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1his week expect a cold chill in
the air with a high chance of rain

Harvest season is coming to an

end.looks to be a hard winter
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around the corner.
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FROM THE FRONT LINES

After the rear of the army had crossed the Wulvworn
River, the leading corps, under General Gustav, pushed
on to Hedathan, passing through Marshes of Protova. The
other two corps closed up at the latter place, and soon
afterward intelligence was received that the Spawn of the
Old Ones were advancing. Our whole force was directed to
concentrate at Hedathan, and the corps of Generals Gustav
and Vandril reached that place on the 1st of Septembrie

The two leading divisions of these corps, upon reaching
the vicinity of Hedathan, found the enemy, and attacked
them, driving them from the town. The enemy’s loss was
heavy, including more than 100 monstrous beasts. They
took up a strong position in rear of the town, which they
immediately began to cannibalize their dead, and where they
spawned re-enforcements.

On the 2nd of Septembrie, the Spawn of the Old Ones,
with the exception of one division of Yshugua Titans, having
arrived, we attempted to dislodge the enemy, and, though
we gained some ground, we were unable to get possession
of their position. The next day, the third unit of horrific
creatures having come up, a more extensive attack was
made. The works on the enemy’s extreme right and left were
taken, but their numbers were so great and their position so
commanding, that our soldiers were compelled to relinquish
their advantage and retire.

It is believed that the enemy suffered severely in these
operations, but our own loss has not been light.

General Gustaviskilled. Generals Vandriland Armistead
arc missing, and it is feared that the former is killed and the
latter wounded and a prisoner. Captains Voldergeist and
Moverhoon are wounded in the leg, Captain Zeigerhelm in
the arm, and Captain Hethburg slightly in the head. Lord
Apostle Keigendorf, it is feared, is mortally wounded. Our
losses embrace many other valuable officers and men.

General Damon Von Houzen was severely wounded in a
different action in which the cavalry was engaged yesterday.
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My life would have also been ended quickly, if not for
the brave act of a fellow officer forfeiting his own protection
and protecting me with his shield. His name was 1st Officer
Kaven Bloodstone, a romni. A letter to his family is included
for delivery.

Very respectfully, your obedient servant,

Simon Bellsburg,
General

Ready Shield
You have mastered the use of the shield to the point that you
can use it to defend others.

Prerequisites: Shield Proficiency

Benefits: If you declare you are readying an action to
defend an adjacent ally against an attack, then that ally’s
Armor Class is increased by your shield’s enhancement and
shield bonus against the first attack directed at them in the
round. Using your shield in this fashion is a move action.

V- S S
Ring of Thieves Grand Ball

Time: 2nd Full Moon of Septembrie

Price: 2 silver per attendee

Length: 5 nights

It’s that time of year again, the romni festival

Jor the King of Thicves! Every year the city of
Novce hosts the King of Thieves Grand Ball and
Festival in honor of this legendary figure. Come
experience this holiday of revelry, costume balls,
pranks, storytelling, and sugary treats. Romni
Jrom all over Vathak will be in atendance to
celebrate and sell their curious wares. Lords and
Ladies of vindari nobility will be present for the
magnificent King of 1hieves Grand Ball in all their
splendid costumes. And what festival for the King
of Thieves would be without tournaments for all
your favorite games of chance! Don t miss out!
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NEWS ACROSS THE LANDS

Kretoria: While the community has had the unexpected
visitor two from stray zombies in the past, there have been an
unusual amount of claims regarding the undead wandering

* about the slum areas. Though nothing as fierce as a vampire
or a ghoul has been reported there have certainly been quite
a few eyewitnesses stating that at least half a dozen or so
zombies and skeletons have been shuffling about the filth
littered streets and alleys at night.

Skalan: A traveling slave trader was showing off his
merchandise in the center of the town square when an

~excited passerby suddenly took a great notice in one of the
younger male slaves. According to the stranger the slave
in question is actually a young prince of a distant kingdom
who has been missing for some good time. The slave trader
denies the story, stating that the young man was merely the
son of a debtor, but the ruckus has drawn the attention of
several interested villagers as well as members of the local

-~ guard.

Pava: During the busy part of the day a strange, filthy
looking man entered the market square with a squirming,
tattered old sack. The man quickly threw the sack a few feet
and then scrambled off before the guard could take action.
The sack hit the ground and opened up, unleashing a dozen
centipede-like creatures the size of a small dog. A few of the
creatures were slain, the rest are believed to be in sewers
and underground caves beneath the city.
= S -

Slaughter in Helgholm
by Clayton Vesturg

The town of Helgholm was recently shocked
by the slaughter of the entire Tander family. The
cannibalistic killer left no evidence, so the people

- of the town were surprised when the shy, quiet

= poet, Rolorn Hawthorne, confessed to the crime.

j Rolorn has not seen trial, but with his confession
in hand Mayor Alistur Umbridge is pushing for
a swift execution. In fact, Mayor Umbridge is
using the horrific incident as a platform for his
re-election and is planning a day of festivities to
coincide with the hanging.

Supporters of Rolorn are trying to fight the
execution, citing the lack of evidence and reasons

for Umbridge to frame the poet, mainly over

Rolorn once insulting him in public.

The execution is planned for Octombrie 15th,
vendors are encouraged to secure tent space for
the event before the end of Septembrie.
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GRAND GRIGORIAN
LIBRARY CLOSED!

by High Librarian Uther Vanderhaus

Until further notice, the Grand Grigorian Library in |
Gottensdale is closed due to an outbreak of Book Blight. 3

The discase was spread by a delivery of ancient [+
tomes recently uncovered during an expedition into the ||
Filth Reaches. Upon handling the delicate books and ||

papers, several librarians began to feel terribly sick and
displaying acts of feeblemindedness.

Upon examination, small unidentified insects ||

were seen crawling across the pages and nesting in the

document spines. Itis believed the feces from the insects

is poisonous and long-term habitation caused the vile
secretions to seep into the very pages of the books.

Itis unknown how long the Grand Grigorian Library
will remain closed, but scholars with books from the
library are instructed to handle those tomes with care and
look for signs of small insect infestations.

Book Blight
Type disease, contact; Save Fortitude DC 12
Onset 1 day; Frequency 1/day
Effect 1d4 Int damage; Cure 2 consecutive saves
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Bhriota Runes from
Otherworldly Beings!

by Abigail Stevonport

Recent study of the ancient bhriota language and the
strange runic markings on various landmarks has lead
scholars to believe that the language is actually an alien
tongue given to the bhriota by allied otherworldly beings
a millennia ago. Research shows that even the bhriota may
not know the true purpose of their runes — to grant these
horrific monstrosities access to the lands of Vathak.

Ancient texts uncovered clearly describes the time is
coming when the arrangement of bhriota runes around the
lands will finally permit a convergence between the lands of
Vathak and the unthinkable home of these abominations.
‘When this occurs, the aberrations will pour forth and begin
waging a war of conquest against all mortals. This event will
pale in comparison to the plight of the Old Ones spreading
across Grigoria.

To prevent the invasion, certain key bhriota sites will
need to be destroyed. Ancient temples, revered monoliths,
and arcane seals must be, at the least, defaced to prevent the
alien invasion.

SEPTEMBRIE HOROSCOPE

It is the month of Septembie, the time of the
King of Thieves. Those born beneath the sign
of the King of Thieves have a mischievous,
sinister streak to their personality and basic
nature.

Benefit: Sclect one of the following
skills: Disable Device, Escape Artist, or
Sleight of Hand. You gain a +1 trait bonus

!

on that skill, and it is always a class skill for
you.

J spe %

Campaign Uses

Scholars are searching for an ancient tome supposedly
written by an aberration. Samples of the text have been
discovered on rough parchment found within a Spawn of the
Old Ones lair and bears a striking resemblance to bhriota
runes. Characters who investigate this similarity will find
themselves drawn into a historical conspiracy as they trace
the origins of bhriota writing and eventually uncover a
vindari plot to once again try and “Cleanse” Vathak of the
bhriota.

IS Cr S R

Bir Tmothy Charless Cmporiam

Lord’s Hunting Crossbow

This light crossbow features a wooden stock with
a steel bow. Doubtess a masterwork piece, the bow’s
stock is made of walnut and features a cherry- and ash-
inlaid pastoral scene showing a pheasant flying up out of
a meadow. The bow is obviously well maintained as the
wood is highly polished and the steel bow features a light
sheen of oil.

Cost: 300 gp DMG:1d6/1d8 Crit:19-20/x2 5
Range: 80ft. Weight: 8 Ibs. Type: P Special: ~ §

Sir Timothy Charles has just arrived to the shores of Vathak from distant lands, the No.1 importer and exporter of exotic
goods, premium artifacts, and amazing wares is now located in the city of Hunstanvania, the Colonies!!! Stop by for all the
latest fashion, arms, periodicals, and curiosities from lands afar! This weeks sales are:

Archer’s Greatcoat

This richly crafted greatcoat is dull blue in color and
hangs down to the wearer’s knees. Thick straps wrap
around the coat, fastening with gray metal buckles when
the coat is closed. The left arm of the coat is leather while
the rest of the garment is made of heavy linen. Down the
left side of the coat are dozens of long pockets, designed

Cost: 55 gp
The coat can be used to carry a total of 36 arrows,
doing away with the need to carry a quiver. The coat acts
as leather armor when worn.
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Death hounds

Wild packs of a skeletal creatures, called death hounds
by locals, have been spotted around the Blackfield Hallows.
- Several small villages have been attacked by these creatures

and reports indicate they have been seen around the Agone
River by Edhelion officials. It is unknown if these creatures
are unigque to this region or if their numbers are greater then
thought and others might be found across Vathak. Weve
compiled what information we do have on these beasts.
DEATH HOUND CR4-
XP 1,200
NE Small undead
Init +3; Senses lifesense 200 ft., low-light vision;
Perception +3
. __ DEFENSE
~ AC 18, touch 18, fla-footed 15 (+3 Dex, +4 deflection, +1 size)
hp 42 (5d8+20)
Fort +5, Ref +4, Will +4
- Immune undead traits
OFFENSE

- Speed 30 ft., fly 50 fi.
© Melee bite +7 melee (1d12 plus trip)
- Spell-Like Abilities (CL 5th; concentration +9)

3/day—ethereal jaunt
STATISTICS
Str 10, Dex 17, Con —, Int 6, Wis 10, Cha 18

. Base Atk +3; CMB +2 (+6 for trip); CMD 15 (19 vs. trip)

- Feats Alertness, Skill Focus (Survival), Weapon Finesse
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- Language none

- Environment any
- Organization solitary, pair, or pack
- (4-24)

Skills Fly +8, Perception +6, Sense Motive +2, Survival
+9, Stealth +7

ECOLOGY

4 7 '
Treasure half standard

Gut Rip (Ex) A death hound
can, as a swift action that
doesnotprovoke attacks of
opportunity, tear into any
adjacent prone creature
for 2d12 damage, ripping
its intestines out from the
inside. Combined with
the deathwatch aspect
of its lifesense ability,
gut rip enables a death
hound to perform a coup

de grace action against a helpless opponent as a swift
action rather than as a full-round action.

Howl (Ex) The eerie howl of a death hounds in pursuit of

their prey plays havoc on the morale of living creatures
that hear it. Those creatures must make a successful DC
16 Will save (Cha-based) or be shaken for 5 rounds.
Creatures that successfully save against this effect cannot
be affected by an individual death hound’s howl for 24
hours. The death hound’s howl is a sonic effect requiring
a standard action.

Lifesense (Su) A death hound notices and locates all
living creatures within 200 ft., just as if it possessed the
blindsight ability. It also senses the strength of their life
force automatically, as if it had cast deathwatch.

Trip (Ex) A death hound that hits with a bite attack can
attempt to trip the opponent (with a +4 bonus to the CMB
check) as a free action without making a touch attack or

provoking an attack of opportunity. If the attempt fails, -

the opponent cannot react to trip the death hound. Death
hounds gain a +4 racial bonus to trip attempts.

The Death hound has a passing resemblance of the

skeleton of a large canine, but it’s anatomy is exaggerated
with abnormal bone growths and razor-like shards. It’s body
is covered with chunks of rotting flesh and it seems to only
have an instinct to hunt and kill.
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Vathak Times, shadows over Vathak and all other Fat Goblin Games product names and their respective logos are trade-
marks of Fat Goblin Games in the U.S.A. and other countries.

All Fat Gobin Games characters, character names, and the distinctive likenesses thereof are property of Fat Goblin
Games. This material is protected under the copyright laws of the United States of America. Any similarity to actual
people, organizations, places, or events included herein is purely coincidental.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License
version 1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, proper names (characters,
deities, artifacts, places, etc.), dialogue, plots, story lines, language, incidents, locations, characters, artwork, and trade
dress.

Open Content: Except for material designated as Product Identity (see above), the contents of this Fat Goblin Games
game product are Open Game Content, as defined in the Open Gaming License version 1.0a Section 1(d). No portion of
this work other than the material designated as Open Game Content might be reproduced in any form without written
permission. To learn more about the Open Game License and the d20 System License, please visit wizards.com/d20.

Compatibility with the Pathfinder® Roleplaying Game requires the Pathfinder® Roleplaying
Game from Paizo Publishing, LLC. See http://paizo.com/pathfinderRPG for more information on

® the Pathfinder® Roleplaying Game. Paizo, Publishing, LLC does not guarantee compatibility, and
A yl n D e does not endorse the product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder® Roleplaying
EP[AYINE ﬁ AME [:[]MPA“BI_E Game and the Pathfinder® Roleplaying Game Compatibility Logo are trademarks of Paizo Pub-
lishing, LLC, and are used under the Pathfinder® Roleplaying Game Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.

The following text is the property of Wizards of the Coast, Inc. and is
.~ Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1 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
(including into other computer languages), potation, modification, correction,
dition, extension, upgrade, improvement, compilation, abridgment or other
rm in which an existing work may be recast, transformed or adapted; (c)
istribute” means to reproduce, license, rent, lease, sell, broadcast, publicly
‘isplay, transmit or otherwise distribute; (d)”Open Game Content” means the
¢ mechanic and includes the methods, procedures, processes and routines
the extent such content does not embody the Product Identity and is an
ancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this
icense, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (¢) “Product Identity” means product and
oduct line names, logos and identifying marks including trade dress; artifacts;
eatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
' t)scs, concepts, themes and graphic, photographic and other visual or audio
~  representations; names and descriptions of characters, spells, enchantments,
rsonalities, teams, personas, likenesses and special abilities; places, locations,
vironments, creatures, equipment, magical or supernatural abilities or
ects, logos, symbols, or graphic designs; and any other trademark or
gistered trademark clearly identified as Product identity by the owner of the
qvoduct Identity, and which specifically excludes the Open Game Content; (f)
rademark”™ means the logos, names, mark, sign, motto, designs that are used
r a Contributor to identify itself or its products or the associated products
mtributed to the Open Game License by the Contributor (g) “Use”, “Used”
g{}:‘Using” means to use, Distribute, copy, edit, format, modify, translate and
erwise create Derivative Material of Open Game Content. (h) “You” or
our” 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
inder and in terms of this License. You must affix such a notice to any Open
ame Content that you Use. No terms may be added to or subtracted from this
icense except as described by the License itself. No other terms or conditions
ay be applied to any Open Game Content distributed using this License.

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

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

. 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
OTICE portion of this License to include the exact text of the COPYRIGHT
OTICE ofany Open Game Content You are copying, modifying or distributing,
d You must add the title, the copyright date, and the copyright holder’s name to
e COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity,
cluding as an indication as to compatibility, except as expressly licensed in
other, independent Agreement with the owner of each element of that Product
entity. You agree not to indicate compatibility or co-adaptability with any
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Trademark or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another, independent
Agreementwith 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 distributing are Open Game
Content.

9. Updating the License: Wizards or its designated 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 Contributor to do so.

12. Inability to Comply: Ifitis 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 termination of
this License.

14. Reformation: Ifany 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.;
Authors 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;
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
Christofferson, Lance Hawvermale,Travis Hawvermale, Patrick Lawinger, and
Bill Webb; Based on original content from TSR.

Midgard Bestiary for Pathfinder RPG, (c) 2012 Open Design LLC; Author:
Adam Daigle with Chris Harris, Michael Kortes, James MacKenzie, Rob
Manning, Ben McFarland, Carlos Ovalle, Jan Rodewald, Adam Roy, Christina
Stiles, James Thomas, and Mike Welham.

Athenacum Arcane: Ghostly Rumors Copyright 2004, Andrew Hind.
Published by Ronin Arts

Forbidden Arcana: Birth Signs Copyright © 2003, Philip Reed. Published
by Ronin Arts www.roninarts.com.

Secrets of the Dwarves Copyright 2005 Sam Witt, published by Ronin Arts
WWW.Toninarts.com.

Vathak Times. Copyright 2012, Fat Goblin Games. Rick Hershey, Jason
Stoffa.
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