


      A00: Crow’s Rest Island                                                                      
      A01: Crypt of the Sun Lord                                                              
      A02: Devil of Dark Wood                                                                   
      A03: Champion’s Rest                                                                           
      A04: Forest for the Trees                                                                     
      A05: Winterflower                                                                                
      A06: Bear Trouble                                                                                 
      A07: Alchemist’s Errand                                                                      
      A08: Search for the Tri-Stone                                                           
      A09: Rogue Wizard                                                                           
      A10: Icecrag Monastery                                                                    
      A11: Wild Thing                                                                                   
      A12: When the Ship Goes Down                                                     
      A13: RISE OF THE DROW: Descent into the Underworld         
      A14: RISE OF THE DROW: Scourge of Embla                             
      A15: RISE OF THE DROW: Usurper of Souls                                   
      A16: Midwinter’s Chill , Saatman’s Empire (1 of 4)                        
      A17: Haunting at Rybalka Lodge                                                     
      A18: Storm’s Wake, Saatman’s Empire (2 of 4)                               
      A19: Incandium’s Eruption,Saatman’s Empire (3 of 4)                   
      A20: Snow White part 1                                                                    
      A21: Snow White, Part 2                                                                   
      A22: Saatman’s Throne                                                                      

      B01: Under His Skin                                                                              
      B02: Happiness in Slavery                                                                
      B03: It All Falls Down                                                                              
      B04: The Cave Beast’s Hoard                                                               
      B05: To Catch A Serpent                                                                        
      B06: Cry of Ill Omen                                                                              
      B07: Beauty & Blood                                                                               
      B08: Thief in the Night                                                                             
      B09: Curse of the Full Moon                                                                
      B10: White Worm of Weston                                                                 
      B11: Fall of House Rodow                                                                   
      B12: The Right to Arm Bugbears                                                           
      B13: Frozen Nightmares                                                                        
      B14: The Battle for Bridgefort                                                            
      B15: Rito della Successione                                                               
      B16: The Damned Souls of Fenleist                                                

      C01: Alagoran’s Gem                                                                         
      C02: Goblin Cave                                                                               
      C03: Sufferhorn Castle                                                                       
      C04: The Play’s the Thing                                                                  
      C5: The Foul Passage of Progress                                                     

      Side Quests: Volume 1                                                                       

      BASIC01: A Learning Time                                                              
      BASIC02: A Frightful Time                                                              
      BASIC03: A Giving Time                                                                   
      BASIC4: A Miraculous Time                                                             

Search for Lost Legacy Adventure Path
      By Silver’s Light (1 of 4)                                                                    
      By Water’s Mirror (2 of 4)                                         Coming Soon
      By Shadow’s Grasp (3 of 4)                                       Coming Soon
Clash of the Constructs Adventure Path
      Rule of Law (1 of 3)                                                                            
Fallen Leaves Adventure Path
      Into the White (1 of 6)                                                                             
Cloak and Ballot Trilogy
      Tyranny of Greed (1 of 3)                                                                    
Dire, Devilish Deeds
     Arcineum Devaneas 1                                                Coming Soon
     Arcineum Devaneas 2                                                Coming Soon

    

     To Walk the Dark Road - Michael Allen                 Coming Soon                         
     Twilight Falling - Michael Holland                          Coming Soon
     Cutting Silver Pass - Scott Janke                               Coming Soon
     The Timeless Fort - Luis Loza                                   Coming Soon
     Iron Gap Must Hold - Jacob Michaels                     Coming Soon



Credits
Authors • Stephen Yeardley • Will Myers

Creative Director • Jonathan Nelson
Senior Art Director • Todd Gamble

Editor • Jonathan Nelson
Editorial Assistance • Joshua Gullion

Cover Art • Tim Tyler
Graphic Designer • Todd Gamble

Cartographer • Todd Gamble
Interior Illustrations 

Jacob E Blackmon • Tim Tyler • Eric Quigley • Rick Hershey
Adam Schmidt • Matt Bulahao • Michael Dizon

Malcolm McClinton • Nichols Cloister • Felipe Gaona
Bruno Balixa • Michael Scotta • Storn Cook

Layout • Joshua Gullion
Publisher • Adventureaweek.com, LLP
Adventureaweek.com, LLP Founders

Jonathan Nelson & Todd Gamble

The Rule of Law: Clash of the Constructs is a 3.5 OGL & Pathfinder Compatible Adventure designed for 4-5 14-16th level characters. This product makes use of the 
3.5 OGL, Pathfinder Roleplaying Game Core Rulebook, Pathfinder Role-playing Game, and Pathfinder Roleplaying Game Bestiary. These rules can be found online 
as part of the 3.5 SRD and Pathfinder Roleplaying Game Reference Document at www.d20srd.org & paizo.com/pathfinderRPG/prd/ respectively. This adventure 
is compliant with the Open Game License (OGL) and is suitable for use with the Pathfinder Roleplaying Game or the 3.5 edition of the world’s oldest fantasy 
roleplaying game. The OGL can be found on page 130 of this product.  Product Identity: The following items are hereby identified as Product Identity, as defined 
in the Open Game License version 1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), 
dialogue, plots, storylines, locations, characters, artwork, and trade dress. (Elements that have previously been designated as Open Game Content or are in the 
public domain are not included in this declaration.) Open Content: Except for material designated as Product Identity (see above), the game mechanics of this 
Adventureaweek.com, LLP game product are Open Game Content, as defined in the Open Game License version 1.0a Section 1(d). No portion of this work other 
than the material designated as Open Game Content may be reproduced in any form without written permission.

Adventureaweek.com, LLP
7750 Maple Ave SE Snoqualmie, WA 98065

Adventureaweek.com, LLP. All Rights Reserved. 
Adventureaweek.com, LLP, Adventureaweek.com, the Balkmore Shield with Crossed Swords logo, the Village of Rybalka, and Rybalka’s Best Vodka are regis-

tered trademarks of Adventureaweek.com, LLP



There are two different play-through options for this adventure.

Players have the choice of playing Rule of Law as either:

A – Allies and supporters of Kosto Hakija
-or-

B – Defenders of House Loihtia

It is also the first of a trilogy of urban adventures that spread out over the Arcane Quarter of Mohkba, the 
Klavek capital city, although this and the subsequent adventures can be placed in any city that has a very strong 

lawful ethos.

The second adventure in the trilogy, “Shall We Not Revenge”, takes place in the area immediately around House 
Loihtia, whilst the final part, “The Best Laid Schemes,” brings the disagreement to a formal conclusion.

Adventure Path (1 of 3)

by Stephen Yeardley and Will Myers

A Pathfinder/3.5 compatible adventure for 4-5 PCs of Levels 14-16  (64-70 levels in total)

The Rule of Law
Clash of the Constructs

Creatures used under the OPEN GAME LICENSE Version 1.0a for all stat-blocks used within this product can 
be referenced either to its original source material or either the www.SRD.com or D20PFSRD.com, depend-

ing upon whether the creature be a 3.5 or Pathfinder creature.  Those including templates, advancements and 
levels, or anything that would alter the official game information for the creature will be presented at the end of 

this product for convenience.   

Thank You, and support original source material, without them we wouldn’t be here.
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Whilst Mohkba has many reputations, there is no deny-
ing that it is ruled by the iron-clad law of King Tolkovar 
XIII and his chosen government. As with all states that 
execute clear laws, not all are popular, universally ben-
eficial or scrupulously observed by the populace. But 
everyone understands, whether permanent resident or 
occasional visitor, that if you are caught breaking the 
law, you will face clear and decisive punishment. They 
also know that that punishment isn’t always what may 
be the obvious one.

In cases where the outcome is unclear, whoever is 
bringing the action is often given a period of time to 
gain the evidence they need from the homes or prem-
ises of the defendant, although this is always a limit of 
one hour. This is the law of “Riittava Epaily“, or “Suf-
ficient Suspicion”, and has to be agreed by a majority 
of a panel made up of three judges. During this action, 
there can be no actual or permanent harm adminis-
tered to either party by each party, although subdual 
damage is allowed, and any measures of protection that 
are in place, such as traps, are considered legal and can 
deal real damage.

Each party is also allowed to make use of an agreed 
number of supporters when entry to the property is 
taking place, whether to help with the search of the 
premises or hinder that search. These parties are also 
limited to subdual damage, although the line here is 
often blurred or stepped over by prior agreement be-
tween the two litigants. This overall approach is called 
“Sovittaa Yhteen” or “Combined Atonement” as both 
parties have to accept the outcome.

Kosto Hakija is a relatively young, prodigious and suc-
cessful mage from a rural background and who still 

Adventure 
Background

lives close to his original family home in a backwater 
village. His experience of cities – particularly big cit-
ies – was virtually nothing when he arrived in Moh-
kba. As the most intelligent person for some distance 
around his home village, he eventually decided to see 
what he could find in Mohkba to improve his arcane 
ability, knowing that greater opportunities to enhance 
his knowledge existed within the walls of the greatest 
city known to man.

However, great intelligence of a specific nature doesn’t 
always equate with wisdom of any sort, and Hakija en-
tered Mohkba a complete novice when it came to the 
ways of urban dwellers. Notwithstanding his magical 
skills, he only managed to last as long as he did because 
of his “protective companion”, a stone golem. This con-
struct had a simple charge; protect Hakija from any 
harm. The golem’s menacing visage and alertness to its 
purpose kept the worst of Mohkba’s criminal element 
at bay. The fact that Hakija only frequented places of 
magical importance helped, of course, but it was here 
that he experienced his downfall.

House Loihtia has existed in Mohkba’s Arcane Quarter 
for more than a dozen generations, building a reputa-
tion for supporting the monarchy in any way possible 
and gaining from having one or two members of its 
family in positions of real authority. This has given 
the rest of the house the chance to gain from a clear 
understanding of the law and how it can be looked at 
in particular ways, ways that favor those accidentally 
wronged. House Loihtia has benefited from these laws 
a number of times in a very specific way.

If someone is injured by an item belonging to someone 
else, the victim is able to claim both the item causing 
the injury and further compensation equal in value to 
the cost of that item. A member of the house saw Haki-
ja and realised his innocence with the city’s ways, and 
saw her chance.

She then engineered an incident with his stone golem, 
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which mistook her furled parasol for a weapon when 
she raised it and used it to wave at a friend who was on 
the far side of Hakija. As the golem caught her arm, she 
cast a silent and still inflict serious wounds on herself 
and fainted. By the time she came round, Hakija, in 
his naivety, was kneeling next to her, supporting her 
head, apologising profusely with a gathering crowd as 
witnesses. House Loihtia had done nothing wrong in 
using a poorly worded law to its advantage.

The subsequent court case was a formality; House 
Loihtia took possession of the golem and Hakija was 
issued with an equal-value fine, something which as 
good as bankrupted him, as he had to call on all of his 
friends to help him pay it. With a heavy burden of guilt 
on his shoulders, Hakija left Mohkba, vowing never to 
return.

However, Hakija never felt entirely comfortable with 
the situation; he couldn’t work out how the golem 
had caused as much external damage as it did without 
breaking something internally. No cleric, it took him a 
little while to establish that “something didn’t quite fit” 
with the incident. Having discovered that the wounds 
weren’t entirely consistent with a blow from a golem, 
he set about looking into the history of House Loihtia. 
During all this time and activity, he worked even hard-
er at improving his arcane ability, becoming a canny 
adventurer rather than just an extremely intelligent 
“jobbing mage”. He gained power, knowledge, under-
standing and, above all, guile.

He also studied the law and realised that it was quite 
possible that he had been duped. Looking further into 
legal case history, he found that House Loihtia had 
been involved in four other very similar events over 
a period of 14 years. Each time the House had ended 
up with a golem and many tens of thousands of gold 
pieces; Hakija knew he was onto something.

Two years after the incident, when he had regained 
much of his wealth through adventuring, had built 

himself another golem, and had become a more pow-
erful mage, Hakija contacted the four (or five – this 
depends on the number of players in the party) other 
mages that had fallen for the “trick” in almost identical 
“attacks”. He put his argument forward to each of them 
independently, and asked for help.

Each of the other mages hesitated, swayed by his argu-
ment but not entirely convinced. To a one, they agreed 
to support him in court, but not directly in any subse-
quent action. However, they all promised to supply a 
golem to help with any events resulting from the court 
case, and Hakija knew he was in with a chance of prov-
ing House Loihtia’s duplicity; his plan was underway.

Hakija approached the Mohkba appeal courts and pre-
sented his evidence, explaining what he thought had 
happened each time a mage had be found guilty of as-
sault. The three presiding judges, none of them great 
admirers of House Loihtia, found in Hakija’s favor, 
citing “Riittava Epaily” or “Sufficient Suspicion”. They 
gave him the maximum support they could in the cir-
cumstances; one hour in the house to find any further 
evidence that might be there.

If successful, Hakija would be allowed to proceed with 
a full case against House Loihtia; if unsuccessful, he 
would be liable to replace any damages, would have a 
fine equivalent to twice the value of any damages, and 
would face either 1 year in service of the House or 3 in 
front-line service of the government. This fine applies 
to any supporters as well as the original litigant.

Hakija had planned for such an outcome, and already 
had a team in place. As he left the court under the pro-
tection of a troop of government guards lead by a pow-
erful cleric of the balanced law, someone who would 
ensure all damage was subdual or cured by the person 
causing it once the encounter was over, he smiled. The 
evidence that would prove he was right was there, he 
knew it. How to find it, naturally, was a different mat-
ter.
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The judges, of course, had to notify House Loihtia, but 
made sure the residents were given the minimum time 
possible to prepare. This was barely enough to start 
defensive actions, but as a series of word of recall tele-
portations went off, just prior to a number of antipathy 
spells, a screen spell and guards and wards throughout, 
the confrontation is on!

 

 

 

The PCs can play one of two roles with this adventure.

If they choose to be allies and supporters of  Kosto 
Hakija (Wizard, 18th level), they each find them-
selves equipped with a golem and then gaining 

entry into the building to search for evidence of the 
duplicitous nature of House Loihtia. Whilst members 
of House Loihtia and its living allies can not physically 
prevent entry, the way in may well be trapped. Hakija 
himself will also be with the party, which will find itself 
facing the House Loihtia matriarch, Arvoitus, plus one 
defender per PC.

The synopsis is fairly straightforward. The PCs are in 
court with Hakija, having been recruited earlier as reli-
able allies of the wronged mages (they may know each 
other, they may not). They and Hakija will be escorted 
by the court guards to House Loihtia and as they arrive 
at the gates, a timer will start . They will then have 1 
hour (600 rounds) to find evidence of the attacks actu-
ally being deliberately planned and executed. They also 
need to get out of the building and off of the grounds 
in that hour.

GM’s note: feel free to amend this time if you know 
your players like to have a good rummage around or 
are cautious because they are learning to play high 
level PCs. The original Convention adventure had 1 
hour to keep the game moving and allow more than 

Adventure 
Synopsis

one team to play during the course of the event.

The PCs will find that they need to work their way to 
the top of the building to find a series of items that let 
them move to the lower levels. This is a process that 
sends them back and forth between floors, as they dis-
cover they need particular tokens from various rooms 
to get into other rooms or be able to interact with the 
items that are required to make progress.

Finally, they will need to get to 4 well-hidden, well-
protected rooms in the sub-basement, no small feat in 
itself without the previous activity.

All damage to living humanoids must be subdual or 
fully healed immediately when the hour is up. Killing is 
forbidden unless in retaliation for a clear breach of the 
rules on subdual damage. Other creatures (summoned 
or bound, for example) are fair game.

In summary, the PCs that support Hakija will need 
to do the following to succeed:

Visit areas 7, 8, 9, 11,12 and 13 to get the tattoos

Visit areas 31, 32, 33 and 34 to get the items stored 
in them

This will allow them to get items from Rooms 1, 2, 3, 
4, 5, 6 and 21

They also need to get the ghostly images of the items 
in Rooms 16, 17, 18 and 19

Finally the party needs to go to Room 20 and search 
to 4 sets of shelves.

Again in summary:

The items on the shelves in Room 20 can’t be gained 
without items from rooms 1, 2, 3, 4, 5, 6, 16, 17, 18, 19 
and 21

The required item in Room 21 can’t be gained without 
an item from Room 32

A

3



The items in Room 1 can’t be gained without the items 
from Rooms 7, 31, 32, 33 and 34

The items in Room 2 can’t be gained without the items 
from Rooms 8, 31, 32, 33 and 34

The items in Room 3 can’t be gained without the items 
from Rooms 9, 31, 32, 33 and 34

The items in Room 4 can’t be gained without the items 
from Rooms 11, 31, 32, 33 and 34

The items in Room 5 can’t be gained without the items 
from Rooms 12, 31, 32, 33 and 34

The items in Room 6 can’t be gained without the items 
from Rooms 13, 31, 32, 33 and 34

If they choose to be defenders of House Loihtia, 
they will have to do all they can to stop Kosto 
Hakija and his team from gathering the paper-

work they need to prove the schemes of the House. 
They will have just one member of the Loihtia family 
with them, the matriarch, Arvoitus Loihtia (half-fiend 
sorcerer, 16th level), and will find themselves facing a 
party that consists of Kosto Hakija and one ally per PC. 
The PCs won’t know at this stage that Hakija and his 
party will be entering the house with golems.

The synopsis is as follows. For the purpose of this ad-
venture, it is assumed that the PCs are fully healed and 
equipped with their usual adventuring gear when the 
word of recall spells go off. They will find themselves in 
the main room of House Loihtia on the top floor (they 
may know each other, they may not). The PCs will not 
be familiar with the house and Arvoitus Loihtia will 
be able to give no more than the briefest of descrip-
tions. The PCs will then have to stop Hakija and his 
allies from gathering the evidence they need for 1 hour 
(600 rounds).

The PCs will find that Kosto Hakija and his team are 
well prepared and quite knowledgeable about House 
Loihtia, and will have their work cut out to prevent 
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them finding the way and means to take hold of the 
required evidence. It is quite likely that the PCs will 
find out that Hakija’s party is armed with golems very 
early in the adventure, although how many may be a 
surprise.

Whilst some tricks and traps are in place, the PCs will 
be advised to set up ambushes and devise delaying tac-
tics rather than just enter into a straight fight. Hakija’s 
team aren’t there for that and will simply shift away 
from any concerted physical action, leaving such work 
to their golems.

All damage to living creatures must be subdual or fully 
healed immediately when the hour is up. Killing is for-
bidden unless in retaliation for a clear breach of the 
rules on subdual damage.
 

 

 

If played as a competitive, convention-style adven-
ture, it is assumed that the PCs either find out about 
each other before the court case (if they are supporting 
Hakija) or know each other from previous events con-
nected House Loihtia. Other than the broad explana-
tion, there are no formal hooks. Introductions can take 
place, but they will be in the 1 hour/600 round time 
limit.

If the adventure is being used as part of an ongoing 
story arc, the hooks are similar whichever side is being 
supported. Suggestions are as follows.

- At least one of the PCs is a clear and firm ally of 
either side and can call upon the other PCs to help 
her/him when the events take place. This PC reports 
directly to either Kosto Hakija or Arvoitus Loihtia 
and then use word of recall to draw the other PCs to 
the action.

Hooks and 
Introductions
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- The PCs are aware of the court proceedings and are 
present when Hakija’s case is heard. they can then 
choose which side to represent and make themselves 
known to the judges. This is standard practice for ur-
ban-based adventurers in Mohkba. In fact, there may 
well be a party that chooses to support the other side 
in the case present at the same time. (This is more 
likely for a party that wishes to support Hakija).

- In order to either repay the cost of an item gained 
from one side or the other OR to complete a task in 
order to gain a specific item or boon, the PCs make 
themselves available as soon as the case is finished. 
(This is more likely for a party that wishes to support 
House Loihtia).

- When either a summons from Hakija or the words 
of recall from House Loihtia hurriedly go off, the PCs 
are drawn in by the powerful magic by mistake. They 
are offered a significant sum of money on the spot to 
do a job without knowing the background.

Be inventive with any other hook you choose – there 
are powerful, high-level magics at play here and the 
PCs should feel this from the start. They should find 
themselves being tested from the word “Go!”

 

 

The adventure is set in the Arcane Quarter of Mohkba, 
the capital city of Klavek. It takes place entirely within 
the confines of House Loihtia and its grounds.

If you intend to continue with “Shall We Not Revenge” 
and “The Best Laid Schemes”, then the setting expands 
to cover the city area around House Loihtia in the sec-
ond adventure and then moves to the rooftops and 
sewers of a slightly wider area around the original site 
for the third part.

The building House Loihtia occupies is spread over 
what initially seems to be 4 floors, but is in fact 5; the 
ground floor, first and second floors, a basement and 
a sub-basement that is well-hidden. The roof of the 
building is steeply pitched and the loft space within oc-
cupied by at least a single creature, but probably two. 
The building has no windows, although there appears 
to be 6 on the ground floor, 8 on the first floor and 13 
on the second floor. All of the outer walls and roof are 
lined with lead, making travel through them difficult; 
other than the front door, the house is a sealed cube of 
stone and lead.

The land around the building is roughly 8 times the 
area of the footprint of the house. For the purposes of 

Adventure 
Location

Simple/Brief Explanation

The male WIZARD at the beginning is 
the one who needs to get into the house.  
He needs to be there no matter what the PCs 
decide.  He is ALWAYS Lawful Good.

The female half-fiend SORCERESS is IN the 
house, defending it from the Wizard.  She needs 
to be there no matter what the PCs decide.  She 
is ALWAYS Lawful Evil.

If the PCs choose to side with the Wizard to get 
into the house, the NPCs are INSIDE the house, 
helping defend.

If the PCs choose to side with the Sorceress to 
defend the house, the NPCs are OUTSIDE the 
house with the Wizard.
 
All of the statistics for the characters listed above are located 
in the INDEX at the end of this adventure.

The Adventure
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this adventure, the gardens aren’t used, as the required 
evidence is inside the house. Only the path up to the 
front door is described. However, Arvoitus Loihtia has 
trapped the way to the house itself.

The encounters for each version of the adventure will 
be presented in their entirety, rather than switching 
back and forth between each possible way of playing.

 Allies and supporters of Kosto Hakija

Kosto Hakija – wizard, 18th level (mostly interested in 
Conjuration, Enchantment and Transmutation)

Hakija has 3 clay golems and 2 stone golems available 
for the PCs to take control of during the search, if they 
wish. A PC is able to control just one golem.

If a PC is rendered unconscious or killed, the golem 
shuts down. If a conscious PC’s golem is then de-
stroyed, he find themselves able to go back to an un-
moving golem and reactivate it. Hakija will explain 
this when the event arrives; he is not expecting an ally 
to be taken out of the equation before a golem.

Hakija has control of an iron golem, although it does 
not have the poisonous gas breath weapon.

 

 

The group leaves the court under the protection of a 
troop of government guards lead by a powerful cleric 
of the balanced law, someone who will ensure all dam-
age is subdual or cured by the person causing it once 
the encounter is over. On reaching the gate into the 
grounds of the house, she states the following:

A

Kosto Hakija 
3.5 (56 hp) | Pathfinder (87 hp)

Hakija has found a way to lessen the po-
tential to go berserk in his clay golems. 
Every 10 rounds of non-combat a clay 
golem experiences reduces by 1% the cumulative 
chance to become berserk.

Pathfinder note

Because these clay golems are the result of Haki-
ja’s early attempts at creating these particular 
constructs, they are more unstable than usual.

In game terms, this means the Pathfinder golems 
are considered to follow the same Berserk rules 
as the D&D 3.5 golems, but are affected by the in-
formation in the paragraph above. The reduction 
occurs with any non-combat activity as opposed 
to inactivity.

Clay Golem 
3.5 (90 hp) | Pathfinder (101 hp)

Stone Golem 
3.5 (107 hp) | Pathfinder (107 hp)

Iron Golem 
3.5 (129 hp) | Pathfinder (129 hp)

 Pathfinder® Roleplaying Game Bestiary™

*ATTACKERS*

Your escort troop halts and its leader turns to 
face you. There is a sizable crowd watching, as the 
execution of the law is considered of highest im-
portance in Mohkba. An event such as this is in-
frequent, but people are knowledgeable enough 
to recognize what is going on and will await the 
outcome. Indeed, bets will almost certainly be 
placed.
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Any and all evidence brought from House Loihtia 
will be presented to me and be under my charge 
from that point onwards. These items will be the 
only allowable evidence at any further hearing. It 
will be officially stamped as required by the Rule 
of Law and this ruling in particular. Any further 
items produced as evidence will be dismissed 
and a charge of wasting the time of the court may 
be placed on the individual or individuals con-
cerned.

I and my troop will remain impartial throughout 
the next hour. We cannot and will not represent 
any one person or side during this time, unless 
that individual removes himself or herself entire-
ly from the process of enacting the ruling. This 
applies to those on either side of the ruling. Your 
hour will start at my signal. May the Rule of Law 
prevail as the gods allow!”

The last sentence is truly shouted, and a roar goes 
up from those around you. The cleric leans in to-
wards you as the sound rolls around the buildings 
and speaks much more privately.

“All of this is important, citizens. We – I – will 
support you every step of the way if you act with-
in the Rule of Law. If you step out of line, we – I 
– will punish you as the law allows me. I cannot 
stress enough how use of teleportation is viewed 
dimly by everyone involved with this process. It 
is too easy for those who feel themselves beyond 
the Rule of Law to use it to travel elsewhere and 
fabricate evidence. We – I – will not allow it. Re-
member, you have full support of the court if you 
keep to this straightforward rule. The speed of 
the gods and the law to you all.”

At that, she draws a wand from her armor and 
fires a single fireball into the sky. It explodes, and 
the hour begins.

The cleric unfurls a scroll and speaks directly to 
the group, although her voice is loud enough to 
be heard by all those around, troop and crowd 
alike.

“The Rule of Law is hereby enacted. You are 
granted entry to House Loihtia for 1 hour and no 
more. My troop and I will wait here to escort you 
back to the courthouse at the end on the afore-
mentioned hour. If you do not return to us at that 
time, you will be considered in breach of the rul-
ing and a charge of guilt will be placed upon you 
and reparation to House Loihtia expected and 
demanded.

Use of teleportation into and out of the grounds 
is forbidden as control of movement and destina-
tions visited are under my immediate control and 
control of the court more generally. If any mem-
ber of the group leaves the grounds by any means 
within the hour’s provision, they will forfeit any 
right to re-entry into either the grounds or the 
house.

At the end of exactly 1 hour, we will escort you 
back through the streets of Mohkba to the court-
house, so the citizens can see the Rule of Law 
being fully enacted. You will be under the direct 
observation of me and my troop during this re-
turn. Any use of teleportation from this point to 
the courthouse will be in breach of the ruling, as 
control of movement and destinations visited is 
under my immediate control and control of the 
court more generally. A charge of guilt will be 
placed upon you and reparation to House Loihtia 
expected and demanded.

Any and all evidence brought from House Loihtia 
will be presented to me and be under my charge 
from that point onwards. These items will be the 
only allowable evidence at any further hearing.



 

The permit from the court allows the PCs to approach 
to house along the path, not stray into the grounds. 
The path is slabs of rock, rather than worked stone, 
fitted closely together except for moss-filled 4 inch by 
4 inch squares spaced regularly along its length. It is a 
gentle “S” shape that has a massive tree in each of the 
bends to prevent a direct line of sight between the gate 
and the front doors (although that isn’t relevant at the 
moment as another trap is in place).

The path is approximately 170 feet long and 10 feet 
wide. The whole of it is one huge trap,; stepping on it 
sets of an antipathy trap aimed at Lawful Good indi-
viduals.

The party will also find that the path is lined by perma-
nent walls of force, including overhead and all the way 
to the door into the house. Once the party is half way 
along the path, the entrance to it will also be closed by 
another wall of force. At this point, two clenched fists 
will appear and move towards the party. The trap can 
be disabled at a point in the exact middle of the path-
way (85 feet along the path, 5 feet from either side).

Arvoitus Loihtia casts a screen spell as soon as she is 
aware of the PCs’ approach to the house. This is pow-
erful enough to completely affect the ground floor, 
first floor, second floor and basement. All rooms, 
when viewed through scrying (or similar), or seen 
for the first time and if the required Will save DC 24 
is failed, appear to be identical, with wooden walls, 
heavy bookshelves full of business ledgers, and a 
scattering of tables and chairs throughout each room 
to read the ledgers from.

Ground Level
 

Pathway to the front 
doors

Antipathy Trap

CR 10; magic device; trigger proximity 
(detect lawful good); reset automatic

Spell effect (antipathy, 17th level druid, DC 23 
Will save partial)

Search/Perception DC 34, Disable Device DC 
34

Clenched Fists Trap

CR 11; magic device; trigger location; 
reset automatic;

Spell effect (clenched fist x 2, 15th level wizard, 
+29 to hit, 1d8+11 damage, Fort DC 22 to avoid 
being stunned)

Search/Perception DC 35, Disable Device DC 
35
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However, only one room is actually like this, Room 
10, which is the model for all the others. But by the 
time they reach that room, the PCs will probably 
have got into the habit of disbelieving what they see, 
and spend valuable time trying to disbelieve what is 
really in front of them.
 

Two massive stone doors, the exact material proving 
a mystery without a Knowledge (the planes) DC 35 
or Knowledge (architecture and engineering) DC 
40 roll, are made of Black Smoker Chimney rock from 
the greatest depths of a poisoned sea on Stygia. They 
are featureless and have no items such as a knocker or 
handle on them.

Carved in the lintel above the door is the House Loihtia 
motto; “Everywhen Shall We Give, If Thanks Is Given 
Everywhere”. This phrase needs to be repeated as part 
of the process to disarm or avoid traps throughout the 
house.

The doors are 12 inches thick. They each have 20 hit 
points per inch of thickness and hardness 10. Despite 
their infernal nature, they don’t have any general spell 
resistance, although they are invulnerable to cold dam-
age or damage based on water. They only automatically 
open to those who have an invitation from a member 
of House Loihtia; all others have to find a way through 
them for themselves.

However, touching them perilous, as they deal auto-
matic coldfire damage of 4d6 per round. A Reflex DC 
30 save is required for half damage and to avoid be-
coming frozen to the door, which then means taking 
continuous damage until pulled free with a Strength 
check DC 25. This freezing effect is strong enough to 
get through up to 2 inches of material such as metal 
or cloth, rendering most armor and clothing useless as 
protection.

Being ripped from the door reduces the use of the rel-
evant (e.g.) hand, arm or foot (if kicked) for 6d10 min-
utes. This means that either Dex is reduced by 2 (hand, 
arm) or movement by 10 feet per round (foot, leg).

If an item is used to touch the doors, it freezes and be-
comes brittle in 3 rounds or 3 blows. For every magi-
cal “plus” bonus the item has, the number of rounds or 
blows increases by 1. Once frozen and brittle, there is 
a cumulative 25% chance per round that the item will 
shatter into thousands of harmless pieces and simply 
melt away in 2 rounds.

Getting through these doors and into House Loihtia is 
a CR 8 encounter.

A cure serious wounds spell or higher level healing will 
remove this injury in just 6d10 rounds – the infernal 
nature of the numbing effect of the wounds take a little 
time to fully disappear. A limited wish, wish or miracle 
spell removes all effects immediately.
 

This area is 50 feet wide by 70 feet long. At the far end, 
a central stairway that is 20 feet wide leads up to the 
next floor. 6 doors lead off of this hallway. The floor is 
a rich mosaic of semi-precious tiles, depicting eventual 
order (at the edges) from chaos (a central, churning 
whirlpool of colour).

The centre of this mosaic is a trap, designed to keep 
any would-be thieves in place until guards can respond 
to the noise. The mass hold monster covers most of the 
hallway and is triggered when a creature gets within 
10 feet of the centre of it without saying the words of 
the house motto. The meteor swarm concentrates the 
4 spheres in a square in the centre of the hallway, with 
the blast from all of them covering the entire space and 
some way up the stairs.

Front doors

Hallway
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This area is approximately 40 feet by 25 feet, with a 
heavy oak door in the middle of the wall linking the 
room to the hallway. There is an illusion of a barred 
window in the wall facing the doorway, and the ceiling 
gives off continuous light. It is a trading room, dedi-
cated to deals involving food.

On the wall above the door is a mosaic of the letter 
“H” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 
all 4 of the cupboards in Room 20.

Around the room are shelves with hundreds of glass 
and clay jars, leather and silk bags, bone and wood 
coffers and paper packets. Each container actually has 
the name of its contents on it, written in the language 
of the source plane, but these names and contents can 
not be seen unless the tattoo from Room 7 and the 
four items from Rooms 31, 32, 33 and 34 have been 
obtained.

Once the name has been spoken, opening the contain-

Mass Hold Monster and Meteor 
Swarm Trap

CR 12; magic device; trigger proximity 
(alarm); reset automatic;

Spell effect (hold monster, mass and meteor 
swarm, 18th level sorcerer, DC 23 Will save and 4 
DC 23 Reflex saves if Will save made, otherwise 
none)

Search/Perception DC 36, Disable Device DC 
36 for both elements. The mass hold monster 
component also needs the house motto to be re-
cited.

Room 1

er will reveal the appropriate kind of herb, spice, dried 
meat or fruit, vegetable, seasoning or bread. Some of 
the jars radiate faint transmutation magic; these stor-
age vessels are found to contain liquids such as milk, 
wine, mead or olive oil, the magic being employed to 
keep them fresh. The material component for any spell 
that requires some kind of foodstuff to work can be 
found here on a Search/Perception DC 50 roll, a roll 
that can be repeated and reduces by 5 for each attempt.

The initial high roll is because of the hundreds and 
hundreds of storage vessels in the room. Each jar will 
produce sufficient quantity of the contents to satisfy 6 
people. It will then appear empty for the next 30 days 
to all who have taken or eaten the contents, unless they 
are a family member of House Loihtia. Unless a pay-
ment is made into an innocuous-looking fruit crate, 
which empties as soon as the coins, gems or whatever 
hits the bottom of it, (how much is left to the GM’s dis-
cretion), the door out of the room remains locked, with 
an Open Lock DC 32 roll required to bypass it.

As the party moves around the room, they will attacked 
by a pair of creatures that have positioned themselves 
amongst the dry goods; 2 fully advanced salt mephits 
sorcerers.

 

Players may ask if there is/why there 
wasn’t another way to find the items, 
such as Knowledge (arcana). The idea 
here is that there is a lot to go through, 
rather than that there is any great mystery about 
what is in the container. The initial DC of the 
roll reflects the time need to conduct the search 
thoroughly rather than “knowledgeably” coming 
across something. It is just a long job. This applies 
to all of the rooms on this floor.

(2) Advanced Salt Mephit 
Sorcerers 
3.5 (103 hp) | Pathfinder (145 hp)
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This area is approximately 30 feet by 25 feet, with a 
heavy metal door in the middle of the wall linking the 
room to the hallway. There is an illusion of a barred 
window in the wall facing the doorway, and the ceiling 
gives off continuous light. It is a trading room, dedi-
cated to deals involving gems.

On the wall above the door is a mosaic of the letter 
“O” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 
2 of the cupboards (num-
bers 1 and 2) in Room 
20.

This room is 
full of shelves 
h o l d i n g 
plain wood-
en boxes of 
hundreds of 
different 
s i z e s . 
E a c h 
b o x 
actually 
has a se-
rial number 
on it, but these 
can not be seen un-
less the tattoo from Room 
8 and the appropriate items 
from Rooms 31, 32, 33 and 34 
have been obtained.

Once the serial number has been quoted, opening the 
box boxes will find some kind of highly-worked jewel, 
a gem, or a rough precious stone. Some of the boxes 
radiate faint conjuration (summoning) magic; these 
storage boxes are found to contain unworked precious 

stones that are made of the “stuff ” of various elemen-
tal planes. The material component for any spell that 
requires some kind of gem to work can be found here 
on a Search/Perception DC 50 roll, a roll that can be 
repeated and reduces by 5 for each attempt. The initial 
high roll is because of the hundreds and hundreds of 
storage boxes in the room. Finding a box containing an 

item made from elemental material is never low-
er than DC 40, 

h o w e v e r , 
as so few 
exist; 3 of 

any given 
element, in 
fact. Find-

ing one of 
these stones means it can be used 
to replicate the material compo-
nent of a spell needing the appro-

priate elemental material AND will act 
as the feat Greater Spell Penetration.

As the PCs search the room, they will 
find that they attract the attention of 

2 fully advanced, fiendish, LE 
cloakers

This area is approximately 45 feet by 30 feet, with a 
door of ironwood studded with steel in the middle 
of the wall linking the room to the hallway There is 
an illusion of a barred window in the wall facing the 
doorway, and the ceiling gives off continuous light. It is 
a trading room, dedicated to deals involving weapons 
and armour, containing an example of virtually every 

 Room 2

Room 3

(2) Advanced Fiendish Cloakers
3.5 (171 hp) | Pathfinder (189 hp)
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basic type of armor, weapon and ammunition, whether 
simple, martial or exotic.

On the wall above the door is a mosaic of the letter 
“E” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 1 
of the cupboards (number 3) in Room 20.

However, these can not be seen, felt or heard (if struck 
by someone who can interact with them) unless the 
tattoo from Room 9 and the four items from Rooms 
31, 32, 33 and 34 have been obtained. Until this is done, 
the walls have nothing but empty hooks embedded in 
them or unused shelves fixed to them – the weapons 
and armor simply don’t exist without the required 
items.

Once the relevant items have been gathered together 
by an individual, the northern wall is found to hold 
one example of every basic kind of armour and shield, 
so there are 21 items hanging from hooks embedded 
into the walls. The contents include an example of a:

The eastern wall has an example of every kind of ranged 
weapon and ammunition either hanging on the wall or 
set on a narrow shelf.

The western wall has an example of every type of one-
handed weapon resting on pairs of hooks, facing point 
downwards

The southern wall, which has the door in it, hold two 
displays. The wall nearest the eastern end of the room 
contains an example of each type of light melee weap-
on, resting on pairs of hooks, point downwards if ap-
propriate, whilst the display closest to the western end 
of the room is of every type of two-handed weapon.

All items are solidly attached to the walls and cannot 
be moved. They all radiate a strong transmutation aura 
Every item has been treated in the same way an Im-
movable Rod would be, so that without a code phrase 
to release the item (instead of a button), it stays in 
place. A Strength check DC 35 is required to move any 
item 10 feet

Immediately underneath each item is a small metal 
shelf with a slot cut into the middle of it, rather like the 
top of a voting box or a collection box. These all radiate 
strong conjuration (teleportation) magic if analysed. If 
an item is stated aloud and then the value of it is placed 
in the slot (as listed in the 3.5E PHB/Pathfinder® Ro-
leplaying Game Core Rulebook™), one appears hov-
ering in front of the purchaser. The time taken for the 
item to arrive depends on the type paid for, as follows:

Standard item = 10 rounds
Masterwork item = 100 rounds
+1 item = 1,000 rounds
+2 item = 10,000 rounds
+3 item = 100,000 rounds
+4 item = 250,000 rounds
+5 item = 500,000 rounds

Doubling the amount paid for an item cuts the time 
taken for it to appear by 25%.

If the PCs spend too long in this room, they attract the 
attention of the blacksmith that is making the items 
for House Loihtia; it appears through one of the slots 
furthest from the party. It is an advanced efreeti, but 
appears as a red-headed female dwarf. It won’t imme-
diately attack, but will begin to bargain with the PCs, 
offering exorbitant sums for their weapons and armor. 

Armor Spikes (set)
Banded Mail
Breastplate
Buckler
Chain Shirt
Chainmail
Full Plate
Half-plate
Heavy Steel Shield
Heavy Wooden Shield
Hide

Leather
Light Steel Shield
Light Wooden Shield
Locked Gauntlet
Padded
Scale Mail
Shield Spikes (set)
Splint Mail
Studded Leather
Tower Shield
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offering exorbitant sums for their weapons and armor. 
If this tactic is unsuccessful it will attempt to sunder 
items and then steal them, fleeing back to its forge on 
the Elemental Plane of Fire.

The secret door in the northwestern corner can be 
found with a Search/Perception DC 32 check. The 
door is 3 feet wide and 5 feet high, whilst the stairway 
beyond is 5 feet wide and 7 feet high.

 

This area is approximately 45 feet by 30 feet, with a door 
made of exotic teaks and mango woods, studded with 
examples of the most common metals, in the middle 
of the wall linking the room to the hallway. There is an 
illusion of a barred window in the wall facing the door-
way, and the ceiling gives off continuous light. It is a 
trading room, dedicated to deals involving woods and 
metals, of which there are many hundreds of examples 
pinned to the wall in the shape of plaques, each exactly 
1 inch by 2 inches.

On the wall above the door is a mosaic of the letter 
“N” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 1 
of the cupboards (number 3) in Room 20.

However, these can not be handled unless the tattoo 
from Room 11 and the four items from Rooms 31, 32, 
33 and 34 have been obtained. Until this is done, the 
pieces have an almost ethereal quality, fading out of 
existence and seeming to retreat from a PC who looks 
directly at a plaque and tries to touch it.

Once the relevant items have been obtained, it becomes 
possible to interact the metals and woods; touching any 

one of these pieces will sound an entirely individual 
note, many of which are completely “otherworldly” in 
their tone and pitch. Any bard that touches 6 or more 
pieces of metal, and then stays in this room for more 
than 2 minutes, will have to make a Will save DC 25. If 
the save is made, she will find that a random spell from 
those she has used that day has re-entered her mind; 
it becomes a spell the bard can cast in addition to her 
daily limit. If the save is failed, a random spell from 
those she has memorised for the day will have left her 
mind.

Some of the pieces of metal radiate faint divination 
magic; these pieces are formed of the “stuff ” of various 
elemental planes. A substitute material component for 
any divination spell that requires some kind of mirror 
or reflective surface to work, or any spell that requires 
plant material as a component or divine focus, can be 
found here on a Search/Perception DC 50 roll, a roll 
that can be repeated and reduces by 5 for each attempt. 
The initial high roll is because of the hundreds and 
hundreds of pieces of metal and wood in the room, but 
there are enough examples of “otherplane” material, 
particularly from the elemental plane of earth and the 
layers of Acheron, detritus from the endless wars.

If the PCs spend more than 8 rounds in this room, they 
will attract the attention of 2 advanced elder xorn with 
21 HD. These creatures are keen to eat magical metal 
and will do so at a prodigious rate, given the chance. 
They concentrate their attacks on the PCs with the ar-
mor giving off the most obvious magical aura or seem-
ing to offer the greatest protection.

The secret door in the northeastern corner can be 
found with a Search/Perception DC 32 check. The 
door is 3 feet wide and 5 feet high, whilst the stairway 
beyond is 5 feet wide and 7 feet high.

(1) Advanced Efreeti
3.5 (204 hp) | Pathfinder (276 hp)

Room 4

(2) Advanced Elder Xorn
3.5 (178 hp) | Pathfinder (178 hp)
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This area is approximately 30 feet by 25 feet, with a 
door made out of hardened translucent glass that 
glows with the seven prismatic colors in the middle of 
the wall linking the room to the hallway. This room is 
“windowless”, and the light is a soft ultraviolet that is 
used to keep the contents fresh. It is a trading room, 
dedicated to deals involving alchemical substances.

On the wall above the door is a mosaic of the letter 
“A” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 1 
of the cupboards (number 4) in Room 20.

The room is full of hundreds of diminutive floating 
disc-type saucers, each with a different substance on it. 
Each of these is generally in liquid or powdered form, 
although there are some gases as well, perhaps 1 in 50 
items. Many of them are materials that even high-level 
PCs may not have come across, as they are from dozens 
(possibly hundreds) of other planes. However, these 
discs can not be handled or experienced in any way un-
less the tattoo from Room 12 and the four items from 
Rooms 31, 32, 33 and 34 have been obtained. Until this 
is done, the discs and their contents simply don’t exist 
for an individual, although they may do so for a com-
panion standing right next to him.

After the relevant items have been collected, a PC is 
able to touch the saucers that bob gently in the air. A 
dish can be grasped and the contents poured into a re-
ceptacle – a vial, a bottle, even straight into someone’s 
mouth. It the substance is tipped straight onto the floor, 
it somehow seeps into the fabric of the house after just 
1 round. Once the saucer is released, it floats back to its 
original position and sits there. Its contents will reap-
pear in 12d4 hours.

(The effect of any particular substance can be up to the 
GM, but much of what is here will act like a random 

potion once it comes into contact with liquid. Bear in 
mind that the result of coming into contact with water 
may well be very different to that of coming into con-
tact with, say, alcohol. Be creative if your players begin 
to experiment.)

If 2 substances are introduced to a creature’s body, 
there is two thirds-to-one third chance that the result 
will be equal to either a cure minor wounds or inflict 
light wounds. 3 substances is equal to cure light wounds 
or inflict moderate wounds; 4 substances equals cure 
moderate wounds against inflict serious wounds; 5 sub-
stances is equal to cure serious wounds against inflict 
critical wounds. Any more than 5 substances leads to 
the need to roll a Fortitude save DC 35 of the PC falls 
unconscious for a number of rounds equal to twice the 
amount the roll was missed by. The mix of substances 
only takes effect 2 rounds after the last item is intro-
duced to the body (i.e. there needs to be 2 rounds free 
of substance ingestion before the mix of other sub-
stances produces an effect.). ALL these effects are the 
same if a PC mixes items into water/another liquid and 
turns them into a potion, no matter what the usual ef-
fect of combining items might be. It takes real time and 
effort to use them to make accurate potions, and just 
combining components on the spot produces effects as 
listed above.

The material component for any alchemical endeavor 
can be found here on a Search/Perception DC 50 roll, 
a roll that can be repeated and reduces by 5 for each at-
tempt. The initial high roll is because of the hundreds 
and hundreds of saucers in the room.

If the PCs disturb more than 10 saucers without ini-
tially quoting the house motto, they begin a chain reac-
tion within the room. Firstly, the substances produce 
an invisible miasma, a contagious power that has an 
independent life of its own and immediately assaults 
the PCs and imbues the PCs with their own nightmare. 
The creature then interacts with the doorway; this trig-
gers a room-filling trap of light. Finally, the results of 
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the first 2 traps combine to give the creature physical 
form, that of a phasm, which exists for just 5 rounds 
before dissipating, but fights ferociously during that 
time.

 

 
This area is approximately 40 feet by 25 feet, with a 
door of bone studded with pieces of claw and horn in 
the middle of the wall linking the room to the hallway. 
This room is “windowless”, and the light is a cold glow 
from hundreds of translucent cubes of ice that are used 
to keep the contents fresh. It is a trading room, dedi-
cated to deals involving parts of creatures.

On the wall above the door is a mosaic of the letter 
“T” which can be clearly seen at all times by anyone. 
PCs will need to have gained an item from this room 
in order to see the contents of the scrolls stored on 1 
of the cupboards (number 4) in Room 20.

The first 3 feet from the walls of the room, which is just 
below the freezing point of water, are full of hundreds 
of diminutive, translucent, floating ice cubes, each with 
a 12-inch stem hanging from it which seems to act as a 
keel. Every cube has a different piece of a creature in it. 
Each of these contents is generally in its original physi-
cal or liquid condition, although there are some gases 
and powders as well, perhaps within 1 in 100 cubes. 
Many of them are creature parts that even high-level 
PCs may not have come across, as they are from dozens 
(possibly hundreds) of other planes.

However, these contents can not be handled or experi-
enced in any way unless the tattoo from Room 13 and 
the four items from Rooms 31, 32, 33 and 34 have been 
obtained. Until this is done, the contents simply don’t 
exist for an individual, although they may do so for a 
companion standing right next to him.

If tested, each cube radiates faint necromantic magic, 
as a variation of gentle repose keeps all of the pieces of 
creatures fresh and useable. The material component 
for any spell that requires some kind of piece of crea-
ture to work can be found here on a Search/Percep-
tion DC 50 roll, a roll that can be repeated and reduces 
by 5 for each attempt. The initial high roll is because of 
the hundreds and hundreds of ice cubes in the room.

Two events can be encountered in this room, depend-
ing on what items have been previously collected. If a 
PC can only experience the cubes, then after 10 rounds 
in the room, each of the hundreds of cubes fires off a 
small portion of itself towards the middle of the room. 
This trap acts as a cross between a blade barrier and an 
ice storm.

Weird and Heightened 
Prismatic Spray Trap

CR 12; magic and alchemical device; 
trigger inhaled; reset partial manual (weird), 
partial automatic (heightened prismatic spray);

Spell effect weird and prismatic spray (height-
ened to 9th level), 18th level sorcerer, DC 23 Will 
save (weird) and various DC 23 saves (prismatic 
spray)]

Search DC 36/Perception, Disable Device DC 
36 for both elements. The weird component also 
needs the house motto to be recited.

(1) Advanced Phasm
3.5 (178 hp) | Pathfinder (178 hp)
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If a PC can experience the cubes and their contents, 
then after 10 rounds in the room, each of the hundreds 
of cubes excretes a tiny amount of its contents, which 
flow towards the middle of the room in 2 rounds and 
form into a fully advanced flesh golem (27 HD). This 
acts as summon monster IX trap. It was originally de-
signed to have multiple uses, but is now limited to only 
one reset per day. There is also one of these creatures 
in Area 22

Blade Barrier and Ice Storm 
Trap

CR 10; magic device; trigger timed location; re-
set automatic;

Spell effect (variation of blade barrier and ice 
storm, 15th level water cleric, 8d6 slashing, 7d6 
cold; DC 20 Reflex save (slashing damage), none 
for cold damage)

Search/Perception DC 32, Disable Device DC 
32. The house motto to be recited as part of the 
disabling process.

This stairway starts about 60 feet from the front door. 
At its base it is 10 feet wide, but by the landing, it has 
become 20 feet wide, with deep treads and a rich, pur-
ple carpet. Once it reaches through to the next floor, it 
sweeps to both the left and right, so that the walkway 
above can be accessed in either direction.

Summon Monster IX Trap

CR 10; magic device; trigger timed lo-
cation; reset automatic (once per day 
only);

Spell effect (summon monster IX, 18th level sor-
cerer, fully advanced flesh golem (27 HD),no 
save)

Search/Perception DC 32, Disable Device DC 
32. The house motto needs to be recited as part of 
the disabling process

(1) Advanced Flesh Golem
3.5 (178 hp) | Pathfinder (178 hp)
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These stairs are the first place that the players will 
encounter Arvoitus Loihtia’s guards and wards spell, 
which extends onto the landing at the top of these 
stairs and then to the walkway around the rooms on 
the 1st floor.

The stairs are covered in thick web, as per the spell. 
Once a PC moves 10 feet into the web, or is 20 feet 
from the landing, she triggers an incendiary cloud trap 
that has been placed there by Arvoitus Loihtia, who 
used a scroll.

Incendiary Cloud Trap

CR 10; magic device; trigger proximity 
(alarm); reset automatic;

Spell effect (incendiary cloud, 18th level sorcerer, 
4d6/round for 18 rounds, DC 23 Reflex save for 
half damage)

Search/Perception DC 34, Disable Device DC 
34

This ignites the web for additional potential damage to 
PCs on the stairs. The smoke from this blends with the 
obscuring fog from the guards and wards.

 

The secret door onto the stairway from the northwest-
ern corner of Room 3 can be found with a Search/Per-
ception check DC 30. The door is 3 feet wide and 5 feet 
high, whilst the stairway beyond is about 5 feet wide 
and 7 feet high.

The stairway descends about 15 feet to a narrow walk-
way that is pitch black. The walls are smooth and fea-
tureless on a cursory inspection, although the method 
to switch off the various traps along the stairway are 
embedded into it.

Secret stairway 1

The 2nd, 3rd, 5th, 7th, 11th and 13th stairs are all 
trapped in exactly the same way. However, whilst they 
are fairly easily spotted, they are difficult to disarm and 
are designed to waste time more than anything.

Anyone who decides to jump to the bottom of the stairs 
to avoid these traps is in for a surprise; floating in the 
the 5 feet-by-15 feet area immediately in front of the 
stairs is a dread wraith, laying parallel with the floor.

 

 

The secret door onto the stairway from the northwest-
ern corner of Room 3 can be found with a Search/Per-
ception DC 30 check. The door is 3 feet wide and 5 feet 
high, whilst the stairway beyond is about 5 feet wide 
and 7 feet high.

The stairway descends about 15 feet to a narrow walk-
way that is pitch black. The walls are smooth and fea-
tureless on a cursory inspection, although the method 
to switch off the various traps along the stairway are 
embedded into it.

Fusillade of Greenblood Oil 
Darts Trap

CR 7; mechanical; trigger location; re-
set manual;

Attack +18 ranged (1d4+1 plus poison, dart); 
poison (greenblood oil, DC 13 Fortitude save 
resists, 1 Con/ 1d2 Con); multiple targets (1d8 
darts per target in a 5-ft.-by-20-ft. area);

Search/Perception DC 20, Disable Device DC 
30

(1) Dread Wraith
3.5 (104 hp) | Pathfinder (184 hp)
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The 4nd, 6th, 8th, 12th, 14th and 15th stairs are all 
trapped in exactly the same way. However, whilst they 
are fairly easily spotted, they are difficult to disarm and 
are designed to waste time more than anything.

Fusillade of Greenblood Oil 
Darts Trap

CR 7; mechanical; trigger location; re-
set manual;

Attack +18 ranged (1d4+1 plus poison, dart); 
poison (greenblood oil, DC 13 Fortitude save 
resists, 1 Con/ 1d2 Con); multiple targets (1d8 
darts per target in a 5-ft.-by-20-ft. area);

Search/Perception DC 20, Disable Device DC 
30

Anyone who decides to jump to the bottom of the 
stairs to avoid these traps is in for a surprise; floating 
in the 5 feet-by-15 feet area immediately in front of the 
stairs is a dread wraith, laying parallel with the floor.

 

This is the site of the proximity trigger for the incendi-
ary cloud trap that explodes on the stairway. It is also 
the site that is subject to the confusion component of 
the guards and wards spell, so some PCs may well turn 
in the wrong direction, with the subsequent conversa-
tion taking up precious time.
When the effects of the incendiary cloud trap begin to 

(1) Dread Wraith
3.5 (104 hp) | Pathfinder (184 hp)

          Pathfinder® Roleplaying Game Bestiary™

First Floor
 

   Landing

clear, and the party begins to deal with the guards and 
wards, a fully advanced dark naga will begin to attack 
them from a permanently invisible platform at roof 
level above the landing. The creature wears a tailbracer 
of invisibility and is shrouded in darkness unless the 
PCs have a strong source of light, making the origin 
of its attacks difficult to establish in the distracting cir-
cumstances. If the party inadvertently splits as a result 
of the confusion, the naga will follow the group with 
fewest members.

(1) Advanced Dark Naga
3.5 (229 hp) | Pathfinder (285 hp)
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The western, southern and eastern walkways are all 
obscured by the fog element of the guards and wards 
spell. The eastern and western corridors have the stink-
ing cloud component of the guards and wards spell set 
up exactly half way along them

All the doors leading off of the walkways are affected 
by the arcane lock and lost elements of the guards and 
wards spell.

A full string of will-o’-wisps live on the walkways. 
When first viewed, a party may mistake them for the 
dancing lights element of the guards and wards spell.

 

In almost all of these rooms, the PCs have the initia-
tive – the creatures are used to strangers appearing, al-
though they are usually accompanied by Arvoitus Loi-
htia, and are quite curious. Whilst this doesn’t mean 
they willingly hand themselves over, they don’t attack 
the PCs. The exceptions to this are the dire lions, as 
detailed in Room 10.

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the north wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28.

The secret door can only be found by a PC when all 
6 tattoos have been gathered. It appears as a floating 
rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped ebony scattered across the floor. 
As they walk further into the room, the walls begin 
to fade away and another scene appears, that of an or-
chard containing apple and pear trees, stretching into 
the distance. The pieces of ebony change to fallen fruit 
that is partially rotten, and from this dozens of silver 
flies begin to rise.

Walkway

(4) Will-o’-Wisp 
3.5 (40 hp) | Pathfinder (40 hp)

Pathfinder® Roleplaying Game Bestiary™

Rooms 7 to 13 are permanently under 
the effect of a powerful illusion. They 
each seem to be part of a much larger 
open air environment, one that repre-
sents the countryside around Mohkba. The illu-
sion is so powerful that, given time, a person can 
walk from one area to another and reappear in 
another room – this is an unintended side effect 
of the magic that no-one has been able to prop-
erly explain; it is as if the arcane energy needed 
to complete the original illusionary requirements 
was sufficient to make a permanent link to the 
demi-plane of illusion and/or dreams, if one ex-
ists…

There seems to be no way to “disbelieve” the illu-
sion “out of existence”; wishes and miracles have 
been tried in individual rooms, but the other 
6 seem to bleed their energy back into the one 
that is being affected immediately the wish or 

miracle is cast and dispels the illusion. No one 
has attempted to cast 7 wishes or miracles simul-
taneously in all 7 rooms. If they did, the casters 
would find themselves transported to Ondtland 
on Gehenna. This is the realm of Loviatar, whom 
Arvoitus Loihtia worships. The GM can use this 
information for further adventures if she wishes.

Room 7
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If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable rock) and the orchard becomes much 
more real, something that can be interacted with. The 
door can be rediscovered with a Search/Perception 
roll DC 25.

If the PCs are curious about the flies, a Spot/Percep-
tion DC 15 roll reveals that they are all about an inch 
long and silver in color. If a Spot/Perception DC 28 
roll is made, the PC can see that one fly is ebony. The 
flies are disturbed by the presence of the PCs, but don’t 
attack in any way, preferring to try and land on the now 
many pieces of partially rotten fruit. The fruit is illu-
sionary, but appears real.

What the PCs need to do is each catch hold of the ebony 
fly, which is actually a variation of the traditional figu-
rine of wondrous power. This needs a grapple attack to 
be successful, unless a tool or magic are employed – in 
this instance, there is no attack of opportunity chance, 
although a touch attack is required.

If they scan the cloud of flies, the ebony fly radiates 
magic (moderate transmutation), and they can use this 
technique to pinpoint the required ebony fly’s position 
in the cloud. Once it is caught, a PC needs to take hold 
of it firmly; when they do, a tattoo of it appears above 
their lips, the point food enters the body. Once caught, 
it can be passed from PC to PC.

This tattoo is required to see items in Room 1. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The ebony fly has the following statistics relevant to the 
encounter:
Size/Type: Fine Vermin
Hit Dice: 1/8 d8 (1 hp)
Armor Class: 21 (+8 size, +5 Dex), touch 21, flatfooted 
18
Base Attack/Grapple: +0/-21

Saves: Fort +2, Ref +5, Will +2
Abilities: Str 1, Dex 21, Con 10, Int 2, Wis 10, Cha 1
Skills: Hide +21, Listen +6*, Move Silently +9, Spot 
+6*
Feats: Alertness

*A fly has a +4 racial bonus on Spot and Listen checks

It is the symbol they need to view the items in Room 1. 
However, the ebony fly isn’t an actual figurine; its trans-
mutation energy is maintaining the illusion in a previ-
ously unknown arcane hybrid. The illusion energy was 
so ingrained in the stone that the transmutation force 
is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the food items in Room 1.

If the PCs walk in any direction for three minutes, they 
find themselves in the illusion that covers Room 8. Of 
course, it is quicker to leave this area, go back to the 
original room and find the next door, but the players 
aren’t to know this when they first move around the 
illusion.

 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the west wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28. The secret door in 
the north wall can be opened from this room, and re-
quires a Search/Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. they each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
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worked-and-shaped onyx scattered across the floor. As 
they walk further into the room, the walls begin to fade 
away and another scene appears, that of a light wood-
land of birch trees, stretching into the distance. The 
pieces of onyx change to partially-chewed bones, and 
moving towards them are about a dozen or so dogs.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach,. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable oak that seems out of place here) and 
the light woodland becomes much more real, some-
thing that can be interacted with. The door can be re-
discovered with a Search/Perception roll DC 25.

If the PCs are curious about the animals, a Spot/Per-
ception DC 15 roll reveals that they are all about the 
size of a riding dog and chocolate brown in color. If 
a Spot/Perception DC 28 roll is made, the PC can 
see that one is dark onyx in hue. The dogs are curious 
about the presence of the PCs, but don’t attack in any 
way, preferring to sniff at the bones to choose the right 
one. The bones are illusionary, but appear real.

What the PCs need to do is stroke the onyx dog, which 
is actually a variation of the traditional figurine of won-
drous power. This needs a grapple attack to be success-
ful – in this instance, there is no attack of opportunity 
chance but a touch attack is required (and rather than 
just a touch attack, the grapple/stroke has to be a defi-
nite action, not a fleeting caress) – unless a tool or mag-
ic are employed. If they scan the pack of dogs, the onyx 
dog radiates magic (moderate transmutation), and they 
can use this technique to pinpoint the required dog’s 
position in the pack. Once it is identified, a PC needs 
to stroke it; when they do, a tattoo of fur appears over 
the 4 fingers of both their hands, between the knuckles 
and the next joints, in the place where bejeweled rings 
might be worn.

This tattoo is required to see items in Room 2. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The onyx dog has the following statistics relevant to the 
encounter:

Size/Type: Medium Animal
Hit Dice: 2d8+4 (13 hp)
Armor Class: 16 (+2 Dex, +4 natural), touch 12, flat-
footed 14
Base Attack/Grapple: +1/+3
Saves: Fort +5, Ref +5, Will +1
Abilities: Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Skills: Jump +8, Listen +5, Spot +5, Swim +3, Survival 
+1*
Feats: Alertness, TrackB

It is the symbol they need to view the items in Room 2. 
However, the onyx dog isn’t an actual figurine; its trans-
mutation energy is maintaining the illusion in a previ-
ously unknown arcane hybrid. The illusion energy was 
so ingrained in the stone that the transmutation force 
is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the gems, jewels and unworked stones in Room 
2.

If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the illu-
sion that covers Room 7; south of this line for the same 
period takes them to the illusion that covers Room 9. 
Of course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.

 

This square, stone room is just over 25 feet per side and 
15 feet high. The door in the south wall is also made of 
stone and requires a Strength check DC 22 to open. 
The secret door in the east wall can not be opened from 
this room although it may be found with a Search/Per-
ception check DC 28. The secret door in the north wall 
can be opened from this room, and requires a Search/

Room 9
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are employed – in this instance, there is no attack of 
opportunity chance but a touch attack is required. Ap-
proaching the elephant with a clump of grass or other 
suitable food in hand gives the PC a +5 bonus to the 
grapple check. If they scan the memory of elephants, 
the marble elephant radiates magic (moderate trans-
mutation), and they can use this technique to pinpoint 
the required elephant’s position in the memory. Once it 
is identified, a PC needs to grasp it; when they do, a tat-
too of it appears over their entire backs and shoulders, 
where protective armor would be worn and the largest 
weapons carried.

This tattoo is required to see items in Room 3. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The marble elephant has the following statistics rel-
evant to the encounter:

Size/Type: Huge Animal
Hit Dice: 11d8+55 (104 hp)
Armor Class: 15 (-2 size, +7 natural), touch 8, flat-
footed 15
Base Attack/Grapple: +8/+26
Saves: Fort +12, Ref +7, Will +6
Abilities: Str 30, Dex 10, Con 21, Int 2, Wis 13, Cha 7
Skills: Listen +12, Spot +10
Feats: Alertness, Endurance, Iron Will, Skill Focus 
(Listen)

It is the symbol they need to view the items in Room 
3. However, the marble elephant isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the arms and armor in Room 3.

If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the il-

Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped marble scattered across the floor. 
As they walk further into the room, the walls begin 
to fade away and another scene appears, that of a sa-
vannah of extremely tall grasses, more than 15 feet 
high, stretching into the distance. The pieces of mar-
ble change to chunks of crushed armor and weapon 
handles; moving through the grass is a memory of el-
ephants, about a dozen strong.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
a large, memorable termite mound that appears out of 
nowhere) and the tall grass of the savannah becomes 
much more real, something that can be interacted 
with. The door can be rediscovered with a Search/Per-
ception roll DC 25.

If the PCs are curious about the elephants, a Spot/
Perception DC 15 roll reveals that they are all gray in 
color. If a Spot/Perception DC 28 roll is made, the PC 
can see that just one is a mix of white and gray in hue. 
The elephants are nervous about the presence of the 
PCs, but don’t attack in any way, preferring to move 
around the armor and weaponry in order to search for 
fresh grass to eat. The martial items are just illusionary, 
but appear real.

What the PCs need to do is grasp the trunk of the 
marble elephant, which is actually a variation of the 
traditional figurine of wondrous power. This needs a 
grapple attack to be successful, unless a tool or magic 
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lusion that covers Room 8; walking east of the north-
south line for the same period takes them to the illu-
sion that covers Room 10. Any other direction leads 
them into an endless plain of tall grass. Of course, it is 
quicker to leave this area, go back to the original room 
and find the appropriate doors, but the players aren’t to 
know this when they are experimenting with moving 
around the illusion.
 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the south wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret doors in the east and west walls can 
be opened from this room at any time after each has 
been found with a Search/Perception check DC 25. 
The secret door in the north wall can be opened from 
this room, but requires a Search/Perception roll DC 
28 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. 
They each appear 
as a float-
ing rect-
angle in 
the illu-
sionary 
l a n d -
scape.

On step-
p i n g 
t h r o u g h 
the door, 
the PCs can 
observe a change be-
ginning to happen to what 
they can see in front of them. At first, 
there is nothing but the plain 
stone walls, floor and ceil-

ing, with a few pieces of bone scattered across the floor. 
As they walk further into the room, the walls begin to 
fade away and another scene appears, that of a scrubby 
desert, stretching into the distance. The pieces of bone 
remain just that, although they appear to have a more 
humanoid form. As the party stand and watch, a full 
pride of dire lions appears.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable baobab tree that appears out of no-
where) and the scrubby undergrowth of the desert-like 
conditions becomes much more real, something that 
can be interacted with. The door can be rediscovered 
with a Search/Perception roll DC 25.

If the PCs are curious about the lions, a Spot/Percep-
tion DC 15 roll reveals that they are all sandy in color. 
If a Spot/Perception DC 28 roll is made, the PC can 
see that two are more golden in hue. The lions are un-
happy about the presence of the PCs, and seem to be 
making ready to attack. The bones are mostly illusion-
ary, but appear real. However, a handful are genuine, 
the remains of the last victim.

What the PCs need to do is distract all of the 
non-figurine creatures and claim the 

resultant treasure, a pair of golden 
lions, which consists of two 

traditional figurines of 
wondrous power. 

If they scan the 
family of li-

ons, it radi-
ates magic 

(moder-
ate trans 
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mutation), and they can use this technique to pinpoint 
the required lions’ position in the pride. Once the pair 
is identified, the PCs need to distract the living lions 
and touch the two that are figurines. The moment they 
do, the figurines become just under 2 inches long. 
When both figurines are this size, the rest of the pride 
withdraws. However, before then, the living lions will 
attempt to grapple with anyone who attempts to touch 
the full-sized figurines, whilst the two lions that are the 
figurines will move to have the rest of the pride posi-
tioned between them and the PCs.

If the golden lions are taken, they are replaced within 
2d2 plus 3 hours. The remaining real dire lions are re-
placed 2d2 plus 3 minutes, but they won’t follow the 
PCs if the party decides to walk on through the land-
scape.

If the PCs walk in any direction west of the north-
south line for three minutes, they find themselves in 
the illusion that covers Room 9; walking east of the 
north-south line for the same period takes them to the 
illusion that covers Room 11. Of course, it is quicker to 
leave this area, go back to the original room and find 
the appropriate doors, but the players aren’t to know 
this when they are experimenting with moving around 
the illusion.
 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the south wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the west wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28. The secret door in 
the north wall can be opened from this room, and re-
quires a Search/Perception roll DC 23 to discover it.

(8) Dire Lion 
3.5 (60 hp) | Pathfinder (60)

Pathfinder® Roleplaying Game Bestiary™

Room 11

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of silver 
hanging in the air. As they walk further into the room, 
the walls begin to fade away and another scene ap-
pears, that of the branches of a colossal fir tree, some-
where towards the top of it. The pieces of silver change 
to twigs and needles in the tree, seemingly made of the 
thinnest metals and wood, thin enough to bend and 
flutter in a breeze; flying through the air around these 
topmost branches is a storytelling of ravens, about 30 
or so strong.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
the tree trunk close to the branch the party is standing 
on) and the branches of the tree become much more 
real, something that can be interacted with. The door 
can be rediscovered with a Search/Perception roll DC 
25.

If the PCs are curious about the ravens, a Spot/Per-
ception DC 15 roll reveals that they are all light black 
in color. If a Spot/Perception DC 28 roll is made, the 
PC can see that just one is silver in hue. The ravens are 
nervous about the presence of the PCs, but don’t attack 
in any way, preferring to move around the branches in 
order to search for insects to eat. The whole scene is il-
lusionary, but appears very real, including the 200 feet 
between where the PCs are standing and the ground. 
Unless a PC begins to worry over the potential fall, 
they don’t need to make a Balance/ Acrobatic check; 
the moment they do start to think about it, they have to 
make a check that is DC 5 + the number of rounds he 
has been considering it. The check is made every round 
the potential fall or height above ground is mentioned. 
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If a PC fails the save, he believes he has fallen – taking 
20d6 damage! What actually happens is that the PC 
“shocks” himself into believing he’s taken the damage 
and his brain shuts down; he will be unconscious/co-
matose for 10 minutes minus his Con bonus, appear-
ing to be dead. Only a wish or miracle will bring them 
round.

What the PCs need to do is momentarily grasp the tail 
feathers of the silver raven, which is actually a varia-
tion of the traditional figurine of wondrous power. This 
needs a grapple attack to be successful – in this in-
stance, there is no attack of opportunity chance but a 
touch attack is required. (and rather than a touch at-
tack, the grapple/grasp has to be a definite action, not a 
fleeting caress) – unless a tool or magic are employed. 
If they scan the storytelling of ravens, the silver raven 
radiates magic (faint enchantment and transmuta-
tion), and they can use this technique to pinpoint the 
required raven’s position in the storytelling. Once it is 
identified, a PC needs to touch the tail; when they do, 
a tattoo of it appears over base of their entire hands 
and feet. Once grasped it can be passed from PC to PC.

This tattoo is required to see items in Room 4. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The silver raven has the following statistics relevant to 
the encounter:

Size/Type: Tiny Animal
Hit Dice: ¼ d8 (1 hp)
Armor Class: 14 (+2 size, +2 Dex), touch 14, flat-foot-
ed 12
Base Attack/Grapple: +0/-13
Saves: Fort +2, Ref +4, Will +2
Abilities: Str 1, Dex 15, Con 10, Int 2, Wis 14, Cha 6
Skills: Listen +5, Spot +7
Feats: Alertness, Weapon FinesseB

It is the symbol they need to view the items in Room 4. 
However, the silver raven isn’t an actual figurine; its en-

chantment and transmutation energies are maintain-
ing the illusion in a previously unknown arcane hybrid. 
The illusion energy was so ingrained in the stone that 
the other forces are now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the woods and metals in Room 4.

If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the illu-
sion that covers Room 12; walking west of the north-
south line for the same period takes them to the illu-
sion that covers Room 10. Any other direction means 
they continue to walk in an endless forest of fir trees. 
Of course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.
 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the east wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28. The secret door in 
the north wall can be opened from this room, and re-
quires a Search/Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped serpentine scattered across the 
floor. As they walk further into the room, the walls be-
gin to fade away and another scene appears, that of a 
thick wood at dusk, stretching into the distance. The 
pieces of serpentine change to small woodland crea-

Room 12
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tures that are feeding in the undergrowth. If the PCs 
look up, they see an owl ghosting through the trees to-
wards them.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
a large, memorable termite mound that appears out of 
nowhere) and the woodland becomes much more real, 
something that can be interacted with. The door can 
be rediscovered with a Search/Perception roll DC 25.

If the PCs are curious about the owl a Spot/Percep-
tion DC 25 roll reveals that it is a mix of olive green 
and a deep, dark blue in color, although individual 
feathers display further hues. Once it lands, the owl is 
curious about the presence of the PCs, but doesn’t at-
tack in any way, preferring to watch the undergrowth 
for something to eat. The rodents are illusionary, but 
appear real, not least because they all quickly begin to 
scurry away when the owl settles on the branch above 
the PCs’ heads.

What the PCs need to do is each feed the serpentine 
owl one of the serpentine rodents. The owl is actually a 
variation of the traditional figurine of wondrous power, 
whilst the rodents are illusionary, as stated. If they scan 
the owl, it radiates magic (moderate transmutation).

The PCs need to grab a serpentine rodent in order to 
feed the owl. This DOES need a touch attack (which 
provokes an attack of opportunity) and then a grapple 
check to be successful, as the creatures scurry about 
and use the undergrowth as cover, unless a tool or 
magic are employed. If they scan the rodents, they also 
radiate magic, but only faint illusion. However, they 
can use this technique to pinpoint the required ro-
dents’ position in the undergrowth, remembering that 
they have to believe the creatures are real; if they dis-
believe them, they instantly disappear and another has 
to be found. Once a rodent is identified, a PC needs to 
grasp it and feed it to the owl, which will willingly take 

it from a PC; when the owl does eat it, a tattoo of it ap-
pears over the PC’s entire head.

This tattoo is required to see items in Room 5. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

A rodent that each PC needs to feed to the serpentine 
owl has the following statistics relevant to the encoun-
ter:

Size/Type: Tiny Animal
Hit Dice: ¼ d8 (1 hp)
Armor Class: 14 (+2 size, +2 Dex), touch 14, flat-foot-
ed 12
Base Attack/Grapple: +0/-12
Saves: Fort +2, Ref +4, Will +1
Abilities: Str 2, Dex 15, Con 10, Int 2, Wis 12, Cha 2
Skills: Balance +10, Climb +12, Hide +16, Move Si-
lently +10, Swim +10
Feats: Stealthy, Weapon FinesseB

It is the symbol the PCs need to view the items in Room 
5. However, the serpentine owl isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to ex-
perience the discs and their contents in Room 5.

If the PCs walk in any direction north of the west-east 
line for 3 minutes, they find themselves in the illusion 
that covers Room 13; walking south of the west-east 
line for the same period takes them to the illusion that 
covers Room 11. Of course, it is quicker to leave this 
area, go back to the original room and find the appro-
priate doors, but the players aren’t to know this when 
they are experimenting with moving around the illu-
sion.
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This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the north wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28.

The secret door can only be found by a PC when all 
6 tattoos have been gathered. It appears as a floating 
rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped bronze scattered across the floor. 
As they walk further into the room, the walls begin to 
fade away and another scene appears, that of a moun-
tain path heading out of a thick forest at the tree line 
and onto a ledge before the path narrows to a goat trail. 
The range of mountains stretches into the distance. 
The pieces of bronze change to individual feathers 
and scraps of fur; flying above the ledge is a full pride 
of griffons, heading towards three nests. The pride is 
made up of 1 male, 3 females and 6 cubs.

If the party leaves the door to the room open, the im-
age stays hazy and just out of reach, but if the door is 
closed, it disappears behind the last person (becom-
ing part of a large, memorable sequoia that somehow 
marks the boundary of the tree line) and the nests on 
the ledge much more real, something that can be in-
teracted with. The door can be rediscovered with a 
Search/Perception roll DC 25.

If the PCs are curious about the griffons, a Spot/Per-
ception DC 15 roll reveals that they are all golden in 
color. If a Spot/Perception DC 28 roll is made, the PC 
can see that just one is actually bronze in hue – the 
male, in fact. The griffons are curious about the pres-

ence of the PCs, but don’t attack in any way, preferring 
to settle on the nests and eat what they have in their 
claws. The feathers and fur scattered about the ledge 
are illusionary, but appear real.

What the PCs need to do is each gain a feather from 
the bronze griffon, which is actually a variation of the 
traditional figurine of wondrous power. This needs a 
grapple attack to be successful, unless a tool or mag-
ic are employed – in this instance, there is no attack 
of opportunity chance but a touch attack is required. 
When they go to do this, the entire pride rises into the 
air and flies around the players, buffeting them with 
wings and chests, but not harming them. If they scan 
the pride of griffons, it radiates magic (moderate trans-
mutation), and they can use this technique to pinpoint 
the required griffon’s position in the pride. Once it is 
identified, a PC needs to grab a wing feather; when 
they do, a tattoo of it appears over their entire arms.

This tattoo is required to see items in Room 6. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The bronze griffon has the following statistics relevant 
to the encounter:

Size/Type: Large Animal
Hit Dice: 7d10+21 (59 hp)
Armor Class: 17 (-1 size, +2 Dex, +6 natural), touch 
11, flat-footed 15
Base Attack/Grapple: +7/+15
Saves: Fort +8, Ref +7, Will +5
Abilities: Str 18, Dex 15, Con 16, Int 5, Wis 13, Cha 8
Skills: Jump +8, Listen +6, Spot +10
Feats: Iron Will, Multiattack,Weapon Focus (bite)

It is the symbol they need to view the items in Room 
6. However, the bronze griffon isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Room 13
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Anyone who doesn’t gain this tattoo is unable to expe-
rience the arms and armor in Room 6.

If the PCs walk in any direction for three minutes, they 
find themselves in the illusion that covers Room 12. Of 
course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.

 

This square, stone room is just over 25 feet per side and 
15 feet high. Once it has been found with a Search/
Perception check DC 25, the secret door in the south 
wall can be opened from this room at any time with an 
Open Locks/Disable Device check DC 25.

The secret door can only be found by a PC when all 
6 tattoos have been gathered, but this should’ve been 
done before entering Room 14.

When the party first looks into this room, it is com-
pletely bare. Only when the secret door has been 
closed, and it automatically re-locks, does anything 
become apparent. Embedded in the floor against the 
north wall are two symbols, one representing air and 
one representing earth.

The air symbol is a transporter out of this room and 
into Room 15. A PC who stands on it and recites the 
house motto will find herself on the earth symbol in 
Room 15, which is directly above Room 14.

Any PC that steps onto the air symbol without reciting 
the house motto will activate an elemental swarm (air) 
trap after 1 round.

The earth symbol is the transporter into this room 
from Room 15. If anyone steps off of it after coming 
from Room 15, nothing happens. However, anyone 
who steps onto it having come into the room by any 
way other than the air transporter from Room 15 im-
mediately activates an elemental swarm (earth) trap.

Room 14

Rooms 14, 15 and 21 have teleporters in 
them to get to other floors in the house. 
Whilst teleportation doesn’t work into or 
out of the house, nor within many of the rooms 
due to their magical protection, these transport-
ers always work, unless magically disabled by 
mage’s disjunction or similar.

Elemental Swarm (Air) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (air), 17th level 
druid, air elementals appear in this room as de-
scribed and will look for foes on this level only if 
they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32

Elemental Swarm (Earth) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (earth), 17th level 
druid, earth elementals appear in this room as 
described and will look for foes on this level only 
if they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32
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This square, stone room is just about 30 feet per side 
and 15 feet high. Once it has been found with a Search/
Perception check DC 30, the secret door in the north 
wall can be opened from this room at any time with an 
Open Locks/Disable Device check DC 30.

When the party first arrives into this room on the earth 
symbol in the north-eastern corner, it is completely 
bare. Only when a PC steps off the earth symbol, does 
anything become apparent. Embedded in the floor 
against the north-western wall is an air symbol, identi-
cal to the one in Room 14. There is a single door made 
of cold iron in the east and west walls, and two made 
of adamantine in the south wall. Each of the doors is 
arcane locked as well as having an established lock that 
requires an Open Locks/Disable Device check DC 30 
to open.

The air symbol is a transporter out of this room and 
into Room 21. A PC who stands on it and recites the 
house motto will find herself on the earth symbol in 
Room 21, which is directly above Room 15.

Any PC that steps onto the air symbol without reciting 
the house motto will activate an elemental swarm (air) 
trap after 1 round.

The earth symbol is the transporter into this room from 
Room 15 and the way out to Room 14. If anyone steps 
off of it after coming from Room 15, nothing happens. 
If anyone arrives on it from Room 21 and just stands 
there for 2 rounds, they get taken to Room 14. Howev-
er, anyone who steps onto it without reciting the house 
motto activates an elemental swarm (earth) trap after 1 
round.

Top Floor
Room 15

Elemental Swarm (Air) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (air), 17th level 
druid, air elementals appear in this room as de-
scribed and will look for foes on this level only if 
they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32

Elemental Swarm (Earth) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (earth), 17th level 
druid, earth elementals appear in this room as 
described and will look for foes on this level only 
if they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32
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types, with specific items proving to be the following if 
closely analysed:

 

Book 1 – This book is a minor artifact named “The 
Songs of Storms” and contains seven long songs that 
have an influence over weather. The first 4 songs are 
called “Spring Sou’wester,” “Summer Storm,” “Autumn 
Aioloses” and “Winter Whiteout” and are able to pro-
duce effects identical to control weather when played on 
the appropriate instrument (late winter is not covered 
by the songs in the way a control weather spell does). 
Each can be used once in a 48 hour period.

The final 3 songs are called “Storm of the Seas,” 
“Storm of the Sands” and “Storm of the Stones” 
and are the means to produce the same effects as 
storm of vengeance but over or under the sea, over 

deserts, and over mountains respectively. Each 
can be used once per month.

All seven songs only work when played on a 
“Stormy Lyre”.

Strong conjuration and transmuta-
tion; CL 20th; Weight 2 lbs

Lyre 1 – Stormy Lyre

Picking this lyre up reveals its name via a 
mental message from the item.

This instrument is a minor artifact made 
from a mixture of dull white, mottle gray, 
tarnished black woods, with strings of vi-

brant yellow sinew and keys of electrum. 
It radiates strong transmutation and 

conjuration magic, as it has storm of vengeance and con-
trol weather cast into it during its manufacture, which 
allows it to be used to play tunes from “The Songs of 
Storms”. At all times, it give a +5 bonus to Perform 
(string instruments).

These aren’t the only potential problems in this room. 
Clinging to the ceiling is a Paragon Darkmantle, which 
attacks the first PC it sees carrying light. This creature 
will almost certainly surprise the party before and dur-
ing any encounter with it.

 

This room is clearly a 
chamber of rest and 
relaxation. It is clean, 
tidy, and quite luxuri-
ously appointed. Two 
large bookcases are 
against the south wall, 
one filled with scrolls, 
tablets and woodblocks 
that have a vast range 
of songs and stories 
on. These seem to 
have mostly been pro-
duced by one hand and 
are made of myriad ma-
terials that must have been 
imported to Mohkba at no 
little expense. How-
ever, some items are 
clearly from other 
planes, if the various 
languages, symbols, colors 
and musical notation are 
anything to go by. The 
other bookcase has fewer items on 4 shelves; just 4 
books, 1 per shelf, their front covers facing outwards 
from individual bookstands, and 4 lyres, 1 per shelf. 
The whole display radiates strong magic of a variety of 

(1) Paragon Advanced 
Darkmantle
3.5E (93 hp) | Pathfinder (93 hp)

Room 16
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Strong conjuration and transmutation; CL 20th; 
Weight 4 lbs

Book 2 – This book is a minor artifact named “The 
Tone Poems of Ilma Luft” and is as light as a feather 
despite being made of some type of grey-white and 
green hide (this is ethereal filcher skin) and containing 
about 60 pages, each made of solidified essence of aer-
ial servants. The book is a series of poems that require 
accompaniment (as opposed to songs). Each allows a 
bard to produce effects similar to a number of divine 
spells.

There is a title page followed by 3 pages of explanatory 
notes at the beginning of the book, and a page with an 
image of the instrument required to play when accom-
panying the poems. Each poem is 5 pages long (made 
up of a title page and 4 pages of poem) and there is a 
blank page between each one.

The final page has an image of a bard on what looks like 
the elemental plane of air (a Knowledge (the planes) 
DC 20 roll confirms this, as will any cleric with Air as 
a domain).

The spells in the books are as follows:

1 – Create Air

Create Air
Conjuration (Creation) [Air]
Level: Clr 0, Drd 0, Pal 1
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Up to 2 gallons (9 liters) of water/level
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

This spell generates fresh, breathable air, just like 

Second Shelf

cool, crisp mountain air. Air can be created in an 
area as small as will actually contain the gas, or in 
an area three times as large—possibly creating a 
“bubble” or filling many small receptacles.

Note: Conjuration spells can’t create substances 
or objects within a creature. One cubic foot of air 
contains roughly 8 gallons/36 liters. The average 
total lung capacity of an adult human adventurer 
is about 1.33 gallons/6 liters of air, but only a small 
amount of this capacity (0.11 gallons/0.5 liters) is 
used during normal breathing. The average me-
dium humanoid respiratory rate is roughly 12-20 
breaths per minute in adults. This means that each 
2 gallons/9 liters of air created will last roughly be-
tween 55 and 90 seconds for 1 medium humanoid 
adult that is active (fighting, running, casing spells, 
etc.), and 4 times this long if they are passive.

2 – Produce Cutting Winds

Produce Cutting Winds
Evocation (Air)
Level: Air 2, Drd 1
Components: V, S
Casting Time: 1 standard action
Range: 0 ft.
Effect: Rapidly swirling ball of air in your hands
Duration: 1 min./level (D)
Saving Throw: None
Spell Resistance: Yes

A ball of viciously swirling air appears in your 
open hand. The air damages neither you nor your 
equipment.

In addition to providing the ability to move fogs 
and clouds, such as stinking cloud, the ball of air 
can be hurled or used to touch enemies. You can 
strike an opponent with a melee touch attack, deal-
ing air (slashing) damage equal to 1d6 +1 point 
per caster level (maximum +5). Alternatively, you 
can hurl the ball of air up to 120 feet as a thrown 
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weapon. When doing so, you make a ranged touch 
attack (with no range penalty) and deal the same 
damage as with the melee attack. No sooner do you 
hurl the ball of air than a new ball appears in your 
hand. Each attack you make reduces the remain-
ing duration by 1 minute. If an attack reduces the 
remaining duration to 0 minutes or less, the spell 
ends after the attack resolves.

This spell does not function underwater.

3 – Gust of Wind
4 – Wind Wall
5 – Air Walk
6 – Control Winds
7 – Air Tell

Air Tell
Evocation (Air)

Level: Brd 6, Drd 6
Components: V, S, DF
Casting Time: 10 minutes
Range: Personal
Target: You
Duration: 1 min./level (D)

You gain the ability to speak with the very air of 
a sealed room, a long-forgotten crypt, an under-
ground cavern with little access to the outside 
world, a space that needs to be teleported into or 
similar and has been infrequently visited, which 
relates to you who or what has been there as well 
as revealing what been said or done in that space 
The air relates complete descriptions if asked. The 
air’s perspective, perception, and knowledge may 
prevent the air from providing the details you are 
looking for.

You can only speak with air that is natural or usual 
for a given plane. It takes 1 minute to speak with 
the air that fills a 5,000 cubic feet volume (e.g. a 
25 x 20 x 10 feet room or a 50 x 10 x 10 corridor). 

After that time, the air is exhausted and has drifted 
away. The level of sound it makes reduces to noth-
ing as the minute draws to an end.

8 – Wind Walk
9 – Whirlwind

All nine poems only act as spells when accompanied 
on a “Blustering Lyre”.

Strong evocation and transmutation; CL 20th; Weight 
1 oz

Lyre 2 – Blustering Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

This instrument is a minor artifact made from the 
bones of an elder arrowhawk with strings made from 
the sinews of a couatl. It radiates strong transmutation 
(air) and evocation magic, as it has windwalk and con-
trol weather cast into it during its manufacture, which 
allows it to be used to accompany poems from “The 
Tone Poems of Ilma Luft”. At all times, it give a +5 bo-
nus to Perform (string instruments).

Strong evocation and transmutation; CL 20th; Weight 
1 lb

Book 3 – This book is a minor artifact named “”Fall 
Spree!”Tenn Says” and is made from the skins of a 
mimic (the cover) and a doppelganger (the pages). It 
is written by someone called Tenn Kalava. A Knowl-
edge (history; local; royalty and nobility) or Bardic 
Knowledge DC 30 check reveals this person was a no-
torious heartbreaker who was court bard of a minor 
kingdom many years ago, although no-one was ever 
able to confirm if they were male or female, as the per-
son appeared in both forms at various times. When 
studied, the book gives very clear instruction on how 
to improve your ability to cast Enchantment (charm) 

Third Shelf
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spells. If read by a bard, which takes a total of 48 hours 
over a minimum of six days, he gains an inherent abili-
ty to cast enchantment (charm) spells at 2 levels higher 
than his current level or 4 levels higher if he is using a 
“Charming Lyre”. If anyone else reads it, they find they 
are able to use a “Charming Lyre” as a replacement for 
any required material component or as a divine focus 
when casting enchantment (charm) spells.

Strong enchantment (charm); CL 20th; Weight 3 lbs

Harp 3 – Charming Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

This instrument is a minor artifact made from various 
parts from a quasit and an imp, although it is hard to 
tell what comes from what. It radiates strong enchant-
ment (charm) magic, as it has mass charm monster 
cast into it during its manufacture, which allows it to 
be used by spellcasters to cast improved enchantment 
(charm) spells after reading “”Fall Spree!” Tenn Says”. 
At all times, it give a +5 bonus to Perform (string in-
struments).

Strong enchantment (charm); CL 20th; Weight 3 lbs

Book 4 – This book is a minor artifact named “Scene 
As it Should Be” and is made from the skins of a gold 
dragon (the cover) and a guardian naga (the pages). It 
is written by someone called Koko Totuus. A Knowl-
edge (history; local; royalty and nobility) or Bardic 
Knowledge DC 30 check reveals this person was a bard 
who assisted clerics in their search for divine truths. 
When studied, the book gives very clear instruction on 
how to improve your ability to cast divination spells for 
either good or lawful purposes. If read by a bard, which 
takes a total of 48 hours over a minimum of six days, 
he gains an inherent ability to cast divination spells 
(for either good or lawful purposes) at 2 levels higher 

than his current level or 4 levels higher if he is using a 
“Truthful Lyre”. If anyone else reads it, they find they 
are able to use a “Truthful Lyre” as a replacement for 
any required material component or as a divine focus 
when casting divination spells for either good or lawful 
purposes.

Strong enchantment (charm); CL 20th; Weight 3 lbs

Harp 4 – Truthful Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

GM’s note – each of the PCs will have needed to touch 
this item whilst reciting the house motto in order to 
be able to see the contents of the scrolls in the cup-
board on the eastern wall, just above the secret door, 
in Room 20 (Number 1). Once touched, a ghostly 
image of the lyre rests on the PC’s right shoulder, 
and can be seen by anyone else who has touched it.

This instrument is a minor artifact made from the rib 
cage of a hound archon, whilst the strings seem to 
be the essence of a lantern archon. It radiates strong 
divination magic, as it has discern location and zone of 
truth cast into it during its manufacture, which allows 
it to be used to accompany poems from “Scene As it 
Should Be”. At all times, it give a +5 bonus to Perform 
(string instruments).

Strong divination; CL 20th; Weight 3 lbs

 

This room is clearly a chamber of study and learning 
once the PCs have entered it and given it even a cur-
sory look around It is clean, tidy, and quite luxuriously 
appointed, with expensive chairs, and pads of vellum 
next to assorted exotic writing instruments and inks 
on valuable tables.

What really catches the eye are the many hundreds of 
floating heads in this room, each of them translucent 
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light blue and wearing a thin silver circlet. The faces on 
the heads clearly look like purveyors of every craft and 
profession known across the planet, and indeed, if a 
PC calls out the name of a craft, profession or activity, 
a head will float towards the PC. Each circlet contains 
the spirit of a 20th level expert in that craft, profession 
or activity.

When the floating head is about 12 inches in front of 
the PC, the thin silver circlet on it will glow. The head 
hovers in front of the PC and dips forward slightly; the 
PC will find that she can remove the circlet if she so 
wishes. She can then place it on her own head; if she 
does put it on her head and leaves it there for 2 rounds, 
she gains a +1 insight bonus into that craft, profession 
or activity. Leaving it there for another 3 rounds adds 
a second +1 insight bonus; another 4 rounds adds an-
other +1; another 5 rounds add a fourth and finally an-
other 6 rounds adds a fifth and final +1 bonus, for a +5 
insight bonus in total after 2 minutes/20 rounds.

If she doesn’t place the circlet on her head within 2 
rounds, it disappears from her grip, or wherever she 
has put it, and reappears on the floating head in front 
of her, which then proceeds to rejoin the many hun-
dreds of others circling the room. As soon as she re-
moves it and 2 rounds pass, it does the same. If she 
removes it after gaining the first +1 bonus and then 
replaces it, it takes 5 rounds for the second +1 bonus 
to mentally materialise, and so on. A PC can only gain 
from a circlet once.

As the PCs watch the heads floating by, there is a cu-
mulative 1% chance per PC per round that they will 
see a head with a deeply burnished gold circlet on it. 
Engraved on the front of each of these will be one of 
the following names; however, each one actually has 
a different effect, as listed after the bold name on the 
circlet. Roll a d% to see what appears. Each circlet only 
appears once. If a circlet is repeated, move down the 
list to the next one that hasn’t been seen. The effects 
of a circlet come into play after it has been worn for 2 

rounds. A circlet only has a benefit if specifically listed, 
rather than bestowing the benefits of what it appears to 
be. There is no save for any of these changes, as they are 
effectively curses.

01-03 – Golem Manual – clay – Character’s hair grows 
1 inch longer per 10 minutes. Limited wish, wish or 
miracle stops this.
04-06 – Golem Manual – flesh – Character either 
shrinks ½ inch (01-50 on d%) or grows that much 
taller (51-100) per 10 minutes. Limited wish, wish or 
miracle stops this.
07-09 – Golem Manual – iron – Temperature around 
character is 10°F cooler than normal per 10 minutes. 
Limited wish, wish or miracle stops this. Appropriate 
actions to warm the character can balance this, but 
don’t stop it.
10-12 – Golem Manual – stone – Temperature around 
character is 10°F warmer than normal per 10 minutes. 
Limited wish, wish or miracle stops this. Appropriate 
actions to cool the character can balance this, but don’t 
stop it.
13-15 – Golem Manual – stone, greater – Character’s 
hair material changes. Equal chance it becomes earth, 
wood, ice or low grade copper (worth 1 cp per pound).
16-18 – Headband of Intellect +2 - Character’s skin ma-
terial changes. Equal chance it becomes earth, wood, 
ice or low grade copper (worth 1 cp per pound).
19-21 – Headband of Intellect +4 – Character now 
glows in the dark.
22-24 – Headband of Intellect +6 – Character’s gen-
der changes.
25-27 – Tome of Clear Thought – Character’s kind 
changes, with an equal chance of becoming any other 
humanoid type.
28-30 – Tome of Leadership and Influence – Char-
acter is afflicted with a random disease that cannot be 
cured.
31-33 – Tome of Understanding – Character’s align-
ment changes randomly to either true neutral, one step 
clockwise or one step anti-clockwise on the alignment 
wheel (equal chance for each).
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34-36 – Virtuous Grammar - actually acts as a Vacu-
ous Grimoire

Vacuous Grimoire

A book of this sort looks like a normal one on 
some mildly interesting topic. Any character who 
opens the work and reads so much as a single word 
therein must make two DC 15 Will saves.

The first is to determine if the reader takes 1 point 
of permanent Intelligence drain. The second is to 
find out if the reader takes 2 points of permanent 
Wisdom drain. To destroy the book, a character 
must burn it while casting remove curse. If the gri-
moire is placed with other books, its appearance 
instantly alters to conform to the look of those 
other works.

37-39 – Knowledge – arcana – +2 insight bonus gained. 
Character continually emits a disturbing sound (equal 
chance per round from moaning, weeping, screaming, 
cursing, insults, whistling, cackling, snarling).
40-42 – Knowledge – architecture and engineering 
– +2 insight bonus gained. Character looks ridiculous 
(garishly colored, silly shape, glows bright pink, . . .)
43-45 – Knowledge – dungeoneering – +2 insight 
bonus gained. Character becomes selfishly possessive 
about everything he owns or borrows from another 
PC.
46-48 – Knowledge – geography – +2 insight bonus 
gained. Character becomes paranoid about losing ev-
erything he owns and becomes afraid of damage oc-
curring to any of it.
49-51 – Knowledge – history – +2 insight bonus 
gained. Character must attack nearest creature (5% 
chance [01-05 on d%] each day at 8 p.m.)
52-54 – Knowledge – local – +2 insight bonus gained. 
Character is stunned for 1d4 rounds 1/day at 8 p.m.
55-57 – Knowledge – nature – +2 insight bonus 
gained. Character’s vision is blurry (-2 penalty on at-
tack rolls, saves, and skill checks requiring vision).

58-60 – Knowledge – nobility and royalty – +2 in-
sight bonus gained. Character gains one negative level.
61-63 – Knowledge – religion – +2 insight bonus 
gained. Character gains two negative levels.
64-66 – Knowledge – the planes - +2 insight bonus 
gained. Character must make a Will save DC 25 each 
day or take 1 point of Intelligence damage. The lost 
point returns at midnight and the next roll is made at 1 
minute past midnight.
67-69 – Perform – act – +2 insight bonus gained. 
Character must make a Will save DC 25 each day or 
take 1 point of Wisdom damage. The lost point returns 
at midnight and the next roll is made at 1 minute past 
midnight.
70-72 – Perform – comedy – +2 insight bonus gained. 
Character must make a Will save DC 25 each day or 
take 1 point of Charisma damage. The lost point re-
turns at midnight and the next roll is made at 1 minute 
past midnight.
73-75 – Perform – dance – +2 insight bonus gained. 
Character must make a Fort save DC 25 each day or 
take 1 point of Strength damage. The lost point returns 
at midnight and the next roll is made at 1 minute past 
midnight.
76-78 – Perform – keyboard instruments – +2 insight 
bonus gained. Character must make a Fort save DC 25 
each day or take 1 point of Dexterity damage. The lost 
point returns at midnight and the next roll is made at 1 
minute past midnight.
79-81 – Perform – oratory – +2 insight bonus gained. 
Character must make a Fort save DC 25 each day or 
take 1 point of Constitution damage. The lost point re-
turns at midnight and the next roll is made at 1 minute 
past midnight.
82-84 – Perform – percussion instruments – +2 in-
sight bonus gained. Character is polymorphed into a 
specific creature – use the reincarnation list to establish 
what this creature is (5% chance [01-05 on d%] each 
day at 8 p.m.). The change lasts 2d12 hours.
85-87 – Perform – sing – +2 insight bonus gained. 
Character must make a Will save DC 25 each day at 8 
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p.m., or finds she cannot cast arcane spells or benefit 
from arcane spells that are cast directly on her.
88-90 – Perform – string instruments – +2 insight 
bonus gained. Character must make a Will save DC 25 
each day at 8 p.m., or finds she cannot cast divine spells 
or benefit from divine spells that are cast directly on 
her.
91-93 – Perform – wind instruments – +2 insight bo-
nus gained. Character must make a Will save DC 25 
each day at 8 p.m., or finds she cannot cast any spells 
or benefit from any spells that are cast directly on her.
94-96 – Helm of Comprehend Languages – +2 insight 
languages gained. Also acts as a Helm of Opposite 
Alignment

The final item on the list is the following. It is clearly 
different from every other circlet, as it is a combina-
tion of hemp and bark when on its floating head, but 
becomes a normal, soft felt hat when the circlet is re-
moved from it.

97-100 – Hat of Disguise – adds a +2 insight bonus to 
all disguise checks.

GM’s note – each of the PCs will have needed to wear 
this item whilst reciting the house motto in order to 
be able to see the contents of the scrolls in the cup-
board on the northern wall closest to the eastern 
wall in Room 20 (Number 2). Once 1 PC has found 
it, it can be handed to the others without difficulty. 
Once worn, a ghostly image of the lyre rests over the 
PC’s head and can be seen by anyone else who has 
touched it.
 

This room is clearly a chamber of restoration and heal-
ing. It is clean, tidy, and quite luxuriously appointed, 
with massage benches and cabinets full of potions, tab-
lets, and similar natural and magical medicines.

Once per day, a creature can pick up a potion vessel, 
imagine what they want it to be, and it they recite the 

house motto, it becomes that potion. Any vessel that is 
capable of that is made of copper. Once the potion has 
been drunk, the vessel simply vanishes.

If the potion is drunk without the house motto being 
recited, it has the exact reverse effect of the stated po-
tion.

There are some specific potions and salves floating 
around, and these are in silver vessels. As the PCs search 
through the vessels, there is a cumulative 1% chance 
per PC per round that they will find one of these silver 
jars. Engraved on the front of each of these will be one 
of the following names; however, each one actually has 
a different effect, as listed after the bold name on the 
vessel. Roll a d% to see what appears. Each vessel only 
appears once. If a vessel is repeated, move down the list 
to the next one that hasn’t been seen. The contents of 
a vessel only has a benefit if specifically listed, rather 
than bestowing the benefits of what it appears to be. 
There is no save for any of these changes, as they are 
effectively curses.

01-05 – Body Oil of Invocation – Character must eat 
twice as much as normal for one month.
06-10 – Body Oil of Truth – Character must sleep 
twice as much as normal for one month.
11-15 – Body Powder of Appearance – Character 
must undergo a specific quest to present himself to the 
king, within one month.
16-20 – Body Powder of Disappearance – Character 
gains +1 Dex but must sacrifice (destroy) 100 gp worth 
of valuables per day during this month or suffer -1 Dex 
for the same period.
21-25 – Body Powder of Dryness – Character gains +1 
Con for one month but must sacrifice (destroy) 2,000 
gp worth of magic items each week during this month 
or suffer -1 Con for the same period.
26-30 – Body Powder of Illusion – Character must 
swear fealty to a particular noble or his family that is 
currently out of favor with the king.
31-35 – Body Powder of Timelessness – Character 

Room 18
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gains +1 to every ability for 10 minutes but must dis-
card all magic items for the same period of time.
36-40 – Elixir of Fire Breath – Character must wor-
ship Loviatar. The usual methods can reverse this, but 
they won’t happen whilst in the House.
41-45 – Elixir of Hiding – Character claims to be an 
entirely different class, and at the next opportunity at-
tempts to show that they were never really the class 
everyone thought they were by using skills, feats and 
special abilities associated with the new class. This lasts 
for 1 day per level of the character.
46-50 – Elixir of Love – Character changes her name 
to that of the person she loves, demands to be called 
that name by everyone else, and refuses to do anything 
unless another PC says, “Please (insert new name), will 
you (insert action) for us?” This lasts for 1 hour.
51-55 – Elixir of Sneaking – Character’s skill ranks, as 
listed, all move on two places, making some skills bet-
ter and some worse. This lasts for 20 minutes.
56-60 – Elixir if Swimming – Character must be 
cleansed with holy/unholy water every 5 minutes for 
the next 30 minutes or he spontaneously combusts.
61-65 – Elixir of Truth – Character must kill a living 
creature in the next 5 minutes or she attacks a party 
member. She knows this the moment she samples the 
elixir and can tell the other party members. Remember, 
humanoid opponents are only meant to be subdued.
66-70 – Elixir of Vision – Main weapons or suit of ar-
mour need to be used within the next 5 minutes, other-
wise they can’t see the point of their existence and shit 
down for a number of minutes equal to 5 multiplied 
the magical bonus.
71-75 – Incense of Meditation – Characters armor 
and weapons all suddenly ask to be blessed, otherwise 
any magical bonus they possess will be suppressed for 
5 minutes per “plus of magical bonus (i.e. a +2 suit of 
armor will lose that +2 bonus for 10 minutes)
76-80 – Restorative Ointment – Character must sacri-
fice some part of her life energy (2 points of any ability, 
choose at random) one time. If the character gets the 
ability points back (such as from a restoration spell), 

another 2 points disappear at random. If the character 
receives an ability increase caused by level gain, a wish 
or miracle, or the use of a magic item, then the another 
loss doesn’t occur. At the end of 24 hours, the original 
2 points reappear either on the original ability OR on a 
randomly selected on, at the GM’s discretion.
81-85 – Salve of Slipperiness – Character must place 
a drop of his own blood on every item he owns, other-
wise after 10 rounds each one will slip from his person 
at a rate 1 per round (select randomly)
86-90 – Stone Salve – Character is suddenly bathed in 
volcanic lava 10 minutes after touching the salve. This 
cleanses the character of all possessions (magic items 
are allowed a Fort save DC 20 to resist) and leaves her 
standing naked in the middle of a 20 feet radius pool.

The final item on the list is the following. It is clearly 
different from every other vessel as it is a combina-
tion of white gold and platinum. When opened, the 
unguent is deep black flecked with silver motes that 
twinkle like stars.

91-00 – Unguent of Timelessness – will save the PC 
from 1 month of aging.

GM’s note – each of the PCs will have needed to 
daubed themselves with a little of this item whilst 
reciting the house motto in order to be able to see 
the contents of the scrolls in the cupboard on the 
northern wall closest to the western wall in Room 20 
(Number 3). Once 1 PC has found it, it can be hand-
ed to the others without difficulty. Once daubed, a 
ghostly image of the unguent can be seen on wher-
ever the PC’s placed it, and can be seen by anyone 
else who has done the same it.

38



This room is clearly a chamber of dressing and prepa-
ration. It is clean, tidy, and quite luxuriously appointed, 
with 4 spacious wardrobes against the east wall at its 
southern end, and 4 mirrors on the south and west 
walls, either side of the doors. At present they aren’t re-
flecting any light. There are also 4 tables dotted around, 
each with an assortment of clothes brushes on them.

The wardrobes are 5 feet deep, but if anyone opens 
the doors of any one of them, a 25 feet long rail shoots 
across the room, acting as a trap, as any impact deals 
significant damage. This rail is 5 lengths of metal, each 
5 feet long, that sit one inside the other and extend 
outwards under the power of a spring. This means that 
20 feet of rail sticks out into the room, whilst 5 feet 
is anchored inside the wardrobe.They are also electri-
fied and light up, so that anything that is hanging from 
them is illuminated.

The rails are currently rigged so that anyone opening a 
wardrobe who is unauthorised to do so will trigger the 
trap. They can be safely opened by anyone reciting the 
house motto 1 round before doing so.

Each wardrobe contains items of clothing, which are 
suspended from the rail, one per 5 feet long section. 

There is an electric buzz as they come to a standstill, 
and then light floods down from the rail onto the cloth-
ing. The clothing can be tried on, and even taken away, 
but all have a condition on them for operating. Most of 
these conditions are very restrictive.

Clothing item 1 is in the wardrobe, item 5 is furthest 
from it when the rail is fully extended.

All items appear to work normally for 3 rounds, then 
automatically have their major effect occur for 1 
round (if it has one), then cease to work unless their 
particular criteria is met.

1 – Cape of the Mountebank - only works in tempera-
tures below -15 oC (5 oF)
2 – Clock of the Arachnida – only works in tempera-
tures above 55 oC (131oF)
3 – Cloak of the Bat – only works during the day be-
tween 30 minutes before midday and 30 minutes after 
it.
4 – Cloak of Charisma – only works during the night 
between 30 minutes before midnight and 30 minutes 
after it.
5 – Cloak of Major Displacement - only works in di-
rect sunlight

1 – Cloak of Elvenkind – only works in areas of pitch 
black
2 – Cloak of Etherealness – only works out of water
3 – Cloak of the Manta Ray – only works in precipita-
tion of any kind
4 – Cloak of Resistance +3 – only works underground, 
1,000 feet from anyone or anything friendly
5 – Mantle of Faith – only works above ground, 1,000 
feet away from anyone else of faith

 Room 19

Rapidly Moving, Electrified 
Rail Trap

CR 8; mechanical; trigger location 
(open doors); reset manual (close doors);

Effect Atk +25 ranged (5d6 bludgeoning, 5d6 
electrical), one metal rail 4 inches by 4 inches, 
multiple targets in a 5 feet wide line 20 feet in 
front of the wardrobes,

Search/Perception DC 27, Disable Device DC 
18

Wardrobe 1

Wardrobe 2
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1 – Mantle of Spell Resistance – only works when with-
in 100 feet of a creature with Intelligence 1 or lower
2 – Black Robe of the Archmagi – only works when 
within 100 feet of dwarven men
3 – Robe of Blending – only works with 100 feet of a 
creature with 12 or more ranks in Spot/Perception
4 – Robe of Bones – only works within 100 feet of an 
undead creature
5 – Robe of Eyes – only works when within 100 feet of 
someone who is blindfolded

1 – Robe of Scintillating Colors – only works when in 
rooms that are totally gray/gray tones
2 – Robe of Stars – only works for someone of Lawful 
Evil alignment
3 – Robe of Useful Items – works as stated

GM’s note – each of the PCs will have needed to wear 
this item whilst reciting the house motto in order to 
be able to see the contents of the scrolls in the cup-
board on the western wall, just above the secret door, 
in Room 20 (Number 4). Once 1 PC has found it, it 
can be handed to the others without difficulty. Once 
worn, a ghostly image of the robe covers the PC’s 
body, and can be seen by anyone else who has worn 
it.

4 – Robe of Powerlessness – Only works within 100 feet 
of a giant
5 – Robe of Vermin – Only works when within 100 feet 
of a cat
 

This is the room of Arvoitus Loihtia. She is a half-fiend 
sorcerer (16th level) and determined to keep Hakija 
and “his cronies” away from any evidence. She will 
do her utmost to delay the PCs and put them on the 
back foot; the spells she knows have always been defen-

sive and are there to make sure she gets the maximum 
out of life with the minimum risk. It is so much more 
straightforward to pay someone less than you earn to 
risk their life for you, is the way she thinks.

Arvoitus has all of the tattoos and all of the ghostly 
images about her body. Of course, none of these can 
be seen unless another person has gone through the 
same processes to gain them, unless a wish or mira-
cle is used to reveal them.

Arvoitus Loihtia (Sorcerer, 16th level, half-fiend)

Arvoitus Loihtia understands the ruling of “Riittava 
Epaily“, or “Sufficient Suspicion”, and “Sovittaa Yhteen”, 
or “Combined Atonement”, very well, having lived 
through a number of them in the past and having nev-
er lost a case. She will not attack the PCs unless they 
attack her, instead offering to help them but instead 
delaying them for as long as possible. The only person 
she will show any sign of anger with is Kosto Hakija; 
she has always been unable to maintain a complete 
mask of indifference when face-to-face with those who 
have brought cases against her. There is a cumulative 
1% chance per round of contact with Hakija that she 
will attempt to subdue him. This will quickly become 
a contest of magic between two powerful casters. The 
GM can use this to remove Hakija from events if the 
PCs are having an easy time of things and/or are using 
Hakija and his iron golem a little too frequently.

The cupboard on the eastern wall, just above the se-
cret door (cupboard number 1), contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has held the truthful lyre whilst reciting the house 
motto in Room 16, and items from Rooms 1,2 and 21 
(containing the letters “H”, “O” and “W”). If a PC has 
done the above, they will find that the scrolls contain 
plans describing how creatures have been and will be 

Wardrobe 3

Wardrobe 4

Room 20

Cupboard 1
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“relieved” of items. There is a 1% chance per round 
when looking at a particular scroll that is written in the 
future tense of it turning to the past tense, as the plan 
comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

The cupboard on the northern wall closest to the east-
ern wall (cupboard number 2) contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has worn the hat of disguise whilst reciting the house 
motto in Room 17, and the appropriate items from 
Rooms 21, 1 and 2 (containing the letters “W”, “H” and 
“O”). If a PC has done the above, they will find that 
the scrolls contain details of who the creatures that 
have been and will be “relieved” of items. There is a 1% 
chance per round when looking at a particular scroll 
that is written in the future tense of it turning to the 
past tense, as the creature has the item taken from it.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

The cupboard on the northern wall closest to the west-
ern wall (cupboard number 3) contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has daubed himself with some unguent of timelessness 
whilst reciting the house motto in Room 18, and the 
appropriate items from Rooms 21, 1, 3 and 4 (contain-
ing the letters “W”, “H”, “E” and “N”). If a PC has done 

the above, they will find that the scrolls contain plans 
describing when creatures have been and will be “re-
lieved” of items. There is a 1% chance per round when 
looking at a particular scroll that is written in the fu-
ture tense of it turning to the past tense, as the plan 
comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

The cupboard on the western wall, just above the se-
cret door (cupboard number 4), contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These 
will appear to be blank unless the person looking at 
them has worn the robe of useful items whilst recit-
ing the house motto in Room 19 and the appropriate 
items from Rooms 21, 1, 5 and 6 (containing the let-
ters “W”, “H”, “A” and “T”). If a PC has done the above, 
they will find that the scrolls contain plans describing 
what items creatures have been and will be “relieved” 
of. There is a 1% chance per round when looking at a 
particular scroll that is written in the future tense of it 
turning to the past tense, as the plan comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

To gain the full evidence they need to prove what hap-
pened to Hakija, the PCs will need to find all 4 scrolls 
relating to the plan to trick him. Without some form 
of magic, the roll to find the first scroll relating to him 
from any one of the 4 cupboards is Search/Perception 
DC 100, reduced by 5 for each person looking in ad-
dition to the main PC. This chance then decreases by 
1 per round for each person looking until the scroll is 
found.

Cupboard 2

Cupboard 3

Cupboard 4
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As an example of the above, a party of 4 (including 
Hakija) enters the room and each of them has the re-
quired symbols and items to search for all the scrolls. 
The initial roll will be DC 100 minus 15 for the three 
helpers, making DC 85. The roll will then decrease by 4 
each round, because 4 people are looking, making the 
DC for successive rounds 81, 77, 73, 69 and so on.

Once the first scroll is found, the party can either use 
the code number as a way to immediately call forth the 
three relevant scrolls from the other cupboards, or they 
have to repeat the process. However, the initial roll de-
creases by 10 for each of the next cupboards, being DC 
90, 80 and 70 respectively.

A limited wish or discern location will reveal one scroll, 
a wish or miracle 2 scrolls, if they are used to draw them 
forth.

 

 

The PCs will arrive in a random square in this area af-
ter using the “up” transport plate in Room 15. To get 
out of the area, they need to use “down” transport plate 
of the floor in the centre of the west wall.

On the floor, next to the Earth symbol used for 
transport, is a mosaic of the letter “W” which can be 
clearly seen at all times by anyone. PCs will need to 
have gained an item from this room in order to see 
the contents of the scrolls stored on all 4 of the cup-
boards in Room 20.

This dry, dusty space is the home of a pair of colossal 
fiendish monstrous scorpions. When the first member 
of the party enters, they will be on the ceiling of the 
roof space, but will quickly move towards this PC down 
the north and south walls, flanking her with their first 
attack.

In the centre of the space, appearing to be a support 
prop 10 feet in diameter, is a variety of roper that has 
evolved to live in urban environments. Its immunities, 
resistances and vulnerabilities have adapted over time, 
as has the damage dealt by its strands. The creature’s 
50-feet long strands can reach any part of the area, in-
cluding deep into the corners.

Roof space
 

Room 21

(2) Fiendish Colossal Monstrous 
Scorpions 
3.5E (300 hp) | Pathfinder (300 hp)

(1) Urban Roper
3.5E (85 hp) | Pathfinder (162 hp)
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Hanging from the roof around the roper are 12 chests, 
each one about 5 feet from the floor. These can only 
been seen and handled if a PC is carrying one of the 
miniature chests from Room 32 in the sub-basement. 
A character without a miniature chest won’t know that 
they are there, even if told by someone who can see 
them. Each chest is 2 feet by 2 feet by 4 feet, no matter 
what they contain.

The chests contain the following:

2,315 platinum pieces. These are cursed and will dou-
ble in weight every 10 minutes they are out of the chest.

A wand of restoration with 7 charges. However, the 5th 
charge is cursed, and doubles the damage it is being 
used to restore.

3 potions of neutralize poison and 3 cursed potions of 
neutralize poison that double the effect they are meant 
to be curing (Fort DC 28 to resist).They are indistin-
guishable from each other without testing.

A necklace of strangulation

One platinum ring from a pair of rings of friend shield. 
The other is in Room 33 (SBR3)

An intelligent +3 dagger (Int 13, Wis 10, Cha 13; 60 ft 
vision and hearing [Common and Infernal]; 10 ranks 
in Spot; cure moderate wounds [2d8+3] 3/day)

A chest trapped with an energy drain trap, set off when 
someone looks inside.

A rod of Alertness

A huge, 24HD invisible stalker. it will only leave the 
chest for Arvoitus Loihtia OR someone with: all the 
tattoos from rooms 7, 8, 9, 11, 12 and 13; all the images 
from rooms 16, 17, 18 and 19; items from sub-base-
ment rooms 31, 32, 33 and 34; a material from rooms 
1, 2, 3, 4, 5, and 6; a question mark from chest 12; evi-
dence that they have killed Arvoitus Loihtia. Otherwise 
it stays in the chest, but will answer questions from the 
PCs. If they attack it, it retreats deep into the chest. If 
any PC follows it, he finds himself in a micro-pocket 
of the Elemental Plane of Air, with all the issues that 
entails. Re-finding the chest is a task left to the GM; for 
the sake of simplicity, there is a cumulative 1% chance 
per hour that a PC comes across it again. If you want to 
add the event to the timescale of the adventure, make 
it 1% per minute or round, so the PC has a chance of 
re-entering the adventure. However, it is there as a re-
minder not to chase after everything you see when you 
only have a little time at your disposal.

Energy Drain Trap

CR 10; magic device; visual trigger (true 
seeing); automatic reset;

Atk +8 ranged touch; spell effect (energy drain, 
17th-level wizard, 2d4 negative levels for 24 
hours, DC 23 Fortitude save negates)

Search/Perception DC 34, Disable Device DC 
34

Chest 1

Chest 3

Chest 2

Chest 4

Chest 5

Chest 6

Chest 7

Chest 8

Chest 9
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Food; it smells delicious. If sampled, a Will save DC 30 
is required to resist sitting and eating for a number of 
minutes equal to your Constitution score.

A 15 feet long Lance of Puncturing

Three times per day, this +2 wounding lance allows the 
wielder to make a touch attack with the weapon that 
deals 1d6 points of Constitution damage by draining 
blood. Creatures immune to critical hits are immune to 
the Constitution damage dealt by this weapon.

Strong necromancy; CL 13th; Craft Magic Arms and 
Armor, harm; Price 50,310 gp; Cost 25,310 gp + 2,000 
XP.

This chest has the letter “W” carved into its surface 
hundreds of times, although each one is entirely clear 
if the chest is concentrated on. Inside are dozens of 
carved question marks – “?” – made from innumer-
able materials that represent all of the types of items 
that House Loihtia deals in. Each PC needs to take 1 
of these question marks in order to be able to see the 
contents of any of the scrolls in Room 20.

There is also a wand of gaseous form with 50 charges

 

This level is a straightforward fight. House Loihtia has 
done a LOT of deals over the years and has a good 
grasp of the entire range of creatures that exist over the 
multiplanes. Each room represents a plane of align-
ment, and there are created and summoned creatures 
that represent these planes within them. However, each 
room does have a clear way in and out (albeit that they 
are secret) and these creatures do not follow the PCs or 

NPCs. Fighting defensively whilst the secret doors are 
found and opened is as good a tactic as attempting to 
destroy everything on this level, which is time consum-
ing and could be costly. Sometimes words are mightier 
than weapons as well.

The doors are all found on a Search/Perception DC 
32 roll.

 

This room has a Neutral Evil air – gray, gloomy, soul-
less, with a sense of hopelessness , strong enough for 
other neutral or good creatures to take -2 penalty on 
Charisma, Intelligence and Wisdom-based checks 
whilst in here – and contains a creature originally cre-
ated by the second trap in Room 6, a fully advanced 
flesh golem (27 HD). It has been placed here to guard 
the entrance way around the mini-maze of secret 
rooms, although its component parts each have a sliver 
of individual sentience, and if given the chance, will 
take to golem back towards Room 6. If the PCs flee in 
that direction, it will appear as if the golem is follow-
ing them. This sentience also means that the pieces will 
push the golem in the direction the PCs go when they 

Chest 10

Chest 11

Chest 12

Basement

Room 22
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begin to work their way through this level; again, this 
will make it look like the golem is aggressively pursu-
ing them, when in fact the parts know that where other 
creatures go, it usually means the way back to the Hall-
way and therefore Room 6.

The secret doors in the east and west walls can both be 
opened from this room. The secret door in the north 
wall can’t be opened from this room.

 

This room has a Lawful Evil air – elements of ash, ice 
and frozen rock can be felt, along with a sense of domi-
nating cruelty, strong enough for good or chaotic crea-
tures to take -2 penalty on Charisma, Intelligence and 
Wisdom-based checks whilst in here – and contains a 
barbed devil that stands ready to delay the party with 
its life.

A character that is Lawful Evil can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or equivalent (whilst the creature 
is hostile towards any non-Lawful Evil PC, it starts as 
Indifferent towards anyone of the same alignment)

A PC of any alignment other than Lawful Evil can In-
timidate the creature.

If a fight ensues, the devil disappears when it reaches 
zero hit points.

The secret door in the north wall can be opened from 
this room. The secret door in the east wall can’t be 
opened from this room.

 

This room has a Lawful Neutral air – a sense or or-
der, planning and measured control, strong enough 
for other neutral or chaotic creatures to take -2 penalty 
on Charisma, Intelligence and Wisdom-based checks 
whilst in here – and contains a kolyarut that stands 
ready to delay the party with its life.

A character that is Lawful Neutral can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 
roll and a gift of 5,000 gp or equivalent (whilst the crea-
ture is hostile towards any non-Lawful Neutral PC, it 
starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Lawful Neutral can 
Intimidate the creature.

If a fight ensues, the inevitable disappears when it 
reaches zero hit points.

The secret doors in the north and south walls can both 
be opened from this room.

 

This room has a Lawful Good air – it is clean per-
fectly proportioned, in excellent decor and has a sense 
of beauty and calm, strong enough for evil or chaotic 
creatures to take a -2 penalty on Charisma, Intelligence 
and Wisdom-based checks whilst in here – and con-
tains a trumpet archon that stands ready to delay the 
party with its life.

(1) Advanced Flesh Golem
3.5E (188 hp) | Pathfinder (162 hp)

Room 23

(1) Barbed Devil
3.5E (126 hp) | Pathfinder (138 hp)
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Room 24

(1) Kolyarut Inevitable
3.5E (91 hp) | Pathfinder (158 hp)

Pathfinder® Roleplaying Game: Bestiary 2™

Room 25
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A character that is Lawful Good can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or equivalent (whilst the creature 
is hostile towards any non-Lawful Good PC, it starts 
as Indifferent towards anyone of the same alignment)

A PC of any alignment other than Lawful Good can 
Intimidate the creature.

If a fight ensues, the archon disappears when it reaches 
zero hit points.

The secret doors in the south and east walls can both be 
opened from this room.

 

This room has a Chaotic 
Evil air – it is intensely 
uncomfortable to walk 
on, disorganised, ugly 
and has an oppres-
sive, unforgiving air, 
strong enough for 
lawful or good crea-
tures to take a -2 
penalty on Charis-
ma, Intelligence and 
Wisdom-based checks 
whilst in here – and con-
tains a glabrezu that stands ready to 
delay the party with its life.

A character that is Chaotic Evil can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll and 
a gift of 5,000 gp or equivalent (whilst the creature is 
hostile towards any non-Lawful Good PC, it starts as 

Indifferent towards anyone of the same alignment)
A PC of any alignment other than Chaotic Evil can In-
timidate the creature.

If a fight ensues, the demon disappears when it reaches 
zero hit points.

The secret door in the north wall can be opened from 
this room. The secret door in the west wall can’t be 
opened from this room.

 

This room has a Chaotic Neutral air – it is mis-
matched, random, seemingly shifting im-

perceptibly, and has a sense of roiling 
change, strong enough for other 

neutral or lawful creatures to 
take a -2 penalty on Cha-

risma, Intelligence 
and Wisdom-based 

checks whilst in 
here – and contains 
a chaotic hill giant 
dire wereboar, in 

hybrid form, that 
stands ready to delay 

the party with its life.

A character that is Chaotic 
Neutral can strike a tempo-
rary “peaceful passage pact” 
on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or 

equivalent (whilst the crea-
ture is hostile towards any 
non-Chaotic Neutral PC, it 

(1) Archon, Trumpet
3.5E (126 hp) | Pathfinder (175 hp)
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(1) Glabrezu Demon 
3.5E (188 hp) | Pathfinder (162 hp)
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starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Chaotic Neutral can 
Intimidate the creature.

If a fight ensues, the lycanthrope disappears when it 
reaches zero hit points.

The secret doors in the north and south walls can both 
be opened from this room.
 

This room has a Chaotic Good air – it is worked stone, 
yet clearly reflects the natural beauty of the rock, both 
the calmness of a peaceful day and the power of a cha-
otic storm, and does so strongly enough for lawful or 
evil creatures to take a -2 penalty on Charisma, Intel-
ligence and Wisdom-based checks whilst in here – and 
contains a ghaele that stands ready to delay the party 
with its life.

A character that is Chaotic Good can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 
roll and a gift of 5,000 gp or equivalent (whilst the crea-
ture is hostile towards any non-Chaotic Good PC, it 
starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Chaotic Good can 
Intimidate the creature.

If a fight ensues, the ghaele disappears when it reaches 
zero hit points.

The secret doors in the west and south walls can both 
be opened from this room.

 

This room has a Neutral Good air – the colors of the 
stone seem alive, more vibrant even idyllic, strong 
enough for other neutral or evil creatures to take a -2 
penalty on Charisma, Intelligence and Wisdom-based 
checks whilst in here – and contains a leonal that stands 
ready to delay the party with its life.

A character that is Neutral Good can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or equivalent (whilst the creature 
is hostile towards any non-Neutral Good PC, it starts 
as Indifferent towards anyone of the same alignment)

A PC of any alignment other than Neutral Good can 
Intimidate the creature.

If a fight ensues, the guardinal disappears when it 
reaches zero hit points.

The secret doors in the east, west and south walls can 
all be opened from this room.

 

 

(1) Chaotic Hill Giant Dire 
Wereboar
3.5E (185 hp) | Pathfinder (223 hp)

Room 28

Room 29

(1) Ghaele
3.5E (65 hp) | Pathfinder (136 hp)
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(1) Leonal
3.5E (114 hp) | Pathfinder (147hp)
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This room has a True Neutral air – it is empty, with 
no distinguishing marks on the ceiling or walls. When 
the doors close, they are virtually impossible to find, 
although making a definite effort reveals them as pre-
viously stated. The air is still and quiet, and atmosphere 
is of balance and harmony, with no deviation, in a way 
that is strong enough for anything non-True Neutral to 
take a -2 penalty on Charisma, Intelligence and Wis-
dom-based checks whilst in here. There isn’t a creature 
in this room. There is a wand of reduce person, double 
(30 charges) that is placed on a permanent floating disc.

With an urgent need to keep items that are particu-
larly private and valuable out of the way of prying eyes, 
Arvoitus Loihtia decided that “less would be more”, so 
placed everything down very narrow shafts.

However, she knew that in order to get past her own de-
fences, she would need to enhance magic that already 
existed, making it more potent and breaking through 
one of the known tenets of a particular spell; that you 
couldn’t be affected by two reduce person spells at the 
same time. So she worked on enhancing the original 
spell, bending the related spell reduce person, mass to 
her own will, and eventually found a way to make 2 of 
the spells work in tandem. She has never been able to 
make more than 2 work; each time she has tried more, 
her subjects have either winked out of existences or 
collapsed into a pool of rubberised bones and intesti-
nal gore.

Room 30

Reduce Person, Double

Level: Sor/Wiz 4
Components: V, S, M
Casting Time: 1 round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One humanoid creature
Duration: 1 min./level (D)
Saving Throw: Fortitude negates

Spell resistance: Yes

This spell causes instant diminution of a human-
oid creature, quartering its height, length, and 
width and dividing its weight by 64. This decrease 
changes the creature’s size category to the second 
smaller one (e.g. huge becomes medium, medi-
um becomes tiny). The target gains a +4 size bo-
nus to Dexterity, a -4 size penalty to Strength (to 
a minimum of 1), and a +2 bonus on attack rolls 
and AC due to its reduced size.

A Small humanoid creature whose size decreases 
to Diminutive has a space of 11/4feet and a natu-
ral reach of 0 feet (meaning that it must enter an 
opponent’s square to attack). A Large humanoid 
creature whose size decreases to Small has a space 
of 5 feet and a natural reach of 5 feet. This spell 
doesn’t change the target’s speed.

All equipment worn or carried by a creature is 
similarly reduced by the spell.

Melee and projectile weapons deal less damage. 
Other magical properties are not affected by this 
spell. Any reduced item that leaves the reduced 
creature’s possession (including a projectile or 
thrown weapon) instantly returns to its normal 
size. This means that thrown weapons deal their 
normal damage (projectiles deal damage based 
on the size of the weapon that fired them).

Multiple magical effects that reduce size do not 
stack, so this spell can not be used on a person 
twice.

Reduce person (double) counters and dispels en-
large person.

Reduce person (double) can be made permanent 
with a permanency spell.

Material Component: A pinch of powdered lead.
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If anyone walks towards the walls without looking for 
the secret doors, they find their gravitational direction 
changes so that they can stand on them. The same then 
goes for the ceiling. Every 5 rounds that a PC spends 
in this room makes the Search/Perception check to 
find the doors go up by one. After 4 minutes, when the 
Search/Perception check is DC 40, the room appears 
to be the inside of a sphere and the DC to find the way 
out increases by 2 for every additional 5 rounds the PC 
spends in here. Once the Search/Perception check is 
DC 50, only a wish or miracle will get the PC out from 
within the room, as it now appears to be getting bigger 
and bigger. During all this time, if someone opens the 
door in the north wall, this process immediately ceases.

The only clear difference between the walls ceiling and 
floor are 4 holes in the floor, each about 6 inches across. 
If anyone checks them, a Search/Perception DC 10 
roll reveals them to be lead tubes, which descend verti-
cally, as far as anyone can tell. The airlocks and valves 
within the tubes are also made of lead.

Each of these tubes lead firstly to an airlock valve, about 
10 feet down. At this point, the tubes widen to about 
12 inches across in a section 12 inches high. There is a 
small wheel, about 4 inches across, at the base of each 
of these cylindrical chambers. In all 4 cases, the wheel 
is attached to a hatch that raises and grants access to 
an airlock. These chambers are also about 12 inches in 
diameter but 18 inches in length. There is a wheel at 
the top and bottom of each of the airlocks. The bottom 
hatches will not open unless the top hatches are closed, 
and vice versa.

Once the bottom hatch is open in each tube, it reveals 
another tube that is 6 inches in diameter. This is identi-
cal for all 4 tubes. These too descend 10 feet and opens 
out into the rooms below, Rooms 31, 32, 33 and 34.

 

 

Each of these 4 rooms, all sized 30 by 30 by 20 feet, is 
set up in an almost identical way, although they con-
tain different items. There are two sets of shelves, each 
full of the listed item for that room. If a PC takes one of 
the items another replaces it, as there are an apparently 
infinite number of them available.

All of the items are individually tuned to the PC or 
NPC that gains them. They are not interchangeable, 
as the items that a character gains have responded 
to the answers they gave. However, 1 character could 
polymorph into another character, give the correct 
answers and gather all the items for the party this 
way.

The rooms themselves are made of lead; the floors, 
walls and ceilings are entirely this material, 20 feet 
thick, as the rooms are actually carved out of a block 
that is 100 by 100 by 60 feet in size. They are all flaw-
less, as Arvoitus Loihtia smooths any sign of damage 
away with magic and/or someone else’s elbow grease, 
as required.

Sub-basement
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Each room also has a floor trap; these can be avoided 
by not touching the floors, as they all have touch trig-
gers. If anything is dropped on the floor, it triggers the 
trap.

 
The 2 shelving units in this room each have handles 
on them on the front of every shelf. They are seen on 
a Spot/Perception DC 25 roll if light is taken into the 
room.

If a PC touches the floor in this room, she sets off a 
trap. If she sets this first trap off, she will hit the ceiling 
and will set an identical second trap off. A Reflex save 
is needed every round to avoid damage unless the PC 
states they are trying to grab the handles on the shelf to 
stop the “falling” in each direction.

The 2 sets of shelves in this room are crammed with 
blank scrolls, each made from thick vellum and bound 
with a silk ribbon sealed with a wax crest of House Loi-
htia. There are thousands upon thousands of scrolls, 
each 1 inch in diameter and 12 inches in length when 
rolled. If anyone tries to take one without answering 
the question, the scrolls all shrink back from whatever 
is trying to grasp them (hand, tentacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“How do you spend your days?”

The answer is the PC’s class(es) – bard, ranger, wizard, 
and so on. When the correct answer is given, one of the 
blank scrolls floats towards the PC and stops about an 
arms length in front of him at chest level; it can now be 
held and stored.

If a wish or miracle spell is used to gain a scroll, it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a scroll in the correct way, they 
have one of the 4 items required to see the items in 
Rooms 1, 2, 3, 4, 5 and 6.
 

The 2 shelving units in this room each have 5 mithril 
taps on top of them. They are seen on a Spot/Percep-
tion DC 20 roll if light is taken into the room, DC 35 
if not. If checked, the taps have a storage tank behind 
them.

If a PC touches the floor in this room, he sets off a trap. 
If the PC fails the Reflex save, the heightened grease 
spell sends him onto his back. if this happens, a shal-
low grave-like depression opens up in the floor and the 
10 mithril taps direct cold liquid lead at the character. 
This coats the character from head to foot, leaving a 
vague impression and outline of the PC on show, but 
effectively imprisoning him.

Room 31 (SBR1)

Reverse Gravity Trap on floor 
and ceiling

CR 11; magic device; trigger touch (the 
floor and ceiling); reset automatic;

Spell effect (reverse gravity 15th level druid, re-
peats for 15 rounds before reset, 2d6 fall [upon 
hitting the ceiling of the 20-ft.- high room], then 
2d6 fall [upon falling 20 ft. to the floor when the 
trap switches], DC 22 Ref save avoids damage, 
DC 30 allows a PC to grab the handles on the 
shelves, stop the movement and take no further 
damage)

Search/Perception DC 32, Disable Device DC 
32.  For top and bottom trap. Both need the house 
motto to be recited as part of the disabling pro-
cess.

Additionally, every 5 blows that the physical ar-
mor a PC is wearing takes reduces its effective-
ness by 1 AC point.

Room 32 (SBR2)
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The 2 sets of shelves in this room are crammed with 
painting/writing sticks (think calligraphy), each made 
from a 8 inches long shaft with a 1 inch long nib, and 
with a bone crest of House Loihtia embedded in it as 
a guide for an index finger. There are thousands upon 
thousands of sticks, but if anyone tries to take one 
without answering the question, the sticks all shrink 
back from whatever is trying to grasp them (hand, ten-
tacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“Who do you pledge your mind, body and soul to?”

The answer is the PC’s deity and therefore alignment. 
When the correct answer is given, one of the fresh 
painting sticks floats towards the PC and stops about 
an arms length in front of him at chest level; it can now 
be held and stored.

If a wish or miracle spell is used to gain a painting stick 
it stays in the possession of the PC concerned for 1 
round and then crumbles to dust.

Once a PC has gained a painting stick in the correct 
way, they have one of the 4 items required to see the 

items in Rooms 1, 2, 3, 4, 5, 6 and 21

 

If a PC touches the floor in this room, he sets off a trap. 
The heightened polymorph any object turns the PC into 
a crystalline version of herself, then the heightened 
shout, greater deal damage as per the spell.

The 2 sets of shelves in this room are crammed with 
calendar candles, each 12 inches long and made from 
tallow or wax (although it isn’t always clear what crea-
ture the material is from – as GM, give any answer you 
wish to reflect the nature of your game), and with a 
inked-in crest of House Loihtia embedded in it as a 
guide for halfway along its length. There are thousands 
upon thousands of candles, but if anyone tries to take 
on without answering the question, the sticks all shrink 
back from whatever is trying to grasp them (hand, ten-
tacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

Heightened Grease (9th level 
spell) and Imprisonment Trap

CR 12; magic device; trigger touch (the floor); 
reset automatic;

Spell effect (heightened grease (9th level spell) 
and imprisonment, 17th level wizard, DC 23 Ref 
save against the heightened grease and DC 23 
Will save if Ref save failed)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to disable.

Room 33 (SBR3)

Heightened Polymorph Any 
Object and Heightened 
Shout, Greater Trap

CR 11; magic device; trigger touch (the floor); 
reset automatic;

Spell effect (heightened polymorph any object 
and heightened shout, greater, 17th level wizard, 
transformation to a crystalline creature, then 
17d6 damage (sonic), DC 23 Fort save against the 
heightened polymorph any object and DC 23 Fort 
save for partial if original save made, otherwise 
no second save)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to fully disable them.
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“When did you become part of history?”

The answer is the PC’s date of birth. When the correct 
answer is given, one of the calendar candles floats to-
wards the PC and stops about an arms length in front 
of him at chest level; it can now be held and stored.

If a wish or miracle spell is used to gain a candle it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a calendar candle in the correct 
way, they have one of the 4 items required to see the 
items in Rooms 1, 2, 3, 4, 5 and 6.

There is also one platinum ring from a pair of rings of 
friend shield. The other is in Room 21 (Chest 5). This is 
here by chance, as a previous litigant got this far only to 
succumb to the floor trap. No one has cleaned it back 
to chest 5 in Room 21.
 

The 2 shelving units in this room each have 5 black sap-
phires on top of them. They are seen on a Spot/Percep-
tion DC 20 roll if light is taken into the room, DC 35 if 
not. If checked, the sapphires are each worth 20,000gp.

If the PCs touch the floor in this room, they set off a 
trap.

The 2 sets of shelves in this room are crammed with 
miniature chests, each made from ironwood and 
bound with adamantine. There are thousands upon 
thousands of chests, each 1 inch by 1 inch by 2 inches 
in size. If anyone tries to take on without answering the 
question, the chests all shrink back from whatever is 
trying to grasp them (hand, tentacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“What are your roots?”

The answer is the PC’s species (race) – human, half-elf, 
dwarf, and so on. When the correct answer is given, 
one of the miniature chests floats towards the PC and 
stops about an arms length in front of him at chest lev-
el; it can now be held and stored.

If a wish or miracle spell is used to gain a chest, it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a chest in the correct way, they 
have one of the 4 items required to see the items in 
Rooms 1, 2, 3, 4, 5 and 6.

The PCs need to be out of House Loihtia in an hour. 
The cleric and escort troop is waiting for you, and will 
take you and the golems (any that remain) back to the 
court. If you do not return by the end of an hour, the 
court will find in favor of House Loihtia; if you do, you 
will be able to present any evidence that you have been 
able to find. If you do not intend to play the rest of the 
adventure path, the court case is a formality in which-
ever direction the discovered evidence points.

However, if you do intend to play the other installments 
of the adventure path, the next adventure, “Shall We 
Not Revenge,” details the action that takes place as the 
PCs return to court and are harrassed by House Loihtia 

Room 34 (SBR4)

Implosion and Soul Bind Trap

CR 12; magic device; trigger touch 
(the floor); reset automatic;

Spell effect (implosion and soul bind, 17th level 
cleric, DC 23 Fort save and DC 23 Will save if 
Fort save failed)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to disable.

Conclusion
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forces all the way. The third and final installment, “The 
Best Laid Schemes,” takes the PCs away from Mohkba 
to defeat House Loihtia forces on other planes, before 
returning them to the court for final judgement.

The PCs will find themselves summoned by word of re-
call spells cast from scrolls by Arvoitus Loihtia. They 
may or may not know each other; in any circumstance, 
Arvoitus will have little chance to explain what is hap-
pening other than to say that Hakija and his allies are 
approaching and that there are various creatures and 
traps that the PCs have control over and can place as 
they wish. They will have have the time it takes for 
Hakija’s party to reach the front door to do this, which 
probably won’t be long!

The party defending House Loihtia will have the follow-
ing creatures available to position around the building:

2 x fully advanced salt mephit sorcerers (level 6)
2 x fully advanced, fiendish, LE cloakers
1 x advanced elder xorn (21 HD)
1 x fully advanced flesh golem (27HD) – made 
from components out of Room 6 gathered by Ar-
voitus Loihtia. Wherever it is initially placed, this 
creature will try to move back towards Room 6 
whenever it can.
1 x dread wraith
1 x fully advanced dark naga
2 x will-o’-wisps
1 x paragon darkmantle
1 x colossal fiendish monstrous scorpion

There will be the following magic and traps that can 
be activated by a rogue or appropriate PC reading a 

scroll with the final components on it, although the 
rogue will only be successful if a Use Magic Device roll 
is made, as indicated by “UMD DC XX”. Arvoitus will 
state that the Antipathy trap must be placed first.

A. Guards and Wards components. Arvoitus Loitia 
will cast this on the walkway of the first floor, but will 
leave it up to the PCs to decide where the following 
components are placed:

- where exactly the fog fills
- which doors are subject to arcane lock
- whether the side stairs as well as the main stairs 
are subject to the web effect
- where the confusion is placed
- which doors, if any, are lost
- which of the five possible additional effects is 
placed and where.

B. Antipathy Trap (UMD DC 37)

*DEFENDERS*
Defenders of House 

Loihtia

Antipathy Trap

CR 10; magic device; trigger proximity 
(detect lawful good); reset automatic;

Spell effect (antipathy, 17th level druid, DC 23 
Will save partial)

Search DC 34, Disable Device DC 34

Incendiary Cloud Trap

CR 10; magic device; trigger proximity 
(alarm); reset automatic;

Spell effect (incendiary cloud, 18th level sorcerer, 
4d6/round for 18 rounds, DC 23 Reflex save for 
half damage)

Search/Perception DC 34, Disable Device DC 
34

C. Incendiary Cloud Trap (UMD DC 38)
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D. Fast Moving, Electrified Rail Traps (in wardrobes 
in Room 19. Wardrobes 1, 2 and 3 can be positioned 
anywhere in the house that is visible, number 4 stays 
where it is)

The defending party will know that Hakija has 3 clay 
golems and 2 stone golems available for his investigat-
ing NPC party to take control of during the search. An 
NPC party member is able to control just one golem. 
There will be one NPC party member with one golem 
for each of the PCs defending House Loihtia, plus 
Hakija. Hakija has control of an iron golem, although 
it does not have the poisonous gas breath weapon.

As the PCs gather within the house and get there in-
structions, read the following.

Rapidly Moving, Electrified Rail 
Traps (UMD DC 34)

CR 8; mechanical; trigger location 
(open doors); reset manual (close doors);

Effect Atk +25 ranged (5d6 bludgeoning, 5d6 
electrical), one metal rail 4 inches by 4 inches, 
multiple targets in a 5 feet wide line 20 feet in 
front of the wardrobes,

Search/Perception DC 27, Disable Device DC 
18

As you all arrive in the House,  the court orb that 
delivered the ruling suddenly activates again. 
Hakija and his party are arriving outside. The 
escort troop halts and its leader turns to face 
them. There is a sizable crowd watching, as the 
execution of the law is considered of highest im-
portance in Mohkba. An event such as this is in-
frequent, but people are knowledgeable enough 
to recognize what is going on and will await the 
outcome. Indeed, bets will almost certainly be 
placed.

The cleric unfurls a scroll and speaks directly to 
the group, although her voice is loud enough to 
be heard by all those around, troop and crowd 
alike. It reverberates around the room in which 
you are standing

“The Rule of Law is hereby enacted. You are 
granted entry to House Loihtia for 1 hour and no 
more. My troop and I will wait here to escort you 
back to the courthouse at the end on the afore-
mentioned hour. If you do not return to us at that 
time, you will be considered in breach of the rul-
ing and a charge of guilt will be placed upon you 
and reparation to House Loihtia expected and 
demanded.

Use of teleportation into and out of the grounds 
is forbidden as control of movement and destina-
tions visited are under my immediate control and 
control of the court more generally. If any mem-
ber of the group leaves the grounds by any means 
within the hour’s provision, they will forfeit any 
right to re-entry into either the grounds or the 
house.

At the end of exactly 1 hour, we will escort you 
back through the streets of Mohkba to the court-
house, so the citizens can see the Rule of Law 
being fully enacted. You will be under direct 
observation of me and my troop during this re-
turn. Any use of teleportation from this point to 
the courthouse will be in breach of the ruling, as 
control of movement and destinations visited is 
under my immediate control and control of the 
court more generally. A charge of guilt will be 
placed upon you and reparation to House Loihtia 
expected and demanded.

Any and all evidence brought from House Loihtia 
will be presented to me and be under my charge 
from that point onwards. These items will be the
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The path is approximately 170 feet long and 10 feet 
wide. it can be used to position several traps

Arvoitus has ensured the path can be lined by perma-
nent walls of force, including overhead and all the way 
to the door into the house. Once the npc party is half 
way along the path, the entrance to it will also be closed 
by another wall of force. At this point, two clenched fists 
will appear and move towards the party. The trap can 
be disabled at a point in the exact middle of the path-
way (85 feet along the path, 5 feet from either side).

The defenders can use this time to place other items 
around the house or construct rough-and-ready 
traps of their own.

only allowable evidence at any further hearing. It 
will be officially stamped as required by the Rule 
of Law and this ruling in particular. Any further 
items produced as evidence will be dismissed 
and a charge of wasting the time of the court may 
be placed on the individual or individuals con-
cerned.

I and my troop will remain impartial throughout 
the next hour. We cannot and will not represent 
any one person or side during this time, unless 
that individual removes himself or herself entire-
ly from the process of enacting the ruling. This 
applies to those on either side of the ruling. Your 
hour will start at my signal. May the Rule of Law 
prevail as the gods allow!”

The last sentence is truly shouted, and a roar goes 
up from those around you. The cleric rolls the 
scroll back up and leans in towards the group as 
the sound rolls around the buildings, but what 
she says cannot be heard. She steps back, draws 
a wand from her armor, and fires a single fireball 
into the sky. It explodes, and the hour begins.

Ground Level
 

Pathway to the front 
doors

The permit from the court allows the PCs to approach 
to house along the path, not stray into the grounds. The 
path is slabs of rock, rather than worked stone, fitted 
closely together except for moss-filled 4 inch by 4 inch 
squares spaced regularly along its length. It is a gentle 
“S” shape that has a massive tree in each of the bends 
to prevent a direct line of sight between the gate and 
the front doors.
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Arvoitus Loihtia casts a screen spell as soon as she 
is aware of the NPCs’ approach to the house. This 
is powerful enough to completely affect the ground 
floor, first floor, second floor and basement. All 
rooms, when viewed through scrying (or similar), or 
seen for the first time and if the required Will save 
DC 24 is failed, appear to be identical, with wooden 
walls, heavy bookshelves full of business ledgers, and 
a scattering of tables and chairs throughout each 
room to read the ledgers from.

However, only one room is actually like this, Room 
10, which is the model for all the others. But by the 
time they reach that room, the NPCs will probably 
have got into the habit of disbelieving what they see, 
and spend valuable time trying to disbelieve what is 
really in front of them.

 

Two massive stone doors, the exact material proving 
a mystery without a Knowledge (the planes) DC 35 
or Knowledge (architecture and engineering) DC 
40 roll, are made of Black Smoker Chimney rock from 
the greatest depths of a poisoned sea on Stygia. They 
are featureless and have no items such as a knocker or 
handle on them.

Carved in the lintel above the door is the House Loihtia 
motto; “Everywhen Shall We Give, If Thanks Is Given 

Everywhere”. This phrase needs to be repeated as part 
of the process to disarm or avoid traps throughout the 
house.

The doors are 12 inches thick. They each have 20 hit 
points per inch of thickness and hardness 10. Despite 
their infernal nature, they don’t have any general spell 
resistance, although they are invulnerable to cold dam-
age or damage based on water. They only automatically 
open to those who have an invitation from a member 
of House Loihtia; all others have to find a way through 
them for themselves.

However, touching them perilous, as they deal auto-
matic coldfire damage of 4d6 per round. A Reflex DC 
30 save is required for half damage and to avoid be-
coming frozen to the door, which then means taking 
continuous damage until pulled free with a Strength 
check DC 25. This freezing effect is strong enough to 
get through up to 2 inches of material such as metal 
or cloth, rendering most armor and clothing useless as 
protection. Being ripped from the door reduces the use 
of the relevant (e.g.) hand, arm or foot (if kicked) for 
6d10 minutes. This means that either Dex is reduced by 
2 (hand, arm) or movement by 10 feet per round (foot, 
leg). If an item is used to touch the doors, it freezes and 
becomes brittle in 3 rounds or 3 blows. For every magi-
cal “plus” bonus the item has, the number of rounds or 
blows increases by 1. Once frozen and brittle, there is 
a cumulative 25% chance per round that the item will 
shatter into thousands of harmless pieces and simply 
melt away in 2 rounds.

Getting through these doors and into House Loihtia is 
a CR 8 encounter.

A cure serious wounds spell or higher level healing will 
remove this injury in just 6d10 rounds – the infernal 
nature of the numbing effect of the wounds take a little 
time to fully disappear. A limited wish, wish or miracle 
spell removes all effects immediately.

Clenched Fists Trap

CR 11; magic device; trigger location; 
reset automatic;

Spell effect (clenched fist x 2, 15th level wizard, 
+29 to hit, 1d8+11 damage, Fort DC 22 to avoid 
being stunned)

Search/Perception DC 35, Disable Device DC 
35

Front doors
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The door can affect the players as well as the NPCs if 
the motto isn’t spoken. If it is spoken on the inside 
of the doors, they will open. Another trap could be 
placed here.

 

This area is 50 feet wide by 70 feet long. At the far end, 
a central stairway that is 20 feet wide leads up to the 
next floor. 6 doors lead off of this hallway. The floor is 
a rich mosaic of semi-precious tiles, depicting eventual 
order (at the edges) from chaos (a central, churning 
whirlpool of colour).

The centre of this mosaic is a trap, designed to keep 
any would-be thieves in place until guards can respond 
to the noise. The mass hold monster covers most of the 
hallway and is triggered when a creature gets within 
10 feet of the centre of it without saying the words of 
the house motto. The meteor swarm concentrates the 
4 spheres in a square in the centre of the hallway, with 
the blast from all of them covering the entire space and 
some way up the stairs.

A creature could be placed here, although it could be 
affected by the trap.

 

 This area is approximately 40 feet by 25 feet, with a 
heavy oak door in the middle of the wall linking the 
room to the hallway. There is an illusion of a barred 
window in the wall facing the doorway, and the ceiling 
gives off continuous light. It is a trading room, dedi-
cated to deals involving food.

On the wall above the door is a mosaic of the letter 
“H” which can be clearly seen at all times by anyone. 
PCs and NPCs alike will need to have gained an item 
from this room in order to see the contents of the 
scrolls stored on all 4 of the cupboards in Room 20.

Around the room are shelves with hundreds of glass 
and clay jars, leather and silk bags, bone and wood cof-
fers and paper packets. Each container actually has the 
name of its contents on it, written in the language of the 
source plane, but these names and contents can not be 
seen unless the tattoo from Room 7 and the four items 
from Rooms 31, 32, 33 and 34 have been obtained.

Once the name has been spoken, opening the contain-
er will reveal the appropriate kind of herb, spice, dried 
meat or fruit, vegetable, seasoning or bread. Some of 
the jars radiate faint transmutation magic; these stor-
age vessels are found to contain liquids such as milk, 
wine, mead or olive oil, the magic being employed to 
keep them fresh. The material component for any spell 
that requires some kind of foodstuff to work can be 
found here on a Search/Perception DC 50 roll, a roll 
that can be repeated and reduces by 5 for each attempt.

Hallway

Mass Hold Monster and Meteor Swarm 
Trap

CR 12; magic device; trigger proximity 
(alarm); reset automatic;

Spell effect (hold monster, mass and meteor 
swarm, 18th level sorcerer, DC 23 Will save and 4 
DC 23 Reflex saves if Will save made, otherwise 
none)

Search/Perception DC 36, Disable Device DC 
36 for both elements. The mass hold monster 
component also needs the house motto to be re-
cited.

Room 1
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The initial high roll is because of the hundreds and 
hundreds of storage vessels in the room. Each jar will 
produce sufficient quantity of the contents to satisfy 6 
people. It will then appear empty for the next 30 days 
to all who have taken or eaten the contents, unless they 
are a family member of House Loihtia. Unless a pay-
ment is made into an innocuous-looking fruit crate, 
which empties as soon as the coins, gems or whatever 
hits the bottom of it, (how much is left to the GM’s dis-
cretion), the door out of the room remains locked, with 
an Open Lock DC 32 roll required to bypass it.

A creature, trap or party member(s) could be placed 
here.

This area is approximately 30 feet by 25 feet, with a 
heavy metal door in the middle of the wall linking the 
room to the hallway. There is an illusion of a barred 
window in the wall facing the doorway, and the ceiling 
gives off continuous light. It is a trading room, dedi-
cated to deals involving gems.

On the wall above the door is a mosaic of the letter 
“O” which can be clearly seen at all times by anyone. 
PCs and NPCs alike will need to have gained an item 
from this room in order to see the contents of the 
scrolls stored on 2 of the cupboards (numbers 1 and 
2) in Room 20.

This room is full of shelves holding plain wooden box-
es of hundreds of different sizes. Each box actually has 
a serial number on it, but these can not be seen un-
less the tattoo from Room 8 and the appropriate items 
from Rooms 31, 32, 33 and 34 have been obtained.

Once the serial number has been quoted, opening the 
box boxes will find some kind of highly-worked jewel, 
a gem, or a rough precious stone. Some of the boxes 
radiate faint conjuration (summoning) magic; these 
storage boxes are found to contain unworked precious 
stones that are made of the “stuff ” of various elemen-
tal planes. The material component for any spell that 
requires some kind of gem to work can be found here 
on a Search/Perception DC 50 roll, a roll that can be 
repeated and reduces by 5 for each attempt. The initial 
high roll is because of the hundreds and hundreds of 
storage boxes in the room. Finding a box containing 
an item made from elemental material is never lower 
than DC 40, however, as so few exist; 3 of any given ele-
ment, in fact. Finding one of these stones means it can 
be used to replicate the material component of a spell 
needing the appropriate elemental material AND will 
act as the feat Greater Spell Penetration.

A creature, trap or party member(s) could be placed 
here.

 

This area is approximately 45 feet by 30 feet, with a 
door of ironwood studded with steel in the middle of 
the wall linking the room to the hallway There is an 
illusion of a barred window in the wall facing the door-
way, and the ceiling gives off continuous light. It is a 
trading room, dedicated to deals involving weapons 
and armour, containing an example of virtually every 
basic type of armor, weapon and ammunition, whether 
simple, martial or exotic.

On the wall above the door is a mosaic of the letter 
“E” which can be clearly seen at all times by anyone. 
PCs and NPCs alike will need to have gained an item 

Players may ask if there is/why there 
wasn’t another way to find the items, 
such as Knowledge (arcana). The idea 
here is that there is a lot to go through, rather 
than that there is any great mystery about what is 
in the container. The initial DC of the roll reflects 
the time need to conduct the search thorough-
ly rather than “knowledgeably” coming across 
something. It is just a long job. This applies to all 
of the rooms on this floor.

Room 2 Room 3
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from this room in order to see the contents of the 
scrolls stored on 1 of the cupboards (number 3) in 
Room 20.

However, these can not be seen, felt or heard (if struck 
by someone who can interact with them) unless the 
tattoo from Room 9 and the four items from Rooms 
31, 32, 33 and 34 have been obtained. Until this is done, 
the walls have nothing but empty hooks embedded in 
them or unused shelves fixed to them – the weapons 
and armor simply don’t exist without the required 
items.

Once the relevant items have been gathered together 
by an individual, the northern wall is found to hold 
one example of every basic kind of armour and shield, 
so there are 21 items hanging from hooks embedded 
into the walls. They contents include an example of a:

The eastern wall has an example of every kind of ranged 
weapon and ammunition either hanging on the wall or 
set on a narrow shelf.

The western wall has an example of every type of one-
handed weapon resting on pairs of hooks, facing point 
downwards

The southern wall, which has the door in it, hold two 
displays. The wall nearest the eastern end of the room 
contains an example of each type of light melee weap-
on, resting on pairs of hooks, point downwards if ap-

propriate, whilst the display closest to the western end 
of the room is of every type of two-handed weapon.

All items are solidly attached to the walls and cannot 
be moved. They all radiate a strong transmutation aura. 
Every item has been treated in the same way an Im-
movable Rod would be, so that without a code phrase 
to release the item (instead of a button), it stays in 
place. A Strength check DC 35 is required to move any 
item 10 feet

Immediately underneath each item is a small metal 
shelf with a slot cut into the middle of it, rather like the 
top of a voting box or a collection box. These all radiate 
strong conjuration (teleportation) magic if analysed. If 
an item is stated aloud and then the value of it is placed 
in the slot (as listed in the 3.5E PHB/PF CRB), one 
appears hovering in front of the purchaser. The time 
taken for the item to arrive depends on the type paid 
for, as follows:

Standard item = 10 rounds
Masterwork item = 100 rounds
+1 item = 1,000 rounds
+2 item = 10,000 rounds
+3 item = 100,000 rounds
+4 item = 250,000 rounds
+5 item = 500,000 rounds

Doubling the amount paid for an item cuts the time 
taken for it to appear by 25%.

If the PCs or NPCs spend too long in this room, they at-
tract the attention of the blacksmith that is making the 
items for House Loihtia; it appears through one of the 
slots furthest from the party. It is an advanced efreeti, 
but appears as a red-headed female dwarf. It won’t im-
mediately attack, but will begin to bargain with the 
PCs, offering exorbitant sums for their weapons and 
armor. If this tactic is unsuccessful it will attempt to 
sunder items and then steal them, fleeing back to its 
forge on the Elemental Plane of Fire. Those defending 

Armor Spikes (set)
Banded Mail
Breastplate
Buckler
Chain Shirt
Chainmail
Full Plate
Half-plate
Heavy Steel Shield
Heavy Wooden Shield
Hide

Leather
Light Steel Shield
Light Wooden Shield
Locked Gauntlet
Padded
Scale Mail
Shield Spikes (set)
Splint Mail
Studded Leather
Tower Shield
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House Loihtia can recite the house motto 3 times to 
placate the efreeti.

A party member could be placed here – the efreeti 
will dispose of any other creature or trap as it doesn’t 
want its work damaged.

The secret door in the northwestern corner can be 
found with a Search/Perception DC 32 check. 
The door is 3 feet wide and 5 feet high, whilst the 
stairway beyond is 5 feet wide and 7 feet high.

 

This area is approximately 45 feet by 
30 feet, with a door made of exotic 
teaks and mango woods, stud-
ded with examples of the most 
common metals, in the middle 
of the wall linking the room to 
the hallway. There is an illusion 
of a barred window in the wall facing the door-
way, and the ceiling gives off continuous light. It 
is a trading room, dedicated to deals involving 
woods and metals, of which there are many 
hundreds of examples pinned to the wall 
in the shape of plaques, each exactly 1 
inch by 2 inches.

On the wall above the door is a mosaic of 
the letter “N” which can be clearly seen at 
all times by anyone. PCs and NPCs alike will 
need to have gained an item from this room in 
order to see the contents of the scrolls stored 
on 1 of the cupboards (number 3) in Room 
20.

However, these can not be handled unless the tattoo 

from Room 11 and the four items from Rooms 31, 32, 
33 and 34 have been obtained. Until this is done, the 
pieces have an almost ethereal quality, fading out of 
existence and seeming to retreat from a PC who looks 
directly at a plaque and tries to touch it.

Once the relevant items have been obtained, it becomes 
possible to interact the metals and woods; touching any 

one of these pieces will sound an entirely in-
dividual note, many of which are completely 
“otherworldly” in their tone and pitch. Any 
bard that touches 6 or more pieces of metal, 
and then stays in this room for more than 2 
minutes, will have to make a Will save DC 
25. If the save is made, she will find that 
a random spell from those she has used 

that day has re-entered her mind; it 
becomes a spell the bard can cast 

in addition to her daily limit. If 
the save is failed, a random 

spell from those she has 
memorised for the 

day will have left 
her mind.

Some of the pieces 
of metal radiate faint divination magic; 
these pieces are formed of the “stuff ” 
of various elemental planes. A substi-

tute material component 
for any divination 
spell that requires 
some kind of mirror 

or reflective surface to 
work, or any spell that re-

quires plant material as a compo-
nent or divine focus, can be found here 
on a Search/Perception DC 50 roll, a roll 
that can be repeated and reduces by 5 for 

each attempt. The initial high roll is because of 
the hundreds and hundreds of pieces of metal 
and wood in the room, but there are enough 

(1) Advanced Efreeti
3.5 (204 hp) | Pathfinder (276 hp)

Room 4
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examples of “otherplane” material, particularly from 
the elemental plane of earth and the layers of Acheron, 
detritus from the endless wars.

If the PCs spend more than 8 rounds in this room, they 
will attract the attention of an advanced elder xorn 
with 21 HD. This creature is keen to eat magical metal 
and will do so at a prodigious rate, given the chance. 
It concentrates its attacks on the PCs with the armor 
giving off the most obvious magical aura or seeming to 
offer the greatest protection.

The secret door in the northeastern corner can be 
found with a Search/Perception DC 32 check. The 
door is 3 feet wide and 5 feet high, whilst the stairway 
beyond is 5 feet wide and 7 feet high.

A trap or party member could be placed here.

 

This area is approximately 30 feet by 25 feet, with a 
door made out of hardened translucent glass that 
glows with the seven prismatic colors in the middle of 
the wall linking the room to the hallway. This room is 
“windowless”, and the light is a soft ultraviolet that is 
used to keep the contents fresh. It is a trading room, 
dedicated to deals involving alchemical substances.

On the wall above the door is a mosaic of the letter 
“A” which can be clearly seen at all times by anyone. 
PCs and NPCs alike will need to have gained an item 
from this room in order to see the contents of the 
scrolls stored on 1 of the cupboards (number 4) in 
Room 20.

The room is full of hundreds of diminutive floating 
disc-type saucers, each with a different substance on it. 

Each of these is generally in liquid or powdered form, 
although there are some gases as well, perhaps 1 in 50 
items. Many of them are materials that even high-level 
PCs may not have come across, as they are from dozens 
(possibly hundreds) of other planes. However, these 
discs can not be handled or experienced in any way un-
less the tattoo from Room 12 and the four items from 
Rooms 31, 32, 33 and 34 have been obtained. Until this 
is done, the discs and their contents simply don’t exist 
for an individual, although they may do so for a com-
panion standing right next to him.

After the relevant items have been collected, a PC is 
able to touch the saucers that bob gently in the air. A 
dish can be grasped and the contents poured into a re-
ceptacle – a vial, a bottle, even straight into someone’s 
mouth. It the substance is tipped straight onto the floor, 
it somehow seeps into the fabric of the house after just 
1 round. Once the saucer is released, it floats back to its 
original position and sits there. Its contents will reap-
pear in 12d4 hours.

(The effect of any particular substance can be up to the 
GM, but much of what is here will act like a random 
potion once it comes into contact with liquid. Bear in 
mind that the result of coming into contact with water 
may well be very different to that of coming into con-
tact with, say, alcohol. Be creative if your players begin 
to experiment.)

If 2 substances are introduced to a creature’s body, 
there is two thirds-to-one third chance that the result 
will be equal to either a cure minor wounds or inflict 
light wounds. 3 substances is equal to cure light wounds 
or inflict moderate wounds; 4 substances equals cure 
moderate wounds against inflict serious wounds; 5 sub-
stances is equal to cure serious wounds against inflict 
critical wounds. Any more than 5 substances leads to 
the need to roll a Fortitude save DC 35 of the PC falls 
unconscious for a number of rounds equal to twice the 
amount the roll was missed by. The mix of substances 
only takes effect 2 rounds after the last item is intro-

(2) Advanced Elder Xorn
3.5 (178 hp) | Pathfinder (178 hp)
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duced to the body (i.e. there needs to be 2 rounds free 
of substance ingestion before the mix of other sub-
stances produces an effect.). ALL these effects are the 
same if a PC mixes items into water/another liquid and 
turns them into a potion, no matter what the usual ef-
fect of combining items might be. It takes real time and 
effort to use them to make accurate potions, and just 
combining components on the spot produces effects as 
listed above.

The material component for any alchemical endeavor 
can be found here on a Search/Perception DC 50 roll, 
a roll that can be repeated and reduces by 5 for each at-
tempt. The initial high roll is because of the hundreds 
and hundreds of saucers in the room.

If the PCs disturb more than 10 saucers without ini-
tially quoting the house motto, they begin a chain reac-
tion within the room. Firstly, the substances produce 
an invisible miasma, a contagious power that has an 
independent life of its own and immediately assaults 
the PCs and imbues the PCs with their own nightmare. 
The creature then interacts with the doorway; this trig-
gers a room-filling trap of light. Finally, the results of 
the first 2 traps combine to give the creature physical 
form, that of a phasm, which exists for just 5 rounds 
before dissipating, but fights ferociously during that 
time.

This area is approximately 40 feet by 25 feet, with a 
door of bone studded with pieces of claw and horn in 
the middle of the wall linking the room to the hallway. 
This room is “windowless”, and the light is a cold glow 
from hundreds of translucent cubes of ice that are used 
to keep the contents fresh. It is a trading room, dedi-
cated to deals involving parts of creatures.

On the wall above the door is a mosaic of the letter 
“T” which can be clearly seen at all times by anyone. 
PCs and NPCs alike will need to have gained an item 
from this room in order to see the contents of the 
scrolls stored on 1 of the cupboards (number 4) in 
Room 20.

The first 3 feet from the walls of the room, which is just 
below the freezing point of water, are full of hundreds 
of diminutive, translucent, floating ice cubes, each with 
a 12-inch stem hanging from it which seems to act as a 
keel. Every cube has a different piece of a creature in it. 
Each of these contents is generally in original physical 
or liquid, although there are some gases and powders 
as well, perhaps within 1 in 100 cubes. Many of them 

Weird and Heightened 
Prismatic Spray Trap

CR 12; magic and alchemical device; 
trigger inhaled; reset partial manual (weird), 
partial automatic (heightened prismatic spray);

Spell effect weird and prismatic spray (height-
ened to 9th level), 18th level sorcerer, DC 23 Will 
save (weird) and various DC 23 saves (prismatic 
spray)]

Search DC 36/Perception, Disable Device DC 
36 for both elements. The weird component also 
needs the house motto to be recited.

(1) Advanced Phasm
3.5 (178 hp) | Pathfinder (178 hp)
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are creature parts that even high-level PCs and NPCs 
may not have come across, as they are from dozens 
(possibly hundreds) of other planes. However, these 
contents can not be handled or experienced in any way 
unless the tattoo from Room 13 and the four items 
from Rooms 31, 32, 33 and 34 have been obtained. Un-
til this is done, the contents simply don’t exist for an 
individual, although they may do so for a companion 
standing right next to him.

If tested, each cube radiates faint necromantic magic, 
as a variation of gentle repose keeps all of the pieces of 
creatures fresh and useable. The material component 
for any spell that requires some kind of piece of crea-
ture to work can be found here on a Search/Percep-
tion DC 50 roll, a roll that can be repeated and reduces 
by 5 for each attempt. The initial high roll is because of 
the hundreds and hundreds of ice cubes in the room.

Two events can be encountered in this room, depend-
ing on what items have been previously collected. If a 
PC or NPC can only experience the cubes, then after 
10 rounds in the room, each of the hundreds of cubes 
fires off a small portion of itself towards the middle of 
the room. This trap acts as a cross between a blade bar-
rier and an ice storm.

If a PC can experience the cubes and their contents, 
then after 10 rounds in the room, each of the hundreds 
of cubes excretes a tiny amount of its contents, which 
flow towards the middle of the room in 2 rounds and 
form into a fully advanced flesh golem (27 HD). This 
acts as summon monster IX trap. It was originally de-
signed to have multiple uses, but is now limited to only 
one reset per day.

When fully formed, this creature will go wherever it 
is told to go. However, after 15 minutes, the compo-
nent parts will start to want to go hope, so the crea-
ture will move about. The defending party can fall 
prey to the trap unless it is extremely careful.

 

 

This stairway starts about 60 feet from the front door. 
At its base it is 10 feet wide, but by the landing, it has 
become 20 feet wide, with deep treads and a rich, pur-
ple carpet. Once it reaches through to the next floor, it 
sweeps to both the left and right, so that the walkway 
above can be accessed in either direction.

Blade Barrier and Ice Storm 
Trap

CR 10; magic device; trigger timed location; re-
set automatic;

Spell effect (variation of blade barrier and ice 
storm, 15th level water cleric, 8d6 slashing, 7d6 
cold; DC 20 Reflex save (slashing damage), none 
for cold damage)

Search/Perception DC 32, Disable Device DC 
32. The house motto to be recited as part of the 
disabling process.

Summon Monster IX Trap

CR 10; magic device; trigger timed lo-
cation; reset automatic (once per day 
only);

Spell effect (summon monster IX, 18th level sor-
cerer, fully advanced flesh golem (27 HD),no 
save)

Search/Perception DC 32, Disable Device DC 
32. The house motto needs to be recited as part of 
the disabling process

(1) Advanced Flesh Golem
3.5 (178 hp) | Pathfinder (178 hp)
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These stairs are the first place that the players and 
NPCs will encounter Arvoitus Loihtia’s guards and 
wards spell, which extends onto the landing at the top 
of these stairs and then to the walkway around the 
rooms on the 1st floor.

The stairs are covered in thick web, as per the spell.

 

The secret door onto the stairway from the northwest-
ern corner of Room 3 can be found with a Search/Per-
ception check DC 30. The door is 3 feet wide and 5 feet 
high, whilst the stairway beyond is about 5 feet wide 
and 7 feet high.

The stairway descends about 15 feet to a narrow walk-
way that is pitch black. The walls are smooth and fea-
tureless on a cursory inspection, although the method 
to switch off the various traps along the stairway are 
embedded into it.

The 2nd, 3rd, 5th, 7th, 11th and 13th stairs are all 
trapped in exactly the same way. However, whilst they 
are fairly easily spotted, they are difficult to disarm and 
are designed to waste time more than anything.

Anyone who decides to jump to the bottom of the stairs 
to avoid these traps is in for a surprise; floating in the 
the 5 feet-by-15 feet area immediately in front of the 
stairs is a dread wraith, laying parallel with the floor.

 

 

The secret door onto the stairway from the northwest-
ern corner of Room 3 can be found with a Search/Per-
ception DC 30 check. The door is 3 feet wide and 5 feet 
high, whilst the stairway beyond is about 5 feet wide 
and 7 feet high.

The stairway descends about 15 feet to a narrow walk-
way that is pitch black. The walls are smooth and fea-
tureless on a cursory inspection, although the method 
to switch off the various traps along the stairway are 
embedded into it.

The 4nd, 6th, 8th, 12th, 14th and 15th stairs are all 
trapped in exactly the same way. However, whilst they 
are fairly easily spotted, they are difficult to disarm and 
are designed to waste time more than anything.

Secret Stairway 1

Fusillade of Greenblood Oil 
Darts Trap

CR 7; mechanical; trigger location; re-
set manual;

Attack +18 ranged (1d4+1 plus poison, dart); 
poison (greenblood oil, DC 13 Fortitude save 
resists, 1 Con/ 1d2 Con); multiple targets (1d8 
darts per target in a 5-ft.-by-20-ft. area);

Search/Perception DC 20, Disable Device DC 
30

(1) Dread Wraith
3.5 (104 hp) | Pathfinder (184 hp)

      Pathfinder® Roleplaying Game Bestiary™

Secret Stairway 2

Fusillade of Greenblood Oil 
Darts Trap

CR 7; mechanical; trigger location; re-
set manual;

Attack +18 ranged (1d4+1 plus poison, dart); 
poison (greenblood oil, DC 13 Fortitude save 
resists, 1 Con/ 1d2 Con); multiple targets (1d8 
darts per target in a 5-ft.-by-20-ft. area);

Search/Perception DC 20, Disable Device DC 
30
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Aside from some web from the guards and wards webs 
on the stairway, the only item that might interest the 
PCs is that there is a permanently invisible platform at 
roof level above the landing.

A creature, trap or party member(s) could be placed 
here.

 

Two out of a full string of will-o’-wisps live on the walk-
ways. When first viewed, a party may mistake them for 
the dancing lights element of the guards and wards spell 
as they make themselves appear to be as humanoid as 
possible in shape.

A creature, trap or party member(s) could be placed 
here.

A creature, trap or party member(s) could be placed 
here.

First Floor
Landing

Walkways

(4) Will-o’-Wisp 
3.5 (40 hp) | Pathfinder (40 hp)

Pathfinder® Roleplaying Game Bestiary™

Rooms 7 to 13 are permanently under 
the effect of a powerful illusion. They 
each seem to be part of a much larger 
open air environment, one that repre-
sents the countryside around Mohkba. The illu-
sion is so powerful that, given time, a person can 
walk from one area to another and reappear in 
another room – this is an unintended side effect 
of the magic that no-one has been able to prop-
erly explain; it is as if the arcane energy needed 
to complete the original illusionary requirements 
was sufficient to make a permanent link to the 
demi-plane of illusion and/or dreams, if one ex-
ists…

There seems to be no way to “disbelieve” the illu-
sion “out of existence”; wishes and miracles have 
been tried in individual rooms, but the other 
6 seem to bleed their energy back into the one 
that is being affected immediately the wish or 
miracle is cast and dispels the illusion. No one 
has attempted to cast 7 wishes or miracles simul-
taneously in all 7 rooms. If they did, the casters 
would find themselves transported to Ondtland 
on Gehenna. This is the realm of Loviatar, whom 
Arvoitus Loihtia worships. The GM can use this 
information for further adventures if she wishes.

In almost all of these rooms, the PCs have the 
initiative – the creatures are used to strangers ap-
pearing, although they are usually accompanied 
by Arvoitus Loihtia, and are quite curious. Whilst 
this doesn’t mean they willingly hand themselves 
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This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the north wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28.

The secret door can only be found by a PC when all 
6 tattoos have been gathered. It appears as a floating 
rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped ebony scattered across the floor. 
As they walk further into the room, the walls begin 
to fade away and another scene appears, that of an or-
chard containing apple and pear trees, stretching into 
the distance. The pieces of ebony change to fallen fruit 
that is partially rotten, and from this dozens of silver 
flies begin to rise.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable rock) and the orchard becomes much 

more real, something that can be interacted with. The 
door can be rediscovered with a Search/Perception 
roll DC 25.

If the PCs are curious about the flies, a Spot/Percep-
tion DC 15 roll reveals that they are all about an inch 
long and silver in color. If a Spot/Perception DC 28 
roll is made, the PC can see that one fly is ebony. The 
flies are disturbed by the presence of the PCs, but don’t 
attack in any way, preferring to try and land on the now 
many pieces of partially rotten fruit. The fruit is illu-
sionary, but appears real.

What the PCs need to do is each catch hold of the ebony 
fly, which is actually a variation of the traditional figu-
rine of wondrous power. This needs a grapple attack to 
be successful, unless a tool or magic are employed – in 
this instance, there is no attack of opportunity chance, 
although a touch attack is required.

If they scan the cloud of flies, the ebony fly radiates 
magic (moderate transmutation), and they can use this 
technique to pinpoint the required ebony fly’s position 
in the cloud. Once it is caught, a PC needs to take hold 
of it firmly; when they do, a tattoo of it appears above 
their lips, the point food enters the body. Once caught, 
it can be passed from PC to PC.

This tattoo is required to see items in Room 1. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The ebony fly has the following statistics relevant to the 
encounter:

Size/Type: Fine Vermin
Hit Dice: 1/8 d8 (1 hp)
Armor Class: 21 (+8 size, +5 Dex), touch 21, flat18
Base Attack/Grapple: +0/-21
Saves: Fort +2, Ref +5, Will +2
Abilities: Str 1, Dex 21, Con 10, Int 2, Wis 10, Cha 1
Skills: Hide +21, Listen +6*, Move Silently +9, Spot 
+6*

over, they don’t attack the PCs. The exceptions to 
this are the dire lions, as detailed in Room 10.

A creature, or party member(s) could be placed 
in any of these rooms, but they will eventually 
be attacked by at least the dire lion pride.

Room 7

Although they are defending the House, there is 
nothing stopping the PCs from making use of the 
items around the house to help in this task. There-
fore they will have to go through the same process 
as the NPCs in order to gain access to every items.

66



Feats: Alertness

*A fly has a +4 racial bonus on Spot and Listen checks

It is the symbol they need to view the items in Room 1. 
However, the ebony fly isn’t an actual figurine; its trans-
mutation energy is maintaining the illusion in a previ-
ously unknown arcane hybrid. The illusion energy was 
so ingrained in the stone that the transmutation force 
is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the food items in Room 1.

If the PCs walk in any direction for three minutes, they 
find themselves in the illusion that covers Room 8. Of 
course, it is quicker to leave this area, go back to the 
original room and find the next door, but the players 
aren’t to know this when they first move around the 
illusion.

 

 This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the west wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28. The secret door in 
the north wall can be opened from this room, and re-
quires a Search/Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. they each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped onyx scattered across the floor. As 
they walk further into the room, the walls begin to fade 
away and another scene appears, that of a light wood-
land of birch trees, stretching into the distance. The 

pieces of onyx change to partially-chewed bones, and 
moving towards them are about a dozen or so dogs.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach,. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable oak that seems out of place here) and 
the light woodland becomes much more real, some-
thing that can be interacted with. The door can be re-
discovered with a Search/Perception roll DC 25.

If the PCs are curious about the animals, a Spot/Per-
ception DC 15 roll reveals that they are all about the 
size of a riding dog and chocolate brown in color. If 
a Spot/Perception DC 28 roll is made, the PC can 
see that one is dark onyx in hue. The dogs are curious 
about the presence of the PCs, but don’t attack in any 
way, preferring to sniff at the bones to choose the right 
one. The bones are illusionary, but appear real.

What the PCs need to do is stroke the onyx dog, which 
is actually a variation of the traditional figurine of won-
drous power. This needs a grapple attack to be success-
ful – in this instance, there is no attack of opportunity 
chance but a touch attack is required (and rather than 
just a touch attack, the grapple/stroke has to be a defi-
nite action, not a fleeting caress) – unless a tool or mag-
ic are employed. If they scan the pack of dogs, the onyx 
dog radiates magic (moderate transmutation), and they 
can use this technique to pinpoint the required dog’s 
position in the pack. Once it is identified, a PC needs 
to stroke it; when they do, a tattoo of fur appears over 
the 4 fingers of both their hands, between the knuckles 
and the next joints, in the place where bejeweled rings 
might be worn.

This tattoo is required to see items in Room 2. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The onyx dog has the following statistics relevant to the 
encounter:

Room 8
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Size/Type: Medium Animal
Hit Dice: 2d8+4 (13 hp)
Armor Class: 16 (+2 Dex, +4 natural), touch 12, flat-
footed 14
Base Attack/Grapple: +1/+3
Saves: Fort +5, Ref +5, Will +1
Abilities: Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Skills: Jump +8, Listen +5, Spot +5, Swim +3, Survival 
+1*
Feats: Alertness, TrackB

It is the symbol they need to view the items in Room 2. 
However, the onyx dog isn’t an actual figurine; its trans-
mutation energy is maintaining the illusion in a previ-
ously unknown arcane hybrid. The illusion energy was 
so ingrained in the stone that the transmutation force 
is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the gems, jewels and unworked stones in Room 
2.

If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the illu-
sion that covers Room 7; south of this line for the same 
period takes them to the illusion that covers Room 9. 
Of course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.

 

This square, stone room is just over 25 feet per side and 
15 feet high. The door in the south wall is also made of 
stone and requires a Strength check DC 22 to open. 
The secret door in the east wall can not be opened from 
this room although it may be found with a Search/Per-
ception check DC 28. The secret door in the north wall 
can be opened from this room, and requires a Search/
Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped marble scattered across the floor. 
As they walk further into the room, the walls begin 
to fade away and another scene appears, that of a sa-
vannah of extremely tall grasses, more than 15 feet 
high, stretching into the distance. The pieces of mar-
ble change to chunks of crushed armor and weapon 
handles; moving through the grass is a memory of el-
ephants, about a dozen strong.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
a large, memorable termite mound that appears out of 
nowhere) and the tall grass of the savannah becomes 
much more real, something that can be interacted 
with. The door can be rediscovered with a Search/Per-
ception roll DC 25.

If the PCs are curious about the elephants, a Spot/
Perception DC 15 roll reveals that they are all gray in 
color. If a Spot/Perception DC 28 roll is made, the PC 
can see that just one is a mix of white and gray in hue. 
The elephants are nervous about the presence of the 
PCs, but don’t attack in any way, preferring to move 
around the armor and weaponry in order to search for 
fresh grass to eat. The martial items are just illusionary, 
but appear real.

What the PCs need to do is grasp the trunk of the 
marble elephant, which is actually a variation of the 
traditional figurine of wondrous power. This needs a 
grapple attack to be successful, unless a tool or magic 
are employed – in this instance, there is no attack of 
opportunity chance but a touch attack is required. Ap-

Room 9
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proaching the elephant with a clump of grass or other 
suitable food in hand gives the PC a +5 bonus to the 
grapple check. If they scan the memory of elephants, 
the marble elephant radiates magic (moderate trans-
mutation), and they can use this technique to pinpoint 
the required elephant’s position in the memory. Once it 
is identified, a PC needs to grasp it; when they do, a tat-
too of it appears over their entire backs and shoulders, 
where protective armor would be worn and the largest 
weapons carried.

This tattoo is required to see items in Room 3. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The marble elephant has the following statistics rel-
evant to the encounter:

Size/Type: Huge Animal
Hit Dice: 11d8+55 (104 hp)
Armor Class: 15 (-2 size, +7 natural), touch 8, flat-
footed 15
Base Attack/Grapple: +8/+26
Saves: Fort +12, Ref +7, Will +6
Abilities: Str 30, Dex 10, Con 21, Int 2, Wis 13, Cha 7
Skills: Listen +12, Spot +10
Feats: Alertness, Endurance, Iron Will, Skill Focus 
(Listen)

It is the symbol they need to view the items in Room 
3. However, the marble elephant isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the arms and armor in Room 3.

If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the il-
lusion that covers Room 8; walking east of the north-
south line for the same period takes them to the illu-

sion that covers Room 10. Any other direction leads 
them into an endless plain of tall grass. Of course, it is 
quicker to leave this area, go back to the original room 
and find the appropriate doors, but the players aren’t to 
know this when they are experimenting with moving 
around the illusion.

 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the south wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret doors in the east and west walls can 
be opened from this room at any time after each has 
been found with a Search/Perception check DC 25. 
The secret door in the north wall can be opened from 
this room, but requires a Search/Perception roll DC 
28 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of bone 
scattered across the floor. As they walk further into the 
room, the walls begin to fade away and another scene 
appears, that of a scrubby desert, stretching into the 
distance. The pieces of bone remain just that, although 
they appear to have a more humanoid form. As the 
party stand and watch, a full pride of dire lions appears.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, it 
disappears behind the last person (becoming part of a 
large, memorable baobab tree that appears out of no-
where) and the scrubby undergrowth of the desert-like 
conditions becomes much more real, something that 
can be interacted with. The door can be rediscovered 
with a Search/Perception roll DC 25.

Room 10
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If the PCs are curious about the lions, a Spot/Percep-
tion DC 15 roll reveals that they are all sandy in color. 
If a Spot/Perception DC 28 roll is made, the PC can 
see that two are more golden in hue. The lions are un-
happy about the presence of the PCs, and seem to be 
making ready to attack. The bones are mostly illusion-
ary, but appear real. However, a handful are genuine, 
the remains of the last victim.

What the PCs need to do is distract all of the non-figu-
rine creatures and claim the resultant treasure, a pair of 
golden lions, which consists of two traditional figurines 
of wondrous power. If they scan the family of lions, it 
radiates magic (moderate transmutation), and they 
can use this technique to pinpoint the required lions’ 
position in the pride. Once the pair is identified, the 
PCs need to distract the living lions and touch the two 
that are figurines. The moment they do, the figurines 
become just under 2 inches long. When both figurines 
are this size, the rest of the pride withdraws. However, 
before then, the living lions will attempt to grapple 
with anyone who attempts to touch the full-sized fig-
urines, whilst the two lions that are the figurines will 
move to have the rest of the pride 
positioned between 
them and the 
PCs.

If the gold-
en lions are 
taken, they 
are replaced 
within 2d2 
plus 3 hours. 
The remain-
ing real dire 
lions are replaced 
2d2 plus 3 minutes, 
but they won’t follow the 
PCs if the party decides to walk on 
through the landscape.

If the PCs walk in any direction west of the north-
south line for three minutes, they find themselves in 
the illusion that covers Room 9; walking east of the 
north-south line for the same period takes them to the 
illusion that covers Room 11. Of course, it is quicker to 
leave this area, go back to the original room and find 
the appropriate doors, but the players aren’t to know 
this when they are experimenting with moving around 
the illusion.
 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the south wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the west wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28. The secret door in 
the north wall can be opened from this room, and re-
quires a Search/Perception roll DC 23 to discover it.

The secret doors can only be found by a PC 
when all 6 tattoos have been gathered. They 

each appear as a floating rectangle 
in the illusionary landscape.

On stepping through 
the door, the PCs 

can observe a 
change be-

ginning 

(8) Dire Lion 
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to happen to what they can see in front of them. At 
first, there is nothing but the plain stone walls, floor 
and ceiling, with a few pieces of silver hanging in the 
air. As they walk further into the room, the walls be-
gin to fade away and another scene appears, that of the 
branches of a colossal fir tree, somewhere towards the 
top of it. The pieces of silver change to twigs and nee-
dles in the tree, seemingly made of the thinnest metals 
and wood, thin enough to bend and flutter in a breeze; 
flying through the air around these topmost branches 
is a storytelling of ravens, about 30 or so strong.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
the tree trunk close to the branch the party is standing 
on) and the branches of the tree become much more 
real, something that can be interacted with. The door 
can be rediscovered with a Search/Perception roll DC 
25.

If the PCs are curious about the ravens, a Spot/Per-
ception DC 15 roll reveals that they are all light black 
in color. If a Spot/Perception DC 28 roll is made, the 
PC can see that just one is silver in hue. The ravens are 
nervous about the presence of the PCs, but don’t attack 
in any way, preferring to move around the branches in 
order to search for insects to eat. The whole scene is il-
lusionary, but appears very real, including the 200 feet 
between where the PCs are standing and the ground. 
Unless a PC begins to worry over the potential fall, 
they don’t need to make a Balance/Acrobatic check; 
the moment they do start to think about it, they have 
to make a check that is DC 5 + the number of rounds 
he has been considering it. The check is made every 
round the potential fall or height above ground is men-
tioned. If a PC fails the save, he believes he has fallen 
– taking 20d6 damage! What actually happens is that 
the PC “shocks” himself into believing he’s taken the 
damage and his brain shuts down; he will be uncon-
scious/comatose for 10 minutes minus his Con bonus, 
appearing to be dead. Only a wish or miracle will bring 

them round.

What the PCs need to do is momentarily grasp the tail 
feathers of the silver raven, which is actually a varia-
tion of the traditional figurine of wondrous power. This 
needs a grapple attack to be successful – in this in-
stance, there is no attack of opportunity chance but a 
touch attack is required. (and rather than a touch at-
tack, the grapple/grasp has to be a definite action, not a 
fleeting caress) – unless a tool or magic are employed. 
If they scan the storytelling of ravens, the silver raven 
radiates magic (faint enchantment and transmuta-
tion), and they can use this technique to pinpoint the 
required raven’s position in the storytelling. Once it is 
identified, a PC needs to touch the tail; when they do, a 
tattoo of it appears over base of their entire hands and 
feet. Once grasped it can be passed from PC to PC.

This tattoo is required to see items in Room 4. It can 
only be seen on a person by someone else who has 
the tattoo themselves.
The silver raven has the following statistics relevant to 
the encounter:

Size/Type: Tiny Animal
Hit Dice: ¼ d8 (1 hp)
Armor Class: 14 (+2 size, +2 Dex), touch 14, flat-foot-
ed 12
Base Attack/Grapple: +0/-13
Saves: Fort +2, Ref +4, Will +2
Abilities: Str 1, Dex 15, Con 10, Int 2, Wis 14, Cha 6
Skills: Listen +5, Spot +7
Feats: Alertness, Weapon FinesseB

It is the symbol they need to view the items in Room 4. 
However, the silver raven isn’t an actual figurine; its en-
chantment and transmutation energies are maintain-
ing the illusion in a previously unknown arcane hybrid. 
The illusion energy was so ingrained in the stone that 
the other forces are now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the woods and metals in Room 4.
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If the PCs walk in any direction north of the west-east 
line for three minutes, they find themselves in the illu-
sion that covers Room 12; walking west of the north-
south line for the same period takes them to the illu-
sion that covers Room 10. Any other direction means 
they continue to walk in an endless forest of fir trees. 
Of course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.

 

This square, stone room is just over 25 feet per side and 
15 feet high. The door in the east wall is also made of 
stone and requires a Strength check DC 22 to open. The 
secret door in the south wall can not be opened from 
this room although it may be found with a Search/Per-
ception check DC 28. The secret door in the north wall 
can be opened from this room, and requires a Search/
Perception roll DC 23 to discover it.

The secret doors can only be found by a PC when all 
6 tattoos have been gathered. They each appear as a 
floating rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in front 
of them. At first, there is nothing but the plain stone 
walls, floor and ceiling, with a few pieces of worked-
and-shaped serpentine scattered across the floor. As 
they walk further into the room, the walls begin to fade 
away and another scene appears, that of a thick wood at 
dusk, stretching into the distance. The pieces of serpen-
tine change to small woodland creatures that are feed-
ing in the undergrowth. If the PCs look up, they see an 
owl ghosting through the trees towards them.

If the party leaves the door to the room open, the image 
stays hazy and just out of reach. If the door is closed, 
it disappears behind the last person (becoming part of 
a large, memorable termite mound that appears out of 
nowhere) and the woodland becomes much more real, 

something that can be interacted with. The door can 
be rediscovered with a Search/Perception roll DC 25.

If the PCs are curious about the owl a Spot/Percep-
tion DC 25 roll reveals that it is a mix of olive green 
and a deep, dark blue in color, although individual 
feathers display further hues. Once it lands, the owl is 
curious about the presence of the PCs, but doesn’t at-
tack in any way, preferring to watch the undergrowth 
for something to eat. The rodents are illusionary, but 
appear real, not least because they all quickly begin to 
scurry away when the owl settles on the branch above 
the PCs’ heads.

What the PCs need to do is each feed the serpentine 
owl one of the serpentine rodents. The owl is actually a 
variation of the traditional figurine of wondrous power, 
whilst the rodents are illusionary, as stated. If they scan 
the owl, it radiates magic (moderate transmutation).

The PCs need to grab a serpentine rodent in order to 
feed the owl. This DOES need a touch attack (which 
provokes an attack of opportunity) and then a grapple 
check to be successful, as the creatures scurry about 
and use the undergrowth as cover, unless a tool or 
magic are employed. If they scan the rodents, they also 
radiate magic, but only faint illusion. However, they 
can use this technique to pinpoint the required ro-
dents’ position in the undergrowth, remembering that 
they have to believe the creatures are real; if they dis-
believe them, they instantly disappear and another has 
to be found. Once a rodent is identified, a PC needs to 
grasp it and feed it to the owl, which will willingly take 
it from a PC; when the owl does eat it, a tattoo of it ap-
pears over the PC’s entire head.

This tattoo is required to see items in Room 5. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

A rodent that each PC needs to feed to the serpentine 
owl has the following statistics relevant to the encoun-
ter:

Room 12
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Size/Type: Tiny Animal
Hit Dice: ¼ d8 (1 hp)
Armor Class: 14 (+2 size, +2 Dex), touch 14, flat-foot-
ed 12
Base Attack/Grapple: +0/-12
Saves: Fort +2, Ref +4, Will +1
Abilities: Str 2, Dex 15, Con 10, Int 2, Wis 12, Cha 2
Skills: Balance +10, Climb +12, Hide +16, Move Si-
lently +10, Swim +10
Feats: Stealthy, Weapon FinesseB

It is the symbol the PCs need to view the items in Room 
5. However, the serpentine owl isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the discs and their contents in Room 5.

If the PCs walk in any direction north of the west-east 
line for 3 minutes, they find themselves in the illusion 
that covers Room 13; walking south of the west-east 
line for the same period takes them to the illusion that 
covers Room 11. Of course, it is quicker to leave this 
area, go back to the original room and find the appro-
priate doors, but the players aren’t to know this when 
they are experimenting with moving around the illu-
sion.

 

This square, stone room is just over 25 feet per side 
and 15 feet high. The door in the north wall is also 
made of stone and requires a Strength check DC 22 
to open. The secret door in the south wall can not be 
opened from this room although it may be found with 
a Search/Perception check DC 28.

The secret door can only be found by a PC when all 
6 tattoos have been gathered. It appears as a floating 
rectangle in the illusionary landscape.

On stepping through the door, the PCs can observe a 
change beginning to happen to what they can see in 
front of them. At first, there is nothing but the plain 
stone walls, floor and ceiling, with a few pieces of 
worked-and-shaped bronze scattered across the floor. 
As they walk further into the room, the walls begin to 
fade away and another scene appears, that of a moun-
tain path heading out of a thick forest at the tree line 
and onto a ledge before the path narrows to a goat trail. 
The range of mountains stretches into the distance. 
The pieces of bronze change to individual feathers 
and scraps of fur; flying above the ledge is a full pride 
of griffons, heading towards three nests. The pride is 
made up of 1 male, 3 females and 6 cubs.

If the party leaves the door to the room open, the im-
age stays hazy and just out of reach, but if the door is 
closed, it disappears behind the last person (becom-
ing part of a large, memorable sequoia that somehow 
marks the boundary of the tree line) and the nests on 
the ledge much more real, something that can be in-
teracted with. The door can be rediscovered with a 
Search/Perception roll DC 25.

If the PCs are curious about the griffons, a Spot/Per-
ception DC 15 roll reveals that they are all golden in 
color. If a Spot/Perception DC 28 roll is made, the PC 
can see that just one is actually bronze in hue – the 
male, in fact. The griffons are curious about the pres-
ence of the PCs, but don’t attack in any way, preferring 
to settle on the nests and eat what they have in their 
claws. The feathers and fur scattered about the ledge 
are illusionary, but appear real.

What the PCs need to do is each gain a feather from 
the bronze griffon, which is actually a variation of the 
traditional figurine of wondrous power. This needs a 
grapple attack to be successful, unless a tool or mag-
ic are employed – in this instance, there is no attack 
of opportunity chance but a touch attack is required. 
When they go to do this, the entire pride rises into the 
air and flies around the players, buffeting them with 
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wings and chests, but not harming them. If they scan 
the pride of griffons, it radiates magic (moderate trans-
mutation), and they can use this technique to pinpoint 
the required griffon’s position in the pride. Once it is 
identified, a PC needs to grab a wing feather; when 
they do, a tattoo of it appears over their entire arms.

This tattoo is required to see items in Room 6. It can 
only be seen on a person by someone else who has 
the tattoo themselves.

The bronze griffon has the following statistics relevant 
to the encounter:

Size/Type: Large Animal
Hit Dice: 7d10+21 (59 hp)
Armor Class: 17 (-1 size, +2 Dex, +6 natural), touch 
11, flat-footed 15
Base Attack/Grapple: +7/+15
Saves: Fort +8, Ref +7, Will +5
Abilities: Str 18, Dex 15, Con 16, Int 5, Wis 13, Cha 8
Skills: Jump +8, Listen +6, Spot +10
Feats: Iron Will, Multiattack,Weapon Focus (bite)

It is the symbol they need to view the items in Room 
6. However, the bronze griffon isn’t an actual figurine; 
its transmutation energy is maintaining the illusion in 
a previously unknown arcane hybrid. The illusion en-
ergy was so ingrained in the stone that the transmuta-
tion force is now able to maintain the change.

Anyone who doesn’t gain this tattoo is unable to expe-
rience the arms and armor in Room 6.

If the PCs walk in any direction for three minutes, they 
find themselves in the illusion that covers Room 12. Of 
course, it is quicker to leave this area, go back to the 
original room and find the appropriate doors, but the 
players aren’t to know this when they are experiment-
ing with moving around the illusion.

This square, stone room is just over 25 feet per side and 
15 feet high. Once it has been found with a Search/
Perception check DC 25, the secret door in the south 
wall can be opened from this room at any time with an 
Open Locks/Disable Device check DC 25.

The secret door can only be found by a PC when all 
6 tattoos have been gathered, but this should’ve been 
done before entering Room 14.

When the party first looks into this room, it is com-
pletely bare. Only when the secret door has been 
closed, and it automatically re-locks, does anything 
become apparent. Embedded in the floor against the 
north wall are two symbols, one representing air and 
one representing earth.

The air symbol is a transporter out of this room and 
into Room 15. A PC who stands on it and recites the 
house motto will find herself on the earth symbol in 
Room 15, which is directly above Room 14.

A creature, trap or party member(s) could be placed 
here.

Rooms 14, 15 and 21 have teleporters 
in them to get to other floors in the 
house. Whilst teleportation doesn’t 
work into or out of the house, nor within many 
of the rooms due to their magical protection, 
these transporters always work, unless magi-
cally disabled by mage’s disjunction or similar.

Arvoitus Loihtia will have told the defending 
party about the teleporters, so they are unlike-
ly to set the trapped component off. However, 
they may walk in on the NPCs as they deal with 
a swarm OR they may deliberately set the traps 
off to delay everyone involved with the process 
of finding evidence.

Room 14
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Any PC or NPC that steps onto the air symbol with-
out reciting the house motto will activate an elemental 
swarm (air) trap after 1 round.

The earth symbol is the transporter into this room 
from Room 15. If anyone steps off of it after coming 
from Room 15, nothing happens. However, anyone 
who steps onto it having come into the room by any 
way other than the air transporter from Room 15 im-
mediately activates an elemental swarm (earth) trap.

This square, stone room is just about 30 feet per side 
and 15 feet high. Once it has been found with a Search/
Perception check DC 30, the secret door in the north 
wall can be opened from this room at any time with an 
Open Locks/Disable Device check DC 30.

When the party first arrives into this room on the earth 
symbol in the north-eastern corner, it is completely 
bare. Only when a PC steps off the earth symbol, does 
anything become apparent. Embedded in the floor 
against the north-western wall is an air symbol, identi-
cal to the one in Room 14. There is a single door made 
of cold iron in the east and west walls, and two made 
of adamantine in the south wall. Each of the doors is 
arcane locked as well as having an established lock that 
requires an Open Locks/Disable Device check DC 30 
to open.

Elemental Swarm (Air) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (air), 17th level 
druid, air elementals appear in this room as de-
scribed and will look for foes on this level only if 
they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32

Elemental Swarm (Earth) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (earth), 17th level 
druid, earth elementals appear in this room as 
described and will look for foes on this level only 
if they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32

Top Floor
Room 15
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A creature, trap or party member(s) could be placed 
here.

The air symbol is a transporter out of this room and 
into Room 21. A PC or NPC who stands on it and 
recites the house motto will find herself on the earth 
symbol in Room 21, which is directly above Room 15.

Any PC that steps onto the air symbol without reciting 
the house motto will activate an elemental swarm (air) 
trap after 1 round.

The earth symbol is the transporter into this room 
from Room 15 and the way out to Room 14. If anyone 
steps off of it after coming from Room 15, nothing hap-
pens. If anyone arrives on it from Room 21 and just 
stands there for 2 rounds, they get taken to Room 14. 
However, anyone who steps onto it without reciting the 
house motto activates an elemental swarm (earth) trap 
after 1 round.

Rooms 16 to 19 contain items that the PCs may want 
to use and will possibly want to hide from the NPCs. 
The ruling states that everything needed to gather 
evidence must be on show and not hidden away. This 
doesn’t mean the defending PCs can move items 
around within their displays and make it difficult 
for the NPCs. Items that can definitely be moved to 
somewhere else are the wardrobes numbered 1, 2 
and 3. The fourth one has to stay where it is as part 
of the conditions.

It also doesn’t mean that the defending party can’t 
use non-necessary items as well.

 

A creature, trap or party member(s) could be placed 
here.

This room is clearly a chamber of rest and relaxation. 
It is clean, tidy, and quite luxuriously appointed. Two 
large bookcases are against the south wall, one filled 
with scrolls, tablets and woodblocks that have a vast 
range of songs and stories on. These seem to have most-
ly been produced by one hand and are made of myriad 
materials that must have been imported to Mohkba at 
no little expense. However, some items are clearly from 
other planes, if the various languages, symbols, colors 
and musical notation are anything to go by. The other 
bookcase has fewer items on 4 shelves; just 4 books, 1 
per shelf, their front covers facing outwards from indi-
vidual bookstands, and 4 lyres, 1 per shelf. The whole 
display radiates strong magic of a variety of types, with 
specific items proving to be the following if closely ana-
lysed:

 

Elemental Swarm (Earth) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (earth), 17th level 
druid, earth elementals appear in this room as 
described and will look for foes on this level only 
if they can find the secret door, no save)

Elemental Swarm (Air) Trap

CR 10; magic device; trigger location; 
reset manual;

Spell effect (elemental swarm (air), 17th level 
druid, air elementals appear in this room as de-
scribed and will look for foes on this level only if 
they can find the secret door, no save)

Search/Perception DC 32, Disable Device DC 
32

Search/Perception DC 32, Disable Device DC 
32
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Book 1 – This book is a minor artifact named “The 
Songs of Storms” and contains seven long songs that 
have an influence over weather. The first 4 songs are 
called “Spring Sou’wester,” “Summer Storm,” “Autumn 
Aioloses” and “Winter Whiteout” and are able to pro-
duce effects identical to control weather when played 
on the appropriate instrument (late winter is not cov-
ered by the songs in the way a control weather spell 
does). Each can be used once in a 48 hour period.

The final 3 songs are called “Storm of the Seas,” “Storm 
of the Sands” and “Storm of the Stones” and are the 
means to produce the same effects as storm of vengeance 
but over or under the sea, over deserts, and over moun-
tains respectively. Each can be used once per month.

All seven songs only work when played on a “Stormy 
Lyre”.

Strong conjuration and transmutation; CL 20th; 
Weight 2 lbs

Lyre 1 – Stormy Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

This instrument is a minor artifact made from a mix-
ture of dull white, mottle gray, tarnished black woods, 
with strings of vibrant yellow sinew and keys of elec-
trum. It radiates strong transmutation and conjuration 
magic, as it has storm of vengeance and control weather 
cast into it during its manufacture, which allows it to 
be used to play tunes from “The Songs of Storms”. At 
all times, it give a +5 bonus to Perform (string instru-
ments).

Strong conjuration and transmutation; CL 20th; 
Weight 4 lbs

 

Book 2 – This book is a minor artifact named “The 
Tone Poems of Ilma Luft” and is as light as a feather 
despite being made of some type of grey-white and 
green hide (this is ethereal filcher skin) and containing 
about 60 pages, each made of solidified essence of aer-
ial servants. The book is a series of poems that require 
accompaniment (as opposed to songs). Each allows a 
bard to produce effects similar to a number of divine 
spells.

There is a title page followed by 3 pages of explanatory 
notes at the beginning of the book, and a page with an 
image of the instrument required to play when accom-
panying the poems. Each poem is 5 pages long (made 
up of a title page and 4 pages of poem) and there is a 
blank page between each one.

The final page has an image of a bard on what looks like 
the elemental plane of air (a Knowledge (the planes) 
DC 20 roll confirms this, as will any cleric with Air as 
a domain).

The spells in the books are as follows:

1 – Create Air

Create Air
Conjuration (Creation) [Air]
Level: Clr 0, Drd 0, Pal 1
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Effect: Up to 2 gallons (9 liters) of water/level
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

This spell generates fresh, breathable air, just like 
cool, crisp mountain air. Air can be created in an 
area as small as will actually contain the gas, or in 
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an area three times as large—possibly creating a 
“bubble” or filling many small receptacles.

Note: Conjuration spells can’t create substances 
or objects within a creature. One cubic foot of air 
contains roughly 8 gallons/36 liters. The average 
total lung capacity of an adult human adventurer 
is about 1.33 gallons/6 liters of air, but only a small 
amount of this capacity (0.11 gallons/0.5 liters) is 
used during normal breathing. The average me-
dium humanoid respiratory rate is roughly 12-20 
breaths per minute in adults. This means that each 
2 gallons/9 liters of air created will last roughly be-
tween 55 and 90 seconds for 1 medium humanoid 
adult that is active (fighting, running, casing spells, 
etc.), and 4 times this long if they are passive.

2 – Produce Cutting Winds

Produce Cutting Winds
Evocation (Air)
Level: Air 2, Drd 1
Components: V, S
Casting Time: 1 standard action
Range: 0 ft.
Effect: Rapidly swirling ball of air in your hands
Duration: 1 min./level (D)
Saving Throw: None
Spell Resistance: Yes

A ball of viciously swirling air appears in your 
open hand. The air damages neither you nor your 
equipment.

In addition to providing the ability to move fogs 
and clouds, such as stinking cloud, the ball of air 
can be hurled or used to touch enemies. You can 
strike an opponent with a melee touch attack, deal-
ing air (slashing) damage equal to 1d6 +1 point 
per caster level (maximum +5). Alternatively, you 
can hurl the ball of air up to 120 feet as a thrown 
weapon. When doing so, you make a ranged touch 

attack (with no range penalty) and deal the same 
damage as with the melee attack. No sooner do 
you hurl the ball of air than a new ball appears in 
your hand. Each attack you make reduces the re-
maining duration by 1 minute. If an attack reduces 
the remaining duration to 0 minutes or less, the 
spell ends after the attack resolves.

This spell does not function underwater.

3 – Gust of Wind
4 – Wind Wall
5 – Air Walk
6 – Control Winds
7 – Air Tell

Air Tell
Evocation (Air)
Level: Brd 6, Drd 6
Components: V, S, DF
Casting Time: 10 minutes
Range: Personal
Target: You
Duration: 1 min./level (D)

You gain the ability to speak with the very air of 
a sealed room, a long-forgotten crypt, an under-
ground cavern with little access to the outside 
world, a space that needs to be teleported into or 
similar and has been infrequently visited, which 
relates to you who or what has been there as well 
as revealing what been said or done in that space 
The air relates complete descriptions if asked. The 
air’s perspective, perception, and knowledge may 
prevent the air from providing the details you are 
looking for.

You can only speak with air that is natural or usual 
for a given plane. It takes 1 minute to speak with 
the air that fills a 5,000 cubic feet volume (e.g. a 
25 x 20 x 10 feet room or a 50 x 10 x 10 corridor). 
After that time, the air is exhausted and has drifted 
away. The level of sound it makes reduces to noth-
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ing as the minute draws to an end.

8 – Wind Walk
9 – Whirlwind

All nine poems only act as spells when accompanied 
on a “Blustering Lyre”.

Strong evocation and transmutation; CL 20th; Weight 
1 oz

Lyre 2 – Blustering Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

This instrument is a minor artifact made from the 
bones of an elder arrowhawk with strings made from 
the sinews of a couatl. It radiates strong transmutation 
(air) and evocation magic, as it has windwalk and con-
trol weather cast into it during its manufacture, which 
allows it to be used to accompany poems from “The 
Tone Poems of Ilma Luft”. At all times, it give a +5 bo-
nus to Perform (string instruments).

Strong evocation and transmutation; CL 20th; Weight 
1 lb

Book 3 – This book is a minor artifact named “”Fall 
Spree!”Tenn Says” and is made from the skins of a 
mimic (the cover) and a doppelganger (the pages). It 
is written by someone called Tenn Kalava. A Knowl-
edge (history; local; royalty and nobility) or Bardic 
Knowledge DC 30 check reveals this person was a no-
torious heartbreaker who was court bard of a minor 
kingdom many years ago, although no-one was ever 
able to confirm if they were male or female, as the per-
son appeared in both forms at various times. When 
studied, the book gives very clear instruction on how 
to improve your ability to cast Enchantment (charm) 
spells. If read by a bard, which takes a total of 48 hours 
over a minimum of six days, he gains an inherent abili-

ty to cast enchantment (charm) spells at 2 levels higher 
than his current level or 4 levels higher if he is using a 
“Charming Lyre”. If anyone else reads it, they find they 
are able to use a “Charming Lyre” as a replacement for 
any required material component or as a divine focus 
when casting enchantment (charm) spells.

Strong enchantment (charm); CL 20th; Weight 3 lbs

Harp 3 – Charming Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

This instrument is a minor artifact made from various 
parts from a quasit and an imp, although it is hard to 
tell what comes from what. It radiates strong enchant-
ment (charm) magic, as it has mass charm monster 
cast into it during its manufacture, which allows it to 
be used by spellcasters to cast improved enchantment 
(charm) spells after reading “”Fall Spree!” Tenn Says”. 
At all times, it give a +5 bonus to Perform (string in-
struments).

Strong enchantment (charm); CL 20th; Weight 3 lbs
 

Book 4 – This book is a minor artifact named “Scene 
As it Should Be” and is made from the skins of a gold 
dragon (the cover) and a guardian naga (the pages). It 
is written by someone called Koko Totuus. A Knowl-
edge (history; local; royalty and nobility) or Bardic 
Knowledge DC 30 check reveals this person was a bard 
who assisted clerics in their search for divine truths. 
When studied, the book gives very clear instruction on 
how to improve your ability to cast divination spells for 
either good or lawful purposes. If read by a bard, which 
takes a total of 48 hours over a minimum of six days, 
he gains an inherent ability to cast divination spells 
(for either good or lawful purposes) at 2 levels higher 
than his current level or 4 levels higher if he is using a 
“Truthful Lyre”. If anyone else reads it, they find they 
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are able to use a “Truthful Lyre” as a replacement for 
any required material component or as a divine focus 
when casting divination spells for either good or lawful 
purposes.

Strong enchantment (charm); CL 20th; Weight 3 lbs

Harp 4 – Truthful Lyre

Picking this lyre up reveals its name via a mental mes-
sage from the item.

GM’s note – each of the PCs will have needed to 
touch this item whilst reciting the house motto in 
order to be able to see the contents of the scrolls in 
the cupboard on the eastern wall, just above the se-
cret door, in Room 20 (Cupboard Number 1). Once 
touched, a ghostly image of the lyre rests on the PC’s 
right shoulder, and can be seen by anyone else who 
has touched it.

This instrument is a minor artifact made from the rib 
cage of a hound archon, whilst the strings seem to 
be the essence of a lantern archon. It radiates strong 
divination magic, as it has discern location and zone of 
truth cast into it during its manufacture, which allows 
it to be used to accompany poems from “Scene As it 
Should Be”. At all times, it give a +5 bonus to Perform 
(string instruments).

Strong divination; CL 20th; Weight 3 lbs

 

A creature, trap or party member(s) could be placed 
here.

This room is clearly a chamber of study and learning 
once the PCs have entered it and given it even a cur-
sory look around It is clean, tidy, and quite luxuriously 
appointed, with expensive chairs, and pads of vellum 
next to assorted exotic writing instruments and inks 
on valuable tables.

What really catches the eye are the many hundreds of 
floating heads in this room, each of them translucent 
light blue and wearing a thin silver circlet. The faces on 
the heads clearly look like purveyors of every craft and 
profession known across the planet, and indeed, if a 
PC calls out the name of a craft, profession or activity, 
a head will float towards the PC. Each circlet contains 
the spirit of a 20th level expert in that craft, profession 
or activity.

When the floating head is about 12 inches in front of 
the PC, the thin silver circlet on it will glow. The head 
hovers in front of the PC and dips forward slightly; the 
PC will find that she can remove the circlet if she so 
wishes. She can then place it on her own head; if she 
does put it on her head and leaves it there for 2 rounds, 
she gains a +1 insight bonus into that craft, profession 
or activity. Leaving it there for another 3 rounds adds 
a second +1 insight bonus,;another 4 rounds adds an-
other +1; another 5 rounds add a fourth and finally an-
other 6 rounds adds a fifth and final +1 bonus, for a +5 
insight bonus in total after 2 minutes/20 rounds.

If she doesn’t place the circlet on her head within 2 
rounds, it disappears from her grip, or wherever she 
has put it, and reappears on the floating head in front 
of her, which then proceeds to rejoin the many hun-
dreds of others circling the room. As soon as she re-
moves it and 2 rounds pass, it does the same. If she 
removes it after gaining the first +1 bonus and then 
replaces it, it takes 5 rounds for the second +1 bonus 
to mentally materialise, and so on. A PC can only gain 
from a circlet once.

As the PCs watch the heads floating by, there is a cu-
mulative 1% chance per PC per round that they will 
see a head with a deeply burnished gold circlet on it. 
Engraved on the front of each of these will be one of 
the following names; however, each one actually has 
a different effect, as listed after the bold name on the 
circlet. Roll a d% to see what appears. Each circlet only 
appears once. If a circlet is repeated, move down the 
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list to the next one that hasn’t been seen. The effects 
of a circlet come into play after it has been worn for 2 
rounds. A circlet only has a benefit if specifically listed, 
rather than bestowing the benefits of what it appears to 
be. There is no save for any of these changes, as they are 
effectively curses.

01-03 – Golem Manual – clay – Character’s hair grows 
1 inch longer per 10 minutes. Limited wish, wish or 
miracle stops this.
04-06 – Golem Manual – flesh – Character either 
shrinks ½ inch (01-50 on d%) or grows that much 
taller (51-100) per 10 minutes. Limited wish, wish or 
miracle stops this.
07-09 – Golem Manual – iron – Temperature around 
character is 10°F cooler than normal per 10 minutes. 
Limited wish, wish or miracle stops this. Appropriate 
actions to warm the character can balance this, but 
don’t stop it.
10-12 – Golem Manual – stone – Temperature around 
character is 10°F warmer than normal per 10 minutes. 
Limited wish, wish or miracle stops this. Appropriate 
actions to cool the character can balance this, but don’t 
stop it.
13-15 – Golem Manual – stone, greater – Character’s 
hair material changes. Equal chance it becomes earth, 
wood, ice or low grade copper (worth 1 cp per pound).
16-18 – Headband of Intellect +2 - Character’s skin 
material changes. Equal chance it becomes earth, 
wood, ice or low grade copper (worth 1 cp per pound).
19-21 – Headband of Intellect +4 – Character now 
glows in the dark.
22-24 – Headband of Intellect +6 – Character’s gen-
der changes.
25-27 – Tome of Clear Thought – Character’s kind 
changes, with an equal chance of becoming any other 
humanoid type.
28-30 – Tome of Leadership and Influence – Char-
acter is afflicted with a random disease that cannot be 
cured.
31-33 – Tome of Understanding – Character’s align-

ment changes randomly to either true neutral, one step 
clockwise or one step anti-clockwise on the alignment 
wheel (equal chance for each).
34-36 – Virtuous Grammar - actually acts as a Vacu-
ous Grimoire

Vacuous Grimoire

A book of this sort looks like a normal one on 
some mildly interesting topic. Any character who 
opens the work and reads so much as a single word 
therein must make two DC 15 Will saves.

The first is to determine if the reader takes 1 point 
of permanent Intelligence drain. The second is to 
find out if the reader takes 2 points of permanent 
Wisdom drain. To destroy the book, a character 
must burn it while casting remove curse. If the gri-
moire is placed with other books, its appearance 
instantly alters to conform to the look of those 
other works.

37-39 – Knowledge – arcana – +2 insight bonus gained. 
Character continually emits a disturbing sound (equal 
chance per round from moaning, weeping, screaming, 
cursing, insults, whistling, cackling, snarling).
40-42 – Knowledge – architecture and engineering 
– +2 insight bonus gained. Character looks ridiculous 
(garishly colored, silly shape, glows bright pink, . . .)
43-45 – Knowledge – dungeoneering – +2 insight 
bonus gained. Character becomes selfishly possessive 
about everything he owns or borrows from another 
PC.
46-48 – Knowledge – geography – +2 insight bonus 
gained. Character becomes paranoid about losing ev-
erything he owns and becomes afraid of damage oc-
curring to any of it.
49-51 – Knowledge – history – +2 insight bonus 
gained. Character must attack nearest creature (5% 
chance [01-05 on d%] each day at 8 p.m.)
52-54 – Knowledge – local – +2 insight bonus gained. 
Character is stunned for 1d4 rounds 1/day at 8 p.m.
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55-57 – Knowledge – nature – +2 insight bonus 
gained. Character’s vision is blurry (-2 penalty on at-
tack rolls, saves, and skill checks requiring vision).
58-60 – Knowledge – nobility and royalty – +2 in-
sight bonus gained. Character gains one negative level.
61-63 – Knowledge – religion – +2 insight bonus 
gained. Character gains two negative levels.
64-66 – Knowledge – the planes - +2 insight bonus 
gained. Character must make a Will save DC 25 each 
day or take 1 point of Intelligence damage. The lost 
point returns at midnight and the next roll is made at 1 
minute past midnight.
67-69 – Perform – act – +2 insight bonus gained. 
Character must make a Will save DC 25 each day or 
take 1 point of Wisdom damage. The lost point returns 
at midnight and the next roll is made at 1 minute past 
midnight.
70-72 – Perform – comedy – +2 insight bonus gained. 
Character must make a Will save DC 25 each day or 
take 1 point of Charisma damage. The lost point re-
turns at midnight and the next roll is made at 1 minute 
past midnight.
73-75 – Perform – dance – +2 insight bonus gained. 
Character must make a Fort save DC 25 each day or 
take 1 point of Strength damage. The lost point returns 
at midnight and the next roll is made at 1 minute past 
midnight.
76-78 – Perform – keyboard instruments – +2 insight 
bonus gained. Character must make a Fort save DC 25 
each day or take 1 point of Dexterity damage. The lost 
point returns at midnight and the next roll is made at 1 
minute past midnight.
79-81 – Perform – oratory – +2 insight bonus gained. 
Character must make a Fort save DC 25 each day or 
take 1 point of Constitution damage. The lost point re-
turns at midnight and the next roll is made at 1 minute 
past midnight.
82-84 – Perform – percussion instruments – +2 in-
sight bonus gained. Character is polymorphed into a 
specific creature – use the reincarnation list to establish 
what this creature is (5% chance [01-05 on d%] each 

day at 8 p.m.). The change lasts 2d12 hours.
85-87 – Perform – sing – +2 insight bonus gained. 
Character must make a Will save DC 25 each day at 8 
p.m., or finds she cannot cast arcane spells or benefit 
from arcane spells that are cast directly on her.
88-90 – Perform – string instruments – +2 insight 
bonus gained. Character must make a Will save DC 25 
each day at 8 p.m., or finds she cannot cast divine spells 
or benefit from divine spells that are cast directly on 
her.
91-93 – Perform – wind instruments – +2 insight bo-
nus gained. Character must make a Will save DC 25 
each day at 8 p.m., or finds she cannot cast any spells 
or benefit from any spells that are cast directly on her.
94-96 – Helm of Comprehend Languages – +2 in-
sight languages gained. Also acts as a Helm of Opposite 
Alignment.

The final item on the list is the following. It is clearly 
different from every other circlet, as it is a combina-
tion of hemp and bark when on its floating head, but 
becomes a normal, soft felt hat when the circlet is re-
moved from it.

97-100 – Hat of Disguise – adds a +2 insight bonus to 
all disguise checks.

GM’s note – each of the PCs will have needed to wear 
this item whilst reciting the house motto in order to 
be able to see the contents of the scrolls in the cup-
board on the northern wall closest to the eastern wall 
in Room 20 (Cupboard Number 2). Once 1 PC has 
found it, it can be handed to the others without dif-
ficulty. Once worn, a ghostly image of the lyre rests 
over the PC’s head and can be seen by anyone else 
who has touched it.
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A creature, trap or party member(s) could be placed 
here.

This room is clearly a chamber of restoration and heal-
ing. It is clean, tidy, and quite luxuriously appointed, 
with massage benches and cabinets full of potions, tab-
lets, and similar natural and magical medicines.

Once per day, a creature can pick up a potion vessel, 
imagine what they want it to be, and it they recite the 
house motto, it becomes that potion. Any vessel that is 
capable of that is made of copper. Once the potion has 
been drunk, the vessel simply vanishes.

If the potion is drunk without the house motto being 
recited, it has the exact reverse effect of the stated po-
tion.

There are some specific potions and salves floating 
around, and these are in silver vessels. As the PCs search 
through the vessels, there is a cumulative 1% chance 
per PC per round that they will find one of these silver 
jars. Engraved on the front of each of these will be one 
of the following names; however, each one actually has 
a different effect, as listed after the bold name on the 
vessel. Roll a d% to see what appears. Each vessel only 
appears once. If a vessel is repeated, move down the list 
to the next one that hasn’t been seen. The contents of 
a vessel only has a benefit if specifically listed, rather 
than bestowing the benefits of what it appears to be. 
There is no save for any of these changes, as they are 
effectively curses.

01-05 – Body Oil of Invocation – Character must eat 
twice as much as normal for one month.
06-10 – Body Oil of Truth – Character must sleep 
twice as much as normal for one month.
11-15 – Body Powder of Appearance – Character 
must undergo a specific quest to present himself to the 
king, within one month.

16-20 – Body Powder of Disappearance – Character 
gains +1 Dex but must sacrifice (destroy) 100 gp worth 
of valuables per day during this month or suffer -1 Dex 
for the same period.
21-25 – Body Powder of Dryness – Character gains +1 
Con for one month but must sacrifice (destroy) 2,000 
gp worth of magic items each week during this month 
or suffer -1 Con for the same period.
26-30 – Body Powder of Illusion – Character must 
swear fealty to a particular noble or his family that is 
currently out of favor with the king.
31-35 – Body Powder of Timelessness – Character 
gains +1 to every ability for 10 minutes but must dis-
card all magic items for the same period of time.
36-40 – Elixir of Fire Breath – Character must wor-
ship Loviatar. The usual methods can reverse this, but 
they won’t happen whilst in the House.
41-45 – Elixir of Hiding – Character claims to be an 
entirely different class, and at the next opportunity at-
tempts to show that they were never really the class 
everyone thought they were by using skills, feats and 
special abilities associated with the new class. This lasts 
for 1 day per level of the character.
46-50 – Elixir of Love – Character changes her name 
to that of the person she loves, demands to be called 
that name by everyone else, and refuses to do anything 
unless another PC says, “Please (insert new name), will 
you (insert action) for us?” This lasts for 1 hour.
51-55 – Elixir of Sneaking – Character’s skill ranks, as 
listed, all move on two places, making some skills bet-
ter and some worse. This lasts for 20 minutes.
56-60 – Elixir if Swimming – Character must be 
cleansed with holy/unholy water every 5 minutes for 
the next 30 minutes or he spontaneously combusts.
61-65 – Elixir of Truth – Character must kill a living 
creature in the next 5 minutes or she attacks a party 
member. She knows this the moment she samples the 
elixir and can tell the other party members. Remember, 
humanoid opponents are only meant to be subdued.
66-70 – Elixir of Vision – Main weapons or suit of ar-
mour need to be used within the next 5 minutes, other-
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wise they can’t see the point of their existence and shit 
down for a number of minutes equal to 5 multiplied 
the magical bonus.
71-75 – Incense of Meditation – Characters armor 
and weapons all suddenly ask to be blessed, otherwise 
any magical bonus they possess will be suppressed for 
5 minutes per “plus of magical bonus (i.e. a +2 suit of 
armor will lose that +2 bonus for 10 minutes)
76-80 – Restorative Ointment – Character must sacri-
fice some part of her life energy (2 points of any ability, 
choose at random) one time. If the character gets the 
ability points back (such as from a restoration spell), 
another 2 points disappear at random. If the character 
receives an ability increase caused by level gain, a wish 
or miracle, or the use of a magic item, then the another 
loss doesn’t occur. At the end of 24 hours, the original 
2 points reappear either on the original ability OR on a 
randomly selected on, at the GM’s discretion.
81-85 – Salve of Slipperiness – Character must place 
a drop of his own blood on every item he owns, other-
wise after 10 rounds each one will slip from his person 
at a rate 1 per round (select randomly)
86-90 – Stone Salve – Character is suddenly bathed in 
volcanic lava 10 minutes after touching the salve. This 
cleanses the character of all possessions (magic items 
are allowed a Fort save DC 20 to resist) and leaves her 
standing naked in the middle of a 20 feet radius pool.

The final item on the list is the following. It is clearly 
different from every other vessel as it is a combina-
tion of white gold and platinum. When opened, the 
unguent is deep black flecked with silver motes that 
twinkle like stars.

91-00 – Unguent of Timelessness – will save the PC 
from 1 month of aging.

GM’s note – each of the PCs will have needed to 
daubed themselves with a little of this item whilst 
reciting the house motto in order to be able to see 
the contents of the scrolls in the cupboard on the 
northern wall closest to the western wall in Room 20 

(Cupboard Number 3). Once 1 PC has found it, it 
can be handed to the others without difficulty. Once 
daubed, a ghostly image of the unguent can be seen 
on wherever the PC’s placed it, and can be seen by 
anyone else who has done the same it.

 

A creature, trap or party member(s) could be placed 
here.

This room is clearly a chamber of dressing and prepa-
ration. It is clean, tidy, and quite luxuriously appointed, 
with at least 1 (but up to 4) spacious wardrobes against 
the east wall at its southern end, and 4 mirrors on the 
south and west walls, either side of the doors. At pres-
ent they aren’t reflecting any light. There are also 4 ta-
bles dotted around, each with an assortment of clothes 
brushes on them.

The wardrobes are 5 feet deep, but if anyone opens 
the doors of any one of them, a 25 feet long rail shoots 
across the room, acting as a trap, as any impact deals 
significant damage. This rail is 5 lengths of metal, each 
5 feet long, that sit one inside the other and extend 
outwards under the power of a spring. This means that 
20 feet of rail sticks out into the room, whilst 5 feet 
is anchored inside the wardrobe.They are also electri-
fied and light up, so that anything that is hanging from 
them is illuminated.

The rails are currently rigged so that anyone opening a 
wardrobe who is unauthorised to do so will trigger the 
trap. They can be safely opened by anyone reciting the 
house motto 1 round before doing so.
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Each wardrobe contains items of clothing, which are 
suspended from the rail, one per 5 feet long section. 
There is an electric buzz as they come to a standstill, 
and then light floods down from the rail onto the cloth-
ing. The clothing can be tried on, and even taken away, 
but all have a condition on them for operating. Most of 
these conditions are very restrictive.

Clothing item 1 is in the wardrobe, item 5 is furthest 
from it when the rail is fully extended.

All items appear to work normally for 3 rounds, then 
automatically have their major effect occur for 1 
round (if it has one), then cease to work unless their 
particular criteria is met.

 

1 – Cape of the Mountebank - only works in tempera-
tures below -15 oC (5 oF)
2 – Clock of the Arachnida – only works in tempera-
tures above 55 oC (131oF)
3 – Cloak of the Bat – only works during the day be-
tween 30 minutes before midday and 30 minutes after 
it.
4 – Cloak of Charisma – only works during the night 
between 30 minutes before midnight and 30 minutes 
after it.

5 – Cloak of Major Displacement  - only works in di-
rect sunlight

 

1 – Cloak of Elvenkind – only works in areas of pitch 
black
2 – Cloak of Etherealness – only works out of water
3 – Cloak of the Manta Ray – only works in precipita-
tion of any kind
4 – Cloak of Resistance +3 – only works underground, 
1,000 feet from anyone or anything friendly
5 – Mantle of Faith – only works above ground, 1,000 
feet away from anyone else of faith

 

1 – Mantle of Spell Resistance – only works when with-
in 100 feet of a creature with Intelligence 1 or lower
2 – Black Robe of the Archmagi – only works when 
within 100 feet of dwarven men
3 – Robe of Blending – only works with 100 feet of a 
creature with 12 or more ranks in Spot/Perception
4 – Robe of Bones – only works within 100 feet of an 
undead creature
5 – Robe of Eyes – only works when within 100 feet of 
someone who is blindfolded

1 – Robe of Scintillating Colors – only works when in 
rooms that are totally gray/gray tones
2 – Robe of Stars – only works for someone of Lawful 
Evil alignment
3 – Robe of Useful Items – works as stated

GM’s note – each of the PCs will have needed to wear 
this item whilst reciting the house motto in order to 
be able to see the contents of the scrolls in the cup-
board on the western wall, just above the secret door, 
in Room 20 (Cupboard Number 4). Once 1 PC has 
found it, it can be handed to the others without diffi-

Rapidly Moving, Electrified 
Rail Trap

CR 8; mechanical; trigger location 
(open doors); reset manual (close doors);

Effect Atk +25 ranged (5d6 bludgeoning, 5d6 
electrical), one metal rail 4 inches by 4 inches, 
multiple targets in a 5 feet wide line 20 feet in 
front of the wardrobes,

Search/Perception DC 27, Disable Device DC 
18

Wardrobe 1

Wardrobe 2

Wardrobe 3

Wardrobe 4
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culty. Once worn, a ghostly image of the robe covers 
the PC’s body, and can be seen by anyone else who 
has worn it.

4 – Robe of Powerlessness – Only works within 100 feet 
of a giant
5 – Robe of Vermin – Only works when within 100 feet 
of a cat

 
 

Arvoitus will wish to remain alone during any con-
versation wit the NPCs.

This is the room of Arvoitus Loihtia. She is a half-fiend 
sorcerer (16th level) and determined to keep Hakija 
and “his cronies” away from any evidence. She will 
do her utmost to delay the NPCs and put them on the 
back foot; the spells she knows have always been defen-
sive and are there to make sure she gets the maximum 
out of life with the minimum risk. It is so much more 
straightforward to pay someone less than you earn to 
risk their life for you, is the way she thinks.

Arvoitus has all of the tattoos and all of the ghostly 
images about her body. Of course, none of these can 
be seen unless another person has gone through the 
same processes to gain them, unless a wish or mira-
cle is used to reveal them.

Arvoitus Loihtia (Sorcerer, 16th level, half-fiend)

Arvoitus Loihtia understands the ruling of “Riittava 
Epaily“, or “Sufficient Suspicion”, and “Sovittaa Yh-
teen”, or “Combined Atonement”, very well, having 
lived through a number of them in the past and having 
never lost a case. She will not attack the NPCs unless 
they attack her, instead offering to help them but in-
stead delaying them for as long as possible. The only 
person she will show any sign of anger with is Kosto 
Hakija; she has always been unable to maintain a com-
plete mask of indifference when face-to-face with those 
who have brought cases against her. There is a cumula-

tive 1% chance per round of contact with Hakija that 
she will attempt to subdue him. This will quickly be-
come a contest of magic between two powerful casters. 
The GM can use this to remove Hakija from events if 
the NPCs are having an easy time of things against the 
players because of Hakija and his iron golem a little too 
frequently.

The following information is there to explain what 
Hakija and his NPC party will be doing when they 
enter this room. It is unlikely to greatly influence 
what the PCs do unless they decide to defend one 
of the cupboards or make it harder to deal with. 
Remember, the law states that items on show at the 
time of the ruling must be on show throughout the 
hour. However, that doesn’t mean they can’t be fur-
ther protected.

The cupboard on the eastern wall, just above the secret 
door (Cupboard Number 1), contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has held the truthful lyre whilst reciting the house mot-
to in Room 16, and items from Rooms 1,2 and 21 (con-
taining the letters “H”, “O” and “W”). If a PC or NPC 
as done the above, they will find that the scrolls con-
tain plans describing how creatures have been and will 
be “relieved” of items. There is a 1% chance per round 
when looking at a particular scroll that is written in the 
future tense of it turning to the past tense, as the plan 
comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

Room 20

Cupboard 1
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The cupboard on the northern wall closest to the east-
ern wall (Cupboard Number 2) contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has worn the hat of disguise whilst reciting the house 
motto in Room 17, and the appropriate items from 
Rooms 21, 1 and 2 (containing the letters “W”, “H” and 
“O”). If a PC or NPC as done the above, they will find 
that the scrolls contain details of who the creatures that 
have been and will be “relieved” of items. There is a 1% 
chance per round when looking at a particular scroll 
that is written in the future tense of it turning to the 
past tense, as the creature has the item taken from it.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

The cupboard on the northern wall closest to the west-
ern wall (Cupboard Number 3) contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has daubed himself with some unguent of timelessness 
whilst reciting the house motto in Room 18, and the 
appropriate items from Rooms 21, 1, 3 and 4 (contain-
ing the letters “W”, “H”, “E” and “N”). If a PC or NPC 
has done the above, they will find that the scrolls con-
tain plans describing when creatures have been and 
will be “relieved” of items. There is a 1% chance per 
round when looking at a particular scroll that is writ-
ten in the future tense of it turning to the past tense, as 
the plan comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 

event will or did happen and which member of the 
house will be or was involved.

The cupboard on the western wall, just above the secret 
door (Cupboard Number 4), contains hundreds of 
magical scrolls and pieces of parchment neatly stacked 
inside boxes made of thicker, stiffer paper. These will 
appear to be blank unless the person looking at them 
has worn the robe of useful items whilst reciting the 
house motto in Room 19 and the appropriate items 
from Rooms 21, 1, 5 and 6 (containing the letters “W”, 
“H”, “A” and “T”). If a PC or NPC has done the above, 
they will find that the scrolls contain plans describing 
what items creatures have been and will be “relieved” 
of. There is a 1% chance per round when looking at a 
particular scroll that is written in the future tense of it 
turning to the past tense, as the plan comes to fruition.

Each scroll also has a number on it; this is a code that 
contains information relating to the place where the 
event will or did happen and which member of the 
house will be or was involved.

To gain the full evidence they need to prove what hap-
pened to Hakija, the NPCs will need to find all 4 scrolls 
relating to the plan to trick him. Without some form 
of magic, the roll to find the first scroll relating to him 
from any one of the 4 cupboards is Search/Perception 
DC 100, reduced by 5 for each person looking in addi-
tion to the main NPC. This chance then decreases by 
1 per round for each person looking until the scroll is 
found.

As an example of the above, a party of 4 (including 
Hakija) enters the room and each of them has the re-
quired symbols and items to search for all the scrolls. 
The initial roll will be DC 100 minus 15 for the three 
helpers, making DC 85. The roll will then decrease by 4 
each round, because 4 people are looking, making the 
DC for successive rounds 81, 77, 73, 69 and so on.

Cupboard 2

Cupboard 3

Cupboard 4
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Once the first scroll is found, the party can either use 
the code number as a way to immediately call forth the 
three relevant scrolls from the other cupboards, or they 
have to repeat the process. However, the initial roll de-
creases by 10 for each of the next cupboards, being DC 
90, 80 and 70 respectively.

A limited wish or discern location will reveal one scroll, 
a wish or miracle 2 scrolls, if they are used to draw them 
forth.

 

The PCs and NPCs will arrive in a random square in 
this area after using the “up” transport plate in Room 
15. To get out of the area, they need to use “down” trans-
port plate of the floor in the centre of the west wall.

On the floor, next to the Earth symbol used for 
transport, is a mosaic of the letter “W” which can 
be clearly seen at all times by anyone. Both the PCs 

and NPCs will need to have gained an item from this 
room in order to see the contents of the scrolls stored 
on all 4 of the cupboards in Room 20.

This dry, dusty space is the home of a colossal fiend-
ish monstrous scorpion. When the first member of the 
party enters, it will be on the ceiling of the roof space, 
but will quickly move towards this PC down the north 
and wall, flanking her with its first attack by using the 
roper

In the centre of the space, appearing to be a support 
prop 10 feet in diameter, is a variety of roper that has 
evolved to live in urban environments. Its immunities, 
resistances and vulnerabilities have adapted over time, 
as has the damage dealt by its strands. The creature’s 
50-feet long strands can reach any part of the area, in-
cluding deep into the corners.

Hanging from the roof around the roper are 12 chests, 
each one about 5 feet from the floor. These can only 
been seen and handled if a PC or NPC is carrying 
one of the miniature chests from Room 32 in the sub-
basement. A character without a miniature chest won’t 
know that they are there, even if told by someone who 
can see them. Each chest is 2 feet by 2 feet by 4 feet, no 
matter what they contain.

The chests contain the following:

Roof Space
Room 21

(2) Fiendish Colossal Monstrous 
Scorpions 
3.5E (300 hp) | Pathfinder (300 hp)

(1) Urban Roper
3.5E (85 hp) | Pathfinder (162 hp)
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2,315 platinum pieces. These are cursed and will dou-
ble in weight every 10 minutes they are out of the chest.

A wand of restoration with 7 charges. However, the 5th 
charge is cursed, and doubles the damage it is being 
used to restore.

3 potions of neutralize poison and 3 cursed potions of 
neutralize poison that double the effect they are meant 
to be curing (Fort DC 28 to resist). They are indistin-
guishable from each other without testing.

A necklace of strangulation

One platinum ring from a pair of rings of friend shield. 
The other is in Room 33 (SBR3)

An intelligent +3 dagger (Int 13, Wis 10, Cha 13; 60 ft 
vision and hearing [Common and Infernal]; 10 ranks 
in Spot; cure moderate wounds [2d8+3] 3/day)

A chest trapped with an energy drain trap, set off when 
someone looks inside

A rod of Alertness

A huge, 24HD invisible stalker. It will only leave the 
chest for Arvoitus Loihtia OR someone with: all the 
tattoos from rooms 7, 8, 9, 11, 12 and 13; all the images 
from rooms 16, 17, 18 and 19; items from sub-base-
ment rooms 31, 32, 33 and 34; a material from rooms 
1, 2, 3, 4, 5, and 6; a question mark from chest 12; evi-
dence that they have killed Arvoitus Loihtia. Otherwise 
it stays in the chest, but will answer questions from the 
PCs and NPCs. If they attack it, it retreats deep into the 
chest. If any PC follows it, he finds himself in a micro-
pocket of the Elemental Plane of Air, with all the is-
sues that entails. Re-finding the chest is a task left to 
the GM; for the sake of simplicity, there is a cumulative 
1% chance per hour that a PC comes across it again. If 
you want to add the event to the timescale of the ad-
venture, make it 1% per minute or round, so the PC 
has a chance of re-entering the adventure. However, it 
is there as a reminder not to chase after everything you 
see when you only have a little time at your disposal.

Food; it smells delicious. If sampled, a Will save DC 30 
is required to resist sitting and eating for a number of 
minutes equal to your Constitution score.

A 15 feet long Lance of Puncturing

Three times per day, this +2 wounding lance allows the 
wielder to make a touch attack with the weapon that 
deals 1d6 points of Constitution damage by draining 
blood. Creatures immune to critical hits are immune to 

Chest 1

Chest 2

Chest 3

Chest 4

Chest 5

Chest 6

Chest 7

Chest 8

Energy Drain Trap

CR 10; magic device; visual trigger (true seeing); 
automatic reset;

Atk +8 ranged touch; spell effect (energy drain, 
17th-level wizard, 2d4 negative levels for 24 
hours, DC 23 Fortitude save negates)

Search/Perception DC 34, Disable Device DC 
34

Chest 9

Chest 10

Chest 11
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the Constitution damage dealt by this weapon.

Strong necromancy; CL 13th; Craft Magic Arms and 
Armor, harm; Price 50,310 gp; Cost 25,310 gp + 2,000 
XP.

This chest has the letter “W” carved into its surface 
hundreds of times, although each one is entirely clear 
if the chest is concentrated on. Inside are dozens of 
carved question marks – “?” – made from innumer-
able materials that represent all of the types of items 
that House Loihtia deals in. 

Each PC needs to take 1 of these question marks 
in order to be able to see the contents of any of the 
scrolls in Room 20.

There is also a wand of gaseous form with 50 charges 
that can be used, but has to be left on show if moved. 
Arvoitus will ask the PCs to leave it here as she knows 
the NPCs will have to go from top to bottom and back 
again to prove anything, even with this item.

This level is a straightforward fight. House Loihtia has 
done a LOT of deals over the years and has a good 
grasp of the entire range of creatures that exist over the 
multiplanes, which do work in mysterious ways. Each 
room represents a plane of alignment, and there are 
created and summoned creatures that represent these 
planes within them. However, each room does have a 
clear way in and out (albeit that they are secret) and 
these creatures do not follow the PCs or NPCs. Fight-
ing defensively whilst the secret doors are found and 
opened is as good a tactic as attempting to destroy ev-
erything on this level, which is time consuming and 
could be costly. Sometimes words are mightier than 
weapons as well.

The doors are all found on a Search/Perception DC 
32 roll.

 
This room has a Neutral Evil air – gray, gloomy, soul-
less, with a sense of hopelessness , strong enough for 
other neutral or good creatures to take -2 penalty on 
Charisma, Intelligence and Wisdom-based checks 
whilst in here. It is otherwise empty.

A creature, trap or party member(s) could be placed 
here.

This room has a Lawful Evil air – elements of ash, ice 
and frozen rock can be felt, along with a sense of domi-
nating cruelty, strong enough for good or chaotic crea-
tures to take -2 penalty on Charisma, Intelligence and 
Wisdom-based checks whilst in here – and contains a 
barbed devil that stands ready to delay the party with 
its life.

A character that is Lawful Evil can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll 

Chest 12

Basement

Room 22

Room 23
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and a gift of 5,000 gp or equivalent (whilst the creature 
is hostile towards any non-Lawful Evil PC, it starts as 
Indifferent towards anyone of the same alignment)

A PC of any alignment other than Lawful Evil can In-
timidate the creature.

If a fight ensues, the devil disappears when it reaches 
zero hit points.

The secret door in the north wall can be opened from 
this room. The secret door in the east wall can’t be 
opened from this room.

This room has a Lawful Neutral air – a sense or or-
der, planning and measured control, strong enough 
for other neutral or chaotic creatures to take -2 penalty 
on Charisma, Intelligence and Wisdom-based checks 
whilst in here – and contains a kolyarut that stands 
ready to delay the party with its life.

A character that is Lawful Neutral can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 
roll and a gift of 5,000 gp or equivalent (whilst the crea-
ture is hostile towards any non-Lawful Neutral PC, it 
starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Lawful Neutral can 
Intimidate the creature.

If a fight ensues, the inevitable disappears when it 
reaches zero hit points.

The secret doors in the north and south walls can both 
be opened from this room.

 

This room has a Lawful Good air – it is clean per-
fectly proportioned, in excellent decor and has a sense 
of beauty and calm, strong enough for evil or chaotic 
creatures to take a -2 penalty on Charisma, Intelligence 
and Wisdom-based checks whilst in here – and con-
tains a trumpet archon that stands ready to delay the 
party with its life.

A character that is Lawful Good can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or equivalent (whilst the creature 
is hostile towards any non-Lawful Good PC, it starts 
as Indifferent towards anyone of the same alignment)

A PC of any alignment other than Lawful Good can 
Intimidate the creature.

If a fight ensues, the archon disappears when it reaches 
zero hit points.

The secret doors in the south and east walls can both be 
opened from this room.

 

This room has a Chaotic Evil air – it is intensely un-
comfortable to walk on, disorganised, ugly and has an 
oppressive, unforgiving air, strong enough for lawful or 
good creatures to take a -2 penalty on Charisma, Intel-
ligence and Wisdom-based checks whilst in here – and 
contains a glabrezu that stands ready to delay the party 
with its life.

(1) Barbed Devil
3.5E (126 hp) | Pathfinder (138 hp)

Pathfinder® Roleplaying Game Bestiary™

Room 24

(1) Kolyarut Inevitable
3.5E (91 hp) | Pathfinder (158 hp)

Pathfinder® Roleplaying Game: Bestiary 2™

Room 25

(1) Archon, Trumpet
3.5E (126 hp) | Pathfinder (175 hp)

Pathfinder® Roleplaying Game Bestiary™

Room 26
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A character that is Chaotic Evil can strike a temporary 
“peaceful passage pact” on a Diplomacy DC 30 roll 
and a gift of 5,000 gp or equivalent (whilst 
the creature is hostile towards any non-
Lawful Good PC, it starts as Indifferent 
towards anyone of the same alignment)

A PC of any alignment other than 
Chaotic Evil can Intimidate the crea-
ture.

If a fight ensues, the demon dis-
appears when it reaches zero hit 
points.

The secret door in the north wall can be opened from 
this room. The secret door in the west wall can’t be 
opened from this room.

 

This room has a Chaotic Neutral air – it is mismatched, 
random, seemingly shifting imperceptibly, and has a 
sense of roiling change, strong enough for other neu-
tral or lawful creatures to take a -2 penalty on Cha-
risma, Intelligence and Wisdom-based checks whilst in 
here – and contains a chaotic hill giant dire wereboar, 
in hybrid form, that stands ready to delay the party 
with its life.

A character that is Chaotic Neutral can strike a tem-
porary “peaceful passage pact” on a Diplomacy DC 
30 roll and a gift of 5,000 gp or equivalent (whilst the 
creature is hostile towards any non-Chaotic Neutral 
PC, it starts as Indifferent towards anyone of the same 
alignment)

A PC of any align-
ment other than 
Chaotic Neutral 
can Intimidate the 
creature If a fight 
ensues, the lycan-
thrope disappears 
when it reaches zero hit points.

The secret doors in the north and south walls can 
both be opened from  this room  
     
    

 

This room has a Chaotic Good air – it is worked stone, 
yet clearly reflects the natural beauty of the rock, both 
the calmness of a peaceful day and the power of a cha-
otic storm, and does so strongly enough for lawful or 
evil creatures to take a -2 penalty on Charisma, Intel-

(1) Glabrezu Demon 
3.5E (188 hp) | Pathfinder (162 hp)

Pathfinder® Roleplaying Game Bestiary™

Room 27

(1) Chaotic Hill Giant Dire 
Wereboar
3.5E (185 hp) | Pathfinder (223 hp)

Room 28

92

http://www.d20srd.org/srd/monsters/demon.htm
http://www.d20pfsrd.com/bestiary/monster-listings/outsiders/demon/glabrezu


ligence and Wisdom-based checks whilst in here – and 
contains a ghaele that stands ready to delay the party 
with its life.

A character that is Chaotic Good can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 
roll and a gift of 5,000 gp or equivalent (whilst the crea-
ture is hostile towards any non-Chaotic Good PC, it 
starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Chaotic Good can 
Intimidate the creature.

If a fight ensues, the ghaele disappears when it reaches 
zero hit points.

The secret doors in the west and south walls can both 
be opened from this room.

 
This room has a Neutral Good air – the colors of the 
stone seem alive, more vibrant even idyllic, strong 
enough for other neutral or evil creatures to take a -2 
penalty on Charisma, Intelligence and Wisdom-based 
checks whilst in here – and contains a leonal that stands 
ready to delay the party with its life.

A character that is Neutral Good can strike a tempo-
rary “peaceful passage pact” on a Diplomacy DC 30 
roll and a gift of 5,000 gp or equivalent (whilst the crea-
ture is hostile towards any non-Neutral Good PC, it 
starts as Indifferent towards anyone of the same align-
ment)

A PC of any alignment other than Neutral Good can 
Intimidate the creature.

If a fight ensues, the guardinal disappears when it 
reaches zero hit points.

The secret doors in the east, west and south walls can 
all be opened from this room.

 

This room has a True Neutral air – it is empty, with 
no distinguishing marks on the ceiling or walls. When 
the doors close, they are virtually impossible to find, 
although making a definite effort reveals them as pre-
viously stated. The air is still and quiet, and atmosphere 
is of balance and harmony, with no deviation, in a way 
that is strong enough for anything non-True Neutral to 
take a -2 penalty on Charisma, Intelligence and Wis-
dom-based checks whilst in here. There isn’t a creature 
in this room. There is a wand of reduce person, double 
(30 charge) that is placed on a permanent floating disc.

With an urgent need to keep items that are particu-
larly private and valuable out of the way of prying eyes, 
Arvoitus Loihtia decided that “less would be more”, so 
placed everything down very narrow shafts.

However, she knew that in order to get past her own de-
fences, she would need to enhance magic that already ex-
isted, making it more potent and breaking through one 
of the known tenets of a particular spell; that you couldn’t 
be affected by two reduce person spells at the same time. 
So she worked on enhancing the original spell, bending 
the related spell reduce person, mass to her own will, and 
eventually found a way to make 2 of the spells work in 
tandem. She has never been able to make more than 2 
work; each time she has tried more, her subjects have 
either winked out of existences or collapsed into a pool 
of rubberised bones and intestinal gore.

(1) Ghaele
3.5E (65 hp) | Pathfinder (136 hp)

Pathfinder® Roleplaying Game Bestiary™

Room 29

(1) Leonal
3.5E (114 hp) | Pathfinder (147hp)

Pathfinder® Roleplaying Game: Bestiary 2™

Room 30
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If anyone walks towards the walls without looking for 
the secret doors, they find their gravitational direction 
changes so that they can stand on them. The same then 
goes for the ceiling. Every 5 rounds that a PC spends 
in this room makes the Search/Perception check to 
find the doors go up by one. After 4 minutes, when the 
Search/Perception check is DC 40, the room appears 
to be the inside of a sphere and the DC to find the way 
out increases by 2 for every additional 5 rounds the PC 
spends in here. Once the Search/Perception check is 
DC 50, only a wish or miracle will get the PC out from 
within the room, as it now appears to be getting bigger 
and bigger. During all this time, if someone opens the 
door in the north wall, this process immediately ceases.

The only clear difference between the walls ceiling and 
floor are 4 holes in the floor, each about 6 inches across. 
If anyone checks them, a Search/Perception DC 10 
roll reveals them to be lead tubes, which descend verti-
cally, as far as anyone can tell. The airlocks and valves 
within the tubes are also made of lead.

Each of these tubes lead firstly to an airlock valve, about 
10 feet down. At this point, the tubes widen to about 
12 inches across in a section 12 inches high. There is a 
small wheel, about 4 inches across, at the base of each 
of these cylindrical chambers. In all 4 cases, the wheel 
is attached to a hatch that raises and grants access to 
an airlock. These chambers are also about 12 inches in 

Multiple magical effects that reduce size do not 
stack, so this spell can not be used on a person 
twice.

Reduce person (double) counters and dispels en-
large person.

Reduce person (double) can be made permanent 
with a permanency spell.

Material Component: A pinch of powdered lead.

Reduce Person, Double

Level: Sor/Wiz 4
Components: V, S, M
Casting Time: 1 round
Range: Close (25 ft. + 5 ft./2 levels)
Target: One humanoid creature
Duration: 1 min./level (D)
Saving Throw: Fortitude negates
Spell resistance: Yes

This spell causes instant diminution of a human-
oid creature, quartering its height, length, and 
width and dividing its weight by 64. This decrease 
changes the creature’s size category to the second 
smaller one (e.g. huge becomes medium, medi-
um becomes tiny). The target gains a +4 size bo-
nus to Dexterity, a -4 size penalty to Strength (to 
a minimum of 1), and a +2 bonus on attack rolls 
and AC due to its reduced size.

A Small humanoid creature whose size decreases 
to Diminutive has a space of 11/4feet and a natu-
ral reach of 0 feet (meaning that it must enter an 
opponent’s square to attack). A Large humanoid 
creature whose size decreases to Small has a space 
of 5 feet and a natural reach of 5 feet. This spell 
doesn’t change the target’s speed.

All equipment worn or carried by a creature is 
similarly reduced by the spell.

Melee and projectile weapons deal less damage. 
Other magical properties are not affected by this 
spell. Any reduced item that leaves the reduced 
creature’s possession (including a projectile or 
thrown weapon) instantly returns to its normal 
size. This means that thrown weapons deal their 
normal damage (projectiles deal damage based 
on the size of the weapon that fired them).
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diameter but 18 inches in length. There is a wheel at 
the top and bottom of each of the airlocks. The bottom 
hatches will not open unless the top hatches are closed, 
and vice versa.

Once the bottom hatch is open in each tube, it reveals 
another tube that is 6 inches in diameter. This is identi-
cal for all 4 tubes. These too descend 10 feet and opens 
out into the rooms below, Rooms 31, 32, 33 and 34.

 

The information is given for this level because the 
defending party may want to get items for them-
selves in order to help in greater depth.

Each of these 4 rooms, all sized 30 by 30 by 20 feet, is 
set up in an almost identical way, although they con-
tain different items. There are two sets of shelves, each 
full of the listed item for that room. If a PC takes one of 
the items another replaces it, as there are an apparently 
infinite number of them available.

All of the items are individually tuned to the PC or 
NPC that gains them. They are not interchangeable, 
as the items that a character gains have responded 
to the answers they gave. However, 1 character could 
polymorph into another character, give the correct 
answers and gather all the items for the party this 
way.

The rooms themselves are made of lead; the floors, 
walls and ceilings are entirely this material, 20 feet 
thick, as the rooms are actually carved out of a block 
that is 100 by 100 by 60 feet in size. They are all flaw-
less, as Arvoitus Loihtia smooths any sign of damage 
away with magic and/or someone else’s elbow grease, 
as required.

Each room also has a floor trap; these can be avoided 
by not touching the floors, as they all have touch trig-
gers. If anything is dropped on the floor, it triggers the 
trap.

The 2 shelving units in this room each have handles 
on them on the front of every shelf. They are seen on 
a Spot/Perception DC 25 roll if light is taken into the 
room.

If a PC touches the floor in this room, she sets off a 
trap. If she sets this first trap off, she will hit the ceiling 
and will set an identical second trap off. A Reflex save 
is needed every round to avoid damage unless the PC 
states they are trying to grab the handles on the shelf to 
stop the “falling” in each direction.

Sub-Basement

Room 31 (SBR4)

Reverse Gravity Trap on floor 
and ceiling

CR 11; magic device; trigger touch (the 
floor and ceiling); reset automatic;

Spell effect (reverse gravity 15th level druid, re-
peats for 15 rounds before reset, 2d6 fall [upon 
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The 2 sets of shelves in this room are crammed with 
blank scrolls, each made from thick vellum and bound 
with a silk ribbon sealed with a wax crest of House Loi-
htia. There are thousands upon thousands of scrolls, 
each 1 inch in diameter and 12 inches in length when 
rolled. If anyone tries to take on without answering the 
question, the scrolls all shrink back from whatever is 
trying to grasp them (hand, tentacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“How do you spend your days?”

The answer is the PC’s class(es) – bard, ranger, wizard, 
and so on. When the correct answer is given, one of the 
blank scrolls floats towards the PC and stops about an 
arms length in front of him at chest level; it can now be 
held and stored.

If a wish or miracle spell is used to gain a scroll, it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a scroll in the correct way, they 
have one of the 4 items required to see the items in 

Rooms 1, 2, 3, 4, 5 and 6.

 

The 2 shelving units in this room each have 5 mithril 
taps on top of them. They are seen on a Spot/Percep-
tion DC 20 roll if light is taken into the room, DC 35 
if not. If checked, the taps have a storage tank behind 
them.

If a PC touches the floor in this room, he sets off a trap. 
If the PC fails the Reflex save, the heightened grease 
spell sends him onto his back. if this happens, a shal-
low grave-like depression opens up in the floor and the 
10 mithril taps direct cold liquid lead at the character. 
This coats the character from head to foot, leaving a 
vague impression and outline of the PC on show, but 
effectively imprisoning him.

The 2 sets of shelves in this room are crammed with 
painting/writing sticks (think calligraphy), each made 
from a 8 inches long shaft with a 1 inch long nib, and 
with a bone crest of House Loihtia embedded in it as 
a guide for an index finger. There are thousands upon 
thousands of sticks, but if anyone tries to take on with-
out answering the question, the sticks all shrink back 
from whatever is trying to grasp them (hand, tentacle, 

Room 32 (SBR4)
hitting the ceiling of the 20-ft.- high room], then 
2d6 fall [upon falling 20 ft. to the floor when the 
trap switches], DC 22 Ref save avoids damage, 
DC 30 allows a PC to grab the handles on the 
shelves, stop the movement and take no further 
damage)

Search/Perception DC 32, Disable Device DC 
32.  For top and bottom trap. Both need the house 
motto to be recited as part of the disabling pro-
cess.

Additionally, every 5 blows that the physical ar-
mor a PC is wearing takes reduces its effective-
ness by 1 AC point.

Heightened Grease (9th level 
spell) and Imprisonment Trap

CR 12; magic device; trigger touch (the 
floor); reset automatic;

Spell effect (heightened grease (9th level spell) 
and imprisonment, 17th level wizard, DC 23 Ref 
save against the heightened grease and DC 23 
Will save if Ref save failed)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to disable.
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claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“Who do you pledge your mind, body and soul to?”

The answer is the PC’s deity and therefore alignment. 
When the correct answer is given, one of the fresh 
painting sticks floats towards the PC and stops about 
an arms length in front of him at chest level; it can now 
be held and stored.

If a wish or miracle spell is used to gain a painting stick 
it stays in the possession of the PC concerned for 1 
round and then crumbles to dust.

Once a PC has gained a painting stick in the correct 
way, they have one of the 4 items required to see the 
items in Rooms 1, 2, 3, 4, 5, 6 and 21.

If a PC touches the floor in this room, he sets off a trap. 
The heightened polymorph any object turns the PC into 
a crystalline version of herself, then the heightened 
shout, greater deal damage as per the spell.

The 2 sets of shelves in this room are crammed with 
calendar candles, each 12 inches long and made from 
tallow or wax (although it isn’t always clear what crea-
ture the material is from – as GM, give any answer you 
wish to reflect the nature of your game), and with a 
inked-in crest of House Loihtia embedded in it as a 
guide for halfway along its length. There are thousands 
upon thousands of candles, but if anyone tries to take 
on without answering the question, the sticks all shrink 
back from whatever is trying to grasp them (hand, ten-
tacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“When did you become part of history?”

The answer is the PC’s date of birth. When the correct 
answer is given, one of the calendar candles floats to-
wards the PC and stops about an arms length in front 
of him at chest level; it can now be held and stored.

If a wish or miracle spell is used to gain a candle it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a calendar candle in the correct 
way, they have one of the 4 items required to see the 
items in Rooms 1, 2, 3, 4, 5 and 6

There is also one platinum ring from a pair of rings of 
friend shield. The other is in Room 21 (Chest 5). This is 
here by chance, as a previous litigant got this far only to 
succumb to the floor trap. No one has cleaned it back 
to chest 5 in Room 21.

Room 33 (SBR4)

Heightened Polymorph Any 
Object and Heightened 
Shout, Greater Trap

CR 11; magic device; trigger touch (the floor); 
reset automatic;

Spell effect (heightened polymorph any object 
and heightened shout, greater, 17th level wizard, 
transformation to a crystalline creature, then 
17d6 damage (sonic), DC 23 Fort save against the 
heightened polymorph any object and DC 23 Fort 
save for partial if original save made, otherwise 
no second save)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to fully disable them.
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The 2 shelving units in this room each have 5 black sap-
phires on top of them. They are seen on a Spot/Percep-
tion DC 20 roll if light is taken into the room, DC 35 if 
not. If checked, the sapphires are each worth 20,000gp.

If the PCs touch the floor in this room, they set off a 
trap.

The 2 sets of shelves in this room are crammed with 
miniature chests, each made from ironwood and 
bound with adamantine. There are thousands upon 
thousands of chests, each 1 inch by 1 inch by 2 inches 
in size. If anyone tries to take on without answering the 
question, the chests all shrink back from whatever is 
trying to grasp them (hand, tentacle, claw, etc.)

Once a PC has been in this room for 1 round, a magic 
mouth appears in mid-air and a voice asks;

“What are your roots?”

The answer is the PC’s species (race) – human, half-elf, 
dwarf, and so on. When the correct answer is given, 
one of the miniature chests floats towards the PC and 
stops about an arms length in front of him at chest lev-
el; it can now be held and stored.

If a wish or miracle spell is used to gain a chest, it stays 
in the possession of the PC concerned for 1 round and 
then crumbles to dust.

Once a PC has gained a chest in the correct way, they 
have one of the 4 items required to see the items in 
Rooms 1, 2, 3, 4, 5 and 6
 

The attacking NPCs need to be out of House Loihtia in 
an hour. The cleric and escort troop is waiting for them, 
and will take them and their golems (any that remain) 
back to the court. If they do not return by the end of an 
hour, the court will find in favor of House Loihtia, but 
remember, nothing you do as the defending force can 
FORCE them to remain inside. If they want to leave, 
they can. If they do leave within the hour, they will be 
able to present any evidence that they have been able to 
find, whether conclusive or not.

If you do not intend to play the rest of the adventure 
path, the court case is a formality in whichever direc-
tion the discovered evidence points.

However, if you do intend to play the other installments 
of the adventure path, the next adventure, “Shall We 
Not Revenge,” details the action that takes place as the 
NPCs return to court and you, as House Loihtia forces, 
try to stop them. The third and final installment, “The 
Best Laid Schemes,” takes you and the NPCs away from 
Mohkba to other planes, before returning them to the 
court for final judgement.

Room 34 (SBR4)

Implosion and Soul Bind Trap

CR 12; magic device; trigger touch 
(the floor); reset automatic;

Spell effect (implosion and soul bind, 17th level 
cleric, DC 23 Fort save and DC 23 Will save if 
Fort save failed)

Search/Perception DC 36, Disable Device DC 
36 for both elements. Both components need the 
house motto to be recited to disable.

Conclusion
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Contained within are the necessary stat-
blocks required to effectively run this ad-
venture, both for the OGL 3.5 system and 

the Pathfinder system, distinguished by the 
colorations of orange and red, respectively.

Additionaly, all combat sequences 
throughout the adventure are linked 
to their respective page within the 

index for your convenience.

NPC Group 

Special Note: If the NPCs 
are used as the attacking 

force their alignments change 
from evil to good.
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Kosto Hakija
wizard, 18th level (mostly interested in Conjuration, 
Enchantment and Transmutation)
Size/Type Medium male human Wizard 18
Hit Dice 18d4+18+3 (56 hp)
Initiative +3
Speed 30 ft.
Armor Class 18 (amulet of natural armor+3, brac-
ers of armor +2, +3 Dex), touch 13, flat-footed 15
Base Attack/Grapple +9/+10
Attack +10 melee quarterstaff (1d6+1) or +12 
dagger ranged (1d4+1/19-20/) or +12 ranged light 
crossbow (1d8+1/19-20)
Full Attack +10/+5 melee quarterstaff (1d6+1) or 
+12/+7 dagger ranged (1d4+1/19-20/) or +12/+7 
ranged light crossbow (1d8+1/19-20)
Space/Reach 5 ft./5 ft.
Special Attacks -
Special Qualities scribe scroll, spells, summon 
familiar, toad familiar
Saves Fort +7, Ref +9, Will +14
Abilities Str 12, Dex 17, Con 12, Int 23, Wis 17, Cha 
16
Skills Concentration +19, Decipher Script +14, 
Knowledge (arcana) +27, Knowledge (architecture 
& engineering) +12, Knowledge (geography) +12, 
Knowledge (history) +12, Knowledge (nobility & 
royalty) +16, Listen +8, Search +11, Spellcraft +27, 
Spot +8
Feats Combat Casting, Craft Construct, Craft Magic 
Arms and Armor, Craft Rod, Craft Staff, Craft Won-
drous Item, Greater Spell Focus (enchantment), 
Greater Spell Penetration, Magical Aptitude, Spell 
Focus (enchantment), Spell Penetration
Alignment Lawful Good
Languages Abyssal, Auran, Celestial, Common, 
Draconic, Gnome, Undercommon

Wizard Spells Prepared (4/6/6/5/5/5/5/3/3/2) 
0—daze, detect magic, light, mage hand; 
1—animate rope, charm person, endure elements, 
hypnotism, jump, reduce person; 
2—fox’s cunning, levitate, obscure object, resist 
energy, see invisibility, spider climb; 
3—dispel magic, gaseous form, protection from 
energy, suggestion, tongues; 

4—dimension door, fly, locate creature, minor cre-
ation, polymorph; 
5—dismissal, feeblemind, mind fog, telekinesis, 
teleport; 
6—disintegrate, greater dispel magic, greater hero-
ism, legend lore, mass suggestion; 
7—banishment, greater teleport, mass hold person, 
plane shift, reverse gravity; 
8—discern location, polymorph any object; 
9—time stop

Possessions Amulet of Natural Armor, Bracers of Ar-
mor, Dagger, Deep red ioun stone, Light Crossbow, 
Quarterstaff, Scarlet and blue ioun stone.
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Arvoitus Loihtia, Mistress of the 
House, Half-Fiend Sorceress
Size/Type Medium outsider Sorcerer 16
Hit Dice 16d4+80 (120 hp)
Initiative +9
Speed 30 ft., fly 40 ft. (average)
Armor Class 23 (+5 bracers of armor, +4 Dex, +1 
natural, +3 ring of protection), touch 14, flat-footed 
19
Base Attack/Grapple +8/+11
Attack rod of alertness +11 melee (1d6+4) or 2 
claws +11 melee (1d4+4) and bite +4 (1d6+2)
Full Attack Attack rod of alertness +11/+6 melee 
(1d6+4) or 2 claws +11 melee (1d4+4) and bite +4 
melee (1d6+2)
Special Attacks smite good (+16 damage), spells
Special Qualities acid resistance 10, cold resistance 
10, darkvision 60 ft., DR 10/magic, electricity resis-
tance 10, fire resistance 10, immune to poisonsnake 
familiar (+2 to Bluff checks), spell-like abilities, spell 
resistance 26, summon familiar
Saves Fort +11, Ref +11, Will +11
Abilities Str 16, Dex 19, Con 22, Int 20, Wis 12, Cha 
23
Skills Bluff +27, Concentration +24, Diplomacy 
+17, Intimidate +17, Knowledge (arcana) +24, 
Spellcraft +26, Survival +2
Feats Combat Casting, Dodge, Greater Spell Pene-
tration, Improved Counterspell, Improved Initiative, 
Spell Focus (enchantment), Spell Penetration
Challenge Rating 18
Alignment Lawful Evil
Other Gear rod of alertness, amulet of health +4, 
+5 bracers of armor, cloak of etherealness, clear ioun 
stone, orange ioun stone, ring of protection +3
Spell-like Abilities (CL 16):

1/day – blasphemy, contagion, desecrate, horrid 
wilting, unhallow, unholy blight
3/day – darkness, poison, unholy aura

Sorcerer Spells Known (CL 17):
0-(6/day) arcane mark, dancing lights, daze (DC 
17), detect magic, flare (DC 16), ghost sound (DC 
16), message, open/close (DC 16), resistance; 
1-(8/day) animate rope, charm person (DC 18), 
color spray (DC 17), disguise self, endure elements; 
2-(7/day) alter self, arcane lock, blindness/deafness 
(DC 18), blur, gust of wind (DC 17); 
3-(7/day) protection from enery, stinking cloud 
(DC 19), suggestion (DC 20), wind wall; 
4-(7/day) confusion (DC 21), dimension door, 
resilient sphere (DC 20), stone shape;
5-(7/day) break enchantment, dominate person 
(DC 22), passwall, teleport; 
6-(6/day) antimagic field, greater dispel magic, wall 
of iron (DC 22); 
7-(5/day) ethereal jaunt, phase door; 
8-(3/day) maze
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Eden Lorebrand 
Size/Type Medium Human Bard 14
Hit Dice 14d6+14 (59 hp)
Initiative +7
Speed 30 ft.
Armor Class 20 (+7 armor, +3 Dex), touch 13, flat-
footed 17
Base Attack/Grapple +10/+10
Attack +10 rapier of puncturing (1d6/18-20/2 
per day, 1d6 Con damage) or +13 light crossbow 
(1d8/19-20)
Full Attack +10/+5 rapier of puncturing (1d6/18-
20/2 per day, 1d6 Con damage) or +13/+8 light 
crossbow (1d8/19-20)
Special Attacks spells
Special Qualities bardic knowledge, bardic mu-
sic (countersong), bardic music (fascinate), bardic 
music (inspire competence), bardic music (inspire 
courage), bardic music (inspire greatness), bardic 
music (song of freedom), bardic music (suggestion)
Saves Fort +5, Ref +14, Will +9
Abilities Str 11, Dex 16, Con 13, Int 17, Wis 10, Cha 
21
Skills Balance +13, Bluff +22, Diplomacy +26, Gath-
er Information +22, Hide +18, Listen +10, Move Si-
lently +18, Perform (singing) +22, Sense Motive +17, 
Spot +5, Tumble +12, Use Magic Device +22
Feats Combat Casting, Dodge, Improved Initiative, 
Lightning Reflexes, Point Blank Shot, Skill Focus 
(perform)
Challenge Rating 13
Languages Abyssal, Common, Draconic, Goblin
Gear darkwood buckler, elven chain mail, rapier of 
puncturing
Bard Spells 0-(at will) dancing lights, daze (DC 15), 
detect magic, flare (DC 15), ghost sound (DC 15),  
light; 1-(7/day) cause fear (DC 16), charm person 
(DC 16), expeditious retreat, hideous laughter (DC 
16), lesser confusion (DC 16), sleep (DC 16); 2-(6/
day) blur, eagle’s splendor, enthrall (DC 17), hypnot-
ic pattern (DC 17), misdirection, tongues; 3-(5/day) 
confusion (DC 18), displacement, haste, major image 
(DC 18), slow (DC 18); 4-(5/day) dominate person 
(DC 19) hold monster (DC 19), rainbow pattern (DC 
19) shadow conjuration (DC 19); 5-(3/day) false vi-
sion, mislead, shadow evocation (DC 20)

Albion Dragondream 

Size/Type Medium human Sorcerer 14
Hit Dice 14d4+14 (47 hp)
Initiative +6
Speed 30 ft.
Armor Class 17 (+3 amulet of natural armor, +2 
bracers of armor, +2 Dex), touch 12, flat-footed 15
Base Attack/Grapple +7/+7
Attack +9 rod of thunder and lightning (1d6+2)
Full Attack +9/+4 rod of thunder and lightning 
(1d6+2)
Special Attacks spells
Special Qualities hawk familiar, scribe scroll, sum-
mon familiar
Saves Fort +5, Ref +7, Will +9
Abilities Str 11, Dex 16, Con 12, Int 17, Wis 10, Cha 
21
Skills Concentration +18, Intimidate +9, Knowl-
edge (arcana) +17, Listen +5, Move Silently +3, 
Spellcraft +22, Spot +5 (+3 in bright light), Use 
Rope +6
Feats Greater Spell Penetration, Improved Familiar, 
Improved Initiative, Spell Penetration, Toughness
Challenge Rating 13
Alignment Lawful Evil
Sorcerer Spells Known (CL 14)
0-(6/day) acid splash, detect magic, flare (DC 15), 
light, message, open/close, ray of frost, read magic, 
touch of fatigue (DC 15)
1-(8/day) burning hands (DC 16), chill touch (DC 
16), grease, magic weapon, reduce person
2-(7/day) acid arrow (DC 17), cat’s grace, fog cloud 
(DC 17), protection from arrows, resist energy
3-(6/day) dispel magic, fireball (DC 18), gaseous 
form, hold person (DC 18) 
4-(7/day) black tentacles (DC 19), enervation (DC 
19), illusory wall (DC 19), mass reduce person (DC 
19)
5-(7/day) dominate person (DC 20), feeblemind (DC 
20), interposing hand
6-(5/day) forceful hand, globe of invulnerability 
7-(3/day) waves of exhaustion (DC 22)
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Fate Grimblade
Size/Type Medium human Rogue 15
Hit Dice 15d6+30 (101 hp)
Initiative +8
Speed 30 ft.
Base Attack/Grapple +11/+12
Attack Sword of Subtlety+10 melee (1d6+2/17-20) 
or heavy crossbow +10 ranged (1d10/19-20)
Full Attack Adamantine dagger +8/+3 melee 
(1d4/19-20/x2) and Sword of Subtlety +10/+5/+0 
melee  (1d6+2/19-20) or heavy crossbow +10/+5/+0 
ranged (1d10/19-20)
Space/Reach 5 ft./5 ft.
Special Attacks sneak attack +8d6
Special Qualities defensive roll, evasion, improved 
evasion, improved uncanny dodge, trapfinding, trap 
sense +5, uncanny dodge
Fort +9, Ref +15 (+5 bonus vs. traps), Will +5
Str 12, Dex 18, Con 15, Int 14, Wis 10, Cha 12
Skills Balance +22,  Disable Device +20, Hide +22, 
Listen +18, Move Silently +22, Open Lock +22, Spot 
+18, Tumble +25, Use Magic Device +19, Use Rope 
+22
Feats Great Fortitude, Improved Initiative, Im-
proved Two-Weapon Fighting,  Skill Focus (Tum-
ble), Two-Weapon Fighting, Weapon Finesse, 
Weapon Focus (Shortsword)
Challenge Rating 14
Alignment Lawful Evil

Special Abilities
Defensive Roll (Ex), Improved Evasion (Ex)

Hawk Valentine 
Size/Type Medium male human Barbarian 16
Hit Dice 16d12+48 (152 hp)
Initiative +3
Speed 40 ft.
Armor Class 17 (+5 armor, +2 Dex), touch 12, flat-
footed 15
Base Attack/Grapple +16/+20
Attack +22 +2 Anarchic greataxe melee 
(1d12+6+2d6 vs. Lawful/19-20/x3) or +19 javelin of 
lightning (5d6 electricity/Ref DC 14 halves damage)
Full Attack +22/+17/+12/+7 +2 Anarchic greataxe 
melee (1d12+6+2d6 vs. Lawful/19-20/x3) or 
+19/+14/+9/+4 javelin of lightning ranged (5d6 elec-
tricity/Ref DC 14 halves damage)
Space/Reach 5 ft./5 ft.
Special Attacks rage 4/day
Special Qualities damage reduction 4/-, fast move-
ment, greater rage, illiteracy, improved uncanny 
dodge, indomitable will, trap sense +5, uncanny 
dodge (dex bonus to ac)
Saves Fort +13, Ref +8, Will +8
Str 18, Dex 16, Con 17, Int 9, Wis 13, Cha 11.
Skills Climb +23, Intimidate +19, Jump +23, Listen 
+9, Sense Motive +9, Spot +9, Survival +20, Swim 
+5, Tumble +11
Feats:  Cleave, Diehard, Endurance, Improved Criti-
cal, Improved Initiative, Iron Will, Power Attack
Challenge Rating 15
Alignment Chaotic Evil
Possessions: Chainmail, Greataxe, Javelin of Light-
ning, Shield (Heavy)
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Reaver Jackal 
Size/Type Medium male human Fighter 16
Hit Dice 16d10+48 (140 hp)
Initiative +5
Speed 30 ft.
Armor Class 19 (+2 adamantie half-plate), touch 
10, flat-footed 19
Base Attack/Grapple +16/+19
Attack +24 +2 thundering falchion melee 
(2d4+9/18-20/+1d8 sonic + deafened) or +17 com-
posite longbow (+3) ranged (1d8+3/x3)
Full Attack +24/+19/+14/+9 +2 thundering falchion 
melee (2d4+9/18-20/+1d8 sonic + deafened) or 
+17/+12/+7/+2 composite longbow (+3) ranged 
(1d8+3/x3)
Space/Reach 5 ft./5 ft.
Special Attacks -
Special Qualities damage reduction 3/-, resistance 
to cold 10
Saves Fort +13, Ref +6, Will +6
Str 16, Dex 12, Con 17, Int 10, Wis 12, Cha 10
Skills Intimidate +19, Listen +9, Search +8, Sense 
Motive +7, Spot +9, Survival +9
Feats Cleave, Dodge, Great Cleave, Greater Weapon 
Focus, Greater Weapon Specialization, Improved 
Critical, Improved Initiative, Improved Sunder, Iron 
Will (+2 Will saves), Lightning Reflexes, Many Shot, 
Point Blank Shot, Power Attack, Rapid Shot, Weap-
on Focus, Weapon Specialization
Challenge Rating 15
Alignment Lawful Evil
Possessions +2 Adamantine Half-plate, Armor 
Spiked, Composite Longbow, +2 Thundering Fal-
chion

Jasmine Puritymourner 
Size/Type Medium human Cleric 15
Hit Dice 15d8+45 (112 hp)
Initiative +5
Speed 20 ft.
Armor Class 21 (+8 armor, +1 Dex, +2 shield), 
touch 11, flat-footed 20
Base Attack/Grapple +11/+13
Attack +16 +2 flaming burst flail melee (1d8+4/19-
20) or +10 light crossbow (1d8/19-20)
Full Attack +16/+11/+6 +2 flaming burst flail 
melee (1d8+4/19-20) or +10/+5/+0 light crossbow 
(1d8/19-20)
Space/Reach 5 ft./5 ft.
Special Attacks smite good 1/day, rebuke undead, 
spells, spontaneous casting
Special Qualities aura
Saves Fort +12, Ref +6, Will +13
Str 14, Dex 13, Con 16, Int 12, Wis 18, Cha 13
Skills Heal +21, Knowledge (religion) +18, Knowl-
edge (the planes) +18, Sense Motive +12, Spellcraft 
+5
Feats Combat Casting, Favored Weapon FocusB, 
Greater Spell Penetration, Improved Critical (flail) 
Improved Initiative, Quick Draw, Spell Penetration, 
Toughness
Challenge Rating 14
Alignment Lawful Evil

Cleric Spells Prepared 0-(at will) bleed (DC 14), 
detect magic, light, resistance; 1-(5/day) bless, cause 
fear (DC 15), divine favor, magic weapon, protec-
tion from goodD, shield of faith; 2-(5/day) aid, align 
weapon,  bear’s endurance, desecrateD, hold person 
(DC 16), owl’s wisdom; 3-(5/day) bestow curse (DC 
17), blindness/deafness (DC 17), dispel magic, magic 
circle against goodD, magic vestment, prayer; 4-(5/
day) cure critical wounds, dismissal (DC 18), divine 
power, greater magic weapon, poison (DC 18), un-
holy blightD (DC 18); 5-(4/day) dispel goodD; flame 
strike (DC 19), mass cure light wounds, righteous 
might, slay living (DC 19) 6-(3/day) heal, harmD 
(DC 20), harm (DC 20), mass bull’s strength; 7 (2/
day) destruction (DC 21), disintegrateD (DC 21), 
mass cure serious wounds; 8 (1/day) unholy aura, 
unholy auraD
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Cloaker, Advanced Fiendish 
Size/Type Huge Aberration (extraplanar)
Hit Dice 18d8+90 (171 hp)
Initiative +6
Speed 10 ft. (2 squares), fly 40 ft. (average)
Armor Class 21 (–2 size, +2 Dex, +11 natural), 
touch 10, flat-footed 19
Base Attack/Grapple +12/+22
Attack Tail slap +20 melee (2d6+9)
Full Attack Tail slap +20/+15 melee (2d8+6) and 
bite +15 melee (1d6+4)
Space/Reach 10 ft./10 ft. (5 ft. with bite)
Special Attacks engulf, moan, smite good
Special Qualities cold resistance 10, damage reduc-
tion 10/magic, darkvision 60 ft., fire resistance 10, 
shadow shift, spell resistance 23
Saves Fort +7, Ref +4, Will +7
Abilities Str 29, Dex 14, Con 21, Int 14, Wis 15, Cha 
15
Skills Hide +12, Listen +25, Move Silently +24, Spot 
+25
Feats Alertness, Combat Reflexes, Improved Initia-
tive, Improved Natural Armor, Improved Natural 
Attack (tail slap), Stealthy
Environment Any evil aligned plane
Organization Solitary, mob (3–6), or flock (7–12)
Challenge Rating 14
Treasure Standard
Alignment Always lawful evil

A cloaker has a wingspan of about 8 feet. It weighs 
about 100 pounds.

Cloakers speak Undercommon.

COMBAT                                                                                  
Cloakers usually lie still, watching and listening for 
prey. If facing a single opponent, a cloaker uses its 
engulf attack. Against multiple foes, it lashes with its 
tail in concert with its moan and shadow shift abili-
ties to reduce the opposition’s numbers, then engulfs 
a survivor. Multiple cloakers usually split up, leaving 
one or two behind to use special abilities while the 
rest make melee attacks.

Dancing Images This effect duplicates a mirror im-
age spell (caster level 6th).

Engulf (Ex) A cloaker can try to wrap a Medium or 
smaller creature in its body as a standard action. The 
cloaker attempts a grapple that does not provoke an 
attack of opportunity. If it wins the grapple check, it 
establishes a hold and bites the engulfed victim with 
a +4 bonus on its attack roll. It can still use its whip-
like tail to strike at other targets.
Moan (Ex) The cloaker can cause one of four effects. 
Cloakers are immune to these sonic, mind affecting 
attacks. Unless otherwise specified, a creature that 
successfully saves against one of these effects cannot 
be affected by the same moan effect from the same 
cloaker for 24 hours. All save DCs for moan effects 
are Charisma-based.

Fear Anyone within a 30-foot spread must suc-
ceed on a DC 15 Will save or become panicked 
for 2 rounds.
Nausea Anyone in a 30-foot cone must succeed 
on a DC 15 Fortitude save or be overcome by nau-
sea and weakness. Affected characters fall prone 
and become nauseated for 1d4+1 rounds.
Stupor A single creature within 30 feet of the 
cloaker must succeed on a DC 15 Fortitude save 
or be affected as though by a hold monster spell 
for 5 rounds. Even after a successful save, the crea-
ture must repeat the save if the cloaker uses this 
effect again. Attacks that hit an engulfing cloaker 
deal half their damage to the monster and half to 
the trapped victim.
Unnerve Anyone within a 60-foot spread auto-
matically takes a –2 penalty on attack and dam-
age rolls. Those forced to hear the moan for more 
than 6 consecutive rounds must succeed on a DC 
15 Will save or enter a trance, unable to attack or 
defend themselves until the moaning stops.

Obscure Vision The cloaker gains concealment 
(20% miss chance) for 1d4 rounds.
Shadow Shift (Su) A cloaker can manipulate shad-
ows. This ability is effective only in shadowy areas 
and has three possible effects.
Silent Image This effect duplicates a silent image 
spell (DC 15, caster level 6th). The save DC is Cha-
risma-based.
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Dark Naga, Advanced
Size/Type: Huge Aberration
Hit Dice: 27d8+108 (229 hp)
Initiative: +5
Speed: 40 ft. (8 squares)
Armor Class: 16 (–2 size, +1 Dex, +7 natural), 
touch 9, flat-footed 15
Base Attack/Grapple: +20/+28
Attack: Sting +24 melee (2d6+6 plus poison)
Full Attack: Sting +24/+19/+14/+9 melee (3d6+6 
plus poison/19-20) and bite +2 melee (1d4+3)
Space/Reach: 10 ft./5 ft.
Special Attacks: Poison, spells
Special Qualities: Darkvision 60 ft., detect 
thoughts, guarded thoughts, immunity to poison, 
resistance to charm
Saves: Fort +7, Ref +6, Will +8
Abilities: Str 22, Dex 13, Con 18, Int 16, Wis 15, 
Cha 17
Skills: Bluff +19, Concentration +25, Diplomacy 
+17, Disguise +15 (+7 acting), Intimidate +15, Lis-
ten +21, Sense Motive +18, Spellcraft +22, Spot +21
Feats: Ability Focus (poison), Alertness, Combat 
Casting, Dodge, Eschew MaterialsB, Improved Criti-
cal (sting), Improved Initiative, Improved Natural 
Armor, Improved Natural Attack, Lightning Reflexes
Environment: Temperate hills
Organization: Solitary or nest (2–4)
Challenge Rating: 17
Treasure: Standard
Alignment: Usually lawful evil

Dark nagas speak Common and Infernal.

COMBAT                                                                                
Dark nagas prefer to fight from an elevated position 
where they get a good view of the battlefield while 
also staying out of reach.

Detect Thoughts (Su): A dark naga can continuous-
ly use detect thoughts as the spell (caster level 9th; 
Will DC 15 negates). This ability is always active. The 
save DC is Charisma-based.

Guarded Thoughts (Ex): Dark nagas are immune to 
any form of mind reading.

Poison (Ex): Injury, Fortitude DC 20 or lapse into a 
nightmare-haunted sleep for 2d4 minutes. The save 
DC is Constitution-based.

Resistance to Charm: Dark nagas have a +2 racial 
bonus on saving throws against all charm effects (not 
included in the statistics block).

Spells: Dark nagas cast spells as 7th-level sorcerers.
Typical Sorcerer Spells Known (6/7/7/5; save DC 13 
+ spell level): 0—daze, detect magic, light, mage hand, 
open/close, ray of frost, read magic;1st—expeditious 
retreat, magic missile, ray of enfeeblement, shield, si-
lent image; 2nd—cat’s grace, invisibility, scorching ray; 
3rd—displacement, lightning bolt.
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Darkmantle, Paragon Advanced
Size/Type: Small Magical Beast
Hit Dice: 3d10+27+36 (93 hp)
Initiative: +4
Speed: 60 ft. (12 squares), fly 90 ft. (poor)
Armor Class: 48 (+1 size, +7 Dex, +6 natural, +12 
insight, +12 luck bonus), touch 42, flat-footed 41
Base Attack/Grapple: +3/+27
Attack: Slam +39 melee (1d4+31)
Full Attack: Slam +39 melee (1d4+31)
Space/Reach: 5 ft./5 ft.
Special Attacks: Darkness, improved grab, constrict 
1d4+31, spell-like abilities
Special Qualities: Blindsight 90 ft., cold resistance 
10, damage reduction 10/epic, fast healing 20, fire 
resistance 10, spell resistance 26; natural weapons 
are treated as epic for the purpose of overcoming 
damage reduction.
Saves: Fort +22, Ref +20, Will +18
Abilities: Str 31, Dex 25, Con 28, Int 17, Wis 25, 
Cha 25
Skills: Hide +27, Listen +23*, Spot +23*
Feats: Improved Initiative, Quicken Spell-like Abil-
ity (haste, 3/day)
Environment: Underground
Organisation: Solitary, pair, clutch (3-9), or swarm 
(6-15)
Challenge Rating: 16
Treasure: None
Alignment: Lawful Neutral (exceptional alignment 
for this type of creature)
Spell-like Abilities
3/day; greater dispel magic, haste, and see invisibility 
(CL 15)

COMBAT                                                                               
A darkmantle attacks by dropping onto its prey and 
wrapping its tentacles around the opponent’s head. 
Once attached, it squeezes and tries to suffocate the 
foe. A darkmantle that misses its initial attack often 
flies up and tries to drop on the opponent again.

Darkness (Su)Once per day a darkmantle can cause 
darkness as the darkness spell (caster level 5th). It 
most often uses this ability just before attacking.

Improved Grab (Ex) To use this ability, a darkman-
tle must hit a Large or smaller creature with its slam 
attack. It can then attempt to start a grapple as a free 
action without provoking an attack of opportunity.

If it wins the grapple check, it attaches to the oppo-
nent’s head and can constrict.

Constrict (Ex) A paragon darkmantle deals 1d4+31 
points of damage with a successful grapple check.

Blindsight (Ex) A darkmantle can “see” by emit-
ting high-frequency sounds, inaudible to most other 
creatures, that allows it to ascertain objects and crea-
tures within 90 feet. A silence spell negates this abil-
ity and effectively blinds the darkmantle.

Skills A darkmantle has a +4 racial bonus on Listen 
and Spot checks.

These bonuses are lost if its blindsight is negated. The 
creature’s variable coloration gives it a +4 racial bo-
nus on Hide checks.
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Efreeti, Advanced
Size/Type: Huge Outsider (Extraplanar, Fire)
Hit Dice: 24d8+96 (204 hp)
Initiative: +5
Speed: 20 ft. (4 squares), fly 40 ft. (perfect)
Armor Class: 16 (–2 size, +2 Dex, +6 natural), 
touch 10, flat-footed 14
Base Attack/Grapple: +24/+35
Attack: Slam +34 melee (2d6+10 plus 1d6 fire)
Full Attack: 2 slams +34/+29/+24/+19/+14 melee 
(2d6+10 plus 1d6 fire)
Space/Reach: 10 ft./10 ft.
Special Attacks: Change size, heat, spell-like abili-
ties
Special Qualities: Darkvision 60 ft., immunity to 
fire, plane shift, telepathy 100 ft., vulnerability to 
cold
Saves: Fort +11, Ref +11, Will +11
Abilities: Str 31, Dex 15, Con 18, Int 12, Wis 15, 
Cha 15
Skills: Bluff +15, Craft (any one) +14, Concentra-
tion +17, Diplomacy +6, Disguise +2 (+4 acting), 
Intimidate +17, Listen +15, Move Silently +16, 
Sense Motive +15, Spellcraft +14, Spot +15
Feats: Combat Casting, Combat Reflexes, Dodge, 
Improved InitiativeB, Iron Will, Lightning Reflexes, 
Quicken Spell-Like Ability (scorching ray), Stealthy
Environment: Elemental Plane of Fire
Organization: Solitary, company (2–4), or band 
(6–15)
Challenge Rating: 16
Treasure: Standard coins; double goods; standard 
items
Alignment: Always lawful evil

The efreet (singular efreeti) are genies from the 
Elemental Plane of Fire.

An efreeti stands about 12 feet tall and weighs about 
2,000 pounds.

Efreet speak Auran, Common, Ignan, and Infernal.

COMBAT                                                                              
Efreet love to mislead, befuddle, and confuse their 
foes. They do so for enjoyment as well as a battle 
tactic.

Change Size (Sp): Twice per day, an efreeti can 
magically change a creature’s size. This works just 
like an enlarge person or reduce person spell (the 
efreeti chooses when using the ability), except that 
the ability can work on the efreeti. A DC 13 Forti-
tude save negates the effect. The save DC is Charis-
ma-based. This is the equivalent of a 2nd-level spell.

Change Shape (Su): An efreeti can assume the form 
of any Small, Medium, or Large humanoid or giant. 

Heat (Ex): An efreeti’s red-hot body deals 1d6 
points of extra fire damage whenever it hits in 
melee, or in each round it maintains a hold when 
grappling.

Spell-Like Abilities: At will—detect magic, produce 
flame, pyrotechnics (DC 14), scorching ray (1 ray 
only); 3/day—invisibility, wall of fire (DC 16); 1/
day—grant up to three wishes (to non-genies only), 
gaseous form, permanent image (DC 18)). Caster 
level 12th. The save DCs are Charisma-based.

108



Golem, Advanced Flesh 
Size/Type: Huge Construct
Hit Dice: 27d10+40 (188 hp)
Initiative: –2
Speed: 30 ft. (6 squares)
Armor Class: 19 (–2 size, –2 Dex, +13 natural), 
touch 6, flat-footed 21
Base Attack/Grapple: +20/+31
Attack: Slam +30 melee (3d8+9)
Full Attack: 2 slams +30 melee (3d8+9)
Space/Reach: 10 ft./10 ft.
Special Attacks: Berserk
Special Qualities: Construct traits, damage reduc-
tion 5/adamantine, darkvision 60 ft., immunity to 
magic, low-light vision
Saves: Fort +3, Ref +1, Will +3
Abilities: Str 29, Dex 7, Con —Int —, Wis 11, Cha 1
Skills: —
Feats: —
Environment: Any
Organization: Solitary or gang (2–4)
Challenge Rating: 13
Treasure: None
Alignment: Always neutral

A flesh golem is a ghoulish collection of stolen hu-
manoid body parts, stitched together into a single 
composite form. No natural animal willingly tracks 
a flesh golem. The golem wears whatever clothing its 
creator desires, usually just a ragged pair of trousers. 
It has no possessions and no weapons. It stands 8 feet 
tall and weighs almost 500 pounds.

A flesh golem cannot speak, although it can emit a 
hoarse roar of sorts. It walks and moves with a stiff-
jointed gait, as if not in complete control of its body.

COMBAT                                                                                 
Berserk (Ex): When a flesh golem enters combat, 
there is a cumulative 1% chance each round that its 
elemental spirit breaks free and the golem goes ber-
serk. The uncontrolled golem goes on a rampage, at-
tacking the nearest living creature or smashing some 
object smaller than itself if no creature is within 
reach, then moving on to spread more destruction. 
The golem’s creator, if within 60 feet, can try to re-
gain control by speaking firmly and persuasively to 

the golem, which requires a DC 19 Charisma check. 
It takes 1 minute of inactivity by the golem to reset 
the golem’s berserk chance to 0%.

Immunity to Magic (Ex): A flesh golem is immune 
to any spell or spell-like ability that allows spell resis-
tance. In addition, certain spells and effects function 
differently against the creature, as noted below.

A magical attack that deals cold or fire damage slows 
a flesh golem (as the slow spell) for 2d6 rounds, with 
no saving throw.

A magical attack that deals electricity damage breaks 
any slow effect on the golem and heals 1 point of dam-
age for every 3 points of damage the attack would 
otherwise deal. If the amount of healing would cause 
the golem to exceed its full normal hit points, it gains 
any excess as temporary hit points. For example, a 
flesh golem hit by a lightning bolt heals 3 points of 
damage if the attack would have dealt 11 points of 
damage. A flesh golem gets no saving throw against 
attacks that deal electricity damage.

Salt Mephit Sorcerer 6
Size/Type: Medium Outsider (Earth, Extraplanar)
Hit Dice: 9d8+30 plus 6d4+18 (103 hp)
Initiative: –2
Speed: 30 ft. (6 squares), fly 40 ft. (average)
Armor Class: 15 ( –2 Dex, +7 natural), touch 8, flat-
footed 15
Base Attack/Grapple: +12/+17
Attack: Claw +17 melee (1d4+5)
Full Attack: 2 claws +17 melee (1d4+5)
Space/Reach: 5 ft./5 ft.
Special Attacks: Breath weapon, spell-like abilities, 
summon mephit
Special Qualities: Damage reduction 5/magic, 
darkvision 60 ft., fast healing 2, snake familiar, sum-
mon familiar
Saves: Fort +6, Ref +4, Will +8
Abilities: Str 21, Dex 6, Con 15, Int 6, Wis 11, Cha 
16
Skills: Bluff +17, Concentration +11, Escape Artist 
+5, Hide +16, Listen +12, Diplomacy +4, Disguise 
+2 (+4 acting), Move Silently +12, Spot +12, Use 
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Rope –1 (+1 with bindings)
Feats: Combat Casting, Improved Natural Armor, 
Power Attack, Stealthy, Toughness
Environment: Elemental Plane of Earth
Organization: Solitary (1), gang (2–4 mephits 
of mixed types), or mob (5–12 mephits of mixed 
types)
Challenge Rating: 12
Treasure: Standard
Alignment: Usually neutral

Salt mephits are sarcastic creatures who loathe water 
and moisture of any kind. Each one is about 4 feet 
tall and weighs about 80 pounds.

Salt mephits speak Common and Terran.

COMBAT                                                                                 
Breath Weapon (Su): 10-foot cone of salt crystals, 
damage 1d4, Reflex DC 13 half. Living creatures that 
fail their saves are tormented by itching skin and 
burning eyes. This effect imposes a –4 penalty to AC 
and a –2 penalty on attack rolls for 3 rounds. The 
save DC is Constitution-based and includes a +1 ra-
cial bonus.

Fast Healing (Ex): A salt mephit heals only if in an 
arid environment.

Spells
0 – (6/day) acid splash, daze (DC 12), detect magic, 
flare (DC 12), read magic, resistance, touch of fatigue 
(DC 12)
1 – (7/day) expeditious retreat, mage armor, obscur-
ing mist, protection from good
2 – (6/day) blur, resist energy
3 – (3/day) protection from energy

Spell-Like Abilities: Once per hour a salt mephit 
can use glitterdust (DC 14, caster level 3rd).
Once per day it can draw the moisture from an area 
in a 20-foot radius centered on itself. Living creatures 
within range take 2d8 points of damage (Fortitude 
DC 14 half; caster level 6th). This effect is especially 
devastating to plant creatures and aquatic creatures, 
which take a –2 penalty on their saving throws. This 
ability is the equivalent of a 2nd-level spell. The save 
DCs are Charisma-based.

Phasm, Advanced 
Size/Type: Gargantuan Aberration (Shapechanger)
Hit Dice: 45d8+107 (309 hp)
Initiative: +5
Speed: 30 ft. (6 squares)
Armor Class: 22 (+1 Dex, +15 natural, -4 size), 
touch 11, flat-footed 21
Base Attack/Grapple: +11/+37
Attack: Slam +20 melee (3d8+13/19-20)
Full Attack: Slam +20 melee (3d8+13/19-20)
Space/Reach: 5 ft./5 ft.
Special Attacks: —
Special Qualities: Alternate form, amorphous, re-
silient, scent, telepathy 100 ft., tremorsense 60 ft.
Saves: Fort +17, Ref +10, Will +11
Abilities: Str 36, Dex 13, Con 27, Int 16, Wis 15, 
Cha 14
Skills: Bluff +20, Climb +7, Craft (any one) +12, 
Diplomacy +12, Disguise +20 (+22 acting)*, Intimi-
date +4, Knowledge (any one) +18, Listen +12, Spot 
+12, Survival +8
Feats: Alertness, Awesome Blow, Blind Fight, Cleave, 
Combat Reflexes, Dodge, Great Cleave, Improved 
Bull Rush, Improved Critical (slam), Improved Ini-
tiative, Improved Natural Armor, Improved Natural 
Attack, Mobility, Power Attack, Toughness
Environment: Underground
Organization: Solitary
Challenge Rating: 17
Treasure: Standard
Alignment: Usually chaotic neutral

A phasm is an amorphous creature that can assume 
the guise of almost any other creature or object. A 
phasm in its natural form is about 5 feet in diameter 
and 2 feet high at the center. Swirls of color indicate 
sensory organs. In this form, a phasm slithers about 
like an ooze and can attack with a pseudopod. It 
weighs about 400 pounds.

Phasms can speak Common but prefer telepathic 
communication.

COMBAT                                                                              
When faced with potential danger, a phasm is equally 
likely to retreat, parley, or attack, as its fancy strikes.
If pursued or harassed, a phasm transforms into the 
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most fearsome creature it knows and attacks. When 
seriously hurt, it changes to some fast or agile form 
and tries to escape.

Amorphous (Ex): A phasm in its natural form has 
immunity to poison, sleep, paralysis, polymorph, 
and stunning effects. It is not subject to critical hits 
and, having no clear front or back, cannot be flanked.
Resilient (Ex): A phasm has a +4 racial bonus on 
Fortitude and Reflex saves (included in the statistics 
block).

Alternate Form (Su): A phasm can assume any form 
of Large size or smaller as a standard action. This 
ability functions as a polymorph spell cast on itself 
(caster level 15th), except that the phasm does not 
regain hit points for changing form. A phasm can re-
main in its alternate form until it chooses to assume 
a new one or return to its natural form.

Tremorsense (Ex): A phasm can automatically sense 
the location of anything within 60 feet that is in con-
tact with the ground, so long as it is touching the 
ground itself.

Skills: *When using shapechange, a phasm gains a 
+10 circumstance bonus on Disguise checks.

Urban Roper
Size/Type: Large Magical Beast
Hit Dice: 10d10+30 (85 hp)
Initiative: +5
Speed: 10 ft. (2 squares)
Armor Class: 24 (–1 size, +1 Dex, +14 natural), 
touch 10, flat-footed 23
Base Attack/Grapple: +10/+18
Attack: Strand +11 ranged touch (drag) or bite +13 
melee (2d6+6)
Full Attack: 6 strands +11 ranged touch (drag) and 
bite +13 melee (2d6+6)
Space/Reach: 10 ft./10 ft. (50 ft. with strand)
Special Attacks: Clumsiness, drag, strands
Special Qualities: Darkvision 60 ft., immunity to 
fire, low-light vision, resistance to electricity 10, 
spell resistance 30, vulnerability to sonic
Saves: Fort +10, Ref +8, Will +8

Str 19, Dex 13, Con 17, Int 12, Wis 16, Cha 12
Skills: Climb +12, Hide +10*, Listen +13, Spot +13
Feats: Alertness, Improved Initiative, Iron Will, 
Weapon Focus (strand)
Environment: Underground
Organization: Solitary, pair, or cluster (3–6)
Challenge Rating: 12
Treasure: No coins; 50% goods (stone only); no 
items
Alignment: Usually chaotic evil

A roper stands some 9 feet tall and tapers from 3 or 
4 feet in diameter at the base to 1 foot across at the 
top. It weighs 2,200 pounds. A roper’s coloration and 
temperature change to match the features of the sur-
rounding cave.

Ropers speak Terran and Undercommon.
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COMBAT                                                                                  
A roper hunts by standing very still and imitating a 
bit of rock. This tactic often allows it to attack with 
surprise. When prey comes within reach, it lashes 
out with its strands. In melee, it bites adjacent op-
ponents with its powerful maw.

Clumsiness (Ex): A roper’s strands can sap an op-
ponent’s dexterity. Anyone grabbed by a strand must 
succeed on a DC 18 Fortitude save or take 2d8 points 
of Dexterity damage. The save DC is Constitution-
based.

Drag (Ex): If a roper hits with a strand attack, the 
strand latches onto the opponent’s body. This deals 
no damage but drags the stuck opponent 10 feet clos-
er each subsequent round (provoking no attack of 
opportunity) unless that creature breaks free, which 
requires a DC 23 Escape Artist check or a DC 19 
Strength check. The check DCs are Strength-based, 
and the Escape Artist DC includes a +4 racial bo-
nus. A roper can draw in a creature within 10 feet 
of itself and bite with a +4 attack bonus in the same 
round. A strand has 10 hit points and can be attacked 
by making a successful sunder attempt. However, at-
tacking a roper’s strand does not provoke an attack 
of opportunity. If the strand is currently attached to 
a target, the roper takes a –4 penalty on its opposed 
attack roll to resist the sunder attempt. Severing a 
strand deals no damage to a roper.
Strands (Ex): Most encounters with a roper begin 
when it fires strong, sticky strands. The creature can 
have up to six strands at once, and they can strike up 
to 50 feet away (no range increment). If a strand is 
severed, the roper can extrude a new one on its next 
turn as a free action.

Skills: *Ropers have a +8 racial bonus on Hide checks 
in stony or icy areas.

Scorpion, Fiendish Colossal 
Monstrous
Size/Type: Colossal Magical Beast
Hit Dice: 40d8+120 (300 hp)
Initiative: –1

Speed: 50 ft. (10 squares)
Armor Class: 26 (–8 size, –1 Dex, +25 natural), 
touch 1, flat-footed 26
Base Attack/Grapple: +30/+58
Attack: Claw +34 melee (2d8+12)
Full Attack: 2 claws +34 melee (2d8+12) and sting 
+29 melee (2d8+6 plus poison)
Space/Reach: 40 ft./30 ft.
Special Attacks: Constrict 2d8+12, improved grab, 
poison, smite good
Special Qualities: Damage reduction 10/
magic,Darkvision 60 ft., resistance to cold 10, resis-
tance to fire 10, spell resistance 25, tremorsense 60 
ft., vermin traits
Saves: Fort +25, Ref +12, Will +13
Abilities: Str 35, Dex 8, Con 16, Int 3, Wis 10, Cha 2
Skills: Climb +16, Hide –12, Spot +4
Feats: —
Environment: Any evil-aligned plane
Organization: Solitary
Challenge Rating: 14
Treasure: 1/10 coins; 50% goods; 50% items
Alignment: Always neutral evil

Monstrous scorpions are likely to attack any crea-
ture that approaches, and they usually charge when 
attacking prey.

Constrict (Ex): A monstrous scorpion deals auto-
matic claw damage on a successful grapple check.
Improved Grab (Ex): To use this ability, a mon-
strous scorpion must hit with a claw attack. A mon-
strous scorpion can use either its Strength modifier 
or Dexterity modifier for grapple checks, whichever 
is better.

Poison (Ex): A monstrous scorpion has a poisonous 
sting.  Injury, Fortitude DC 33 or 1d10 Con dam-
age (initial) and 1d10 Con damage (secondary). The 
save DC is Constitution-based.

Skills: A monstrous scorpion has a +4 racial bonus 
on Climb, Hide, and Spot checks.

Smite Good (Su): Once per day the creature can 
make a normal melee attack to deal extra damage 
equal to its HD total (maximum of +20) against a 
good foe.
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Xorn, Elder Advanced 
Size/Type: Large Outsider (Extraplanar, Earth)
Hit Dice: 21d8+84 (178 hp)
Initiative: +0
Speed: 20 ft. (4 squares), burrow 20 ft.
Armor Class: 25 (–1 size, +16 natural),, touch 9, 
flat-footed 25
Base Attack/Grapple: +21/+29
Attack: Bite +29 melee (6d8+7)
Full Attack: Bite +29/+24/+19/+14 melee (6d8+7) 
and 3 claws +24 melee (1d6+3)
Space/Reach: 10 ft./10 ft.
Special Attacks: —
Special Qualities: All-around vision, earth glide, 
damage reduction 5/bludgeoning, darkvision 60 ft., 
immunity to cold and fire, resistance to electricity 
10, tremorsense 60 ft.
Saves: Fort +13, Ref +9, Will +9
Abilities: Str 25, Dex 10, Con 19, Int 10, Wis 11, 
Cha 10
Skills: Hide +14, Intimidate +18, Knowledge (dun-
geoneering) +18, Listen +18, Move Silently +18, 
Search +22, Spot +22, Survival +18 (+20 following 
tracks or underground)
Feats: Awesome Blow, CleaveB, Great Cleave, Im-
proved Bull Rush, Improved Natural Attack (bite), 
Multiattack, Power Attack, Toughness
Environment: Elemental Plane of Earth
Organization: Solitary, pair, or party (6–11)
Challenge Rating: 11
Treasure: None
Alignment: Usually neutral

Elder xorns are about 8 feet tall and wide and weigh 
about 9,000 pounds.

Xorns speak Common and Terran.

COMBAT                                                                              
A xorn’s favorite mode of attack is to wait just be-
neath a stone surface until a foe comes within reach, 
then emerge suddenly. Groups of xorns often send 
one of their number to the surface to negotiate for 
food while the remainder position themselves for a 
surprise attack.

All-Around Vision (Ex): A xorn’s symmetrically 

placed eyes allow it to look in any direction, provid-
ing a +4 racial bonus on Spot and Search checks. A 
xorn can’t be flanked.

Earth Glide (Ex): A xorn can glide through stone, 
dirt, or almost any other sort of earth except metal 
as easily as a fish swims through water. Its burrow-
ing leaves behind no tunnel or hole, nor does it cre-
ate any ripple or other signs of its presence. A move 
earth spell cast on an area containing a burrowing 
xorn flings the xorn back 30 feet, stunning the crea-
ture for 1 round unless it succeeds on a DC 15 For-
titude save.

Wereboar, Chaotic Hill Giant Dire 

Size/Type: Large Giant (Shapechanger)
Hit Dice: 12d8+51 plus 7d8+49 (185 hp)
Initiative: –1
Speed: 40 ft. (8 squares)
Armor Class: 19 (–1 size, –1 Dex, +11 natural),, 
touch 8, flat-footed 19
Base Attack/Grapple: +14/+33
Attack: greatclub +29 melee (2d8+22) or claw +28 
melee (1d6+15)
Full Attack: greatclub +29 melee (2d8+22) and gore 
+23 melee (1d8+7); or 2 claws +28 melee (1d6+15) 
and gore +23 melee (1d8+7)
Space/Reach: 10 ft./10 ft.
Special Attacks:Curse of lycanthropy
Special Qualities: Alternate form, boar empathy, 
ferocity, low-light vision, rock catching, scent
Saves: Fort +20, Ref +8, Will +12
Abilities: Str 41, Dex 8, Con 25, Int 6, Wis 12, Cha 7
Skills: Climb +18, Jump +22, Listen 10, Spot +12
Feats: AlertnessB, Cleave, Endurance, Improved Bull 
Rush, Improved Sunder, Iron WillB, Power Attack, 
Weapon Focus (greatclub)
Environment: Temperate
Organization: Solitary, pair, brood (3–4), or troupe 
(2–4 plus 1–4 dire boars)
Challenge Rating: 11
Treasure: Standard
Alignment: Chaotic neutral
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Kosto Hakija                           CR 17
wizard, 18th level (mostly interested in Conjuration, 
Enchantment and Transmutation)

XP 102,400
Male Human Wizard 18
CG Medium Humanoid (human)
Init +2; Senses –; Perception +21

DEFENSE                                                                                
AC 17, touch 12, flat-footed 15 (amulet of natural 
armor +3, bracers of armor +2, +2 Dex)
hp 87 (18d6+18+3)
Fort +7, Ref +8, Will +14

OFFENSE                                                                                  
Speed 30 ft.
Melee +10 quarterstaff (1d6+1)
Ranged +12 light crossbow (1d8+1/19-20)
Wizard Spells Prepared (CL 18):

9 (2/day) hold monster, mass (DC 27), time stop
8 (3/day) discern location, mass charm monster 
(DC 26), power word stun
7 (3/day) banishment (DC 23), greater teleport, 
mass hold person (DC 25)
6 (5/day) disintegrate (DC 22), greater dispel mag-
ic, greater heroism, greater legend lore, mass fox’s 
cunning
5 (5/day) dismissal (DC 21), dominate person (DC 
23), feeblemind (DC 23), hold monster (DC 23), 
telekinesis
4 (5/day) charm monster (DC 22), dimension door, 
fear (DC 20), locate creature, minor creation
3 (5/day) dispel magic, fly, protection from energy, 
suggestion (DC 21), tongues
2 (6/day) fox’s cunning, locate object, levitate, resist 
energy, see invisibility, spider climb
1 (6/day) animate rope, endure elements, hypno-
tism (DC 19), jump, mage armor, magic missile
0 (at will) daze (DC 18), flare (DC 18), light, mage 
hand

STATISTICS                                                                            
Str 12, Dex 15, Con 12, Int 23, Wis 17, Cha 16
Base Atk +9; CMB +10; CMD 22
Feats Arcane Strike, Combat Casting, Craft Con-
struct, Craft Magic Arms & Armor, Craft Rod, Craft 

Staff, Craft Wondrous Item, Greater Spell Focus 
(Enchantment), Greater Spell Penetration, Magical 
Aptitude, Persuasive, Scribe Scroll, Spell Focus (En-
chantment), Spell Penetration
Skills Appraise +23, Diplomacy +25, Fly +15, In-
timidate +17, Knowledge (arcana) +27, Knowledge 
(engineering) +19, Knowledge (geography) +19, 
Knowledge (history) +19, Knowledge (nobility) +16, 
Linguistics +27, Perception +21, Sense Motive +13, 
Spellcraft +31
Languages Abyssal, Auran, Celestial, Common, 
Draconic, Dwarven, Elven, Ettin, Gnoll, Gnome, 
Goblin, Halfling, Ignan, Infernal, Orc, Sasquatch, 
Treant, Undercommon
SQ arcane bonds (arcane bond [toad]), arcane fa-
miliar nearby, deliver touch spells through familiar, 
empathic link with familiar, hand of the apprentice 
(9/day), metamagic mastery (6/day), scry on famil-
iar (1/day), share spells with familiar, speak with ani-
mals, speak with familiar, specialized schools (uni-
versalist)

Arvoitus Loihtia                    CR 18
Mistress of the House     
XP 153,600                
Half-Fiend Human Sorcerer 16
LE Medium Outsider (native)
Init +7; Senses darkvision 60 ft., Perception +1

DEFENSE                                                                                  
AC 24, touch 18, flat-footed 20 (+5 armor, +4 Dex, 
+3 deflection, +1 dodge, +1 natural)
hp 120 (16d6+64)
Fort +9, Ref +9, Will +12; +4 bonus vs. poison
DR 10/magic; Immune poison; Resist acid, cold, 
electricity, fire 10, infernal resistances; SR 30

OFFENSE                                                                                 
Speed 30 ft., fly 60 ft.
Melee Rod of alertness +11/+6 (1d6+2/x2)
Melee 2 claws +11 (1d4+2) and bite +6 (1d6+2)
Special Attacks hellfire (1/day) (DC 24), smite good 
(+16 damage)
Spell-like Abilities (CL 16)

1/day – blasphemy, contagion, desecrate, horrid 
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wilting, unhallow, unholy blight
3/day – darkness, poison, unholy aura

Sorcerer Spells Known (CL 17):
8 (3/day) maze
7 (5/day) greater teleportB, phase door, ethereal 
jaunt
6 (7/day) antimagic field, greater dispel magic, pla-
nar bindingB (DC 24), wall of iron (DC 24)
5 (7/day) break enchantment (DC 23), passwall, 
dominate personB (DC 24), false vision (DC 23), 
teleport
4 (7/day) charm monsterB (DC 25), confusion (DC 
23), dimension door, resilient sphere (DC 23), stone 
shape
3 (7/day) magic circle against good, protection from 
energy, stinking cloud (DC 21), suggestionB (DC 
22), wind wall
2 (8/day) alter self, arcane lock, blindness/deafness 
(DC 20), blur, gust of wind (DC 20), scorching rayB

1 (8/day) animate rope, charm person (DC 22), 
color spray (DC 19), disguise self, endure elements, 
protection from goodB

0 (at will) arcane mark, dancing lights, daze (DC 
19), detect magic, flare (DC 18), ghost sound (DC 
16), message, open/close (DC 18), resistance

STATISTICS                                                                             
Str 14, Dex 19, Con 18, Int 18, Wis 14, Cha 27
Base Atk +8; CMB +10; CMD 26
Feats Arcane Strike, Combat Casting, Deceitful, 
Dodge, Eschew Materials, Greater Spell Penetration, 
Improved Counterspell, Improved Initiative, Per-
suasive, Spell Focus (Enchantment), Spell Penetra-
tion, Toughness +16
Skills Bluff +31, Diplomacy +31, Disguise +10, 
Intimidate +29, Knowledge (arcana) +23, Spellcraft 
+23, Survival +10, Use Magic Device +27
Languages Abyssal, Auran, Common, Dwarven
SQ bloodlines (infernal), corrupting touch (8 rds) 
(9/day), on dark wings
Other Gear Rod of alertness, Bracers of armor 
+5, Ioun stone (clear spindle), Ioun stone (orange 
prism), Ring of protection +3

SPECIAL ABILTIES                                                            
Arcane Strike, Combat Casting, Damage Resistance, 
Fire (10), Eschew Materials, Improved Counterspell, 

Infernal, Ioun stone (clear spindle), Rod of Alertness, 
Spell Focus (Enchantment)
Infernal Bloodline Abilities: Corrupting Touch (8 
rds) (9/day) (Sp), On Dark Wings (Su), Hellfire (1/
day) (DC 24) (Sp), Infernal Resistances (Ex)

Albion Dragondream  CR 13
XP 25,600
Human Sorcerer 14
LE Medium Humanoid (human)
Init +6; Senses -; Perception +0

DEFFENSE                                                                              
AC 17, touch 12, flat-footed 15 (+2 armor, +2 Dex, 
+3 natural)
hp 80 (14d6+28)
Fort +5, Ref +8, Will +9; +4 bonus vs. poison
Resist fire 10, infernal resistances

OFFENSE                                                                                 
Speed 35 ft.
Melee Rod of thunder and lightning +9/+4 (1d6+2/
x2)
Special Attacks hellfire (1/day) (dc 22)
Sorcerer Spells Known (CL 14):

7 (3/day) waves of exhaustion
6 (5/day) forceful hand, globe of invulnerability, 
planar bindingB (DC 21)
5 (7/day) dominate person (DC 22), dominate 
personB (DC 22), feeblemind (DC 22), interposing 
hand
4 (7/day) black tentacles, charm monster (DC 23), 
enervationB, illusory wall (DC 19), mass reduce 
person (DC 19)
3 (7/day) dispel magic, fireball, gaseous formB, 
hold person (DC 20), suggestion
2 (7/day) acid arrow, cat’s grace, fod cloud, protec-
tion from arrows, resist energy, scorching rayB

1 (8/day) burning hands (DC 16), chill touch (DC 
16), grease (DC 16), magic weapon, protection 
from goodB, reduce person (DC 16)
0 (at will) acid splash, detect magic, flare (DC 15), 
light, message, open/close (DC 15),touch of fatigue 
(DC 15)

STATISTICS                                                                           
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Str 11, Dex 15, Con 12, Int 17, Wis 10, Cha 21
Base Atk +7; CMB +7; CMD 19
Feats Combat Expertise +/-2, Eschew Materials, 
Fleet, Greater Spell Focus (Enchantment), Greater 
Spell Penetration, Improved Counterspell, Im-
proved Initiative, Lightning Reflexes, Spell Focus 
(Enchantment), Spell Penetration, Toughness +14
Skills Bluff +18, Diplomacy +19, Fly +19, Intimidate 
+22, Knowledge (arcana) +20, Spellcraft +20, Use 
Magic Device +22
Languages Abyssal, Common, Daemonic, Dwarven
SQ bloodlines (infernal), corrupting touch (7 rds) 
(8/day)
Other Gear Rod of thunder and lightning, Amulet 
of natural armor +3, Bracers of armor +2, 150 GP

SPECIAL ABILTIES                                                             
Combat Expertise +/-2,  Damage Resistance, Fire 
(10), Eschew Materials, Greater Spell Focus (En-
chantment), Improved Counterspell, Infernal, Rod of 
thunder and lightning, Spell Focus (Enchantment) 
Infernal Bloodline Abilities: Corrupting Touch 
(7 rds) (8/day) (Sp), Hellfire (1/day) (DC 22) (Sp), 
Infernal Resistances (Ex), 

Eden Lorebrand   CR 13
XP 25,600
Human Bard 14
NE Medium Humanoid (human)
Init +8; Senses -; Perception +17

DEFENSE                                                                                   
AC 23, touch 15, flat-footed 18 (+6 armor, +2 
shield, +4 Dex, +1 dodge)
hp 81 (14d8+14)
Fort +5, Ref +15, Will +9; +4 vs. bardic perfor-
mance, sonic, and language-dependant effects

OFFENSE                                                                                   
Speed 30 ft.
Melee  rapier of puncturing (3/day) +10/+5 
(1d6/18-20/x2)
Ranged +13 light crossbow (1d8/19-20)
Special Attacks bardic performance (swift action) 
(35 rounds/day), bardic performance: countersong, 

bardic performance: dirge of doom, bardic perfor-
mance: distraction, bardic performance: fascinate (5 
targets) (DC 22), bardic performance: frightening 
tune (DC 22), bardic performance: inspire compe-
tence +4, bardic performance: inspire courage +3, 
bardic performance: inspire greatness (2 allies), 
bardic performance: soothing performance, bardic 
performance: suggestion (DC 22)
Bard Spells Known (CL 14):

5 (3/day) false vision, mislead, shadow evocation 
(DC 20)
4 (5/day) dominate person (DC 19) hold monster 
(DC 19), rainbow pattern (DC 19) shadow conju-
ration (DC 19)
3 (5/day) confusion (DC 18), displacement, haste, 
major image (DC 18), slow (DC 18)
2 (6/day) blur, eagle’s splendor, enthrall (DC 17), 
hypnotic pattern (DC 17), misdirection, tongues
1 (7/day) cause fear (DC 16), charm person (DC 
16), expeditious retreat, hideous laughter (DC 16), 
lesser confusion (DC 16), sleep (DC 16)
0 (at will) dancing lights, daze (DC 15), detect 
magic, flare (DC 15), ghost sound (DC 15), light

STATISTICS                                                                         
Str 11, Dex 18, Con 13, Int 17, Wis 10, Cha 21
Base Atk +10; CMB +10; CMD 25
Feats Acrobatic, Combat Casting, Dodge, Improved 
Initiative, Lightning Reflexes, Persuasive, Point 
Blank Shot, Skill Focus (Perform [sing])
Skills Acrobatics +23, Bluff +28, Diplomacy +26, 
Escape Artist +12, Intimidate +26, Perception +17, 
Perform (sing) +28, Sense Motive +28, Spellcraft 
+20, Stealth +19, Use Magic Device +22
Languages Abyssal, Common, Draconic, Goblin
SQ bardic knowledge, jack of all trades: trained 
skills, lore master (2/day), versatile performance 
abilities (acting, dance, singing, string instruments), 
well versed
Other Gear Elven chain, Darkwood shield, Rapier of 
puncturing (3/day), 150 GP

SPECIAL ABILTIES                                                            
Bardic Knowledge +7 (Ex), Bardic Performance 
(swift action) (35 rounds/day), Bardic Perfor-
mance: [Countersong (Su),  Dirge of Doom (Su),  
Distraction (Su),  Fascinate (5 targets) (DC 22) 
(Su),  Frightening Tune (DC 22) (Sp),  Inspire 
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Competence +4 (Su), Inspire Courage +3 (Su), 
Inspire Greatness (2 allies) (Su), Soothing Perfor-
mance (Su),  Suggestion (DC 22) (Sp)], Combat 
Casting , Jack of All Trades: Trained skills (Ex), 
Lore Master (2/day) (Ex),  Point Blank Shot, Ra-
pier of puncturing (3/day) Touch attack does 1d6 
Con damage, Versatile Performance (Acting) +0 
(Ex), Versatile Performance (Dance) +0 (Ex),  Ver-
satile Performance (Singing) +28 (Ex),  Versatile 
Performance (String Instruments) +0 (Ex), Well 
Versed (Ex)

Fate Grimblade  CR 14
XP 38,400
Human Rogue 15
LE Medium Humanoid (human)
Init +8; Senses –; Perception +18

DEFENSE                                                                                   
AC 21, touch 11, flat-footed 20 (+10 armor, +1 Dex)
hp 101 (15d8+30)
Fort +9, Ref +15 (+5 bonus vs. traps), Will +5
Defensive Abilities improved uncanny dodge, trap 
sense

OFFENSE                                                                                 
Speed 20 ft.
Melee Adamantine dagger +8/+3 (1d4/19-20/x2) 
and
Sword of Subtlety +10/+5/+0 (1d6+2/17-20/x2)
Ranged Heavy crossbow +10/+5/+0 (1d10/19-20/
x2)
Special Attacks sneak attack +8d6

STATISTICS                                                                            
Str 12, Dex 18, Con 15, Int 14, Wis 10, Cha 12
Base Atk +11; CMB +12; CMD 23
Feats Critical Focus, Great Fortitude, Improved 
Critical (Shortsword), Improved Initiative, Im-
proved Two-weapon Fighting, Lightning Reflexes, 
Skill Focus (Acrobatics), Stealthy, Two-weapon 
Fighting, Weapon Finesse, Weapon Focus (Short-
sword)
Skills Acrobatics +23 (+19 jump), Bluff +19, Climb 
+5, Disable Device +21, Escape Artist +21, In-

timidate +19, Perception +18 (+25 to locate traps), 
Sense Motive +18, Sleight of Hand +17, Stealth +21, 
Survival +15, Use Magic Device +19
Languages Abyssal, Common
SQ rogue talents (combat trick, crippling strike, de-
fensive roll [1/day], fast stealth, improved evasion, 
opportunist [1/day], weapon training), trapfinding 
+7
Other Gear Banded mail of luck (1/week), Sword of 
subtlety, Adamantine dagger, Heavy crossbow, 150 
GP

SPECIAL ABILITIES                                                           
Banded mail of luck Ten 100-gp gems adorn this +3 
banded mail. Once per week, the armor allows its 
wearer to require that an attack roll made against 
him be rerolled. He must take whatever conse-
quences come from the second roll. The wearer’s 
player must decide whether to have the attack roll 
rerolled before damage is rolled.
Crippling Strike (Ex), Critical Focus, Defensive Roll 
(Ex), Fast Stealth (Ex),  Improved Uncanny Dodge 
(Ex), Sneak Attack, Trapfinding 

Hawk Valentine CR 15
XP 51,200
Male Human Barbarian 16
CE Medium Humanoid (human)
Init +7; Senses –; Perception +12

DEFENSE                                                                                   
AC 19, touch 13, flat-footed 19 (+6 armor, +3 Dex)
hp 158 (16d12+48)
Fort +13 (+4 vs. hot or cold environments and to 
resist damage from suffocation), Ref +8 (+5 bonus 
vs. traps), Will +6
Defensive Abilities improved uncanny dodge (lv 
>=20), indomitable will, trap sense; DR 4/—

OFFENSE                                                                                 
Speed 40 ft.
Melee +2 Anarchic Greataxe +22/+17/+12/+7 
(1d12+8+2d6 vs. Lawful/19-20/x3)
Ranged  javelin of lightning (x2) +19/+14 (5d6 elec-
tricity/Ref DC 14 half)
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Special Attacks rage (43 rounds/day), rage pow-
ers (increase damage reduction, intimidating glare, 
knockback [1/round], mighty swing [1/rage], mo-
ment of clarity [1/rage], no escape [1/rage], power-
ful blow +5 [1/rage], rolling dodge +3 [3 rds])

STATISTICS                                                                            
Str 18, Dex 16, Con 17, Int 9, Wis 13, Cha 11
Base Atk +16; CMB +20; CMD 33
Feats Diehard, Endurance, Extra Rage, Greater Vital 
Strike, Improved Critical (Greataxe), Improved Ini-
tiative, Improved Vital Strike, Power Attack -5/+10, 
Vital Strike
Skills Acrobatics +22 (+26 jump), Intimidate +19, 
Perception +12, Sense Motive +17, Survival +20, 
Swim +4 (+8 to resist nonlethal damage from ex-
haustion)
Languages Common
SQ anarchic, fast movement +10
Other Gear Rhino hide, +2 Anarchic Greataxe, 150 
GP

SPECIAL ABILITIES                                                           
Anarchic Chaos-aligned and +2d6 damage vs Law-
ful creatures.
Damage Reduction (4/-), Diehard,  Endurance,  Fast 
Movement +10 (Ex), Improved Uncanny Dodge 
(Lv >=20) (Ex), Increase Damage Reduction (Ex),  
Indomitable Will (Ex), Intimidating Glare (Ex), 
Knockback (1/round) (Ex), Mighty Swing (1/rage) 
(Ex), Moment of Clarity (1/rage) (Ex),  No Escape 
(1/rage) (Ex), Power Attack -5/+10, Powerful Blow 
+5 (1/rage) (Ex), Rage (43 rounds/day) (Ex) +6 Str, 
+6 Con, +3 to Will saves, -2 to AC when enraged, 
Rolling Dodge +3 (3 rds) (Ex), Trap Sense +5 (Ex), 
Vital Strike Standard action: x2

Jasmine Puritymourner     CR 14
XP 38,400
Human Cleric 15
LE Medium Humanoid (human)
Init +5; Senses -; Perception +4

DEFENSE                                                                                   
AC 22, touch 11, flat-footed 21 (+9 armor, +2 

shield, +1 Dex)
hp 129 (15d8+60)
Fort +12, Ref +6, Will +13
Defensive Abilities dispelling touch (2/day)

OFFENSE                                                                                 
Speed 20 ft.
Melee  +2 Icy burst Heavy mace +11/+6/+1 
(1d8+4+1d6 cold/19-20/x2+1d10 cold)
Ranged +12/+7/+2 light crossbow (1d8/19-20)
Special Attacks scythe of evil (7 rds) (2/day), touch 
of evil (7 rds) (7/day)
Spell-Like Abilities

(7/day) Touch of Evil (7 rds) 
Cleric Spells Prepared (CL 15):

8 (1/day) unholy aura, unholy auraD

7 (2/day) blasphemyD (DC 21), destruction (DC 
21), mass cure serious wounds
6 (3/day) antimagic fieldD,heal, harm (DC 20), 
mass bull’s strength
5 (4/day) flame strike (DC 19), mass cure light 
wounds, righteous might, slay living (DC 19), spell 
resistanceD

4 (5/day) cure critical wounds, dismissal (DC 18), 
divine power, greater magic weapon, poison (DC 
18), unholy blightD (DC 18)
3 (5/day) bestow curse (DC 17), blindness/deafness 
(DC 17), dispel magic, magic circle against goodD, 
magic vestment, prayer
2 (5/day) aid, align weaponD, align weapon,  bear’s 
endurance, hold person (DC 16), owl’s wisdom
1 (5/day) bless, cause fear (DC 15), divine favor, 
magic weapon, protection from goodD, shield of 
faith
0 (at will) bleed (DC 14), detect magic, light, resis-
tance

STATISTICS                                                                            
Str 14, Dex 13, Con 16, Int 12, Wis 18, Cha 13
Base Atk +11; CMB +13; CMD 24
Feats Channel Smite, Combat Casting, Greater 
Spell Penetration, Improved Critical (Heavy mace), 
Improved Initiative, Quick Draw, Spell Penetration, 
Toughness +15, Weapon Focus (Heavy mace)
Skills Acrobatics -6 (-10 jump), Climb -5, Escape 
Artist -6, Fly -6, Heal +22, Knowledge (planes) +19, 
Knowledge (religion) +19, Ride -6, Sense Motive 
+17, Spellcraft +19, Stealth -6, Swim -5
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Languages Common, Infernal
SQ aura, cleric channel negative energy 8d6 (4/day) 
(dc 18), domains (evil, magic), hand of the acolyte 
(7/day) (7/day), spontaneous casting
Other Gear Dragonhide plate, Heavy steel shield, +2 
Icy burst Heavy mace, 150 GP

SPECIAL ABILITIES                                                           
Aura (Ex), Channel Smite, Cleric Channel Negative 
Energy 8d6 (4/day) (DC 18) (Su), Cleric Domain 
(Evil) Granted Powers, Cleric Domain (Magic) 
Granted Powers, Combat Casting, Dispelling Touch 
(2/day) (Su), Hand of the Acolyte (7/day) (7/day) 
(Su), Quick Draw, Scythe of Evil (7 rds) (2/day) 
(Su), Spontaneous Casting, 

Touch of Evil (7 rds) (7/day) (Sp) With a melee 
touch attack, target is sickened and counted as 
good-aligned for the purpose of [Evil] spells.

Reaver Jackal   CR 15
XP 51200
Human Fighter 16
LE Medium Humanoid (human)
Init +5; Senses –; Perception +17

DEFENSE                                                                                   
AC 21, touch 11, flat-footed 20 (+10 armor, +1 Dex)
hp 141 (16d10+48)
Fort +13, Ref +8, Will +6 (+4 vs. fear)
Defensive Abilities bravery +4; DR 3/—; Resist cold 
10

OFFENSE                                                                                 
Speed 30 ft.
Melee +2 Thundering Falchion +26/+21/+16/+11 
(2d4+13/15-20/x2+1d8 sonic+deafened)
Ranged composite longbow (+3) +18/13/+8/+3 
(1d8+4/x3)
Special Attacks weapon training abilities (axes +2, 
heavy blades +3, bows +1)

STATISTICS                                                                            
Str 16, Dex 12, Con 17, Int 10, Wis 12, Cha 10
Base Atk +16; CMB +19 (+23 Sundering); CMD 30 

(32 vs. Sunder)
Feats Cleave, Critical Focus, Dazzling Display 
(Falchion), Great Cleave, Greater Sunder, Greater 
Weapon Focus (Falchion), Greater Weapon Special-
ization (Falchion), Improved Critical (Falchion), 
Improved Initiative, Improved Sunder, Intimidat-
ing Prowess, Lightning Reflexes, Point Blank Shot, 
Power Attack -5/+10, Staggering Critical (DC 26), 
Vital Strike, Weapon Focus (Falchion), Weapon 
Specialization (Falchion)
Skills Acrobatics -1, Climb +1, Escape Artist -1, Fly 
-1, Intimidate +22, Perception +17, Ride -1, Sense 
Motive +9, Stealth -1, Survival +20, Swim +1
Languages Common
SQ thundering (dc 14)
Other Gear +2 Cold resistance Adamantine Half-
plate, +2 Thundering Falchion

SPECIAL ABILITIES                                                           
Bravery (Ex) Starting at 2nd level, a fighter gains 
a +1 bonus on Will saves against fear. This bonus 
increases by +1 for every four levels beyond 2nd.
Cleave, Critical Focus, Damage Reduction (3/-), 
Damage Resistance, Cold (10), Dazzling Display 
(Falchion), Greater Sunder, Improved Sunder, Point 
Blank Shot, Power Attack -5/+10, Staggering Criti-
cal (DC 26), Thundering (DC 14), Vital Strike, 
Weapon Training (Blades, Heavy) +3 (Ex), Weapon 
Training (Bows) +1 (Ex)
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Cloaker , Advanced Fiendish  CR 14
XP 38,400
LE Huge aberration
Init +6; Senses darkvision 60 ft.; Perception +14

DEFENSE                                                                                  
AC 22, touch 10, flat-footed 20 (+2 Dex, +12 natu-
ral, –2 size)
hp 189 (18d8+108)
Fort +8, Ref +4, Will +7
Defensive Abilities shadow shift; DR 10/good; Resist 
cold, fire 15; SR 19

OFFENSE                                                                                   
Speed 10 ft., fly 40 ft. (average)
Melee bite +20 (1d8+9), tail slap +15 (3d6+4)
Space 10 ft.; Reach 10 ft. (5 ft. with bite)
Special Attacks engulf, moan, smite good

STATISTICS                                                                         
Str 29, Dex 14, Con 23, Int 14, Wis 15, Cha 14
Base Atk +12; CMB +23; CMD 27 (can’t be tripped)
Feats Combat Reflexes, Improved Initiative, Im-
proved Natural Armor, Improved Natural Attack 
(tail slap), Skill Focus (Perception), Skill Focus 
(Stealth)
Skills Disguise +20 (+28 as cloak), Fly +16, Knowl-
edge (religion) +11, Perception +26, Sense Motive 
+8, Stealth +13; Racial Modifiers +8 Disguise to ap-
pear as a cloak, sheet, manta ray, or similarly shaped 
object or creature
Languages Undercommon

SPECIAL ABILITIES                                                         
Engulf (Ex) A cloaker can try to wrap a Medium or 
smaller creature in its body as a standard action. The 
cloaker attempts a grapple that does not provoke an 
attack of opportunity. If it wins the grapple check, it 
establishes a hold and bites the engulfed victim with 
a +4 bonus on its attack roll. It can still use its whip-
like tail to strike at other targets. Attacks that hit an 
engulfing cloaker deal half their damage to the mon-
ster and half to the trapped victim.
Moan (Ex) A cloaker can emit an infrasonic moan as 
a standard action, with one of four effects.

Fear: All creatures in a 30-foot spread must save 
(Will negates) or become panicked for 2 rounds.

Nausea: All creatures in a 30-foot cone must save 
(Fortitude negates) or fall prone and be nauseated 
for 1d4+1 rounds.
Stupor: A single creature within 30 feet is affected 
by hold monster for 5 rounds (Will negates).
Unnerve: Anyone within a 60-foot spread auto-
matically takes a –2 penalty on attack and damage 
rolls. Those in the area for more than 6 consecutive 
rounds must save (Will negates) or enter a trance, 
helpless until the moaning stops.

Cloakers are immune to these sonic, mind-affecting 
attacks. A creature that successfully saves against the 
cloaker’s fear, nausea, or unnerve moans cannot be 
affected by that same moan effect from that cloaker 
for 24 hours. All of the save DCs against a cloaker’s 
moan are DC 15. Save DCs are Charisma-based.
Shadow Shift (Su) When in dim illumination, a 
cloaker can manipulate shadows as a free action to 
create one of three effects: blur (lasts 1d4 rounds, self 
only), mirror image (CL 6th), or silent image (DC 
15, CL 6th, save DC is Charisma-based).
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Dark Naga, Advanced   CR 18
XP 153,600
LE Huge aberration
Init +8; Senses darkvision 60 ft., detect thoughts; 
Perception +19

DEFENSE                                                                                  
AC 24, touch 13, flat-footed 19 (+4 Dex, +1 dodge, 
+11 natural, –2 size)
hp 285 (27d8+162)
Fort +9, Ref +9, Will +9 (+11 vs. charm effects)
Defensive Abilities guarded thoughts; Immune 
poison

OFFENSE                                                                                  
Speed 40 ft.
Melee bite +24 (1d6+6), sting +24 (3d6+6 plus 
poison)
Space 10 ft.; Reach 5 ft.
Spells Known (CL 7th)

3rd (5/day)—displacement, lightning bolt (DC 16)
2nd (7/day)—cat’s grace, invisibility, scorching ray
1st (7/day)—expeditious retreat, magic missile, ray 
of enfeeblement (DC 14), shield, silent image
0 (at will)—daze, detect magic, light, mage hand, 
open/close, ray of frost, read magic

STATISTICS                                                                          
Str 22, Dex 19, Con 22, Int 16, Wis 15, Cha 17
Base Atk +20; CMB +28; CMD 34 (can’t be tripped)
Feats Alertness, Combat Casting, Dodge, Eschew 
MaterialsB, Great Fortitude, Improved Initiative, 
Improved Natural Armor, Improved Natural Attack 
(sting), Lightning Reflexes, Stealthy
Skills Bluff +28, Diplomacy +24, Disguise +23, 
Escape Artist +12, Intimidate +27, Knowledge 
(arcana) +13, Perception +34, Sense Motive +25, 
Spellcraft +27, Stealth +28
Languages Common, Infernal

SPECIAL ABILITIES                                                             
Detect Thoughts (Su) A dark naga can continuous-
ly use detect thoughts as per the spell (caster level 
9th; Will DC 18 negates). The save DC is Charisma-
based.
Guarded Thoughts (Ex) Dark nagas are immune to 
any form of mind reading, such as that granted by 

detect thoughts. This ability also grants a +2 racial 
bonus on all saves against charm effects.
Poison (Ex) Sting—injury; save Fort DC 19; fre-
quency 1 round; effect sleep for 2d4 minutes; cure 
1 save.

ECOLOGY                                                                           
Environment any underground
Organization solitary or nest (2–4)
Treasure standard

Dark nagas covet luxury, wealth, and power over 
others. With bodies covered by shimmering, eel-like 
black scales, dark nagas slither deftly through forsak-
en lands and abandoned ruins, scouring such places 
for treasures and weaker creatures they might force 
into service. Their forked tongues spread only lies, 
and others whom they can’t manipulate they destroy 
with their insidious poison and destructive magical 
abilities. A typical dark naga measures approximate-
ly 12 feet long and weighs upward of 300 pounds.

Arrogant and sybaritic, dark nagas seek to domi-
nate lesser creatures, relishing the fear they inspire 
and power over other beings. While some manage to 
carve indulgent fiefdoms from tribes of goblins, orcs, 
lizardfolk, or other barbarous races, the luster of cos-
mopolitan fineries proves enticing as well, leading 
some to infiltrate city sewers and slums to gather an 
urban following. They particularly relish morbidly 
crafted jewelry and treasures, often adorning them-
selves with jeweled bands or taking their ease atop 
piles of treasure.

Dark nagas hate others of their kind, especially other 
dark nagas, seeing their brethren as deadly oppo-
nents to be dispatched swiftly and mercilessly—often 
rightly so.
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Darkmantle, Advanced Paragon  CR 18
XP 153,600
N Small magical beast
Init +14; Senses blindsight 90 ft., darkvision 60 ft., 
low-light vision; Perception +4

DEFENSE                                                                                
AC 52, touch 45, flat-footed 42 (+10 Dex, +12 in-
sight, +12 luck, +7 natural, +1 size)
hp 93 (3d10+27+36); fast healing 20
Fort +21, Ref +21, Will +18
DR 10/+5; Resist cold, fire 10; SR 37

OFFENSE                                                                                
Speed 60 ft., fly 90 ft. (poor)
Melee slam +28 (1d4+20 plus grab)
Special Attacks constrict (1d4+4), grab (any size)
Spell-Like Abilities (CL 20th)

1/day—darkness
3/day – (CL 15) greater dispel magic, haste, and 
see invisibility

STATISTICS                                                                             
Str 26, Dex 30, Con 29, Int 17, Wis 26, Cha 25
Base Atk +3; CMB +10 (+5 grapple); CMD 20 (can’t 
be tripped)
Feats Improved Initiative, Quicken Spell-Like Abil-
ity (haste)
Skills Fly +16, Intimidate +20, Perception +15, 
Stealth +21; Racial Modifiers +4 Perception, +4 
Stealth

ECOLOGY                                                                             
Environment any land and underground
Organization solitary, pair, or clutch (3–12)
Treasure none

A darkmantle’s tentacle-span measures just under 5 
feet—when attached to a cave roof and disguised as a 
stalactite, its length varies from 2 to 3 feet. A typical 
darkmantle weighs 40 pounds. The creatures’ heads 
and bodies are usually the color of basalt or dark 
granite, but their webbed tentacles can change color 
to match their surroundings.

Lore
Characters with ranks in Knowledge (ar-
cana) or Knowledge (dungeoneering) can 
learn more about darkmantles. When a character 
makes a successful skill check, the following lore is 
revealed, including the information from lower DCs.

Knowledge (Arcana) or Knowledge (Dungeoneer-
ing)

DC Result
11 - This squid-like dark-skinned creature is a dark-
mantle, a subterranian predator that attacks by drop-
ping onto its prey. This result reveals all magical 
beast traits.

16 - Though small creatures, darkmantles are strong 
for their size, and make natural grapplers due to their 
tentacles and cloak-like skin. Typically attacking by 
dropping from above, a darkmantle that misses will 
usually fly back up to the roof of its chamber and try 
again.

21 - As well as having a natural camouflage that al-
lows them to hide easily in underground caverns, 
darkmantles can also cause darkness once per day. 
Darkmantles see easily through this magical dark-
ness through the use of bat-like sonar, though this 
can be disrupted by the use of the silence spell.

Monster Lore from WOTC Community Forums – Monsters 
and Races – Monster Lore Compendium. Copyright 2007-
2008, Author: Evandar_TAybara
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Efreeti, Advanced CR 17
XP 104,400
LE Huge outsider (extraplanar, fire)
Init +5; Senses darkvision 60 ft., detect magic; Per-
ception +15

DEFENSE                                                                                  
AC 22, touch 11, flat-footed 19 (+2 Dex, +1 dodge, 
+11 natural, –2 size)
hp 276 (24d10+144)
Fort +11, Ref +12, Will +11
Immune fire; Vulnerability cold

OFFENSE                                                                                 
Speed 20 ft., fly 40 ft. (perfect)
Melee 2 slams +34 (1d8+6 plus 1d6 fire) or mwk 
falchion +35/+30/+25/+20/+15 (2d6+9/18–20)
Space 10 ft.; Reach 10 ft.
Special Attacks change size, heat (1d6 fire)
Spell-Like Abilities (CL 11th)

Constant—detect magic
At Will—plane shift (willing targets to elemental 
planes, Astral Plane, or Material Plane only), pro-
duce flame, pyrotechnics (DC 14), scorching ray
3/day—invisibility, quickened scorching ray, wall of 
fire (DC 16)
1/day—grant up to 3 wishes (to non-genies only), 
gaseous form, permanent image (DC 18)

STATISTICS                                                                           
Str 31, Dex 15, Con 22, Int 12, Wis 14, Cha 15
Base Atk +24; CMB +34; CMD 37
Feats Combat Casting, Combat Reflexes, Deceitful, 
Dodge, Improved InitiativeB, Iron Will, Lightning 
Reflexes, Quicken Spell-Like Ability (scorching ray), 
Stealthy
Skills Bluff +19, Craft (any one) +14, Disguise +10, 
Fly +13, Intimidate +15, Perception +15, Sense Mo-
tive +15, Spellcraft +14, Stealth +2
Languages Auran, Aquan, Common, Ignan, Terran; 
telepathy 100 ft.
SQ change shape (humanoid or giant, alter self or 
giant form I)

SPECIAL ABILITIES                                                           
Change Size (Sp) Twice per day, an efreeti can magi-
cally change a creature’s size. This works just like an 

enlarge person or reduce person spell (the efreeti 
chooses when using the ability), except that the abil-
ity can work on the efreeti. A DC 13 Fortitude save 
negates the effect. The save DC is Charisma-based. 
This is the equivalent of a 2nd-level spell.
Heat (Ex) An efreeti’s body deals 1d6 points of fire 
damage whenever it hits in melee, or in each round 
it grapples.

ECOLOGY                                                                             
Environment any (Plane of Fire)
Organization solitary, pair, company (3–6), or band 
(7–12)
Treasure standard (mwk falchion, other gear)

The efreet (singular efreeti) are genies from the Plane 
of Fire. An efreeti stands about 12 feet tall and weighs 
about 2,000 pounds.

Efreet have few allies among geniekind. They cer-
tainly hate djinn, and attack them on sight. They 
hold an equally strong enmity for marids, and view 
the jann as frail and weak. Efreet often work closely 
with shaitans, yet even then alliances are temporary 
at best.
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Flesh Golem, Advanced  CR 13
XP 25,600
N Huge construct
Init –1; Senses darkvision 60 ft., low-light vision; 
Perception +0

DEFENSE                                                                              
AC 21, touch 6, flat-footed 23; (–2 Dex, +15 natural, 
–2 size)
hp 188 (27d10+40)
Fort +3, Ref +1, Will +3
DR 5/adamantine; Immune construct traits, magic

OFFENSE                                                                                   
Speed 30 ft.
Melee 2 slams +34 (3d8+9)
Space 10 ft.; Reach 10 ft.
Special Attacks berserk

STATISTICS                                                                            
Str 29, Dex 7, Con —, Int —, Wis 11, Cha 1
Base Atk +27; CMB +38; CMD 36
Languages none

SPECIAL ABILITIES                                                           
Berserk (Ex) When a flesh golem enters combat, 
there is a cumulative 1% chance each round that its 

elemental spirit breaks free and the golem goes ber-
serk. The uncontrolled golem goes on a rampage, at-
tacking the nearest living creature or smashing some 
object smaller than itself if no creature is within 
reach, then moving on to spread more destruction. 
The golem’s creator, if within 60 feet, can try to re-
gain control by speaking firmly and persuasively to 
the golem, which requires a DC 19 Charisma check. 
It takes 1 minute of inactivity by the golem to reset 
the golem’s berserk chance to 0%.
Immunity to Magic (Ex) A flesh golem is immune 
to any spell or spell-like ability that allows spell resis-
tance. In addition, certain spells and effects function 
differently against the creature, as noted below.

A magical attack that deals cold or fire damage slows 
a flesh golem (as the slow spell) for 2d6 rounds (no 
save).

A magical attack that deals electricity damage breaks 
any slow effect on the golem and heals 1 point of 
damage for every 3 points of damage the attack 
would otherwise deal. If the amount of healing 
would cause the golem to exceed its full normal hit 
points, it gains any excess as temporary hit points. A 
flesh golem gets no saving throw against attacks that 
deal electricity damage.
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Salt Mephit Sorcerer 6 CR 12
XP 19,200
N Medium outsider (earth)
Init +5; Senses darkvision 60 ft.; Perception +6

DEFENSE                                                                                   
AC 15, touch 12, flat-footed 13 (+1 Dex, +1 dodge, 
+3 natural)
hp 145 (9d10+18 plus 6d6+18 plus 15 toughness); 
fast healing 2 (works only in arid environments)
Fort +4, Ref +6, Will +8
DR 5/magic, 10/earth

OFFENSE                                                                                
Speed 30 ft., fly 40 ft. (average)
Melee 2 claws +15 (1d4+3)
Special Attacks breath weapon (15-foot cone, effect 
based on type, Reflex DC 13 for half), elemental ray 
(1d6 +3 acid damage; 6/day)
Spell-Like Abilities (CL 6th)

1/day—summon (level 2, 1 mephit of the same 
type 25%), glitterdust 1/hour.

Spells
0 – acid splash, daze (DC 12), detect magic, flare 
(DC 12), read magic, resistance, touch of fatigue 
(DC 12)
1 – (7/day) burning hands (acid damage)* expedi-
tious retreat, mage armor, obscuring mist, protec-
tion from good
2 – (6/day) blur, resist energy
3 – (3/day) protection from energy

STATISTICS                                                                              
Str 17, Dex 13, Con 14, Int 6, Wis 11, Cha 15
Base Atk +12; CMB +15; CMD 16
Feats Arcane Strike, Combat Casting, Dodge, Im-
proved Initiative, Toughness
Skills Bluff +8, Fly +19, Knowledge (arcane) +3, 
Knowledge (planes) +3, Perception +6, Stealth +10
Languages Common, one appropriate elemental 
language (Aquan, Auran, Ignan, or Terran)
SQ elemental bloodline

SPECIAL ABILITIES                                                           
Breath Weapon (Su) Each type of mephit can un-
leash a particular breath weapon every 4 rounds as a 
standard action. The DC is Constitution-based and 
includes a +1 racial bonus.

The breath weapon of a salt mephit is a cone of salt 
crystals that deals 1d4 slashing damage. The salt 
also causes living creatures to be sickened for 3 
rounds. A Reflex save halves the damage and ne-
gates the sickened effect.

Dehydrate (Su) Once per day a salt mephit can 
draw the moisture from an area in a 20-foot radius 
centered on itself. Living creatures within range take 
2d8 points of damage (Fortitude DC 14 half; caster 
level 6th). This effect is especially devastating to 
plant and aquatic creatures, which take a –2 penalty 
on their saving throws. This ability is the equivalent 
of a 2nd-level spell
Elemental Ray (Sp): Starting at 1st level, you can 
unleash an elemental ray as a standard action, 
targeting any foe within 30 feet as a ranged touch 
attack. This ray deals 1d6 points of damage of your 
energy type + 1 for every two sorcerer levels you 
possess. You can use this ability a number of times 
per day equal to 3 + your Charisma modifier.

Phasm, Advanced CR 17
XP 102,400
CN Gargantuan aberration (shapechanger)
Init +6; Senses tremorsense 60 ft.; Perception +22

DEFENSE                                                                               
AC 25, touch 9, flat-footed 23 (+2 Dex, +1 dodge, 
+16 natural, -4 size)
hp 306 (45d8+104)
Fort +16, Ref +10, Will +10
Defensive Abilities amorphous, resilient

OFFENSE                                                                                
Speed 30 ft.
Melee slam +20 (3d8+13/19-20)

STATISTICS                                                                              
Str 36, Dex 14, Con 27, Int 18, Wis 15, Cha 14
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Base Atk +9; CMB +28; CMD 34 (38 vs. grapple and 
bull rush; cannot be tripped)
Feats Alertness, Awesome Blow, Blind-Fight, 
Cleave, Combat Reflexes, Dodge, Improved Bull 
Rush, Improved Critical (slam), Improved Initiative, 
Improved Natural Armor, Improved Natural Attack 
(slam), Mobility, Power Attack, Vital Strike, Weapon 
Finesse
Skills Bluff +15, Climb +17, Diplomacy +15, Escape 
Artist +11, Knowledge (any one) +20, Perception 
+22, Sense Motive +19, Stealth +7, Survival +18; 
Racial Modifier +8 to Escape Artist
Languages Common, telepathy 100 ft.
SQ change shape (shapechange, Large or smaller)

SPECIAL ABILITIES                                                              
Amorphous (Ex) In its natural form, a phasm is im-
mune to poison, sleep, paralysis, polymorph, and 
stunning effects. It is not subject to critical hits, sneak 
attack, or precision damage and cannot be flanked. 
Also in its natural form, a phasm gains +4 racial bo-
nus to CMB to resist bull rush and grapple attempts 
and cannot be tripped.
Resilient (Ex) A phasm has a +4 racial bonus to For-
titude and Reflex saves. (Already included in the stat 
block).
ECOLOGY                                                                             
Environment any
Organization solitary
Treasure double standard

The phasm is a bizarre aberration. Its normal form 
is an ovoid blob of protoplasmic material, but it 
spends most of its life imitating humanoids. In this 
form, a phasm acts on its whims, exploring, ad-
venturing, stealing, living an existence of aesthetic 
deprivation or hedonistic indulgence. Each phasm 
is different, and may change personalities within a 
single lifetime. A phasm may attempt to take over 
a kingdom simply for the thrill of the experience, 
while another might found a religion based on ser-
vice and generosity. However, all phasms derive the 
greatest pleasure from fooling other creatures about 
their true nature.

If discovered, a phasm first attempts to slay those 
who realize it is not what it appears to be, though 
it might also negotiate if it believes there is greater 

Characters with ranks in Knowledge 
(dungeoneering) can learn more about 
a Phasm. When a character makes a suc-
cessful skill check, the following lore is re-
vealed, including the information from lower DCs.

Knowledge (dungeoneering) DC Result

12 - Phasms are aberrant shapeshifters that enjoy im-
personating humanoid creatures.

17 - If discovered, a phasm does not hesitate to slay 
those who know its true nature.

22 - The strange anatomy of a phasm makes it im-
mune to critical hits, sneak attacks, and many mind-
affecting spells.

27 - Phasms enjoy novel experiences and items, and 
will bargain with creatures who can offer them such 
things.

benefit to doing so. In combat, a phasm employs 
whatever weapons and items it has at hand. It only 
uses its slam attack if unarmed. If it can’t defeat op-
ponents in open combat, a phasm resorts to subtler 
means, such as poison, curses or assassination.

A phasm also uses its ability to change shape to aid 
itself in combat. Against creatures it intends to slay, 
a phasm assumes the form of a dragon or other 
dangerous beast. If it needs to flee it changes shape 
into a swift animal.

While impersonating a humanoid, a phasm often 
accrues class levels in fighter, rogue or wizard. Due 
to its whimsical and mutable nature, a phasm loses 
these class levels after a few years, especially if it 
takes up the role of a different individual. The aver-
age age of a phasm is 2d4+3 (x100) years, and there 
is no known limit to how old a phasm can grow. 
Families of adventurers report engaging in gener-
ations-long battles with individual phasms, the crea-
ture plaguing grandfathers, fathers and sons.

A phasm weighs about 400 pounds, and appears as 
an ooze in its natural form. Dark spots on its body 
indicate the presence of sensory organs.
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Roper, Urban CR 12
XP 19,200
CE Large aberration
Init +5; Senses darkvision 60 ft., low-light vision; 
Perception +24

DEFENSE                                                                                 
AC 27, touch 10, flat-footed 26 (+1 Dex, +17 natu-
ral, –1 size)
hp 162 (12d8+108)
Fort +13, Ref +5, Will +13
Immune fire; Resist electricity 10; SR 27
Weaknesses vulnerability to sonic

OFFENSE                                                                                 
Speed 10 ft.
Melee bite +20 (4d8+18/19–20)
Ranged 6 strands +10 touch (1d6 Dexterity)
Space 10 ft.; Reach 10 ft.
Special Attacks pull (strand, 5 feet), strands

STATISTICS                                                                             
Str 34, Dex 13, Con 29, Int 13, Wis 16, Cha 12
Base Atk +9; CMB +22; CMD 33 (can’t be tripped)
Feats* Improved Critical (bite), Improved Initiative, 
Iron Will, Skill Focus (Perception, Stealth), Weapon 
Focus (strand)
Skills Climb +27, Knowledge (dungeoneering) +16, 
Knowledge (religion) +13, Perception +24, Stealth 
+18 (+26 in stony or icy areas); Racial Modifiers +8 
Stealth in stony or icy areas
Languages Aklo, Undercommon

SPECIAL ABILITIES                                                              
Clumsiness (Ex): A roper’s strands can sap an op-
ponent’s dexterity. Anyone grabbed by a strand must 
succeed on a DC 18 Fortitude save or take 2d8 points 
of Dexterity damage. The save DC is Constitution-
based.
Strands (Ex) A roper can extend up to six thin, sticky 
strands from its body at a time, launching them to a 
maximum range of 50 feet. A roper’s attacks with its 
strands resolve as ranged touch attacks. These strands 
are quite strong, but can be severed by any amount 
of slashing damage (a strand is AC 20). A creature 
struck by a strand is numbed and weakened by the 
strange material, and must make a DC 25 Fortitude 

save or take 1d6 points of Strength damage. The save 
DC is Constitution-based.

ECOLOGY
Environment any underground
Organization solitary, pair, or cluster (3–6)
Treasure standard

The roper is an ambush hunter. Capable of altering 
the coloration and shape of its body, a roper in hid-
ing looks remarkably like a stalagmite of stone or ice 
(or in low-ceilinged chambers, a stony or icy pillar). 
In areas without such features to hide among, a rop-
er can compress its body into a much more squat, 
boulder-like shape. The strands it extrudes are not 
flesh but a thick, semi-liquid material similar to par-
tially melted wax but with the strength of an iron 
chain and the ability to numb flesh and sap strength. 
The roper can manipulate these strands with great 
finesse, and can fling them as far as 50 feet to snatch 
objects that attract its attention.

A roper is 9 feet tall and weighs 2,200 pounds.
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Scorpion, Fiendish Colossal 
Monstrous CR 13
XP 25,600
N Colossal Vermin
Init –1; Senses darkvision 60 ft., tremorsense 60 ft.

DEFENSE                                                                                 
AC 26, touch 1, flat-footed 26 (–8 size, –1 Dex, +25 
natural)
hp 300 hp (40d8+120)
Fort +25, Ref +12, Will +13
Defensive Qualities vermin traits; DR 10/good; 
Resist cold 15, fire 15; SR 18

OFFENSE                                                                               
Speed 50 ft. (10 squares)
Melee Claw +34 (2d8+12)
Space 40 ft.; Reach: 30 ft.
Special Attacks Constrict 2d8+12, grab, poison, 
smite good

STATISTICS                                                                          
Str 35, Dex 8, Con 16, Int —, Wis 10, Cha 2
Base Atk +30; CMB +58 (+62 to grapple); CMD 57 
(68 vs. trip)
Skills: Climb +16, Perception +4, Stealth -12

SPECIAL ABILITIES                                                              
Constrict (Ex): A monstrous scorpion deals auto-
matic claw damage on a successful grapple check.
Grab (Ex): To use this ability, a monstrous scorpion 
must hit with a claw attack. A monstrous scorpion 
can use either its Strength modifier or Dexterity 
modifier for grapple checks, whichever is better.
Poison (Ex): Sting—injury; save Fort DC 33; fre-
quency 1 round; initial effect 1d10 Con damage; 
secondary effect 1d10 Con damage; cure 1 save.
Smite Good (Su): Once per day, the fiendish crea-
ture may smite a good-aligned creature. As a swift 
action, the creature chooses one target within sight 
to smite. If this target is good, the creature adds its 
Charisma bonus (if any) to attack rolls and gains a 
damage bonus equal to its HD against that foe. This 
effect persists until the target is dead or the creature 
rests.

Xorn, Advanced Elder CR 13
XP 25,600
N Medium outsider (earth, extraplanar)
Init +0; Senses all-around vision, darkvision 60 ft., 
tremorsense 60 ft.; Perception +14

DEFENSE                                                                                 
AC 23, touch 10, flat-footed 23 (+13 natural)
hp 178 (21d10+63)
Fort +8, Ref +2, Will +5
DR 5/bludgeoning; Immune cold, fire, flanking; 
Resist electricity 10

OFFENSE                                                                               
Speed 20 ft., burrow 20 ft.; earth glide
Melee bite +24 (6d6+7), 3 claws +19 (1d4+7)

STATISTICS                                                                          
Str 17, Dex 10, Con 17, Int 10, Wis 11, Cha 10
Base Atk +21; CMB +24; CMD 24 (26 vs. trip)
Feats Cleave, Improved Bull Rush, Improved Natu-
ral Attack (bite), Power Attack, Toughness
Skills Appraise +10, Intimidate +10, Knowledge 
(dungeoneering) +10, Perception +14, Stealth +10, 
Survival +10; Racial Modifiers +4 Perception
Languages Common, Terran

SPECIAL ABILITIES                                                              
All-Around Vision (Ex) A xorn sees in all directions 
at the same time, giving it a +4 racial bonus on Per-
ception checks. A xorn cannot be flanked.
Earth Glide (Ex) A xorn can glide through any sort 
of natural earth or stone as easily as a fish swims 
through water. Its burrowing leaves no sign of its 
passage nor hint at its presence to creatures that don’t 
possess tremorsense. A move earth spell cast on an 
area containing a xorn moves the xorn back 30 feet, 
stunning the creature for 1 round unless it succeeds 
on a DC 15 Fortitude save.

Xorns grow in size as they age. These elder xorns are 
giant advanced xorns, but some even greater xorns 
exist as well, with upward of 15 Hit Dice.
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Wereboar, Chaotic Hill Giant 
Dire (Hybrid Boar Form) CR 11
XP 12,800
CN Large Giant (Shapechanger)
Init –1; Senses low-light vision, scent; Perception 
+11

DEFENSE                                                                                   
AC 19, touch 8, flat-footed 19 (–1 size, 
–1 Dex, +11 natural)

hp 223 (12d12+51 plus 7d12+49)
Fort +20, Ref +8, Will +12

OFFENSE                                                                                 
Speed 40 ft. (8 squares)

Melee greatclub +29 (2d8+22) and 
gore +23 (1d8+7); or 2 claws +28 melee 

(1d6+15) and gore +23 melee (1d8+7)
Space/Reach: 10 ft./10 ft.
Special Attacks: Curse of lycanthropy

STATISTICS                                                                          
Str 41, Dex 8, Con 25, Int 6, Wis 12, Cha 7
Base Atk +14; CMB +33; CMD 32
Feats: AlertnessB, Cleave, Endurance, Improved 
Bull Rush, Improved Sunder, Iron WillB, Power At-
tack, Weapon Focus (greatclub)
Skills: Acrobatics +22, Climb +18, Perception +11
Special Qualities: Alternate form, boar empathy, 
ferocity, rock catching

ECOLOGY                                                                             
Environment: Temperate
Organization: Solitary, pair, brood (3–4), or troupe 
(2–4 plus 1–4 dire boars)
Treasure: Standard
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