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An adventure for 4-6 PCs of any level, although it is best
suited for either players relatively new to the game or char-
acters below 12th level. A series of events and puzzles that
allow players to experience encounters at different levels and
as creatures other than “themselves”, so whatever level the
PCs actually are doesn’t have any great bearing on immediate
actions. However, the adventure is a good way to introduce
particular items if you so wish; the protagonists reward party
members for their efforts and as GM, you can bring almost
anything to the reward table as the NPCs setting the tasks are
of a very high level.

The setting can be anywhere. The pathway in Part 1 starts in
a forest or jungle environment, whilst the entrance to Part 2
is in an urban or cave surrounding. The two challenges are
linked at their ends via a teleport, so where the players start
and finish can be two entirely different points on a world, if
the GM wishes.

There is one important factor to consider when thinking
about using this adventure; some players absolutely HATE
losing control of their characters, and being transformed
without a save is a complete anathema to them. It is vital
that this is respected and that the point of the gauntlets is
explained. In effect, the PCs become the creatures entirely.
If they die as the creatures, they are resurrected by the two
spellcasters. However, death when not one of the creatures is
down to the PCs, as healing is provided and there is ample
opportunity to cure the party along the way, including one
overnight rest spot if required. This adventure requires com-
mon sense as much as intelligence.

The two spellcasters also provide rewards that the PCs do not
need to use to complete the gauntlets - they are items entire-
ly for the future. There is no trickery, no falsehoods going
on, just a chance to prove your battle skills and gain rewards.

The xp rewards for the encounters are a little different to usu-
al as well. For every encounter, each PC gets an xp reward
that reflects their current level. For example, if a PC is 4th
level, every encounter is treated as if it is Challenge Rating
4, and they get xp as if it is CR 4. If they go up a level during
the adventure, they start to get xp as if the encounters are CR
5. Neither a PC or a player loses out by going through these
gauntlets.

But in the end, all games are about the participants enjoying
themselves, and if this is an adventure too far, save the en-
counters for some other time, perhaps split up over a much
wider dungeon or forest area.

If the PCs are playing this as the second of two parts, they
may well be much better prepared for what will happen to
them this time around. This isn't a problem; it will simply
mean they work harder and more efficiently as they turn into
unexpected creatures.
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Olemus Multa and Maaginen Jekku have been friends and
allies for many, many years. They first met as members of
opposing adventuring bands in the realms beneath Rybalka,
when groups of dare-doers strove to further the aims of the
Klavek kingdom by cutting a swathe through any and all op-
position, whilst others strove to defend their homes. Howev-
er, they quickly realized they had similar approaches to life,
living and liberty, despite coming from vastly different back-
grounds, and soon decided to work together to further their
own careers and reputations. Their one remaining disagree-
ment is which source of magical energy is better; divine or
arcane. Many decades ago, to help decide the issue, they each
set up a challenge, with the help of the other, and encouraged
those of great heart and ingenuity to face them.

Olemus is a druid, one so rooted in the soil that she has
lived continuous outdoors for the past 300 years, not once
spending a night “indoors” in an artificial home. Her actions
are known by many, but the woman herself is a mystery. A
svirfneblin, one now blessed with the countenance of na-
ture herself, she is often mistaken for a small elf, something
she doesn’t ever complain about; deep gnomes aren’t usually
known for their looks. She is exceptionally well equipped to
work closely with animals, and has made other creatures the
clear focus of her studies. What Olemus Multa doesn’t know
about animals and other creatures isn't worth knowing!

Maaginen is a sorcerer, a drow, and an outcast from several
countries, and many more communities. Initially frequent-
ly in direct opposition to Olemas, he has gradually come to
realise that indiscriminate killing is so far from the answer
to life it is just not worth considering, and his view on life,
whilst carefree, has taken a distinct turn towards good. His
natural ability to harness arcane energy has been a boon and
bane; his own kind, and those allied with him, mistrusted his
every action as they couldn’t predict what he would do next,
whilst other humanoids simply see the drow, not the man
within the skin.

Olemus and Maaginen have now grown to admire and love
each other as the stoutest of friends, and they spend their
time trying to ensure that there is a strict balance between
the divine nature of Olemus and Maaginen’s inner arcane
abilities. In order to do this, they constantly test the power
of their own abilities against each other, using adventurers to
act as representatives of the magical forces available to them.

This is done through two gauntlets containing encounters
at a wide variety of levels. Anyone who goes through these
gauntlets finds themselves temporarily changed into other
creatures. They then have to either complete the task that
faces them or find a way past the opposition in front of them.
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In every encounter, the creature or creatures being faced
have been instructed to deal damage to as many people as
possible, rather than as much damage as possible to one
person. Olemus and Maaginen know that this will mean
careful use of the healing capability of the party and re-
quire the members to think on their feet.

However, they support low level parties with two healing
points during the gauntlet. This is because when the PCs step
out of an encounter, they find they have lost the same per-
centage of hit points themselves as did the creature in the en-
counter that they fought as. For instance, is the Sixth Druidic
Encounter, a PC becomes an average xorn, which has 48 hit
points. If the xorn takes 12 hp, it has lost 25% of its total. So
when a character that usually has 12 hit points steps out of
that encounter, he will find he has lost 3 hp, whilst a character
that usually has 80 hit points will find she has lost 20 hp, and
$O on.

After each success (or failure) Olemus or Maaginen rewards
them in a way that reflects the PCs’ level of achievement. And
whilst deaths do occur, the two spellcasters are far more in-
terested in seeing if their use of magical energy gives them a
slight upper hand in the endless philosophical debate than
they are in having to deal with bodies; resurrections are hap-
pily given as part of the deal. However, the rewards are worth
the risk; the two will offer something to each member of a
party that is commensurate with their current experience
and ability.

Both gauntlets exist in entirely different places to where the
PCs will come across them; indeed, the two aren’t actual-
ly anywhere near each other, and their positions fluctuate
in order to protect them. But are linked by a sophisticated
teleportal mosaic that ensures there is no error when peo-
ple travel from one to the other. This device only ever works
once for any individual other than Olemus and Maaginen,
no matter what direction it is approached from. In addition
to this, each gauntlet can only ever be entered once and exit-
ed once by an individual other than the two creators. When
someone comes out of either gauntlet, they find themselves
back where they started, unless their requested reward is to
go somewhere else.

Once a party or an individual has attempted or completed
the challenges, the gauntlets disappear forever, as do Olemus
and Maaginen. Only a wish or miracle will take someone
back to the entrance of either gauntlet, but the restrictions
to entering the gauntlets still apply. If a PC or party tries to
re-enter the gauntlets, they find themselves prevented, as de-
tailed below.

Finally, if any items are left in either gauntlet in an effort to
track them, they cease working after 1d12 minutes, as the
gauntlets move on to their next destination. The items can
be recovered, as they just become buried in the ground
where the relevant gauntlet had been sited, although this is
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no easy task. The gauntlets can be almost anywhere, particu-
larly Maaginen’s, and powerful divination spells may well be
needed to track the items that had been left as markers.

[ ]
SIJTI,OPSI,S
The PCs are either traveling in an uninhabited rural region
OR are searching in a relatively quiet or deserted area when
they are approached by two humanoids, a gnome and an elf.
A conversation strikes up, and an offer made. The gnome and

elf would like the PCs to settle a matter between the two of
them, and are willing to pay them to do so.

They may also just appear outside of this gauntlet after com-
pleting Maaginen’s test.

GM'’s Note

Whilst Olemus is clearly herself, Maaginen
is disguised to prevent his drow appearance
from being a distraction. He will admit to being a drow
if questioned or challenged about it. Even as a 20th level
sorcerer, he just doesn't want the aggravation of dealing
with other creatures’ prejudices.
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The PCs equip themselves as they wish and enter the first
gauntlet. If they conduct a preliminary search of the first few
areas, they find little that is threatening. The PCs then en-
ter the first combat area and experience the body-changing
magic that takes place.

The challenges get harder as the party progresses into the
trees or passageways depending on which end they enter
the gauntlets; puzzles and creatures attempt to bar their way
whichever they first encounter.

Eventually, the PCs will either succumb to the enemy crea-
tures, in which case they will be raised or resurrected and
will have “failed the test” (or more to the point, Maaginen
will claim Olemus has failed if the PCs die in her gauntlet,
and vice versa. Any deaths result in true resurrection anyway
—if a PC gets killed as one of Olemus’s creatures, it counts as
a victory for Maaginen, and it’s something the loser does to
apologise for their magic “failing”)

OR

The PCs will look to complete the second gauntlet, fully re-
freshed after the first.

They will finally escape the second gauntlet, yet will find
themselves almost back in the same place they started from,
with knowledge gained from the experience. Alternatively, as
GM, you can use this to place the PCs anywhere you feel like.

The two humanoids will thank and reward them, possibly
engaging in deep conversation about the experience the PCs
have just had, before gradually fading out of existence as the
conversation turns back in on itself.
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1. Whilst exploring any seemingly-deserted area, the party
are approached by Olemus and Maaginen (Olemus is the
teacher and Maaginen the apprentice in this scenario).
The pair look as if they are on a long journey, with great
distances traveled and many more to go. When they see
the party, they stop, quickly set a fire (magic is clearly
involved), and start to brew a wonderfully aromatic tea.
They call the party over.

2. As part of a hoard, the party find a simple map; a path or
two, a challenge, a gateway. The progress of the party has
been tracked by Olemus and Maaginen and the PCs are
considered a balanced group who could help settle their
debate, so the map has been planted.

3. Whilst on a road in any environment, the party come
across a band of ruffians roughing up two travelers, a
gnome and an elf. After helping save the pair, by routing
the brigands, the teacher explains that they were about to
enter a gateway when the robbers set upon them. They
offer the key to the gateway as a reward.

4. If the party contains either a druid, sorcerer or bard, tales
of Olemus and Maaginen have filtered through the his-
tory of the last 250 years or so on many occasions and it
only takes a DC 5 role to recall the broad aspects of their
story. Depending on the origin, the tales place one as the
teacher and the other as the apprentice, and this swaps
back and forth, but they are essentially the same; that the
pair will challenge a PC and reward her as thanks for any
help given.

5. Deep within the site of an ancient battle, the party comes
across the remains of a teleport gateway. Energy still
flickers across the surround (either wooden or stone,
depending on the placement of the gate). A little effort
and a Use Magic Device DC 10 roll sets the whole thing
working again.

6. Whilst heavily pressed in a particular fight in a dead
end, the party finds itself with sudden allies, as a gate-
way opens and a gnome and an elf appear next to them.
(From their equipment, they appear to be about the same
level of experience as the PCs, and only cast spells that
the PCs would be able to use themselves). The pair turn
the tide, and afterwards, the two thank the PCs, offer to
buy some healing (they are clearly injured) and then de-
part. The gateway continues to glow. (If the PCs attack
the pair for some reason, they disappear).

7. On entering either a rural or urban setting, the PCs find
their is a public holiday in progress,. One of the attrac-
tions, tucked well away from the main events, is the “The-
atre of the Cosmic Mind!” - whatever that might be. Per-
haps it is something either the gnome or elf standing next
to the brightly-coloured wooden archway, that seems to
go nowhere, can tell you about. Everyone else seems to be
walking past the rather bedraggled pair, but the gnome
waves you over.

Qgﬁrea ] = @iscoueries

This is the gauntlet set up by Olemus Multa with the help of
Maaginen Jekku.

The party encounter an elderly druid with her assistant, a
young sorcerer on a sabbatical from his mentor. All is not
what it seems, however, as the sorcerer is, in reality, just as
old. The two are actually engaged in a seemingly endless de-
bate about which magical path - divine or arcane - has the
greatest power and worth. Naturally, they have set up trials
and continually send people through them to prove their
points.

The pair always appear next to or close by a gateway, and
in this instance, the PCs discover a wooden arch, either the
result of intricate carpentry or a natural linking of various
branches. The elder of the pair, the gnome, introduces herself
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as Olemus Multa, and her elven apprentice as Maaginen Jek-
ku. If anyone in the group is familiar with the names, she
simply states, “Well, stories are often just that...”

Whatever direction the conversation takes (depending on the
hook that is used), Olemus will get Maaginen to give each PC
a small wooden token, skillfully engraved with the gnomish
symbol for ‘the heart’ She will then offer just one more piece
of advice - ‘Make yourselves ready’ - before leaving the PCs
to their own devices.

A search outside the gate reveals very little. Depending on
the hook used, their may be evidence of a small camp or a
fight (Search/Perception DC 8 in either case). There is noth-
ing else to be found at this stage.

If the PCs study the tokens, they radiate strong abjuration
and conjuration magic. If the party is of high enough level
to analyze the actual spells concerned, they find that the to-
kens contain permanent word of recall and protection from
spells enchantments. The tokens only work in the gauntlets
and about 100 feet from the entrances. They allow anybody
in the gauntlets to travel the distances between the entrances
and the gauntlets themselves, and protect them from outside
interference.

The gateway before the PCs flickers with a soft light, barely
seen unless the entrance is watched continuously for a min-
ute or more. W

GM'’s Note

Anytime a PC steps through an archway
and is affected by a transformation, they find
they have become an exact replica of the creature listed in
the spell, summon nature’s ally. Any spells that have been
placed on them to enhance them disappear, although they
reappear on the PC when they turn back to themselves, so
long as the duration hasn’t run out.

Any revisit to any area that has both an entry puzzle and
combat element at any time, after they have been com-
pleted, finds the area to be a simple grove surrounded by
dense forest that cannot be penetrated and will return the
PCs back to the original grove if they try. They will also be
empty of any evidence of its previous use.

ngrea 2 Enh'l]walj

The party arrive at the entrance that was described to them; it
is a wooden archway that seems to extend under the ground
to form a complete loop. It seems unremarkable, yet anyone
without the token given to them by the druid would find
themselves compelled to leave the area by a foresight and an-
tipathy trap. Even if this is overcome, stepping through the
arch seems to send the person back to where they came from;
as the last part of a person disappears as he steps through the
arch, the first part of them reappears coming back through it.
Only a wish or miracle can overcome this effect.

If the archway is looked at closely, a Search/Perception DC
30 roll reveals intricate carvings that contain multiple ver-
sions of gnomish symbols meaning “the body” - there are
thousands of them, covering many types of creature. Anyone
who can speak Gnome realizes this quite quickly.

Any magical investigation of the archway reveals a strong
sense of Conjuration and Transmutation energies. Deep-
er analysis suggests a raft of Summoning spells and
Shapechanging.

The trap is designed to keep away those not suited for the
challenge of the gauntlets. If anybody who falls for the trap
stays in the area searching for the entrance, they find that the
results of the antipathy outweigh the benefits of the foresight
with regard to increases to AC and Reflex saves.
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GM'’s Note

The intention is that there isn't any XP for
overcoming this trap, as even if it is bypassed,
the teleport does not work for PCs. This is just in place
to ensure Olemus and Maaginen do not have to actively
defend the gateways from most people that accidental-
ly find them. Seeing as they will be by the gauntlet en-
trance that the PCs are going to use, it is a protection for
the other entrance, wherever that may be. The protection
isn’t designed to hurt anyone, indeed exactly the opposite. -
However, if you choose to use this gauntlets in a more ad-
versarial environment, the CR and accompanying XP (if
relevant) are listed.

Foresight and
Antipathy Trap
(3.5E)

CR 12; magic device; proximity trigger (true seeing); au-
tomatic reset;

Spell effect (foresight and antipathy, 17th-level druid OR
18th level sorcerer, no save for Foresight, DC 23 Will save
partially negates Antipathy); multiple targets;

Search DC 34; Disable Device DC 34.

Foresight and Antipathy
Trap (PF)CR 12

XP 19,200 (see above text)

Type magic; Perception DC 34; Disable Device DC 34
Effects

Trigger location; Reset automatic

Effect spell effect (permanent foresight and antipathy [9th
level, CL 17th druid, 18th sorcerer]; no save for foresight,
DC 23 Will save partially negates antipathy), multiple
targets.

Once the gateway has been entered, the party finds itself
in a short passageway; it is clean and well looked after, not
what the PCs might expect considering where they have just
come from. If they look back through the archway, the view
is slightly hazy, as if the air is thickened by heat, or it is rain-
ing heavily. Watching this for more than a minute allows a
Knowledge (the planes) DC 25 roll for a PC to realize that he
has left where he was and is now somewhere else, and that
what can be seen is almost an echo of his starting point.
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If the PCs stay here for more than 3 rounds and appear to be
hesitating, a trap goes off.

Calm Emotions Trap
(3.5E)

CR 3; spell; timed spell trigger; automatic
reset; spell effect (calm emotions, 3rd-level cleric, DC 13
Will save negates); Search DC 27; Disable Device DC 27.

Calm Emotions Trap (PF) CR3
XP 800

Type magic; Perception DC 27; Disable Device DC 27
Effects

Trigger timed spell trigger; Reset automatic

Effect spell effect (calm emotions [3rd level, CL 2nd level
cleric]; DC 13 Will save negates), multiple targets.

This is designed to put PCs at ease, although it may just make
some even more paranoid.
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As the party moves down the passageway from the entrance,
the route to the south is initially blocked off, and they can
only travel to the west. If the PCs come from the south, on
their way out, the route to the east does not yet exist and they
can only travel to the west.

Whatever pathway they come from, going west means they
come to a small wooden shrine covered in hundreds of to-
tems to various gods and goddesses of nature or the natu-
ral world (Knowledge (religion) DC 10). The shrine it-
self is in the image of an oak tree that has its branches and
roots stretching into all the known planes (Knowledge (the
planes) DC 10), plus some additional words that are demi-
planes that can’t immediately be recalled or may never have
been heard of before (Knowledge (the planes) DC 20). The
right half looks like wood, the left looks like stone, although
it is entirely made of wood.

The many hundreds of tokens are attached to these branches
and roots, swaying softly in the air disturbance caused by the
PCs approaching the shrine.

As the party faces the Shrine, a different image appears to
each of them - that of their own deity. The image smiles, and
then a voice can be heard (this has a different voice for each
PC, and represents what they think their deity would sound
like.)
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If the PCs are approaching the shrine before facing the chal-
lenges of the gauntlets, read the following:

My child, you are here to represent all that I hold dear. Do not
fear the future, whatever may occur, as I will be by your side.
That you may not see me is immaterial; what is important is
that I will be watching over you. Have faith, and embrace all
that comes your way. Sometimes we have to accept that it is the
difference between us that makes us the same. Now, add my
token to this Tree and go to face your future.

If the PCs are approaching the shrine after facing the chal-
lenges of the gauntlets, read the following:

My child, you have represented all that I hold dear to the best of
your ability. You can face the future with greater courage and
understanding. You must know that although you cannot see
me, my faith in you is constant; remember, I will be watching
over you. I trust you to embrace all that will come your way,
yet remain remain faithful. Be true to what you have learned;
that it is the way we use our similarities that makes us differ-
ent. Now, add my token to this Tree and go to face your future.

As a PC places some form of token representing her god
or goddess on the shrine as she ENTERS the gauntlets, a
small, hollow glass bead appears in her hand. Any time it
is held tightly enough to break it, it will add a +1 insight
bonus to her next 3 actions, whatever they may be.

As a PC places some form of token representing
his god or goddess on the shrine as he LEAVES the N
gauntlets, he finds himself washed over by a pulse of a
energy. This permanently gives a +1 bonus to the PC’s
Diplomacy score.
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This is a strange place, the size of which ebbs and flows in
the mind as it is observed. It seems to consist of nothing but
roots and branches, rather like a living version of the image
on the shrine.

If detect magic is cast in this area, there is an overwhelming
sense of transmutation and abjuration magic. This space is
a divine druidic power source for the whole of the gauntlet;
control plants and repel metal and stone at 18th level can be
detected if suitable spells are cast, although they seem con-
tained within the area.

If the PCs decide to explore this area, they find that for ev-
ery 10 feet they move away from the entrance, they shrink
one size category. Eventually, when they are fine sized, they

M lh,

find it is virtually impossible to travel over the writhing roots
and branches. They have encountered ‘the Tree, a legendary
creature that can be used to travel to any plane if someone
knows how to follow the pathways created by those roots and
branches. (Knowledge (arcana OR the planes OR religion)
DC 20 for information, DC 50 to use)

If the PCs decide to try and hack their way through the roots
and branches, use the following statistics for this part of The
Tree of Planes. It is creature of epic proportions, and PCs of
any level other than 20th have no real business attacking it;
even at that level it is foolhardy.
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If anyone takes a small piece of bark from the Tree of Planes
and boils it in water given freely by an water elemental, us-
ing a pot made from earth freely given by an earth elemen-
tal, over a fire freely started by a fire elemental, they will end
up with a potion of extended barkskin cast at 25th level for
duration.

Jrea 5 -
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As the PCs approach this entrance archway, they can see that
there is a grid set in the floor in front of it. If they try to go
through the archway, they find that it is blocked. If they try
to go around it, the undergrowth gets denser and eventually
leads them back to this point.
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Nine gems in the shape of star fruits are placed in the cells
of a 9x9 grid in such a way that no gem is in the same row,
column, or diagonal as any other one.

A scroll pinned to a the archway states the following:

Three gems have to be moved to adjoining cells (horizontally,
vertically, or diagonally) for you to move on, and yet no gem
can be in the same row, column, or diagonal.

Can you figure out these three gems and the adjoining cells they
should be moved to? You shall get your first reward if you can!

Once the puzzle has been completed, the three gems that
moved turn into potions of cure light wounds curing 1d8 + 5
hp, whilst the rest have disappeared. The party then finds that
they are able to move forward through the archway.

The space through the archway is an open clearing surround-
ed by fruit trees. The space is roughly 50 feet by 50 feet, with
2 piles of ripe fruit positioned towards the centre of it.

As the PCs step through the archway, they undergo a trans-
formation, changing into tiny colobus monkeys. There is
no save for this change, and all items are absorbed onto the
bodies of the monkeys as part of the process. The PCs have
become the creatures, with the exception that they retain
enough intelligence to talk with each other (Int 10). Howev-
er, any spellcasters find they are unable to recall any spells.

As the PCs look around the clearing they see a dire rat (at
least one - see the information below) eating their fruit. The
fruit they’ve all so carefully collected! The dire rat needs deal-
ing with immediately.
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Once the fiendish dire rats have been dealt with, the PCs
can look through the remaining fruit (and even eat some,
if they are inclined - it is very tasty). A Search/Per-
ception DC 10 roll finds a carved wooden letter ‘A, about 3
inches tall and 3 inches wide at the base.

As they step out of the area, the PCs find themselves return-
ing to their true forms. The 3 potions from the puzzle and
the wooden letter ‘A’ remain in their possession. If the letter
is checked, it radiates strong Conjuration (teleportation). It
is part of the material component for the teleportation circle
used to leave the gauntlet.
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As the PCs approach this entrance archway, they can see that
there is a sheet of some kind set in a frame just to one side of
it. Below the sheet is a bag, which a Search/Perception DC 5
roll confirms is empty. If they try to go through the archway,
the PCs find that it is blocked. If they try to go around it, the
undergrowth gets denser and eventually leads them back to
this point.

The Letter ‘S’ is carved as the head of a snake, its body lead-
ing down to the next letter. There is something written to the
right of this carved head.

How many different ways can the word SERPENTINE be
traced in a continuous form? You can move through neighbor-
ing letters vertically, horizontally, or diagonally and pass some
letters more than once. For each one that you get, you will be
rewarded!

By numbering the squares of the grid, the 8 solutions can be
written as sequences.

$,1,2,3,6,5,4,7,8,9
S$,1,2,3,6,5,4,7,8,6
$,1,2,3,6,5,4,7,5,9
S$,1,2,3,6,5,4,7,5,6
S$,1,2,3,6,8,4,7,5,9
$,1,2,3,6,8,4,7,8,9
S$,1,2,3,6,8,4,7,8,6
$,1,2,3,6,8,4,7,5,6
Drawing them out will be useful as well.

Once the puzzle has been completed, the PCs discover
that the bag now holds up to 10 goodberries — 1 for
each correct answer and 2 more if all 8 ways are discov-
ered. The party then finds that they are able to move for-
ward through the archway.

The space through the archway is a series of paths that wind
their way around some thick bushes. The space is roughly
120 feet by 40 feet at its widest, although it does narrow, like
an hourglass, to about 20 feet in the middle. The thick bushes
contain a number of moss-covered sleeping areas.

As the PCs step through the archway, they undergo a trans-
formation, changing into black bears. There is no save for
this change, and all items are absorbed onto the bodies of the
bears as part of the process. The PCs have become the crea-
tures, with the exception that they retain enough intelligence
to talk with each other (Int 10). However, any spellcasters
find they are unable to recall any spells.

As the PCs look around the sleeping area they see a lemure
(at least one - see the information below) moving towards a
bear cub, which yowls in fear. The lemure needs dealing with
straight away.

Second Druidic
Test - Black bears

against the lemures
(1-3 PCs = 1 lemure, 4-6 PCs = 2 lemures)

Black bear (3.5)
Lemure (3.5)

Black bear (PF)
Lemure (PF)
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Once the lemures have been dealt with, the PCs can look
through the sleeping area. No matter how hard they look, the
bear cub has gone, but a Search/Perception DC 15 roll finds
a carved wooden letter ‘E, about 3 inches tall and 3 inches
wide at the base.

As they step out of the area, the PCs find themselves return-
ing to their true forms. The 10 goodberries from the puzzle
and the wooden letter ‘E’ remain in their possession. If the
letter is checked, it radiates strong Conjuration (teleporta-
tion). It is part of the material component for the teleporta-
tion circle used to leave the gauntlet.
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As the PCs approach this entrance archway, they can see that
there is a shelf attached to one of the tree trunks, with a grid
on it. Below the shelf is a drawer, which a Search/Percep-
tion DC 5 roll confirms is sealed shut. If they try to
go through the archway, the PCs find that it is
blocked. If they try to go around it, the under-
growth gets denser and eventually leads them
back to this point.

The grid on the shelf has a number of symbols
on and around it; 5 warriors face 5 undead
enemies deep within a graveyard. The trunk
has the following carved into it above the shelf:

Each of the five warriors (Red, Gold, Green, Blue, and
Purple) needs to get to their sworn undead enemy (marked
with the same colors).

The problem is to discover how these five men can make
these five routes without anyone crossing the route of an-
other. Crossing paths will alert the undead enemy and
allow them to escape. In other words, no more than one
route is permitted through any cell.

The warriors are allowed to move from cell to cell only
vertically or horizontally, but never diagonally. Those out-
side the graveyard must move into it across the boundary im-
mediately in front of them, i.e. vertically. The Red Warrior can
move either vertically or horizontally as his first move.

Can you solve this challenge? There will be a reward for you,
perhaps to share, if you can!
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Once the puzzle has been completed, the PCs discover that
the shelf can now be opened and holds two potions of resist
energy 20 (fire) that will last 30 minutes. These can be given
to one person for the full effect or can be split between 2
people for 10 points of protection each, 3 people for 6 points
each, 4 people for 4 points each or 5 or more people for 2
points each up to a total of 8 people. The party then finds that
they are able to move forward through the archway.

The space through the archway is a dry and dusty place, the
floor possibly made of powdered lava. The space is roughly
50 feet by 30 feet, with a way in and out in the southwest
and southeast corners. The creature (or creatures) that are
encountered here come from the path to the north. The pow-
dered lava is a dull grey, flecked with reflective heat-damaged
silicon.

As the PCs step through the archway, they undergo a trans-
formation, changing into great apes. There is no save for this
change, and all items are absorbed onto the bodies of the
apes as part of the process. The PCs have become the crea-
tures, with the exception that they retain enough intelligence
to talk with each other (Int 10). However, any spellcasters
find they are unable to recall any spells.

As the PCs look around the dusty area they see a hellhound
(at least one — see the information below) coming from the
pathway to the north. As it sees you, it gulps, and pre-
pares to breath out. The hellhound needs dealing with
immediately.
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Third Druidic Test -
Apes against the
hellhounds

(1-3 PCs = 1 hellhound, 4-6 PCs = 2 hellhounds)
Ape (3.5)
Hellhound (3.5)

Ape (PF)
Hellhound (PF)

Once the hellhounds have been dealt with, the PCs
can look through their lair. A Search/Perception
DC 15 roll finds a carved wooden letter ‘H, about
3 inches tall and 3 inches wide at the base.

As they step out of the area, the PCs find themselves re-
turning to their true forms. The potions from the puzzle and
the wooden letter ‘H” remain in their possession, if one or
more of the potions hasn’t been used. If the letter is checked,
it radiates strong Conjuration (teleportation). It is part of the
material component for the teleportation circle used to leave
the gauntlet.

A route can be forced back to Area 2 by following the path to
the north where the hellhound(s) came from.

As the PCs approach this small open space, they can see that
there is a tree stump with a small 3 by 3 frame in it just before
the entrance archway. At the top of the frame is a handle,
whilst there are two hinges at the bottom. No matter what
the PCs do, the frame doesn’'t move. If they try to go through
the archway, the PCs find that it is blocked. If they try to go
around it, the undergrowth gets denser and eventually leads
them back to this point. The frame has some numbers placed
in it, shown below. The numbers can be picked up and moved.

Carved around the edge of the tree stump is the following:

. Ty

The numbers 1 to 9 are arranged in the grid in such a way that
the number in the second row is twice that in the first row, and
the number in the bottom row is three times that in the top
row. It is known there are three other ways of arranging these
digits so as to produce the same result - that the number in the
second row is twice that in the first row, and the number in the
bottom row is three times that in the top row. Can you find
them? For each one you find, you will get a reward!

Once the puzzle has been completed, the PCs discover that
the hinged lid can now be opened and holds a single potion
of neutralize poison, a scroll of speak with plants cast at 12th
level, and a ring of climbing. These can be given out by the
party as it sees fit. If the PCs only come up with 1 or 2 solu-
tions, only 1 or 2 rewards appear — as GM, you can chose
which. The party then finds that they are able to move for-
ward through the archway.

The initial open area, about 20 feet by 20 feet, is just part of
this whole space. The rest of it is a set of narrow pathways
that are each about 150 feet long and reach a height of 30 feet.
They stretch into the distance, bending so that their end is
out of sight from the open area. A Listen/Perception DC 30
roll, reducing by 1 per 10 feet the PCs move along the paths,
reveals an unearthly buzzing.
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SOLUTION #1

STARTING ORDER

SOLUTION #3

SOLUTION #2
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As the PCs step through the archway, they undergo a trans-
formation, changing into the prehistoric creatures. There
is no save for this change, and all items are absorbed onto
the bodies of the bears as part of the process. The PCs have
become the creatures, with the exception that they retain
enough intelligence to talk with each other (Int 10). Howev-
er, any spellcasters find they are unable to recall any spells.

The wasps don't take kindly to the interruption onto their
hunting ground, and move towards the party menacingly.
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Once the fiendish giant wasps have been dealt with, the PCs
can look through their nest. A Search/Perception DC 15 roll
finds a carved wooden letter ‘O’ about 3 inches in diameter.

As they step out of the area, the PCs find themselves return-
ing to their true forms. The potion, scroll and ring from the
puzzle, and the wooden letter ‘O remain in their posses-
sion, if the potion and scroll haven't been used. If the letter
is checked, it radiates strong Conjuration (teleportation). It
is part of the material component for the teleportation circle
used to leave the gauntlet.
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Part of The Tree of Planes

Size/Type: Colossal Plant

Hit Dice: 50d8+920 (1,145 hp)

Initiative: +3 (-1 Dex, +4 Improved Initiative)

Speed: 60 ft.

Armor Class: 41 (-1 Dex, -8 size, +40 natural), touch 1,
flat-footed 41

Base Attack/Grapple: +37/+72

Attack: Slam +51 melee (10d6+19/19-20 (+1d6 on critical
hit))

Full Attack: 2 slams +51 melee (10d6+19/19-20 (+1d6 on
a critical hit))

Space/Reach: 30 ft./30 ft.

Special Attacks: Animate trees, trample, triple damage
against objects, spell-like abilities

Special Qualities: Plant traits, SR 29, DR 10/-

Saves: Fort +45, Ref +21, Will +33

Abilities: Str 48, Dex 8, Con 42, Int 19, Wis 33, Cha 35
Skills: Diplomacy +61, Hide -12, Intimidate +62, Jump
+31, Knowledge (nature) +57, Listen +63, Sense Motive
+56, Spot +43, Survival +51

Feats: Alertness, Endurance, Great Fortitude, Improved
Critical (slam), Improved Initiative, Iron Will, Lightning
Reflexes, Power Attack, Weapon Focus (slam)

Epic Feats: Epic Endurance, Epic Reflexes, Epic Tough-
ness (x4), Epic Weapon Focus (slam), Epic Will
Environment: Any forest on any plane

Organization: Solitary or with a grove of treants
Challenge Rating: 25

Treasure: None

Alignment: Always neutral

Advancement: 51-150 HD (Colossal)

The Tree of Planes speak the language of treants, plus
Common and Sylvan.

COMBAT

Animate Trees (Sp) A part of The Tree of Planes can an-
imate trees within 500 feet at will, controlling up to six
trees at a time. It takes a full round for a normal tree to
uproot itself. Thereafter it moves and fights as a treant in
all physical respects. Animated trees lose their ability to
move if the part of The Tree of Planes who animated them
is incapacitated or moves out of range.

Trample (Ex) A part of The Tree of Planes can tram-
ple Gargantuan or smaller creatures for 8d20+40 points
of damage. Opponents who do not make attacks of

#
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opportunity against the part of The Tree of Planes can at-
tempt a Reflex save (DC 54) to halve the damage. The save
DC is Strength-based.

Triple Damage against Objects (Ex) A part of The Tree
of Planes that makes a full attack against an object or
structure deals triple damage.

Plant Traits Immune to poison, sleep, paralysis, stunning,
and polymorphing; not subject to critical hits or mind-af-
fecting effects.

Skills A part of The Tree of Planes receives skills as though
it was fey. *They have a +24 racial bonus on Hide checks
made in forested areas.

Spell-Like Abilities At will—animal messenger, com-
mand plants, speak with plants, stone tell; 3/day—mass
cure light wounds (plants only), plant growth, sunburst,
wall of thorns; 1/day—shambler. Caster level 23rd; save
DC 22 + spell level. The save DCs are Charisma-based.
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Ape

Size/Type: Large Animal

Hit Dice: 4d8+11 (29 hp)

Initiative: +2

Speed: 30 ft. (6 squares), climb 30 ft.

Armor Class: 14 (-1 size, +2 Dex, +3 natural), touch 11,
flat-footed 12

Base Attack/Grapple: +3/+12
Attack: Claws +7 melee (1d6+5)

Full Attack: 2 claws +7 melee (1d6+5) and bite +2 melee
(1d6+2)

Space/Reach: 10 ft./10 ft.

Special Attacks: —

Special Qualities: Low-light vision, scent

Saves: Fort +6, Ref +6, Will +2

Abilities: Str 21, Dex 15, Con 14, Int 2, Wis 12, Cha 7
Skills: Climb +14, Listen +6, Spot +6

Feats: Alertness, Toughness

Environment: Warm forests

Organization: Solitary, pair, or company (3-5)
Challenge Rating: 2

Treasure: None
Alignment: Always neutral
Advancement: 5-8 HD (Large)

These powerful omnivores resemble gorillas
but are far more aggressive; they kill and eat
anything they can catch. An adult
male ape is 5-1/2 to 6 feet tall
and weighs 300 to 400 pounds.

COMBAT

Skills: Apes have a +8 racial
bonus on Climb checks
and can always choose
to take 10 on Climb

checks, even if rushed £
or threatened.

Hellhound

Size/Type: Medium Outsider (Evil, Extraplanar, Fire,
Lawful)

Hit Dice: 4d8+4 (22 hp)

Initiative: +5

Speed: 40 ft. (8 squares)

Armor Class: 16 (+1 Dex, +5 natural),, touch 11,

flat-footed 15

Base Attack/Grapple: +4/+5

Attack: Bite +5 melee (1d8+1 plus 1d6 fire)

Full Attack: Bite +5 melee (1d8+1 plus 1d6 fire)
Space/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, fiery bite

Special Qualities: Darkvision 60 ft., immunity to fire,
scent, vulnerability to cold

Saves: Fort +5, Ref +5, Will +4

Abilities: Str 13, Dex 13, Con 13, Int 6, Wis 10, Cha 6
Skills: Hide +13, Jump +12, Listen +7, Move Silently +13,
Spot +7, Survival +7*

Feats Improved Initiative, Run, TrackB

Environment: A lawful evil-aligned plane
Organization: Solitary, pair, or pack (5-12)

Challenge Rating: 3

Treasure: None

Alignment: Always lawful evil

Advancement: 5-8 HD (Medium); 9-12 HD
(Large)

A typical hellhound stands 4-1/2 feet

high at the shoulder and weighs 120
pounds.

Hell hounds do not speak but
understand Infernal.

COMBAT

b Hell hounds are efficient
hunters. A favorite pack
tactic is to surround
prey quietly, then at-
tack with one or two
hounds, driving it
toward the rest with
their fiery breath. If
the prey doesn’t run, the
pack closes in. Hell hounds
track fleeing prey relentlessly.

A hell hound’s natural weapons, as
well as any weapons it wields, are treat-
ed as evil-aligned and lawful-aligned
for the purpose of overcoming damage
reduction.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative Material”
means copyrighted material including derivative works and translations (in-
cluding into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or oth-
er form in which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)”Open Game Content” means
the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Product Iden-
tity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols, designs,

depictions, likenesses, formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) “Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License
by the Contributor (g) “Use’, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Material
of Open Game Content. (h) “You” or “Your” means the licensee in terms of
this agreement.

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

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-ex-
clusive license with the exact terms of this License to Use, the Open Game
Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying, modifying or distributing,
and You must add the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

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

8. Identification: If you distribute Open Game Content You must clearly in-
dicate which portions of the work that you are distributing are Open Game
Content.
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9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this License. You may use any authorized version of this
License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to com-
ply with all terms herein and fail to cure such breach within 30 days of be-
coming aware of the breach. All sublicenses shall survive the termination of
this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Au-
thors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E.
Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Au-
thor: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.

Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights
reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christof-
ferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill
Webb; Based on original content from TSR.

The Varnhold Vanishing Copyright 2010, Paizo Publishing LLC. Author:
Greg A Vaughan

Raven Swarm from the Tome of Horrors III Copyright 2005 Necromancer
Games, Inc.; Author: Scott Greene, with Casey Christofferson, Erica Balsley,
Kevin Baase, Lance Hawvermale, Travis Hawvermale, Ian S. Johnston, Patrick
Lawringer, Nathan Paul, Clark Peterson, Greg Ragland, Robert Schwalb and
Bill Webb.

Classic Monsters Revisited. Copyright 2008, Paizo Publishing, LLC; Authors:
Wolfgang Baur, Jason Bulmahn, Joshua J. Frost, James Jacobs, Nicolas Logue,
Mike McArtor, James L. Sutter, Greg A. Vaughan, Jeremy Walker.
Adventureaweek.com. Copyright 2010, Todd Gamble & Jonathan Nelson. All
rights reserved.

Some artwork copyright (C)2009 Kimagu, used with permission.

Some artwork copyright (C)2006 Bradley K McDevitt, used with permission.
Some artwork copyright (C)2007 Joe Calkins , used with permission.
Designation of Product Identity: 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, reg-
istered 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 Sec-
tion 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.
All Content is Copyright Adventureaweek.com, LLP (Todd Gamble and Jon-
athan Nelson), 2010-2012.
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A Pathfinder/3.5 Compatible Adventure for 3-6 PCs of Any Level

Magic weaves its way through everyoness life, whether they realize it or not. Its energy flows all around them,
from the simplest cantrip or orison all the way to the mightiest spells that shake worlds. But the one thing that
seems stronger than magic itself is the disagreement between those that wield as to whether divine or arcane
energies hold sway; this argument has continued since the birth of the gods!

So when two friends, both successfully powerful beyond the dreams of most mortals, decide to spend a few
centuries answering this very question, something very special has to be at work. And the testing gauntlets set
up by Olemus Multa and Maaginen Jekku are indeed special; ingenuity, cunning, bravery and sharp wits are
all required to find a way through these mind-bending passageways, with encounters designed to establish
just who does hold the upper hand.

Of course, doing these two spellcasters such a big favor leads to great rewards, so long as the place isn’t broken
into pieces during events. A party will find that the rewards reflect the PCs’ level of achievement, as well as
turning up after the failure of others. And whilst deaths do occur, the two spellcasters are far more interested
in seeing if their use of magical energy gives them a slight upper hand in the endless philosophical debate
than they are in having to deal with bodies; resurrections are happily given as part of the deal. Eventually, at
the end of each gauntlet, the players will find that the rewards are worth the risk; the two will offer something
to each member of a party that is commensurate with their current experience and ability, and is “just what
the caster ordered”.

So if you can find these mystery settings, rumored to be on a plane following a path through the universe,
hop on board and try your luck. Really, what have
you got to lose!

Part 1 of the Dire, Devilish Deeds quartet contains:

e A plane-spanning environment that is far
from what it seems

» The first 8 encounter areas of this challeng-
ing gauntlet

* Puzzles to test the skills of both the players
and the PCs, with progress and rewards in-
fluenced by their degree of success

e Traps with “helpful” results

¢ New creature, the “Tree of Planes”, which
allows access to many and varied places
across the multiverse

e Chances to face combat at a variety of
levels, in a variety of ways, as a variety of
creatures

* The opportunity for your PCs to take place
in the greatest experiment known to hu-
manoidkind and to influence the results!
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