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Hello and welcome to “Agents of A.A.R.F, Volume 1”. In this 

adventure path, your PCs will be attempting to become full 

agents of the legendary Canine organization known as the 

Arcane Artifact Recovery Force (A.A.R.F.) Throughout the 

storyline the PCs will be sent through the Seven Realms of 

Layna, where they will have a chance to explore this majestic 

continent and engage with the dozens of unique animal/

human “hybrid” races that make up its citizens. While 

traditional fantasy races and monsters do appear in the Seven 

Realms, they are often travelers/visitors and are not the focus 

of the socio-political landscape.  

This module have been created for use with the races and 

cultures first presented in the Anthro-Adventures World 

Guide, which can be purchased via Drivethrurpg.com or 

Paizo.com.  

The crux of our design strategy is using popular Children’s 

Literature to build an anthropomorphic dominated world. This 

will allow younger and newer players who may not be familiar 

with the typical fantasy societies to quickly be able to jump in 

and confidently role-play new takes on archetypes that they 

have grown up with. As such, the modules will also give 

advice, tactical tips and rules reminders with the assumption 

that some of the players at the table may be inexperienced 

with role-playing games.  

The campaign is meant to be used with 4-5 players. If you 

have a different number adjustments may need to be made to 

encounters to keep them relevant. 

If you have any questions, or find any mistakes in this 

adventure path, please feel free to email us at 

HappyGnomePublishing@yahoo.com. We will periodically 

update this document with clarifications and errata.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The largest problem that we as a design team has is creating a 

module flexible enough that it can adapt to the infinite 

possibilities that can occur from your PCs choices. While the 

plot of this adventure is primarily linear, as most stories will 

be, your game will most likely go off on tangents. That’s part 

of the fun. The storyline here is a guide, not a rulebook. We’ve 

included additional information, far more than you’d need if 

you just followed the story, so that a GM can make changes 

on the fly. Let your PCs explore the world, let their decisions 

shape the game, and always remember that the game is about 

them.  

Each encounter is built with an amount of experience and 

reward factored in so that at the end of each module every PC 

will be ready for the next level. That said, if they are able to 

bypass an encounter without fighting, or find a way around 

aspects of the plot through good role-playing make sure to 

award the amount of XP and treasure that they would have 

received if they followed the plot in a linear fashion. 

Some additional information to make use of this Adventure 

Path easier: 

 We have color coded the writing to make it easier to 

understand: black font is for the GM, purple gets read to 

the PCs, and green is dialogue spoken by a character in-

game.   

 Each section has a different background color to make 

searching easier (encounters are green, traps/doors are 

blue, ect… 

 Hit Points are calculated as follows: 

Creatures with PC/NPC class levels: Receive full Hit Points at 

first class level, and average (rounded up) for subsequent 

levels. Each will also receive additional hit points for favored 

class. Constitution and/or other bonuses are added as 

normal. 

Creatures with only Racial Hit Dice: Receive average (rounded 

up) for each Hit Dice. Constitution and/or other bonuses 

added as normal. 

This will lead to situations where monsters in our adventures 

have slightly more HP than similar creatures in other settings.  

 Any rule not expressly defined within the Adventure Path 

or in the Anthro-Adventures World Guide is available 

under the open gaming license and can be found with a 

quick internet search.  

 A superscript “+” sign after an ability indicates that we 

have already taken into account the numerical value of 

that ability in the creature’s stat block. Sometimes this 

can be because of the situation the creature shows up in 

during this adventure, and may need to be adjusted if 

that creature is used in a different setting.  
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The Adventure Hook Pg. 4 

Bringing the PCs Together Pg. 4 

What is A.A.R.F? Pg. 4 

Arrival in Pawsford Pg. 5 

Mission Dossier: The Howling Mine Pg. 6 

Tips for Role-playing: Sir Miles Whitemuzzle Pg. 6 

Leaving for the Howling Mine Pg. 7 

Encounter: Flame Skitterers Pg. 7 

Flame Skitterer Pg. 8 

Salvaging the Colony Pg. 9 

Tips for Role-playing: Artemis Deephowl Pg. 9 

Entering the Mine Pg. 10 

Encounter: The Ghost Canary Pg. 10 

Jasper Whitemuzzle, “The Ghost Canary” Pg. 11 

Tips for Role-playing: Jasper Whitemuzzle Pg. 11 

Shortfur’s Tower Pg. 12 

Trap: Shortfur’s Door Pg. 12 

Encounter: Mr. Scrufflepuss Pg. 12 

Mr. Scrufflepuss Pg. 13 

Back to the Howling Mine Pg. 13 

The Doors of the Howling Mine Pg. 13 

The First Passageway Pg. 14 

Encounter: Lesser Amethyst Piercers Pg. 14 

Lesser Amethyst Piercer Pg. 15 

The Fork Pg. 16 

Encounter: Bluecaps Pg. 16 

Bluecap Pg. 17 

The Final Door Pg. 18 

Encounter: Tommyknockers and Glintrow Underhill Pg. 18 

Tommyknocker Pg. 19 

Glintrow Underhill Pg. 20 

Reporting to A.A.R.F Pg. 21 

Final Mission Rewards Pg. 21 
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These flaming, two-headed lizards bring destruction wherever they roam. 

http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Low-Light-Vision
http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
http://www.d20pfsrd.com/basics-ability-scores/ability-scores#TOC-Dexterity-Dex-
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Size-Bonus
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Unfortunately, unable to communicate to authorities who he was, Jasper was taken and given 

to a local mining colony to be used as a mine canary. He died two weeks later, but continues to inhabit the mine as a ghost in need. 

This yellow, spectral bird is hiding a big secret. 

http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Low-Light-Vision
http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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The door to Shortfur’s tower is both locked and trapped, a 

deterrent he left before his arrest in case anyone tried to steal 

his books. If not disarmed the trap is triggered when the door 

opens more than 6 inches wide. At the bottom of the door is a 

cat door, which is not trapped, but is only big enough for a 

tiny creature to get past. 

CR: 2 

Unlock: DC 23 (Average lock is 25, –2 penalty for being 

corroded from the elements). Can be unlocked from the inside 

without a roll. 

Perception: DC 26 

Disable Trap: DC 26 

Type: magic  

Trigger: door opens past 6 inches    

Effect: Magic Missile, 1d4+1 damage. Effect occurs against all 

creatures within 30 feet of the outside of the door.  

Reset: None 

Reward: None 
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This little kitty is tougher than he looks. 

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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Stone Door 4 in. thick 8 hardness 60 hp 
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Watch out for the pointy end! 

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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If you hear their knock, it’s already too late to run.  

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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He won’t rest until the Underhill fortune is all his! 

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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He chokes back a tear before continuing.  

“Jasper was...is….my son. We got these lockets from his 

mother shortly before she passed. He never took his off. When 

we arrested Shortfur, I never imagined something like this 

had happened to Jasper. Thank you, for bringing my son 

peace and allowing him to spend the rest of his eternal days 

at the side of the Big Red God.  

He closes the locket and puts it back inside his shirt, while 

slipping the other into a pocket. 

“And welcome to A.A.R.F” 

 

Experience: 2200 (550/each player). This is enough to move the PCs to level 2, assuming they completed all facets of the Howling 

Mine adventure.  

Reward: Each player will receive 1 Stone of the Howling Mine as their commission from the mission. The Stone of the Howling Mine 

gives a +1 competence bonus to two different skills. The PCs may choose which two skills the stone increases, and may choose its 

physical appearance.  A Stone of the Howling Mine is valued at 400G. A Stone of the Howling Mine functions as an Ioun Stone.  

If the PCs missed any rewards in this chapter, the GM may consider supplementing their income with a bonus from A.A.R.F in order 

to keep them in line with the Wealth by Level chart.  

Finally, the greatest reward is that the PCs have been welcomed into A.A.R.F and are now able to move on to Chapter 2: The Furmin 

Infestation.  
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Reporting to A.AR.F Pg. 23 

Mission Dossier: The Furmin Infestation Pg. 23 

History of the Seven Realms: The War for Vermin Pg. 23 

The Mayor’s Residence Pg. 24 

Encounter: Pocket-watch Defenders Pg. 24 

Meeting with the Mayor Pg. 24 

Pocket-watch Defender Pg. 25 

Role-playing Tips: Sebastian Tinderflint Pg. 26 

Encounter: Furmin Attackers Pg. 26 

Furmin Bombardiers Pg. 27 

Furmin Night-stalkers Pg. 28 

Furmin Stink-shells Pg. 29 

The New Law in Town Pg. 30 

Encounter: Anubis Silkfur Pg. 30 

Anubis Silkfur Pg. 31 

Finding the Lair of The Crooked One Pg. 32 

Encounter: Salazar, The Crooked One Pg. 32 

Tips for Role-playing: Salazar, The Crooked One Pg. 33 

Salazar’s Note Pg. 33 

Big Ear’d Boyz Ruffian Pg. 34 

Johnny Whiskers Pg. 35 

Pennywhistle’s Assistant Pg. 36 

The Access Hatch Pg. 36 

Encounter: Azaron Snaptooth Pg. 36 

Azaron Snaptooth Pg. 37 

Undercity Akata Pg. 38 

Got a Train to Catch Pg. 39 

Encounter: Viktor Pennywhistle and his Mobile Lab Pg. 39 

Viktor Pennywhistle Pg. 40 
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* Additional information on how to Role-play Sebastian Tinderflint can be 
found on page 26. This includes his ability to provide the PCs with 
information regarding the abilities of the furmin (as if they rolled their own 
Knowledge checks). 
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The best construct to “watch” your back! 

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed


26 

 

 



27 

 

 

  

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed


32 

 



33 

 

 

  

 

Well done, Agents. I see that you are stupid enough to be willing to give your 

lives for this cause.  While I can’t say, I would ever do the same, I believe 

we can mutually benefit from your success in this endeavor.  

What you need to know is that the reason no one has found Pennywhistle is 

that his laboratory is mobile--he uses a train that never stops running and 

keeps it on a schedule so it never passes another living soul. It does however 

make one stop each day, at exactly noon, in order to resupply. I have 

included a map on the back of this note leading you to a hidden access hatch a 

few dozen yards from his supply center, however be advised it is guarded by 

a hulkish monster that used to be Pennywhistle’s lab assistant. If you can 

keep from being crushed by him, you might just have a chance of catching 

Pennywhistle’s train.  

Try not to die, you might be useful to me in the future, 

    Sincerely, 

            S- 
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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 (DC 20 Str check 

or another way of loosening it)
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
http://paizo.com/pathfinderRPG/prd/coreRulebook/skills/acrobatics.html#acrobatics
http://paizo.com/pathfinderRPG/prd/coreRulebook/skills/climb.html#climb
http://paizo.com/pathfinderRPG/prd/coreRulebook/skills/stealth.html#stealth
http://www.d20pfsrd.com/skills/perception
http://www.d20pfsrd.com/gamemastering/afflictions#TOC-Diseases
http://www.d20pfsrd.com/gamemastering/combat#TOC-Fortitude
http://www.d20pfsrd.com/basics-ability-scores/ability-scores#TOC-Dexterity-Dex-
http://www.d20pfsrd.com/basics-ability-scores/ability-scores#TOC-Constitution-Con-
http://www.d20pfsrd.com/bestiary/monster-listings/templates/zombie#TOC-Void-Zombie-CR-1-
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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Experience: Move the PCs to Level 3! 

Reward: Upon the successful apprehension of Viktor Pennywhistle (or death) The City of Vermin pays out a bounty of 5000g to be 

split among the participating agent’s of A.A.R.F as they see fit. 

Bonus Reward: If the PCs are able to provide Sir Miles with the Undercity Akata blood for his cure, they receive the honorary title of 

“Savior of the Furmin” which grants them a +2 Circumstance bonus on skill checks when interacting with a Mouse-kin due to their 

heroic reputation.  
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Introduction Pg. 43 

Mission Dossier Pg. 43 

Legends of the Seven Realms: Bow-tie Bill Pepperwiggle Pg. 44 

History of the Seven Realms: Death of the Republic Pg. 44 

The Lord’s Palace Pg. 45 

Encounter: Shrine Guardian Minotaurs Pg. 45 

Shrine Guardian Minotaurs Pg. 46 

Escaping the Maze Pg. 47 

Milkton Palace Pg. 47 

Tips For Roleplaying: Lord Kensington Bloodhoof Pg. 48 

Behind the Scenes Pg. 49 

Travelling to Haggis Pg. 49 

Pigsy Warriors Pg. 50 

Encounter: Pigsy Warriors Pg. 51 

Haggis Pg. 51 

Tips for Rolepaying: Alix Sparkpaw Pg. 52 

Run-in at Night Pg. 53 

Encounter: Goat-kin Army Deserters Pg. 54 
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*See Penguin-kin entry in the index. 
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Strong Wood Door 
2 in. thick 5 hardness 25 hp Break DC: 

25 
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Combat Stats While Buffed: 

With Rage and Power Attack: 

HP: +6 

M. Atk: +1, Dam: 1d8+14 

R. Atk: +0, Dam: 1d8+7 

Other Effects: +2 Wisdom, -2 AC, +2 Fort, CMB +1, CMD +2  

This eight-legged mass of muscle has quite the anger problem.  

http://www.d20pfsrd.com/gamemastering/combat#TOC-Trip
http://www.d20pfsrd.com/gamemastering/combat#TOC-Swift-Actions
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Racial-Bonus
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Enemies: Bow-Tie Bill, Rocklyn Slickfur and Mimsy 

CR: 6+ (Enemies, Long Day, Unfavorable Terrain) 

Terrain: The Great Hall is an 60ft long, by 40 foot wide open 

room. At the far end, directly across from the doorway, is an 

overturned wooden table, that Rocklyn Slickfur is using to 

provide himself with cover. Strewn throughout the room, 

spaced every 15 feet or so, are four 10ft x 10ft. holes in the 

ice, leading to the water underneath. The entire room is 

difficult terrain, as it is all ice. See Map C6 for additional 

information.  

Tactics: The Enemies in the Hall will likely know the PCs are 

coming, either from the noise of the encounter with the Snow 

Guardians, or getting through the traps. This will grant them 

a surprise round when the door opens. Bill will use this round 

to attempt to cast a scroll of Greater Invisibility (he’ll need a 

Caster Level check of 8) and activate archeologist’s luck on his 

next turn (swift). Rocklyn will ready a ranged attack on the 

first PC visible to him, and Mimsy will hide under the water. 

 Bow-Tie Bill: As he is well aware  of the PCs approaching, 

he will have time to put up two buffs: Heroism and 

Archeologist’s luck. On the first round of combat he will 

use his scroll of haste on himself and his allies. From 

here he will rotate using Enchantments (Sleep, Hideous 

Laughter) and melee attacks (with Arcane strike) 

depending on the greatest threat to him. In melee, if 

overwhelmed he will use Acrobatics to retreat, and 

improve his defense with Mirror Image before reengaging.  

 Rocklyn Slickfur: He will use his deadly harpoon gun as 

often as possible, taking advantage of his cover and the 

fact that the PCs likely can’t charge him due to difficult 

terrain. In melee, he’ll drop his gun and use his claws. 

However, before a PC makes it to him, he’ll attempt to 

knock them down with the spell Thunderstomp. He has 

no listed spell available, because he used it to alarm the 

area, an additional reason that the PCs are unable to 

sneak in.  

 Mimsy: The Sea Lion will pop out of the one of the holes 

in the ice nearest her target. She will attempt to bite the 

PC, and than use grab to initiate a grapple. If she can 

maintain that grapple until her next turn she can move 

the PC into the water where he will need a DC 10 Swim 

check to stay above water and will take 1d6 non-lethal 

damage per round from the cold water. If the PC can 

break free of Mimsy, it is a DC 16 Climb check to pull 

himself out of the water. Mimsy will continue to try to 

move this PC further underwater each round.  

GM Tips: Getting to Slickfur is difficult on the ice, and he 

maintains cover behind the table, making it harder to hit him 

from ranged. Using his harpoon gun he can take out a PC in 

two rounds with lucky rolling. PCs should look to reduce him 

as a threat. He is a great target for illusion or enchantment 

spells, or can be nullified through anti-ranged protections. As 

well, remember that if he can’t give Mimsy the attack 

command, her behavior could become far more erratic during 

the fight.  

Rewards: 
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Combat Buffs 

Keep in mind that Archeologist’s Luck and Arcane Strike 

are included in the basic stat block, as they are assumed 

to be active every round of combat. If Bill uses Heroism or 

his scroll of Haste some minor numerical adjustments will 

need to be made.  
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Experience: Move the PCs to Level 4! 

Reward: 
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Appendix   

Pg. 81The City of Pawsford Pg 73-74 

Mine Marshall Artemis Deephowl Pg.75  

The City of Vermin Pg. 76-77 

The City of Haggis Pg. 78-79 

Alix Sparkpaw Pg. 80 

Billy Flashheart Pg. 81 

Captain Reven Greyfeather Pg. 82 

Pre-Gen: Hayzel Pg. 84-85 

Pre-Gen: Arlista Pg. 86-87 

Pre-Gen: Rigby Pg. 88-89 

Pre-gen: Lucy Pg. 90-91 

Pre-gen:  Sywin Pg. 92-93 

New Feats, Equipment, and Companions Pg. 94-95 

Racial Traits Pg. 96-103 

Maps: Pg 104-120 
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http://www.d20pfsrd.com/gamemastering/special-abilities#TOC-Low-Light-Vision
http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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Dr. Rodger Bookwyrm 
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Baddlesmere (Zach) Bee Positive,  a popular 

bard that can be found at Alix’s Skew and Brew 

on Thursday nights. 
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
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Tyladora, Owl Companion 

N Small Animal,  Ability Scores Str 10, Dex 15, Con 12, Int 2, Wis 14, Cha 6 

HP: 15 (2d8+2+3);  AC:  14 (Dex +2, Natural +2);  Speed 10 ft., fly 80 ft. (average);   

BAB: +1;  Attack: Bite + 2 (1d4), 2 Talons +2 (1d4),  Saves: Fort: +4, Ref: +5, Will: +2,  Skills: Fly +8, Perception +6 

Feats: Toughness,  Special Qualities: Low Light Vision  

http://www.d20pfsrd.com/gamemastering/combat#TOC-Touch-Attacks
http://www.d20pfsrd.com/gamemastering/conditions#TOC-Flat-Footed
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#strength
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#dexterity
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#constitution
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#intelligence
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#wisdom
http://paizo.com/pathfinderRPG/prd/coreRulebook/gettingStarted.html#charisma-new
http://paizo.com/pathfinderRPG/prd/coreRulebook/glossary.html#low-light-vision
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http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Size-Bonus
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Size-Bonus
http://www.d20pfsrd.com/gamemastering/combat#TOC-Attack-Roll
http://www.d20pfsrd.com/gamemastering/combat#TOC-Combat-Maneuver-Bonus
http://www.d20pfsrd.com/gamemastering/combat#TOC-Combat-Maneuver-Bonus
http://www.d20pfsrd.com/gamemastering/combat#TOC-Combat-Maneuver-Defense
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http://paizo.com/pathfinderRPG/prd/coreRulebook/skills/stealth.html#stealth
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