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Now, it's time to generate Ability Scores. Your Just a few more things to fill in, and then you can start

Character has six Abilities: Strength (abbreviated your Adventure! Your Character's starting Hit Points
STR), Dexterity (DEX), Constitution (CON), (as a Wizard) are equal to 6 + his Constitution Ability
Intelligence (INT), Wisdom (WIS), and Charisma Modifier. His Initiative Modifier is the same as his
(CHA). These represent the broad strokes of your Dexterity Ability Modifier. The rest of the Character
Character: how strong or physically powerful is she? Sheet can be filled in as you progress through the ' ‘
How agile? How healthy, smart, intuitive, and good Adventure. P
looking/charming? They take a Character's aptitudes by .

in these areas of her life and codify it into numbers. Ability Score Ability Modifier

Ability Scores generally range from 3 to 18 (although 3 2

they can go higher or lower), with higher being better 4-5 -3

and average being around 10 or 11. g'; '?

There are several different methods you can use to 10-11 0

generate (“roll”’) your Ability Scores, depending on 12-13 +1

the group you play with. The one you'll use is called 14-15 +2

the Heroic method: roll two six-sided dice (2d6), add 16-17 +3

them together, then add 6 to that. Do this a total of 6 18-19 i

times, writing down the results on a piece of scrap 20 +5

paper. You'll end up with 6 numbers, each from 8 and
18. Assign these to your Abilities any way you like,
fitting your vision of the Character. Note that Wizard
benefit most from high Scores in Intelligence, and
also be aware that Wisdom, Dexterity, and
Constitution are important Abilities in Combat
situations (which tend to occur quite commonly in
RPGs). So if you think of your Wizard as a bit of a
fighting spellcaster, it might be wise to put some of
the higher numbers into these Abilities. Finally, as a
Human you may choose one Ability and add 2 to it
(this is a Human Racial Trait).

That's enough for now.
We'll fill in the rest as we go along.

Onward...to adventure!

Next, you need to fill in your Ability Modifiers.
These are based on your Ability Scores per the chart
shown to the right.

Modifiers are important in Pathfinder because they
pertain to the game's core mechanic. In Pathfinder,
whenever a Character tries to do something that he
wouldn't automatically succeed at, the Player rolls a
d20 and adds the appropriate Modifier(s) to his roll.
He then compares the final total to a target number of
some sort (such as a Difficulty Class, or an Armor
Class). If the Player's total equals or exceeds this
target, the Character is successful at his task. If not,
he fails. This simple concept is probably the most
important takeaway point from this Adventure.




You grew up in the village of Birkville, located in the
Nedrasi Forest and bisected by both the King's Road
and the River Naga. Up until the age of 11, you were
a pretty normal little boy-mischievous, full of energy,
and playful.

One night, you were up past your bedtime, playing
with some wood-carved toys, when your mother

- stormed in to snuff out the candle in your bedroom.

“Go to sleep!” she said. “Or you'll have extra chores

- in the morning.”

- Disappointed, you put the toys away in your chest
- and crawled into bed. You were upset that you

couldn't finish the grand tale you were acting out with
them-you REALLY wanted the knight to confront the
vile dragon, resulting in an epic battle for the destiny
of the land and the hand of the princess. You close
your eyes and try to sleep.

You soon opened them, however, when light seeped
through your eyelids. A ball of light was floating
over your bed. Fascinated, you smiled and started to
giggle. Where did it come from? Who put it there?
How was it created, and what kept it floating?

Your mother came storming in. “I told you-*“ she
began, then stopped cold, staring at the magical sight
before her.

“Mother, what is it?” you ask.

“I don't know, son. I...” she hesitantly reached her
fingers out to touch it, and it disappeared. A troubled
look formed on her face.

“Mother,” you began.

“Hush, dear. Go to sleep. T'was only a vision from a
dream.” She left the room, beginning to sob quietly.

Go to 2.

Before you knew it, you were sent to stay with Master
Siofeld, an eccentric old hermit who lives in the
woods about a mile from Birkville. To your surprise
you learned that you were not the first child to be sent
away from home to live with him, and that this was
done in order to protect you. The Church, while not
completely outlawing magic, views it with a level of
suspicion and insists that it be controlled; they don't
like to see it used in a way that overpowers or inspires
awe more than their own priest's abilities do. In other
words, no wizard should ever be perceived as more
powerful than a cleric of the Church, and it's
considered socially unacceptable to demonstrate
magical abilities; they should be tightly controlled,
and this is monitored by the Templars and Inquisitors.

So you were sent to Master Siofeld to learn to control
and develop your innate magical abilities. You've
lived and trained with him for five years, growing into
a young man in the process. Thus, the adventure
begins.

Go to 3.
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You trudge on. Seeing the lake coming into view in
the distance, your gaze focuses more on the ground
ahead. There are clumps of white mushrooms
ahead...

Make a perception skill check (roll a d20 and add
your total bonus of +1). Your total bonus is
determined by adding your skill ranks (in this case
1 for perception) and ability modifiers (0, since
perception is based on your wisdom ability).
Compare this number to a difficulty class (DC) of
12. (A DC is the target number you are looking to
meet or exceed in order to succeed at the skill
check).

Did you succeed? If so, you hear a soft THUMP!
behind you, and turn to see...go to 8. If you failed,
goto9.
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An orc...shaman?!? has leapt from one of the upper
branches of a tree, landing behind you in an attempt at
surprising his prey-you. He wears a necklace of
feather and bones, and wields a short staff topped
with a human (or at least humanoid) skull.
“RAARRGH!” he roars, and begins chanting in an
arcane grunting language.

You've heard tales of orc war parties tromping
through the Nedrasi Forest on their way to rape,
pillage, loot, burn, or otherwise sack human
settlements; but you've never come upon one
before...and never gave much thought to orcs who
could use magic. It seems strange for such a warlike
race to have developed the discipline necessary to
learn spellcasting...

The above flashes through your mind in a
split-second...you've really no time to dwell on the
hows or whys right now. It's time to engage in
combat.

Combat in the Pathfinder Roleplaying Game (and
many other roleplaying games) is one of its
primary features, and is played out in a
highly-structured turn-based fashion. The first
step is to ‘“roll for initiative”; in other words, to set
the combatants' turn order (which in most cases
lasts through the entire combat). Combat takes
place divided into time segments called rounds
(each is about 6 seconds long, so 10 rounds equals
about 1 minute).

To roll for initiative, roll a d20 and add your
initiative modifier (which, in your case, is 0). So
roll a d20. The orc shaman rolls a 12. Did you
beat his initiative roll? If so, go to 10. Otherwise,
if the orc won initiative, go to 11. (Reroll ties in
this case, with the orc shaman always rolling a 12).
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WHOOMPH! A searing blast of heat strikes you in
the back, almost knocking you flat. You fall to your
knees but quickly recover, rolling on the ground to
put out the flame. Your poor robes! Rising and
looking over your shoulder, you see...
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Subtract 1 hit point (an abstract measure of how
much damage your character can take before
being incapacitated) and go to 8.

e
o=
-

i AR
Your fight-or-flight instinct flaring, you quickly
calculate two possible courses of action-hit the orc
shaman with a magic missile spell (which has the
advantage of never missing), or strike quickly with
your dagger.

To shoot the orc, go to 12. To stab him instead, go

to 13.
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“RAARRGH!” he roars again, charging at you and
swinging the staff at your head like a sword. Luckily,
he rolls a 9, which doesn't equal or exceed your armor
class of 10 (armor class is a numerical abstract
measure of how hard you are to hit in a fight; and is
mainly based on the armor you are wearing-in your
case, none-and how nimble you are at dodging out of
the way of danger, based on your dexterity ability).

You feel the WHOOSH! of the staff barely missing
your skull as it passes over your ducking head.

It's your turn to attack this round. Go to 10.

“AST TSARAK SIMULARAN KRYNNAWI!” you
shout, your fingers flying through the air in a complex
arcane pattern. Master Siofeld's training has served

you well-a bolt of light shoots from your hand, !
striking the orc dead center in the chest. He looks
down, surprised, at the smoking hole where his heart
once pumped; and his mouth forms an O as he drops
to his knees, then facedown, dead.

Go to 14.
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In one fluid motion, you unsheathe your dagger and
stab at the orc shaman's face.

Make an attack roll-roll a d20 and add your attack
bonus (0 in this case). The orc's armor class is 12.

Did your roll equal or exceed 12? If so, go to 15.
Otherwise, your blow misses and it's the orc's turn
to attack-go to 11. f
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Breathing heavily, you sit down on a tree stump,
looking at your fallen foe as his blood soaks into the
forest earth. You retch but manage to hold onto your
stomach contents; it's the first time you've killed.
Now that you have time to think, you wonder why he
was out here alone (or is he?)

To search the orc's body, go to 16.

To collect your mushrooms and head back, go to
17.
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You swim out to meet the mysterious woman. She
embraces you, laughing, and you feel your desire
burn. This trip is turning out better than you thought!

Suddenly, her face changes dramatically,
becoming...demonic. She opens her mouth and
hisses, showing off prominent sharp white teeth, and
tries to drag you down into the deep.

Make a fortitude saving throw against her attack.
(According to the game, saving throws are made to
“reduce the effect...when you are subject to an
unusual or magical attack’). Roll a d20 and add
your constitution ability modifier (in this case, 0).
The difficulty class you are trying to meet or
exceed is her attack roll (a 12 in this case). Did
you roll lower than a 12? Go to 22. Otherwise, if
you rolled a 12 or higher, you manage to pull
away. Swimming back to shore, you hear her
mocking laughter as you quickly grab your things
and head back to Master Siofeld with the
mushrooms.

Go to 19.

You resist as long you can, but terror and pressure
eventually force open your mouth as you gulp in not
air...but water. The feeling is excruciating. You flail
frantically, looking up at the surface, seeing the moon
through a watery film...

Suddenly you are pulled roughly out of the water by
an invisible force, which lifts you into the air before
depositing you gently on the lakeshore. The
demoness screams in rage, shouting curses at...
Master Siofeld! He has rescued you, using a levita-
tion spell.

“Come, child, breathe” he says, as you sputter and
vomit up lakewater. After you recover, you head
back home with Siofeld. He explains that there are
dark forces in this forest, that one must be careful
where one walks (or swims), etc., and that he
had been keeping a mystic eye on you from
afar, “in case you got into trouble”.

Go to 19.

You head down the road cautiously toward the sound
of the woman. Soon you see a lump in the middle of
the road-a woman, curled up and sobbing, dressed in
filthy rags. “They took everything from me!” she
screams. She begins to tell you her story, how she
was beaten and robbed by a gang of “ruffians”-the
King's Road has never been safe from the scourge...

Make a perception skill check (roll a d20 and add
1). >=14? Go to 31. Otherwise, go to 32.

It's late afternoon when you finally start to hear the
roar of the mighty River Naga. You spot the island in
the center with the mushrooms growing on it, as
Master Siofeld described. But also on the island is a
little man, dressed in black. He looks at you oddly,
then grins.

Go to 33.

You head towards the woman, and she takes you into
an embrace. She kisses you deeply, and you feel a
warm love grow inside your heart until it threatens to
burst from your chest and share itself with the
universe.

Make a will saving throw (roll a d20 and add +2,
as wizards are more resistant than other classes to
magical effects; you could also add your wisdom
ability modifier, but it's 0 in this case so it doesn't
help you). Did your total equal or exceed 12? Go
to 27. If you failed, go to 28.




You mutter the words, wave your hands, and detect a
very strong magical aura around the woman. Clearly,
this is no ORDINARY beautiful maiden alone in the
woods. In fact, remembering Siofeld's stories, it's
probably a forest nymph or dryad-potential bad news
for travelers, indeed.

To continue towards the woman anyway, go to 25.
To get the heck out of there, go to 30.
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This feeling...it's madness. Better than anything
you've ever felt. But it totally contradicts your view
of the universe...can something EVER truly be this
good? I mean, come on...a beautiful maiden,
scantily-clad, alone in the forest and wanting...YOU?

To pull away, go to 30. To say the hell with it and
just go with it, go to 28.

r 2

You've never felt such warmth, such bliss. It makes a
mother's hug feel like a kick to the face; the
experience is on such a higher level. You never want
it to end. Despite this, the feeling takes you down
into the depths of a deep, peaceful sleep.

Go to 29.

When you awaken it is dawn, and the sun is rising,
beaming light through the tree canopy. Birds have

awoken and begun their morning songs. You try to
get to your feet but find that you are too weak to do
SO.

Reaching up to your face, you feel about a week's
worth of beard. Could you possible have been asleep
that long? It would explain the weakness (atrophy)
and the extreme hunger and thirst you feel. You eat
some food from your pack and drink water from a
nearby creek, gaining some strength back. You
decide to head home to recover (and tell Master
Siofeld what happened to you!) before trying to
collect the mushrooms again.

It takes you most of the day to reach Siofeld's
hut-your home for the last 5 years. You take frequent
rests whenever your legs give out. It is late afternoon
and the sun is falling when you find...

...a burnt-out, dessicated husk of a home. Outside the
charred remains, driven into the burnt grass, is a
Templar symbol-and hanging on it, a blackened
skeleton. Master Siofeld has been executed by the
Church.

You wish you had never come back here. You wish
that you had just continued on the forest path, come
what may. But it's too late. While you slept
blissfully, enchanted by a mysterious forest beauty,
Siofeld fought for his life and lost. You can't change
the past, but maybe you can prevent these atrocities
from happening to other mages in the future...

You've reached the end of your solo adventure. What
will happen to your character next? Will he become
embittered and swear vengeance against the Church,
become a rebel? Adventure through the forest?
Rebuild the hut, stubbornly refusing to give up his
home? The choice is yours! It's time to find a
Pathfinder gaming group, or start your own. Your
game master (GM) will help you finish fleshing out
your character, adding features that weren't covered in
this introductory adventure (like more skills, spells,
feats, starting funds, etc.)

We hope you'll get many years of
enjoyment out of the
Pathfinder Roleplaying Game!
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GLOSSARY

Abilities: the six core characteristics (Strength
[STR], Dexterity [DEX], Constitution [CON],
Intelligence [INT], Wisdom [WIS], and Charisma
[CHA)) that define a Character in the Pathfinder
Roleplaying Game. For most Characters, these are
ranked on a bell curve from 3-18, representing
normal Human (or other species) variation in apti-
tude.

Ability Check: roll 1d20 and add it to that Ability's
Ability Modifier vs. a target number set by the GM-if
you meet or exceed that number, you have succeeded
in using that Ability to succeed at whatever task your
were attempting.

Ability Modifier: these numbers can be positive or
negative, and are derived from a Character's Ability
Scores. They are added to die rolls made during a
game to determine success/failure for a Character's
attempted action.

Ability Score: a Character's “ranking” in one of her
six Abilities, usually ranging from 3-18.

Adventure: a story told through gameplay, involving
a Character or group of Characters on some type of
mission. May be played over one or several gaming
sessions. A group of Adventures linked by some type
of overarching theme is called a Campaign.

Armor Class (AC): a measure of how hard you are
to hit in a fight. Influenced by your Dexterity, what
type of armor you're wearing, etc.

Campaign: a series of Adventures involving the
same group of Characters, usually with some type of
long-term goal in mind for the Characters to achieve.
Campaigns are usually played over a long period of
time, sometimes even years.

Character (also called Player Character or PC):
your fictional persona in the game. Each Player
generally controls one Character.

Character Creation: players must create a
Character to control in the game. They can
choose from a wide variety of Character
Classes and Races when doing so.
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Character Level: usually just called “Level”. A
measure of your Character's adventuring experience
and expertise in his chosen Character Class.

Character Sheet: a document used to record a
Character's current state and progress throughout the
Pathfinder game. It is wise to use pencil when filling
it in, as much of the information on it can change due
to game circumstances.

Class SKkill: some Character Classes are better at
using certain Skills than others are, and get bonuses
when selecting them during Character Creation or
advancement. These are known as Class Skills. For
example, one of the Wizard's Class Skills is
Spellcraft. Obviously, Wizards in general are going
to be better trained in matters dealing with magic than
a Fighter would.

Combat: a very structured (and important) part of
playing Pathfinder during which the Players and
Game Master take turns interacting with their
Characters and the rules to determine the outcome of
an in-game battle. In many games of Pathfinder,
Combat is the most important feature, and can take
some time to resolve.

Damage: a die roll or number used to see how
powerful a successful Attack was. Damage is
subtracted from a Character's Hit Points. Different
weapons, unarmed fighting styles, and magical Spells
all have the potential to do different amounts of
Damage.

Detect Magic
Discovers magic within a set area when cast.

Difficulty Class (DC): basically, how hard it is to
accomplish a task in Pathfinder. The number
represents the number you must beat (by rolling a d20
and adding various modifiers) when attempting a Skill
Check, an Ability Check, etc. during the game.

Gamemaster (GM): the Player who “runs” a game
of Pathfinder, presenting the story (which changes in
response to the Player Character's actions) and
playing the role of all Characters not controlled by the
Players (such as creatures, enemies, or shopkeepers
that the Characters encounter-collectively called




Hit Points: a numerical representation of how long a
Character can continue to fight before becoming
incapacitated, falling unconscious, and/or dying.

Human: one of the Races that Players can choose to
play their Character as. There are other Races in
Pathfinder's fantasy world, including dwarves, elves,
halflings, etc.

Initiative: the beginning step of Combat, used to
determine the turn order in which PCs and NPCs act
during a battle. Sometimes referred to as “rolling for
Initiative™.

Initiative Modifier: added to a Player's Initiative
Roll at the beginning of Combat.

Initiative Roll: a d20 is rolled and added to the
Character's Initiative Modifier, then compared against
all of the other combatant's Initiative Rolls to
determine the turn order during a fight.

Level: see Character Level.

Magic Missile:
Always hits, does 1d4 + 1 points of damage)

Paizo (also called Paizo Publishing): the creator
and publisher of the Pathfinder Roleplaying Game.
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Pathfinder (also called the Pathfinder Roleplaying
Game): a tabletop roleplaying game with rules based
on 3rd Edition Dungeons & Dragons. One of the
most popular roleplaying systems being played today.

Player: someone who plays Pathfinder, either by
controlling a single Player Character, or as the
Gamemaster.

Player Character: see Character.

Race: the world of Pathfinder is made up of many
different types of creatures, including Humans, elves,
dwarves, halflings, half-orcs, gnomes, and half-elves.
Many of them can be chosen by Players during
Character Creation.

Skill: a specific area of expertise that a Character is
proficient in. Characters make Skill Checks using one
of their Skills to see if they can accomplish certain
tasks during the game.

Skill Check: a d20 is rolled and added to the
Character's Total Bonus for the Skill being tested to
see if the Character succeeds or fails while attempting
a task using that Skill.

Total Bonus: a Skill modifier, added to a d20 roll to
determine the success/failure of a Skill Check.
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: ender: ‘Age: Height: Weight

nitiative Modifier:
‘Hit Points (HP):
,’Cla§s (AC):

Attack Bonus:




OPEN GAME LICENSE Version 1.0a: The
following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc (“Wizards”). All Rights Re-
served.

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 trans-
lations (including into other computer lan-
guages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast, trans-
formed 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, proce-
dures, 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 identi-
fied as Open Game Content by the Contribu-
tor, and means any work covered by this Li-
cense, including translations and derivative
works under copyright law, but specifically
excludes Product Identity.

(e) "Product Identity" means product and
product line names, logos and identifying
marks including trade dress; artifacts; crea-
tures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or
audio representations; names and descriptions
of characters, spells, enchantments, personali-
ties, 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 iden-
tity 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, trans-
late and otherwise create Derivative Material
of Open Game Content;

(h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any
Open Game Content that contains a notice
indicating that the Open Game Content may
only be Used under and in terms of this Li-
cense. You must affix such a notice to any
Open Game Content that you

Use. No terms may be added to or subtracted
from this License except as described by the
License itself. No other terms or conditions
may be applied to any Open Game Content
distributed using this License.

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

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

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

6. Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or dis-
tributing, and You must add the title, the
copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to
Use any Product Identity, including as an in-
dication as to compatibility, except as ex-
pressly licensed in another, independent
Agreement with the owner of each element of
that Product Identity. You agree not to indi-
cate 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
challenge to the ownership of that Product
Identity. The owner of any Product

Identity used in Open Game Content shall
retain all rights, title and interest in and to that
Product Identity.

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

9. Updating the License: Wizards or its des-
ignated Agents may publish updated versions
of this License. You may use any authorized
version of this License to copy, modify and
distribute any Open Game Content originally
distributed under any version of this License.
10. Copy of this License: You MUST include
a copy of this License with every copy of the
Open Game Content You Distribute.

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

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

13. Termination: This License will terminate
automatically if You fail to comply with all
terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

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

15. COPYRIGHT NOTICE Open Game
License v 1.0a Copyright 2000,

Wizards of the Coast, Inc. System Reference
Document. Copyright 2000, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on material by
E. Gary Gygax and Dave Arneson. Path-
finder RPG Core Rulebook. Copyright 2009,
Paizo Publishing, LLC; Author: Jason Bul-
mahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams. The Book
of Experimental Might. Copyright 2008,
Monte J. Cook. All rights reserved. Tome of
Horrors. Copyright 2002, Necromancer
Games, Inc.; Authors: Scott Greene, with
Clark Peterson, Erica Balsley, Kevin Baase,
Casey Christofferson, Lance Hawvermale,
Travis Hawvermale, Patrick Lawinger, and
Bill Webb; Based on original content from
TSR. Class options Volume?2: Paladins Pre-
vail, Copyright 2009, Reality Deviant Publi-
cations, author Stefen Styrsk



