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Foreword
Man in the Middle

any moons ago, I started work on
M this crazy project called Zeitgeist. At that
point in my life, I'd just started writing freelance
assignments in the RPG industry, and was working
for EN Publishing as a ‘rules converter’; I took the
4th edition rules for Zeitgeist and converted them to
Pathfinder RPG rules set. I knew from the onset
that I needed to somehow make myself a part of this

massive endeavor, because I knew it was going to be

one of the all-time greats of adventure paths.

I’d had an inkling of how splendid Zeitgeist would be after
playing through this other little Ryan Nock-inspired thing
called War of the Burning Sky. My friendship with Ryan really
began when I started instant messaging him about the exploits
of my Burning Sky party —side note: never let one PC get ALL
the artifacts in a campaign. When Ryan started talking about
the seeds of Zeitgeist—along with a lot of Final Fantasy VI
nostalgia—not only did I know I had to be involved, I enacted
a grand strategy of getting in as a writer.

I guess you could say that my plan worked (or Ryan
tricked me), as I ended up writing three of the adventures
you’ll find in the Zeitgeist adventure path. In the first hard-
bound compilation, I was responsible for the final adventure,
Cauldron-Born. Within this equally lovely hardback, you’ll
revisit important scenes from the campaign’s past in Diaspora.
In the opening adventure of the next hardcover, you’ll start
coping with a changed world in the events of Godmind. So,
I suppose it somewhat makes sense that Ryan was gracious
enough to ask me to pen this Foreword for the central act of
the Zeitgeist campaign, as I somewhat grabbed the central
adventures of the campaign.

Special thanks go out to my original War of the Burning
Sky party: Kevin ‘Lucky Pete Lightning’ Wilson, Nicholas ‘I
Polymorph into a Bear’ Bobbie, Mike ‘Last Hurrah for the 3.5
Spiked Chain’ Wood, and Michael ‘Earthquake in the Clock
Tower’ Hofer. Without these stalwart adventurers, I never
would have never met the fine people at EN Publishing, nor
would I have made friends with the august Ryan Nock and
Russ Morrissey.

Of course, it should go without saying that the fans of
Zeitgeist are the real people who deserve praise. I’ve moved
on to work for other RPG companies since writing for Zeitgeist,
butitalways fills me with pride when I see reviews and comments
about this campaign show up online. Knowing the attention
to detail and dedication that Ryan puts into this campaign, I
wholeheartedly agree when people post their opinions about
Zeitgeist being the strongest adventure path of the last decade.

I’'m just glad I got to tag along for the ride.

Thurston Hillman
Fan & Writer
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elcome to the beginning of Act Two of

ZE1TGEIST: The Gears of Revolution. In the first
arc of the campaign, the party discovered an international
conspiracy tinkering with extraplanar magic and building
a colossal golem 1in a plane that was the shadow of the real
world. At the climax of'the fifth adventure that colossus went
out of control, broke free, and began trampling through the
city of Flint. The party helped drive it away, and their king
tasked them with finding a way to gain control of it before
the conspiracy can.

Throughout the next three adventures, the party’s
mission will take them across the world to disrupt enemy
plots, enlist allies, and fight for mastery of the mighty
metal titan. Their first step takes them to Ber, a nation
once ruled by dragons, now a struggling young land of
orcs, minotaurs, gnolls, and other savage races trying to
learn to be civilized. One of the colossus’s creators has
sought asylum with Ber’s ruler, who considers the tiny

gnome technologist a treasure not to be lightly traded.

The Short, Short Version

The party heads to Ber to find the gnome, named Tinker. On their
way to meet Ber’s minotaur ruler named Shantus, members of the
conspiracy ambush the PCs, get the party’s local guide arrested,
and then attack the party with a stampede. The PCs might clear
their guide’s name and find allies among the locals, but to gain an
audience with Shantus they must pass through a labyrinth obstacle
course. The minotaur, it seems, likes to be entertained.

At the court of Shantus, a party allied with the conspiracy has
already asked for access to Tinker. Shantus decides he’ll give the gnome
to whoever entertains him most. He proposes a contest between the
PCs and the other party, consisting of two challenges: the under-
construction railroad, and the disloyal ally.

At the railroad, two companies of workers compete to build the most
miles of track, and the PCs can help their efforts, disrupt the efforts
of the other company, and defend against the sabotage attempts by the
conspiracy’s party. With the disloyal ally, the PCs try to convince him
to pledge fealty to Shantus while the other team tries to provoke him to
attack the party’s homeland.

Shantus forbids the two parties from harming each other directly, but
subterfuge and cheating is encouraged. Once there is a winner, Shantus
brings Tinker out of hiding, but then is betrayed. Under the magical
compulsion of a megalomaniacal industrialist named Pemberton,
Tinker and a gang of traitors try to kill Shantus and both parties.

ﬁ_m_a
YAPTING THE
ENTURE

If you're playing in a home campaign, you might replace the steampunk

elements with more traditional forms of magic. Tinker might still be
a master of machines, but he could surround himself with medieval
siege weapons, cranes, and traditional golems. Instead of building a
railroad, the Berans might be constructing an aqueduct; and instead

of a factory, the climax might occur at an iron mine filled with Tinker’s
war machines.

To fit the adventure into your own campaign you can skip the
introduction in Risur and start right away in Ber. Perhaps Tinker
knows a secret or possesses a rare magic item the PCs need.

If you just want some inspiration for your own campaign, we have:

+ a nation of normally savage races trying to civilize themselves,

+ a stampede of megafauna provoked by tyrannosaurs,

+ a labyrinth arena,

+ a competition where two high-level parties try to sabotage each

other,

+ a battle with a gnome in a golem suit, and

+ a dragon with steamtech prostheses.

Finally, if you like the Storm-Tossed Battle (page 55), you might want
to check out our naval adventures book Admiral o’ the High Seas for
ideas on other shipboard action scenes.

“‘a J“
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The party learns that Pemberton, an old dragon ruler trapped in hu-

man form, seeks to conquer Ber. He has replaced Tinker and others
close to the king with mechanical duplicants under his control, and has
put the real Tinker to work in his volcanic island lair, which he has

converted to a factory building war machines.

Perhaps with the temporary aid of the conspiracy, the PCs must fight
their way past a dragon-worshipping gnoll cult to reach the heart of the

volcano, recruit Tinker, and defeat the last surviving dragon tyrant.

Machines talk. Most people are too big to hear
them, and so the machines don’t like them. But they TINKER ODDGOG
like Tinker. Their tiny little voices tell Tinker their
secrets, and he treats them nicely, so when he asks,
the machines do what he wants. For a while what he
wanted was to make a great big machine, one so loud
that everyone would hear what it was saying. Then he
wanted to become so small himself that no one would
find him. But now maybe it’s time for the machines to
start yelling. If enough of them yell together, people will
be sure to hear.

Tinker yelps and cowers in the presence of things
bigger than him, though when he’s in his mechanical
battle suit he gets a bit megalomaniacal. His goals are mercurial, and he’s easily
nudged toward different projects, as long as he gets to work with machines. He
possesses little actual malice, except to those who doubt his brilliance. Or those who
want to kill him, like the Obscurati.

Part of Tinker’s unhinged personality is because he hears whispers of every machine
everywhere, and these whispers speak of maddening concepts, granting him glimpses of a
world too large for his mind to cope with.

Shantus took over from Ber’s previous ruler, Vairday
Bruse, eight years ago. Though he was instrumental in BRUSE SHANTUS
the early growth of the revolution, after a few years of
bearing the weight of a nation on his shoulders, and
of seeing how slow and embarrassing progress was,
Shantus has begun to slip back into the traditional
patterns of power. Though he hasn’t betrayed the
principles of his predecessor, he has come to believe
that Ber has made enough progress for one revolution.
Shantus thinks of himself as mischievous, using
his power to force petitioners into silly situations to
get what they want. He tells himself this endears his
people to him, though in truth many see him as petty
and decadent. He doesn’t brook disagreement, though, and the handful of advisors
who tried to explain how tone-deaf he was to the needs of his people were given
assignments in Ber’s swamps and deserts so they wouldn’t bother him.

Background

The gnome engineer Tinker Oddcog was always a bit addled. Though
most gnomes in Risur live hidden in the forests at the borders of the
fey realm of The Dreaming, Tinker embraced technology, fascinated
by tiny whirling gears and the ability to invent new tools and leave his
mark on the world.

Then ten years ago, while excavating tunnels for a subrail project
in Risur’s capital city of Slate, Tinker stumbled upon a brass orb. He
became obsessed with it, convinced he could hear whispers from it,
and that its surface consisted of imperceptibly tiny interlocking cogs
that moved like they were alive. His obsession got him fired, and soon
thereafter the head of the project was crushed by a crane that seemed to
swing by its own volition.

After the tragedy, Tinker offered to take over the project, but was
rejected. When the next project head died in a hideous train derailment,
the aristocrats of Slate, already wary of technology, forbade any further
subrail construction in their city.

Agents of the Obscurati, however, recognized that Tinker possessed
the power to speak with and command machines. They recruited the
gnome to help build their colossus. He earned the nickname “gear-
builder,” but after a friend of his—the “mindmaker”—died trying to
escape the conspiracy, Tinker grew paranoid. He bided his time, and
when the colossus broke free (see Adventure Five, Cauldron-Born), he
fled and boarded a ship to Ber, his precious brass orb tucked under his
arm. More importantly, he carried the secrets of the colossus in his head.

Civilization in Ber

Centuries ago, what is modern Ber was a patchwork of kingdoms ruled
by dragon tyrants who kept savage races as their subjects. The last of
those tyrants fell 200 years ago, and an era of chaos and decline followed.

Then, forty years ago an orc named Vairday Bruse united the shattered
cities, the squabbling warlords, and the roaming tribes under his banner,
naming the new nation Ber. He negotiated with other countries, brought
fresh wealth to his people, and developed a cult of adoration centered on
advancing his people toward the civilized cultures of the rest of the world.

Throughout Ber, men and women whose parents lived in mountain
caves or tents on the grasslands now struggle to adapt to fancy attire,
refined etiquette, and enlightened education and philosophy. Some
rebel or simply don’t buy into Ber’s cultural revolution, and indeed
some of the most unwilling converts were those who had long lived in
cities, slaves to the dragon masters. But most loved Vairday Bruse for
the safety and dignity he brought them, and they see it as their duty to
civilize themselves.

Eight years ago Vairday died and passed on his position to a minotaur,
Shantus, who helped him in the founding of Ber. Taking his predecessor’s
name instead of the title king, Bruse Shantus has kept Ber stable and
has negotiated for more foreign investment, though he is less devoted to
cultural and social reforms.

Races of Ber

Orcs are the most common race, concentrated in the northeast. Gnolls
dominate the south. Minotaurs are prominent to the west, while lizard-
folk are prevalent in the thinly-populated central river lands. Goliaths
live in the Anthras Mountains, close to human lands. Other races like
goblinoids, kobolds, and dragonborn are rare. Aside from the gnolls,
every race in Ber grudgingly gets along with all the others.
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Though humans stereotype all these races as savage, Berans have their
own clichés about their neighbors, viewing gnolls arguably the worst:

+ Orcs are drunkards who sing badly and are always trying to be
clever and failing.

+ Minotaurs are lazy, take credit for what others do, and have sex
with anything.

+ Lizardfolk are thieves and all look alike.

+ Goliaths are all homosexuals, not to mention spies for Risur.

+ Goblins have disgusting food like spiked pickles, and they are
confused by any technology more advanced than ropes.

+ Gnolls are superstitious, uncivilized criminals who can never lead
themselves, which is why they all miss their dragon tyrants.

+ And kobolds, the joke goes, don’t really exist.

Asylum and Industry

Tinker reached Ber on the 21st of Spring and quickly contacted Glaucia
Evora, a gnoll member of Executores dola Liberta, the “enforcers of
freedom” who are tasked with maintaining the revolution. Tinker
offered his technological know-how in exchange for asylum, and the
Bruse accepted. Empowered by Ber’s rites of rulership, Shantus has
cloaked Tinker from divination. The Bruse always knows the gnome’s
health and status, and if anyone harms him, Shantus will be able to see it.

However, Shantus does not automatically know who speaks to Tinker,
or where he goes. So he is not aware that Tinker was soon met by Benedict
Pemberton. Pemberton, an eccentric industrialist, inventor, and firebrand
from Risur, proposed a new arrangement: Tinker could come work for him
at his private island on Ber’s southern coast, he could still benefit from the
Bruse’s protection, and he’d be building far more interesting things than
railroads and steam boilers.

Pemberton provided Tinker with the schematic and material necessary
to craft a “duplicant”: a mechanical body that can be controlled remotely.
Each duplicant contains a small vessel of witchoil (see Adventure Two,
The Dying Skyseer), which holds a sliver of the soul of whomever the

N /e
The adventure begins on the 1st of Summer, 501 A.OV. (After Our Victory).
The party can teleport to Ber the same day, or spend days sailing the 800
miles from Flint to Seobriga. An average ship could get there in 10 days,
while Risur’s fastest ship could get there in 2 days with some magical help,
and by having the crew toil through the night for every last scrap of wind.
Lya Jierre’s group is stuck trying to entertain the Bruse and curry favor
until the party arrives and shakes things up. From there, it likely takes
20 days to finish the Cantabrilla Railroad challenge. The railhead is about
300 miles from Citado Cavallo, so even with fine horses it would take 6
days to get there. Only slightly faster is riding to Renza then taking the

train, which shaves off a single day. This means the party will likely split

up, or perhaps send their ship to Marrajado de Oro so they can teleport
back and forth with Linked Portal and Reverse Portal rituals.

Once they get back to the Bruse’s summer court, a day passes before
Tinker arrives and provokes a battle. Then it’s another 400 miles from
Seobriga to Isla dolas Focas to find the real Tinker. Teleportation isn’t
possible this time, and Lya’s ship Lux Profectusque will get there in 3
days. Even if the party dawdles during the Bruse’s game, they’ll likely
finish the adventure in less than a month.

machine has imprinted. The machine becomes a near-perfect double of
the original person, though it must obey Pemberton’s orders.

Tinker built his own duplicant, bonded to it, and left it behind to do
modest work for the Bruse as he snuck off to Pemberton’s island, Isla
dolas Focas. Iron mines riddle the island, and at its heart lies a dormant
volcano, once a lair of one of Ber’s old dragon tyrants.

The Last Dragons

Starting five hundred years ago, it became popular for mighty heroes and

would-be kings to slay dragons, and they descended upon the domains of
the dragon tyrants, until finally in 300 A.O.V.,
according to common lore, King Boyle of Risur
slew the last of the dragons. Though a few scat-
tered legends tell of survivors, dragons are
believed extinct.

In truth, a handful of dragons escaped this
genocide. The dragons fought off most challeng-
ers until 295 A.O.V., when the world’s already
tenuous connection to the plane of air was nearly
severed (see Adventure One, Island at the Axis of
the World). With their massive bodies now forced
to obey the same physical laws as birds, most
dragons were rendered incapable of flight. Their
numbers rapidly dwindled.

But King Boyle of Risur saw more value in the
remaining dragons than simply mounting their
heads as trophies. He offered the last dragon
tyrants refuge in Risur and vowed to protect
them and even keep their hoards safe, as long as
they pledged never to take hostile action against
Risur. But for the pact to be secure, they would
need to live 100 years in the form of a human.

Some dragons rebuked the king, and he slew
them, but a few agreed to his terms. One, known
then as Imatch the Hex-Eater, eventually

B
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The dragon Gradiax, Lord of Steel, has almost never
BENEDICT
PEMBERTON

resumed his true form for the past two centuries,
and has grown accustomed to his eccentric alternate
identity as a businessman and technologist. Though
he only looks about fifty, and has the verve of a young
man, he jokingly exaggerates his aged infirmities. He
speaks slowly with a deep, country-accented voice, and
often leans back and tucks his thumbs in his belt loops
as he talks. (Imagine a more laid-back Foghorn Leghorn.)

Confident in his ability to win in the long run,
Pemberton almost never loses his cool. He enjoys
playing subtle power games; if he spies a loose
thread on someone he’s talking to, he’ll draw out
a short folding knife he always carries, flick it open,
and without explaining what he’s doing will walk over and snip the thread free,
or if they flinch he’ll chuckle at the person’s nervousness around a harmless
geezer like him.

An ambitious tiefling in her late 20s, Lya is the niece of
Han Jierre, the Sovereign of Danor. She graduated top of LYA JIERRE

her class from the prestigious academy of war, the Jierre

Sciens d’Arms, and many students of other war colleges

have read her thesis, Field Study of Melee Effectiveness

and Foe Debilitation through Focused Limb Severance

Techniques Contrasted with Mainstream Opportunistic

Techniques, which she wrote near the end of the last

Yerasol War.

She serves as Danor’s Minister of Outsiders, giving
her great leeway to travel and make alliances. After the
peace talks with Risur fell apart three months ago, she
has been more active in her clandestine role, as leader
of the Obscurati’s Golden Cell. Since the conspiracy’s ritual (detailed in the Zemceist
Campaign Guide) is all but ready to go, Lya has taken point on eliminating small,
scattered threats to the group’s plans.

Intelligent and open-minded, Lya has her doubts about the conspiracy’s plans.
She insists on maintaining high moral standards for herself and her followers, to
balance out the distasteful but—as she sees them—necessary deceptions and murders
they commit.

became a loyal advisor to several kings of Risur, and today serves as
Risur’s principal minister under the name of Harkover Lee.

Another dragon, Gradiax, the Lord of Steel, became human but
avoided all contact with the leaders of Risur. He used his remaining
treasure to invest in land, then invented a family line so he could assume
new identities and inherit his own wealth. But after his century of waiting
came to an end, he understood that even if he resumed his old form, he
would just be another beast to be slain. He needed a power base before he
could reveal himself.

Today, Gradiax goes by the name Benedict Pemberton, owner of
Pemberton Industries, which until recently manufactured experimental
military technologies in Flint, the industrial heart of Risur. Harkover Lee
and Pemberton both know each other’s identities, and Lee has kept an
eye on his fellow dragon’s business, wary of betrayal.

But Pemberton has slowly been building a second path to power.
He was in the process of negotiating to sell the Bruse golems for con-
structing his new railroad when he learned of Tinker Oddcog’s arrival.
Recalling rumors of the gnome’s knack with machines, Pemberton was
determined to turn the Tinker into an asset. The tiny little madman has
performed far beyond Pemberton’s dreams.

Isla dolas Focas

Pemberton secretly controls this fifty-mile long sliver of land off the

southeastern coast of Ber: the Island of the Seals, named for the massive

population of seals that nest on its shores. Two centuries ago Pemberton—
as Gradiax—ruled a small nation of gnolls from here. Though like all the

dragon tyrants he oppressed most of his people, the gnolls of Isla dolas

Focas he treated grandly, and when he left he promised he would return.

The gnolls refused to ally with the rest of Ber under Vairdy Bruse,
and encouraged other tribes to resist. They call themselves the Cult of
the Steel Lord, and for two centuries they have continued to excavate
the iron mines, stockpiling ore for their lord’s return. The one time
Pemberton has returned to his true draconic form was seven years ago
to slay the ruler of the gnolls and reclaim his domain.

The Cult of the Steel Lord believes humanoid races are unworthy to
wield metal, and that if they are pure they will become as strong as steel.
Indeed, as a blessing to his most faithful follower, Pemberton recently
had Tinker construct a duplicant for a gnoll named Pardo, who he then
sent as an emissary to Shantus. Now Pardo’s machine body represents
the unincorporated tribes of Ber at the Bruse’s court. He has even
earned the honorary title “Minister of Rebellion.” No one aside from
the gnolls who worship him knows that Pemberton leads the cult.

Father and Daughter

When Gradiax faked his death and abandoned the island, he left behind
a clutch of eggs lain by his slain lover. The Cult tended these during his
absence, and when Pemberton again took control of the island he dared
to have them hatch one egg. Alas, the child who emerged was crippled,
missing an eye, a wing, and most of one leg.

Pemberton raised his daughter, whom he named Terakalir, hoping
he might still establish a dynasty. He abducted tutors to educate her,
and she trained her mind because her body was weak. But when Tinker
Oddcog arrived, the gnome excitedly crafted her steel prostheses to
replace her missing flesh. Tinker became cherished by the Cult of the
Steel Lord, and the gnolls grew only more fervent in their belief that
they were blessed by this new half-dragon, half-machine.

Draconic Machinations

Pemberton has slowly begun replacing high-ranking officials in the
more distant areas of Ber with duplicants. The design of the devices
requires that the original body remains alive, so that it can maintain a
link to the mind and soul of the person it is mimicking. This connec-
tion also protects the duplicants from magical detection, because unless
you know what you’re looking for, they register as being the creatures
they’re mimicking.
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Pemberton’s gnoll minions keep the abducted officials imprisoned in
their main caves, but he’s wary of stretching too far and being discovered.
His ultimate goal is to replace the Bruse and his advisors, then steer the
nation to desire a new dragon overlord. Toward that end, he has had
Tinker craft golems, which themselves helped craft more golems, as
well other machines. His old lair has been fortified and transformed
into a massive automaton factory.

Within a year, he’ll have enough war machines and duplicant-
enhanced gnoll soldiers that even ifhis plan to seize control of the Bruse
fails, he’ll be able to conquer Ber outright. Until he’s ready, though,
he continues to play the role of an eccentric industrialist from Risur,
pretending that he just seeks to make money by building railroads.

Obscurati Involvement
Pemberton is in no way affiliated with the Obscurati, and he only knows
a little about them from what Tinker has mentioned.

The Obscurati want Tinker silenced. In the two and a half months
since their colossus construction facility was raided they’ve fought with
the RHC to try and tie up loose ends—by getting assets out of Risur
before they could be captured, or killing prisoners before they could
reveal any information. Simultaneously, the party and other agents of
Risur have chased down fringe members of the Obscurati, rooting out
potential threats within their own nation.

Risur wants Tinker—to interrogate about the Obscurati at least, to
become an asset if possible. The Ob, meanwhile, intend to kill the
gnome. And though Tinker has done a good job hiding his tracks, both
the party and their rivals manage to catch wind of his location at the
same time.

The Ob leadership, understanding that Tinker is a valuable asset to
Ber, have sent tiefling diplomat Lya Jierre, one of the top-tier members
of the conspiracy. An experienced negotiator and expert swordswoman,
Lya travels with two elite bodyguards—Rush Munchausen and
Merton Goncala—as well as a ship full of Obscurati operatives.

Lya has nearly every resource she could need for this mission, but
even the Obscurati aren’t aware of Pemberton’s identity, nor his plots.
Though Risur and the Ob are at odds, neither side wants Ber to fall
under control of a dragon, so the party might have reason to work with
their enemies, at least in the short term.

Tinker’s Secrets

What can the party learn from Tinker if they capture or recruit him?
First, he can fill in any missing pieces of information about the nature of
the Bleak Gate construction site in Flint.

Second, he can intuitively track the path of colossus, even while it is
exiled in the Dreaming. By the time this adventure starts the titan has
wandered over the fey version of the Anthras Mountains into fey Ber,
where it has incited much furor among the nature spirits. It’s heading
toward Seobriga to make crossing to Elfaivar at the narrowest spot.
Tinker knows the machine is trying to find Kasvarina, which it thinks
of as its mother.

Third, of the most interest to the party’s bosses, he’s a brilliant inventor,
and can help design new arms and vehicles, perhaps even helping craft an
airship for the party in epic tier (in adventure ten, Godmind).

But most importantly, he knows how the colossus works. Its specifica-
tions called for it to be able to lift a flat object a hundred feet in diameter,
weighing 11,839 standard tons, and hold it up with one side angled on
the ground. (This is the 100-ft. diameter, 30-inch thick golden plate

N

OIDING THE RAILROAT

Players need to be free to drive the game in the direction of their choosing,

so while we present a variety of possible scenes and challenges, don’t
feel limited to using them as presented. We endeavor to provide enough
information about the setting and NPCs so that you can simply reveal
what the mission is, let the party discover their rivals, and then leave it
to the players to figure out how to thwart them.

If your group ditches Glaucia and hits up military contacts to find

Tinker (or at least his duplicant) without going through Shantus’s challenge,
you should have enough insight into everyone’s motivation to determine

how Ber and the Obscurati will react. The party will still have to race to
find the real Tinker under Pemberton’s control, only they might be on the
run from the Beran army and forced to take refuge with Cavallo or look for
clues on the under-construction railroad.

Rather than let the plot constrain you, consider how to chop up and
remix the adventure to give your players an adventure they’ll enjoy.

atop the Axis Seal.) It needed to be able to withstand truly extreme
energy, equivalent to standing in a volcano, as well as resist kinetic
injuries. (This is because the Ob don’t know what sort of energy will
be released when the Axis Seal opens.)

It needed to stabilize its own magical energies, without having to
rely on power from other planes. (This because those planes would be
changing.) Tinker notes that the last refit they made was to open a small
hollow in the colossus’s chest, about big enough to hold a pumpkin,
which had a pipe that could feed in some sort of liquid fuel. (This was
so that a replica of the Wayfarer’s Lantern could be integrated into it, to
infuse it with whatever planar energy was needed.)

It also needed to be able to function underwater for extended periods,
at pressures seen only deep under the ocean. (This so that years of
effort would not be ruined in the event the ship transporting it to Axis
Island sank.)

Tinker worked with experts in several fields to integrate the necessary
components. He was particularly fascinated working with the mind-
maker because the man insisted the colossus be capable of nuanced
facial expressions so that it could interact and express itself. Tinker
even mimicked elements of the little understood human endocrine and
vascular systems to grant the colossus physical feedback of its emotions,
the idea being to help it form attachments to normal people and feel
loyalty, rather than mere obedience.

Of course, working on huge versions of microscopically tiny anatomy
just made Tinker more enthralled with the small, and nervous about
the massive. But he can rattle off three dozen locations on the colossus
that a precise application of force or a specific variety of magic could
debilitate it. For instance, while its exterior has magically reinforced
adamantine plating, for budgetary reasons many joint components—
analogous to ligaments—were made of traditional adamantine, which
1s vulnerable to rust magic. The witchoil furnace could be disrupted
by a burst of radiant energy, assuming a saboteur could get inside the
colossus’s torso. And the fuel feed piping to the lantern housing in the
chest is insufficiently secure, so it could probably be breached by a
36-pound cannonball. (Of course, by the time the party faces the colossus
in adventure thirteen, they’ll each be more powerful than a cannon.)

Tinker also has one final secret—this about the mindmaker and the
steelshaper—which will set the course for Adventure Seven, Schism.

N
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Adventure Layout
The plot of Revelations from the Mouth of @ Madman has defined start
and end points, but the route between them can take many different
paths. We roughly divide events as follows:
+ Act One: A Civilized Country. The party makes their way to Ber
and earns an audience with the Bruse.
+ Act Two: Cheating Encouraged. The party and Lya’s group
compete to get first access to Tinker. Then duplicants attack
the court.
+ Act Three: The Dragon’s Lair. The party sails to Isla dolas
Focas and frees Tinker from Pemberton’s control.

Key Locations
Use this list to keep track oflocations the PCs might visit.

Abismo Condendado 8
Aigotsura 35
Cantabrilla Railroad 33
Citado Cavallo 8
Isla dolas Focas 6
Karch 52
Manbhill 31
Negranha 37
Nimba 26
Pezarillo 8
Renza 31
Reo Pedresco 31
RHC Headquarters—Slate 11
Selestala Railroad 31
Seobriga 13
Slate 11
Summer Court 26

Abismo Condendado: Cursed wetlands near the Cantabrilla rail-
road. Source of odd wintry weather. Once domain of the white dragon
Cheshimox. Its lair is now defended by the ghoulish lizardfolk that
served him, but they only appear if accosted.

Aigotsura: A “staging town” on the banks of a river 40 miles from
the railhead of Liss Rail Construction. Surtan Liss manages from here.
Supplies for the railroad are delivered on the river. Frontier town feel.
Perfunctory amenities. Arid and hilly.

Cantabrilla Railroad: Route running 25 miles from Reo Pedresco,
through the river lands, to Renza. Nearly complete. Allows freight to
bypass the south lands, where gnoll pirates are common.

Citado Cavallo: Walled hillside city on the shores of Marrajado de
Oro (the riven sea of gold). Ruled by Cavallo de Guerra. Bastion of orc
might, weak separatist desires against Bruse Shantus.

Isla dolas Focas: Iron-rich volcanic island. Once the domain of the
red dragon Gradiax. Defended by gnollish Cult of the Steel Lord. Now
controlled by Gradiax again, in the guise of Benedict Pemberton.

Karch: Gnoll city on the coast of Isla dolas Focas, with a population
of ten thousand. Nestled amid a forest of short gnarled and spiny trees.

Manbhill: Hillside fort on the Risur side of the riven sea. Still vigilant
against orcish invasion, though none has happened in four decades.
Peace has brought farms and villages along the coast.

Negranha: The “staging town” nearest to the Griento railhead.
Homey and wooded. Griento’s wife and kids live here.

Nimba: Small town one mile from the summer court. Near an artillery
testing range.

Pezarillo: Fishing village. Near a new naval base where Tinker
Oddcog’s duplicant works. A few miles off shore are the ruins of the
ziggurat of Mavisha.

Renza: Eastern end of the Cantabrilla Railroad. Small city originally
ruled by dragons who warred with Seobriga. High walls. Key defense
against unincorporated gnoll tribes to the south.

Reo Pedresco: Western end of the Cantabrilla Railroad. Ber’s second-
largest city, and most racially-diverse.

RHC Headquarters—Slate: The national headquarters of the Royal
Homeland Constabulary. Directed by Nigel Price-Hill, housed in an
ornate building of the classic Risuri style. The party can communicate
via sending and receive aid via teleportation circles.

Selestala Railroad: Route running 300 miles from Seobriga to Citado
Cavallo. Construction delayed due to disputes between the Bruse and
Cavallo de Guerra.

Seobriga: National capital of Ber. Its massive old buildings were sized
for dragons, with high spires for them to perch. Factories lie on the west-
ern shore. Protests weekly by disgruntled citizens. Predominately orcish.

Shantre: Port city with labyrinthine canals, controlled by minotaurs.
Shipyard for Ber’s western fleet.

Slate: National capital of Risur, on the banks of the Great Delve River.

Summer Court: Fine royal land thirty miles north of Seobriga.
Hundreds of petitioners wait outside the gates while Ber’s ruler vacations.

Ursalifia: Mountainous city renowned for art and beast training.
Long had close trading ties with Risur.

NPC Roster

Detailed entries on various NPCs are included throughout the

adventure.
Alonsa Frolian, goliath beast trainer 39
Benedict Pemberton, industrialist 6
Brakken of Heffanita, minotaur negotiator 19
Bruse Shantus, ruler of Ber 4
Cavallo de Guerra, Adalid del Marrajado de Oro 39
Damata Griento 36
Glaucia Evora, Executore dola Liberta 19
Harkover Lee, Risur’s Principal Minister 13
Kenna Vigilante, Minister of Dragon Affairs 26
Lauryn Cyneburg, RHC Director of Infiltration 12
Lord Inspector Nigel Price-Hill 13
Lya Jierre, Danor’s Minister of OQutsiders 6
Melissa Amarie, journalist 16
Merton Goncala 21
Pardo, Honorary Minister of Rebellion 26
Rush Munchausen 16
Stover Delft, Chief Inspector of the RHC 12
Surtan Liss, Chief of the Cantabrilla Railway 35
Tinker Oddcog, gnome technologist 4
Wolfgang von Recklinghausen, life-tinkering doctor 44
Zarkava Ssa’litt, vizier 26
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PACING AND LEVELING

The adventure can take many routes, and we discourage precise XP tracking.

The party starts this adventure at 13th level. We recommend that they

reach 14th level after finishing Bruse Shantus’s game, before they return
to the court.

Recurring Characters

Several characters of this adventure have major roles later in the series.
Pemberton recurs as a secondary antagonist, but eventually seeks to
ally with the PCs against the Obscurati. Pardo returns as his most loyal
minion Brakken plays a small but crucial role to help convince the PCs
to ally with Pemberton in adventure ten.

We expect Lya Jierre, who has been a foe for several adventures, to
not make it out of this alive, though she’ll return as a member of the
Obscurati ghost council. If the party takes her prisoner or manages to
recruit her, or if any other important characters can’t recur as we plan,
you can replace them with someone thematically similar.

Incidental NPCs
The following NPCs probably only show up for a single scene, but if
the PCs latch on to anyone, you can refer here to remind yourself who

is who.
NPC Page
Altioro de Guerra, Cavallo’s grandson 41
Babaro, Cavallo’s second-in-command 40
Commodore Thrag Vidalia, patsy 34
Corta Nariz de Guerra, heir of Cavallo 41
Danovio, rich orc sea chief 40
Ejeka, Dabo, and Tarro, the Griento family 37
Foldero, orc witness 20
Heiliana, orc executora at Nimba 26
Inez, Lya’s ritual mage 31
Jacale, Lya’s mercenary enchantress 34
Ludoso Alleron, orc mansion-chief 16
Perorroso, orc druid sea chief 40
Rochero “Stone” Abormuerto, orc cop 16
Rodrigo Anthrasio, goliath protester 16
Rulio, orc witness 20
Ulrik, Lya’s luggage porter 31
Willigu, Fuego goblin shaman 45

Rewards

The party’s Prestige ratings likely won’t increase during this adventure.
However, ifa PC keeps in touch with reporter Melissa Amarie, eventually
his name, actions, and beliefs will become famous across the whole
continent. This transforms the party’s Flint Prestige into Populist
Prestige, useful in any large population area.

The PCs should have each about 64,000 gp in equipment by the start
of this adventure. Each PC gets a stipend of 16,000 gp after they have
their briefing, then are granted a further stipend of 32,000 gp once they
finish Bruse Shantus’s game. Requisitioned materials can be delivered
to the party’s ship via the teleportation circle.

List of Magic Items as Treasure
Cards for new items are presented in Appendix G.
+ Level 12. Immovable shaft. (See D&D4E ADVENTURER’S VAULT.)
+ Level 14. Tyrant’s teeth.
+ Level 15. Furesight eye.
+ Level 15. Paired immovable rods.
+ Level 16. Bracer of liberty.
+ Level 16. Skull of Cheshimox.
+ Level 17. Sonic staf.
+ Level 17. Lya Jierre’s rapier.
+ Level 18. The Tyrant’s Eye.
+ Artifact. Godmind urn.

Difficulty Class by Level

Level Easy Moderate Hard
11 13 19 27
12 14 20 28
13 14 20 29
14 15 21 29
15 15 22 30
16 16 22 31
17 16 23 31

Final Word Before We Start

After making the PCs adhere to a tight schedule in Adventure Five,
we’ve made an effort to present a more decompressed scenario herein,
with more opportunities for the heroes to explore and for the heroes and
their adversaries to harass each other in creative ways. Also, remember
that at this stage the PCs have the clout to call upon significant resources
from their country (which is one reason we’re sending them overseas, so
their allies don’t do all the work). Let them flex their creativity and have

fun with their power.

Eb
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themes (detailed in the Player’s Guide) have fewer obvious connections to the plot
and setting. However, we plan to include several narrative threads that start to
weave large social trends around the world into the cultural movements of Flint
itself. We hope these will pay off when the party returns to Risur in Adventure Nine.

+ Dockers—In Seobriga the party will be introduced to the Panoply, a
similarly colorful organization with sympathetic ideals but a stronger
movement geared toward mobilizing other sectors of society and in
multiple nations. Docker characters who befriend Melissa Amarie have an
opportunity to gain influence and fame across the world.

+

Eschatologists—In addition to the philosophical interests of the Panoply,
an eschatologist PC will be sought out by the vizier Zarkava for advice on
preparing for Bruse Shantus’s possible downfall. Lya Jierre will try to enlist
the character as a double agent. Also, the skull of the dragon Cheshimox
will hint at a coming doom for Drakr.

+

Gunsmiths—Tinker’s lair is riddled with experimental powerful firearms.
Additionally, Cavallo de Guerra will be interested in using a gunsmith PC as
an avenue to acquire better guns for his military, while Kenna Vigilante will
mock the character for promoting weapons that forsake traditional ideals
of heroism and martial prowess, potentially complicating negotiations with
the Bruse.

+

Martial Scientists—The Panoply value education and seek to disrupt
military dogma, so will try to recruit martial scientist PCs to be figureheads
for the unlikely synthesis of social populism and realistic military strategy.
Kenna Vigilante, who trained at the Ursalina College of Military History, can
teach the vigilante sprint ability, from her thesis How Not to Be Shot.

e OO RO,

Adventures Six through Eight take the party far afield from Flint, so some character
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+ Skyseers—Glaucia Evora seeks council about the future from a skyseer PC.

Above Isla dolas Focas floats an island that contains a portal to the plane
Avilona, hidden in an ancient ziggurat. Merely approaching the island will
grant a vision of its role in later adventures.

+ Spirit Mediums—Medium PCs will discover that they can notice the
spiritual connections between duplicants and their imprinted person,
though at first they won’t know what it is they’re sensing. They’ll also be
best-equipped to control the godmind urn.

+ Technologists—Both Shantus and Cavallo would love the aid of someone
who could help improve their industrial might. Tech-savvy PCs will have
a chance to test their wits against Tinker and perhaps turn his devices
against him. Plus in the aftermath they’ll have the chance to spearhead
new research for Risur.

+ Vekeshi Mystics—Wary of the resurgence of tyranny, the Executores dola
Liberta have sought divine guidance to find contacts with the Vekeshi
Mystics. Glaucia Evora offers an alliance between their groups, giving a
Vekeshi PC access to powerful agents and, in later adventures, a strong
resistance force against the Obscurati.

+ Yerasol Veterans—Military veterans will, like martial scientists, be drawn
in two possible directions: they might support the Panoply as it pushes for
international de-escalation, or they could aid either the Bruse or Cavallo’s
military endeavors.
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n this act, the party deals with Beran

civil unrest as they pursue Tinker Oddcog.
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MEANWHILE IN THE NE)

While the party is in Ber, what’s happening everywhere else?

Colossus. The world reacts to news of the colossus attack in Flint. Arch-
missionary Cornelius Eboracum of the Clergy offers exorcism aid for evil
spirits unleashed from Cauldron Hill. The Drakran military has ordered the
production of extremely massive cannons to repel the colossus if it should
make it to their shores. Beran peasants report local nature spirits wreaking
havoc and mysterious massive footprints tracing a path from the Anthras
Mountains toward Seobriga. The sovereign of Danor continues to express
hope for peace with Risur, but in light of widespread accusations that his
nation is to blame acknowledges that negotiations are indefinitely delayed.

Curses. Cauldron Hill has been interdicted by the Risuri military. The
side of the mountain is in flux, sometimes showing a hole that leads to the
Bleak Gate, sometimes solid rock. Soldiers have been equipped with magical
weapons from the nation’s vaults to combat spectral monsters that emerge
each night.

Sedition. Sparse reports come from Danor of university students filing
formal petitions against the government and even talking of repeating the
riots of a generation ago. These protests come in response to a crackdown on
broadsheet journalism. The leadership in Cherage has forbidden publication of
conspiracy theories that link Danor to the colossus in Risur, and several writers
have been thrown into oubliettes for undermining the sovereign’s denials.

Shipwrights. The city of Shale, once governed by the king’s sister Ethelyn,
has ordered a rapid increase in ship construction in preparation for possible
war with Danor. Heightened logging activities throughout Risur have been
stymied by fey activity. The city of Bole is suffering an encroachment of trees,
which have been walking into the streets when people aren’t looking.

Sibilance. Colonists in Elfaivar talk of eerie whispers in the woods. Near
the Sharavathi Falls, a site claimed to be sacred to the fallen eladrin empire,
several caravans have disappeared except for a single survivor each. All have
reported their compatriots vanishing, hearing only whispers and seeing only
foot prints of mighty jungle cats.

Operation Paperclip

Exposition/Social. Real-Time. Level 13.
The RHC preps the party to track down and recruit an enemy agent.

More than two months have passed since the colossus rampaged
through Flint. The RHC headquarters has had its security dramatically
increased, and the party and other constables have been busy chasing
leads and wrecking various Obscurati plots throughout Risur. All of
them have been fairly minor—miners paid to smuggle adamant, druids
using magic to keep local fey content and out of the real world, glaziers
hired to craft replicas of the wayfarer’s lantern (see Adventure Four), a
collection of scholars recruited to collate every scrap of information on
the fey titans, and so on.

Most groups were fairly forthcoming once word got out that the
conspiracy gave its low-ranking members rings engraved with particular
patterns as a means of identifying them. People who had no idea the
Ob existed offered to help investigate, and the patriotic spirit is high
after the catastrophe in Flint. Of course a few groups were leaning in
opposition to Risur, such as cells of erudite soldiers preparing to take
over from their more traditional commanders. But enough people were
shocked at news of the colossus that they ratted out their allies, rather
than be part of some group hostile to their homeland.

Leaving in a Hurry

On the morning of the 1st of Summer, 501 A.O.V., Stover Delft calls
the party to the RHC headquarters. The place is thick with heightened
security. When the party arrives at Delft’s office, he’s chit-chatting with
Lauryn Cyneburg, whose first words to the party sound like an insult.

“No one else will tell you this,” she says, “but we're all kinda disappointed you
let the colossus escape. Are you ready to clean up your mess?”

Delft smiles politely at the awkwardness, then asks them to kindly
move the furniture and rug in his office to the edges of the room. While
he explains their mission, Lauryn begins tracing a teleportation ring on
the floor with chalks and powdered silver.

“Being in a bit of a hurry: constables, this is Lauryn Cyneburg, Director of
Infiltration. Lauryn, the constables.”
Delft puts a hand to the side of his mouth, as if speaking in confidence, and
whispers, “She doesn’t care about your names.”
Smiling again, Delft continues. “I figure you have about five minutes before
she’s ready to teleport us to Slate. A carriage is waiting to take us to the main
headquarters. We’ll be meeting with the Lord Inspector and a few others to

plan this mission, but | imagine before sunset you’ll be in Ber.”

He hands over a sheet of newspaper.

“This was published a few hours ago in Seobriga. We’d had the word out that
we're looking for this gnome, Tinker, and a Beran contact got this to one of our
agents. A few spells later, and | have a copy here. | wouldn’t be surprised if the
Ob have a copy in their hands too.
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A local Flinter in his early 40s, Delft handles the logisti-
cal and political drudgery so the party can perform STOVER DELET
their heroics without too much backlash. Though
normally rather easy-going, he gets squinty and
condescending when people obstruct important affairs
because of politics.
Delft chews tobacco, and thinks he looks charming
if he grins while sucking on tobacco juices. He walks
with a cane because a mimic tore a chunk out of his leg
fifteen years ago. He has a habit of poking inanimate
objects with the cane before he gets too close to them,
and spitting on them when he wants to be extra sure.

Though over seventy years old, as a half-elf Lauryn only
betrays her age with the weariness of her eyes. She has LAURYN CYNEBURG
traveled, almost literally, everywhere on the continent

of Lanjyr. As the RHC’s Director of Infiltration, her

expertise in teleportation has seen her delivering

agents to missions around the world, and she’s tired

of seeing them not return when things go wrong.

Lauryn carries herself with an odd mix of stiffness
and informality. She’ll never let her guard down or
expose her own emotions, and she hates jokes because
she hates laughing. But she’s used to dealing with
uncannily powerful individuals, and she has a knack
for saying things that seem like insults, but only to
people who fight monsters for a living and think they should be able to accomplish
anything. Nigel Price-Hill enjoys keeping her around to remind him that his constables
are real people, not mythic heroes.

Though she shows little respect for anyone, not even her superiors, she long ago
decided that she had to pick something to care about, or else she’d just end up
teleporting around to no purpose. So she chose Risur, because its people don’t take
themselves too seriously.

“Constables, we've been spending the past two months cleaning our own
house, and it’s good to feel safe we don’t have any more traitors or secret plots
in our midst.” He raps his cane against the wood of his desk. “But this is our
first real chance to figure out what in the hell they were planning to do with
that 300-foot-tall wind-up toy. Tinker Oddcog helped build the thing, and when
everything went crazy he didn’t run to the Ob. He ran away. | hope that means
he might be willing to talk, but we're going to need to find him before they do.

“Now grab anything you need from the quartermaster and be back in five.
Anything you need later we’'ll ship with express delivery.”

Show the party Player Handout—Beran News Clipping. When the
party is ready, Lauryn completes her ritual and teleports herself, the
party, and Delft to Slate, the capital of Risur.

The City of Slate

For people used to living in the bustle of Flint, the city of Slate appears
stately, calm, and perhaps a bit doddering. The Great Delve River, with
its steep banks turning it almost into a manmade channel, generally
separates the city into the noble west bank and the common east bank.

FASTER OPENING

We want to bring the party to Slate so they’ll be more familiar with it
for events in Adventure Nine, and to make it clear that they won’t be
sticking around Flint much anymore. But if you want to get the party to
the mission sooner, you can just have Delft brief them. We suggest you
have Harkover Lee present, to increase the likelihood they’ll ask him later
about Pemberton. Then they can teleport straight to Ber.

EEPING THINGS MOYING

Make sure to give the players an opportunity to offer suggestions and ask
questions about the mission, but don't let the game bog down with over-
planning. Make it clear that most of the work will be done once they get to
Ber, and that anything they need will be provided for them. It’s important
for the players to have a sense of what they’ll be doing, but we also want
to get them to the part of the adventure where they’re being challenged.

Six antique castles sit along the inside of a wide bend on the river’s
west bank, arranged in a pattern originally designed to defend against
invasion. These castles act as nexuses of communities of elite gated
villas, and here live the nobles descended from the many kings and
queens Risur has had throughout history. Today the district resembles
an overly-manicured flower garden, more pretty than practical.

Across the shore lie dozens of less affluent neighborhoods surrounding
the Grand Weft, a massive square where three highways intersect.
Wealthy businesses clump along the Lowland Highway, which leads from
the square to docks along the river. The king’s residence, Torfield Palace,
sits atop a broad grassy hill a mile south of the weft. It is symbolic of the
government of Risur that the king lives with the people, and only once he
steps down or dies does his family move to the west bank.

Teleportation Circle

Banhaman Academy, Slate’s foremost martial school, straddles the
river north of the city center. Military barracks and a small base of river
warships protect the city, though it has not been attacked in over five
hundred years. The city’s teleportation circle lies on the east side of
the river, between the military base and the academy, inside a fortified
bunker guarded by a dozen soldiers and mages. Spells alert the base
whenever people teleport in, and the base’s wardmage immediately
knows of any injuries or attacks made in the teleportation chamber.

In the event of a suspected invasion, four quick axe-swipes canrelease
a 3-ft. thick wooden disk. When it falls, the disk covers the teleportation
circle, preventing anyone from traveling through it.

Non-hostile visitors are briefly searched, have to show papers (includ-
ing teleportation passports if they are foreign), and then interviewed by
a customs officer. If nothing looks suspicious they are cleared to leave
the bunker, where carriages await to take them wherever they need to
go. It is assumed that anyone who can afford to teleportisa V.I.P.

When the party arrives, everyone recognizes Lauryn Cyneburg, who
comes through with great regularity. But it’s likely the guards also
recognize the party from news stories, and they’re excited to meet the
heroes of Flint. They’re through the checkpoint with minimal hassle,
and then a carriage takes them across a bridge, passes two castles, and
stops at the gated compound of the national RHC headquarters.
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Mission Briefing

In an ornate conference room, the head of the RHC Lord Inspector
Nigel Price-Hill awaits the party, and with him is Principal Minister
Harkover Lee, an aide to the king, who is commonly believed to be the
most powerful mage in Risur. A handful of assistants handle maps and
any necessary documents.

After introductions, the Lord Inspector explains that their mission is to
go to Ber’s capital Seobriga, find Tinker Oddcog, and get all information
he has about the colossus and the Obscurati. However it would be even
better if the party could recruit the gnome. Anyone who could design the
colossus would be an immense asset to the nation, and the king is willing
to offer quite a lot to secure Oddcog’s talent.

Expected Complications
Harkover Lee expects two main complications. Firstly, the Berans
won’t want to hand Tinker over, and Bruse Shantus has used his power
as ruler to extend protection against divination magic to the gnome.
Lee suspects that any hostile action taken against Oddcog would alert
the Bruse and might damage relations between Risur and Ber. They
both think it is smarter to directly petition the Bruse and negotiate a
trade, rather than waste time trying to find Tinker themselves.
Secondly, the Obscurati have also been searching for Oddcog. Shortly
after the newspaper clipping was delivered to the RHC, spies reported
that a Danoran warship, Lux Profectusque, had docked in Seobriga the
day before. The party might recall that this was the ship that transported
Lya Jierre when they handed control of Axis Island back over to Danor.
The RHC has only the thinnest ideas of what the Ob’s resources in Ber
might include, but it appears they have a head start on the party.
Asafinal snag, the public in Seobriga has been staging weekly protests—
called Civilized Progressive Rallies—and there’s one happening today.

Resources

Harkover Lee explains that the party’s ship is being equipped with
an experimental teleportation ring. Normally such circles must be
stationary, but recent research in the wake of the Gidim incursion (see
Adventure Three) has helped make this new portal possible. By using
the Linked Portal ritual they will be able to teleport to their ship from
anywhere, though they’ll need to contact their crew first to find the
ship’s precise coordinates or else the ritual will fail.

The Reverse Portal ritual will let them have equipment or personnel
delivered from their ship. When performed, it will let people or objects
pass through the ring on their ship and arrive wherever the PCs are.
Again, Sending rituals are vital here for timing,.

The RHC will provide sufficient ritual components to perform the
Linked Portal ritual five times, Reverse Portal three times, and Sending
thirty times. The total value of ritual components is 3,675 gp, and ritual

books are provided for each PC capable of using them. (If none can, an

TELEMARKETING

Harkover mentions that they tried using a Sending ritual to contact Tin-

ker, to which he responded: “Twenty-five words? Three, four, ten, eleven,
twelve, thirteen, fourteen, twenty, twenty-one, twenty-two, twenty-three,
twenty-four, thirty! Behold, base five! | have thwarted your numerical
orthodoxy!” And then there was a fit of laughter for a few seconds, which

apparently counts as a single word.
“‘a d"

PRINCIPAL MINISTER

I o Viscount Price-Hill's family owns lands around the
LORD INSPECTOR

B . capital of Slate, so he could have lived in court, but
NIGEL PRICE-HILL

he trained in the martial academies and fought in the
Third Yerasol War. His career as an investigator began
by rooting out profiteering during the war, and he later
helped thwart several plots to embarrass the new king
Aodhan. His most famous success, however, was defeat-
ing a group of Drakran necromancers who were trying
to animate dragon corpses in the Anthras mountains.
The viscount is disdainful of corruption, but has
been through enough to understand how men are
tempted to it. He has on several occasions managed
to catch low-level investigators taking their first steps
toward abusing their power, and turn them back on the right path by giving them a
second chance.

Perhaps the most powerful mage in Risur, Lee acts
as bodyguard and chief of staff to the king. Straight-
HARKOVER LEE backed and virile despite being in his 60s, Lee speaks
crisply and passionately in a slight Ber-tinged accent,
and was said to be quite the lady-killer in his youth. He
always dresses in reds and golds and carries a solid
gold orb tucked into his robes. He never eats or drinks
in public.

Harkover Lee was once known as the dragon tyrant
Inacht the Hex-Eater, but he has long since abandoned
that identity and is now loyal to Risur, serving its king

as Principal Minister.

exasperated Harkover Lee quickly sends a messenger to fetch highly
expensive ritual scrolls from the royal vault, which increases the cost
to over 20,000 gp.)

The inscription of the teleportation ring should be complete in a few
hours, and then their ship will sail with haste to Seobriga. The party
will already have teleported there, so hopefully they won’t need a ship
for at least a few days.

Knowing the Right Person

Price-Hill explains that unfortunately there’s no formal relationship
between the RHC and any similar security apparatus in Ber. It’s unclear
even if Ber has a formal intelligence organization. In the past, interro-
gated orc and goblin spies have claimed they work for ‘El Extrafio,’ but
were always recruited second hand, and never formally worked for the
Beran government.

To have a chance of reaching the Bruse, the party must be escorted
by someone with connections to the court. Toward that end Harkover
Lee has contacted Brakken of Heffanita, the Beran ambassador to
Risur, and asked him to meet the party at the Seobriga teleportation
circle this morning,

Unbeknownst to Lee or the RHC, Lya Jierre’s bodyguard Rush
Munchausen has a small web of spies in Seobriga watching for the
inevitable involvement of the RHC. Magical surveillance alerted him
to the sending message, so he arranges for a pair oflocal orcs to get the
ambassador arrested, which should slow the party up long enough for
Rush’s ally Merton to concoct a more dangerous roadblock.
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Leads
Before the party leaves Seobriga and seeks out the Bruse, the Lord
Viscount suggests they talk to the journalist, Melissa Amarie.

If the party wants to ask around in Slate before they leave, such as
to talk to some of Tinker’s old contacts, the Lord Viscount doesn’t
recommend it. He could have some local constables handle that task,
then pass along the information. Once they’re ready, Lauryn Cyneburg
begins scribing another teleportation ritual in an adjacent room, and
they’ll be in Seobriga ten minutes later.

Upgraded Ship
Before the party teleports away, make sure they know that they have a
ship that will back them up. If youre using the Admiral o’ the High Seas
rules for ship-building, the party should decide what sorts of upgrades
they want to get their ship to Level 14. The total cost of the ship should
stay under 50,000 gp.

If you are running this adventure as a standalone, the party can simply

use the ship below.
R.H.C. Corvette Level 14 Vehicle
Large Vehicle 46,000 gp
Hull Integrity 3 Command captain’s Int, Wis, or Cha modifier
Defense 15 Full Crew 16
Maneuverability 8 Minimum Crew 4
Speed 14 Total Complement 60
Design
Length 90 ft. Beam 25 ft. Three masts, 70 ft. high. Three decks.
Armaments

A full gun deck of thirteen cannons to each broadside, with two enchanted chase

cannons on the prow and stern.

Crew: 40. Attack: +14 to broadsides, +10 forward or aft.

Eldritch Defenses

The enchanted figurehead creates an invisible shield that deters attacks from afar. Any

spells that originate more than 50 feet from the ship deal 28 less damage to targets

within that area.

Total Cost 46,000 gp

Hull (base level 6, sails, improved speed x6, improved maneuverability, Level 14):
21,000 gp

Armaments (large, boards and chasers, Level 14): 21,000 gp

Eldritch defenses (shield defense; Level 10): 5,000 gp

{a\

CALLING IN FAYORS

Though the party’s Prestige with Risur likely grants them a lot of leeway to
call in favors, they’re operating in foreign territory, so increase the effective
level of any favor by 2. They can still get help, but it will take longer.

We haven'’t planned any particular allies for the party to contact, but
feel free to trot out whatever old spy movie tropes you'd like. Perhaps
when they need a ride in a hurry, a sympathetic goliath named Carlos
Diego can get them mighty stallions. And when they need someone to

spy on the Ob group, they learn that the famous agent Lady Green is

actually a quintet of green-skinned goblin women skilled at stealth and,
believe it or not, seduction.

Welcome to Seobriga

Exploration. Montage. Level 13.
The party might be in for some culture shock.

Usually when a nation falls it is after much war and bloodshed, but
under the dragon tyrants most of the power was possessed by the rulers
themselves. So when Widoreva, the female blue dragon who was the last
ruler of Seobriga, died, the city was left mostly intact. Today the city is
much as it was two centuries ago, full of massive squat buildings with
dramatic spires that dragons once perched on. Where before a single
dragon might treat several such buildings as his lair, now most of the old
buildings serve as homes for multiple families.

The poor camps and hovels that surrounded the city were aban-
doned when the former subjects of the dragons realized they could
move into their masters’ abodes. Because the dragons preferred stone
structures, even the worst of the riots and fires did relatively little
damage. Only recently has there been a need for new construction,
which the wealthier families have seen as a means to demonstrate their
civility, hiring Danoran and Risuri architects and gardeners to create
beautiful homes.

Of course, this has left the city center mostly to the poor, and as they
have grown frustrated with the slow improvements they have reverted
more to old tribalism. Though the area around the city center is still
safe and well-patrolled, there are pockets of neighborhoods where skull
and hide totems mark territory that should not be violated unless you're
willing to fight.

The city’s harbor on its western shore has a few dozen factories, the
most of any city in Ber but a pittance compared to Flint. The city is
blessed by favorable winds, and since Berans were already so good at
building spires, their smokestacks keep the soot and other foulness high
above the city.

Industrial traffic keeps most docks busy, and Seobriga was never
much for fishing anyway. Huge farms and ranches to the east, filled
with five-foot-tall goats and bison the size of a small house, feed the city.
Since Seobriga’s lush peninsula has relatively few streams or freshwater
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wells, wine is the drink of choice, and vineyards are common to the
north, where fog rolls through the hillside forests. The dragons trained
their humanoid subjects to cultivate multiple levels of plant-life, so
shade-grown berries share soil with massive sequoias that were grown
for lumber. The greatest wooden structures are long gone now, but they
rivaled anything men have ever built for sheer size.

Dotted through the city and the surrounding landscapes, monuments
to the dragons remain, some defaced but many restored. The late
Vairday Bruse likened it to mounting the heads of bears and deer, a
pretty decoration and nothing more.

Panoply of Protests

Ber’s teleportation circles are not defended like those in Risur, since
they were originally built for dragons to greet and impress visitors.
Those who teleport into Seobriga arrive in the center square of the
city, surrounded only by a simple gazebo-like pavilion, guarded by a
handful of soldiers. Lauryn Cyneburg is familiar with these details and
typically disguises herself when she goes to Seobriga; she recommends
as much to the party.

The party likely arrives in the midmorning, and they appear in full
sight of hundreds of orcs, minotaurs, goblins, and goliaths outin protest
against their ruler. People react with intense curiosity and invitations to
join the protest.

This is your opportunity for a heavy “culture shock” moment, since
despite the sweltering summer heat the protesters are almost all wearing
wigs that were in vogue in Danor ten years ago, and some are dressed
in fancy, uncomfortable attire. Minotaur and goliath students sweat
into their frilly white collars while nearby a small herd of orc women
in hoop skirts pump axes in the air to the beat of a protest song. The
large swaths of orc men who make up the bulk of the protest shout to
other orcs in swings that dangle off the roofs around the edges of the
square, crooning out songs as they paint vibrant murals along the walls
of buildings that were built for the proportions of dragons, not men.

The unifying force of the protest is the Panoply. While the middle of
the square is chaotic, at its edges self-styled intellectuals talk to people
as they arrive, figure out what their grievances are, and give them color-
coded flags to wave. Poverty is black, violence is red, corruption is
yellow, and so on. The most common color is white, meant to protest
apathy of officials who should be promoting the revolution. Anyone
clever enough to question the symbolism of hundreds of protesters
waving white flags gets invited to more high-brow Panoply events later
that evening.

Being Watched

Starting the moment they arrive, the party is being watched by agents
working for Lya Jierre. The two dozen orcs and goliaths are dispersed,
some tailing the party while others report back to Rush Munchausen,
Lya’s immovable-rod-wielding bodyguard.

The party might notice the tails (Insight DC 29 in crowded areas, DC 20
once they move away from the city center) and possibly follow them back
to a small (by local standards) house where Rush is waiting. The man has
nine Obscurati allies present, and someone is always listening to a crystal
totem, marked with some of Brakken of Heffanita’s fur, that intercepts any
Sending rituals that include him. They have others primed, waiting for
the chance to grab personal items of the PCs.

The tails have strict orders not to interact with the party, and to pretend
to be pickpockets if they’re confronted. Rush plans to ambush the party,

ERE 1§ TINKER?

Players are notoriously curious about things that don’t actually matter
to the plot. Of course, they don’t know what is important and what isn’t.
So while the point of the adventure is meant to be “compete with the Ob
to get the right to talk to Tinker” and not “find Tinker’s hiding place,” it’s
possible that the players will want to find him.

Of course the real Tinker is on Isla dolas Focas working for Pemberton.
About half his time he spends controlling his duplicant, through which
he works in a military base two hundred miles north of Seobriga on a
dry strip of land along the coast, near the village of Pezarillo. A recently
uncovered portal to the plane of water (see Adventure Three) led to the
establishment of a new naval base.

Tinker’s job there is to oversee the development of new warships,
which then do their field testing in the waters over the portal. The area
has been labeled a hazard and is thus avoided by merchant traffic.

He only works about four hours a day, is idle for eight, then “sleeps” for
twelve, during which he’s actually busy in Pemberton’s lair. During his idle
time he plays with the desert foxes that have free run of the naval base.

The Panoply started with professors who wondered what other cultures

Ber should emulate in its revolution. Their nation wanted to become
“civilized” and wanted to know what that meant, so the professors
discovered numerous different ways to be civil, drawn from around
the world. But as the leadership of Ber gravitated primarily toward
a Danoran style of fancy clothes and regimented etiquette, these
professors promoted a broader approach.

Perhaps what contributed most to their popularity was that they also
looked to the traditions of Ber’s own cultures, and they drew parallels
between supposedly “primitive” customs and similar behaviors in the
nations Berans were supposed to look toward. Many who were disgruntled
with the accusatory tone of the core of the revolution were drawn to the
Panoply’s inclusiveness, which helped keep many people at least within
the fringe of the revolution when they might have been tempted to avoid it
altogether and cling to their old ways.

The implicit center of the disparate Panoply philosophies is that almost
all customs and cultures have some merit, but that many social norms
are not in their ideal form. Leading figures of the Panoply look to improve
people’s lives by examining their cultures and suggesting improvements,
often in the form of integrating aspects of other cultures. Those within
the movement might be receptive to such recommendations, but many
outsiders view the Panoply as meddlers.

More subtly, though, the Panoply also argues that some cultural
norms are value-neutral, neither making life better or worse but simply
give it flavor. Brave swordfighters in Crisillyir might wear gold jewelry
as badges of honor, while minotaur warriors scar their faces in ornate
patterns, and though the former might think the latter barbaric, as long
as each is pursued of one’s own free will they are equally valid varieties of
the same drive to have an identity. And in the view of the Panoply, variety

is valuable in and of itself.
“b d"‘
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A droll half-orc woman with mismatched eyes—one
red, one green—Melissa operates independently as a MELISSA AMARIE
journalist. The educated daughter of an orc sea captain

who raided Risur for a wife across the Marrajado de

Oro (see Cavallo de Guerra), Melissa attended the

Dyal Revolutionary Institute in Seobriga and quickly

found a home with the nascent Panoply movement.

With their support she finds and interviews unusual

individuals and delivers her reports to several news-

papers around her country. Her dark sense of humor

and casual writing style earned her an audience

among common laborers, who will often gather when

one of their literate coworkers gets a copy and reads

it to the group.

Melissa could afford a home of her own, but prefers to live with boarders in a
communal Panoply house.. She encourages people never to become static in their
social interactions, but in truth she just doesn’t have much patience for others.
She loves to learn about personal stories and the reasons why people act how
they do, but that doesn’t mean she actually likes people. When she gets bored in
conversation, she’ll start writing in a notebook.

Wiry and scrappy with huge forearm muscles, Rush
fits many classic adventurer clichés. An orphaned half- ~RUSH MUNCHAUSEN
elf from Drakr, he got into constant fights growing up
and was harassed for the discolored birthmark on his
forehead. When he was old enough to swing a sword
he signed on to monster hunts in the Malice Lands for
quick cash, then parlayed that skill into expeditions
to the trap-laden dungeons of Beran dragon lairs and
Crisillyiri demon tombs.

In one of those tombs he found a damaged
immovable rod. Intrigued, he commissioned the
crafting of a pair of weapon-ready immovable rods
that he can easily activate or deactivate, and which
can extend to be as long as staves. He developed his own unique fighting style
and eventually stumbled into work with the Obscurati while exploring the Ancient
ziggurat of Nem. He was transferred around a few times until being assigned as
Lya Jierre’s bodyguard.

Rush practically breathes snark, and he loves nothing more than humbling people
with big opinions of themselves. He self-deprecates easily and with much vulgarity,
but is quite content despite realizing what a thoroughly awful person he is.

and he expects they’ll go to the journalist. If he gets word they’re on the

way to her, he and his men pack up and prepare an assault.

Lya’s group has many more people on Lux Profectusque, but the ship
is moored a half mile off shore. If the party decides to go after it, see

Appendix F.

Testimony Requested

Brakken is not present to greet the party, having been arrested a half
hour earlier. When the party teleport in they’re spotted by an orc police-
man named Rochero “Stone” Abormuerto. Bedecked in a fine blue
suit trimmed with gold epaulets and crowned by a grandiose feathered
helmet, Stone shouts and waves for them to come over. If made to wait
he pulls out a heavy iron rod—the Beran equivalent of a billy club—and
shoves people out of the way to get to the party.

GOOSE CHASES

Ber has dozens of other military facilities the party could search. Be
careful not to give them pointless “leads” to people or places that
don’t add anything to the mystery. There’s a difference between a red
herring—clues that lead to a false conclusion, sometimes lain by the villain
to cover his tracks—and a wild goose chase—which is just a waste of time.
If the party goes looking for Tinker at a dozen different military bases, it’s
probably best to relate the investigations as a montage unless you want to

use the opportunity to forward some side plots or even invent useful leads

applicable to the main mission.

Stone has orders to wait for any visitors to come through the circle, then
bring them to Glaucia Evora’s “courtroom.” A muscular, intimidating
orc, Stone is used to bossing around common workers and will treat the
party with rude suspicion. He demands they come along, no questions,
or else he’ll throw them in jail. The crowd nearby responds with jeers
and tries to get the party to join the protest.

If things get violent, a goliath who was near the teleportation circle
comes by and yells in a booming voice for people to stop. The man,
Rodrigo Anthrasio, realizes that the party could use some guidance
and offers to show them around. He can answer any of their questions
about the protest and the city.

Of course the party is free to go as they please. If they don’t go with
Stone, eventually Glaucia herself will find the party.

Checking Tinker’s Trail
Following the info in Melissa Amarie’s article, the party might check
Drumalio Shipyard and the foundries in Piria Quarter. People there
recollect the gnome’s visit, but have no clue where he is now. At the
shipyard, they recount him snapping at a crane to make it move more
smoothly. At the foundries he crawled along the floor near the bellows
whispering and sniffing, then gave a detailed report about everything in
the building that was improperly assembled, broken, or fixing to break.
He also complained about a steam engine schematic, saying it was
primitive and would work better powered by lightning than coal. When
the foreman explained that they could not just produce lightning on
command, Tinker glared at him like he was lying, then said nothing
more. A week later a package arrived with detailed blueprints for a
device that apparently can produce lightning, but would be too expensive
for Ber to produce.

Investigating for the People

Social. Real-Time. Level 3.
FJournalist Melissa Amarie provides leads on Tinker Oddcog, plus other troubles afoot
in her nation.

Whether by getting a guide, doing some footwork, or using divination
magic, the party can find Melissa Amarie’s room in a huge mansion a
half mile from the central square. She lives there with two dozen other
members of the Panoply, many of them current or former students of the
city’s nascent colleges. The “chieftain” of the building, who manages
everyone’s affairs as if they were a wilderness clan, is Ludoso Alleron, a
bespectacled orc who insists on greeting people at the door and handing
them abridged copies of the writing of philosopher William Miller.
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When the party arrives, the little bohemian clan is debating the merits
of going out to the protest. Melissa doesn’t want to, but Ludoso says that
she has a role to play in eliminating ignorance and spreading knowledge,
a classic if somewhat simplistic overview of Millerite philosophy.

Melissa

The night before (the g1st of Spring), Melissa was approached by Lya
Jierre and her two bodyguards. They found her at a nearby winehouse
and expressed interest in her article on Tinker, even though it had not
yet even gone to press. Though suspicious, she shared everything she
had about the gnome, which wasn’t much. The article on Tinker was
incidental to a larger article she’s working on to reveal the cronyism of
Bruse Shantus.

When the party shows up, Melissa is initially wary, but if they
aren’t hiding their identities she quickly recognizes them, since she
studied their exploits when researching Tinker. Her opinion of them
depends more on their social connections than their combat prowess.
She generally assumes authority figures are dangerous and corrupt,
but people with sympathetic philosophies intrigue her.

Melissa tries to gauge whether they’re intelligent and well-spoken.
She knows the Panoply organizers of the weekly Civilized Progressive
Rallies, and knows they’ve been looking for foreign guest speakers.
She’s most curious to talk with docker PCs, who she thinks would be
popular and good for the movement. After that, martial scientist or
Yerasol veteran PCs get her attention, because the Panoply wants to
entice more soldiers to join their movement.

Other PCs might interest her too if they seem possessed of reason
and novel ideas, though she’s leery of eschatologists since she shares the
common misconception that they’re obsessed with death.

If any PC seems suitable, she offers to arrange for them to speak at
next week’s Civilized Progressive Rally. If they’re amenable, she can get
the Panoply organizers to promote the event with grandiose portraits of
the character painted on walls around the city, which should garner the
PC an audience of thousands.

Let’s Talk Tinker

Aside from what she put in her article, she heard that Tinker carried a
metal orb with him everywhere he went, though she couldn’t find out
what it was. She got a sense from everyone who interacted with Oddcog
that the gnome simply was happy to be given tasks to solve, not that he
was particularly wedded to the idea of working for Ber. And she got
some rumblings from a contact in the court (she won’t mention it, but
she knows one of the Bruse’s servers) that Shantus is receiving a lot of
complaints about the gnome from the soldiers at whatever facility he’s
hidden in.

If treated nicely Melissa might also share her insight that Lya Jierre
and her bodyguards were dressed for state business, which she thinks
means the tiefling was headed to the summer court. Also, Lya gave her
an address here in the city where she could find them if she got any more
information. The address is the house where Rush is set up, though
unless the party was very sneaky the man and his crew are already on
the way.

/)

CATECRASHER CHARM

This one-use token triggers automatically when the bearer becomes

bloodied, or can be activated as a standard action. It transports its
holder most of the way into the Bleak Gate, effectively removing them
from the real world. Unless special magic completes their transition to
the Bleak Gate, five minutes later they return to the real world, but they
have time to move to a safer location. When activated, and again if he’s

A pulled back to the real world, the traveler takes 5d6 necrotic damage.

Keeping in Touch

Melissa doesn’t play a key role in the rest of the adventure, but she offers
an in for parties that want to find allies overseas. Similar to the way
Thames Grimsley could help link the party to the docker movement in
Flint, Melissa can be important or completely ignored after this point.
But if the party protects her during Rush’s attack (see below), she might
tag along with the party for the sake of reporting what she expects to be
momentous events.

In the long run, ifa docker, martial scientist, or Yerasol veteran keeps
in contact with her, she’ll keep them in the news, first in Seobriga,
then throughout Ber, and finally in publications across the continent.
Random strangers in cities might recognize the PC and either commend
their opinions and actions or argue with them. This makes it difficult to
be inconspicuous, but converts the party’s Flint Prestige into Populist
Prestige, useful in any large population area.

Bum Rush

Action. Tactical. Level 14.
Rush and Obscurati henchmen attack the party.

Rush won’t attack until he knows the party will be at a given spot for
long enough for his men to get into position. Most likely he strikes at
Melissa Amarie’s residence, but he’ll also move if it looks like the party
is trying to catch a boat out to Lux Profectusque. He’d prefer to avoid the
hassle of fighting anywhere with alot of witnesses, but he has no qualms
killing a few bystanders if necessary.

To be clear, Rush is making a bad decision here. He underestimates
the party and hasn’t considered the long-term consequences of giving
the RHC a chance to save the life of a journalist. The narrative intent of
the scene is to present Rush as an antagonist who can recur, giving the
party more satisfaction as they compete against him in Act Two.

Rush’s Forces

+ Rush Munchausen
+ Obscurati ambush mage
+ 8 Obscurati skulks
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Terrain

It varies based on where the party goes, but if Rush attacks at Melissa’s
home it’s a fairly open building, a hundred feet square and forty feet
high, with a 60-ft. wide open-roofed inner courtyard. Stairs lead up
20 ft. to a second floor balcony, then up another 20 ft. to the roof. The
courtyard is full of furniture for casual gatherings. A twenty-foot wide
spire on the front of the building rises another sixty feet and is adorned
with vines and flowers.

Tactics
Once the party is inside, Rush sneaks to the front door and plants an
tmmovable shaft to hold the massive double doors shut (Strength DC 25
as a standard action to push the doors open enough to slip through.)

Then he and the rest of the team scale up to the roof and prepare
ropes to descend through the courtyard’s open ceiling (Perception
DC 29 to hear them). They wait for the mage to conjure blinding darkness,
then descend in the confusion. Four skulks each target a single PC,
while Rush drops beside whoever he thinks is the most dangerous me-
lee opponent. The mage remains on the roof, targeting anyone who
escapes the darkness.

Melissa and her two dozen innocent housemates run in panic, trying to
open the door and get out, hammering helplessly in the darkness. Some
who were upstairs come out at the commotion, then cower in their rooms.

Level 14 Skirmisher
XP 1,000

Initiative +15

Rush Munchausen

Medium natural humanoid (half-elf)
HP 128; Bloodied 64

AC 28, Fortitude 26, Reflex 26, Will 24
Speed 6, fly 8 (hover), overland flight 12

Immune forced movement

Perception +6

Darkvision

Traits

» Immovable

The man’s forearms are massive, like he’s strong enough to swing greatswords one-

handed all day fong. When you try to move him he just clicks of a button on his rod,

and then smirks and stays put.

Thanks to his dual immooable rods, Rush is immune to forced movement and cannot

be knocked prone as long as he has one of his rods. He only ever falls as far as he

wants to.

» Cheating Gravity

He holds one rod in the air and presses a button, causing it to stay in place even as

he swings on it. Then in midair he flicks buttons on both rods, causing the first to

move again, and the second to become a new fulcrum for his brachiation.

Rush can fly his speed as long as he has both rods, and can hover without penalty as

long as he has one.

Standard Actions

@ Extensible Rod (weapon) + At-Will, Basic

He casually pokes a button on the platinum rod, and it stretches to a length of eight

feet. He pokes it into your ribs and shoves you against the wall. Try as you might,

you cannot move an inch.

Attack: Melee 2 (one creature); +19 vs. AC

Hit: 2d12+9 damage. Rush can slide the target 1 square and shift 2 squares.

Special: If the attack hits, and the target is either prone or adjacent to an object at
least as large as itself, and Rush is within 2 squares of the target, Rush can have his
rod restrain the creature. It can attempt to escape as a standard action (Strength

DC 25). If Rush moves he must either release the creature, or leave the rod behind.

< Rods and Kicks + At-Will

He uses his weapon as a pivot point for a volley of strikes and kicks.

Attack: Close Burst 2 (enemies in burst); +19 vs. AC

Hit: 1d12+9 damage

Effect: Rush shifts 2 (He can fly while shifting)

Move Actions

» Create Cover + At-Will

He plants one rod in the ground and locks it in place, using it as a barrier against

your attacks.

Effect: Rush chooses a creature he can see and gains a +2 bonus to his defenses
against its attacks until he moves. He can only gain cover from one creature in this
way at a time.

Triggered Actions

» Liberating Vulgarity + Encounter

Your attack hits him solidly, but he seems to be too busy cursing at you to notice.

Trigger: Rush is afflicted by a negative condition.

Effect (Free Action): Rush ignores that condition until the end of his next turn.

Skills Acrobatics +21, Athletics +20, Stealth +18

Str 20(+12) Dex 22(+13) Wis 8 (+6)

Con 16(+10) Int 13(+8) Cha9(+6)

Alignment Evil Languages Common, Dwarven, Primordial

Equipment Paired immovable rods, contingent gatecrasher charm

Obscurati Ambush Mage Level 13 Controller (Leader)
Medium natural humanoid, human XP 800
HP 97; Bloodied 48 Initiative +10

AC 27, Fortitude 25, Reflex 24, Will 26
Speed 6

Standard Actions

@ Orb Conk (weapon) + At-Will, Basic
The mage’s obsidian orb orbits around him and smashes you if you come too close.
Attack: Melee 1 (one creature); +18 vs. AC

Perception +10

Darkvision

Hit: 2d8+9 damage, and any light sources the target is carrying are suppressed until
the end of the mage’s next turn.

/ Shadow Tentacles (necrotic) + At-Will

The nethermancer sweeps his orb, and insubstantial black tendrils reach up from the

ground and snare you.

Attack: Ranged 10 (one enemy); +16 vs. Reflex

Hit: 3d6+10 necrotic damage, and the target is weakened and immobilized (save
ends both).

» Pervasive Darkness 4 Encounter

Adark veil is pulled across the world, dropping everything into near blackness.

Effect: Magical darkness fills an area burst 5 within 20 until the end of the encounter.
Light sources outside the area cannot illuminate inside it, and light sources inside the
area can produce no more than dim light.

Minor Actions

» Shadowy Aid + At-Will (1/round)

A shadowy image appears and helps free the mage’s ally from whatever’s harming it.

Effect: One ally within 10 squares can make a saving throw.

Skills Arcana +15, Stealth +11

Str 10(+6) Dex 11(+6)  Wis 14 (+8)
Con 12(+7) Int 18(+10) Cha 10 (+6)
Alignment Unaligned Languages Common
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Obscurati Skulk Level 13 Goon Skirmisher
Medium natural humanoid, human XP 400
HP 60; Bloodied 30 Initiative +13

AC 27, Fortitude 23, Reflex 27, Will 24
Speed 7

Traits

» Goon

Similar to a minion, the Obscurati skulk goes down easily in a fight. He has half the hit

Perception +6

Darkvision

points of a normal creature of his level.

» Courseur

The Obscurati skulk has the grace of an acrobat. They climb, jump, and swing through

the fray with supreme confidence of their course. They take no falling damage for the

first 20 feet they fall, and can Take 10 on Athletics and Acrobatics checks.

Standard Actions

® Shortsword (weapon) + At-Will, Basic

Attack: Melee 1 (one creature); +18 vs. AC

Hit: 3d6+10 damage.

7/ Shadow Snare + At-Will

The slender warrior throws out a hand and a thread of shadow pierces you. You

hear a mechanical action as spikes extend into your flesh. He yanks back to drag

you down.

Attack: Ranged 5 (one creature); +18 vs. AC

Hit: 2d8+10 damage and the target is pulled 2 squares. If the target is bloodied, it is
also knocked prone.

Skills Acrobatics +16, Athletics +13, Stealth +16

Str 15(+8) Dex 20(+11) Wis 10 (+6)

Con 10(+6) Int 10(+6)  Cha 11 (+6)

Alignment Unaligned Languages Common

The Cops!

If the party refused to go with the police officer Stone earlier, Glaucia
Evora decides to take matters into her own hands, and goes to find the
party. Her timing coincides closely with Rush’s group. Indeed at the
start of the third round, the mage (if he is on the roof) spots the
approach of Glaucia and a cadre of police. The mage shouts down
that the cops are coming, but Rush orders his team to keep fighting.

On the tenth round, Glaucia arrives. It takes half a dozen police
officers to yank the ¢emmovable rod from its spot so they can open the
door. Glaucia banishes the darkness with a word, then orders every-
one to drop their weapons. The officers with her begin manacling
everyone present, while Glaucia tries to save the lives of those dying
from their wounds.

There are plenty of witnesses who will support that the PCs were
defending themselves against an ambush. Glaucia will send word to the
police to try to investigate more, then will take the party to her court-
room. She is a judge, after all, not a detective, and her job is meting out
justice, not running down criminals.

Aftermath

Only Rush has an escape plan; his one-use contingent gatecrasher
charm pops him into the Bleak Gate when he becomes bloodied, giving
him five minutes to get distance from the party and treat his wounds,
after which he’ll return to the real world and hurriedly find a horse.
He'll ride to the summer court and link up with Lya, alerting Merton
along the way to have his own ambush ready. If he lasts long enough for
Glaucia to show up, he triggers the charm himself.

A female gnoll from the unincorporated southern tribes,
Glaucia joined Executores dola Liberta fifteen years ago
after gnolls in the Cult of the Steel Lord attacked her
village and tried to kidnap the children to convert them.

GLAUCIA EVORA

Her mate died in the fighting, and she was cornered
with her pups. When the leader of the raid party
reached out for her youngest son, Glaucia stabbed the
boy in his heart and vowed that her family would die
before it would be made slaves. As the raid leader tried
to decide what to do, she placed the knife to her next
child’s throat. The raiders let her family go with the
justification that she would tell of the cult’s might.
Instead, she trained herself and her surviving
children to defend themselves. She pledged herself to the Executores and was
bestowed with divine power. Among the notoriously hierarchy-adverse sisterhood
of the Executores, Glaucia is one of the most respected, famous for her piercing
blue eyes and her lack of sympathy for those let themselves be controlled.

. The minotaur ambassador from Ber to Risur, Brakken
BRAKKEN OF

was tapped by the rulers of Risur and Danor to mediate
HEFFANITA

their peace talks, which ultimately failed. Canny yet
outgoing, his mere presence tamps down on people’s
worse tendencies. He once even got a raging bear to
back down with a single disapproving glare.

Brakken secretly is a telepath, and has had such
success in negotiations because he can hear the
surface thoughts and, if necessary, nudge people
toward compromise. He’s genuinely driven by a desire
to help people live in harmony, though raising his own
prestige is certainly a bonus.

He dresses in simple tribal clothing and refuses to

travel without his most trusted friend, a dire bear named Feroz.

Captured Ob members don’tknow anything the party already doesn’t,
except perhaps the resources aboard Lux Profectusque. They’re loyal to
Lya, though, and are willing to die for the mission.

Judge, Jury, Executore

Social. Real-Time. Level 13.
Glaucia Evora wants the party involved with the trial of Brakken.

The party might find their way to Glaucia on their own or in the
company of the orc police officer Stone, or they might be tracked
down by an impatient Glaucia, likely at Melissa Amarie’s residence.
The unforgiving gnoll is dressed for her judge’s duty, wearing gray
robes and a coppery stole adorned with rearing dragons. The broken-
chain badge of an Executore dola Liberta shines on her chest, and six
gold rings adorn a single of her ears. She carries an unadorned staff
with fresh blood stains. She is slow to move and speak, and her blue
eyes watch inscrutably those with whom she speaks.

If the party provokes a fight with Glaucia, her stats are listed in
Appendix E. She’s respected enough that the party will find the whole
city turning hostile.
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How Often Do Adventurers Get Subpoenaed?

Glaucia introduces herself and explains that during the Bruse’s absence
for summer, she has taken it upon herself to act as extemporaneous
judge in Seobriga for complaints of sufficient merit. This is an unusual
role for an Executore, but permitted by her powers. Those familiar with
Beran culture (History DC 20) or its legal system (Diplomacy DC 20)
recognize that in this context she is performing a role normally required
of the Bruse, which is in a way an indictment of the Bruse’s behavior.
The party would be well-served to be careful of the politics here.

She tells the party that she requests they come and testify at the
trial of Brakken. She understands that as outsiders they aren’t familiar
with Ber’s system, so she clarifies that the trial will be fast, and that
the request is just being polite, because if they refuse they’ll be held for
contempt for a day, at least.

Glaucia assumes the party is here for international business reasons,
and has no inkling they’re interested in Tinker Oddcog. But she does
know that a Danoran warship arrived yesterday, and that Lya Jierre is at
the summer court now. She has a hunch that this situation is trouble for
Ber, and so after the trial she offers to accompany the party to the court,
assuming they have not given her reason to arrest them. Again, this offer
1s just being polite; they cannot legally decline.

Expedited Trials

Glaucia’s “courtroom” is an old building missing most of its roof and
parts of its walls. It was at this spot that the dragon Widoreva collapsed
when she died. The people of Seobriga have treated the building as
a monument of their victory, maintaining the damaged structure and
guarding the bones of the dragon.

Glaucia uses the snout of the dragon’s skull as her desk, and the
entire face is covered in layers of old candle wax. The suspect on trial
is required to stand in a cage made of the dragon’s ribs. Soldiers guard
the perimeter of the skeleton, and hundreds of people pack the room to
watch the trial, shushing each other so they can hear witnesses speak.

A few other trials have occurred today, mostly tenants complaining
about their landlords or workers about their bosses. The floor just
outside the rib-cage is spattered with blood from the beatings of those
found guilty.

Favorable Treatment
Impartiality is Glaucia’s foremost goal in her duty as judge, but if any
PCs are Vekeshi mystics she feels a bit of kinship. Before the trial she
spares a moment with the PC to discuss how she expects to rule, and
what the party will have to do if they want to help Brakken. She hopes
the PC won’t disappoint her.

Indeed, if a Vekeshi PC comports herself well—or mentions that the
party defeated two known criminals from Ber (the arsonist brothers,
see Adventure Two)—Glaucia will encourage continued contact and
collaboration between their two groups. She personally finds the fey
affinities of the Vekeshi distasteful, but she’d be willing to exchange
information and work toward common goals. This only really pays off
in later adventures a (Eleven and Thirteen), and can be easily ignored if
the PC is not interested.

The People vs. Brakken

When the party arrives, they’re directed to benches at the front of the
audience. Brakken is brought out from a cell in another part of the
building and escorted to the cage. Glaucia takes her seat and explains
the proceedings for the sake of the outsiders.

The plaintiffs will provide their side of the story. The defendant
will state his. Physical witnesses will testify. Then character witnesses
may speak. Then each group can have a few minutes of discussion and
argument—without, she stresses, any physical contact or violence—
after which she’ll lay her sentence.

Brakken is a man of high rank, but unlike in most countries, here
that actually affords him fewer protections rather than more. The
common folk love the opportunity to see a powerful figure brought
low, and Executores go out of their way to ensure authority figures
don’t abuse their powers. The trial, brief though it is, has drawn a
large crowd. Vendors at the edges offer dried meats and roasted corn
dipped in butter and cheese.

Trial by Fire
There is one additional element, a power Glaucia possesses that makes
her one of the most prized judges. She traces a ring of brimstone on the
ground and whispers to it, causing it to flicker with dim fire. Anyone
who testifies is required to stand in the ring. If they tell a lie within the
ring, the flames flare and they take 1 point of fire and radiant damage.
When each person stands in the brimstone, Glaucia asks them their
name, asks them what day it is, then asks them to answer what day it is
again, but to lie this time. This test shows to the audience and Glaucia
that the magic s active, and deters superfluous witnesses from testifying.

Unruly Folderol

Brakken’s arrest happened after a small scuffle this morning. Hired by
Rush Munchausen, a pair of orcs named Rulio and Foldero concocted
a fight. Knowing they’d have to answer truthfully they even devised a
reason for the fight. They waited for Brakken to pass by on his way to the
teleportation circle, and then Rulio spilled ajug of wine on Foldero’s shirt.

Foldero yelled, they started pushing each other, and then Rulio
shoved Foldero into the ambassador. Foldero elbowed Brakken in his
snout, knocking out a tooth, and then grabbed him and tried to shove
him at Rulio, who was planning to aim a punch at Foldero then “miss”
and hit Brakken.

Brakken possesses psychic powers, and so rather than be pummeled
he simply manifested a calming aura and told the men to stop fighting.
He’s done this dozens of times, and people never realize they’ve been
magically influenced. But Rush warned the two orcs of Brakken’s power,
and so while they did indeed stop fighting, they still had the presence of
mind to shout that Brakken had used magic on their minds.

Mind control is seen as one of the worst possible crimes in Ber,
where stealing someone’s freedom is anathema to the revolution. The
accusation whipped up a frenzy in the crowds gathered for the day’s
protest, and a small mob dragged Brakken to Glaucia, threatening to
slit his throat if he used his magic on them.

Testimonies
Rulio and Foldero take turns telling about the same story. They got into
a fight after Rulio spilled his wine, and while they admit they didn’t
need to fight, they claim that Brakken’s crime is far, far worse than the
minor ruckus they caused. Rulio adds that everyone’s heard of how
Brakken stared down a bear once, and he thinks Brakken used magic
then too, making him a fraud.

Brakken tells the story from his perspective, which was just that these
two men started fighting and fell into him, and then he was getting hit,
so he yelled at them to stop. Glaucia presses, asking if he used magic.
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Brakken glares at her, since they both know his admission might ruin his
career. Then he answers, “I did no harm to them. In fact, | spared them further
injury. But yes, | used magic to calm them. Once | passed they would have been
free to keep fighting. | did not steal their liberty.”

The audience jeers. Glaucia asks for a list of powers he possesses, and
follows up by asking if he left any out. Then she asks who he has used
these powers on; he refuses to answer, saying that he only ever used his
power to bring peace.

Two witnesses corroborate the orcs’ story of the fight, and they make
an effort to talk up their role in dragging the minotaur to justice. Then
Glaucia gives the party an opportunity to defend Brakken’s character.
She asks if they were aware of his psychic power, what their past history
is with them, and why they were meeting him. Law-savvy PCs can tell
she’s fishing for information, which is not pertinent to the current trial.

Cross-Examination

Rulio and Foldero think the case is settled, so they don’t bother to ask
any questions. Glaucia doesn’t suspect any sort of foul play, so she
doesn’t press the two. But the party can fairly easily cut through their
stories with the right questions, especially if they think the timing is a
little too convenient. If they can force the two orcs to admit they were
put up to the fight by a foreigner, it will help things for Brakken.

If the party wants Brakken to be spared ridicule and ostracism, they
can try to defend the morality of what he did and convince the crowd
that he’s innocent. While Berans in general hate being told what to
do, the party might compare what Brakken did to a musician singing a
calming song, or a shaman rallying his people with a rousing sermon. If
they can earn enough good will from the audience, they might be able
to then point out that the goal of the revolution is to civilize the nation
of Ber. It’s risky, but with the right build-up it’s possible to turn the
audience’s loathing of Brakken into admiration.

Sentencing

If the party doesn’t make any headway in defending Brakken, Glaucia
sentences the minotaur to a moderate beating, and instructs the audience
to spread the word of their ambassador’s abuse of power. She orders
Brakken to come forth, then proceeds to wallop him with her staff for
thirty seconds. This knocks him to the ground and leaves him broken
and bleeding, but he’ll heal eventually. With a glance at the party, she tells
the guards to hold Brakken in a cell until he’s well enough to leave on his
own. She then adjourns the court and walks over to the party, ready to
accompany them.

If the party discovers that the orcs were put up to this, Glaucia only
sentences Brakken to a light beating, lasting a few seconds. Brakken’s
reputation might still be ruined, but he’ll be able to accompany the
party. Glaucia still tags along.

If the party clears Brakken’s name, Glaucia sentences him to a
perfunctory beating, because he did break the letter of the law. He has
to hold his hands out, and she strikes him painfully across the knuckles.
But she tells the audience to speak no ill words about the ambassador.
He maintains his honor in Ber, but word will eventually spread, making
foreign dignitaries unwilling to work alongside him. He’ll have to find
a new position.

As for Rulio and Foldero, if their ploy is uncovered, Glaucia sentences
them to at least a light beating, and possibly a moderate beating ifit’s clear
their goal was to harm Brakken. No one here has done anything worthy
of a savage beating.

An intelligent defense of Brakken earns Glaucia’s respect, which she will
mention to Bruse Shantus and his advisors in Act Two. If they can pin the
fake accusations on Rush, it will also hurt Lya’s standing when it comes

time for the Bruse to vote on who should get access to Tinker.

Monument Road

Exploration. Montage. Level 3.
The lands outside Seobriga, dotted with relics of the dragon tyrants, are
generally safe.

The summer days are long, and if the party finishes the trial before
mid-afternoon they should have enough time to complete the thirty-
mile journey to the Bruse’s summer court by nightfall. Glaucia can see
to them receiving sturdy horses and if necessary a carriage.

The highway that leads to the summer court is known as Monument
Road for the hundreds of statues that line it, each representing a different
ally of Vairday Bruse at the founding of Ber. The five nearest to the gates
of Seobriga each have a shaded park surrounding them, and depict the
leaders who unified the five major races of Ber.

+ Cavallo de Guerra, who united the orcs.

+ Shantus, who united the minotaurs.

+ Aitch, who united the lizardfolk.

+ Llanachita, who united the goliaths.

+ Geeba, who united the goblins.

A sixth park has an empty stand for a statue, which is dedicated to
El Extrafio, who united the kobolds. Glaucia mirthlessly explains the
cultural joke that kobolds don’t actually exist. If asked if she’s ever seen
one, she chuckles, like she just heard a clever punchline.

Right beside the city gates is, of course, Vairday Bruse, who united
the nation.

This half-deaf half-orc has taken an odd course in his

MERTON GONCALA
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life. After serving briefly in the military as a beast-trainer,

Merton one day saw a Danoran performer showcasing

various acoustic tricks, including shattering a wine glass

with her voice. Fascinated, Merton offered to travel with

the woman and take care of the horses that pulled her

carriage in exchange for lessons. He slowly moved from

tutor to tutor, acquiring a variety of novel skills until five

years later he assembled a sonic weapon. Though Ber’s

military was interested, it could not afford to produce the

weapon, so Merton went to Danor, where he caught the

attention of Lya Jierre.

Today Merton, who has lost most of his hearing from his

experiments, travels with Lya as bodyguard (and occasional animal handler). He comes

across a bit dim-witted, but he’s just absent-minded. He occasionally questions Lya’s

orders when she requires him to harm people, but he trusts her judgment.
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Local Color

Further from the city, the party passes farmland and pastures, and they
can see herds of huge short-haired goats as big as bison being wrangled
by ranchers. The goatherds ride on normal-sized horses, but rely on
trained bears to keep their stock under control.

The terrain gets rougher and rolling, and the road heads uphill into a
forest of truly massive sequoias. This was once a hunting ground of the
dragon tyrants, where workers tended to vineyards and tried not to be
eaten by the tyrants’ pets that roamed the woods. The forest is mostly
uninhabited now, though ranchers sometimes roam here and let their
herds graze in the shade.

Petitioning a Vision

Glaucia will talk if the party engages her, but she’s content to ride in
silence at first. When the horses take a break after an hour or so, she
poses a question to the group.

Risur’s skyseers are famous for predicting the future. Glaucia is
curious about the nature of prophecy, and whether future events are
predetermined. She believes they cannot be, or else no one would have
free will. She expresses that she would like someone to tell her a vision
of her own future, just so she’d be able to prove her freedom by denying
that future.

In particular, she wants to know whether she will ever have her revenge
against the gnolls that attacked her village, and what dangers await her.
This provides an opportunity to work in Glaucia’s own backstory, which
establishes the Cult of the Steel Lord to telegraph their later involvement
in the plot.

If the skyseer PC obliges Glaucia’s request, we leave it to you to
determine what vision to share, since some groups are more amenable
to having NPCs tag along than others. By default, though, we assume
Glaucia will want to be involved in the fight against the cult, perhaps
leading forces on Isla dolas Focas, even if she’s not present in battle
with the party.

Rexes in the Vineyard

Action. Tactical. Level 15.
A tyrannosaur provokes a stampede of megafauna toward the party.

Lya Jierre’s second bodyguard, Merton Goncala, has word of the
party’s travel. If they take the direct route to the summer court, he
prepares an ambush. His custom-built sonic staff helps him drive and
command animals by creating noises audible only to them.

He has managed to get under his control a pair of tyrannosaurs, giant
reptilian predators bred by the dragon tyrants as pets and symbols of
might. This breed of tyrant lizard has some mild magical powers due to
their affinity with their long-dead draconic masters. The beasts are rare,
especially so close to major cities, but Merton has a knack for finding
and befriending dangerous animals.

Bestial Ambush

The road here weaves through a sequoia forest. The trees, which
grow 200 feet or higher, make it difficult to see much beyond 100 feet.
Hedgerows, 10 feet high, separate the road from an abandoned vineyard.
One tree has fallen across the road, but it was sawed in two, so the way
ahead passes between the two 20-ft. wide cross-sections of its rings.

Just before the tree are a pair of arches marking a crossroad. Merton
has magically excavated and masterfully concealed pit trap between
them (Perception DC 29). Enough creatures entering the area at once
causes the whole 20-ft. by 20-ft. area to collapse. This is caused by a
single large creature like a horse, or three or more medium creatures.
The pit drops 20 feet, enough to slow the party down but not threaten
their lives (Athletics DC 15 to climb out). It also probably breaks the leg
of a horse that falls in.

As soon as someone falls in the pit, or when it becomes apparent they
won’t fall for the trap, the party’s horses begin bucking and flailing their
heads as ifin pain. Simultaneously a pair of monstrous roars erupt from
the north, and suddenly the ground begins to tremble.

Merton hides in the branches of a toppled sequoia, 50 feet south from
the road (Perception DC 34), and he has used his sonic staff to panic the
horses with noises inaudible to most humanoids. The noise is also the
cue for his two pet tyrannosaurs to spook a nearby herd of large goats,
driving them toward the party.

Each round a PC must either dismount or spend a move action to
try to stay on their horse. Those PCs who wish to stay mounted grant
combat advantage, they take a -2 penalty to their attack rolls, and they
must succeed a Strength or Dexterity check (DC 10) or be flung off and
fall prone. A horse with no rider bolts down the road.

A PC can make a Nature check (DC 20) as a standard action to calm
a horse so it will behave normally, even in the face of the soon-to-
arrive danger.

The party might be accompanied by Glaucia or Brakken, whose stats
are in Appendix E (page 296).

The Stampede
+ 2 king-bred tyrannosaurs
+ Merton Goncala

+ Stampede of Beran goats

Stampede

If you’re using a battle map, get 100 goat tokens handy. Each goat token
should be Large size, so if you’re using coins just place them on the
central vertex of four squares.

At initiative count o on the first round, the party spots the first of
the panicked goats to the north, at the edge of the map. Place 16 goat
tokens at the northern edge of the map, roughly in a 2 across by 8 tall
shape. So they’d fill 20 feet west-to-east and 8o feet north-to-south.

These goat tokens are an abstraction, representing the area through
which stampede is flowing, and in a given round a dozen goats might
move through each occupied space. Other goats are certainly running
about as well, but they aren’t clumped together, so they can dodge out
of the way of obstacles like PCs.
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Adding Goats
Each round thereafter at initiative count o, place additional goat tokens
at the rate listed below.

Each new goat token must be placed near another goat token. Focus
first on completing a line across the whole map from north to south, but
keep the herd at least two tokens wide. Then use any spare tokens to
thicken the herd or branch off in new arteries. Since the tyrannosaurs are
driving the herd toward the party, you should aim the herd at the group.

+ Round 2. Add 24 goat tokens.

+ Round 3. Add 40 goat tokens.

+ Round 4. Add 20 goat tokens. Place the tyrannosaurs on the map.

+ Round 5. Remove 16 goat tokens, starting from those closest to

the tyrannosaurs.

+ Round 6. As above, but remove 24 goat tokens.

+ Round 7. As above, but remove 40.

+ Round 8. Remove 20.

The goats avoid trees, but they plow through vines and hedges. Don’t
place any goats within 10 feet of where Merton is hidden.

Trampling and Deflecting

If a goat token is placed in a space that a Large or smaller creature
occupies, that creature takes 5 damage. Whenever a creature ends its
turn in a space with a goat token it takes another 5 damage; then make
an attack, +12 vs. Fortitude. On a hit, the creature is knocked prone
and takes 10 damage.

Goat tokens can be attacked, and have Defenses of 10. Area and close
attacks deal double damage. Ifan attack does 30 or more points of damage,
remove that goat token entirely. An attacker that does insufficient damage
can instead remove the goat token and place it in some other space adjacent
to the edge of the herd. The open space is safe for this round; do not refill
it at the next initiative count o, but the turn afterward it will probably
fill back up.

Spaces with goat tokens are considered difficult terrain.

Terrain

The fallen tree’s branches are dense, requiring an Athletics check
(DC 16) to climb through. The hedges are effectively blocking terrain,
and the vine bushes difficult terrain. The standing trees are not readily
climbable (Athletics DC 20) since the lowest branches are at least 50
feet up.

Level 14 Elite Brute
XP 2,000

Initiative +8

King-Bred Tyrannosaur
Gargantuan natural beast

HP 332; Bloodied 166

AC 26, Fortitude 28, Reflex 24, Will 24
Speed 8

Saving Throws +2

Action Point 1

Perception +9

Traits

» Elemental Affinity

The monster snarfs in pain at your magical attack, but the energy lingers on its scales
and fimns its 6-inch long teeth.

If the tyrannosaur has taken any energy damage since the end of its last turn, its

attacks deal 3 extra damage matching one of the energy types that damaged it.

» Jaw Carry

The tyrannosaur can move normally while it has a Large or smaller creature grabbed in

its mouth. When it releases the grab it can drop the creature in any space within the

tyrannosaur’s bite reach.

» Massive Body, Tiny Arms

It was hard as hell to knock it over, but it's having trouble getting back up. It would

be easy to get onto its back, which is one hell of a blind spot.

The tyrannosaur gets a saving throw to resist being knocked prone, and on any turn it

stands up it is slowed.

Additionally, because of the gigantic size of the tyrannosaur, a person who grabs
it cannot immobilize it, but can climb onto its back (Athletics DC 15). Climbing on is
automatic if the tyrannosaur is already prone.

Once there it must hold on (Acrobatics or Athletics DC 15 each round) or fall off.
However, the tyrannosaur cannot attack a creature on its back, and it grants combat
advantage to that creature. It can spend a move action to try to “escape the grab,”
in essence bucking creatures off its back.

Standard Actions

) Bite + At-Will, Basic

Attack: Melee 2 (one creature); +19 vs. AC

Hit: 5d12 damage. The tyrannosaur grabs the target (Escape DC 21).

Special: If it has a creature grabbed, it can only use its bite against that creature.

@ Kick + At-Will, Basic

Its foot bowls you over, then descends upon your chest, pinning you to the ground.

Attack: Melee 1 (one creature); +17 vs. Fortitude

Hit: 3d10 damage. The target is knocked prone and is restrained as long as the
tyrannosaur is above or adjacent to the target.

» Primal Mauling + At-Will

Effect: The tyrannosaur moves its speed, uses kick at any point during its movement,
then uses bite at the end of its movement.

» Rend and Tear + At-Will

As you fight to escape, the tyrannosaur bites down on your exposed [imb and pulls,

ripping you in half.

Requirement: The tyrannosaur must have the target restrained (due to kick), or another
Huge or larger creature must be grabbing or restraining the target (with bite or kick).

Effect: The tyrannosaur bites the target. If the attack hits and the target is bloodied
after the damage, it makes a saving throw. On a success, it loses the limb of its
choice. On a failure, it takes an additional 20 damage and loses two limbs at random.

Minor Actions

& Bellowing Roar (fear) ¢ Encounter

Its roar touches something primal in your mind, dredging up a visceral, animal terror

that yells for you to flee.

Attack: Close Burst 5 (enemies in burst); +17 vs. Will

Hit: The target is terrified (save ends). While terrified, the target must spend its first
action each round to move as far from the tyrannosaur as possible.

» Fling Food + At-Will

Well, you're not being eaten anymore.

Requirement: The tyrannosaur must have a creature grabbed in its mouth.

Effect: The tyrannosaur releases the grabbed creature anywhere within its bite’s reach,
then knocks the creature prone and slides it 4 squares. Make the following attack
against each creature in a burst 1 centered on the released creature.

Attack: Area Burst 1 (creatures in burst); +17 vs. Fortitude
Hit: 10 damage and the target is knocked prone.
Effect: The flung creature takes 20 damage.

Str 27(+15) Dex 10(+7)  Wis 14 (+9)
Con22(+13) Int 2(+3) Cha 14 (+9)
Alignment Unaligned Languages —
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Level 14 Controller
XP 1,000

Initiative +15

Merton Goncala

Medium natural humanoid (human, orc)
HP 128; Bloodied 64

AC 28, Fortitude 27, Reflex 24, Will 26
Speed 5

Immune dazed, deafened

Resist thunder 20, stunned

Traits

» Baffling Helmet

This hugely muscled orc wears plate armor, but his steel helm looks like it covers

Perception +6

Darkvision

earmuffs. For some reason he seems to want extra ear protection.

As long as Merton has his helmet on, he is immune to the deafened condition, and has

resist thunder 20.

» History of Head Injuries

As hard as you hit him, he should be sprawling, but he just shakes it off like he’s felt

it all before.

Merton is immune to the dazed condition, and while stunned he can still take a single

action on his turn.

{} Thundering Presence + Aura 2

The tip of his staff hums with barely audible energy, but the animals seem to hate

how it sounds.

Creatures that end their turn in the aura take 10 thunder damage. Creatures of animal

intelligence (2 or less) must make a saving throw to enter the aura, and at the start of

their turn must make another save or else be compelled to leave the aura.

Standard Actions

@ Sonic Staff (thunder) + At-Will, Basic

When he strikes you, his staff releases a deafening thunderclap.

Attack: Melee 1 (one creature); +19 vs. AC

Hit: 1d8+6 damage, plus 10 thunder damage. The target is deafened (save ends) and is
pushed 5 squares.

& Thunderwave (thunder) + At-Will

He smashes his staff on the ground, sending out a wave of rippling sound.

Attack: Close Burst 3 (creatures in burst); +17 vs. Fortitude

Hit: 3d6+6 thunder damage and the target is pushed 5 squares.

3¢ Resonant Bomb (thunder) + Daily

He pulls a melon-sized metal canister from his back, taps a button, and hurls it. When

it lands, everything around it seems to simply shatter. It takes you a moment to

realize you've been hurled to the ground, and that your ears are bleeding.

Attack: Area Burst 2 within 10 (creatures in burst); +17 vs. Fortitude

Hit: 20 thunder damage and the target is pushed 5 squares from the origin of the area.

Miss: 10 thunder damage and the target is pushed 1 square.

Effect: Objects in the primary area that cannot move (like trees) are annihilated,
potentially causing a tree to collapse since it no longer has a base. Every creature
within 10 squares of the origin of the area is knocked prone, and is dazed and
deafened (save ends both).

Skills Arcana +15, Nature +18, Stealth +11

Str 22(+13) Dex 8(+6) Wis 8 (+6)

Con 16(+10) Int 16(+10) Cha9(+6)

Alignment Unaligned Languages Common, Giant, Orcish

Equipment sonic fance, contingent gatecrasher charm

Timber!
If Merton uses his resonance bomb to annihilate part of the base of a tree,
the tree makes a save each round at the start of Merton’s turn, with a -1
penalty for each square it is missing from its cross-section as viewed
from above. On a failure, the tree topples. Determine the most likely
direction for it to fall, then roll 2d4 to determine scatter:

2—45 degrees clockwise

3—30 degrees clockwise

4—15 degrees clockwise

5—on target

6—15 degrees counterclockwise

7—30 degrees counterclockwise

8—45 degrees counterclockwise

Creatures in a 20-square long path of the falling tree are targeted by:
Attack: Area burst (creatures in burst); +15 vs. Reflex. Hit: 40 damage
and the target is knocked prone. Miss: Half damage. At the DM’s dis-
cretion, certain types of obstacles can adjust the fall. If you’re standing
beside a 20-ft. tall tyrannosaurus rex that gets walloped, for instance, the
tree won’t be able to hit you.

Tactics

Once the tyrannosaurs spot the party, they work as a pair if possible.
Once one has a PC bitten and grabbed, the other will try to also get a hold,
and then they’ll try to rip the PC in half. If forced apart, the tyrannosaurs
trample small foes, pin them to the ground with a foot, then reach down
and start crunching.

If the party looks like they might manage to keep their horses under
control and escape, Merton appears and tries to lure them into attack-
ing him long enough for the tyrannosaurs to close. He’s confident his
contingent gatecrasher charm will get him to safety. But if the party is
scrambling to hide from the stampede, he’ll wait for his pets to engage
the party, and then he’ll attack stragglers. He prefers to push foes into
the stampede.

If the party tries to hide from the rexes in the pit, Merton happily
tosses his bomb in with them.

As long as he has his sonic staff, the stampede swerves around him
without harm, though he still treats the spaces as difficult terrain.

Allies

Glaucia shouts for people to take cover, and she moves into the fallen
tree’s branches. If Brakken is present, it’s marginally safer to stay nearby
him because the stampede takes a penalty to its trampling attacks, but
he also tries to run and hide behind a tree.

Aftermath

Unless the party can thwart his planar travel, Merton likely makes good
his escape once bloodied, or he activates his charm manually if both
tyrannosaurs go down. If captured, Merton suggests the party talk to
Lya before they do anything rash like killing him.

If the party manages to kill a tyrannosaur, after combat Glaucia insists
they wait long enough for her to rip numerous teeth out of the mouth of
one of the reptiles. She explains that these beasts are as close as one can
get to a dragon these days, and their bodies are valuable. During the rest
of the trip to the summer court she crafts a heavy, primitive-looking
necklace, then offers it as a gift to the party. See the tyrant’s teeth (page 329).

She keeps just one of the 6-inch teeth for herself.
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While Shantus is the head of state and final arbiter,
most of the daily affairs of Ber are run by this female ZARKAVA SSALITT
lizardfolk. She has a cool reptilian demeanor, and
pursues her duties with no tenderness or sympathy.
However, she neither feels any great pride or ambition,
and so she holds fairly stark views on the role of Ber’s
government, believing its foremost role is to protect
the citizens from death.
She cares not for workers’ comfort, for landown-
ers’ wealth, or for tribes’ honor, except in how these
encourage or discourage the security of the nation.
However, she thinks Bruse Shantus is a poor ruler li-
able to provoke apathy and slow the growth of Ber’s
might, so she’d like to see him either re-energized toward the revolution, or replaced.

A dragonborn general in the Beran army, Kenna assumed
the political position of Minister of Dragon Affairs with KENNA VIGILANTE
Shantus’s rise to the Brusedom. Her ministry was
originally tasked with handling groups who still iden-
tified with the dragon tyrants, but over four decades
it has morphed into a responsibility for the treasures
of rediscovered dragon lairs, and today is mostly just
the nation’s official bank. Still, all members of the
ministry are given ceremonial training in historical
dragon-slaying tactics.

Kenna still has close ties to the military and is push-
ing Shantus to make military service more encouraging.
She admires the structure and loyalty it instills. She
would like to acquire military trainers from either Risur or Danor, as well as modern
cannons and firearms. Every morning she and several of the court’s bodyguards
go for fitness runs outdoors, from the summer court to the nearby military base.
She’s still somewhat plump because she constantly grazes on the court’s various
fine foods.

The current leader of the Cult of the Steel Lord, this
gnoll teaches his followers that mortal flesh is weak, PARDO
and to achieve the strength of the great dragons of old
they must live pure. Though he fervently believes his
own faith, Pardo is a consummate liar and manipulator,
which he sees as just another example of having inner
strength despite outer corruption.
Pardo wears simple clothes with no decorations.
He refuses to use metal tools, and carries a handkerchief
for things like door knobs. He represents the unincorpo-
rated tribes as honorary Minister of Rebellion, and so
often has secretive meetings near the court with people
from around the country. Though everyone expects him
to scheme, the court views it as a mark of their openness and opposition to tyranny
that they promote their own enemies.
Pardo secretly is a duplicant—his real body is on Isla dolas Focas—and so he is
incredibly strong and resilient. He waits for a chance to strike against Bruse Shantus,
but until then sticks to talking, not fighting.

Summer Court

Exposition/Social. Montage. Level 13.
Bruse Shantus tries very hard to enjoy his vacation from running
his country.

It is likely near nightfall when the party reaches the summer court.
Lines of tents stretch down the highway for half a mile from the court to
the nearest village, Nimba. Citizens wishing to petition the Bruse have
camped out for weeks, with only a handful being seen per day. Mostly
they get along, and people play music throughout the day as they work
alongside the local townsfolk in the farms and ranches.

Occasionally fights break out, and sometimes soldiers from the court
cause trouble when the Bruse complains about noise ruining his vacation.
Every day at noon local military test ordnance at the artillery range at the
edge of the town’s farms, but no one wants to be out farming at the hottest
part of the day anyway.

A low-ranking orc executora, Heiliana, helps keep the peace and
makes sure that trouble-makers are efficiently banished.

Court Facilities

The Bruse stays in a small fort with a hedge maze on the side (see Adult-
hood Challenge, below). Beautiful if somewhat arid wilderness sprawls
out for miles, dotted with cottages and tents, and everything is patrolled
by soldiers and bloodhounds. There are fields for sport, a river with
lush artificial-waterfall-fed ponds, and countless other amenities of the
fabulously wealthy.

At any given time a few dozen VIPs reside in these buildings, plus
hundreds of retainers and courtiers and as many soldiers. A nearby
military base can field another few thousand, and the vizier, Zarkava
Ssa’litt, can easily view any location on the grounds unless the Bruse
chooses to shield it. In an emergency, elite guards can defend the
Bruse’s location long enough for Zarkava to teleport him to safety.

The Labyrinth

Shantus sees petitioners at his leisure, and prefers to spend his days
riding fine steeds, hunting in the wilderness, and watching plays put on
by foreign troupes. But he makes exceptions for the Adulthood Challenge.

Ber has many traditions of proving one’s worth through violence.
One of Shantus’s few popular reforms once he came to power was to
encourage the creation of Adulthood Challenges—mazes with obstacles
and some tough but non-lethal animals, against which would-be warriors
could pass from childhood to adulthood without having to cave in the
skull of someone from the next valley over.

The nation’s grandest such maze is at the Bruse’s summer court, and
Shantus has proclaimed that anyone who passes the challenge can have
an audience with him. He has courtiers who make rounds through
the crowds outside, looking for people who either have truly urgent
requests or who would make for a good show. Those petitioners are
encouraged to undertake the test, and the rest of the gathered petitioners
are invited to watch.

Challenges are always attempted at night. The Bruse, his attendants,
and the audience watch from bleachers that rise 40 or more feet above
the ground, accessible by stairs. (Guards, of course, keep the common-
ers from getting close to the members of the court.) Those taking the
test are required to wear brightly glowing crowns so their locations
in the maze can be tracked by those in the bleachers. And the trained
bears, which make up the primary threat of the maze, have red crowns.

26 & Act One: A Civilized Country




P S

Adventure Six: Revelations from the Mouth of a Madman The Grand Design

Eb
P

N

UPWPPJY © JO Y)NOJ\ 9Y) UWIOIJ SUOT)P[OAY

r

Act One: A Civilized Country G 27




/

Revelations from the Mouth of a Madman

The Grand Design

Adventure Six: Revelations from the Mouth of a Madman

\

The bears have had their claws filed down, and they wear muzzles
and are trained just to knock down and pin people, not maul them.
But they don’t react well to being stabbed. The number of bears varies
based on how hard the Bruse wants to make it for a petitioner to get
through, and sometimes he just sends a person in with a glowing red
crown to pose as a bear, but avoid the petitioner. No one likes seeing
kindly grandmothers be mauled.

Seeing the Bruse

Glaucia or Brakken can direct the party to the right courtier, and then
they can ask to take the Adulthood Challenge to gain an audience with
Shantus. Both Glaucia and Brakken already have access to the Bruse,
but the party’s entrance to the court grounds will be barred until they
prove themselves.

The Bruse is already hosting Lya Jierre, who has warned that others
might come seeking Tinker Oddcog, so he’s initially opposed to letting
the party in. They’ll have a chance to face the maze, but he intends to
offer an insurmountable challenge, not realizing the party’s prowess. If
the party goes through the right channels, they can get their crack at
the maze tonight.

Adulthood Challenge

Social. Real-Time. Level 16.
The party must brave a rigged labyrinth game to meet the minotaur.

Word goes out among the petitioners that a gang of foreigners have
come to see the king, and rumor is the king isn’t happy to see them.
That means a good show, so hundreds of common folk leave the make-
shift camp on the highway and tromp up the stairs to the bleachers
around the labyrinth. A space is reserved atop the south wall for the
PCs to stand, but etiquette requires they say nothing to the dignitaries.
They can talk to the crowd all they want, though.

Around 8 p.m., the Bruse’s guests file into the northern edge of
seats. These include Lya Jierre, plus Merton and Rush unless the
party managed to thwart their escape. Then the Bruse comes out,
along with two of his current concubines. He is flanked by his vizier
Zarkava Ssa’litt, his minister of dragon affairs Kenna Vigilante, and
the honorary minister of rebellion Pardo.

An announcer proclaims the names of the PCs and what matter
they wish to bring before the Bruse. Then the PCs are ushered down-
stairs to the south entrance while the announcer reads out the rules
of the challenge.

Rules of the Game

1. Crowns. Each petitioner (PC) must wear a crown that glows a
different color—orange, yellow, green, blue, violet, or white.
Defenders of the labyrinth wear red crowns. To pass the challenge
and enter the Summer Court, a petitioner must have a crown on as
he passes through the northern gate of the maze. (The glow keeps
the petitioner from hiding, but its light is projected upward. It can
easily be seen by people in the bleachers, but it just provides dim
illumination in a 1 square radius.)

2. Exits. A petitioner who passes through the south gate of the maze
admits defeat, as does any petitioner who climbs high enough to
see above the hedge walls. Since the hedges are 40 feet tall, this is
hard to do accidentally.

3. Magic and Technology. This is a test of bravery and cunning,
not of power. Using magic or technology to pass through hedge
walls or other obstacles may be grounds for disqualification.
The Bruse and the audience are arbiters of what is acceptable.

4. Security. Do not attack anyone in the audience. Do not attempt
to approach the Bruse. Do not set the labyrinth on fire.

5. Risks. Ifa petitioner becomes too injured to move on his own, he will
be retrieved eventually once the danger from any creatures within
passes. He assumes the risk that he might die. If a co-petitioner
carries him through the north gate, he can still count as a victor
as long as he has his crown.

6. Complaints. This is the Adulthood Challenge. Children
complain. Adults solve their problems.

When the rules have been read, courtiers fit the PCs with their
crowns, which are made of copper. Then the portcullis at the south
of the labyrinth raises, and the party may enter. The gate remains up
in case they wish to leave. Overhead they hear the announcer shout,
“Release the bears!”

The Adversaries

+ 10 Beran bears
+ B.E.AR. (Battle Enhanced Animalistic Robot)
+ 8 teleportation pit traps

Beran Bear Level 13 Goon Brute
Large natural beast XP 400
HP 156*; Bloodied 78* Initiative +5

AC 25, Fortitude 25, Reflex 23, Will 24
Speed 7

Traits

» Goon

The Beran bear fights until bloodied, then flees. It will only continue to fight if cornered.
Standard Actions

@) Filed Claws + At-Will, Basic

Its furry paw swats you, but it just stings, since the claws have been clipped.

Attack: Melee 1 (one creature); +18 vs. AC

Hit: 3d6+10 damage.

Perception +6

Low-light vision

Str 18(+10) Dex 8(+5) Wis 10 (+6)
Con 14(+8) Int 2(+2) Cha 6 (+4)
Alignment Unaligned Languages —

B.E.A.R. Level 13 Soldier
Large natural animate (construct) XP 800
HP 97; Bloodied 48 Initiative +8

AC 29, Fortitude 25, Reflex 24, Will 24
Speed 5

Standard Actions

@ Metal Claws + At-Will, Basic

The machine is a fairly accurate facsimile of a bear, but its claws are much sharper.
Attack: Melee 1 (one creature); +18 vs. AC

Hit: 2d8+9 damage.

# Grab + At-Will

It tries to pull you against the jagged blades along its underbelly.

Perception +10

Darkvision

Effect: B.E.A.R. uses metal claws twice. If either attack hits, the target falls prone and
B.E.AR. grabs the target (Escape DC 20) if it has fewer than two creatures grabbed.
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With a mechanical clank and a burst of steam, the steel bear jumps 20 feet into the

air and swats at you.

Effect: B.E.A.R. jumps 4 squares vertically and up to 4 squares horizontally and can use
grab at any point during the jump. It ignores the first 20 feet of falling damage at the
end of this jump.

Str 22(+12) Dex 6 (+4) Wis 14 (+8)
Con 16(+9) Int 2(+2) Cha 6 (+4)
Alignment Unaligned Languages —

Terrain

The hedge walls are 40 feet high. Climbing the stiff branches is possible
(Athletics DC 15), but does 1 point of damage each round to those not
wearing gloves and shoes. Pressing through a hedge is impossible, but a
narrow passage can be hacked through by dealing 200 points of damage.

Hazards
Stone walls, 20-ft. high and painted green, offer some shortcuts but are
practically sheer, making them nearly impossible to climb (Athletics
DC 30). Smart petitioners climb the adjacent hedge, then hop down.
The two pools of water stretch 20 feet long, and are only 10 feet
deep. The other pools have a 1-foot deep layer of water on the surface,
then g feet of grease beneath. A creature must succeed an Athletics
check (DC 22) to swim through the grease, albeit at half speed. Failing by
5 or more causes a creature to sink chest deep into the viscous substance.
It’s too thick to fully sink and drown in unless you fall in face first.

Teleportation Pit Trap Level 14 Minion Trap

Object XP 250

Detect Perception DC 29. A tiny sliver of light is visible through a seam across the
ground ahead of you.

Triggered Actions

» Plummet + At-Will

The ground beneath you snaps open, and blinding light shines up.

Trigger: A Medium or smaller creature enters the trapped area.

Attack (Opportunity Action): Melee 1 (triggering creature); +17 vs. Reflex

Hit: The target falls 20 ft.

Special: If the victim falls through, the trap door snaps shut.

If the attack missed, the target can grab onto the floor in its current space, dangling
from the edge of the pit and preventing it from closing. Or he can return to the last space
he was in. Or he can attempt an Athletics check to jump the 10-ft. pit and land safely on
the far side.

A creature that hits the bottom of a pit teleports to a random pit. Roll 1d8 to
determine which.

» Countermeasures

+ Disable: Thievery DC 21 to snap the mechanism that keeps the trap from triggering
for Large creatures. Thievery DC 29 to jam the trap and hold it either open or shut.
Fail by 5 or more, and the person trying to disable it leans over too far and triggers
the trap.

+ Escape: A ladder leads up from the bottom of the pit, and a handle lets you pull it
open from below. Climbing out is a bit ungainly (Athletics DC 15), but you can exit
on either side of the pit.

+ Jump: It's a DC 10 Athletics check to clear the gap with a running start, or DC 20

from a standing position.

+ Counterweight: If a creature or object of roughly equal weight stands adjacent to the
edge of the pit, he prevents the nearer of the two pit flaps from dropping due to the
weight of the other creature. This makes it easier to jump the remaining distance.

+ Gold: The teleportation is thwarted if a character wears a gold band. The crowns, if

you recall, are copper.

Pit Traps

The numbered spaces are complex pit traps, cunningly hidden
(Perception DC 29 to notice before stepping on it). Each pit has two
counterweighted flaps linked by chains that run through a rolling
mechanism along the side of the pit wall. Ifa Medium or smaller creature
moves across the pit, the flap beneath it drops and the ground behind it
tilts up, dumping it into the pit. Ifa Large or larger creature moves across
it, its weight is sufficiently distributed so that each flap only opens a little.
The pit covers therefore count as difficult terrain to Large or larger
creatures, who won’t fall in.

The pits are 20 feet deep, and enchanted with bright light spells at
the bottom, so when they open a column of light rises into the night sky.
The crowd usually cheers, knowing what the light means. A creature
that falls in triggers a teleportation spell that sends it to a random pit.
Roll 1d8 to determine which pit it ends up in, possibly even the same
pit. Creatures get no obvious indication that any magic has transported
them. Creatures wearing gold rings or loops are not teleported.

Ladders lead up from the pit floor, and the flaps can be pulled open
from below.

Endless Loop

A creature that goes through the north gate without wearing a crown
teleports to the south entrance. The translocation is obvious, but goes
only one way. Some petitioners try to head back the way they came and
end up exiting the maze, forfeiting,.

Tactics
Two bears enter the labyrinth each round, and they generally head in
different directions, looking for prey. Once all ten bears are inside, the
mechanical B.E.A.R. (a gift from Benedict Pemberton) emerges and
waits near the north exit. Its superior design lets it leap high to drag
down clever climbers who try to bypass all the maze’s challenges.

If the party looks, Lya’s group watches nervously, but Lya keeps her
bodyguards from trying anything rash.

Aftermath

If the party breaks the rules or fails, the Bruse has them escorted out.
The next afternoon he’ll bring them into his court and give them the
rules of his little game (see Act Two), but the Obscurati will have a half-
day’s head start.

If at least one PC makes it through with his crown on, the Bruse
is suitably impressed that he decides to give the party a fair crack at
Tinker. He drags them to his temporary throne room (see the map
for Coup ex Machina, page 49) while they’re still messy from the
challenge, and grants them an audience with him while the audience
outside is still cheering,.
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n this act, Bruse Shantus challenges the
party to compete with the Obscurati for the right
to meet Tinker, not realizing that his gnome guest will

betray him.

Lya Jierre has been at the court about a day by the time the party has arrived,
and she has charmed the Bruse with light gossip regarding the events in
Risur. She has a pair of noncombatant attendants with her—a female ritual
mage named Inez, and a male porter named Ulrik who carries the luggage
needed by a prestigious tiefling woman.

She always wears her weapons, and has a small case of syringes tucked into

her coat. This is needlewire, a magic serum. When the silvery fluid is injected
in a person it allows the head of the Obscurati, Nicodemus the Gnostic, to
remotely take control of that person’s body for anywhere from a few minutes
to a few hours. Lya only uses it if she has a vital lead and wants to pass it
along to the Obscurati so urgently that she cannot spare the time for a normal
Sending ritual.

The serum only grants Nicodemus control and sensory information. He
cannot manifest any of his powers. Lya’s porter has volunteered to take any
needed injections, but it can work on any willing (or unconscious) subject.
If the party gets their hands on this and uses it, Nicodemus recognizes the

party and talks with polite caution, but he sees no reason to stick around.

Rules of the Game

Social. Real-Time. Level 22.
Bruse Shantus explains the game he wants the party to play.

The party receives their audience with the Bruse, and he spends a
long time on small talk about the job of RHC agents or their adventures
on the Avery Coast Railroad (he’ll explain that E] Extrafio has eyes ev-
erywhere, but otherwise avoids talking about the perhaps-mythical
spymaster) before he gets down to business.

He gives the party a chance to plead their case, then explains that
Lya Jierre also is interested in Tinker Oddcog, and that she is offering
him a state of the art Danoran warship and Danoran engineers to aid
in building railroads and future warships. He’ll try to wheedle some
equally lavish offers out of Risur through the PCs, then eventually
laughs and admits that he has something more interesting in mind.

Meet the Judges
Shantus introduces his vizier Zarkava and his minister of dragon af-
fairs Kenna.

He also briefly introduces the honorary minister of rebellion Pardo.
If Glaucia is present, she snarls and visibly bristles at the other gnoll,
who is from the tribe that destroyed her home years ago. The Bruse
asks if she’s alright, then laughs as he remembers how the two know
each other.

Zarkava and Kenna, Shantus explains, will be helping him decide
which team is a better choice to grant access to Tinker. Zarkava is
concerned about the nation’s prosperity and security, while Kenna
has a clear handle on its finances. Shantus sees himself as the heart of
the country. Head, heart, and purse-strings will each have one vote,
based on their opinion of the two parties.

But to give them time to make their judgment, Shantus has two
challenges for the foreigners. The winner of each will earn one vote.
So out of the five votes, two are from the winners of the challenges,
two from the Bruse’s advisors, and one from the Bruse himself.

Fair Play

Before he goes any further, he demands the party promises to wait
until sunrise so he can explain the rules and ensure a fair start for
the two groups. (Unless the party failed the Adulthood Challenge, in
which case the Ob already have a head start.)

First, neither group may leave the grounds of the summer court
before sunrise on the next day.

Second, if any member of either group or anyone affiliated with them
attempts to locate or contact Tinker before the end of this contest, the
offending group will receive the ire of Shantus and his nation. No
cheater shall be allowed to meet with the gnome, and anyone who acts
in bad faith will be named an enemy of Ber.

Third, if any member of one group attacks anyone in the other
group, the attackers will forfeit. Shantus grins and admits he’s open
to a bit of interpretation. A little friendly disruption via third parties
is fine, but we’re all civilized here, and he won’t abide killing someone
from the other side.
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If the party is inclined to quibble, Shantus says that the protection
applies to an equal number of people on each side, so it includes likely five
PCs versus Lya, Merton, Rush, and Lya’s two attendants Inez and Ulrik.

First Challenge

The Cantabrilla Railroad will connect the nation’s east and west coasts
so that freight won’t have to travel along the southern coast, which has
its share of hostile territory, such as the unincorporated gnoll tribes.
The entire length will come to three hundred and twenty-five miles,
stretching between the cities of Reo Pedresco and Renza.

To motivate its fast completion, the Ministry of Dragon Affairs
hired two companies: Griento Railways out of Renza, and Liss Rail
Construction out of Reo Pedresco. Whenever a company completed
twenty-five miles of the railroad on schedule it earned a bonus, and as
the two groups near the central linkage point the Bruse is offering even
greater bonuses for whichever company lays the most track.

Currently the heads of the two lines are separated by thirty-six miles,
and each side can lay one or two miles of track per day. Going is rough
because the route passes through the central river lands, rugged terrain
full of steep gullies carved by numerous rivers and streams.

The Bruse will award one vote to whichever group gets their railroad to
lay eighteen miles first. He assigns the PCs to help Liss Rail Construction
and Lya’s group to Griento Railways.

Cronyism

The party may have already had dealings with the head of Griento
Railways, Damata Griento, and if the PCs ask to switch, they can try
to persuade the Bruse. Lya likely doesn’t know of the party’s association
with the half-orc, but she assumes the party wouldn’t ask if it wasn’t
advantageous, so she counters their arguments. If necessary, simple
opposed Diplomacy checks might suffice.

Logistics

Give the group Player Handout—Cantabrilla Challenge. It explains
the costs of building miles of track, some of the options they have to
accelerate things, and the consequences of various forms of sabotage.
See Running the Cantabrilla Challenge (page 35) for the full rules.

Second Challenge

The “Riven Sea of Gold,” Marrajado de Oro, forms part of the border
between Risur and Ber. For centuries Risur had to defend against naval
attacks from fleets of the dragon tyrants and later by orcish warlords.
But times have been peaceful since Vairday Bruse united the nation.

However the current executive authority there, Cavallo de Guerra,
is a thorn in Bruse Shantus’s side. He’s refusing to pay a fair share for
the construction of the Selestala Railroad, which will link his capital
city Citado Cavallo with Seobriga. This is just the latest dispute.

The Bruse tasks the PCs with convincing Cavallo to make a public
pledge of loyalty and agree to pay for his share of the Selestala route.
And he tasks Lya’s group with discrediting Cavallo, by convincing him
to launch an attack on Risuri territory, specifically the fort Manbhill,
which has long defended against orcish attacks. Whichever happens

first earns its team a vote.

Courtly Aid

Social. Montage. Level 13.
Before departing, the party can get help from Shantus’s minasters.

The Bruse offers cottages on the grounds to each group, but doesn’t
want to spend much time clarifying rules because he’s going out star-
gazing with a fine telescope Lya gave him as a gift.

The party might wish to retire so they can scheme in private. Some
PCs might offer to accompany the Bruse, but unless a PC has made a
good impression he doesn’t want some stranger hanging around ruining
his evening. The Bruse heads out, leaving a harpsichordist playing in his
court until the place clears out.

Other PCs might seek to bend the ears of Zarkava and Kenna (meta-
phorically, since reptilian ears don’t bend so well), either to get advice
or to bargain for their vote. Glaucia can provide some insight, and curious
PCs might also speak with Pardo, though neither of them have any
influence over the game. The party might also try to spy on Lya’s
group; they’re certainly spying on the party.

Competitive Guys
After Shantus announces his game, Merton and Rush approach the
party. Rush is amused at the chance to taunt enemies since the Bruse
is protecting them, and he drags along Merton, who is annoyed at his
partner’s levity. Rush snidely congratulates the party on evading their
ambushes, and then asks their honest opinion: which one was better?

He explains that his friend Merton sent some giant monsters after
them, whereas he had their guide arrested and just tried to kill them
himself. Rush tries to rub in any actual damage he might have caused,
and demonstrates a callous disregard for any of his allies who might
have died.

After a bit of trash-talking, Lya snaps at Rush to stop being so discour-
teous. Then the three of them depart to a guest cottage.

Stargazing

The Bruse heads out to a high field, with aloose cadre of twenty guards
plus a few courtiers who are legitimately enthusiastic about looking at
the planets. Tonight the red light of Jiese is passing above the edge the
full moon, but with a telescope Jiese’s flaming surface appears to shine
through the moon’s glassy skin, creating a faint red nimbus around a
fraction ofits edge.

Shantus and his courtiers spend the night drinking and talking about
how Ber would fare in a war. Then they get some of the guards to head
butt each other, betting on who lasts longest. It’s unseemly for respectable,
civilized folks like the Bruse and his courtiers to actually fight themselves,
but they’ll gladly use common folk as entertainment.

Zarkava

Zarkava will gladly talk philosophy of rulership with the party, but she

isn’t looking for them to do favors for her. She’s coolly offended at any
inference that she cannot handle her own affairs without some “heroes”
coming in and showing the primitives how to get things done.
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The lizardfolk vizier’s intention is to vote based on the best interest of
Ber. The Bruse’s game embarrasses her, and she hopes it doesn’t cause
damage to any vital infrastructure.

If there is an eschatologist in the party, however, Zarkava will ask a
moment of their time, and their impression of the Bruse. She worries
that her ruler’s distance from the common people —traditionally a fine
stance for a king—is angering Berans, who want to see themselves as
part of a movement, not merely subjects. She wonders whether it might
be best to have another sitting in Shantus’s place.

Kenna

Kenna is more excited about the game, and will gladly offer to exchange
tips for promises of aid for the Beran coffers or military. Since Lya has
offered to provide Ber with five Danoran warships (valued at 500,000
gp total), Kenna makes a personal visit later in the evening. She’ll tip
off the tiefling to the lair of Cheshimox at Abismo Condendado (see
page 37)-

If the party can promise similar aid (or at least convince her they can
deliver), she might gossip about Cavallo de Guerra’s history with the
Bruse, and drop the secret that an illness spreading through the region
has afflicted some of Cavallo’s grandchildren. She won’t give the party
the same tip about Cheshimox, since doesn’t want to betray Lya and
risk losing the warships, though if the PCs offer a ridiculous price, she
might change her tune.

Make a point to emphasize that Kenna grazes as she chats, constantly
nibbling on whatever’s available. When the party returns at the end of
this act, she will have been replaced by a duplicant which still keeps up
the pretense of eating, but does so with intentional effort that might be
noticed by canny PCs.

Also, she invites any fit-looking PCs to join her for a pre-dawn jog,.
Every day she and a few of the court guards jog to the nearby military
base. Then new guards join her for the jog back. It will be on one
of these jogs, several days from now, that Kenna gets abducted and
replaced by a duplicant. Her actual body will be delivered via the
military base’s secret teleportation circle to Isla dola Focas.

Kenna does not like guns, since they are unheroic. She particularly
does notlike gunsmiths. Martial scientists, however, are kindred spirits.
If one goes jogging with her, she’ll take them by the local army shooting
range and practice dodging bullets. This lets martial scientist PCs learn
the vigilante sprint technique (page 334).

Glaucia and Pardo

Glaucia glares daggers at her fellow gnoll Pardo for a while, then de-
parts shortly after the Bruse. She goes to the gathered petitioners
outside, preferring their company. If the party seeks her counsel she’ll
offer it freely: no matter how valuable this gnome might be to Risur, it
is better to stick to one’s honor than to dance for Shantus’s amusement.

She knows they’ll be tempted to sabotage the efforts of Lya, but she
warns them that if that extends to harming any of the citizens of Ber, she
will find out.

Pardo ignores Glaucia and simply stands at the edge of the room,
observing. He is eerily silent, and if spoken to he turns any conversation
toward the topic of his cult’s beliefs. He says the court is weak, and if
the head of a beast is feeble, the beast can easily be slain. When the
conversation grows boring he excuses himself, drawing a kerchief so he
does not have to touch a metal doorknob as he leaves.

The gnoll should really radiate untrustworthiness, ideally so much
that the party assumes they know he’s trouble and so won’t suspect him

of anything actually surprising. The Bruse, after all, keeps him around as
a sign of how open and progressive he is, and how little he fears the gnolls.

Spirit Medium Senses

Any spirit medium PC senses something odd with Pardo’s soul, like it’s
stretched out and pointing to the south. It’s common knowledge in Ber
that Pardo comes from an island to the south, Isla dolas Focas.

Cottage Espionage

The party’s cottage is the epitome of rustic comfort, albeit with a private
chef and maid. Lya’s equally fine cottage is a quarter mile away. The
Bruse stations three guards (Passive Insight 21, Passive Perception 21)
around each cottage to deter shenanigans, but spying can be fruitful.

Merton, for his part, calls a handful of small local birds to him and
uses a bit of magic to get them to watch the party’s goings on. It’s
unlikely (Perception DC 29, or DC 27 if trained in Nature) that the
PCs realize that these birds, of all the ones flitting about the grounds,
are watching them. At dawn the birds return to Merton and report
what they overheard.

Rush arranges a small bit of sabotage. He expects the party will try
teleporting away first thing in the morning, so he manages to pass a
message to the maid of the PCs’ cottage. A lavish bribe of 500 gp gets
the maid (named Ralfa, a female goblin, Stealth +11) to look for a way
to sneak a loop of gold thread into the clothes of one or two PCs. Since
even paranoid PCs likely take off some of their clothes to sleep in such
a comfortable setting, the maid might be able to slide the thread in the
rolled up cuff of a coat, pant-leg, or high boot. The sabotage is practi-
cally unnoticeable unless a character explicitly looks for something
$0 Innocuous.

If the party does teleport away in the morning, anyone whose clothes
were sabotage this way will get left behind, splitting the party awkwardly.
The nearest teleportation circle is back in Seobriga.

Having Doubts

Ifa PC manages to eavesdrop on Lya’s cottage, he can hear her expressing
her uncertainty about the Bruse’s game. She reminds everyone that what
they’re doing is for the greater good of the whole world, so if they must
harm people to get to Tinker, it’s justified.

Rush snarkily tries to change the subject by going outside and yelling at
one of the guards to get them some wine. He makes a thorough circuit
of the cottage (forcing hiding PCs to make a Stealth check DC 25), then
goes back inside and suggests they start planning.

Dropping Eaves

Lya’s group will come up with more plans later, but for the next few
minutes they talk of their goals, and decide they’ll use a Sending ritual
to order their ship Lux Profectusque to Citado Cavallo. In the morning
they’ll use Inez’s ritual teleportation to hop first to Renza, so they can
get more information about the railroad. Lya suggests focusing on solving
problems to get things done faster, but Rush scoffs and argues for
sabotage and disruption of the other railroad company.

After a day at the railroad, Lya (with Inez and Ulrik) will teleport
to Citado Cavallo. She makes a suggestion that impresses Rush: just
use enchantment magic to convince some of Cavallo’s sea captains to
launch an attack, and trust that Cavallo will be too proud to admit the
men acted without his orders.

At this point (after about 10 minutes of talking) the guard returns
with wine, and Kenna Vigilante is with him (Passive Perception 29).
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She gives her tip to Lya about the lair of Cheshimox, and they share a
drink. Once Kenna leaves, Lya’s group spends the next hour devising
methods to trick the ghouls in the swamp to attack the party, or at least
the workers of the Liss railroad.

May the Best Team Win

Before it gets so late that people start heading to bed, Lya makes a point
to visit the party and talk to them. She trusts them to act honorably unless
they’ve shown otherwise in the past.

If given the chance, she talks straight with them. Well, she pretends
to, at any rate.

She explains that while the Obscurati, of which she is a member,
has by necessity used secrecy and subterfuge, she is not comfortable
with these tools. (Thisis alie. She’s a politician, and moreover a Jierre.
Subterfuge is practically genetic. Oh, and her Bluff check is a 34.)

She says that she was raised to value reason, progress, and the power of
words over arms. Toward that end, she wants to explain why she’s doing
what she’s doing, in hopes the party will agree her motives are honorable.

She admits that her organization lost control ofits colossus, and that they
want it under control again. She claims the colossus was meant to be a
peacekeeping weapon, to deter Risur from attacking, capable of defending
even against assaults in the Dreaming or the Bleak Gate. She encourages
them to recognize that it is a threat that would never have been deployed,
because it would provoke a backlash from every country, afraid they might
be next. Yes, itis powerful, butit can’t be everywhere at once. The moment
it attacked, it would assure Danor’s destruction.

With such absolute deterrence, there wouldn’t be a need for further
wars. Oh, armies would continue to train and prepare, but no one
would dare fight. There would be peace.

But now it’s loose, and damaged, and acting out of control. Luckily it
seems disinclined to raze any cities, but it is safest if the colossus is not
roaming. She implores the party to step aside and let her find Tinker.
She says Tinker will let them gain control of the colossus. (This is a lie.
She has orders to kill the gnome so he cannot reveal the vulnerabilities
or specifications of the titan, which might let the RHC figure out its
purpose and thwart the Obscurati.)

In exchange, she promises that she won’t play along with the Bruse
and try to get Cavallo to attack Risur. She dislikes the minotaur ruler,
and won’t shed innocent blood just to entertain him.

Party Reaction
If they accept, she hides her surprise well, and thanks them. The party
can stick around and eventually help save the day against the duplicants
at the end of this act.

Ifthey decline, which is far more likely, she asks to hear their motivation,
then makes it clear she views them as rivals, not enemies. She wishes them
luck, and says may the best team win.

Obscurati Recruitment

Though not necessarily while at court, Lya is willing to extend an offer
to any PCs she suspects might be sympathetic to the Ob’s goals. In
particular, she keeps an eye on eschatologists. If she can get a private
moment she opens with the question, “What would the world be like
if everyone agreed with you?”

You win the Bruse’s vote by being entertaining. Alternately, if you are

incredibly persuasive and upstanding, you might be able to convince him
to actually like you as opposed to seeing you as fun. But you still have to
show that you have a sense of humor about the whole game.

You win Zarkava’s vote by doing the most for the stability and defense

of the country. She actually seeks the advice of Glaucia, so if the party

has impressed her, they might win the vizier’s vote.

You win Kenna’s vote by appealing to her personally. She likes making
deals, and will vote for whoever she thinks she can have the best business
relationship with.

Lya will not tell the PCs what the Ob’s actual plans are —she can’t,
because she’s under a magical compulsion —but she can explain that
the Obscurati are enlightened thinkers who want to make the world
a better place. She’ll argue that a philosopher would be better served
joining them than spending his days fighting and bleeding.

If the PC is legitimately interested (or feigns interest; Lya’s Passive
Insight is only 19), Lya asks him to throw the game, so that Lya’s group
gets first shot at speaking with Tinker. In exchange, Lya will arrange for
the PC to be invited to meet others in her cell and learn more, and will
devise a suitable cover story that will get the PC out of the country,
allegedly investigating some lead, but with enough time to decide
whether to fully join the Obscurati. If he does, Lya is sure that the
conspiracy could make use of his help as a double agent, disrupting
the RHC’s investigation.

Overview: Cantabrilla Railroad

The total line will be 325 miles, and when complete a train will be able
to travel from Reo Pedresco to Renza in a day. There aren’t any major
cities along the way yet, just a few towns and numerous villages, but Ber
expects new growth.

Liss Rail Construction has built 128 miles of track from Reo Pedresco.
Griento Railways has built 161 miles from Renza. The camps of the two
companies are 36 miles apart at the start of the challenge. Refer to the DM
handout “Cantabrilla Route” (page 364) to track progress as the days go
by. If neither side receives help from the heroes, Liss will cover his 18
miles in 22 days, slowed down by rivers and low cash on hand. Griento
will take 21 days, plagued by bandits and rough terrain but benefiting
from higher morale.

Traveling to the Challenge

It’s about 300 miles overland from the Summer Court to Renza, and of
course another 325 to Reo Pedresco. Sailing the thousand miles from
Seobriga to Reo Pedresco might take a fast ship only three days under
ideal conditions. But the fastest option is to teleport. The cities at both
ends of the railroad have teleportation circles, and the existing rails can
get to their respective camps in 8 hours.

Eb
P

N

UPWPPJY © JO Y)NOJ\ 9Y) UWIOIJ SUOT)P[OAY

r

Act Two: Cheating Fncouraged ¢ 33




/

Revelations from the Mouth of a Madman

\

T1 SCHEDULE

We suggest the following timeline for Lya, Merton, Rush, and their allies’

activities in these two challenges.

Before Dawn on Day 1. Lya uses a Sending ritual to arrange for
fifty Crisillyiri mercenaries to teleport to Renza and ride the train to the
Griento railhead. A group of five Obscurati specialists teleport to Reo
Pedresco and start making contacts and allies. She also sends to the
Obscurati leadership details of her plan for Cavallo de Guerra, which will
require them to hire a mind mage.

Lux Profectusque sails for Marrajado de Oro.

Day 1. Lya’s aide teleports her to Citado Cavallo at dawn. She contacts
Cavallo de Guerra and warns him of the Bruse’s game so he’ll be suspicious
of the PCs.

Merton, Rush, and the two aides teleport to Renza. They arrive at
the end of the day at the railhead of Griento Railways. Merton explains
that as a favor for the Bruse they’ll be here helping finish the railroad
sooner, and that spies have learned that a group of hostiles, possibly in
the employ of Surtan Liss, are targeting the railroad. Damata accepts
their help. The Obscurati give him 10 Money.

Day 2. Lya’s mercenaries split up to defend the Griento bridges from
sabotage, so any bridge has ten defenders (Level 13 Minion Soldiers).
Merton and Rush coordinate. A powerful enchantress from the Malice
Lands named Jacale, hired by the Ob, teleports to Citado Cavallo. She

contacts Commodore Thrag Vidalia, and arranges to take a trip on his
ship the next day.

Day 3, Merton and Rush set out on horseback to scout the wastelands
to the north, looking for the lair of Cheshimox. Lux Profectusque arrives
at Citado Cavallo. Jacale magically compels Thrag Vidalia to attack the
Risuri fort at Manhill. Lya departs aboard her ship Lux Profectusque, hop-
ing to be out of the region before Cavallo de Guerra learns of the trickery.

Day 4, Merton and Rush find Cheshimox’s lair. The Ob agents in Reo
Pedresco make contact with bandits along the Liss railroad line, and
provide the proper bribes to get them to attack the Liss line.

Day 5, the bandits start attacking Aigotsura, the staging town nearest
the Liss railhead. They return intermittently, hopefully drawing the party’s
attention. Meanwhile, Merton and Rush ride to the Liss railhead.

Merton, as a native Beran, tries to sow distrust of the PCs among the
workers. If not stopped, the crews become unfriendly, and might refuse
aid or even attack the Steam Crew.

Rush sneaks on to one of the supply trains and plants single-use immoo-
able shafts in the undercarriages of each of three cars, so that the train
won’t move any faster than human walking pace, no matter how hard the
engine tries. Until the shafts are removed, Liss cannot receive new Materiel.
The two men try to avoid the party, and leave before nightfall.

Day 6, Merton and Rush reach the Griento railhead and wait to react
to the party.

Variable. Once the party gets within 8 miles of their goal, if it’s uncer-
tain who will win, Merton and Rush ride to near the Liss railhead, then to
the lair of Cheshimox. Rush sneaks in, strikes down the head of the undead
lizardfolk, then flees. He and Merton use magic to cover their trail as they
return to the Griento railhead. The lizardfolk follow their “arrival” trail and
find the Liss construction team. They attack under cover of night.

Variable. Once the party gets within 4 miles of their destination, if the
outcome is still uncertain, the Obscurati skulks in Reo Pedresco arrange for

a supply train to derail while crossing a bridge, which counts as a mishap.

‘%The damage to the bridge shuts down delivers of Materiel for a day. {0‘

N-MILE DA’

In the real world during the construction of the First Transcontinental

Railroad in the United States, one company managed to lay ten miles of
track in one day. If your party wants to replicate the feat, they’ll need to
handle complex logistics.

An extra-long train will leave the home city at 4 am laden with supplies,
an engine on both ends. It reaches the first staging town at 8 am, where it
waits for a train headed back to the home city to pass. It continues to the
second staging town, gets there at noon, and lets a second train pass it.

It reaches the railhead at 4 pm, delivers its supplies, and then heads
back as quickly as possible. It passes the same trains as before, at 8 pm
and midnight, and then it returns to its home city at midnight.

In this way, three sets of supplies are delivered each day, each carrying
three times the normal supply size. Of course doing this is hugely taxing
on the workers loading and unloading the trains, not to mention those
building the railroad. See the player’s handout “Cantabrilla Challenge”
(page 368) for the rules.

Construction Procedure

Each company has a home city (Reo Pedresco or Renza) and two
“staging towns” along their route. Though the railroads are normally
just one set of tracks, to allow for two-way traffic these staging towns
have small stretches of tracks where trains can pass.

Typically a train leaves the home city shortly before noon, gets to the
railhead just before dusk, and then stays overnight. The next day it rolls
alongside the workers, bringing supplies with them as they build more
track, and then departs in mid-afternoon, making room for the next
day’s train. It returns to the home city in the middle of the night and is
reloaded. This provides enough material for the railroad to build about
a mile per day, with a little left over.

The workers create the grade, along mound of dirt covered in a layer
of crushed stone ballast. They place 8-ft. long wooden railroad ties
(sleepers, in non-American parlance) into the ballast, then secure the
rails to the ties with iron spikes. The company works in stages, with
some men laying the grade at the front, then behind them those placing
ballast, then the ties, then rails, and finally the spikes.

The hammering of the spikes resounds across the whole railhead,
reminding the crews to keep working. Those who can hammer consistently
for long stretches of time are paid much better than the average worker,
because they help keep everyone else focused.

Camps
A total of over two hundred workers are present in each camp, plus a
dozen armed guards and a variety of specialists like engineers, ritual
mages, and a circulating roster of doctors, entertainers, and executores
dola liberta. The camps keep a few dozen spears and bows handy for
the workers to use, just in case some savage megafauna beast attacks.
Typically there are three shifts of workers, one resting, one assembling
the railroad, and one tending to camp—and moving the camp, which is
usually necessary every two or three days. Each shift works for four hours,
then switches, so the whole work day spans twelve hours.
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Obstacles

The region has many rivers, and at this point both camps have gotten
the construction of bridges down pat. Each camp has at least two ritualists
who can perform stone shape, so laying the pilings goes very quickly.
Assembling the wooden truss of the bridge is comparably easy, and
the rivers are typically less than 100 feet wide, so an entire bridge can
usually be finished in about five days.

The terrain also has intermittent spire-like mountains ridges, called
serra. Though seldom higher than five hundred feet, they’re too steep
to go over so the railroad must tunnel through. Most of these tunnels
are completed well in advance by combinations of ritual magic and
explosives, but Griento Railways still has a few days of clearing ahead
of them for an obnoxious mile-long series of tunnels.

Bandits sometimes attack, but the camps have plenty of guards so are
mostly left alone. Partnerships with the locals living in nearby towns
alert the companies of any possible megafauna that might cause trouble.

Liabilities

If one desired to disrupt the railroad construction, the key targets would
be the ritual mages, the existing bridges, and the trains themselves. How
much trouble is possible is only limited by how evil one wants to be.

The ritual mages are closely guarded in camp, but by necessity have
to operate ahead of the main group sometimes, leaving them exposed.
They’re not great combatants, and the camp guards are poor matches for
attackers of the PCs’ level. If murder’s not acceptable, kidnapping, infection,
cursing, or bribery might work. Of course there are other mages available
in Ber or beyond, though they can be expensive to replace.

Sufficient explosives could take out a bridge, completely stopping
forward progress until the bridge could be replaced. Worse, all the
workers are on one side of the river, and the supplies will be coming from
the other side of the river. If such egregious destruction is not desired,
simple sabotage might just make the bridge unstable, deterring the train
engineers from going over it until it’s fixed.

Finally, a derailed train (or better yet, a train plunging into a river
when the bridge beneath it explodes) is a huge setback, particularly if
other engineers fear it wouldn’t be safe to keep working. Less severe
options include tearing up track (the train stops and has to fix the track,
throwing off everyone’s schedule), sabotaging the boiler in a way the
engineer will notice so he can stop it before it explodes, or blowing up
the spare set of tracks in the staging towns so only one train can use the
track at a time.

Running the Cantabrilla Challenge

The DM handout “Cantabrilla Route” shows where key locations are
and what they entail. The player handout “Cantabrilla Challenge”
gives an overview of the basic rules and provides a tracking sheet.

To win, a side needs to build 18 miles first. Additionally, bridges require
extra building, and each bridge is equivalent to 5 miles of track.

Resources used to build are abstract: Money, Materiel, and Morale.
1 Money is roughly equivalent to 25,000 gp. 1 Materiel is enough supplies
to build a mile of track. 1 Morale is needed for each extra mile you want
your workers to build beyond the first in a given day.

Each side can acquire more resources, take away the other side’s
resources, or try other tactics that are more up to DM adjudication.
In general, if the party spends a day on a plan, it should add 1 or 2
extra resources. The challenge is coming up with useful tactics and
thwarting the Ob’s own efforts while not neglecting the Marrajado de
Oro Challenge.

Building
Each day, each side can build one mile of track for 1 Materiel. Each mile
thereafter costs 1 Materiel and 1 Morale.

Bridges count as five miles of track. A bridge is, however, easier to
destroy and control than a long stretch of track.

Profiting
Each day, each side gets 1 Money for each mile of track built the
previous day.

Supplying

Each 1 Materiel costs 1 Money and arrives the day after it is ordered. If
a side orders more than 1 Materiel in a single day, there is a 5% chance
of a mishap. A mishap causes 1d4 of the Materiel ordered to be lost in
transit: the delivery train derailed, dock workers rioted, or whatever.

Good Spirit
A side can pay 2 Money to gain 1 Morale. The money might go to hire
entertainers, provide a pay raise, or invest in better worker conditions.

Starting Resources
Griento starts with o0 Money, 1 Materiel, and 6 Morale. The Obscurati
provide 10 Money.

Liss starts with 2 Money, 2 Materiel, and 2 Morale. Pemberton wants
to sell Liss a Steam Crew, at the cost of 10 Money. The Steam Crew can
build 1 extra mile of track per day without costing any Morale. Liss can’t
afford 10 Money, but the party might be able to get Pemberton to reduce
his price to 1 Money now and g later, or offer some other payment.

Liss Rail Construction

Social. Real-Time. Level 13.
Will a lizardfolk businessman cooperate with the party?

The Bruse assigns the western end of the railroad to the PCs. The
lizardfolk in charge of the operation, Surtan Liss, is staying at the
staging town called Aigotsura, 40 miles west of the railhead. When
the party arrives the town is in a tizzy, with most of the residents out
gawking at a group of golems, ten strong, as they busily assemble a
mock length of track. Steam puffs out of their backs as arcane boilers
provide the power to their work.
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Though this lizardfolk entrepreneur lacks any real

SURTAN LISS

talent for technology, he is drawn to it, and he has

the money to afford it, inherited from his late father

who according to rumors was one of the greatest

bandits of Ber’s river lands.

Surtan bucks Beran standards—both traditional

tribal beliefs and newer culture that looks to Danor

or Risur. He’s rude, smug, and spends great effort

to appear weird and novel. He has had small garnets

set along his cheekbones, which sparkle in the light,

a permanent adornment like tattooing but far more

expensive. He’s also learned to waggle his crest, and

he likes to swallow small animals like mice whole,

pretending to be a snake.
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We anticipate most groups will pursue tactics that fantasy heroes typically
excel at—fighting, stealth, and short-term trickery or deal-making. But your
players might try a different approach.

They might do what’s best for Ber, rather than for Risur. At the Cantabrilla
Railroad, they could offer to help Lya’s side by giving aid to Damata Griento’s
construction crew. By avoiding conflict with the Ob they help the railroad
finish sooner. Simple good intentions aren’t sufficient, of course. To benefit
from their altruism, the party would need to advertise it properly—perhaps
a journalist could help.

If they can get the public on their side, Shantus will be pressured to
award them the point for the railroad challenge to save face. The move

fits with Kenna'’s sense of decency, likely earning her vote as well.

The golems are products of Benedict Pemberton, and he’s trying to sell
them to Liss. Pemberton claims they’re made in Flint, but his operation
in Flint has been shuttered for a few months due to the machinations
of Harkover Lee. The golems were actually made in his factory on Isla
dolas Focas, and Pemberton had them shipped hurriedly to Liss, hoping
to take advantage of the lizardman’s desperation.

Tough Sell

Surtan Liss’s construction company is lagging behind Griento Railways.
Liss’s crews don’t have the same high morale as Griento’s, and Liss
doesn’t have the cash to pay them to work harder. Some bad weather and
an unfortunate derailment forced Liss to take out a loan for 200,000 gp,
and if he doesn’t make it to the 150 mile marker before Griento, he’ll end
up losing on the whole venture. (Don’t worry. He’s still rich.)

Pemberton is trying to show Liss that his “Steam Crew” can work
faster and, ultimately, cheaper than a normal living crew. Liss and
Pemberton are out enjoying drinks—a guaro sour for Liss, and distilled
water with a celery stick for Pemberton—as they watch the Steam Crew
cart dirt, crush rocks, and lay ties and track.

A middle-aged half-orc family man and would-be

railroad tycoon, Damata nearly ruined his whole clan’s

DAMATA GRIENTO

livelihood when he was tricked by con men into taking

out a massive loan he could not repay for a railroad

through the Anthras Mountains. Desperate to avoid

his debtors, he stole his clan’s stash of magic weapons

and would have delivered them if not for the unlikely

intervention of dwarven philosopher Vlendam Heid

and a group of strangers who helped him instead

kill his debtors (see Adventure Four, Always on Time;

depending on the party’s actions, you might need to

replace Damata with another orc).

Married with two kids, Damata returned home with a
renewed bravery. To prove his trustworthiness to his clan, he aggressively pursued
new business, and now is in charge of building the eastern branch of the Cantabrilla
Railway, stretching from Reo Pedresco to Seobriga. He is beloved by his workers,
and he makes an effort to find out what troubles them, then encourage them to find
solutions by allying with others.

(If your party let Damata die in Adventure Four, he is replaced by a more dour,
officious railroad bureaucrat named Venicio Brunaldo.)

Liss is impressed, but Pemberton is asking 250,000 gp (10 Money,
in terms of the Cantabrilla Challenge) for the whole crew of ten steam
workers. Liss can’t afford it. The lizardman is hoping to show enough
enthusiasm to get Pemberton expecting a deal, then offer to pay 10% up
front (1 Money), and the rest upon completion of the railroad.

The party might interject themselves into the negotiations, offer
another way to aid Liss to drive the price down, or perhaps challenge
a golem to see who can hammer spikes faster. (Make five opposed
Strength checks and total the results; the golem has Strength 20 and
takes 10 every time, for a total of 75.) Success could provide a bargaining
chip to help Liss get Pemberton to agree to an installment plan.

If the party helps out successfully, Liss can get his Steam Crew for
the cost of 1 Money. Otherwise Pemberton won’t sell. He departs and
shows up four days later at the Griento railhead.

Ulterior Motive

Pemberton is hoping to raise the profile of these machines, to get them
spread around Ber at various work sites. He’s planning to attempt his
coup next year, at which point the golems would become a distributed
army he can use to wreak havoc. However, he’s also a businessman,
and even aspirations to rule a nation of his own won’t let him accept
a massive loss.

While he’s here, make sure he interacts with the party and makes a
big impression. He’s not really all that bad a gent. If the party proposes
to Liss that they might sabotage the other side, Pemberton disapproves,
because he thinks it’s more impressive to create than destroy.

If he gets wind the party is trying to track down Tinker, he plays it
cool and wishes them luck, but asks if he can help in order to get a sense
of how the party’s mission is coming along. He’ll definitely want to kill
them later so they won’t get in his way.

Helping Out Liss
As long as the party is respectful and doesn’t ask him for money, Liss
will take whatever help they can offer.

Further Developments

As detailed in Overview: Obscurati Schedule, eventually the Ob has
bandits attack Aigotsura to try to distract the party. If they don’t drive
off the attack, it costs 1 Morale. Shortly thereafter Merton shows up
to show discontent, costing Liss 1 Morale and possibly making the
workers distrust the party, while Rush sabotages a train with one-use
tmmovable shafts. This prevents further arrival of Materiel until the
sabotage is undone.

If things get close, Merton and Rush trick a nearby cult of undead
lizardfolk who guard a dead dragon’s lair, and convince them Liss
railroad is trying to drive them out, provoking an attack on the Liss
railhead. This attack costs between 1 and 4 Morale, depending how
severe it 1s.

Ifall else fails, Ob agents derail a train while crossing a bridge, costing
1d4 Materiel and possibly preventing further Materiel delivery.

Much of what happens in this challenge is up to the party. Use your
best judgment to determine how the Ob react.
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Griento Railways

Social. Railroad. Level 13.
Can the party outmaneuver Lya Fierre’s influence?

Lya’s Obscurati group gets assigned the eastern end of the railroad.
She decides that she’s more valuable in the court of Cavallo de Guerra,
so she sends the rest of her team to work with Damata Griento while she
goes alone to Citado Cavallo.

Unlike Liss, Damata Griento stays with his workers at the railhead,
and he only goes to the nearby staging town, Negranha, once a week to
spend time with his wife Ejeka, daughter Dabo, and son Tarro. The
town is more comfortable, but it’s good for the crew’s morale to have
the boss around.

When Merton and Rush show up, they spin a lie that the party is
working with Liss to sabotage Damata. Though Damata is a little wary
of trusting outsiders, the Obscurati operatives tell him he doesn’t need
to give them anything; the Bruse is paying them for their service. Indeed,
they hand over promissory notes worth 250,000 gp (the equivalent of 10
Money) to help fund Damata’s project. He has a little spare materiel and
high morale among his crew, but money is tight.

Merton and Rush head off the next morning to try to find the lair of
the dragon Cheshimox. Inez and Ulrik stick around to keep an eye out,
and use Sending rituals to keep Lya in touch with Merton and Rush.

Visit by the Party
If you played Adventure Four, Always on Time, Damata is thrilled to
see the party again. He gladly explains the situation with Merton and
Rush, and is confused as to whether the party—who after all are foreign
agents—are here to sabotage his railroad. But he trusts them.

Ifthe party has never met Damata before, he is suspicious but friendly
and open-minded. It is, though, hard to trust someone if they try to
convince you not to accept a whole chunk of money.

Calling in a Favor

The party might try to convince him to slow his crews. Unfortunately
he’s not solely in charge, and after his erratic behavior last year the
elders of his family are watching closely. Several family members visit
the construction camps, cycling through each week.

If his crews, which have worked excellently so far, suddenly started
slowing down, his family would grow suspicious and might punish
him. They would assume he had been paid by Surtan Liss, keeping a
fat bribe all for himself instead of sharing the normal reward with the
whole family.

Damata needs a convincing excuse if he’s going to help the party.
Perhaps the best one is provided by the Obscurati. When a small army
of ghoulish lizardfolk attack the railroad (see Burning the Midnight
Oil, below), Damata can claim that he’s withdrawing to protect his
company’s investment. It would be even easier for him to justify if
the party simultaneously has managed to persuade Cavallo to allow
work on the Selestala Railroad, because the Grientos already have
that contract.

Burning the Midmnight Oil

Action. Tactical. Level 15.
Ghouls are tricked into attacking the party’s camp.

As detailed in the Obscurati Schedule (page 34), this attack occurs
shortly after the Liss railhead gets within 8 miles of the goal. Dark
clouds appear on the horizon, temperatures drop rapidly, and Surtan
Liss, who grew up on his bandit father’s stories of the Keepers of
Cheshimox, fears some dread force is coming. If the party isn’t present
he contacts them with a Sending ritual, begging them to protect his
workers from the icy dead.

Of the many possible ways the Ob can disrupt the party, this one is
perhaps the most devastating. You might want to allow a little wiggle
room to decide when this occurs so that the party is present.

The white dragon Cheshimox originally hailed from north of Drakr, but

six hundred years ago he flew to what is today Ber, seeking to prove
himself against the other dragon tyrants. He brought with him ice
carved from a glacier surrounding a “Vsadni,” one of undead giants
that once ruled the tundras, and he deposited that perpetual ice in a
lakeside cave five miles north of where the Cantabrilla Railroad runs
now, called Abismo Condendado.

With a dragon’s patience he slowly transformed a few square miles
into his own private icescape in the middle of a tropical badland. He
conquered the lizardfolk servants of another dragon and transformed
them into undead so they could resist the unearthly chill. When he was
eventually slain, his servants endured and preserved his skull, hoping

some day to return their master to unlife.

For a few decades the undead terrorized the Rio Gelado, sweeping
along it at night in icy chariots, killing anyone foolish enough to camp
along its shores. But treasure hunters sought dragon gold, and slowly
attrition whittled down both their numbers and their treasure. Today
only a few dozen remain. When Rush destroys their leader, they decide
they are ready to end their existence, and they set out for a final battle.

VE ASSAUL’

Should the party venture forth to eliminate the ghouls, they might find
them preparing for their assault. The undead lizardfolk have reverently

placed the skull of Cheshimox atop its sled, and perform rituals to call
forth deadly cold weather. Frigid winds create a sheen of ice beneath
the sled, even though the storm never gets quite cold enough for any
snowfall to stick.

If the party engages at the frozen lake, the whole cult attacks en masse,
using the terrormasks to drive the party close and conjuring walls of ice
to block them if they try to escape. Alternately, if your players seem to
expect they’ll be doing a dungeon crawl, you might change the focus to
stopping the weather ritual. If the group seems eager for a direct assault
on Cheshimox’s lair, they can fight through multiple cave chambers coated

‘% with ice, with cultists attacking from every direction. ’d’a‘
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If the party doesn’t have anyone at the camp, they run the risk of
Liss’s camp being devastated. Worse, if the party is split up they might
get into a fight they cannot win. If only part of the party is here, you
might have the other players take on the roles of minion guards, with 8
minion Cantabrilla Guards per PC. See Appendix E: page 296 for stats.

The Dread Force
+ 4 priests of Cheshimox
+ 2 Cheshimox terrormasks
+ 40 lizardfolk ghouls
+ The skull of Cheshimox
+ Variable number of Cantabrilla guards

Terrain
Most likely the undead strike at the worker camp, where scores of
tents sprawl in a hundred foot radius near the actual railhead. The
terrain is fairly flat aside from the railroad itself, but the tents and
piles of construction materiel create obstacles and hiding places.

If the party sallies forth to meet the attackers, they might instead
battle away from the camp on craggier terrain, with towering cactuses
and patches of spiky lechuguilla plants dotting the landscape.

Tactics

The Cheshimox priests send the two terrormasks ahead to widely circle
the camp and approach from the south. These ghouls have peeled away
the skin on their faces and wear masks of tanned orc and lizardfolk faces
harvested from other intruders.

The main body of ghouls waits out of sight to the north. Two wings
of twenty ghouls each flank the sled upon which the four Cheshimox
priests ride. A pair of ghostly beasts pull the sled; these are purely a
magical creation and can neither attack nor be harmed.

When night falls, the ghouls to the north begin to howl and roar for a
minute as they advance into view. They crest a hill at a range of 400 feet,
then charge. At that moment the terrormasks begin attacking from the
south, hoping to cause a panic and split any defenders.

The terrormasks use ghostly flight to appear amid a group of enemies,
then use ululating moan to confuse them. If they can get a single target
alone, they try to surprise them with sacrifice to Cheshimox, then move
away to let them slowly perish. They only use ghoul talons if cornered.
The four priests direct the horde to sweep through the camp, killing
anyone they can reach while keeping their same general formation. One
priest is ready to absorb spell a magical area attack. The others use their
spears to keep enemies at bay, but mostly choose enemies to freeze solid,
then shout for their ghoul allies to focus on that target. They reserve
their walls of ice to trap fleeing foes. If necessary all four ghouls can
coordinate to conjure a truly massive icy prison.

The priests can also use the following power of the skull of Cheshimox,
which is mounted on a swivel atop the sled. Activating it multiple times
just changes its orientation, and doesn’t create multiple swaths of cold.

Power (At-Will): Standard Action. Effect: Freezing cold fills an area extending from
the skull in a straight line to a distance of 60 feet. Any creature that enters or starts
its turn in that area takes 20 cold damage. The spray continues until the start of
the activator’s next turn, at which point, if the skull’s cold has not killed a creature

during this activation, the skull deals 20 necrotic damage to the activator.

Priest of Cheshimox Level 13 Artillery
Medium natural humanoid (reptilian, undead), ghoul, lizardfolk XP 800
HP 128; Bloodied 64 Initiative +15
AC 25, Fortitude 25, Reflex 25, Will 26 Perception +9
Speed 6 Darkvision

Immune disease, poison; Resist 20 necrotic, 20 cold

Vulnerable 10 radiant

Traits

» Spectral Sled

Four of the lizardfolk carry white spears and ride atop a rime-coated sled. A pair of

barely-visible beasts pull the sled, which glides over the ground with ease.

The sled is 2 squares by 2 squares, and can hold four combatants at a time. Choose

one priest to direct the sled. On his turn he can spend a move action to have the sled

move at speed 8. It can turn up to 90 degrees per move action, so it usually goes
slowly and stays with the mass of ghouls. Creatures that move when the sled moves do
not provoke opportunity attacks.

Standard Actions

@ Bone Spear (weapon) + At-Will, Basic

Attack: Melee 2 (one creature); +16 vs. AC

Hit: 2d8+12 damage.

@© Freeze Solid (cold) + At-Will, Basic

The ghoul reaches out a hand toward you and clenches it into a fist. Your skin freezes

and cracks at the slightest movement.

Attack: Ranged 20 (one creature); +18 vs. Reflex

Hit: Until the end of the ghoul’s next turn, the target is immobilized, gains vulnerable 5
all, and whenever it takes a move or standard action it takes 10 cold damage.

3¢ Wall of Ice + Encounter

The ghoul sweeps its spear in an arc, and a wall of icy spears erupts from the ground in

front of you.

Effect: The ghoul creates a wall of ice in 10 contiguous squares within range 20. Each
square of the wall is 20 feet high and has 40 hp. The ice lasts until it thaws normally.

Triggered Actions

» Absorb Spell + Encounter

The priest hisses an arcane word and redirects your attack to itself:

Requirement: The priest actually has to ready an action to do this, but we put it under
triggered actions so it's easier to remember.

Trigger: An enemy the ghoul can see uses a non-martial attack power.

Effect (Immediate Interrupt): Change the attacKs power to the priest. Even if it would
have affected an area, it instead only affects the priest. However, for each target
beyond the first that the attack would have had, you may repeat the attack against
the priest. (So if a fireball would have hit 10 ghouls, you can make 10 attack rolls
against the priest.)

Skills Arcana +14

Str 14(+8) Dex 13(+7)  Wis 14 (+8)

Con 14(+8) Int 14(+8) Cha14(+8)

Alignment Chaotic Evil Languages Abyssal, Draconic, Giant, Orc
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Level 14 Lurker
XP 1,000

Initiative +15

Cheshimox Terrormask

Medium natural humanoid (reptilian, undead), ghoul, lizardfolk
HP 105; Bloodied 52

AC 28, Fortitude 26, Reflex 28, Will 24

Speed 9

Immune disease, poison; Resist 20 necrotic, 20 cold

Vulnerable 10 radiant

Traits

» Creepy Skin Mask

A three-foot high mask of tanned, stitched-together humanoid faces covers the head

Perception +6

Darkvision

of this ghoulish lizardfolk. The faces twitch, their mouths gape in mute moans, and

their hollow eyes stare outward, despairing.

As long as the ghoul has its mask, effects affect it as if it were not an undead creature.

Creatures with an intelligence of 2 or less cannot sense its presence unless it has

attacked in the past round.

Standard Actions

® Ghoul Talons + At-Will, Basic

It swipes at you with its gangly arms, and as black talons dig into your flesh, your

muscles seize.

Attack: Melee 1 (one creature); +19 vs. AC

Hit: 2d6+3 damage, and the target is stunned and weakened until the end of its next turn.

(@ Sacrifice to Cheshimox (cold) + At-Will

You can barely see a reptilian smile under its mask, its tongue flicking excitedly. It

draws a blade of ice from a satchel and plunges it up through the bottom of your

ribs. The ice sticks in your wound and draws your blood into itself; turning to deep

crimson as your heart slows toward death.

Requirement: The target must be stunned or helpless, or the ghoul must be hidden
from the target.

Attack: Melee 1 (one creature); +19 vs. AC

Hit: 5d6+15 cold damage, and the target takes ongoing 10 cold damage (save ends).

& Ululating Moan (fear) ¢ Encounter

The ghoul crouches and gyrates its head in wide loops. Wind murmurs through the

open mouths of its mask, and suddenly the face of every creature around you is the

same blank dead stare.

Attack: Close Burst 3 (enemies in burst); +17 vs. Will

Hit: The target is confused (save ends). While confused, it must decide at the start of its
turn if it is going to use a standard action to attack, and if so which target (or area) and
what method. It then makes a Wisdom check (DC 20). If it fails, it instead pursues a
different target of the ghoul’s choice within 5 squares of the original target, if necessary
using movement to get there. The creature uses its chosen method to attack.

If it uses an action point, its second standard action in the round functions normally.

Move Actions

» Ghostly Flight + At-Will

The creature’s flesh fades away until only a ghostly outline remains, and it

streaks away.

Effect: The ghoul gains concealment until it attacks or until the end of its next turn. It
can make a Stealth check even against creatures that are observing it. It then moves
its speed.

Special: The ghoul cannot use this power if it has taken radiant damage since its last turn.

Skills Intimidate +23, Stealth +18

Str  16(+10) Dex 22(+13) Wis 8 (+6)

Con 16(+10) Int 13(+8)  Cha 16 (+10)
Alignment Chaotic Evil Languages Draconic, Giant, Orc

Equipment creepy skin mask

Lizardfolk Ghoul

Medium natural humanoid (reptilian, undead), ghoul, lizardfolk
HP 1; a missed attack never damages a minion
AC 25, Fortitude 21, Reflex 20, Will 21

Speed 6

Level 9 Minion Soldier
XP 100
Initiative +5
Perception +4

Darkvision

Immune disease, poison; Resist 10 necrotic, 10 cold

Standard Actions

®@ Ghoul Claws + At-Will, Basic

Attack: Melee 1 (one creature); +14 vs. AC
Hit: 8 damage, and the target is slowed until the end of the ghoul’s next turn.

Str 16 (+7) Dex 12(+5)
Con 12(+5) Int 10(+4)
Alignment Chaotic Evil

CAVALLO DE GUERRA

Wis 10 (+4)
Cha 11 (+4)

Languages Draconic, Giant, Orc

An orcish warlord and self-proclaimed Champion of
the Riven Sea of Gold, Cavallo de Guerra joined the
first king of Ber, Vairday Bruse, in kickstarting the
revolution toward civilization. He worked alongside
Shantus, the current ruler, but Cavallo always thought
the minotaur wasn’t willing enough to simply kill those
who stood in the way.

When Vairday Bruse chose to pass the crown to a
minotaur rather than an orc, Cavallo refused to pledge
fealty. Though he hasn'’t actively opposed Shantus, he
continually snubs the minotaur’s overtures.

At sixty-three years old, Cavallo is ancient by
orc standards and wary of being deposed. He uses

propaganda to portray himself as still youthful and vigorous; and throughout his

region one can find statues of him astride bears, and murals of him trampling the

bones of dragons. He often violently harasses visitors, much to the delight of his

counselors, to see if they have the strength to stand up to his abuse.

Despite his aggression, he usually has several of his grandchildren by his side

when in public, and he dotes on them with comical gentleness. If any of them start

to act bratty or entitled, though, he’s been known to literally throw them through

walls, to show them that they have to earn their place in the world. Above all else

he hates presumption.

ALONSA FROLIAN

Alonsa’s goliath tribe controls parts of the Anthras
Mountains on the border of Risur and Ber. After
distinguishing herself as a beast trainer, she and
Chupacabra, her trained dire bear, went to work as
liaisons to Cavallo de Guerra. She has the ability to
lend her strength to others, and it is one of de Guerra’s
most closely guarded secrets that he relies on Alonsa
to maintain his bold vigor in public. Oddly for someone
so highly ranked, Alonsa cares little for political power;
she simply wants to be best at anything she applies
herself to. The incongruous image of this towering
woman reading small books of Danoran philosophy
elicits some mockery from de Guerra’s other advisors,
but Alonsa laughs it off.
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Aftermath

The undead fight to the last. If they manage to scatter the workers and
defeat any defenders, they take any lizardfolk who were slain—such as
Liss—and transform them into ghouls, refilling their ranks. Then they
arrange the other dead with various rail supplies into a totem resembling
a dragon. Then, from the information provided by terrified wounded
workers, they head east, intending to do the same to the Griento camp.

If the lizardfolk fall, the party might recover the skull of Cheshimox.
An eschatologist PC feels an odd affinity to the skull, and can sense the
way to the distant Frozen City of Kniitpara, which makes an appear-
ance in Adventure Seven, Schism.

Anyone who examines the skull or the sled finds multiple carvings in
the same unknown language: Abyssal. Perceptive PCs might recognize
characters they saw once before on the bone-carved rifle owned by
dwarven assassin Kvarti Gorbatiy. “Cry out / for at the end of time / I rise?

%%

The party has a very limited window here. Lya Jierre plans to just mentally

Sk

dominate Thrag Vidalia and have him launch an attack on the Risuri fort at
Manhill, fulfilling the challenge Shantus set for her.

Because Lya doesn’t have anyone among her crew with sufficient
mind control magic, she has to wait a few days for the Obscurati to
round up a reclusive purple-skinned enchantress from the Malice Lands,
named Jacale. But by the end of Day 3 of the challenge, unless the party
interrupts Lya’s plans the orc sea chief will already have attacked Manbhill.
It will take a day for the news to filter back to Shantus’s court, and so the

party will have only until dusk on Day 4 to get Cavallo to contact Shantus

and pledge loyalty.

The party might act quickly, or they might thwart Lya’s plan. They
might even decide to still help out Cavallo de Guerra once Lya has already
won, just to get the orc warlord on their side. But if they fail, the blatant
unfairness of Lya’s tactics impresses Zarkava Ssa’litt, who will be tempted
to vote for the tiefling.

SEA CHIEFS

Four chiefs serve Cavallo, and they coordinate their patrols of the Riven
Sea of Gold through Cavallo’s daughter Corta Nariz de Guerra. Successful
captains go on to serve in the general Beran navy, where they try to
make names for themselves so they might return to their home sea and
succeed when a chief steps down. The current sea chiefs include:
+ Babaro, Cavallo’s second-in-command. He wears a minotaur-skull
helmet.
+ Thrag Vidalia, who has a cold vendetta against Risur for the
sinking of his first ship.
+ Perorroso, a druid who deploys sea creatures in combat.
+ Danovio, who has great wealth from gold mines and seeks to

acquire ironclad ships.
| U P % |

Consequences for Construction

Ifthe party defeated the lizardfolk before they could attack the work camp,
Surtan Liss can add 1 Morale, and the meager loot left at the dragon’s lair
totals 25,000 gp (1 Money) if the party is looking to help out.

If the attacking lizardfolk are defeated in less than 10 rounds, the
camp suffers no Morale loss. For every 10 rounds the fight persists,
though, the camp loses 1 Morale, to a maximum of 4. Alternately, you
might track casualties if you want to clutter a battle map with scores of
panicking NPCs. For every 20 workers killed, the camp should lose
1 Morale.

Connecting the Railroad

Social. Real-Time. Level 1.

Sometimes people just want to celebrate.

If the party spares time to witness the connection of the railroad, it’s
an all-day affair, with workers hammering out the last few hundred feet
while dignitaries arrive by train. A drum-heavy mariachi-style band
performs and everyone drinks as they wait for the last bit of track to
be laid.

Eventually only five spikes are left, all along the same side of the
railroad. The two heads of the respective companies— Surtan Liss
and Damata Griento — expect a group of five dignitaries from various
cities to do the honors, but they have colluded to give everyone a bit of
entertainment. When it is time for the ceremony, the dignitaries hand
Liss and Damata a sledgehammer, and challenge them to race to see
who can drive in the middle spike first.

The two men start at the outer spikes, then hammer in the inner
spikes, and then good-naturedly jostle for a chance to swing at the
middle spike. They end up in an overly polite back-and-forth insistence
that the other puts the spike in until finally Damata’s wife sighs and
pushes them aside so she can do it. The crowd cheers and then take
turns signing a pair of huge posters that will travel around the country
to promote the new railroad.

Overview: Cavallo de Guerra

Part of the idea of this challenge is to pull the rug out from under the
party. We provide an array of possible ways to earn points with de
Guerra, likely making the party expect a fair fight. Then, when Lya
simply wins via mind control, it should shake up the game and show
that the Obscurati are still a threat, even if the party has managed to
thwart them so far.

To convince Cavallo de Guerra to pledge fealty to Bruse Shantus, the
party needs two things. First, for him even to consider it, they have to
do him a major favor so he owes them. And second, so he won’t face a
revolt by his sea chiefs, they need to offer him something politically or
militarily useful in exchange.

Arranging a Trade

The second step is actually simpler, since the party has leeway to contact
Risur and make deals. A discreet alliance with Risur would give de Guerra
leverage over the Bruse, especially if they can get him the blessing of
Beshela, the Risuri archfey of the sea; this would allow his fleet to travel
more widely, both for military and for mercantilism.
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The party might instead get Cavallo steam-powered warships, or
could try to ensure his legacy by getting his eldest daughter Corta
Nariz de Guerra named as Bruse Shantus’s chosen successor. Corta
Nariz has overseen the logistics of the Beran navy, and though she has
no combat experience she has maintained Ber’s strength at sea with
efficient management. Cavallo thinks she’d be an excellent Bruse, and
even Shantus actually likes her.

Doing a Favor
Cavallo has many concerns, but if the party can solve any of the following
problems for him, it will earn his trust.

+ Find a Cure. Cavallo’s grandson Altioro de Guerra has become
infected with dragon worm — the eldritch equivalent of the real-
world parasite guinea worm. It is a disease of paupers and savages,
and it resists magical treatment. The story is a disgrace, but a bt of
public health work can restore the boy’s good name while helping
thousands dealing with the painful white worm.

+ Good Old-Fashioned Bug Hunt. A few months ago Cavallo
kicked a clan of goblins off of lands surrounding the volcanic
caldera Lago Fuego, since he wanted to dredge up the hoard of
the long-dead dragon tyrant Furioso. Ever since, outlying towns
have been getting raided by strange monsters coming out of the
mountains —ankhegs, umber hulks, giant ants, and the like.
What might seem like a quick side-quest gets complicated when
the party learns that the goblins who control the bugs are just
trying to reclaim their old land.

+ Halt Lya’s Tricks. If the party manages to stop Lya’s mind
control scheme and avoid a fight with Risur, Cavallo would be
appreciative. If they manage to capture Lya, he’ll even show his
appreciation by bringing in Glaucia Evora to savagely beat her.

Of course, give the party leeway if they have other clever ideas.

Welcome to Marrajado de Oro

When Ber was founded, Cavallo was already a powerful warlord,
commanding dozens of orcish warships in Marrajado de Oro, the sea
that separates eastern Ber and Risur. Though mostly a rural mix of
cliffs and coast, the region had been held together by Cavallo and his
forebears after the fall of the dragon tyrants. Since he had the only
real naval fighting force in the country, Cavallo profited greatly when
Vairday Bruse made him admiral of the new nation’s fleet.

Cavallo presided over more naval victories than losses during Ber’s
first few years, helping keep away would-be conquerors and establish
vital shipping lanes that brought trade from other nations. He appreciated
the prestige and was able to pay his followers enough that they would
follow the nation’s civilizing policies. But after years of mutual snubbing
with the new Bruse, his region’s income has slowed to a trickle, and there
are calls by his lieutenants to return to the old ways of raiding the coasts
of Risur and Elfaivar.

The region is less industrialized than Seobriga, but wealthier than
most other parts of Ber, with lush hillside farms and some of the most
temperate weather in the country. In the local capital Citado Cavallo,
average orcs work as fishermen or farmers, while the wealthy profit from
controlling sea trade around Ber. The city is particularly famous for
its beautiful bath houses, fed by an aqueduct from the nearby volcanic
caldera Lago Fuego.

Castle of the Sea Chiefs

Social. Montage. Level 13.
The party looks for ways to convince an orc warlord to change his mind.

When the party arrives at Cavallo’s seaside castle, he personally
shouts down at them from the battlements, calling them dogs who lap
at the hooves of Shantus and threatening to have his men kill them for
having the audacity to dirty the ground of his city with their filthy paws.
If the party stands up to him and appears bold, Cavallo gives a quiet
signal to his advisor Alonsa Frolidn, who suggests they be let in as
foreign dignitaries. This lets Cavallo maintain the appearance of a
bitter old man, when honestly he appreciates the attention.

He barks at his men to give the party a room next to Lya Jierre, and
that he’ll talk to them later; right now he’s going to teach his grand-
daughter to wrestle.

Alonsa escorts them to their lodgings, which overlook the sea. The
location is partially so they’ll see his mighty navy, and partially because
the view is beautiful, free of the smog of Flint or Seobriga.

The castle also hosts representatives of the Sea Chiefs, orc commodores
with their own flotillas of warships who operate out of various coves along
the coast. A few of the representatives come to the party between their
arrival and the next major meal, hurling insults and questioning their
bravery, or eyeing their more valuable possessions and asking how much
they think their lives are worth.

Chatter

The talk of the castle is the huge dragon’s hoard that was recently recovered
from near Lago Fuego, a volcanic caldera a few miles from the city. It
hasn’t even been fully appraised yet, so Cavallo keeps it under constant
guard in his dining hall, and has had to move the dining room table out
to the courtyard.

Mealtime Negotiations

Cavallo will speak with the party at the next major meal. A large table is
set up in the castle’s courtyard, near a sunken pen where Alonsa’s dire
bear undergoes battle training against magical summoned monsters.
As the party is being seated Cavallo’s daughter Corta Nariz starts to
bring out some of her children (Cavallo’s grandchildren), but when he
spots his ill grandson Altioro, Cavallo glares and waves them off. Corta
notices the guests, has a handservant take Altioro away, then brings the
rest of the family.

The party can easily spot a bandage on the child’s leg, and might
recognize (Heal DC 14) a wound-up splint as the sort used to extract
dragon worm.

The meal gives the party an opportunity to pitch their case to Cavallo
and get a sense of what the orc desires. Lya Jierre is here until Day 3, when
she boards Lux Profectusque, and she’ll likely be present at any of the
party’s interactions with Cavallo. She tries to counter their arguments,
to make them think they’re competing for de Guerra’s support. In truth,
she’s just stalling for time.

N

UPWPPJY © JO Y)NOJ\ 9Y) UWIOIJ SUOT)P[OAY

r

Act Twos Cheating Fncouraged €& 41




/

Revelations from the Mouth of a Madman

The Grand Design

Adventure Six: Revelations from the Mouth of a Madman

\

Specific Interests

The party can get de Guerra’s attention by offering Risuri ironclad
ships, or at least steam engines. Cavallo knows about the Bruse’s new pet
gnome, and rumor is that he’s busy designing a new shipyard—no one
will say where, though. Cavallo wants to make sure he’s not weakened by
this development.

A particular boon he desires is to have the Risuri archfey of the sea,
Beshela, grant her blessing to his ships—both military and merchant.
He'll gladly arrange the appropriate offerings to keep her favor, since
normally only a few safe sea lanes are available near the Risuri border.
With Beshela’s blessing, his ships could take faster routes without fear
of attack by merfey and sea monsters.

Both those two the party could potentially wrangle with a few quick
Sending rituals. More difficult is convincing Shantus that Cavallo’s
daughter Corta Nariz should succeed him as Bruse. The amount of
horse-trading required to pull it off is probably beyond the scope of
this adventure, but this is one of those possibilities that players might
manage if they have a crazy brilliant idea.

Gunsmithing

Though Cavallo’s an old-fashioned warlord, he appreciates a good
weapon, even something newfangled like a firearm. He’ll want to see
the guns of any gunsmith in the party, and will segue into asking wheth-
er Risur could help set up factories in his region to produce arms and
ammunition. While a PC might not have the connections for that, a simple
way to get on the man’s good side would be to give him a gun as a gift.

Getting Him to Like You

Cavallo explicitly states that he owes the party nothing. While yes he’d
appreciate the aforementioned deals, there’s no time pressure on him.
He then suggests they might help him kill the “dangerous” goblins (see
Bug Hunt, page 45); his best people are all naval-oriented, and hunting
vermin in the mountains is beneath them.

The party might accept, or might offer to help young ill Altioro (see
Masters of Public Health, page 43). And while it isn’t enough to make a
huge difference, the party can earn some good will if they can impress
Alonsa Frolidn in battle (see below).

Hostage Letter
After bringing up the issue of the goblins, Cavallo sends a servant, who
returns with a greasy, wrinkled letter. The note arrived a few days
earlier from, as de Guerra puts it, “a foreign hostage being held by the
goblins? This is the player’s handout labeled “Hostage Letter.”

The letter is signed “Dr. Elias Malapropism,” a pseudonym being
used by Dr. Wolfgang von Recklinghausen, whom the party may have
met in Adventure Two, The Dying Skyseer.

Bear Battle
If a PC challenges Alonsa, she’ll pit her dire bear in a fight against that
PC’s pet. First she’ll want to see how the animal does against a lesser
foe, and she’ll summon a creature for it to fight in the pit. She offers
the group some time to tend to any wounds on the pet, and then she’s
ready for the main match. Alternately, if no one in the party has an
animal companion or the like, she’ll let a PC enter the pit blind-folded,
unarmed, and unarmored.

The castle staff gathers to watch the spectacle. Perceptive PCs might
notice (Insight DC 21) that while Alonsa is focusing on her bear, Cavallo
looks weaker.

Terrain

The pit is an obstacle course for large creatures, and so stretches 100
feet on a side, and is 20 feet deep with ramps accessible by gates. The
walls are lined with inward-facing spikes. A creature forced into a wall
takes 5 damage.

A 10-ft. wide moat cuts the pit in two. It can be crossed by a narrow
bridge (Acrobatics DC 21 for a large creature to balance), or by a 10-ft.
long wood-and-leather tunnel. Medium creatures can move through the
tunnel normally, but a large creature must squeeze (Acrobatics DC 21 or
become stuck in the middle). The pit can also be jumped (Athletics DC
21 with a running start), or swum across and climbed out of (Athletics
(DC 21).

A few other obstacles dot the area, like foliage for difficult terrain
and concealment, and iron fences that creatures can swipe their claws
through (counts as superior cover) but cannot move through.

Monster Fight
The first foe is a hoard spirit, a kind of elemental being that dragons
would use to animate their treasure and protect it from thieves. Without
a treasure handy, it simply resembles a skinless giant vulture with veins
offire and bones of marble. It tries to smash the PC’s pet into the spikes.
Alonsa can keep it summoned for up to five minutes.

Using magic or similar powers to enhance one’s pet is allowed, but
not to attack the other pet.

Hoard Spirit Level 9 Goon Controller
Large elemental beast (earth, fire) XP 200
HP 48; Bloodied 24 Initiative +6

AC 23, Fortitude 19, Reflex 21, Will 21
Speed 6

Traits

» Goon

The hoard spirit lacks its skin of treasure, and so has half as many hit points as a

Perception +4

Lifesense, darkvision

normal creature of its level.

» Heavy

The hoard spirit cannot swim, and if it falls in the moat its wings give it little purchase

to climb out. It makes Athletics checks to climb at a -5 penalty.

Standard Actions

) Guardian Smash + At-Will, Basic

The elemental vulture bats you with its stony wing.

Attack: Melee 1 (one creature); +15 vs. AC

Hit: 2d6+10 damage, and it pushes the target 2 squares.

/ Grasping Ground + Encounter

The creature kicks the ground, and a stony claw rises up from beneath you to grab you.

Requirement: The target must be adjacent to a solid surface like ground or the gold of
a treasure hoard.

Attack: Ranged 5 (one creature); +13 vs. Fortitude

Hit: 2d8+4 damage, and the target is grabbed by the ground (Escape DC 25).

Effect: The attack recharges if the target escapes the grab.
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Triggered Actions

» Fiery Wound (fire, zone) 4 Encounter

Its flesh cracks and fiery blood sprays across the ground.

Trigger: The hoard spirit is first bloodied.

Attack (No Action): Close Burst 2 (creatures in burst); +13 vs. Reflex

Hit: 2d6+5 fire damage.

Effect: The area becomes a zone until the end of the encounter. Any creature that ends

its turn in the zone takes 5 fire damage.

Str 18(+8) Dex 14 (+6)  Wis 10 (+4)
Con 14(+6) Int 2(+0) Cha 6 (+2)
Alignment Unaligned Languages —

Cock Fight

The second foe is Alonsa’s dire bear, Chupacabra. But for this battle, the
goal is more complex than simply fighting each other. In addition to the
two combatants, Cavallo’s staff also release six roosters. The roosters run
all over the place, trying to stay away from the bears. Neither bear is
allowed to attack the other until it has captured or killed atleast 2 roosters.

If anyone complains about animal cruelty, Cavallo says that in his
father’s day they used to play this game with humans.

During the fight, Alonsa uses her magic to enhance Chupacabra, first
with longstrider but then with bear’s endurance. Her range is limited,
though, so she has to move around the edge of the pit or order her
bear closer.

Rooster Level N/A
Tiny natural beast XP N/A
HP 1; a missed attack still probably kills it Initiative +2

AC 14, Fortitude 8, Reflex 14, Will 8
Speed 5, fly 4 (altitude limit 1)

Alignment The noble rooster is the pinnacle of Lawful Good.

Perception +0

Level 13 Goon Skirmisher
XP 400

Initiative +8

Chupacabra, Dire Bear

Large natural beast

HP 71; Bloodied 35

AC 27, Fortitude 26, Reflex 23, Will 24
Speed 6

Traits

» Goon

As an animal companion, Chupacabra has half the hit-points of a normal monster of

Perception +8

Low-light vision, scent

her level.

Standard Actions

@ Bite + At-Will, Basic

It bites and mangles, but you manage to shake free.
Attack: Melee 1 (one creature); +18 vs. AC

Hit: 3d8+6 damage.

@ Claw + At-Will, Basic

The bear swipes at you, and you struggle to keep your feet.
Attack: Melee 1 (one creature); +18 vs. AC

Hit: 2d8+3 damage, and the target is slowed until the end of Chupacabra’s next turn.
# Maul + At-Will

Effect: Chupacabra uses claw twice.

Str 22(+12) Dex 10(+6)  Wis 15 (+8)
Con 19(+10) Int 2(+2) Cha 10 (+6)
Alignment Unaligned Languages —

Alonsa Frolian

Speed 6

Standard Actions

> Longstrider + At-Will
Her ally gets a burst of speed.

Initiative +6

Effect: One creature within 10 squares that Alonsa can see can move 2 squares. Alonsa
is slowed until the end of her next turn.

» Bear’s Endurance + Recharge

She sags, but her ally seems refreshed.

Effect: One creature within 10 squares that Alonsa can see gains 10 temporary hit points.

» Bull’s Strength + Recharge

She takes a seat as if weak in the knees, but her ally roars with strength.

Effect: One creature within 10 squares that Alonsa can see gains a +2 power bonus to

attack and damage rolls until the end of Alonsa’s next turn.

Aftermath

Winning the monster duel impresses Alonsa, which earns the party
Cavallo’s grudging respect. He’ll give them a little leeway on any odd
requests they have, and will generally assume they’re well intentioned,
rather than acting on orders from Shantus to cause him trouble. If the
party fails or doesn’t try this fight (or at least some way to earn the old
orc’s respect), Cavallo will try to keep the party from talking to his
grandson, and he’ll be more inclined to listen to Lya’s suggestions to
make the party’s life difficult.

Masters of Public Health

Puzzle. Montage. Level 13.
The party seeks the source of a disease afflicting Citado Cavallo.

A parasite known as the “dragon worm” has infected Cavallo’s grand-
son Altioro, of a type highly resistant to simple magic curatives. The
dragon worm occasionally flares up in remote villages, but recently it
has afflicted people in poor districts of Citado Cavallo. Public opinion
views it as a physical manifestation of impurity and villainy, since it is
most common among the goblin tribes who were allied with the region’s
long-dead dragon tyrant Furioso. It would discredit Cavallo’s daughter
Corta Nariz if the public learned her son was “impure?’

The true source of the infestation is a public bath house. The nearby
volcanic caldera Lago Fuego has long supplied the city with slightly
sulfurous waters, but it was rumored that the late dragon tyrant’s hoard
lay beneath its waters. Cavallo de Guerra had it pumped and drained to
find the treasure, and when that failed he expanded his search to other
stagnant pools in the pock-marked mountainside. All these waters were
shunted into the aqueduct that feeds the city, and though indeed the
treasure was found, the pool that contained it was infested with dragon
worm eggs.

Only a handful of people, mostly children who see no problem with
drinking from bath water, caught the worm from the bathhouses, but
as the water trickled down to poorer neighborhoods it made its way to
wells and shared cisterns, and now the city has a small epidemic.

Unlike real-world guinea worm, dragon worm can enter a victim’s
system and burrow through the body in a matter of days, and once it
lays its eggs it traces a new thread across the body as it eats its way
toward different exit points.
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Investigating the Infestation

The party might (Heal DC 20) be familiar with the disease profile of
dragon worm, giving them the clue that they should check water sources.
Examination of an extracted specimen can determine (Nature DC 14) the
growth and movement rate of the worm, and (Arcana DC 14) that this
particular strain is infused with elemental fire energy. Even closer study
(Arcana DC 29) can match the energy specifically to the magic that grants
dragons their might and resilience.

Residents of poorer neighborhoods might divulge (Streetwise DC 20)
locations where others have caught the worm, but Altioro never went to
any of these places. Careful inquiries (Diplomacy DC 29) can reveal that
a few other wealthy families also secretly have children suffering from
dragon worm. Their children generally don’t socialize, but they know
each other from a particular high-society bath house.

If the party knows the worm’s growth rate, it’s possible after surveying
a few dozen people with the affliction (Heal DC 29) to determine when
the parasite was introduced to the water system; the last week of Spring.
Even a cursory search for likely associated events at that time turns up the
pumping of one of the flooded pits near Lago Fuego.

Goblins of Lago Fuego

Cavallo de Guerra drove the goblins away so he could look for dragon
treasure, butlocals can note the interesting fact that the goblins, who have
suffered from dragon worm as long as anyone can remember, don’t seem
to have it anymore. If the party tracks down the goblins (see Bug Hunt,
page 45), they might learn that the tribe spoke of a human shaman who
helped drive the worms from their bodies.

Return of the Good Doctor

The party likely helped save Dr. Wolfgang von Recklinghausen from
the clutches of the Obscurati. A brilliant surgeon who melds magic and
medicine, von Recklinghausen fled his home in the Malice Lands to
avoid his creation Andrei (see Adventure Four, Always on Time), whom
he cobbled together from dead body parts and returned to life. After the
party rescued him, he eventually found his way to Ber, wandering for a
few months before finding the poor Fuego goblin tribe who all needed
treatment for dragon worm.

If the party goes to the Fuego tribe, they might meet Dr. von Reck-
linghausen and enlist his aid in helping the orcs of Citado Cavallo. In
the process, they might spare the goblins from a slaughter, if they’re
up for it.

A distinguished, intelligent, and poised gentleman in

WOLFGANG VON

his late 30s, Dr. von Recklinghausen speaks elegantly

RECKLINGHAUSEN

with a hard-to-place accent. He appears fairly innocu-

ous, though his sharply-groomed goatee and the rapier

at his hip give him a hint of menace.

After years of intense study and experimentation,

with his marriage in tatters and his fortune nearly

depleted, Wolfgang finally achieved his goal of combin-

ing medical knowledge with sorcery in order to restore

a corpse to life. His creation drove him from his home,

and Wolfgang has been running or hiding since then,

not aware that his “son” has given up his quest for

revenge (see Adventure Four, Always on Time).

e e : : ;
THE REAL GUINEA %

In the real world, dracuncialisis—literally “affliction with little dragons;

caused by the “guinea worm”—has vexed humanity since prehistory,
though today it is endemic only to four countries in Africa.

When a person drinks contaminated water, eggs hatch into the worms,
which slowly burrow through the victim’s body over the course of weeks
or months. They usually head downward toward feet, but can emerge
anywhere, including eyes. The emergence of the worm burns like fire, and
victims seek relief by placing the injured body part in water. The worm
ejects eggs into the water, continuing its life cycle.

The worm can be removed by carefully wrapping its end around a stick
and methodically twisting the stick to pull the worm out. This must be
done over the course of days to prevent the worm from snapping and
decomposing inside the victim’s body. Even when properly treated, the
pain prevents many people from attending school or work.

Eradication efforts rely on training people to soothe their injuries in
buckets of water which can be disposed of away from drinking sources,
and to filter water taken from possibly infested pools. Thanks to efforts
spearheaded by the Carter Center, guinea worm is likely to soon be
the third infectious disease completely eradicated (after smallpox

and rinderpest).

Devising a Cure

While it’s possible to extract the worm the traditional way, magical
cures are ineffective and in any case don’t prevent the parasite from
spreading. Dr. von Recklinghausen can share his cure if the party finds
him. Otherwise, if your party is scientifically inclined they can try to
research a custom ritual to deal with the parasite.

This research requires three successful skill checks — Arcana, Heal,
and Nature (each DC 29) — each of which requires a character to spend
8 hours working. Different PCs can make each check and collaborate
on the results, but to even attempt a check the PC must either be a ritual
caster, or be working alongside a ritual caster.

If the party has access to a proper medical laboratory (you never
know what PCs might stick on their boat), reduce the DCs to 20.

Casting Out Wyrms
The dragon worms are infused with fire energy, and seek to lay their eggs
in water. Treatment requires multiple pebbles taken from a fast-moving
streambed, and a simple box containing one gold coin, in addition to the
normal components of the Remove Affliction ritual. The dragon worm is
a Level 3 affliction, but without these special components the ritual fails.
The patient has to swallow one pebble, and during the ritual the other
pebbles are run along the patient’s skin. When they pass over the tip of
the worm they hum and cause the worm to burrow rapidly and painfully
to the surface. But then the worm is drawn into the pebble, which must
be quickly placed into the box with the coin. Once all the worms are
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removed from the victim’s body, the coin can be removed from the box,
which is then sealed and can be disposed of. Wolfgang just burnt the
case to impress the goblins, but the worms are harmless and petrified.

The ritual still has its normal risks of causing harm, but a skilled
ritualist can spare the victim any serious injury, and cause only a few
brief moments of burning pain.

Avoiding Reinfection

The harder part is keeping people from re-infecting themselves by
drinking contaminated water. While the mundane method of “don’t
drink out of water that isn’t clean” works eventually — the eggs can only
survive outside a humanoid host for about a year —the worm is only
resistant to magic while inside a host. A body of water can be cleansed
with the Purify Water ritual (using multiple applications if necessary),
and then all that is necessary is to remind anyone who manages to get
infected not to dip their worm wounds in the water.

Bug Hunt

Action/Social. Montage. Level 9+.
The Fuego tribe of goblins has a small army of bugs under their control.

This section of the adventure is a bit optional, and so we just provide
general details of the goblins, plus offer a few possible permutations of
monster and goblin foes.

The Fuego tribe once served the dragon tyrant Furioso, and after
his death they settled near his abandoned lair—a flooded caldera
surrounded by dozens of old flooded lava tubes. Cavallo de Guerra
booted the tribe off their lands a few months ago and started draining
the tubes until he finally found the dragon’s hoard.

A goblin shaman named Willigu led his people into the wild moun-
tains thirty miles from Citado Cavallo. There they lost many of their tribe
to monstrous attacks until Willigu discovered the magic that would let
him control these beasts (i.e., he tore the head off a dead queen ant and
put it on a pike). Bitter at the orcs, Willigu directed his tribe to capture
and train as many giant insects as they could.

During this time they were found by Dr. Wolfgang von Recklinghau-
sen, who had heard of their pervasive dragon worm affliction. Wolfgang
doesn’t speak the goblin’s language, but he’s figured out that the tribe has
been attacking the outskirts of orcish territory. Willigu fears the doctor
will lead the orcs back to him, so he’s had his warriors detain Wolfgang
whenever he’s made moves to leave.

Outer Patrol (Level 9)
+ 8 Fuego tribe riders
+ 2 fiery ankhegs

Inner Defenses (Level 13)
+ 6 Fuego tribe warrior patrols
+ 4 fiery ankhegs
+ 15 giant ant swarmers

Final Stand (Level 15)
+ Willigu, Fuego tribe shaman (has an ant-queen head on a stick)
+ 2 Fuego tribe riders
+ 1 burnt umber hulk
+ 24 giant ant swarmers

JNoncombatanits
+ Approximately 100 children and elderly goblins
+ Dr. Wolfgang von Recklinghausen

Burnt Umber Hulk Level 15 Soldier
Large natural magical beast XP 1,200
HP 148; Bloodied 74 Initiative +11

AC 31, Fortitude 28, Reflex 26, Will 25
Speed 5, burrow 2 (tunneling)

Resist 10 fire, 10 psychic

Traits

{* Fiery Hallucinations + Aura 5

As you make eye contact with this dark red insectile hulk, you realize it's wreathed

Perception +10

Darkvision, tremorsense 5

in fire! In fact, every one of your enemies is on fire! You dare not close with them,

lest you be set ablaze.

Enemies in the aura that move adjacent to or end their turn adjacent to the umber

hulk or any of its allies take 10 psychic damage. A creature that cannot see the umber

hulk is immune to this effect.

Standard Actions

@ Claw + At-Will, Basic

These talons burrow through stone.

Attack: Melee 2 (one creature); +20 vs. AC

Hit: 2d8+12 damage.

# Hoist and Grind + At-Will

It grasps you in two claws and rams you into a wall, scraping you across stone

before throwing you to the ground.

Attack: Melee 2 (one creature); +18 vs. Reflex

Hit: 2d8+12 damage. The umber hulk slides the target 5 squares to a space within its
reach. If the target is adjacent to a wall (or ceiling) at the end of this forced move-
ment, it is knocked prone and takes 10 additional damage.

Str  22(+13) Dex 18(+11) Wis 16 (+10)

Con 20(+12) Int 4(+4) Cha 11 (+7)

Alignment Unaligned Languages understands Giant

Willigu, Fuego Shaman Level 13 Lurker (Leader)
Small natural humanoid (goblinoid) XP 800
HP 100; Bloodied 50 Initiative +11

AC 27, Fortitude 26, Reflex 25, Will 25
Speed 6, spider climb 6

Resist 10 acid

Traits

£ Ant Queen Head on a Stick + Aura 3
Ichor runs down the spear shaft that the goblin shaman has shoved through what

Perception +8

Low-light vision

looks like a giant ant’s head. Occasionally the head’s pincers still twitch, and its
antennae wriggle. The bugs nearest the shaman chitter with fervor whenever anyone
goes near him.

Insectile creatures—ants, ankhegs, beetles, umber hulks, and the like—gain a +2 bonus
to attack rolls and a +10 bonus to damage rolls against enemies inside the aura.

The staff starts combat “charged,” meaning the ant head’s eyes glow with primal
energy. He can expend the charge for other magical effects, and can regain the charge
by using myr manifestation.

When Willigu is bloodied, he’s vulnerable enough that an enemy can try to destroy
the ant head. The ant head has the same defenses as Willigu, and any hit destroys
it, similar to a minion. If the head is destroyed, insectile creatures no longer treat the

Fuego tribe as allies, and they’ll likely flee, attacking whatever gets in their way.
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Standard Actions

@ Biting Spear + At-Will, Basic

The shaman thrusts his spear, and the ant head on the end bites you!

Attack: Melee 1 (one creature); +18 vs. AC

Hit: 2d6+6 damage, plus ongoing 10 acid damage (save ends).

» Myr Manifestation + At-Will

The goblin chants, and tiny ants emerges from the ground around him in a swarm,

which crawls and eats any nearby foes. The compound eyes of the ant head on the

shaman’s spear tip begin to glow.

Requirement: Willigu cannot move on the same turn he uses this power.

Effect: Until the end of Willigu’s next turn, swarming ants fill a zone in area burst 2
within 10. The area is difficult terrain for his enemies. Any enemy that enters the
zone or starts its turn there takes 10 damage.

Additionally, Willigu’s staff becomes charged.

» Insectile Invocation + At-Will

The shaman hoists his spear, and a thrumming whine calls out from the glowing ant

head atop it. The insects defending him react instant(y to defend him.

Requirement: Willigu must expend the charge on his staff.

Effect: Insectile creatures within 20 squares shift their speed toward Willigu. Addition-
ally, two giant ant swarmers burrow into combat and appear in spaces within 20
squares that aren’t adjacent to enemies.

<~ Wasp Wave + At-Will

The ant head vomits forth a blast of small buzzing wasps.

Requirement: Willigu must expend the charge on his staff.

Attack: Close Blast 3 (enemies in blast); +16 vs. Reflex

Hit: 5d8+10 damage, and the target is pushed 3 squares.

Level 13 Minion Soldier
XP 200

Initiative +10

Fiery Ankheg

Large natural beast

HP 1; a missed attack never damages a minion
AC 27, Fortitude 25, Reflex 24, Will 24

Speed 8, burrow 4 (tunneling)

Resist 10 acid, 20 fire

Traits

L Fire Beacon + Aura 3

The ankheg'’s chitin flickers with fire. When you conjure flames, the spiky protrusions

Perception +9

Tremorsense 5

along its back glow and suck the fire in, feeding it.

Creatures in the aura gain resist 20 fire.

Standard Actions

@ Mandible Grab + At-Will, Basic

Attack: Melee 1 (one creature); +18 vs. AC

Hit: 10 damage, and if the ankheg isn’t grabbing anyone, the target is grabbed (Escape
DC 20).

& Acid Spray (acid) + Encounter

It sprays a waving stream of sticky ichor that burns and clings.

Attack: Close Blast 3 (creatures in blast); +16 vs. Reflex

Hit: 9 acid damage, and the target is slowed and takes ongoing 5 acid damage (save
ends both).

Skills Nature +14

Str 10(+6) Dex 13(+7)  Wis 14 (+8)
Con 16(+9) Int 14(+8) Cha 14 (+8)
Alignment Unaligned Languages Giant, Orc

Level 13 Minion Skirmisher
XP 200

Initiative +8

Fuego Tribe Rider

Large natural beast/humanoid

HP 1; a missed attack never damages a minion

AC 27, Fortitude 25, Reflex 24, Will 24

Speed 8

Traits

» Rider and Mount

The goblins ride on the backs of pony-sized beetles.

Perception +7

Low-light vision

Look, it's hard to justify goblins as a threat at 13th level, okay? So these minions
represent the combination of the goblin rider and his beetle steed. Flavor-wise, if
the goblin dies, the beetle scurries away, and if the beetle dies, the goblin is trapped
underneath it or knocked out by the fall.

Standard Actions

@ Horn Ram + At-Will, Basic

The beetle’s massive horn knocks you aside as it runs past.

Effect: The beetle moves its speed and makes this attack at any point during its move.
Attack: Melee 1 (one creature); +18 vs. AC

Hit: 10 damage, and the target is pushed 1 square and knocked prone.

& Spear + At-Will, Basic

The goblin chucks one of his two spears.

Attack: Melee 1 or Ranged 3/6 (one creature); +18 vs. AC

Hit: 10 damage.

Str 15(+8) Dex 15(+8) Wis 16(+9)
Con 18(+10) Int 2(+2) Cha 4(+3)
Alignment Unaligned Languages —

Level 11 Minion Skirmisher
XP 150

Initiative +7

Fuego Tribe Warrior Patrol

Large natural humanoid

HP 1; a missed attack never damages a minion
AC 25, Fortitude 23, Reflex 23, Will 22

Speed 6

Traits

» Gang of Goblins

Four goblins work together as part of this patrol, sticking close together in an area the

Perception +12

Low-light vision

size of a Large creature. A single hit likely kills one or two of them and sends the other
fleeing in terror.

Standard Actions

@ Spears + At-Will, Basic

Attack: Melee 1 or Ranged 3/6 (one creature); +16 vs. AC

Hit: 9 damage.

Str 10(+5) Dex 15(+7)
Con 14(+7) Int 8(+4)
Alignment Unaligned

Wis 14 (+7)
Cha 10 (+5)
Languages Giant, Orc

Level 11 Minion Brute
XP 150

Initiative +7

Giant Ant Swarmer

Medium natural beast

HP 1; a missed attack never damages a minion
AC 23, Fortitude 23, Reflex 22, Will 22

Speed 6, climb 6, burrow 2 (tunneling)
Standard Actions

@ Bite + At-Will, Basic

Attack: Melee 1 (one creature); +16 vs. AC

Hit: 12 damage.

Perception +4

Low-light vision, tremorsense 10

Wis 12 (+7)
Cha 10 (+6)
Languages Giant, Orc

Str 13(+7) Dex 15(+8)
Con 14(+8) Int 8(+5)
Alignment Unaligned

Str 17(+8) Dex 15(+7) Wis 9(+4)
Con 14(+7) Int 2(+1) Cha 4(+2)
Alignment Unaligned Languages —
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Encountering the Tribe

Tracking them back from any of their various attacks is fairly easy. They
now reside in a stretch of caves in a horse-shoe shaped valley, where the
tunnels wind and intersect from many directions so warriors can flee or
reinforce each other with ease.

If approached openly they’ll talk to non-orcs. Sneaking up requires
passing one or two outer patrols. The main tunnel entrances have a few
scattered guards who'll respond to the sounds of trouble. Then further
back is a defensive bastion, a cave piled with giant insect carcasses to use
as a chokepoint. Here Willigu and his pet umber hulk can put up a last
line of defense before the living chambers. Dr. von Recklinghausen has
limited free roam in the caves, but is always escorted if he goes outside.

In a fight, the goblins scatter and attack from surprising directions
if possible, while the insects typically just swarm. They think Willigu
is their queen, but if his ant-queen-head staff is destroyed, the insects
panic and try to flee, attacking anyone that gets in their way.

Negotiation
The happiest solution might be to convince the goblins to let Wolfgang
go so he can treat Cavallo’s grandson, earning the tribe enough good will
that Cavallo won’t want to destroy them. The goblins could make aliving
trading the hides and acid of the various giant insects, and occasionally
using the burrowing critters to help with excavation and plowing,.
Cavallo might even be convinced to give them their lands back,
now that he has the dragon’s treasure hoard. But he’ll want the goblins
civilized and brought into the revolution that Bruse Vairday started.
If the party’s going to get him to accept the goblins, they’ll need to
make Willigu presentable, perhaps with some sort of extreme shaman
makeover.

Obscurati Complication

While Lya Jierre doesn’t care about the goblins, if she learns about
the presence of Dr. von Recklinghausen, she might try to abduct him.
The Obscurati leadership have acquired his creation, Andrei von
Recklinghausen, and they’re fascinated with the good doctor’s work.
Lya won’t go out of her way or risk a fight with the party, but she tries
to get Wolfgang alone by mentioning his creation, then suggesting
they talk more in private, over a meal away from Cavallo.

Tiefling Trickery

Action/Social. Montage. Level 13.
The party might have a chance to stop Lya’s hired enchantress.

The purple-skinned enchantress Jacale teleports to Citado Cavallo on
Day 2 of the Bruse’s challenge. By this point she has already performed
various divinations on Commodore Thrag Vidalia, and when she arrives
she rents a horse and hires a guide to take her to the naval yard.

She locates Thrag and presents him with a forged and enchanted letter,
allegedly from Cavallo’s wife, which purports that she is a friend. The
letter goes on to say that Jacale has an interest in ships and would like
to take a ride aboard Commodore Vidalia’s vessel, a light frigate named
Bonita Cheryce. Thrag makes his ship ready to depart at first light,
intending to sail to the mouth of Marrajado de Oro and back.

At the dawn of Day 3, Jacale boards the frigate and it sets out for a
casual day cruise. Shortly thereafter, Lya Jierre departs from Cavallo’s
castle, boards her own ship Lux Profectusque, and departs with haste.

False Memories
About two hours later, Jacale and Thrag take brunch in his suite, and she
pours an elixir into his glass, causing him to fall under her command. She
tells him that once she leaves, he will remember that she tried to kill him.
He even lets her inflict a small gash into his back, nothing life-threatening,
but enough to sell the story. He’ll remember being paralyzed by poison,
only able to watch as Jacale performed a ritual spell and taunted him.
This false Jacale claimed that with him dead, Risur will be able to strike.
Then, in his false memory, he fought free of the poison and killed her.
Jacale opens a bag ofholding and produces a dead body that has been
altered to resemble her. She has Thrag deliver what would be a killing
blow to that corpse, then tells him that he must attack Risur before they
can strike. Then she performs a teleportation ritual to flee, leaving Thrag
convinced he narrowly escaped assassination. He immediately leads his
crew on an assault against the fortress at Manhill, on the Risuri shore of
Marrajado de Oro.

Returns the Raider

Thraglaunches a cannon bombardment of the fort at two in the afternoon,
then sends a small landing force to raze parts of the town outside the fort.
The orc raiders hustle back to Bonita Cheryce and sail off before the
Risuri are able to mount an effective counter-attack.

Thrag returns to Citado Cavallo an hour before dusk, and he sails in
boldly with the fake Jacale’s body lashed to his ship like a figurehead.
He orders everyone to spread the word that he struck Risur before they
could attack first. But he warns them to be ready, because he didn’t see
the Risuri fleet at Manhill, so they might already be on their way.

Within an hour Thrag is summoned to the castle, where Cavallo
strips him of his command. Cavallo assumes Thrag was just looking to
get revenge for his old grudge, but magical examinations might detect a
faint enchantment still upon him. If the false memories are dispelled, he
realizes he was tricked. The body, similarly, was transmuted, and that
would show up if checked.

Thwarting the Plot

If the party gets wind of Jacale’s plan, she’s not threatening in a fight,
since all of her magic relies on potions, elixirs, and rituals, rather than
spells fast enough to use in combat.

Lya tries to keep the party’s attention focused on her, and since she
won’t ever meet Jacale, the party’s only good chance to learn about
the plot was to have eavesdropped back at the Bruse’s summer court.
Divinations might help too, and if the party asks in the right places—at
the naval yard, at the teleportation beacon — people definitely remember
the purple-skinned woman. But they still only have a small window, from
the afternoon of Day 2 to dawn on Day 3.

When Commodore Thrag’s ship departs, the party —whose rooms
look out over the sea—might notice. If they happen to bring it up, no
one at the castle knows about it, which might raise a red flag. The party
would have about eight hours to catch up with Thrag and stop him.
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Return to the Court

Social. Real-Time. Level 14.
Bruse Shantus determines who gets to talk to Tinker first.

Upon completion of the Cantabrilla Railroad Challenge, news reaches
Bruse Shantus, who has Zarkava send to the party and Lya, summoning
them back to his summer court. When both groups arrive he throws
a banquet for them, and tells them that Tinker will be arriving within
an hour to speak with the winning group. Elite orc and lizardfolk court
guards watch over the meal to make sure no one attempts anything violent.

The constables might notice (Insight DC 21) that Kenna Vigilante is
only making a token effort to eat. Ifasked, she lies and says she’s feeling ill.

Shantus promises not to stake any further claim to the gnome, so
the winning team is free to do as they please. He intends to tell Tinker
that two groups want to speak to him, so he leaves it to the winning
team to be convincing enough that Tinker won’t want to hear the
other side. Of course, it won’t surprise the Bruse if the winners just
try to abduct the gnome.

He gives one final warning, though, that he won’t abide any fighting
at his court. He’ll have Zarkava prepare a teleportation ritual to the
winners’ destination of choice (likely Flint for the PCs, Vendricce for
Lya). He cannot abide sore losers.

Then he, Zarkava Ssa’litt, and Kenna Vigilante cast their votes, and
Shantus announces who is the winner.

Tinker’s Approach

Tinker’s simulacrum, still shielded by the Bruse’s favor, has been alerted
via sending to prepare to teleport to the summer court. The nearest
arrival teleportation circle is at a nearby military base, which houses
over two thousand soldiers. After the banquet finishes, Zarkava sends
again for Tinker to take the teleportation circle. Ten minutes later he’s
at the military base, where twenty soldiers escort him.

All of these soldiers are duplicants, seeded at the military base
over the past months by Pemberton. The base commander himself
has been replaced by a duplicant, as have numerous members of the
artillery brigade. Pemberton has long planned to kill the Bruse, but
Tinker’s arrival seems the perfect opportunity to know exactly when
to strike.

In the court itself, five elite guards have been replaced by duplicants,
as has Kenna Vigilante.

The soldier escort reaches the Summer Court (using the main entrance,
not the labyrinth), and they march the jittery Tinker upstairs to the
Bruse’s throne room, which has a balcony that leads to the bleachers
that overlook the labyrinth.

The losing team is asked to remain in the lobby outside the throne
room, watched by the twenty escort duplicants. The winning team
meets Tinker in the throne room, while Shantus, Zarkava, Kenna, and
the five court guards look on.

Meeting Oddcog

Shantus makes brief introductions, and then sends Zarkava away to
prepare a teleportation ritual for whoever convinces the gnome to go
with them. He then offers the winning team a bit of privacy by stepping
away to the balcony, where he can look down at his labyrinth. Kenna
Vigilante stands with him.

Tinker assumes the Ob have come to kill him, but he might remember
the PCs from when he briefly crossed their path at the Cauldron Hill
facility in adventure five. Ifhe recalls the group, he listens to their pitch,
then gets nervous and apologetic, saying that he doesn’t have a choice
in what happens next. If, though, he’s speaking with the Ob or thinks
the party is a threat, he parades around the room boasting that he’s glad
they showed up, because he is tired of being small and cowering.

Tinker calls for Bruse Shantus, and when the minotaur comes over
the gnome announces that he’s refusing to go, wants everyone else to
leave, and will give them to the count of ... —and he pulls out a pocket
watch — sixteen. He starts counting upward from 0, and at the ten-count
the party might hear (Percepti