 
Poison (Ex): Sting – Injury; save DC 13; 
frequency 1/round for 6 rounds; effect 1d2 Dex; 
cure 1 save.  The save DC is Constitution-based, 
and includes a +2 racial bonus. 
 
 
 If the PCs identify Lady Caroline Reilly as 

Lady Cardinal Arawl and join the defense at 
Lion’s Den  GO TO Conclusion A (page 77). 

 If the PCs determine that Lady Cardinal is 
hiding, under the guise of Lady Caroline 
Reilly, but do not join the defense at Lion’s 
Den GO TO Conclusion B (page 78). 

 If the PCs identify any of the pretenders as 
Lady Cardinal Arawl, or fail to identify her at 
all GO TO Conclusion C (page 79). 

  
  

CCOONNCCLLUUSSIIOONN  AA  

Hours after the battle the bodies of the dead have 
been carried away and the wounds of the 
survivors have been tended.  The faint smell of 
smoke is already fading, and servants are busy 
repairing the damage.  Lady Consul Ellyn has 
requested that you remain at the manor while she 
deals with matters and sends several messages.  
Her business attended to, she calls you into the 
study, where she sits behind a carved wooden 
desk, flanked by her younger sister Lady Kylene 
and ‘Lady Caroline’. 
 
<Ellyn> “After all that you’ve done, it is only fair 
that you actually MEET the subject of your 
search.”  She glances to her left, at ‘Lady 
Caroline’.  The girl nods in agreement, and Lady 
Ellyn makes a small gesture. The disguise that 
has sheltered her for eight years dissolves, 
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revealing a young woman with dark honey-
blonde hair and blue-green eyes – Lady Cardinal 
Arawl.  “I would like to thank you, for your 
efforts today.  While we may never know exactly 
who wanted Lady Cardinal dead, or why, their 
agent has failed, and the past eight years have 
given us the opportunity to prepare against his - 
or her – future plans.  Clearly the abundance of 
claimants to Lady Cardinal’s identity was the 
work of the assassin, a mage named Kadir, in an 
effort to flush her out of hiding, most likely 
triggered by the sudden return of the Arawl 
family.  Whatever goal motivated the original 
killings eight years ago, whatever plans Kadir’s 
employer was able to enact, must have been 
endangered by the resurrection of the members of 
the House.  They were watching, waiting for Lord 
Magnus to do exactly as he did, hire adventurers.  
They watched for you, then followed your search, 
which led them here.  The opportunity to turn the 
tables and trace Kadir back to his employer would 
have been welcome.  Whoever it is will be on their 
guard now, making it more difficult to trace them, 
but certainly not impossible.”  She drains her 
glass of wine.  “My House has always stood by 
the Arawls, and will continue to do so.  With that 
in mind, and considering that they are still 
rebuilding their enterprises, I’ve made 
arrangements to see you properly compensated 
for your efforts.  Everything will be waiting for 
you when you leave.  Now, if you will excuse us,  
Lord Magnus is on his way here, to be reunited 
with his daughter, and I believe that their reunion 
should have as few witnesses as possible, where 
as I must oversee the care of the remaining 
wounded as well as inspection of the damage and 
the progress of repairs.”      
While the armor, weapons and items of the 
attackers (including the doppelgangers in the 
introduction) were confiscated by the Diamond 
Legion, a portion of their value has been awarded 
to House Reilly as compensation for damages.  As 
they leave the estate, each of the PCs will receive a 
portion of these funds, plus a boon from House 
Reilly.  These rewards are non-negotiable, and are 
in addition to the payment that the PCs requested 
from Lord Consul Magnus Arawl in the 
introduction. 
 

TTHHUUSS  EENNDDSS  ““AA  BBIIRRDD  IINN  TTHHEE  HHAANNDD””  
 
TIME UNIT COST: 5 TU 
 
 

CCOONNCCLLUUSSIIOONN  BB  

The morning after ending your search for Lady 
Cardinal Arawl the news around Amthydor is 
filled with talk of a vicious attack on Lion’s Den, 
the country estate of House Reilly.  Lady 
Cardinal, once thought dead but secretly living 
under the protection of House Reilly, was killed 
during the attack.  Her body was immediately 
taken to the temple of Meneon, where efforts at 
reviving her were successful.  The members of 
House Arawl are reported to have taken up 
secure residence in the Castle District itself, as 
guests of the Lord Monarch, during their reunion 
and until the renovations to their own estate are 
completed. 
 
The day’s news begs the question of whether 
events would have unfurled differently had you 
continued on to the Reilly estate.  A small parcel 
awaits you as you return home, perhaps still 
pondering that question, to find the promised 
payment for your services.   
 

TTHHUUSS  EENNDDSS  ““AA  BBIIRRDD  IINN  TTHHEE  HHAANNDD””  
 
TIME UNIT COST: 5 TU 
 
 

CCOONNCCLLUUSSIIOONN  CC  

The morning after ending your search for Lady 
Cardinal Arawl the news around Amthydor is 
filled with talk of a vicious attack on Lion’s Den, 
the country estate of House Reilly.  Lady 
Cardinal, once thought dead but secretly living 
under the protection of House Reilly, was killed 
during the attack.  Her body was immediately 
taken to the temple of Meneon, where efforts at 
reviving her were unsuccessful.  The remaining 
members of House Arawl are reported to have 
taken up secure residence in the Castle District 
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itself, as guests of the Lord Monarch, deep in 
mourning and until the renovations to their own 
estate are completed.  A full state funeral is 
planned, to honor Lady Cardinal. 
 
The day’s news begs the question of whether 
events would have unfurled differently had you 
continued on to the Reilly estate.  A small parcel 
awaits you as you return home, perhaps still 
pondering that question, to find the promised 
payment for your services. 
 

TTHHUUSS  EENNDDSS  ““AA  BBIIRRDD  IINN  TTHHEE  HHAANNDD””  
 
TIME UNIT COST: 5 TU 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EEXXPPEERRIIEENNCCEE  PPOOIINNTT  SSUUMMMMAARRYY  
 
Total the XP earned from the following: 

 
Experience earned is based on the Average Table Level (ATL), and no PC received experience greater 
than the ATL at which the adventure was run.  However, the maximum experience a specific PC can earn 
is also limited to the next higher ATL above his “personal ATL” level (his character level rounded up to 
the nearest odd number).  For example: a 3rd level PC plays at the same table with high-level players and 
the group comes out to be an ATL 9.  The maximum amount of experience the 3rd level PC can earn 
would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With 
such a disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to 
make sure that low-level PCs don't earn experience too quickly. 
 
 
 

 ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 ATL 11 ATL 13 ATL 15 
Module Experience 600 850 1200 1800 2900 4500 7000 10500 
Discovering the magical 
manipulation of three of the 
Cardinal pretenders 

50 50 100 100 100 200 200 500 

Joining in the defense at Lion's Den 50 50 100 100 100 200 200 500 
Roleplaying XP Bonus 50 50 100 100 100 200 200 500 
         
Maximum Possible XP 750 1,00 1,500 2,100 3,200 5,100 7,600 12,000 
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TTRREEAASSUURREE  SSUUMMMMAARRYY  
 
Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which 
the PC played or received experience.  For example: a 3rd level PC plays at the same table with high-level 
players and the group comes out to be an ATL 9.  The maximum amount of treasure the 3rd level PC can 
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a 
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become 
too powerful too quickly so as not to overpower a table of their peers. 
 
 
If it’s not on this list, the PCs cannot keep it. 
 
Conclusion A 
 500 gp per PC, from Lord Consul Magnus 

Arawl 
 

 200 gp per ATL per PC, from the sale of 
enemy equipment  
 

 Weapon Boon, 1 per PC (Value: Varies, 
Caster Level: 19th, Tradable: No, Rarity: 
Common, Legality: Legal). 
 
In gratitude for the PCs’ efforts on behalf of 
House Arawl and Lady Cardinal Arawl, the PC 
may bring an existing magic weapon (melee or 
ranged) with a current enhancement of +1 or 
greater to Lady Consul Ellyn Reilly and she 
will enhance  it with a single special ability of 
the PC’s choice.  She will not simply increase 
the base ‘+’ of the weapon, nor will she 
enchant any other item in the weapon’s place.  
The ‘+’ value of the ability that she will apply 
is determined by the PC’s level.  The total ‘+’ 
value of the weapon’s combined enhancements 
may not exceed +10.  She will not apply 
multiple abilities, and the PC may not pay 
additional gp to apply a higher value 
enhancement than the one actually earned in 
this event.  If the PC selects an enhancement 
with a lower gp value than the one earned, they 
do not receive the gp difference. 
 
 ATL 1   +1 Special Ability  
 
 ATL 3 – 5  +2 Special Ability 
 
 ATL 7 – 11  +3 Special Ability 
 

 ATL 13 – 17  +4 Special Ability 
 
Date Event Played:  _____________________ 
Date Favor Redeemed: ___________________ 
Weapon:  _____________________________ 
Special Ability Applied: _________________ 
Revised Item Value _____________________       
Log Sheet Entry #:  _____________________ 
 
Nobles have a lot on their minds, so this 
reward must be claimed before they forget just 
how indebted they are to you and why.  This 
favor must be redeemed within one year of 
playing this event.  It is not necessary to wait 
for a Mystical Marketplace to redeem this 
favor, but it must be noted both on the PC's log 
sheet and on this cert when the favor is 
redeemed, the weapon enhanced, and the 
special ability enhancement applied, and this 
cert must be attached to the cert for the weapon 
receiving the enhancement.  

 
 Riddle Me This, 1 per PC (Value: Unknown, 

Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal). 
 
The Sanctuary Tavern is slow to give up its 
secrets, but it has given you a hint. The letters 
below can be found hidden among the 
woodwork carvings of the ceiling in the 
tavern’s common room.  Rumor has it that if 
you can unscramble them they reveal the 
password that will allow you to use the private 
entrance.   
 
    s a k r u n a i o r i l g t o a c m y o f n   
 
Once deciphered, the letters will form the 
multi-word phrase that grants access via the 
side door.  Players who believe that they have 
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successfully unscrambled the password may 
email their guess to lsjsanctuary@gmail.com 
for confirmation. 
   

 Arcane Scroll of Project Image, 1 available 
(Value: 2,275 gp, Caster Level: 15th, Tradable: 
Yes, Rarity: Common, Legality: Legal). 
 
This scroll was prepared by the assassin-mage 
Kadir.  Fortunately for you, he never had the 
chance to use it. 

 
 
Conclusion B 
 
 500 gp per PC, from Lord Consul Magnus 

Arawl 
 

 100 gp per ATL per PC, from the sale of 
enemy equipment  

 
 Riddle Me This, 1 per PC (Value: Unknown, 

Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal). 
 
The Sanctuary Tavern is slow to give up its 
secrets, but it has given you a hint. The letters 
below can be found hidden among the 
woodwork carvings of the ceiling in the 
tavern’s common room.  Rumor has it that if 
you can unscramble them they reveal the 
password that will allow you to use the private 
entrance.   
 
    s a k r u n a i o r i l g t o a c m y o f n   
 
Once deciphered, the letters will form the 
multi-word phrase that grants access via the 
side door.  Players who believe that they have 
successfully unscrambled the password may 
email their guess to lsjsanctuary@gmail.com 
for confirmation. 
 
   

 Arcane Scroll of Project Image, 1 available 
(Value: 2,275 gp, Caster Level: 15th, Tradable: 
Yes, Rarity: Common, Legality: Legal). 

 
This scroll was prepared by the assassin-mage 
Kadir.  Fortunately for you, he never had the 
chance to use it. 
   

 
Conclusion C 
 
 500 gp per PC, from Lord Consul Magnus 

Arawl 
 

 50 gp per ATL per PC, from the sale of 
enemy equipment  

 
 Riddle Me This, 1 per PC (Value: Unknown, 

Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal). 
 
The Sanctuary Tavern is slow to give up its 
secrets, but it has given you a hint. The letters 
below can be found hidden among the 
woodwork carvings of the ceiling in the 
tavern’s common room.  Rumor has it that if 
you can unscramble them they reveal the 
password that will allow you to use the private 
entrance.   
 
    s a k r u n a i o r i l g t o a c m y o f n   
 
Once deciphered, the letters will form the 
multi-word phrase that grants access via the 
side door.  Players who believe that they have 
successfully unscrambled the password may 
email their guess to lsjsanctuary@gmail.com 
for confirmation. 
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PLAYER’S HANDOUT #1 
 
Pass out the checklist and have the players check the events in which his/her PC had participated.  
Collected the filled out forms and tabulate them on GM PLAY AID #1. 
 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 

 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 

 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 

 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 

 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 

 

PC Name _____________________________ 
Player Name  __________________________ 
 

 LSJ02 “Temples” 
 LSJ08 “Night Ransom” 
 LSJ12 “Lions, Tigers, & Bears”  
 LSJ18 “Dire Consequences” 
 LSJ39 “The Edge of Night” 
 LSJ44 “All Broke Up” 
 LSJ58 “Where the Wild Things Are” 
 LSJ60 “Inner Demons” 
 LSJ65 “Dirty Laundry” 
 LSJ66 “Infernal Dilemma” 
 LSJ67 “Infinite Divergences” 
 LSJ70 “Sins of the Father” 
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PLAYER’S HANDOUT #2 
 

House Arawl 
 
House Arawl gained its Nobility in 396 AF.  Once of the wealthiest and most influential families in 
Amthydor, the family suffered a string of financial and emotional misfortunes beginning in 2000 AF.   
Humanoid raiders devastated the farm and forest land surrounding Amthydor, land that was held 
primarily by House Arawl.  In that same year, High Lady Oriel Arawl, the wife of Lord Consul Magnus 
Arawl, died unexpectedly.  Already financially troubled, the House lacked the means to see her raised 
from death, and Lord Consul Magnus sank into a deep depression.  Only the love of his only daughter, 
Lady Cardinal, gave him the strength to continue living.  Several months later, in 2001 AF, Lord Magnus’ 
second son Caucus died in what was determined to be an unfortunate accident caused by his own 
recklessness.  Shortly after the death of Lord Caucus, eighteen year old Lady Cardinal Arawl perished in 
a fall from her horse.  With his precious daughter lost to him, Lord Consul Magnus was inconsolable.  
 
One morning, a few weeks after the death of Lady Cardinal the servants discovered the remaining 
members of the Arawl family gathered at the dining table, still garbed in the clothes that they had worn to 
dinner, dead.  By all accounts Lord Consul Magnus had called the family to dinner the evening before, 
dismissed the servants for the night, and proceeded to poison both of his surviving sons, his daughter-in-
law, his grandson, his niece and his nephew. A formal investigation determined that, driven mad by the 
shame of financial ruin and grief over the loss of three members of his family, Lord Magnus had taken his 
life, and the lives of those around him.  With the estate all but bankrupt, the Lord Monarch declared that 
the House would be quietly dissolved, it’s remaining land and assets returned to the trust of the Crown, 
and the family laid to rest.   
 
When the Scales of Peliron were recovered and balanced, the members of House Arawl, with the 
exception of Lord Caucus and Lady Cardinal, were among the thousands miraculously restored to life and 
health.  The Lord Monarch immediately restored House Arawl’s lands and title, and bestowed sufficient 
funds to see the properties immediately renovated and restored.  House Arawl has been guesting with 
House Mour while the repairs and renovations are completed. 
 
A renewed investigation into the deaths eight years ago has turned up evidence that suggests that Lord 
Magnus was not knowingly responsible for the deaths of his family.   The prevailing theory is that forces 
unknown, acting secretly either through manipulation of Lord Magnus or by their own hand, did in fact 
cause the deaths by poisoning of the members of House Arawl. 
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PLAYER’S HANDOUT #3 
 

Lady Cardinal Arawl 
 
Race Human          
Real Eye Color Blue-green/teal 
Real Hair Color Dark honey-blonde        
Age & Birthdate Age 17 at her death, would have been 25 now if she had lived; she was 
 born on the 19th day of Emyr (5th month, late spring) 
Birthmarks A red mark on the back of her left shoulder that resembles a bird   
Scars A finger-length scar on her right ankle, where she fell off of her first  
 pony and cut herself on a large rock. 
Favorite Color Red          
Favorite Food Fresh hot bread, with butter.  She was always sneaking into the kitchens 
 and charming the cooks for a treat.  
Favorite Drink Warm milk with chocolate       
Least Favorite Food Potatoes 
Favorite Childhood Toy A clockwork toy griffon that she called Aristo.     
Favorite Flower Dawn lilies, just like her mother. 
Favorite Pet Her horse, Cinnamon, a chestnut palfrey that her father gave her for her 
 14th birthday.   
Best Friend Linsey, the daughter of the Chief Planter and his wife, who was the tutor 
 for all of the children on the estate (both the Arawl children and the 
 children of the staff).     
Favorite Game Chess          
Special Talent Exceptional artist and painter   
Favorite Song ‘Edris Arrinia’ an ancient elven lullaby      
Favorite Book or Story A book of elven poetry by Ceilidh Larksong of Torahn (pronounced  
 KAY-lee). 
Greatest Fear   She was completely fearless, and was never afraid to try anything.  
Favorite Place to Go  Anywhere that she hadn’t already been.  She embraced every new 
    experience as an opportunity to learn about a new place or people 
Favorite Hiding Place  The stable loft, at the country estate of Thornbriars    
Who Did She Want to Marry She was infatuated with a bard named Jordan, and declared that he was 

the only one that she would ever marry, but that was just childish 
rebellion and he was completely unsuitable for her. 

Habits or Quirks  Cardinal was forever playing with a lock of hair that always fell across   
    her face, no matter what she did to pin it back.     
Jewelry or personal item that Cardinal inherited her mother’s ring, something that Lady Oriel’s family  
she was never without  passed from mother to daughter.  It was platinum, with alternating rubies  
    and opals.  Cardinal never took it off after her mother died.  
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PLAYER’S HANDOUT #4 
 

Divinations 
 
Lord Consul Magnus Arawl has consulted several of Amthydor’s temples in an effort to learn the fate of 
his daughter Cardinal.    
 
Ardra –  Answer:    “Among allies born of singing blades shall she find shelter.” 
 
Destine –  Answer:    “The eye of the enemy is easily blinded when shown what it most desires.” 
 
Hyperion –   Answer:    “The redbird flies not unaided.” 
 
Meneon –     Answer:    “True death has not touched the red bird.” 
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PLAYER’S HANDOUT #5 
 

Candidates 
 
Six young women are currently claiming to be Lady Cardinal Arawl.   Basic information on each is 
provided below.   
 
Candidate #1 – Age late teens, resides at the Black Swan Inn in the Adventures’ District.  She has twice 
attempted to sneak into the Nobles’ District in an effort to speak with me. 
 
Candidate #2 –  Age mid-twenties, resides in the Seven Sirenes  Inn, in the Services District.  She has 
sent no less than eight messages requesting an audience. 
 
Candidate #3 –  Age mid-twenties, resides in the Dauntless Dolphin, in the Port District.  She has not 
presented herself personally.  Others have approached us on her behalf. 
 
Candidate #4 –  Age mid-twenties, resides at the Wayfarer’s Rest, just outside of the South Gate.  She 
has made a daily nuisance of herself with the Legionnaires, insisting on being admitted to the Nobles’ 
District. 
 
Candidate #5 – Age mid-twenties, resides at the Diamond Inn, in the Services District.  She visits 
Thornbriars every other day, trying to win over the staff who are working on the renovations, begging 
them to speak to me on her behalf. 
 
Candidate #6 – Age late teens, resides at Forstel Manor, in the Upper Class District.  She haunts the 
temple of Hyperion, pleading with the priests to perform the ritual to trace a subject’s noble bloodline. 
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PLAYER’S HANDOUT #6 
 

Diamond Legion Investigation 
 
High Lady Oriel Arawl 
High Lady Oriel Arawl’s death was determined by healers to be the result of a natural though undetected 
illness, and was not investigated by the Diamond Legion at the time. 
 
Lord Caucus Arawl 
Lord Caucus Arawl’s death eight years ago was determined to be an accident.  He was involved in a 
reckless and completely inappropriate footrace through several districts, which involved running along 
the walls, through restricted areas, while taking extreme risk not getting caught.   His companions/fellow 
racers included Lord Andonicus Erikas, Lord Drail Bailey and possibly Lord Bairnebus Jirin.  Lord 
Caucus lost his footing on a particularly slippery patch atop the wall between the Nobles’ and Upper 
Class districts and fell, becoming impaled on a spiked section of an iron fence. 
 
Lady Cardinal Arawl 
The original investigation into the death of Lady Cardinal Arawl indicated that while riding her palfrey 
through her family’s fields and orchards, her mount was startled, perhaps by an animal.  Lady Cardinal 
was thrown from her horse, and fatally injured. 
 
Lord Consul Magnus Arawl and Family 
At the time of their deaths, an investigation determined that Lord Magnus, overcome by grief and unable 
to face life without his wife or daughter, summoned the remaining members of his family together to dine 
with him, dismissed the servants for the night, and proceeded to poison his entire family during the meal. 
In reexamining the events of that evening, it was determined that it would be highly unlikely that he 
would have killed his infant grandson, who was too young to join the family for dinner, and who was 
found dead in his crib of the same poison that took the lives of his parents.  Additionally, rumors of the 
presence of an assassin in Amthydor at the time of the deaths gives credence to the claim that Lord 
Magnus was not responsible for the events of that evening, at least not consciously. 
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PLAYER’S HANDOUT #7 
 

Fyne Arts 
 
There have been periodic shipments of masterpiece paintings from Amthydor to Perallin over the past 
seven years, all by the same artist - Aerilyn Olleric.    The one condition imposed upon the Perallin 
merchant dealing in her work was that none of the paintings be sold to buyers in Amthydor 
 
Ms Olleric is under the patronage of House Reilly, who appears to be the sole representative of her work. 
 
Ms Olleric was unknown on the art scene until seven years ago.  She has refused repeated invitations to 
attend gallery showings of her work. 
 
Ms Olleric resides in a small flat somewhere in the Laborers’ District in Amthydor. 
 
Ms Olleric’s style is identical to that of Lady Cardinal Arawl, who was considered the most talented 
young painter in a thousand years, just prior to her death. 
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GM PLAY AID #1 
 
Tabulate the information from the forms that were collected from the players. 
 
PC Name #1  _____________________________               Player Name  __________________________ 
PC Name #2  _____________________________               Player Name  __________________________ 
PC Name #3  _____________________________               Player Name  __________________________ 
PC Name #4  _____________________________               Player Name  __________________________ 
PC Name #5  _____________________________               Player Name  __________________________ 
PC Name #6  _____________________________               Player Name  __________________________ 
 
 
                                                                         PC #1            PC #2           PC #3           PC #4            PC #5           PC #6 
LSJ02 “Temples”                                                                                      
LSJ08 “Night Ransom”                                                                                         
LSJ12 “Lions, Tigers, & Bears”                                                                                         
LSJ18 “Dire Consequences”                                                                                         
LSJ39 “The Edge of Night”                                                                                          
LSJ44 " All Broke Up"                                                                                           
LSJ58 “Where the Wild Things Are”                                                                                     
LSJ60 “Inner Demons”                                                                                          
LSJ65 “Dirty Laundry”                                                                                         
LSJ66 “Infernal Dilemma”                                                                                        
LSJ67 “Infinite divergences”                                                                                         
LSJ70 “Sins of the Father”                                                                                         
 
NPCs have a flat Knowledge (local) DC 15 check to recognize any of the PCs.  If a PC had participated in one of the 
above events in which the NPC was present, the check becomes DC 10.  All other NPCs have not yet appeared in a 
module and would not be able to have an adjustment to their recognition. 
 
High Priestess Delinia Lunasole  - (LSJ02, LSJ08, LSJ18, LSJ39, LSJ44, LSJ58) 
Lady Consul Ellyn Reilly   - (LSJ65, LSJ67) 
Jordan the Bard     - (LSJ65, LSJ70) 
Staern Bladebreak   - (LSJ60, LSJ65, LSJ67) 
Lady Kylene Reilly   - (LSJ12, LSJ65, LSJ67) 
Lord Consul Zinzann Allison  - (LSJ67) 
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GM PLAY AID #2 
 

The Nobles’ District 
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GM PLAY AID #3 
 

Candidates 
 
The answers to the identity test questions are provided below for each of the candidates to the identity of 
Lady Cardinal Arawl. 
            Candidate Candidate    Candidate   Candidate Candidate    Candidate   
                                                                 #1                  #2                  #3                  #4                 #5                  #6 
Race                                                                                       
Real Eye Color                                                                                     
Real Hair Color                                                                                     
Age & Birthdate                                                                                     
Birthmarks                                                                                     
Scars                                                                                      
Favorite Color                                                                                     
Favorite Food                                                                                     
Favorite Drink                                                                                     
Least Favorite Food                                                                                    
Favorite Childhood Toy                                                                                    
Favorite Flower                                                                                     
Favorite Pet                                                                                     
Best Friend                                                                                     
Favorite Game                                                                                     
Special Talent                                                                                     
Favorite Song                                                                                      
Favorite Book or Story                                                                                    
Greatest Fear                                                                                     
Favorite Place to Go                                                                                    
Favorite Hiding Place                                                                                    
Who Did She Want to Marry                                                                                   
Habits or Quirks                                                                                     
Jewelry or Personal Item                                                                                    
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CCRRIITTIICCAALL  EEVVEENNTT  SSUUMMMMAARRYY::  AA  BBIIRRDD  IINN  TTHHEE  HHAANNDD  
 
Convention: ____________________ Date: ___________________________  
 
1.   Did the PCs request payment from Lord Consul Magnus Arawl? Yes No 
 
2.   Did the PCs investigate the forged passes into the Nobles’ District? Yes No 
  
3.   Did the PCs seek additional divinations from the temples, other than  

those provided by Lord Consul Arawl?    Yes No 
 
4.   Did the PCs speak with the allies of House Arawl?   Yes No 
 
5. Did the PCs speak with Houses less than friendly with House Arawl? Yes No 
 
6.   Did the PCs speak with the retainers of House Arawl?   Yes No 
 
7.   Did the PCs look into the paintings and the art dealer?   Yes No 
  
8.   Who did the PCs officially identify as being Lady Cardinal Arawl? 
 
 Candidate # 1  Candidate # 2  Candidate # 3  Candidate # 4 
 

Candidate # 5  Candidate # 6  Lady Caroline Reilly  None of these 
 
9. What was Lady Cardinal Arawl’s status at the end of the event? 
 
 Alive and unhurt  Alive and resurrected  Permanently Dead 
  
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. 
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RROOSSTTEERR  OOFF  HHEERROOEESS::  AA  BBIIRRDD  IINN  TTHHEE  HHAANNDD  
Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 
Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  

Please send completed form to: 
 Eric V. Clark, 300 Indiana Ave, 
Pendleton, IN 46064, or email  

to 
 lsj-roster@theshiningjewel.com. 
 



LSJ79 - A Bird in the Hand Page 94 

Welcome to the LSJ Shopping Spree!  
Enclosed in this package is all you need to use the 
Shopping Spree.  

What to Print  
Please print out the Shopping Spree cert file. Each 
character gets one and only one cert per adventure to 
make their purchases.  Please destroy any unused certs.  

General Rules  
Each player may purchase up to four items per adventure, 
all listed on a single cert.   

All unused slots on the cert must be crossed out at the 
time of purchase.   

Exception: A player with a cohort who is playing in that 
adventure may purchase up to an additional four items for 
the cohort, all on a second cert.  

In game time terms, Shopping Spree purchases may only 
take place before or after an adventure.  

No items may be purchased during an adventure, nor may 
any be added to a purchase completed before an 
adventure.   
  
E.g.: The party runs into some lycanthropes and has no 
silver weapons.  They decide at that time that they had 
bought silversheen using the Shopping Spree.  Sorry, that 
isn’t happening.  Deny the purchase until after the module 
is over.  
  

What Can Be Purchased  

The following may be purchased from Core Rulebook 2.  

Scrolls are available for the following Arcane/Divine 
Spells.  Prices are listed for (Arcane)/(Divine).  NA in the 
listing means the spell is not available as that type of 
scroll.  

All potions and scrolls available for purchase are at 
minimum caster level.  

  
 
 
      * An alignment (Good / Evil / Law / Chaos) must be specified when purchased. 
    ** One type of energy (fire / cold / acid / electric / sonic) must be specified when purchased. 
  *** There may be a chance for a mishap if the scroll is cast by a caster less than 5th level. 
**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level. 

Available Potions / Scrolls Scroll 
Price A / D 

Potion 
Price 

Cure light wounds (potion)  50 / 25  50  
Endure elements (potion)  NA / 25  50  
Mage armor (potion)  NA / NA  50  
Magic fang (potion)  NA / 25  50  
Magic weapon (oil)  NA / 25  50  
Protection from XX* (potion)  NA / 25  50  
Remove fear (potion)  NA / 25  50  
Bless weapon (oil)  NA / 100  100  
Silversheen (oil)  NA  250  
Aid (potion)  NA  300  
Cure moderate wounds 
(potion)  

200 / 150  300  

Darkvision (potion)  NA / 375  300  
Delay poison (potion)  200 / 150  300  
Lesser restoration (potion)  NA / 150  300  
Remove paralysis (potion)  NA / 150  300  
Resist energy 10** (potion)  NA / 150  300  
Cure serious wounds (potion)  525 / 375  750  
Magic circle against XX* 
(potion)  

NA / 375  750  

Neutralize poison (potion)  1000 / 375  750  
Remove blindness/deafness 
(potion)  

NA / 375  750  

Remove curse (potion)  NA / 375  750  
Remove disease (potion)  NA / 375  750  
Water breathing (potion)  NA / 375  750  
Dispel Magic (scroll)*** NA / 375 NA 
Hold Person (scroll)*** NA / 150 NA 
Breath of Life (scroll)**** NA / 1125 NA 
Raise Dead (scroll)**** NA / 6125 NA 
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OPEN GAME LICENSE Version 1.0 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 

Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative 

Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including 
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this 
agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 

Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or 
co-adaptability with any Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark. The use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open 

Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 

days of becoming aware of the breach. All sublicenses shall survive the termination of this License.  
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 
15. COPYRIGHT NOTICE 

   Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
   System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 
   Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte 
Cook, and Skip Williams. 
   The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. 
   Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.    
   The LSJ Campaign Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff. 
   Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC; Author Keith Knecht 
   A BIRD IN THE HAND, Copyright 2010, The Shining Jewel, LLC, Author CATIE STRAITON. 
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