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SIDEBAR: TERMINOLOGY

For legal reasons, this book will refer to the person running the game as the “Dungeon
Maestro”, or “DM?” for short. This term reflects the fact that a Dungeon Maestro runs the

game in a fashion similar to a maestro directing an orchestra: weaving together diverse and

unrelated pieces to form a cohesive story. It acknowledges the complexit}r of the jcb without
adding an unnecessary sense of the grandinse. Similar titles would set the person running
the game above the pia_yers, minimizing their importance in the game's story and conclu-
sion. This change is in name GﬂlY, and in no way indicates a cha_nge in the responsibilities

of the DM.
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FOREWORD:

Pathfinder—and, more to the point, the system it's based on—is no stranger to age-old debates. Edition
wars spring easily to mind, but they are hardly the only example. Should DMs fudge their rolls for the bet-
terment of the game, or should 1'J'J£y let the numbers come as they may? Should games be more sandbox-
style, allowing players to drive the action and go where they want, or should the DM have a story in mind
when he starts and lead the players along for what will hopefully be an entertaining ride? Kick-in-the-door
St}l’lt adventures, or high rolepia}riﬂ.g where eEVeryone stays in character all n.i.ght. And then, of COULSE,

there’s character creation: roﬂ.ing stats versus Pnint'buy.

Proponents of point-buy are quick to point out that it has the advantage of letting you play whatever
kind of character you want, rather than ma]f_ing you bow to the a]:}ility SCOIES YOou generate raﬂdomly. They
also make the valid point that point-buy ensures that every player has an equal chance at having a powerful
cl:la_racter, and no one is unbalanced because of 11.1(:1{}' {or un].uc]:}'} rolls. By contrast, those in the dice-
rolling camp complain that point-buy encourages mlr],fmbg, powergaming, twinking, or whatever de-
rogatory term you prefer for those who place mechanics over storyteﬂing. T}:l.ey also genzl:a]]}r say that the
characters produced by dice tend to be more interesting because their flaws provide both depth of character
and a cha.l].enge to be OVELCOITE, while ELCEPti-.Dﬂ.ﬂl characters are special ]J'y virtue of the fact that they are
rarer {a_m::l the extra effectiveness prui:al:l].y doesn't hlu‘t}

At the risk of overstating things, my hope is that this book will put an end to this debate. I know it
won't, but it makes for a dramatic statement, and it serves to highlight the very real function of this boolk:
to provide an alternative to these two options. I long ago became disillusioned with both dice-rolling and
point-buy, having had my share of bad experiences with both. My very first foray into game design oc-
curred when [ got my hands on an issue of Dragon magazine which had an article which allowed you to use
Three Dragon Ante (or, with some work, tarot) cards to randomly distribute point-buy points when
making a character. Intrigued by the idea, but unsatisfied with the execution, I devoted a few weeks to per-
fecting it (or at least altering it to my tastes). Though it has been popular with my own gaming group, |
never quite got around to releasing it once Necromancers of the Northwest came into being some time

later.

When an ANONYMOUs fan requestf:d that we make a book designed to cater to Ist-lew “sta.rting" ad-
ventures, I saw my oppurtuni.t}r. What could be more suited to a sta_ttiﬂg adventure than alternate systems
of character creation? And so the Book of Beginnings was born. Included herein you'll find my tarot char-
acter creation system, as well as two others. One is a fairly simple astrological character creation system
that modifies the classic “4d6, drop the lowest” system of dice rolling, with liberal doses of extra flavor.
The other, brainchild of designer Joshua Zaback, allows you to create a character via a series of checks de-
sipned to make character creation into a fun “mini-adventure” you get to play before you even, well, play.
Also included are several “mini-adventures” designed to give DMs a good starting point for a 1st-level ad-
venture that can Erirl.g the party tngether and get them headed on the road to I:l-eing great heroes.

g %1927" .%..yﬂ



CHAPTER 1:
TAROT CHARACTER
CREATION



INTRODUCTION:

Tarot character creation is designed to be used
with any d2o system which accommodates point-buy
character creation, and is based loosely on an article
from Dragon Magazine #346, entitled “Three Dragon
Readings"” and written by Craig Shackleton. Tarot
character creation allows Pla}rzrs to keep all the fun of
randomly-generated ability scores that dice rolling
can create, while minimizing the chance that one
party member will be significantly more, or less,
Pﬂwer{:ul than the others (afl:e:r a.u, no one wants to
play a game being overshadowed by “Sir All-
Eighteens, Knight of the Realm”). It also has the
added benefit of creating a built-in tarot reading,
giving suggestions about your character’s bacground,
strengths, and personality. And don’t worry: it looks
complicated at first, but after a couple of times you'll
find that it's quite simple.

WHAT YOU'LL NEED:

TThis method of character creation will require
a full deck of tarot car-:ls, or some way to simulate
them {Whether a computer program, a similar deck of
cards, or something else). You'll also need some way
of ]m:eping track of points. Coins or tokens will do
nicely, though in a pinch pen and paper will work as
well. Though not necessary, players and DMs both
will get the most from this character creation method
if the person P-crfnrmiﬂg the reading knows the
meanings of the cards, so a book or website about

tarot may prove very useful.

STEP 1: POINT POOLS

First, divide your tokens into several piles. Set
nine tokens aside in a “Nature” pile, three in a
“Spirit” pile, and two in a “Nurture” pile. Leave
spaces for a "Bod}r” and a “Mind” Pﬂe, but do not put
any tokens in them yet. Next, create one Pile for each
ability SCOTE {Strength, Dexterity, Etc.) and Place
seven tokens in each pile. Finally, put six tokens in a
final “Hoating pool” that the player will be able to
spend points from as he pleases. When this is done,
you should have 62 tokens laid out in a manner simi-

lar to Diagram I-I.

STEP 2: DRAW THE CARDS

Have the Pla}rf:r whose character is heing
generated draw 11 cards from the deck and place
them facedown in a pi.le. Add as much theatrics to
this as you desire, having the player shuffle the
cards and ha_ndpick them from the middle of the
deck, or just grabbing 11 off the top. Be sure to
shuffle thuroughl}r, and to kEEP track of the order
in which the cards were drawn, as this will
determine what they_do. Also be sure not to rotate
any of them, as some cards do different things
depending on whether or not t.’m:y are upsi.dE'

dOWﬂ oOnce th.E}F are H:I.PPEI]. over.

STEP 3: THE NATURE CARD

Reveal the first card. This is the character’s
“nature card” which is sort of a "qu.i-::]t summary”
of the character as a whole, painting a picture of
the character in VETY broad brushstrokes. For an
explanation of what the card means, a table with a
brief &Escriptioﬂ of the meanings of each of the
tarot cards has been included in the back of this
document. For more in’dﬁgﬂl information on card
interpretations that don’t relate to ability scores,
try the internet or your local lil:lra:}r.

Even :'fym choose to i.gﬂ.ure the tarot read-
ing part of the character generation and are
simply looking for an ability score array, this will

Pro]:ral:ll}r be the most important card in determin-

ing what that array will lock like.

Consult table 1-1: Nature Cards and, based
on the card drawn, divide the tokens in the nature
pile and move them to the piles indicated in the
table. If there's a remainder, let the player decide
which side it goes to. (For example, if the nature
card was “The World"” and the number of tokens
in the nature gile WAS UNEVEr, the Player could
decide whether the extra token went to Budy or
Mind, but could not choose to put it in Di:xtﬂ:ity)

STEP 4: THE SPIRIT CARD

: The Spirit card represents the little th_irl.gs
about a character’s Persuna.lity that make them
different from EVEryone else of their nature.
Think of it as a “twist” on the Nature card.

Consult Table 1-2: Spirit Cards and, depend-
ing on the card drawn, divide the tokens in the



DIAGRAM 1-1: POINT ALLOCATION

{‘_’.- .-(iq' 1.-\..'1_-..- :
SIDEBAR: OTHER POINT-BUY VALUES
The method included here is f:sse:ﬂtia.]ly d.esignf:d to randomize Placf:mtnt of points in what would

otherwise be a more conventional point-buy system. As written, it tends to leave players with more total
Pni_nts than most puint-‘l:lu}r systems, because the randomization process makes the characters somewhat
less efficient than they would otherwise be. That said, if you want to use a different number of points use
the following array at the beginning instead.

Epic: Use the system as presented.

Heroic: Put 6 tokens in each of the ability scores instead of 7, and put 8 tokens in their floating pool instead
of 6. '

Average: Put 6 tokens in each of the ability scores instead of 7, put 6 tokens in the nature pile instead of g,
and put ot:l.l)r one token in the nurture Pi].e.

Weak: Put 4 tokens in each of the ability scores instead of 7 and put 7 tokens in their floating pool instead
of 6.

e = e T



spirit pile evenly amongst those listed.

STEP 5: THE BODY CARD

The Budy card describes the character
physically, and the points from the body pool are
divided between Strength, Dextefity, and
Constitution. For the purposes of Table 1-3: Body
Cards, the other three 3bij_ity scores do not exist,
so entries listing “each” or “random” refer only to
physical ability scores. Under no circumstances

should Puin‘ts from the Bnd}r p-oul go d.i_recdy to

any mental al:ility SCOTE.

TABLE 1-1: NATURE CARDS

STEP 6: THE MIND CARD

This card, not surprisingly, represents a
character’s mind. This can have some grey areas
and overlap with cards like nature or spirit, but in
general is more specifically concerned with how
the character thinks and how they perform in more
esoteric and intellectual arenas, Mechanically, it
determines distribution of the character’s “mind
points” between the three mental ability scores:
Intelligence, Wisdom, and Charisma, For the
purposes of Table 1-4: Mind Cards, these are the
only three ability scores, and so entries referring to
“each” or “random” only include those ability
scores as potential options, Under no ciscum-
stances should points from the mind pool go
directly to any physical ability scores..

TABLE 1-2: SPIRIT CARDS

CARD

EFFECT

CARD

EFFECT

Swords (any)

2/3 Body 1/3 Mind

Swords (any)

Str, Dex, Int

Pentacles (any) 2/3 Body 1/3 Mind Pentacles (any) Str, Con, Wis
Wands (any) 1/3 Body 2/3 Mind Wands (any) Dex, Int, Cha
Chalices (any) 1/3 Body 2/3 Mind Chalices (any) Con, Wis, Cha
The Fool 1/3 Body 1/3 Mind 1/3 Pool The Fool Str, Dex, Int

The Magician

1/3 Mind 1/3 Dex 1/3 Int

The Magician

Dex, Int, Cha

The High Priestess

2/3 Mind 1/3 Con

The High Priestess

Str, Con, Wis,

The Empress

2/3 Body 1/3 Mind

The Empress

Dex, Con, Cha

The Em peror

2/3 Mind 1/3 Body

The Emperor

Str, Int, Cha

The Hierophant

1/3 Mind 1/3 Body 1/3 Spirit

The Hierophant

Con, Int, Wis

The Lovers 1/3 Body 1/3 Mind 1/3 Cha The Lovers Con, Wis, Cha
The Chariot 1/3 Body 2/3 Dex The Chariot Str, Dex, Int

Strength 2/3 Body 1/3 Str Strength Str, Con, Wis
The Hermit All Spirit The Hermit Dex, Con, Wis
The Wheel 1/3 to three random abilities The Wheel All to Random
Justice 1/3 Body 1/3 Mind 1/3 Wis Justice Str, Con, Wis

The Hanged Man

1/3 Body 1/3 Mind 1/3 Dex

The Hanged Man

Dex, Int, Cha

Death

1/3 Body 1/3 Mind 1/3 Wis

Death

Dex, Int, Wis

Temperance 1/6 to each ability Temperance Dex, Con, Wis
The Devil 1/3 Con 1/3 Int 1/3 Cha The Devil Str, Con, Cha
The Tower 1/3 Str 1/3 Int 1/3 Cha The Tower Str, Int, Cha
The Stars 1/3 Body 1/3 Mind 1/3 Cha The Stars Dex, Int, Cha
The Moon 1/3 Mind 1/3 Int 1/3 Wis The Moon Int, Wis, Cha
The Sun 1/3 Body 1/3 Str1/3 Con The Sun Str, Dex, Con
Judgement 1/3 Str 1/3 Con 1/3 Wis Judgement Str, Wis, Cha
The World 1/2 Body 1/2 Mind The World Str, Con, Wis (rev)




TABLE 1-3: BODY CARDS

CARD

EFFECT

CARD

EFFECT

CARD

EFFECT

Ace of Swords

All Dex

Queen of Pentacles

z,.-"r_; Str l;’li Con

Knave of Chalices

2/3 Con 1/3 Dex

Two of Swaords

2/3 Dex 1/3 Str

King of Pentacles

2/3 Str 1/3 Con

Knight of Chalices

2/3 Con 1/3 Dex

Three of Swords

2/3 Dex 1/3 Str

Ace of Wands

1/3 Each

Queen of Chalices

2/3 Con 1/3 Dex

Four of Swords

2/3 Dex 1/3 Str

Two of Wands

2/3 Dex 1/3 Str

King of Chalices

2/3 Con 1/3 Dex

Five of Swords

2/3 Dex 1/3 Str

Three of Wands

2/3 Dex 1/3 Str

The Fool

13 Each

Six of Swords

2/3 Dex 1/3 Str

FO'I.II' DF Wﬂl‘lds

2/3 Dex 1/3 Str

The M agician

2/3 Dex 1/3 Str

Seven of Swords

2/3 Dex 1/3 Str

Five of Wands

2/3 Str1/3 Con

The High Priestess

i/3 Each

Eight of Swords

2/3 Dex 1/3 Str

Six of Wands

2/3 Str1/3 Con

The Empress

2/3 Dex 1/3 Con

Nine of Swords

2/3 Dex 1/3 Str

Seven of Wands

2/3 Str1/3 Coen

The Emperor

2/3 Str1/3 Con

Ten of Swords

2/3 Dex 1/3 Str

Eight of Wands

2/3 Con 1/'3 Dex

The Hierophant

2/3 Con 1/3 Str

Enave of Swords

2/3 Dex 1/3 Str

Nine of Wands

2/3 Con 1/3 Dex

The Lovers

2/3 Con 1/3 Dex

Knight of Swords

2/3 Dex 1/3 Str

Ten of Wands

2/3 Con 1/3 Dex

The Chariot

2/3 Dex 1/3 Con

Queen of Swords 2/3 Dex 1/3Str  Knave of Wands  2/3 Dex 1/3 Str Strength All to Strength
King of Swords 2/3 Dex 1/3 Str Knight of Wands 2/3 Con 1/3 Dex The Hermit 2/3 Con 1/3 Dex
Ace of Pentacles All Ser Queen of Wands 273 Str1/3 Con The Wheel All ro Random
Two of Pentacles 2/3 Str 1/3 Con King of Wands 1/3 Each Justice 2/3 Con 1/3 Str
Three of Pentacles 2/3Str1/3Con  Ace of Chalices All Con The Hanged Man  2/3 Dex 1/3 Str
Four of Pentacles 2/3Str1/3Con  Two of Chalices 2/3 Con 1/3 Dex Death 2/3 Str 1/3 Con
Five of Pentacles 2/3 Str1/3 Con  Three of Chalices 2/3 Con 1/3 Dex Temperance 1/3 Each

Six of Pentacles 2/3Str1/3Con  Four of Chalices 2/3 Con 1/3 Dex The Devil 1/3 Each

Seven of Pentacles 2/35tri/3Con  Five of Chalices 2/3 Con 1/3 Dex The Tower 2/3 Str 1/3 Dex
Eight of Pentacles  2/3 Str 1/3 Con Six of Chalices 2/3 Con 1/3 Dex The Stars 2/3 Dex 1/3 Str
Nine of Pentacles  2/35tr1/3Con  Seven of Chalices 2/3 Con 1/3 Dex The Moon 2/3 Dex 1/3 Con
Ten of Pentacles 2/35tr1/3Con  Eight of Chalices 2/3 Con 1/3 Dex The Sun 1/3 Each

Knave of Pentacles 2/3Str1/3Con  Nine of Chalices 2/3 Con 1/3 Dex Judgement 2/3 Con 1/3 Str
I{n:'Eht of Pentacles 2/3Str1/3Con  Ten of Chalices 2/3 Con 1/3 Dex The Weorld 1/3 Each

{-‘_-—.—G’-—t‘-ﬁi&#—% = 2l

SIDEBAR: HOW LOW CAN YOU GO?

You may have noticed that this system uses far more Puints than most pnint'bu}r systems. The reason
for that is fa.irl}r sim.PlE: normal Poiut‘imy assumes that characters start with an effective “8" in each abi]ity

score (or, in some cases, “10"). This is mostly to minimize players’ ability to use a “dump stat” (one that

they completely give up on and leave disproportionately low) to fuel higher scores in other abilities
(fightefs with no Charisma but with exceptional Strength, Dexterity, and Constitution being the popular
exaﬂlp].e). Because the points are randomly distributed during the tarot reading, players won't be able to
min-max this way. And while never having an a'[:i].i.ty score below Eigh‘t can help ensure that your charac-
ters are always well-rounded, it also means that certain favorites, such as the incredibly sickly mage or the

fighter who has to count on his fingers are out of the question. When you get right down to it, a character
can be made as fun and interesting by a particularly bad score as by a particularly good one. To that end, the
Tarot character creation system assumes a starting score of 3. Each point from 3 to 8 costs one point, and

then From there it continues as normal poiﬂ.t'hu}r. In most cases a character will have at least 8 in each abil-

ity score anyway, but it is now possible to go as low as 3. In order to balance everything out, an extra 30

points were added to bring each ability score from 3 to 8.
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TABLE 1-4: MIND CARDS

CARD EFEEET] CARD ERFECT] CARD FEFECH
Ace of Swords All Tnt Queen of Pentacles 2/3 Cha /3 Int Knave of Chalices 2/3 Wis1/3 Cha
Two of Swords 2/3 Int 1/3 Wis  King of Pentacles /3 Each Knight of Chalices 2/3 Wis 1/3 Cha
Three of Swords 2/3 Int 1/3 Wis Ace of Wands All Cha Queen of Chalices 2/3 Wis 1/3 Cha
Four of Swords 25 Int /3 Wis Twoof Wands  2/3Cha/3Int  King of Chalices 2/3 Wis 1/3 Cha
Five of Swords 2/3Int 1/3 Wis  Three of Wands  2/3 Cha 1/3 Int The Fool All Cha

Six of Swords 2/3 Int 13 Wis Four of Wands  2/3 Cha 1/3 Int The Magician All Int
Seven of Swords 3/3Int 1/3 Wis  Five of Wands  2/3 Cha1/3Int The High Priestess 2/3 Wis 1/3 Cha
Eight of Swords 2/3 Int /'3 Wis Six of Wands 2/3 Cha 1/3 Int The Empress 1/3 Each
Nine of Swords 2/3Int 1/3 Wis  Seven of Wands  2/3 Cha 1/3 Int The Emperor 2/3 Int 1/3 Cha
Ten of Swords 2/3Int 1/3 Wis  Eight of Wands  2/3Cha1/3Int  The Hierophant All Wis
Knave of Swords 2/3Int 1/3 Wis  Nineof Wands  2/3 Cha /3 Int The Lovers 2/3 Cha 1/3 Wis
Knight of Swords 2/3 Int 1/3 Wis Ten of Wands 2/3 Cha 1/3 Int The Chariot 2/3Int 1/3 Cha
Queen of Swords 2/3Int /3 Wis Knave of Wands 273 Cha /3 Int Strength 2/3 Cha 1/3 Wis
King of Swords 2/3 Int 1/3 Wis  Knight of Wands  2/3 Cha 1/3 Int The Hermit 2/3 Wis 1/3 Int
Ace of Pentacles 1/3 Each Queen of Wands 2/3Cha1/3Int The Wheel All to random
Two of Pentacles 2/3Int /3 Wis. King of Wands  2/3 Cha 1/3 Int Justice 2/3 Wis 1/3 Cha
Three of Pentacles  2/3Int 1/3 Wis  Ace of Chalices All Wis The Hanged Man  2/3 Int 1/3 Cha
Four of Penrtacles 2/3 Int /3 Wis Twoof Chalices 2/3 Wis1/3 Cha Death 2/3 Wis 1/3 Int
Five of Pentacles 2/3 Cha 1/3Int  Three of Chalices 2/3 Wis1/3 Cha Temperance 1/3 Each

Six of Pentacles 2/3Cha1/3Int  Four of Chalices 2/3 Wis1/3 Cha The Devil 2/3 Cha 1/3 Int
Seven of Pentacles 2/3Cha1/3Int  Five of Chalices 2/3 Wis1/3 Cha The Tower 2/3Int 1/3 Cha
Eight of Pentacles 2/3 Wis1/3Cha  Six of Chalices 2/3 Wis1/3 Cha The Stars 2/3Cha /3 Int
MNine of Pentacles  2/3 Wis1/3 Cha Seven of Chalices 2/3 Wis1/3 Cha The Moon 2/3 Wis 1/3 Int
Ten of Pentacles 2/3 Wis1/3 Cha Eight of Chalices 2/3 Wis1/3 Cha The Sun 1/3 Each
Knave of Pentacles 2/3 Wis1/3Cha Nine of Chalices 2/3 Wis1/3 Cha Judgement 2/3 Wis1/3 Int
Knight of Pentacles 2/3Int1/3 Wis  Ten of Chalices 2/3 Wis 1/3 Cha The World 13 Each

Step 7: The Nurture Card

The Nurture card represents a character's first
Forays into adulthood. It m_ig}:l.t refer to the
character’s first job raking manure in the stables, or it
l:m'.ght refer to how they fan away from home at a

tender age or lived as an orgl:ul_n on the mean streets
of the local capital. Whatever the case, it gives a
small boost to a single ability score, most likely one
related to whatever the event in question is. Take all
the points from the nurture Puol and pat them in the
ability score indicated on Table 1-5: Nurture Cards.

STEP 8: THE 'HISTORY' CARDS

The last six cards all use the same table, the
Histnr}' table. If youl aren't worried about the flavor
parts of character creation

(geuerati.ﬂg ideas about the character's Pr_'rsuna.l"
ity and backstory based on the reacii_ngs) then the
order of the last six cards is unimportant. Neo

matter where I'_hf_'}r are drawn in these six slots

they’u all do the same tl‘Ling.
All of the History cards move ahi]ity score

points between the piles, adding extra randomiza-

tion to the process and creating a slighﬂy more

organic character. For the purposes of flavorful
tarot readings, these cards have all been assigned
different :neanings as they relate to the
character’s past and P-ersnnality.

Home Life: The first history card indicates what
the character's life at home and with his fam_ily

was like, especially as a child. This card indicates
things such as being an orphan, constantly striv-

iug to earn the respect of a parent, or ohxessively

protecting a younger sih].ing.



TABLE 1-5: NURTURE CARDS

CARD EFFECT CARD EFFECT CARD EFFECT
Ace of Swords Dex  Queen of Pentacles Con Knave of Chalices  Con
Two of Swords Str King of Pentacles Con  Knight of Chalices Ch
Three of Swords Str Ace of Wands Int Queen of Chalices  Wis
Four of Swords Str Two of Wands Dex King of Chalices Cha
Five of Swords Dex Three of Wands Dex The Fool Dex
Six of Swords Dex Four of Wands Dex The Magician Int
Seven of Swords Dex Five of Wands Int  The High Priestess Wis
Eight of Swords Int Six of Wands Int The Empress Dex
Nine of Swords Int Seven of Wands Int The Emperor Str
Ten of Swords Int Eight of Wands Cha The Hierophant Wis
Knave of Swords Dex Nine of Wands Cha The Lovers Cha
Knight of Swords Str Ten of Wands Cha The Chariot Dex
Queen of Swords Int . Knave of Wands Dex Strength Str
King of Swords Int Knight of Wands Cha The Hermit Wis
Ace of Pentacles Str Queen of Wands Int The Wheel Int
Two of Pentacles Str King of Wands Cha Justice Con
Three of Pentacles Str Ace of Chalices Wis  The Hanged Man Dex
Four of Pentacles Str Two of Chalices Con Death Int
Five of Pentacles Con Three of Chalices Con Temperance Con
Six of Pentacles Con Four of Chalices Con The Devil Cha
Seven of Pentacles Con Five of Chalices Wis The Tower Str
Eight of Pentacles Wis Six of Chalices Wis The Stars Cha
Nine of Pentacles Wis Seven of Chalices Wis The Moon Wis
Ten of Pentacles Wis Eight of Chalices Cha The Sun Con
Knave of Pentacles Wis Nine of Chalices Cha Judgement Str
Knight of Pentacles Str Ten of Chalices Cha The World Con
Famﬂy: The Family card a—::.timu)r has more to do This card r:n.ight say that your character is an
with how the character’s family interacted with incorrigible womanizer, that they lost a loved one
and was perceived b}r their co::m:nuﬂ_ity than the and have yet to recover, or that t}:l.ey are tieepl}r
character’s own Pzrsoﬂal relaticnsl:l_ips with her involved in a 1oving re:lati.ouship.
Eﬂmﬂy mEmbEfS {SDﬂIEt]li.ﬂg gDVEfﬂEd mofre b?
the home life carcl). This card indicates t]’:l.ings Life Events; TThis card is sort of a catch-all for
such as a character with rnyal ]chlud, or an outcast ma.jor events that m[ght have cha_ngi:{[ a
driven out of town because his mother was character's life. Here is where gu'b]_ins attack their
deemed a “witch”. town, or a powerful mage takes an interest in

them, or their father dies tragically fending off a
Rl:lntion;hips: This card can deal with any kind dragon.
of relationship, friends, co-adventurers, and the
like, but most likely refers specifically to romantic Ambitions: This card speaks of the character’s
relationships. strongest, most heart-felt ambition.



TABLE 1-6: HISTORY CARDS

CARD

EFFECT

CARD

CARD

EFFECT

Ace of Swords

+1 Ser, Dex, Int

-1 Con, Wis, Cha

Six of Pentacles

Knave of Wands

vz Dex, = Wis

Two of Swords

=1 Ser, #1 Cha

Seven of Pentacles

Knight of Wands

-2 Con, +2 Cha

T I‘.I ree nf S Wﬂfds

Eighr of Pentacles

Queen of Wands

-2 Str, +2 Int

Four of Swords

MNine of Pentacles

EFFECT
i1 Int, -1 Cha
-1 Str, +1 Dex
+1 Dex, =1 Cha
t1 Str, -1 Dex

King of Wands

-2 Str, Con, Wis
t2 Dex, Int, Cha

Five of Swords

-1 Str, +1 Wis
-1 Dex, +1 Wis
-1 Int, 41 Cha

Ten of Pentacles

i1 Int, -1 Pool

Ace of Chalices

-1 Str, Dex, Int
t1 Con, Wis,Cha

Six of Swords

41 Dex, -1 Poal

Knave of Pentacles

-2 Dex, +2 Wis

Two of Chalices

-1 Dex, +1 Cha

Seven of Swords

i1 Dex, -1 Con

Knight of Pentacles

+2 5tr, -2 Cha

Three of Chalices

-1 Wis, +1 Cha

Eight of Swords

-1 Dex, +1 Con

Queen of Pentacles

+2 Con, -2 [nt

Four of Chalices

Nine of Swords

+1 Int, -1 Wis

King of Pentacles

vz Str, Con, Wis
-2 Dex, Int, Cha

Five of Chalices

Ten of Swords

1 Wis, -1 Pool

Ace of Wands

-t Str, Con, Wis
+1 Dex, Int, Cha

Six of Chalices

Knave of Swords

+2 Dex, -2 Wis

Two of Wands

-1 Ser, 41 Int

Seven of Chalices

Kn{ght of Swords

+2 5tr, -2 Cha

Three of Wands

-1 Con, 41 Int

Eight of Chalices

Queen of Swords

=2 Con, +2 Int

Fourof Wands

+1 Dex, -1 Int

Nine of Chalices

#1 Con, -1 Cha
+1 Wis, -1 Cha
11 Con, -1 Wis
-1 Int, +1 Wis
#1 Str, -1 Cha
=1 Dex, 41 Int

King of Swords

+2 Str, Dex, Int
-2 Con, Wis, Cha

Five of Wands

i Str, =1 Pool

Ten of Chalices

1 Cha, -1 Pool

Ace of Pentacles

+1 Sor, Con, Wis
-1 Dex, Int, Cha

Six of Wands

41 Str, -1 Int

Knave of Chalices

=2 Dex, +2 Con

Two of Pentacles

+1 5tr, -1 Con

Seven of Wands

+1 Str, -t Wis

Hnight of Chalices

=2 Int, +2 Cha

Three of Pentacles

+1 Con, -1 Int

Eight of Wands

#1 Dex, -1 Wis

Queen of Chalices

-2 Str, +2 Wis

Four of Pentacles

-1 Str, 41 Con

Mine of Wands

=t Con, +1 Cha

King of Chalices

=2 Str, Dex, Int

+2 Con, Wis, Cha

Five of Pentacles

-1 Con, +1 Wis

Ten of Wands

1 Con, -1 Pool

The Fool

=1 o EII.CI'I sCore

+6 poal

Their major goal for adventuring, most likely. It

might show a rebel trying to remove an unjust king,

it might show a mage seeking great personal power,
or perhaps it will show that all your character really

cares about is the MOoney.

Fears: This card indicates one of your character’s
darker fears. It may relate to a childhood trauma, or
indicate som.ething about the character’s life that he
couldn’t stand to lose. It may just reveal a Phobia. the

character suffers.

USING HISTORY CARDS

For the most part, Table 1-6: I—ﬁstnr}' Cards
is fairly straightforward. “+1 Int, -1 Con" means
take 1 from the Constitution Pi].e and put it in the
Inteﬂigztme P[I.E. If it lists mu].tiple piies to add to
and subtract from, do so from all of them, If it
ever instructs you to remove more tokens from a
pile than the pile has, just remove as many as it
has, and only add that many to wherever it
instructs you to put them.



TABLE 1-6: HISTORY CARDS (CONT))

CARD

EFFECT

The Magician

-2 5tr, Con, Wis
+2 Dex, Int, Cha

The High Priestess

#2 Str, Con, Wis
-2 Dex; lnt, Cha

Under no circumstances should you add extra
points to make up for the difference.

Some entries list “(rev:]'” at the end of
their effect. This means that if the card is
upside-down (or “inverted” in tarut'speak)
when you H_ip it over, you should reverse the
effect. For Examp].e, if the E.mpress card was

The Empmss +2 Con, -2 Pool (1) upsi{le:'dnwn when yoil revealed her, you
The Emper Str and Int, take two from the lower and give them would take two points from the Con pile and
18 Emperor to the highcr put them into the character’s Poul.
Finally, some entries refer to the pile
T}!E Hierupham +2 Wii, i Pﬂﬁ] {t‘} with the most or least Pni_nts. Inthe event of 2
; : tie, let the Playi:r decide which pi].-s: to use,
The Lovers Of Dex and Cha, take two from the lower and give DT SIS T
them to the higher
The Chariot +1 Dex, -2 Pool (1) STEP 9: ADDING IT UP
Strength +2 Str, -2 Pool (1) MNow comes the time to determine the
character's base abilit}r scores. At this time
The Hermit Of Con and Wis, take two from the lower and give you should only have tokens in the six ability
them to the hiﬂhﬂ' score piles and in the character’s Puu]. Count
Reassign each ability score pile randomly toanew  the number of tokens in each ability score pile
The Whﬂﬂl abilir}r score, Each P{fe must be assigned toa and refer to Table 1-7: ﬁ.bility Scores to deter-
separate ability score, mine what the character’s score is for that
Take three points from the ability score with the ability (for example, a character with 10
Justice most points and give 1 to each of the three scores ;Dk"ﬂ;:: her Stf;ﬂﬁth pile would have a
with the least points. IFRHEN S SBOKE 9L Ty
: — You may find that some a.Eility SCOLES
The Hanged Man +2Int, -2 Pool {r) with “remainders”, such as one that has one
a R 2 too many goiﬂ.ts to be a score of 15, but not
Death Of Dex and Wis, take two from the lower and give etk feiars 16 be 2 soore oF 16, TAAKTS tase,
them to the hig]:'lﬂr the point “trickles down" to the next higl:l.eat
Take two points from each of the three ability ability score, until eventially it findsa place
Temperance scores with the most points, and give them to the where it can count for something. If there is a
three ability scores with the least points (1) tie for next-highest, let the player decide
. Of Con and Cha, take two from the lower and give ~ where it goes (for example, a character with 12
The Devil o P
them to the highﬂ' tokens in her Inteﬂigr_'ncc pi].e would have one
he T Of Str and Int, take two from the lower and give point too many for a score of 14, but one point
The Tower them to the i1igher. too few for a score of 1. The extra pui_nt gOoOES
to her next highest a.bﬂ.ity SCOIE, Strength,
The Stars +2 Cha, -2 Pool (r) which has 10 tokens, increasing it ton1, for a
The Moon L TR
|
+2 Int, Wis, Cha
STEP 10: THE POOL
Str, Dex, Con :
The Sun Tl
-2 Int, Wis, Ch
e - Now let the play:r spend whatever Pu[ﬂts he
Judgement Swap the largest and smallest piles. has in his pool, placing them into ability score
A = . piles and buying higher ability scores, as in
Take half the points from the ability score withthe 4. . 4+ 7 11" o Buying Abilite Seores:
The World most points, and add them to the ability score with

the least points.




TABLE 1-7: ABILITY SCORES

TOKENS

ABILITY SCORE

0 3
I 4
2 b
3 6
4 7
5 8
6 9
7 10
8 il
9 12
10 13
i 14
13 15
15 16
18 17
21 8

Sy

Y i

SIDEBAR: READING THE CARDS

Table 1-8: Card Meanings prcrvi{les a very ruug]':l.
idea of the meanings of each card. The first of the
two listed meanings is what the card indicates when
right-side-up, the other what it means when up-side-
down. The only exception are the Aces, which can
also be taken to mean basic elements.

If you find the idea of using the tarot rea{]lﬂgs to
create I:rac];grounds and Persnnalities for characters to
be intriguing, you might want to try the internet or
your local li.bra_ry for more information on tarot. Or
make it all up—it’'s your game!

TABLE 1-8: CARD MEANINGS

CARD

EFFEC]

CARD

EFFECT]T

CARD

EFTLCT

Ace of Swords

Air/Objecrivity/
Slyness

Six of Pentacles

Shrewdness/

Manipularien

Knave of Wands

Enthusiasm,/

Inexperience

Two of Swords

Truce/Impasse

Seven of Pentacles

Ee-evaluation)
Melancholy

Knighe of Wands

Boldness,”
Bravado

Three of Swords

Clarity,
Heartbreak

Eight of Pentacles

Crafesmanship/C
ompliance

Queen of Wandas

Acrtention,”
Distraction

Four of Swords

Contemplation/P
rocrastination

Mine of Pentacles

Disci F'I ines

Sameness

King of Wands

Direction/
Oppression

Five of Swords

Individualicy/
Irrationality

Ten of Pentacles

Abundance/
Extravagance

Ace of Chalices

Water, Refresh-
ment/ Inundation

Six of Swords

Perspective/
Vicumizarion

Knave of Pentacles

Caution/
Carelessness

Two of Chalices

Artraction, Lust

Seven of Swords

Justification/
Presumption

Knight of Penctacles

Practicality/ Waste

Three of Chalices

Celebration)
Insanicy

Eight of Swords

Restraing’
Restrictions

Queen of Pentacles

Comfort/
Laziness

Four of Chalices

Sariation;
Boredom

Mine of Swords

Insight/ Worry

King of Pentacles

Acquisition/
Possession

Five of Chalices

Regret/ Despair

Ten of Swords

Detachment,”
Fuin

Ace of Wands

Fire/Inspiration/|
nflexibilicy

Six of Chalices

Plentifulness/
Debauchery

Knave of Swords

Practice/ Pretense

Two of Wands

Choice

Seven of Chalices

Imagination/

Husion

Knight of Swaords

Incisiveness/
Bluntness

Three of Wands

Planning/
Scheming

Eight of Chalices

Longing/
Obsesgion

Quecen of Swords

Perception/
Paranoia

Four of Wands

Achievement/
Overconfidence

MNine of Chalices

Luxury/ Gluttony

King of Swords

Intellecrualism/

Elitism

Five of Wands

Confrontarion/
Strife

Ten of Chalices

Fulfillment”
Delusion

Ace of Pentuacles

Earth/Blessing /O

bligation

Six of Wands

Victory,

Arrogance

Enave of Chalices

Intensity,/
Superficialicy

Two of Pentacles

Comparison/
Deliberarion

Seven of Wands

* Resolves

Defensiveness

Knight of Chalices

Zeal/ Intolerance

Three of Pentacles

Consistency)
Variance

Eight of Wands

Responsiveness/ R

eaction

Queen of Chalices

Empathy/Picy

Four of Pentacles

Conservation/
Greed

Mine of Wands

Marcyrdom

King of Chalices

Composure;
Rigidicy

Five of Pentacles

MNMeed,/Poverty

Ten of Wands

Tenacity,
Stubbornness

The Fool

Innocence/Folly




TABLE 1-8: CARD (MEANINGS CONT))

CARD

ERFECT

The Magician

Mastery/ Trickery

The High Priestess

Intuitinnf.ﬁssumptiun

The Empress

Fertility/Overprotection

The Emperor

Authority/Rigidity

The Hierophant Faith/Fanaticism

The Lovers Unity,/Obsession

The Chariot Asvancement/Heedlessness
Strength Assertion/Aggression
The Hermit Introspection/Isolation
The Wheel Revulutionf[ﬁepetition
Justice Balance/Prejudice

The Hanged Man

Transcendance/Treachery

Death

Conclusion/Reduction

Temperance Mediation/Extremism
The Devil Sensuality/Licentiousness
The Tower Demolition/Destruction
The Stars Openness/Denial
The Moon Mystery/Lunacy
The Sun Energy/Giddiness
Judgement Revival/Evaluation
The World Wholeness/Materialism
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CHAPIER 2
ASTROLOGICAL
CHARACITER CREATION



INTRODUCTION

This alternate character ereation ulcthod, based
loosely off of modern astrological conventions, is
designed to help create a concept for a character in
addition to generating his or her ability score array.
The basic method isn’t substantially different from
more conventional forms of dice-rolling (though
some creative twists have been added), but there are
small mechanical benefits and drawbacks associated
with each sign. By default, players determine their
character’s sign using a diz, but see Sidebar: What's
Your Sign, below, for other options.

FORMAT

Each astrulogical sign is presentzd. in the

Fullowi_ng format.
MName: This is the name of the astrolcgical aymbn]_.

Description: This section details the personality
traits typicall? Espuused by those born under this
astrﬂlogical sigm. Information here is for flavor
purposes and intended as a guideline, and players are
free to ignore it if they so choose, though ina
campaign where astrolug}r was pa_rl:imtlarly
i.l:npartant, NPCs may assume P].ayer characters will

behave in a fashion typi-::al to those with their sign.

ﬁl:rility Score ﬁ::a.y: This section lists the number
of d6 the Pla}ﬂ’_‘f should roll to determine each a]}i].ity
SCOrE, listed 3Epa_rate1y. MNo matter how many dice are
listed, the player uses only the three with the highest
results, ignoring any extra (for example, if a sign
called for you to roll 5’:15 for your Strength SCOrE, and
you got the results 5, BT . and 2, your Str-e-ﬂgth
would be 15 fﬁ+5’+4;'_, and you would ignﬂre' the other
1'esufts_}.

SIDEBAR. WHATS YOUR SICN; & g s

Favored Classes: This section lists the favored
class opticrns which are available to characters
born under this sigﬂ. A character may choose any
of the classes listed as a favored class for their
sign, but must choose their favored class from
among the optinns listed here. See the Pathfinder
Rnlegla}ring Game Core Rulebook for more
details on favored classes.

Traits: This section describes any additional
mechanical benefits or drawbaclks characters of

this sign possess.

THE SATYR

Those born under the sigﬂ of the satyr
typically have very fiery personalities, and are
rspeci.a]l}r well-known for their passions. Thuugl:l
you can quickly become incited to anger, you are
more a lover than a fighter, and typically your
passions are more romantic in nature. Y ou are an
excellent and devoted lover in the short term for
trysts and ﬂiﬂ.gs, bt are usua]ly too El.ighty for
loﬂ.g*‘term. relatio ﬂships.

You are quick to take a cause as YVOur owi,
and often can be found chﬂ.ﬂlpiuniﬂg S0me 1Ssue
or other with all your heart. Like with lovers or
enemies, however, your devotion to various
causes lasts nn].y until somethiﬂ.g else diverts your
attention—while the flames of your passion burn

bright, they do not burn VELY lnng.

Ability Score Array
Str: 4d6 Dex: 4d6 Con: 4d6
Int: 4d6 Wis: 3d6 Cha: 5d6

Favored Classes

Those born under I'h_f: sigﬂ. of the satyr may
choose barcl, palacli_n, or sorcerer as their favored
class.

Though theoretically players could be allowed to pick and choose whichever astrological sign they
like, the system is designed with the understanding that players will randomly determine their astrological
sign using a di2. Alternatively, a character’s birthday can be determined randomly using dice, and that date
used to determine the character’s sign. First, roll 1d12 to determine which month of the year the character

was born in. Then, depending on how many days there are in the month, roll either 3d102 (for a 28-day
month), 2d1o+1d12-2 (for a 30-day month), or 1dro+3d8-3 (for a 31-day month) to determine which day the
character was born. Then, consult Table 2-1: Astrological Signs to determine which sign the character was
born under. If your campaign uses a non-Gregorian calendar, consult your DM for how to randomly

determine your asttﬂlogi-:al sigiL

R TE %ﬁ:&? e




TABLE 2-1 ASTROLOGICAL CHARACTER GENERATION

DICE ARRAYS (D6

SIGN DATE STRENGTH DEXTERITY CONSTITUTION INTELLIGENCE WISDOM CHARISMA
Satyr Mar 21 - Aprig 4 4 4 4 3 1
Minotaur Aprzo- May 20 4 4 5 3 5 3
anpleganger May 21 - Jun 2o 4 5 3 4 3 5
Chuul Jun a1 = Jul 22 5" 3 5 3 4 4
Sphinx Jul 23 - Aug 22 4 4 3 (3 4 4
Mymph Aug z3- Sep 22 3 4 3 4 4 f
Archon Sep23- Ocraz 4 3 4 4 5 4
Manticore Ot 23 - Mov 21 [ 4 4 4 3 3
Centaur Mow 22 - Dec 1 4 4 5 3 4 4
Chimera Dec 22 - |an 19 5 3 4 4 4 4
Merfolk Jan 20 - Feb 18 3 4 4 4 5 4
Elemental Feb 19 - Mar 20 4 4 4 4 4 4
Traits Traits

Those born under the sigﬂ. of the satyr are
usually quite bold, and therefore gain a +2 bonus
to saves against fear. They are also pa.rti-::ula.r].y
susceptible to charm magic, ]:l.uwévet, and suffer a
2 Penalty on Will saves vs charm effects.

THE MINOTAUR

Those born under the sign of the minotaur
are typica]l}r considered to be both patient and
reliable individuals. You are a VEery determined
individual, and once you decide what path you're
going to walk, there is virtually no force that can
shake yotul from your goa.l. You are Extrem.ely
devoted to your partner and this devotion is often
misconstrued as possessiveness. You have many
material possessions and tend to save rather then
spend. your wealth. Some of those born under the
sign of the minotaur carry a not undeserved
reputation for grezcl

Your strong will ensures that you will never
be driven to do sorrl.eﬂliu.g you don't want to, but
Yyou can be a strong asset to a leader who's taken

the time to earn your trust,

Ability Score Array
Str: 4d6 Dex: 4d6 Con: 5d6
Int: 3d6 Wis: 5d6 Cha: 3d6

Favored Classes
Those born under the sign of the minotaur may

choose cleric, ranger, or barbarian as their favored

CL'IS 3.

Those born under the sign of the minotaur

possess an Emptinna]ly strong will and therefore

receive a +2 bonus on Will saves versus spzus with

the charm desctiptur. They are also stubborn and
l}ul].hea.ded, and therefore receive a -2 Penalty on all
Bluff and Dipl.umzu:y skill checks.

THE DOPPELGANGER

Those born under the sign of the doppelganger
are an extrf:m.e].y adaptive group of individuals. You
are a natural-born conversationalist with a gi.[:t for
subtle E].oquenct, thuugh the occasiunaﬂy bnught of
nervousness can sometimes keep your voice from
being heard. You try hard not to make to much a
splash and can sometimes go unnoticed. While
many born under the cloPpelgan.ger find this aﬂ:'inity
for blending into the crowd to be undesirable, others
use it to their advmtage: Pad{li_ng their pﬂckets with
ill-gotten gains, or finding some other way to get
themselves into trouble. Maﬂ}r of those born under
the sign of the &uppelga_nger l_ulv: diH:Iculty Eorﬂ!.i_ng
!.asting rela.tionships due to a ﬂighty and
inconsistent nature, so you will have to work hard
in this area.

Versatﬂe, natul:au}r cunﬂ_ing, and a.clept at
blending in with a crowd, most of those born under
the sign of the d.up_peigmger enjoy traveling at
length, preferring not to stay in one place too long.

Ability Score Array
Str: 3d6 Dex: 6d6 Con: 3d6
Int: 4d6 Wis: 3d6 Cha: 5d6



Favored Classes
Trh.uSE I]ﬂfﬂ l.:lﬂ{lEI 'th.E Sigﬂ UE f_]lE dﬂPPdgﬂﬂgﬂf
mﬂy ChﬂDSIE fogl'lﬁ:,. i}ﬂ.‘[d} Or SOICETEr as thei.f Eavﬂfe{l

CI.EI.SS.

Traits

Those born under the sign of the doppelganger
possess an innate cunning and receive a +2 bonus on
Bluff checks made outside of combat. Because they
are often impatient with repetitive tasks, Craft and
Profession skills can never count as class skills for
t]lE‘ﬂ'l, and tl‘kE’}' must always pay two skill Poiﬂts for
each rank in these skills.

THE CHUUL

Those born under the sign of the chuul are
perhaps best described as cautious individuals with a
protective nature. You have a strong nesting instinct,
preferring to have family close by to you at all times,
and you choose quiet, comfortable dweuings. You
don’t care to show off wealth or status, Pﬁ:fen:ing to
]-.:Eﬁg such things to yuursz]f. You form strong
attachments to your companions but can sometimes
be a little too clingy, which can put a strain on your
personal life.

You draw stre-n.gth from your emotions and are

in gEﬂeral a fai_riy passionate persomn.

Ability Score Asray
Str: 5d6 Dex: 3d6 Con: 5d6
Int: 4d6 Wis: 4d6 Cha: 3d6

Favored Classes
Those born under the sign of the chuul may
choose fighter, barbarian, or cleric as their favored

cias 3.

Traits

Because of the cautious nature of those born

under the sign of the chuul, they gain a +2 bonus to
AC while taking a full defense action, and they also
qualif}' for the Combat Expertise l:'eat, rega:dless of
their Intelligence score. In addition, due to their slow
and reserved line of thinking they suffer a -2 penalty

to initiative rolls.

THE SPHINX

T‘.I:I.DS-E b-o:n un.cler d'.l.f_‘ Sigﬂ. D{" thE SPI'J.'I.IIX are Wd.l

known for their cleverness and creativity.

You often find ingenious answers for problems,
and are a born academic. You have an ability find
solutions outside the box, and are good at
thinking on your feet. Though you excel in social
situations, some see your strong sense of self
confidence as arrogance or self-centeredness. You
enjoy the company of othe-l:s, but You never blend
into the crowd, instead always striving to prove
your worth and seek greatness.

You will frequently find yourself in
leadership positions, but should take care in
directing your companions, for sometimes you
will come off as bussy and this can put a strain on

your relatious}ﬁps.
Ability Score Array

Str: 3d6 Dex: 4d6 Con: 3d6
Int: 6D6 Wis: 4D6 Cha: 4D6

Favored Classes
Those born under the sign of the sphinx
may choose monk, rogue, or wizard as their

EH.VD:I.'ECI ClﬂSB.

Traits

Those born under the sign of the sphinx are
natural-born thinkers and leaders. They receive a
+1 bonus on all trained Knowledge skill checks, or
thq.' may instead choose to gain one K_nowledge
skill as a class skill. Their focus on intellectual
pursuits leaves them at a marked disa{lvaﬂta.ge
when dea].[n.g with da}r'tu-'day ph}rsical
challenges, and ti‘l.ey receive a -2 PEﬂﬂlt}' to
Acrobatics, Climb, and Swim checks.

THE NYMPH

Those born under the sign of the nymph
exude charm and prace. You are an exceptionally
attractive individual with a strong personality.
You givr great thmtghl: to your persunal
appearance, and usually act with great attention
to social etiquette. You possess an effortless,
calm grace that many are envious of.
Romantically you are considered to be an ideal
partner, but suffer from a stigma of being
unattainable. In your other personal relationships
you tend to be quiet and reserved (unless etiquette
would dictate otherwise), and sometimes your

opinions go



You possess a considerable amount of refined
charm and social grace, but tend to be something of a
perfectionist, which some find off-putting.

Ability Score Array
Str: 3d6 Dex: 4d6 Con: 3d6
Int: 4d6 Wis: 4d6 Cha: 6d6

Favored Class
choose bard, sorcerer, or druid as their favored class.

Traits

Those born under the sign of the nymph possess
a nearly unearthly attractiveness, and their SEIEHS or
abilities with the charm descriptnr are a.utnmati.ca.ﬁy
affected as thuugh by the extend speﬂ mf:tamsr.gic
feat. Due to their timid nature, those born under
t]:m:j,lr sign of the nymph receive a -2 pena_lt}' to their
CMD. '

THE ARCHON

Those born under the sign of the archon are well
known for their strong sense of justice and Equalit}r.

Yout believe in peace and justice for all, no matter the
cost. Though you prefer to take a diplomatic
a.pprosr.ch to Prohlem’solﬂriﬂg, you aren’t afraid to get
your hands dirty in the pursuit of actions you believe
to be moral. In your relationships, both romantic and
platonic, you tend to seek cooperative balance, giving
no more weight to one side of the relationship than
the other. You abhor unnecessary cruelty and go out
of your way to put a stop to it whenever You can; you
can’t stand to see the innocent suﬂ:'er, often
volunteering your time to help whenever you can.

For you, justice is paramount; however, you
have a strong sense of what justice means, and it may
not always agree with the ideas of established
kingdoms.

Ability Score Array
Str: 4d6 Dex: 3d6 Con: 4d6
Int: 4d6 Wis: 5d6 Cha; 4d6

Favored Classes
TI:IDS-E bofn un&fﬂ: d'.l.‘E Sigﬂ. CIE thE ﬂ.fc-hﬂﬂ mﬂ}r

choose paladin, cleric, or monk as their favored class.

Traits

Those born under the sign of the archon are
natural born diplumats and so receive a +2 bonus
on Diplnmacy checks. Their desire for fairness
can sometimes hold them back in combat, and
tllE’F suffer a -1 penalty on attack rolls vs
flat footed or flanked opponents.

THE MANTICORE

Those born under the sign of the manticore

have very intense Persnnaliti.es. You are prone to
very strong bursts of emotion, and many born
under the sign of the manticore are said to have
shcft, Expiosive tempers. ¥our strong Personal[t}r
and tenden.cy for violent outbursts makes furmi.ﬂg
lasting relationships difficult for you; however,
you are fiercely loyal to the friends you do have,
and make for a wonderful ally and companion.
You are a very passionate and motivated
individual and once you set your sigllts on
snmﬂliﬂg there is no force in the world that can
stop you from reaching your goals.

Thuugh YOu pursie gca]s with admirable
passion and enviable focus, you should take care
to be aware of your surroundings, and be aware of

the effect your strong emotions have on those

ﬂ.‘l.'D'L‘I.ﬂ.d You.

Ability Score Array
Str: 6d6 Dex: 4d6 Con: 4d6
Int: 4d6 Wis: 3d6 Cha: 3d6

Favored Classes
Those born under the sign of the manticore
may choose fighter, barbarian, or rogue as their

EH.VD:I.'E d c 1335.

Traits

Those born under the sign of the manticore
are Ilig]’.'l.l}l’ driven individuals with little patience
for those who would stand in the way of their
goals, paining a +2 bonus on initiative rolls.
However, in their haste to get things done they
often leave themselves dangerously exposed and
suffera -2 Penalt}v to AC du_ring the first round of
combat, and after charging.



THE CENTAUR

Those born under the 3igﬂ. of the centaur are
well known for having an abundance of energy. You
are an extremely positive person, and even when
situations are at their worst you continte to think
positively. You are ambitious as well as idealistic,
and aiways strive to cha.ﬂ.ge: the world in a way you
believe to be better. You are honest to the point of
tactlessness and stra.ightforwa.rd to the point of
bluntness. You are a modest individual, never taking
undue credit and often downplayiﬂ.g your role in
tl:i.ugs. You prefer 3imple: pleasure to lavish ones.

You tend to be a strong but quiet supporter of

ANy CAUsE you EEE]. WD.I.'t].'.i.?, I'J.DWEVE:I.', You never j'l.l.‘l.'ﬂP

into things without ﬂ:iﬂltiug t]'J_iﬂ.gs ovEer I'}Lornug]:.ly.

Ability Score Array
Str: 4d6 Dex: 4d6 Con: sdb
Int: 3d6 Wis: 4d6 Cha: 4d6

Favored Classes
Those born under the sigﬂ. of the centaur may

choose druid, paladin, or ranger as their favored class.

Traits

Those born under the sigﬂ. of the centaur have a
great abundance of ENETEY, aﬂowi_ng them a +2 bonus
to Fortitude saves and Constitution checks vs Eatiguf:.
Their ﬂctrmlrly honest nature means that tJ:u:}r are

unaccustomed to lyiﬂg and suffer a-2 Penalt}r to Bluff
and Sense Motive checks.

THE CHIMERA

Those born under the sign of the chimera
(mmztim.ea referred to as the -:I_ragun} are very
ambitious individuals. You stride towards your gua.ls
with both great determination and great discipline,
Never rElEﬂti_ng until you meet your end. You have a
great love for material things, and tend to hoard
o]::je-::ts that reflect your wealth and status. It is often
said that those born under the sign of the Chimera
have long memories; this is epically true of grudges,
and those who WILOng you would do well to
remember that it is well within in your nature to
hunt them down and exact whatever yuu’re due. In
relationships you tend to be reserved and pessimistic,
believing that things are usua.u}r too gcmd to be true.

Though it is difficult to earn your trust, those that

dﬂ WIJ.I. .E'I.:I.'.Ld you to E}E um:nn:.monl}r ].D}?El, ﬂ.‘l'.‘t{l:
your El.].I.iES EﬂldgES thﬁn IJECCI:IIIE your gﬂidges.

Ability Score Array
Str: 5d6 Dex: 4d6 Con: 4d6
Int: 4d6 Wis: 4d6 Cha: 3d6

Favored Classes
Those born under the sign of the chimera
may choose ranger, fighter, or wizard as their

EH.VD:I.'E{I C.{EI.SB.

Traits

While some call them fatalistic, those born
under the sign of the chimera know that their
caution is likel.y to reward them. Tllf:}? receive a +1
bonus to the saving throw of their choice.
However, theirr cautious and pessimistic nature
can lead them to lose ]:lCI-PE in the face of certain
dire situations and so thﬁ"}? receive a -1 penalty toa
saving throw of their choice. Both choices are
made at character creation and cannot thereafter
be changed.

THE MERFOLK

Those born under the sign of the merfolk are
friencﬂ}r and inventive Peopl.e. You are a true
original, standing out from the rest of the crowd.
Thuugh you have many Erie:ﬂ.ds, you tend to keep
ymu:stlf at a d.istaru:e, and have some d_ifficulty
Eorrning !.asti_ng rela.tionsh_ips. Honesty
is important to you and is a qual_ity you have in
great abundance — you loathe keepi_ng secrets and
have trouble not sPeaking your mind in a
conversation. You will have many romantic
interests in your life, though these tend to be
short affairs fﬂcusing on the Physica.l. You often
spend time undertaking humanitarian endeavors,
seeing great Pcrti:ﬂ.tia.l in the underprivﬂeged.

You can Erequently be llnPredil:ta]:}].E, and
this can be both a !ﬂessing and a curse. It
gives you an Edgr against villains who spen{i time
planning against you, while straining

relatinnships with order-driven allies.



Ability Score Array
Str: 3d6 Dex: 4d6 Con: 4d6
Int: 4d6 Wis: 5d6 Cha: 4d6

Favored Classes
Those born under the sign of the merfolk may
choose druid, monk, or wizard as their favored class.

Traits

Those born under the sign of the merfolk gain a
+2 bonus on all saving throws vs divination spells, as
their mercurial nature makes it difficult to Predi-::t
their actions. Howevwer, their attitude toward
dishunesty means that ﬂ'n:y can never have Bluff or
Sense Motive as class skills.

THE ELEMENTAL

Those born under the sign of the elemental are
the most versatile of all, never specializing in any
one field. You a.da.pt to changiﬂ.g conditions quiclcly
and can do many ti‘Lings well. You get a.long well
with others but are more of a follower than a lead.er,
and because of this some consider you to be weak-
willed. You often change your appearance and can
blend sesr_ﬂﬂessl}r into many different social groups;
however, you have many secrets and share them 1::n|:|.'|1_5|r
with those who you hunestly trust. When Pr:sen.ted
with a problem, you tend to work with others
towards r:aching a satisfa.ctnr}r conclusion. While
you rsu:el}r ad.upt leadtrship roles, those who are

perceptive will notice that you often ma.ﬂ_ipulate

events behind the scenes.

Most of those born under the sigﬂ of the
elemental have malleable natures. They pursue a
wide variety of activities to achieve lofty, but closely
gua_rded, persunal gnals.

Ability Score Asray
Str: 4d6 Dex: 4d6 Con: 4d6
Int: 4d6 Wis: 4d6 Cha: 4d6

Favored Classes
Those born under the sigﬂ. of the elemental may
choose any class as their favored class.

Traits

ND:I.'.I.E.
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INTRODUCTION:

Choose Your Own Adventure character creation
allows your players to jump straight into the action,
turning character creation into a kind of game {complete
with rewards and consequences for successes and
Fa_i.lul:es} which both allows you as a DM to set the stage
for your campaign and generates characters who have a
Eai.rl}r well-defined Ea.c:k'stcrry.

Choose Your Own Adventure character creation is
cif:signed to be used with any d2o system which uses the
default six ability scores {Strmgt]:l, Dexterity,
Constitution, Intelligence, Wisdom, and Charisma), and
which expects those scores to be somewhere between 10
and 20 at first level. The system is highly modular,
however, and DMs are very much encouraged to modify
the system for their own Persuna.l use. In fsu::t, at the end
of the chaptzr there is a guic}.e desig-ned to help DMs
create their own Choose Your Own Adventure
adventures that best fit their campaign and game.

USING THE EXAMPLE:

Included below is an exaﬂlple adventure which can
be used to create new first level characters. Your players
will be presented with a series of problems and questions,

to which I'_hf;"}r must choose an answer from those

provided. Depending on which answer they choose, they
will make an ability check (the ability they use is
determined b}r the answer t}:l.ey chc:se). If ﬂley succeed on
the check, they add a single point to the ability score they
used (note that this isan ability score point, not a
point-buy point, see Sidebar: Choose Your Own
Adventure Point-Buy for more information), and

Proceetl to the next questiﬂﬂ_.

SIDEBAR: CHOOSE YOUR OWN

STEP 1: CHOOSE YOUR RACE

Before 'begi.rl_ning the Choose Your Own
Adventure adven.ture, each pla.yer should
choose his or her character’s race, as well as
his or her name and gender. TI:l.aug}:l. the latter
two are prirﬂarﬂy for flavor purposes, the
former will Provir:le the character with an
ahi]_ity score bonus which will effect the
outcomes of his or her various ahi]_ity checks

d.uring the adventure.

STEP 2: CHOOSE YOUR
BACKGROUND

The first question in the E'J[ﬂml}lf:
adventure has the player -::hucsi_ug his or her
character’s hackgruund, based on their Parent’s
Prufessiun. Their answer to this question will

determine which series of questions they are
given for their childhood. For example, the

child of a blacksmith will face a different
series of problems (B1-B3, in the Exa_tnple)
than the child of a priest would (PI'Pj). In
addition to different specific questions,
different Paths Prnvide different levels of
opportunity for increasing each specific abilit}r
score, so a blacksmith's son will have more
questions [ﬂvolving Stﬁ:ﬂ.gth and

Constitution than a Priest’s son will.

STEP 3:
ANSWERING QUESTIONS

Each character will be Presentzci with a
number of questions based on his or her

i<y

VENTURE POINT-BUY

The reason Choose Your Own Adventure character creation uses raw al}ﬂ:.t}r SCOLE Puiﬂ.ts instead of

point-buy points is very simple: when you are adding new points all the time and regularly making ability

SCOLE -:hecb;s, it can be VErY difficult te keep track of how many poiﬂts a character has a.ctuau}r added to his
ability score. Using raw ability score points simplifies play greatly, but does mean that characters are more
likely to come out of character creation at different power levels. The disparity in effectiveness is generally
less than when characters are gr_'nerated with dice arrays, but still more than Pni_nt'bu}r.

If you decide to have your Choose Your Own Adventure adventures use Puint'buy poiﬂts instead of
abﬂity SCOTE pnints, be Prepa.red for playzrs to have some amount of difficulty keepi.ﬂg track of how many
pc:u'_ﬂts they have in which ahﬂity scores. Also note that you will need to generate more quzstiorls to account
for the difference. Additionally, you might consider simplifying matters by changing the ability score
checks to so difficulties or something else which doesn’t force players to constantly track both the number
of points and the modifier applied to their various scores, a task that becomes especially difficult when

racial a.djustmerl.ts need to be taken into account.

S

RS



choices. In the example adventure, the only answers
which change which questions they will pet are their
choice of parentage, their choice of career, and any
choice which causes them to be expelled from their
chosen career {m which case they take on a different
one). Below is a sample question, which we will

EXamine:

Mi7: Your enemy drives you back into the small,
walled city of Forsherg. The enemy is tenacious, and
it quickly becomes clear that you will have to hold
back their numbers and survive the siege until
reinforcements arrive in 3 days. You are given a

choice of assignments in defzuﬂing the ker:p. What
do you do?

oFire at the enemy from the walls. (DF_‘IC or Int} 2
oHold the door against their attempts to ram it
Opern. (Con) 12

oDefend the battlements in man'.to'man combat.
(Str)12

Mi7: This is the question’s title, short for “military
7" which indicates that it is the seventh question in
the military line. This is useful for navigating

thruugh the qm:stinns based on the answers the
characters g—ive, but serves no other purpose.

Flavor Text: This section explains to the player
what situation their character has found him- or her-
self in, and makes the question fun and exciting

rather than a tedious and urﬁns_pired series of dzo

ru]ls.

Answers: These are cum{:csed of three parts, outline
below:

Flavor Text: Each of the answers has a flavorful “in
character” Expianati.-::u, which Explai_ﬂs what the
character is doing to solve the problem outlined
above.

(Abﬂft}r Score): This section list the ability score (or
scores, as the first option indicates) that will be used
to make the check. In the case of two or more scores
with “or” as an option, the character chooses one of
the ability scores and makes a check with it. In the
case of "anu:l”, the character still un].y UsSEs ONe a.Ei].it}r
score, but in the case of a success will add a point to
both of the ability scores listed.

Dz'fﬂcufty: The number listed at the end indicates the
DC of the al:rility checl in question. In many cases

the DC will vary depe:ndi.ng on which answer the
Playe: chooses. Note that in some cases additional
instructions will be given inpa_te:ntheses after the

DC.

Once the Pla.?e-r chooses his or her answer,
he or she makes an al:rility score check with the
appropriate ability score. [f the check is a success,
the Player adds one Poiﬂt to the ahﬂ.ity score he or
she used. If the check is a failure, the player
instead adds one point to his or her lowest a.bility
score. If he or she has two abi]_it}r scores tied for
lowest, the pla.yer may choose which of the two
a.i.'rﬂ.it}r scores to add the Puint to. INote that a
character cannot have more than 18 in any single
ability score (20 after racial acijustm.enta), If a
character would exceed that cap, he or she may
Place any points which would be put into the
maxed-out a.EiJ_ity score into any other ability
score of his or her choice.

EXAMPLE ADVENTURE:
THE CHILD OF HAMDALE

You are born in the sleepy village of
Hsu:ndaie, a frontier town at the Edge of the
kingdom of Alamoor. Like any town, Hamdale is

home to a wide variety of PEOPI.E. Which of the

following occupations do your parents hold? (No
roll is required for this question: players simply
choose which answer they prefer).

oBlacksmith (Proceed to B1)

oPriest (prnceed to Pr)

oHedge-wizard {prucezd to Hi)

oFarmer (pruceed to FI)

oScholar (prnceed to S‘I:}

oHunter (pruceed to UI)

B1: One day, while you are helping your father
shoe a Particularly restless horse belongi_ng toa
nearby lord, a loud noise spooks the horse, and
instim:tively you know it is about to kick
violently. If you do nothing, your father will be
struck, and quite possibly injured seriously. What
do you do?

o LeaP forward and attempt to push your
Father out of the way before the blow falls.

(Str) 5
o Position }rnurse]f between your father and

the horse, taking the hit yourself and
shielding him from the blow. (Con) s



o Do nothing, it isn’t your place to take a blow
for your father. (Int) o

B2: No one in Hamdale is too good to work, and
when you reach a certain age you are forced to take
responsibility for certain chores, though you have
some choice as to what you will do. What chore do
you choose? (Continue re-rolling until you succeed.
You cannot Tetry a speciﬂc chorz)

o Work at your father's furge. (Str or Con) i

o Do your best to avoid work. (Dex) 5

o Study in the hopes of going to a university.

(Int) 5

o Cook and clean around the house. (Wis) 5

o Beg for money in the street. (Cha) o

B3: One night, while you are in your father's forge
while you shouldn't I}E, you .:-u:cidentall}r knock over a
shelf full of tools, and are horrified to discover that
you have damaged a suit of aimo;: that was
commissioned by a very influential lord. He's coming
to collect it in the morning, and your father will be
very upset with you. What do you do? (This check
applies to two different ability scores. Use the benefit
of EITHER of the two abilities ﬂsted, and appl}r a+I
bonus to BOTH scores if you succeed. If you fail,
app].y a +1 bonus to your TWO lowest abi!_i.ty SCOIES}.
o Attempt to fix the armor yourself using your
father's fnrge. {Str and Cﬂﬂ) 12
o Go to your father i.mmediatel}r and cunfess,
accepting whatever punishment he deems
appropriate. (Wis and Int) 5
o Toss the armor in the lake and lie to your
Ea.dler, teuiﬂg him that Yyou saw a sha{ly Eigure
running off with it. (Dex and Cha) 8

P Shortly after WEEHy service at the chapel, you
catch aculy‘te Matthew stEa]_ing from the donation
bowl. You confront h.i_tn, and he tells yoiul that he is
stea.li_ﬂg to pay healer’s costs to help his sick sister
recover from red ache. His desperation lends credence
to this, but you know that the missing money will
not go unnoticed. What do you do?

o R.Eplace the lost coin with VOUur oW meager

savings. (Wis) 5

o Convince him to turn himself in, explaining

that the priests will likfly forgive him and may

offer aid to his sister. (Cha) 5

o Take responsibi.].i.t}r for the theft you.tse]f,

accepting puﬂ_ish.ﬂlent on Matthew's behalf.

(Con) 0

P2: Father Gregor comes to you one day before you
rest. Wou have been here for some time, and he is
worl.dering whether or not you would like to |:|.elp out
with new chores for a change of pace. What do you
do? (Continue re-rolling until you succeed. You
cannot retry a specific C]JOIE}

o Serve as an acolyte, helping to run the rituals

and services. (Wis or Cha) 8

o Study in the hopes of going to a university.

(Int} 5
o Muck out local stables, donating your earnings

to the church. (Con) o

o Haul lumber at the ﬂ.Ear'::y lumber camp, do
nating your earnings to the church. (Str) 5

o Do your best to avoid work. (Drx) 5

P3: High Priest Michael visits from the Jeweled City.
He has a less than flattering reputation, and he
:Ep{:ated.l}r insults your town and church. What do
you do? (This check applies to two ditferent ability
scores. Use the benefit of EITHER of the two
abilities ].iste:-:l, and apply a +1 bonus to BOTH scores
if you succeed. If you fail, apply a +1 bonus to your
TWO lowest a.hilit}' scores},
o Point out the scriptures which praise humility
and homeliness as virtues, and engage him in
religious debate. (Wis and Cha) 12
o Get into a brawl with him and his retainers to
teach him a lesson about disrespecting your
town. (Stl.' and Cnn} 5
o Sneak into his room with forged documents
implicating him as a heretic, only to “discover”
them later while cleaning his room. (Dex and
Int) 8

Hi: Your father is away on errands, and while you
are sweeping you knock over the cage containing his
imp. You know that if he returns with his imp
wreaking havoc within his shop, there will be severe
repercussions. What do you do?

o Attempt to cnmpel it into the cage by

invoking its true name. (Cha) 5

o Trick it back into the cage L‘ry outwitting it.

(Int) 5

o Beat it into submission and return it to the

capge l}y force of arms, (Str) o

Ha2: Your father is Extremfrly ]:rusy as of la.tt:, as a slew
of new orders has come in from the local fighter's
gui].d and he asks you to he].p out around in any way
you can. What do you do? (Continue re-rolling until



you succeed. You cannot retry a specific chore)
o Brew potions for his customers. (Int or Cha)8
o Cook and clean around the house. (Wis) 5
o Do your best to avoid work. (Dﬂc) 5
o Muck out local stables, giving your earnings to
your Eather. (Cnn) 5

o Haul lumber at the ﬂza.rby'lumbet camp,
giving your earnings to your father. (Str) o

Hj: While you are t_':anspnrting a speﬂbou!{ toa
customer, Henry, the local bully, and his thuggish
friends decide to pick a fight with you to amuse
themselves. You know him to be brutish and cnl.dE,
and he has harassed you before. You know that the
book contains many speﬂs that would make him
think twice in the future. What do you do? (This
check applies to two different ability scores. Use the
benefit of EITHER of the two abilities listed, and
apply a +1 bonus to BOTH scores if you succeed. If
you fail, apply a +1 bonus to your TWO lowest abil-
ity scores).
o Gpm the book to a random page and try to
cast the spell within. (Int and Cha) 12
o Dru_p the book and use your fists to teach
Henri and his cronies a lesson. (Str and Dex) 8
o Stand your ground, unafraid but not fighting
back, and take their blows with stoic pride. (Wis
and Con} 5

F1: A nest of foxes takes up residence near your
farmhouse. T]:ley raid the henhouse regl.da_f].y and
become a major nuisance. Y our father needs to
deliver the crop to market, so he asks you to set up
for the ﬂ_ight with a s]_ing to ward off the foxes while
he is gone for the evening. Y ou want to go to the
Summer Festival with your friend Billy instead, but
your father stresses the i.mporta_nce of your watch.
What do you do?

oStay up all night watching the hens, struggling

not to fall aslee:]_:r. {Cnn} 5

oSneak off to the Summer Festival and bac]:,

I:l.upiﬂ.g that nothiﬂg happens while You are

gone. (Dex) 5

oConvince Bﬂl}r to take over part of your Watc:h,

allurwiﬂ.g you a chance to go to the Summer

Festival. (Cha) o

Fa: Father decides it's time for you to start he].piﬂg
put food on the table. What do you do? (Contiﬂ.ue
l.'E"'l.’Dlliﬂ.g until you succeed. You cannot retry a

specific chore)

o Tend to the Crops and animals on the farm.
(Con or Dex) 8

oCook and clean around the house. (Wis) 5
oHaul lumber at the ntarhy lumber camp,
giving your earnings to your father. (Str) 5
nBEg for MOoney in the street. (Cha:i 5
oStudy in the hopes of going to a university.
(Int) o

Fg: You and Biﬂy are heu:d.iﬂg sh.eep when he breaks
his leg. He can’t walk without assistance, and you're
miles way from home and other settlements. What
do you do? (This check applies to two different
a.hility scores. Use the benefit of EITHER of the two
abilities ].iste:{i, and appl.y a +1 bonus to BOTH scores
if}rou succeed. If you Eail, app].y a +1 bonus to Vour
TWO lowest aEi.l.ity scores}.

o Run back as fast as you can to get help before

a rabid wolf or wandering ogre gets to him.

(Dex and Cnn} 1z

o Mend the leg yourself with the supplies on

hand. (Int and Wis) 8

o Help billy back, providing him with moral

support and half-carrying him. (5tr/Cha) 5

S1: Fellow student Ri.gi:l starts a debate about your
most recent paper in front of vour tutor, master
Alaundro. He mocks your arguments in front of
EVErYOne, taking great Plf:asure in maldng fun of Voit.
What do you do?
o Logically disprove his argument, showing that
it relies on circular logic. (Int) 5
o Point out that your argument is perfectly
valid, and that Rigel is simply trying to discredit
you in front of your tutor. (Wis) 5
o Sh'p away unnoticed while everyone 13:.13113 at

one of his jokes. (Dex) o

S2: Thuugh studies take up much of your time, your
father and Alaundo apree that you should have some
kind of extra chore to OCCUupy your time and build
character, What do you do? (Coﬂ.tiﬂue re:-‘rol]_i_ng
until you succeed. You cannot retry a specific ChﬂIE)
o Take on extra studies to prepare you for the
university. (Int or Wis) 8
o Muck out local stables, giving your earnings to
your father. (Cnn) 5
o Haul lumber at the n.ea.rhy lumber camp,
giving your earnings to your father. (Str) 5
o Beg for money in the street. (Cha) s



S3: Your father has recently finished a thesis on the
nature of sphinxes, and prnudly givm VOu a copy S0 that
You can be the first to see his work. You are distra.ught to
find that his paper contains a serious miscalculation,
howewer, and that if it is published as-is, your father will
be a laughing stock amongst his fellow scholars. You try
talking to your father about it, but he dismisses your
concerns, What de you do? (Tl'lis check apg].ies to two
different abi]_ity scores. Use the benefit of EITHER of
the two abilities ].isted., and appiy a +1 bonus to BOTH
scores if you succeed. If you fail, apply a +1 bonus to your
TWO lowest a.bilit}? scores},

o Sit him down and demonstrate the error logically,

one step at a time, (Int and Wis) 12

o Intercept the thesis and alter it secretly before it

can go to the local printing press. (Dex and Cha) 8

o Coerce the local printer into refusing to publish

it by threatening him with violence. (Str and Con) 5

Ui: Your father is t:a.ching voit the basiecs of huntiﬂg out
in the woods, when a wild boar -::ha.rges out of the brush
at you and there isn’t time for your father to assist. What
do you do?

o R.Ea:iy your spear, and pray. (str) 5

o Al:tempt to roll out of the way and shoot the boar

as it passes. (Dex) 5

o Run away as fast as you can, discretion I::Eing the

better part of valor. (Wis) o

Uaz: Times are learl., and your father asks you to I].E].P out
a little more to share the burden during a particularly
harsh winter. What do you do? (Continue re-rolling
until you succeed. You cannot retry a SPECi.EiC chure)

o Hunt game in the woods, providing food to eat

and skins to sell. (Str/Dex) 8

o Study in the hopes of going to a university. (Int) 5

o Beg for money in the street. (Cha) s

o Cook and clean around the house. (Wis) o

o Muck out local stables, giving your earnings to

your father. (Cun:l 5

Usz: You return home one day to find a ferocious bear
trapped in a snare just outside your home. He is injured,
but very much alive, though it is clear that he will not
live unless released and g{vzn treatment. You won't be
able to get into your cabin while the bear is still there.
What do you do? (This check applies to two different
a.]::ility scoresUse the benefit of EITHER of the two
abilities listed, and apply a +1 bonus to BOTH scores if
you succeed. If you fail, apply a +1 bonus to your TWO
lowest abﬂi.t}r scores).

o Take up your weapon and try to finish
the beast off. (Str and Dex} 12

o Gain its trust and heal it, releasing it
into the wild once you've nursed it back
to health. (Wis and Cha) 8

o Wait it out, surviving off the land until
it dies of starvation. (Iat and Con) 5

CAREER: On your thirteenth ]:rirthday, when
you are finally considered an adult, you must
choose a career to follow. You have several
options, and the choice is yours. (No roll is
required for this question: players simply
choose which answer they prefer).

oJoin the king's army, enlisting as a

soldier. (Proceed to Mir)

oEnroll in a smaﬂ, mtt-‘nf“the-‘way

monastery. (Prooeed to Mm}

oSet out to live in the wilderness.

(Proceed to Wl)

oAttend a magic acad{:ﬂl}r. (Procee& to

Mar)

oSet out for the big city to earn your

fortune. (Pruceed to CI)

Mix; Nea.rl}r as soofn as you arrive at the bar-
racks you are EquiPPEd and started on basic
training. Y ou are set to a variety of tasks de-
signed to increase your Physica.l fitness.
(Make separate ability checks for Strength,
Dexterity, and Constitution, then add 1 point
to whichever score you rolled highest on).

Miz: Your new drill sergeant—a half-ore
named Maugroy—is a cruel and malicious
person, taking great pleasure in inflicting pain
upon recruits, especially you. What do you
do?
o Force Maugfcy to respect you with
brute force (Str} 10 (regsu:dless of success
or failure, the character must succeed on
a DC 12 Charisma check or be clis-::hal:ged
from the army for atta.ck_iﬂ.g a superior
officer, in which case he or she should
proceed to either W3 or C3)
o Suffer thrnugh the abuse with digrl_ity.
(Wis or Con) 10 (regsu:dless of success

or faiiure, tl'.l.E Ch.:’l.l:ﬂf.tEf receives a -1

pzualty on his or her aj::ilit}' check for



Miy)

o 'Atti:mpt to frame him for IJEi_ng a spy, handing
the evidence over to the ca_tnp’s commander. (Dex
or Cha) 10 {1[" the character succeeds, he or she
receives a +1 bonus on his or her ability check for

Mi4, but suffer a -2 penalty instead if they £ail).

Mi}: Every soldier must go t.'n.rough basic training. You

Find yourself exce]]iﬂ.g at one exercise in Particular.

What is it?
o Mountain climbing (Str) 12
o Forced march (Con) 12

o Obstacle course (Dex} 12
o Wilderness lore (Wis) 12

Mig: You've been serving for some time, and the
opportunity arises for promotion to an officer rank. Do
you apply for it? (Dnl}r characters who succeed on this
check qua]_ify to become Pa.ladms Characters who fail
their check add one point to their Constitution, instead
of their lowest al:lilit}r score.)

o Yes (Cha) 12

o No (Con) (4]

Mis: One day a messenger arrives at the camp, with a
message that war has broken out and VOoul are all needed
on the front lines. You may now choose your character’s
class. No roll is required for this question, but the
character must meet the minimum prerequisites for his
or her chosen class. The minimum prerequisites for each
class are provided below:

o Fighti::: Strength, Dexterity, or Constitution 12+

o ngﬂ: Dexterity 12+ and Wisdom 12+

o Rogue: Dexterity 12+

o Paladin: Strength 12+, Charisma 12+, and the

character must have successfuﬂy become an officer

Mib: You've been tasked with holding a picket line when
YOl SE€ an -::Ppo:tunity to flank the enemy and cause
major damage to their troops and aid your own. You've
been ordered not to leave your Pici{et, however. What do
you do?

o Take the opportunity, abandoning your position.

(Str or Dex) 12

o Hold your position, fulfilling your duty. (Con or

Wis) 10

o Quickly ask for permission from your

commanding officer, then, if they grant it, go on the

offensive. (Int or Cha) 8

Mi7: Your enemy drives you back into the
small, walled city of Forsberg. They are
tenacious, and it quickly becomes clear that
you will have to hold back their numbers and
survive the siege until reinforcements arrive
in 3 days. You are given a choice of
assignments in d{:fcnding the keep. What do
you do?

o Fire at the Enemy from the walls. (DF_‘H:

or Int} 1z

o Hold the door against their attempts

to ram it open. (Con) 12

o Defend the battlements in man-to-man

combat. (Str} 12

MiB8: Impressed by your recent performance,
your commander decides to promote you, and
gives you a choice of where you are promoted
to. What do you choose?
o The 141:]1 iufmtry company, the “Black
Wolves.” (Con) 14
o The 7th heavy cavalry company, the
“Centaurs." (Str} 14
o The 12th scouting division, the
“Trackless Ones.” (Dex) 14

Mig: In what appeared at first to be a routine
skirmish, you stumble upon an enemy peneral,
Karakow, a master swordsman. Seeing the
opportunity to deal a terrible blow to the
ENemy, you order your men to attack. As his
bodyguard and your soldiers clash in battle,
you find y{:rurself alone against this furious
whirlwind of destruction. What do you do?

o Throw y{:ru.l:self at him in a furious

assault, hoping to deal a lethal blow

before he can muster a defense, let alone

a counterattack. (Str or Dex) 18

o Take up a defensive position and hope:

that You are able to last lnﬂg Euoug.'u. for

him to tire and make a fatal mistake. (Int

or Cun) 15

o Feint, attempting to throw him off-

balance and strike while he’s distracted.
(Cha) 12

o Order your men to focus on Karakow,
rather than engaging him d_irec.tl}r
yourself. (Wis) 10



Moi1: When you arrive at the monastery you are
given a long list of religious, philosophical, and
scientific texts to read, to expand your knowledge
and improve your mental abilities. (Make separate
ability checks for Intelligence, Wisdom, and
Charisma, then add 1 point to whichever score you
rolled ]:Lighest on). ;

Moz: As you read the various doctrines and scripts
the monks provided you with, you discover that
several of their teachings differ wildly from what is
widely accepted outside the monastery, calling for
self-flagellation as a ritual cleansing of bodily
impurities, and you begin to suspect they may be
heretics of some kind. What do you do?
o Voice your concerns to the abbot, reasoning
out the flaws in their heretical doctrine. (Wis)
10 (reg—a.rdless of success or failure, the character
must succeed on a DC 12 Chsu:isrna check or be
Pu].itf:l}r but firml}r told he should leave the
monastery, in which case he or she should
proceed to either W3 or Ma3z).
o Accept their doctrine, regularly intlicting
bodily harm on yourself for your spiritual
health. {Str or Con) 10 (rega_rdless of success or
failure, the character receives a +1 bonus on his
or her nbﬂit}r check for Mn4}
o Play along with the practice, but refrain from
doing anything particularly unpleasant to
}rnurself. (Int or Cha:i 10 (if the character
succeeds, he or she receives a +2 bonus on his or
her al:lﬂity check for Mo4, but suffer a -1 Pen.alty
instead if they fail).

Mo3: The abbot explains to you that the

monastery possesses several different roads to
En]_ightenmeut and that the time has come for you to
choose one. What do you choose?

o The study of m.eta.physics. (Int) 12

o The study of a]_:rp].ied thzulug}r. (Wis) 12

o The practice of religious debate. (Cha) 12

o Physical exercise. (Ser) 12

Mog4: One day, the abbot pulls you aside and
explains that he has been observing your progress,
and is most impressed. He explains that, if you like,
he thinks that he could teach you quite a bit about
arcane spellcasting, but that it may take away focus

from your other studies. Do you accept? (Dnly
characters who succeed on this check qualify to

become wizards. Characters who fail their check
add one point to their Wisdom, instead of their
lowest ability score).

o Yes. (Int) 12

o Neo. (Wis) o

MBS: After some time at the monastery, the abbot
informs you that you are to be inducted from
acolyte to a full monk. You may now choose your
character’s class. No roll is requi_ted. for this
quest[oﬂ, but the ch:u_:actf:r must meet the
minimum prerequisites for his or her chosen
class. The minimum prerequisites for each class
are Pravid&:d below:

o Cleric: Wisdom 12+

o Monk: Sttength or Dexteri.t}r 12+ and

Wisdom 12+

o Paladin: Strength 12+ and Charisma 12+

o Wizard: Intellipence 12+, and the character

must have succeeded on their check in Moy.

Mob: Now that you are a full'ﬂedged mun]{, the
monastery requires you do gnoci services in their
name. What do you do?
o Offer your I'J.Eﬂ.ling services to anyone in
need. (Int or Wis) 12
o Perform for the children at the urphanage.
(Dex or Cha) 10
(] Heip rebuild homes and towns destroyed

in the war. (Str or Con) 8

Mu}': One day, while you are travelling back to
the monastery from ciui_ng gnnd works, you come
upon a man ]:reing chased l:-y a mob. He l}egs you
for sanctuary, but the mob's leader explains that
the man is a warlock and must be slain. What do
vou do?

o Give a sermon on forgiveness, attempting

to soften the hearts of his pursuers. (Wis or

Con) 12

o Offer to serve as the man’s 1&:33]. counsel in

a fair and unbiased trial. (Cha) 12

o Hand the man over to the mob. {Int) 12

Mo8: For months, a schism has been brewing
over the interpretation of a passage in your
monastery's scripts. One side P::Efers the old
reading, citing the importance of tradition, while
the other side preaches tolerance towards other
religions and beliefs. The debate is fierce, and you



are forced to pick sides. What do you do?
o Side with the traditional message. (Int) 14
o Do your best to remain moderate without
angering both sides. (Wis) 14
o Adopt the newer, more compassionate reading.

(Cha) 14

Mug: A man comes to your monastery clai_ming to be the
prophet of your deity. You have never heard of him
I:refore, and he is not known to have been part of the
church. He begins preaching to the local populace,
misleading them with false doctrine and prophecies in
the name of your church. He performs a number of
miracles, and many of the monks are quite taken with
|:lim., but you aren’t so sure. What do Yol do?

o Engapge him in a religious debate, attempting to

prove his teachings as heretical. (Cha) 12

o Pra}r for a miracle from your d&:ity to d_i.sprove his
false miracles and show him_. to be the false pruphet

he is. (Wis) 18

o Lay a cunning trap which will reveal his hen:sy
as well as the falseness of his miracles. (Iﬂ.t) 15

o Sneak into his quarters with incriminating and
heretical texts, nnly to “discover” them later. {Dex)

10

Wi: As you make your way out into the

wilderness, you quickly learn that even simple survival
will prove difficult, as you must hunt and forage for
yourself, living off the land. (Make separate ability
checks for Strength, Constitution, and Wisdom, then
add 1 point to whichever score you rolled highest on).

Wa: A druid who lives in the nearby woods takes offense
at your moving in, and begins to constantly harass you,
seru:]ing small woodland ereatures to pester you and en-
taﬂgling the un{lergrnwth around Vol as youl SI.EEP. What
do you do?
o Avoid the druid, moving elsewhere. 10 (Dex)
(rega_rdless of success or fa_i.lu.te, the character must
succeed on a DC 12 Constitution check or be forced
to give up on life in the wilderness, in which case
he or she should proceed to either Miz or C3).
o Fight the druid, beating him into submission. (Str
or Dex) 10 (regardless of success or failure, the
character receives a -1 Pena.lty on his or her a'::ility
check for W4)
o Attempt to befriend the druid, or at least outlast
his childish pranks. (Wis or Cha) 10 (if the

ChﬂIH.CtE:I.' Si.'I.CCEE{lB, hf! or Shﬂ‘ receives a +1 l}DEI.I..IS on

his or her :ibﬂity check for W4, but suffer a -2
penalty instead if they £ail).

W3: You find }rou_q:self running low on food
again. How do you go about fi_ncling more?
o Hunting wild game. (Str) 12
o Picking edible berries. (Wis) 12
o Subsist on moss and lichens. (Con) 12
o Fish in a nearby stream. (Dex) 12

W 4: Once you have been living in the
wilderness for some time, an eccentric monk
hermit by the name of Owen moves into the
area. After sPeakiﬂ.g with h_im, you learn that
he seeks a pupi.l to pass on his lc_uowledge to,
but that not all are wurthy of such an honor.
Do you attempt to prove yourself wnrthy of
becoming his disciple? {Dﬂl}' characters wheo
succeed on this check qua.lify to become
monks. Characters who fail their check add
one point to their Strength, instead of their
lowest abﬂit_',r SCOI’E}.

o Yes (Wis) 15

o No (Str) o

Ws: You have now survived in the wild lnng
enﬂugh to feel at hom.e, and you no lunger
struggle simy].y to survive. Y ou may now
choose your character’s class. No roll is
required for this question, but the character
must meet the minimum prefequisites for his
or her chosen class. The minimum pre-
requisites for each class are prc-vider:i below:

o Barbarian: Strength or Constitution

12+

o Druid: Wisdom 12+

o Rangers: Strength or Dexterity 12+,

Wisdom 12+

o Monk: Wisdom 12+, Strength or

szterit}r B2+ and the character must

have succeeded on their check in W

W6: You encounter a mother bear that has
been injured by hunters. She has managed to
drive them nff, but you know she will not be
able to hunt Prope::l}r, and both her and her
cubs will perish in the coming winter without
food. What do you do?

o Hunt extra for the bears, providing

them with the food they need. (Str or



or Con) 12

o Attempt to heal the bear, gaining its trust and
then tending to its wounds. (Wis or Cha) 10

o Set a series of snares and traps which will lure
animals to within the bear’s reach and cripple or
trap them. (Dex or Int) 8

‘W7: One nig]lt you have a dream in which a spirit
visits you and tells you that in order to determine
your path and future, you must undergo a vision
quest. What do you do to E:iﬂg about the vision you
seek?
o Fi.ght with animals until the vision comes to
you in a life-or-death moment on the battlefield.
(Str or Dex) 12
o Harvest specia]. herbs and berries which will
put you in a trance and induce a vision. (Wis) 12
o Fast for several da}rs and nights until your

hunger allows you to have a vision. (Con) 12

W8: During a windstorm, a tree falls and crushes
your home. While you aren’t injured, you must seek
1EwW shelter. What do you do?
o Move the debris out of the way and attempt to
rebuild. (Str) 14
o Take the event as a sigﬂ. and seek out a new
Pla—::e to build your home. {Wis} 14
o Take the event as a sign and live under the
stars, without any kind of home. (Con) 14

Wo: Loggers move into the area and dam the river to
aid in their efforts. It has a major impact on the flora
and fauna in your forest and many creatures will die
without that river. The logpers, however, are armed,
and refuse to remove the dam in the name of
progress. What do you do?

o Goona hungf:r strile until the ].oggera relent.

(Con) 18

o Call on the forest to aid you in your fight,

summoning animals and l:rringing to life the

trees themselves to stand aga_inst the luggers.

(Wis) 12

o Go to them alone and fight them hy you.l:seif.

(Str) 15

o Flee to another part of the fure:st, unable to

stand against the logpers. (Dex) 10

Mai: As you enter the ac.a.clemy, you are enrolled in a
number of basic classes to form the g-rouﬂ.dwoxk of
your Edu-::atinﬂ, and to prepare you Iﬂ.te:ﬂectuaﬂ}r for

more rignrmis courses to come. (Make separa.te

aEiJ.ity checks for InteH.i.gEﬂce, Wlsdo:ﬂ, and
Charisma, then add 1 point to whichever score
you rolled !-J_ighest un).

Maz: One of VOour professurs, a man named
Sha.laza.t, repe:atedly harasses you and other
studen.ts, moci!:i.ﬂg you and ma]f_ing your life
difficult. What do you do?
o Get back at him with a clever prank. (Cha)
10 (regardlexs of success or fai.lu_n:, the
character must succeed on a DC 12 Charisma
check or be expeﬂeﬂ. From the a—::a.df:my, in
which case he or she should proceed to either
Mo3 or Mi3).
o Do your best to avoid him, transferring out
of his class at the first opportunity and en
during as best as possible until then. (Dex or
Cﬂﬂ.} 10 (rega_nﬂess of success or faiiure, the
character receives a -1 Pena.lty on his or her
ahﬂit}r check for MM)
o Strive to be the best student You can I::e,
di:ﬂmnstta.tiﬂg the man's cmf:lty tl:l_tuugh
your own behavior. (Int or Wis) 10 (if the
character succeeds, he or she receives a +1
bonus on his or her al:li.i.i.ty check for May,
but suffer a -2 penalty instead if they Fail).

Ma3z: You pass your first series of classes, and the
time has come for you to choose a focus for your
studies. What do you choose?

o Magical theory (Int) 12

o Raw sorcery (Cha) 12

o Magical philosophy (Wis) 12

o Battle magic (Dex) 12

Ma4: One of your prufessors is attempting to put
tng{:tl:mr a class Eocusing on the ulmipu.la.tion of
divine magic, and would like to see if you are a
guod candidate for the curriculum. The
curriculum is demanding, and may get in the way
of your other classes. What do you do? (Dnl}r
characters who succeed on this check qualify to
become clerics. Characters who fail their check
add one point to their Intelligence, instead of their
lowest ability score).

o Yes (Wis) 12

o No (Iﬂt} o



Mas: You pass another series of classes, and have
become an upperclassman. You may now choose your
character’s class. No roll is required for this question,
but the character must meet the minimum
prerequisites for his or her chosen class. The
minimum prerequisites for each class are prnvidzd
below:

o Bard: Dexterity or Inte:]ligence or Charisma

12+

o Sorcerer: Charisma 12+

o Wizard: Inte]li.gen.ce 12+

o Cleric: Wisdom 124, and the character must

have succeeded on May.

Mab: Your friend Walter is hosting a party that you
decided to attend. It is a major violation of school
po].icy, and when the CAmMpus se:-::utity crashes the
party, you know you must act qu.icldy, or there will
be severe consequences. What do you do?
o Attempt to talk your way out of the situation
with a plausible lie. (Int or Cha) 12
o Run as quickly as you can, putting as much
distance as you can between you and your
pursuers. (Dex or Con) 10
o Take the time to push something heavy in

front of the door to block Pursuit, and then
make your escape. (Str or Wis) 8

Ma7: The time has come for your midterms, and you
are given a number of options as to what the tests
will entail. What do you choose?
o A mage's duel, slinging spells on the battle
field against your opponent. (Dex) 12
o A written exam, detailing various studies on
magical theory. (Int) 12
o A complex challenge in which you and your

classmates attempt to fool one another with

complex and detailed illusions. (Wis or Cha) 12

Ma8: It's time for your finals, and you must prove
your skills as a mage. There are a number of
different nptinus. What do you choose?
o Bind a minor demon under the supervision of
one of the instructors, and compel it to obey.
(Cha) 14
o Conjure a functioning model of the
multiverse, with all the planes moving in proper
alipnment. (Int) 14
o Create a magical shield and repel a barrage of
magical assaults from your peers. (Wis) 14

Mll.g: Y ou must hegiﬂ. work on your gra.dua.tion

Proji:ct. How do yoil showcase your talent?

o Use only your force of will to carve a
statue from a special, psychoreactive stone.
(Cha.) 15

o Create the schematics for VOour own style
of golem. (Int) 18

o Make Pe:a.ceful contact with a creature
from another plane, and interview it to learn
more about the other planes. (Wis) 1z

o Engage in a mage's duel, slinging spells
against your peers in an arena-style fight.

(Dex) 10

C1: As you arrive in town, you soon realize that
finding work isn’t as easy as you'd hoped. You
make contact with Thomas Quinn, a man who

claims to be able to find you a job. First, however,

he says that he must find out what job you'd be

best suited for. (Ma]u: separate 3]}5.11'1}; checks for
Strength, Dexterity, and Inteﬂ.igen.ce, then add 1
Pni.ﬂt to whichever score you rolled highest ﬂﬂ}.

C2: Thomas Quinn believes he has found three
different jobs which might be suitable for you.
Which do you choose?
o Enlist in the king's army. (Str) 10
(rf:ga.rd].ess of success or failure, the
character should pruczed to Mig).
o Join the local mage's academy. (Int) 10
(rega_rd.less of success or failure, the
character should prnczed to Ma.j).
o Join the local thieves’ guild. (Dex) 10

C3: The thieves’ guild, a local chapter of the

Silver Ravens, offers you advanced training in a
number of fields, though you can choose only one.
Which do you choose?
o Training in cat-burglary, and the art of
stealth. (Dex) 17
o Training in general thupgery, and the art
of motivating people with injury. (Str) 12
o Training in lock-picking and disabling
traps. (Int) 12
o Training in confidence games, and

otherwise scamming marks. (Cha) 12



Cq,: Vnrtheﬂu, a mage who works for the guﬂd, Pulls
you aside one day and explains that he believes you
possess the Potential to bea Powe:rful SOLCELET, if you

will allow him to unloclk YVOour powers. Do you acc:pt?

(Gnl}r characters who succeed on this check qua.lify
to become sorcerers. Characters who fail their check
add one point to their Intelligence, instead of their
lowest abi.ﬁt}r SCO:DE}.

o Yes (Cha) 12

o No (Iﬂ.t) o

Cs: After some time, “Big Rick", the head of this
chapter of the gui].d, informs you that yuu’re ready to
start ﬂ.ui.ng worl for the gui].d. You may now choose
your character's class. No roll is required for this
question, but the character must meet the minimum
prerequisites for his or her chosen class. The
minimum prerequisites for each class are prnvi.ded
below:

o Bard: Dexterity or Charisma 12+

o Fighter: Strength 12+

o Rogu:: Dexterity 12+ and Inteulgtﬂce 12+

o Sorcerer: Charisma 12+, and the character

must l'I.E.VE S'I.ICGEEE].E[I on C.‘:I.

C6: A while back you had to borrow gclﬂ. from a
shad}r ﬂmnE’}'lEﬂdEI to get through SOImME tnugh times..
Lati:f,, his loan sharks track you down to seelk the
mMoney you don’t have, giving yoti cnnly 24 hours to
pay up before they take the fee out of your hide.
What do you do?

o Give them the slip, lying low until the whole

thi_ug blows over. (Dex or Int) 12

o Intimidate them into backing off. (Str or Cha)

10

o Cheat at dice to gain the money back quic]:ly.

(Int or Wis) 8

C7: Your gui].d tasks you with “removing” a major
Player in a rival gui.ld. How do you get rid of him?
o Sneak into his quarters late at night and stab
him. (Dex) 12
o Poison his food. (Int) 12
o Intimidate him into either stepping down or
moving away. (Str or Cha) 12

C8: The town guard raids your guild
I:l.ea&quarters, ﬂ.rresting you and other members who

failed to escape. They cha_tge you with a series of
robberies. What do you do?

o Attempt a daring prison-break. (Dex) 14
o Stand trial, confident in your ability to

convince the court of your innocence. (Cha)

14
o Cut a deal with the guards, offering them

information and testimony in excha.ﬂ.gz for
vour freedom. (Int) 14

Cg: Swittly, suddenly and without warning, a
new guild arises, and their ruthless crime boss
quickly and methodically destroys your guild. In
a sldrmish, his thugs beat you up and take
your possessions, leaving you for dead in the
street, What do you do?
o Perform a daring midnight raid on their
]:lase:, a.ttemptiﬂ.g to steal back your
possessions and maybe even depose this new
leader in the process. (Dex) 18
o Approach this new crime boss and
convince him to take you into his
organization. (Cha) 15
o Set a clever trap, alluwi_ng you to recover
Vour possessions. (Int) 12

o Write off your losses and move on with

your life. (Wis) 10

BUILDING YOUR OWN
ADVENTURES

The adventure included abowve is just a
SaﬂlP].E. It is higl:l]}r recommended that DMs who
feel comfortable d.oi_ng so build their own Choose
Your Own Adventure adventures for their
players. For one thing, playing through the same
adventure rcpea.tediy will cause the process to lose
its wonder as Players concern themselves more
about Einding “the ri.ght path" for the al:nility
SCOLES I'_l'u:}r want and pay less attention to the
actual sto ry.

Additionally, by building your own
adventures you can tailor them to your group and
campaign, both flavorfully (using the questions in
the adventure to familiarize your playets with
your campaign setting’s recent histury and
P_E[]'JEPS with some prominent figures and placcs
in your campaign settiﬂg) and ﬂmcha_nically.

Due to space and time constraints, the

exsu:nple adventure is actua]iy quite si_fnple. Given
all the time in the world, each class choice would



lead to its own separate tangent of questi.ons, and players
would be given choices at various points which could
direct them to other tangents (for Exarﬂp].e, a character's
answer in question Mib ﬂ:ﬁght cha_nge the course of the
war or cause the character to be Prnnmtec:[, changi_ng the
questions he is presented with later). This can obviously
quickly balloon into hundreds {perha.ps even thousands)
of questions, which is precisely why we limited our
exaﬂlplr_' to the relativaly few branches it has.

One of the t}u'_ngs we did try to include was a wide
wvariety of variations on the basic “make an ability score
check based on your answer” mechanic, providing
questions which apply to two ability scores, questions
where some or all answers had two optioﬂs for alaility
scores, questions where one or more answers re-directed
vou to another tangent, and questions which pruvided a
bonus or genalty to a later questiun. You should feel free
to make as much or as little use of these “alternative™
que:sti.oﬂ styles as you like.

Another of the main choices we made when creating the
sam{ll.e was to ensure that all al:lility scores were treated
equa.uy (nr, at 1:331:, as close as pussihle}, and that I'_hf_'y
generau}r showed up in Equal amounts and ran the gamut
from the easy npti.nus to the hard ones. This was done
Priﬂmrﬂ}r to make sure that a pla.}rer could Easii}r generate
whatever kind of character they waﬂted, bitt did in some
cases create some odd pairings and abilities being used in
slighﬂy odd Ways. If YOUL group prefers_s[ﬂlulatiunism
OVer pame bﬂaru:e, this isn't necessary, and you can
H-PPI-}’ whichever a]}ﬂ.i.t}r score makes the most sense in

the situation.
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THE THIEF OF VELOC'S REST
Written by Joshua Zaback and Alex Riggs

SYNOPSIS:

In The Thief of Veloc’s Rest, the PCs must
match wits with a iiariﬂ.g sorcererrthief who has
been rubhing the citizens of Veloc's Rest for rare
iugre:d_ients required to Perfnrm a magic ritual.
The town’s citizens are in an uproar, and only the

PCs can track down the culpl:il:.

BACKGROUND:

The sleepy town of Veloc’s Rest has been
experiencing some unusual robberies of late. The
thief, a handsome Voung sorcerer named A]t]:l.i_r,
has been stea.ling components for a demon-

summoning ritual he found in an old tome. The

ritual calls for a variety of hard-to-find iﬂ.gﬂ:di-'
ents, and the local populace is left bewildered and
angry hy the rash of 1.1nexplaiﬂahle thefts he's left
in his wake. Once he has all the ingredients,
Althir Plans to comp].ete the ritual—which must
be cast at the site of a hero's grave—at the nzarh}r
shrine and resting place of Veloc Pedit, the town's
namesalke. Uﬂfnrtunateiy for ﬂlthi_r, hﬂwever, he
isn't a very good sorcerer. For one thing, he didn’t
do his research well Enﬂugh to realize that the
ritual is a fake. For another, while stealing the
final ingredient from the local clockmaker, he
accidcntally left behind the boolk containing the
ritua.l, and won't be able to co:nplete the fake
summoning without it. The PCs are hired by the
local mavyor to track the thief down and recover

the stolen goods, a task that may prove easier said
than done.

CAST OF CHARACTERS:

* Mayor Sam Neles (N Human Aristocrat 2), a
somewhat Pnrti.}r man concerned more with his
own fortune than that of the town’s.

* Thomas the clock maker (NG Human EJLPEft
3), a kind old tinkerer who can be a bit distracted
l:ry his work.

* Rea, the clock maker’s wife (NG Human
Commoner 2}, a warm-hearted old hdy who's

a.lways quick to serve delicious home-made
snacks.

* Benjamin Fields (N Human Expest 1), local chef
and restaurant OWer, an iﬂlPﬂ.tiEﬂt and overworked
man with a quick temper and a sense of self-
entitlement.

s Hannon (CG Human Commeoner1), a simple but
Eriencﬂy young man who works for Benjamin at the
restaurant.

* Luca (CG Human Commoner < f Aristocrat I}, a
land owner with a small plantation near town, has a
strong sense of famﬂy and commuﬂ_ity.

* Emanthia (LN Human Aristocrat 1), Luca’s wife,
an arrogant housewife with too much time on her
hands.

* Margo, Luca and Emanthia’s seven year old
daughter, a shy girl who frightens easily.

* Fredrick (LG Human Expert 3), local bookseller, a
talkative man with la_rgi: stores of kﬂnwledge.

* Amelia (LN Human Commoner 2), owner of the

Fair Weather Inn, takes her business seriously but
isn’t unkind about it.

» Althir (CN Human Sorcerer 3, Rogue I), an
up-‘a.nd.-‘cuming sorcerer with more looks than brains
who has turned to crime in order to summon a

dﬁﬂ]ﬂﬂ.

GETTING STARTED:

Most ]_ikﬁly, the adventure starts when the PCs
accept Mayor Neles’ request that I'_hey l'l.e:].p him get to
the bottom of the recent string of robberies. The PCs
could be wanclering adventurers a]_rea.d}r, or they may
just be capable members of the community.
ﬂlterna.tively, if the PCs are all from Veloc's R-E:st,
tl’lE’? could each also have had items stolen from
them. This will require minor alterations to the ritual
(aclding the components stolen from the PCB) but can
give them a more pi:rsonal incentive for fi.ndi_ng the
thief, and provide something to bring the party
tug:tlmr.

THE MAYORAL MANOR

When the PCs arrive at the mayorﬂ IMAnNoL,
tl‘n&:j,lr find that the mayor is quite upset that his house
has been robbed.



He makes his feelings of violation quite clear to the
PCS, and may have several emotional I:nursts, ﬂ':l.uugh
he always apologizes immediately, stating that he
“forgot himself”. The manor is fancifully furnished,
featuring several busts and portraits of a knight,
which PCs who succeed on a Knowledge (local)
check (DC 12), identify as Sir Veloc Pedit, the town’s
namesake, who died from mortal wounds after
defeating an ogre-mage in a ferocious on the nearby
bluffs.

The mayor doesn't waste time getting down to

business, explaining that the item stolen from him is

far dearer to his heart than all of the well-polished
treasure in his home: a lillend-feather cloak which
belung{:d to his great-‘grandfa.ﬂler ancL accurding to
legend, also belonged to Sir Veloc Pedit, the tragic
hero of the town. Throwing his hands up in
Erustratiun, he declares that this thief has gone too
far, and that he’ll pay them so0 gold each if they just
bring back his cloal. .

If the PCs ask what he means !:ny the thief
“poing too far”, the mayor seems surprised that they
do:_ft a_lready kﬂnw, and Exfriaius that there has been
a rash of odd thefts lately: a barrel of salt and some
extract from The Flaming Fish, gold dust and a silver
knife from the Luca household ocutside of town,
Harold Carver’s porcelain teapot, Oliver Smith’s
wedding ring, his cloak, and a clock from the
clockmaker's.

PCs investigating the manner find precious
little in the way of leads: the door appeass to have
been picked, and nothing was taken but the cloak. A
thorough questioning of the guards reveals that
several of them fell asie:ep at their post, and I'J:u:mgh
one claims to remember hearing strange murmurings
before falling unconscious, the other guards (as well

as the mayor) suspect he is making up stories to cover

EID:I.' ].'1].3 Eﬂ‘_ﬂuIE.

THOMAS, THE CLOCKMAKER
TI'J.E C].DCk malv;er Eﬂd }:I.‘i.S W.H:'E Teceive the PC‘S

with a warm welcome to their quaint little two-story
shop, positioned on a terrace overlooking where a
nearby river passes close to their town. The shop
itself consists of sundrenched stained-oak tables laden
down with many desk clocks, ticking quietly.
Hanging on one wall are a number of wall clocks in a
variety ot different styles, arranged in neat rows of
five, though PCs who are paying attention (DC 10
Wisdom check) will notice that there is a

conspicucus empty spot near the middle where a
clock has clearly recently been removed. Placed
against another wall is a prouping of tall,
carefully polished grandfather clocks, their
Pendu].ums swinging in perfect unison.

Kind old Rea, the clockmaker's wi.f{:,
exclaims that I'_hey must be starving and then
retreats up a ﬂigi'l.t of stairs behind the stul:dy'
looking rosewood counter where her elderly
husband sits ca.refu]ly tinkeriﬂ.g with a series of
small, intricate gears and mechanisms housed
inside a bea.ut_ifull}r'crafttd wal'sha.ped desk
clock. Pul.y attempt to talk to the clockmaker at
this point is met with IE‘P].‘iES of “in a minute” or
simple grunts of a{:knuwledgment. Before lung
she returns, bea_ri.ug a ].cug tray of sweetbread and
red tea, and she smiles wa_trnly at the PC's
insisting that they take a seat at some stools
Placed around the long counter. Once the PC’s are
seated and enjoying Rea's home-cocking, her
husband, finally pulled from his work by scent of
fresh baked sweet breads, makes his way over to
where the PC’s and his wife are seated, taking up
the remaining cup of tea and settling in to talk to
the PCs with a hint of a twinkle in his eye.

When the PC’s ask about the rohi}ery he
scratches his well-trimmed white beard and
shakes his hea.d, clearl}r not ]umwi_ng what to
make of the whole affair. He Explains that the
onl}r tJ:Li.n.g that was taken was a single clnck, and
a broken one, at that. He describes the clock as a
desk clock, not especially large, made of yew. He
also mentions, with a touch of bitterness, that the
thief could have at least been a little less clurnsy
about the whole ﬂ'n'.ﬂg

If the PCs ask what he means l:l}r this, he
explaiﬂs that the thief must have hit one of the
clocks on the way out, because it stoppedthf
rl_igh.t of the rc:'::lbf:fy. He hasn’t gotten around to
examining what's wrong with the clock yet, as
he's currently quite busy with other projects, but
he suspects the clockwork was misaligﬂ.ed when
the clock was jnstled.

If the PCs ask to look at the clock he happﬂy
u'::]_iges them, and is amazed to discover a Eiack,
leather-bound book crammed inside the clock’s
casing. The book, entitled “On the Nature of
Celestial and Otherworldly Humours, Entities,
and Phenomena” appears to be incredibly old, and
has visibly suffered from its time in the clock, its



spine badly damaged. Luckily, the book appears legible
(thuugh the writing is archaic, making it occasionally
difficult to comprehend), and a quick skim gives the
impression that the book is a detailed treatise on
creatures and places from other planes. Thomas has
absnluttl}r no idea what the book could be duiJ:l.g t]:u:re,
having never seen it before in his life (in fact, the book is
Althir's: when he was in the clockmaker’s shop the
previous night trying to pry some of the wood off of the
YEW E:IDCL:, he was startled |:|y the ch_iming of one of the
clocks, and attempted to silence it by stuffing his book in
the clock’s gears. Panicking, he decided to grab the yew
clock and run, removing the wood later at his leisure. It
wasn't until he returned to his inn room that he realized
he had left the book behind). Either way, Thomas is
PErEectl}r ha.ppy to let the PCs take the book with them.
Whether the PCs ask about the clumsiness
comment or not, he Eve:ﬂ.tua]l}r returns to his original
train of thought, proclaiming that he isn’t concerned
about the loss of the c].-::clc, but Wr;:ﬂ.’t stand for the idea of
someone terrorizing Veloc’s Rest. He heatedly declares
that if the PCs can find the “blackguard” behind the
thefts then they’ri: welcome to kﬂeg the clock—in fa-::.t,.
he'll even fix it for them. After this outburst his wife
calmly scolds him, reminding him that he’s too old to be
getting excited like that, and it isn't good for his health.
Should the PCs realize that the missing wall clock
can't be related to the stolen desk clock and decide to ask
about it, Thomas explains that the customer who bought
the clock asked that the Pu.tc:hase remain secret, and that
he really can't tell them about it. A DC 20 Diplomacy
c]:l.eck, however, can convince him to share the
information, though he dismisses off-hand the idea that
the clock might be connected to the thefts. Should the
PCs convince l'u'_tn. Thomas relates that a local named
Oliver Smith rem:ntl}r Purchased that clock for his

anniversary, and that Oliver requested he keep it secret
so that word didn’t get back to Oliver’s wife.

THE CARVER RESIDENCE

Harold Carver, a broad shouldered cooper, takes the
PCs aside when they arrive at his shop and quietly
explains that the teapot in question wasn’t stolen, but

that he acci{letltall}r broke it. It was very important to his
wife, hswing belnnged to her gl:a.ndmother, and he

couldn’t bring himself to tell her, so when he heard about .

the thefts it seemed like the gerfﬂct solution. He asks
that they don’t tell his wife, and apologizes for getting
them mixed up in the whole mess. Should any of the
PCs possess the spell ﬂn‘:n&ing and offer to repair the

pottery for him, he is incredibly grateful.

THE FLAMING FISH
“The Flm:n.ing Fish"” is the name of a local

restaurant which was also a victim of the recent
crime wave. | he restaurant itself is a low, flat
building made of carefully worked wood and
covered with ornate carvings representing scroll
work. A large decorative carving of a fish, painted
in blue and fed, rests over the entrance to the
restaurant i.tseif, and serves as the source of the
restanrant’s name: though the red paint in no way
makes the fish appear on fire, a joking customer
coined the name and it stuck, much to the chagrin
of Benjamin Fields, the proprietor and head chef
of the Fish.

If the PC’s arrive r:luri_ng lunch or dinner
hours I'_hey find the restaurant to be Paciﬁ:d with
business, with many patrons surrounding each of
the round tables of solid dark wood. Tht:y sip at
large pewter mugs filled with a steaming liquid
that smells faintly of sweet fruits, though the
scent of g-rilled fish and fried potatoes is estsily
OVErpoOWers the fragraru:e of the drinks. During
these times mister Fields is far too ]Jusy to spea]{
with the PC’s, so he passes them off to one of his
workers, Hannon, a young man who smells
strungl}r of fish and is happy Enﬂugh to talk to the
PCs, though he continues his work of peeling
potatoes as he does so.

Hannon Exp}.aiﬂs that just a few days ago the
restaurant stores were robbed and two rather
strange items were stolen. The first was a barrel
of sa.lt, and Hannon tells the PCs that he suspects
the entire t]:..i_ng was some kind of Pl:su::.tical jnlu: or
attack on the restaurant, as the lack of salt has
greatly hurt the qua.lity of the fnnd, and customers
have been cumpla_ining about the lack of
seasoning ever since the salt ::]_isa.ppza_tzd_. The
second item to go missing was their stock of
“essence of will o’ the wisp," a substance that he
explairls is ﬂ:l.'l.l? rea.]ly useful as a seasoning, at
least as far as he knows. Though the substance is
exotic, it isn't actually all that valuable, so
Hannon doesn’t reaﬂ}r know why anyone m{ght
want to steal it, though he does suggest that it
m_ight be an attempt to cover up the theft of the
salt. Hannon himself wasn't around at the time of
the I'_heft, and doesn’t know much about it. He
wishes the PCs good luck, but otherwise doesn't



know much about it. He wishes the PCs good luck,

but otherwise doesn't know what he can do for them.
If the PC's don’t show up during Pea]-.: hours

they get to talk to the restaurant’s owner, Benjamin,

in person. Bf:ﬂ.jamiﬂ. is a taller man with dark skin

and brown eyes. He keeps his black hair carefully
gathered into a short tail at the base of his neck, and
he maintains a ca.refuﬂ}r trimmed goatee. Benjamin
is very frustrated by the robbery, and complains
about how slow the mayor has been to act in the
matter. His ire unl}r worsens if the PCs let sli'.P that
the mayor is nnl}r rea]l}r interested in the LECOVELY of
his cloak, and that they weren't explicitly hired to
fECOVEr any of the other missing items. The loss of an
entire barrel of salt has been real strain on his
restaurant and the loss of Prnfit—not to mention the
complaints—has made him quite irate. Asa result he
is a little short with the PCs: ﬂyi_ﬂg off the handle at
them for aski_ng simple questions and Provicli_ng them
ANswWers in aggrava.ted shouts. Hé doesn’t have an
more information than Hannon, howewver, and once
he tells them everythiﬂg he knows he storms out of
the o0, te]li.ng the PCs to “gn bother someone else”
as he dzpat‘ta.

THE SMITH RESIDENCE

Oliver and Natalie Smith receive the PCs
graciously enough, inviting them inside and giving
them a seat before answering the PCs' questions,
Nathan very hurriedly tells his story, explaining that
he left the ring at home when he went to go bathe in
the river the other day, and when he returned it was
gone, Further, he found the basement ransacked and
vandalized, with terrible, unrepeatable things written
on the walls. He sealed the basement and isn’t
allcwiﬂ.g anyone in until he has a chance to clean the
Place. At the end of the story his wife sigl:ts sadly and
remarks how terrible it is that this should ]:laPPEﬂ.
cm.l}r a week before their anniversary. Oliver
adamantly refuses to allow the PCs to investi.gate the
]:rasemf:ﬂ.t, thnugh a successful Dipl.umacy check (DC
20) or any serious threat of violence will convince
him to quietly confide the truth to them (see below).

In actuality, Oliver pawned the ring in order to
buy his wife a clock from the local clockmaker for
their upcoming anniversary. The clock is cu.trently
stored in the basement, which is why he is trying to
]s:eep his wife out. He swears that he Pla.us to bu}r the

ring back as soon as he can, and his wife needn’t

know. If the PC’s visit the local Pawnshop t.’n.ey can

find the rings there in the pawn master’s store

ro0o1Yl.

LUCA'S HOMESTEAD

Luca's homestead is a large, three-storied
wooden house surrounded by a low stone wall
overgrown with rose vines, which are in full
bloom when the PCs arrive. Beyond the main
house is a la_rge field filled with l'ltalt]’.‘l.}lf lu-::ki_ng
crops swaying gentl}r in the breeze which extends
some ways into the distance before funoing up
against some rnck}’ hills near a local river. The
house itself has been Paiﬂ.ted with both great care
and attention to detail, and is the color of fresh
cream with dark stained wood trimming. Flower
boxes hang from all the windows and each one is
filled to burstiﬂ.g with colorful little bell shaped
Elowers, with a Pl.easantly sweet smell. The door
is goﬂd solid wood and bears a knocker in the
shape of bear’s head, made from cleanly polished
silver.

Luca himself answers the door after the
second knock and invites the PC’s inside. Luca is
a tall man in his early middle years, with a strong
build and a warm smile. He invites the PC’s into
his sitting room to take tea with him while he
explains about the robbery. His wife Emanthia, a
Stl’il[il‘lgl}' beautiful woman nEviously of gﬂod
breeding, strides into the sitting room haughtily
and sets down a tray laden with Porcelai_u teacups
and fine little cakes, before glancing
disapgrcwiﬂgly at the PCs and turning to leave
without Explanat[-::ﬂ. If the PCs try to stop her
from l.eav'm.g, she makes a comment about how
her home had been violated by enough
undesirables lately, and having no desire to have
to play hostess to any of thern,, then continues on
her way.

Once his wife has left the TO0IL, Luca makes
a polite apology to the PCs, explaining that since
the rnb':rery the whole fa.tn.ﬂ.y has been a little
shaken up. He goes on to Explain that his private
treasury was robbed DES Pounds of gu].d dust and
a silver dagge: which Belonged. to his late father.
Luca is puzzled by the robbery, which he finds
odd because he had many more valuables left
untouched, including more gold dust, and
wonders wl:l.y anyone would nﬂl}r bother to take
about one-third of the dust.A man of moderate
means, he’s not too worried about the gn].d dust,



but is very interested in recovering the dagger, due to
its sentimental value. He guesses wryly that the

mayor has ouly commissioned the PCs to recover his

oWl clna]:, and tells the PCs that if t]:LE'F can get the
dagger back to him he'd gladly provide them each
with a horse from his stables.

If the PCs ask to see the scene of the crime Luca
takes them to a small room with a thick, iron-bound
oak door and a complex lock. The room inside is large
for a closet but small for a COOI, and contains several
shelves of valuable items, including bars of silver, a
few Puuches of gu].d dust, some ornate pottery, a
small case of gems, etc. All tnld, there is pruhahly
about 1,500gp in assorted treasure. PCs who succeed
on a DC 12 Perception check notice a small hole-
perhaps an inch or two in diameter—in one corner of
the ceiling. If the PCs point the hole out, Luca is
surprised to see it, and after a moment’s thought
remarlks that the other end should be his r:!aug]:ltﬂ:,
Margo's, room. .

True enough, when the PCs check Margo’s
nlelnnl thE'}' find the hole in one corner of the floor.
Margo, a girl of about seven years, is quite alarmed at
the sight of the PCs and hides under her bed when
they arrive. Her father successftﬂl}r coaxes her out
from under it with some soothing words and quick
explanations; but she remains too frightened and
disturbed to talk to the PCS, and refuses to answer
any questions about the hole or the theft unless the
PCs succeed on a DC 12 Diplomacy check.

If the PCs can win her over, Margo explains-
with ri:gular stops to compose herself—that she
awoke the night of the theft to find a strange man in
her room. According to her description, the man was
“old” with black robes and glasses. He was huddled
over the floor “digging”, and when she sat up to get a
better look at him he turned and gl:u:ed at her. Then
he said some “scary words” and wawved his hands and
she doesn’t remember anything else.

In fact the man was sr.ctuall)r A]thi_r, mag{caﬂy
disguised to appear old just in case someone caught
him in the act. He used the stone wall outside to
climb in the girl's window and punched a hole in the
floor with his dagger, using mage hand to grab the
items he needed. When Margo interrupted him, he
put her to sleep with sleep.

FREDERICK'S RARE BOOKS
If the PCs found the book at the clnckmakcr’s,
any inquiries about it will 1?]{&1}? direct them to

Frederick's Rare Books, in town. Alternatively,

the PCs may arrive at Frederick's another way: if
they ask around town lonkiﬂg for the man Margu
described, they will quickly find that if he has
been in town, he hasn’t been seen much. PCs who
ask about the man at the Enok.sture, h.uwever, find
that Frederick c].e:a.r].y remembers the man-
thoug]:l. getting the story out of him without
having to endure seven unrelated ones may

Prove a very difficult tasl.

Fredrick is an ul_d man with short white hair
and penetrating sky blue eyes. His ahup is small
and made to feel even moreso hy the hrgz
collection of books which fills his shelves and
spills over onto tables and desks. A very learned
and well-read mann, he tends to c[ispla}r his
knuwledge in extensive and i:'requent tangents
onto unrelated but thurnughly “fasciﬂating” bits
of lore and information, including the lives of
various long-dead scholars, the eating habits of
various animals and vermin, and the histories of
ancient civilizations. [f left unchecked, his
rambling can go on indefinitely, as new tangents
arise from old until soon he is ta.lking about
somethiug Eutirely unrelated to the nriginﬂl topic.
Often these lectures begin with the phrase “Oh,
that reminds me of a book that would be just
PE‘[EECt for yﬂu!"

If the PCs have come to ask him about the
boolk he is quite surprised, and if they mention
how they found it he becomes very distl:aught.
not appreciating books Being handled in such a
fashion, especially such “highly sought” ones. He

explains (without Prumpting) that not one but

two different PEGPI.E came to his s.'m:rp the other
day who were interested in the book: first an older
gentleman in black (secret].y Althir, disguised
with rnagic}, who, Frederick admits, may not
have asked for the book hy name, but after Fred-
erick talked to the man he was certain this was
the book for him. The man ag::eecl to ’buy it, but
discovered he had forgotten his coinpurse, and
said that he would be back for the book. PEI'I'J.EIPS
an hour later a handsome younger man showed
up asking for the book by name, and Frederick
(who ruefully admits having entirely forgotten
the older man at the time) sold it to him. “It's a
Iu.cky thing," Frederick remarks, “that the older
gentleman never came back, since it would have

been very Eﬂ]]JElI:Iﬂ.SSiﬂg to have to Expla_i_n to him.



Still, it is a bit odd. I suppose his purse must have
been stolen aloug with all those other thi_ngs."

The tangent safe:].y ccﬂ1p1eted, Frederick returns
to his original train of thought, telling curious PCs
about the nature of the book itself. The book was
penned by a scholar and theologian named Laucian
about three hundred years prior, and gives an
extensive description of various planes, demons,
devils, and angels, as well as information for
summoning them. Or, at least, that’s what it claimed
to do. Frederick quickly explains that everything in
the book, from the planes to the beings described and
especially the means to summon them, is entirely
false (in fact, any PC reading the book who succeeds
on a DC 10 Knowledge (the Planes) check quickly
discovers that the author of the book seems to have
no idea what dley’rz ta.ﬂt_ing abﬂut). The purpose of
the book was apparently to misinform and discourage
those who would attempt to summon outsiders b}'
providing them with fake rituals.

If the PCs are c:lever, t}:l.ey may realize that the
book and its rituals are at the heart of the odd
robberies. It takes about 4 hours to find the ritual in
question, though this time can be reduced to 20
minutes with a successful Linguistics check (DC 10).
The ritual suppusedly summons the demon Aust,
who is said to grant the power to read minds and
become invisible, among other, greater “magicles”.
The summuni.ﬂg "spell” Can unly be perfnrmed at the
site of a hero's grave, and calls for 1 1b of guld dust,
which must be mixed into a magic circle of salt. The
“summoner” then ingests the “essence of a spirit of
air” and spill his blood over the circle with a silver
blade. Finally, the feather of a lillend must be burned
on a fire fueled with yew wood, and the smoke
inhaled. The ritual also contains an incantation
which must be recited throughout the process.

If the PCs ask about the old IMAr, instead of the
bnok, he happily tells them the same story about the
man’s interest in the book, and how the younger man
bought it, but doesn’t go into detail about the nature
of the book unless the PCs specifically ask. If the PCs
ask about the VOUNger man (whether they also ask
about the book or not) Frederick tells them that he
believes the man is staying at the Fair Weather Inn,
and that they should inquire about him there.

THE FAIR WEATHER INN
The Fair Weather inn is an upsta_ndi_ng i’:l.igh
quality establishment built not too lnng ago and it is

the most pnpula_t Place in town for visitors.
The in.u]:eeper Amelia is a no nonsense
business woman and it isn’t her po].i.cy to give
out information on her guests, but if the PC's
mention that it has 3cmet11i_ﬂg to do with the
robberies and that the}r are operating with the
Mayur’s authority, she reveals that a
handsome young mage named Althir is

currently staying at her inn, and that he can

be found on the second floor. When the PCs
visit Althir, he Exi:lla_ius that he is in town
rescarching the 1e'g.1:nd of Veloc Pedit, the
town's namesake (SEE abowve for &Etaﬂa}. If
asked about the book he Purchascd, he
explains that he did buy the book (he explains
that he has always admired Laucian’s work
and was ecstatic for the chance to buy acopy
of the rare book. He goes on to say that,
u.nfﬂrtuuate].y, the book was stolen in the
recent rash of thefts. This is of course a lie:
Althir himself is the one behind the thefts,
which he is committing as part of a ritual
described in the book. He really doesn’t have
it, though: when he was robbing Thomas the
clockmaker he was startled b'y the clocks
chiming the hour and fled, shoving the book
inside one of the clocks in his confusion,
thoughile doesn’t tell the PCs that. If at any
point Althir begins to believe that the PCs are
on to l'l_im, he le:aps out the window (ta]:_i_ng
1d6 damage in the fall, without a successful
Acrobatics check} and heads off at a i,

surnmcrl_irl.g a mount at the earliest
nppurtunit}r to speed his escape. He -:.'-nl}r does
this as a last resort ]:luweve:r, and if he believes
he can fool the PCs he pursues that route
instead.

Should the PCs be foolish Euough to
return the book to Althir, it is entirely
Pussi]:rle that the adventure basicaﬂy ends then
and there. Althir ha.ppi.l}r thanks the PCs for
the book, and then takes the first opportunity
to end the interview, explaining that he would
love to get back to his readi_ng. With the book
in hand, he waits for night to fall and then

- heads to Veloc's shrine at the top of the I:rluffs,

where he has a.lxeacly secreted away all the
stolen components. He P-erfnrms the ritual
and, disappointed with the result, disappears,
most ].i.ktly never to be seen or heard from bF



the PCs ever again. If the PCs find out about the
ritual before speaking to him, and determine that the
shrine is the most likely place for the ritual to ocecur,
consider delaying Althir a day or two and letting
them find him just before (or l:lL‘l.I:iﬂ.g) the ritual, and
if you are feeling especially generous you could allow
him to complete the ritual, discover that it was a fake,
and return to exact revenge on the bookseller, giving
the PCs one last chance for closure. If the PCs
happen to mention to Althir that the ritual in the
book is a fake, he ignores them, confident that he

could never have made so basic a mistake.

THE SHRINE OF VELOC

If Althir escapes the inn, the PC’s can track him
with a Survival check (DC 14, 17 at night). More
likely, the PCs arrive at the shrine after determining
it to be the most likely place the thief will go to
perform the summoning ritual found in the boolk.
The shrine itself isn’t much to look at, being little
more than a marble bier-like tombstone at the top of
the bluffs to the west of town. The shrine bears the
carven image of a knight on top of the bier, and the
side bears the inscription Here lies Sir Veloc Pedit,
who gave his life and slew the One-Eyed Lord Tryar
Zilwe to save a nation. May he be rewarded in the
next life for his valor in this one. Althir has buried
his stolen goods beneath the monument, and a
successful Pﬂ:cepticﬂ. check (DC 2{}) will allow the
PCs to notice the disturbed earth from where he
buried them.

Althir comes to check on his components each
ﬂ_ig}:l.t, to ensure himself that they haven't been stolen.
If the PCs arrive at night time, they most likely find
him there. During the day he stays at the Fair
Weather Inn, pn:tend_iﬂ.g to stud}r the 1Egen.d of Veloc
Pedit, but mostly just brou-:[ing over the loss of his
precious book and plotting to get it back.

If the PCs encounter Althir at the site he gives
up any pretense of innocence and immediately breaks
into a fight, opening with a sleep spell. Depending on
wheo makes their save and who doesn’t, Althir either
Eigllts the rest or flees. Thuugh he’s a thief and a

would-be demon summoner, Althir isn't a murderer:
he won't coup de grace sleeping PCs, though he won't
hesitate to kill anyone who's :l.ctivrly Eighti.ﬂg him.
szend.ing on whether the ritual has already been
Perforrnf:cl. or not, the PCs may be unable to recover
the clcak, I}uuk, essence of will o’ the Wisp, or the
gu].d dust. The dagger is recoverable either way. As
for the salt, Althir grew thoroughly sick of

transp{.u:tiﬂg the full barrel of salt when he
reached the bottom of the -::]_iffs, and uﬂ.{y took
a handful of the stuff for the ritual. The rest
he left at the bottom of the bluffs, and can be
found in the bushes b}r determined PCs.

Althir, the Thief of Veloc’s Rest
XP 8oo

Male human sorcerer 3/rogue 1

CN Medium humanocid (human)

Init +7; Senses Perception +4
DEFENSE

Al I4, touch 13, flat-footed 11 (+I armor,; +3
Dex)

hp 21 (3d6+1d8+4)

Fort +2 Ref +6 Will +1

OFFENSE

Speed 30 ft.

Melee dagger +3 (1d4+1/19-20)

Bloodline Spell-like Ability (CL3)
ﬁ,r”day—laugh.ing touch (+2}

Sorcerer Speﬂs Know (CL 3; Concentration
+6)

1st {5fday}—disgui3£ self, entangle (DC 14),
mount, sleep (DC Iﬁ)

o (at wiu}—dam:i_ng lights, detect magic, ghost
sound, mage hand, open,.-""c].ose

Bliadlink £oy

STATISTICS

Str 12, Dex 16, Con 12, Int 13, Wis 7, Cha 16
Base Atk +1; CMB +2; CMD 15

Feats Combat Casting, Improved Initiative,
Etealthy

Skills Bluff +10, Climb +8, Disable Device +10,
Escape Artist +5, Perception +4, Sleight of
Hand +9, Stealth +12, Use Magic Device +10

SQ bloodline arcana, woodland stride
Languages Broken Abyssal, Common

CR3

Combat Gear bracers of armor +1, masterwork
dagger

Other Gear 35 gp; 10 sp, everl}u.tﬂ_ing tnrch,.
masterwork thieves tonls, wand of Exped_iti.ous
retreat (20 cha.rges), wand of floating disk (s
charges*), wand of read magic (5'[: charges)

*He uses 1 of the 5 cha.fgf:s to get the barrel of
salt to the bottom of the cliffs.



TROUBLESHOOTING

There are several points in this adventure where
the PCs may hit a snag. If the game seems to have
come to a halt because the PCs have missed a vital
clue, here are some things you can try:

If the PCs miss the book, Thomas comes to
them the next da}r and tells them that he was
awakened in the night when the btu:glar returned to
his home. The burglar (an elderly gentleman
matching the description Margo ga.ve) was in the
process of opening the damaged clock when Thomas
confronted him. Thomas tried to stop him from
fleeing, grabbing him in a tussle, but the thief got
away. Thomas ma_naged to secure what he was after,
however: the book. As before, Thomas has no idea
why the book is in the clock or what it even is.

If the PCs miss the descriptinn of the Elderl}r
Iran, then t]’:l.ings are p:uba.h].y OK. As loﬂ.g as tl‘my
have the buok, thf:}r'ﬂ be led to ﬂ._lth.ir Eveumali.y, as
well as the &Escriptioﬂ of the old man. In the event
that it becomes important, however, Luca can
discover the hole and talk to his tiaughte_r hirns:e]f,
infﬂrrning the PCs afterwards.

If the PCs don’t realize the shrine is the nnly
Place for the ritual, you have a couple of ugtinns.
Subtle mention of the shrine and its purpose may
cause pla}rers to have a sudden EPiPhany. If that
doesn’t work, consider having townsfolk mention
eerie lights on the cliffs at night, near the shrine.
Farmers or fishermen mig]:lt argie over whether the
lights are signs of a haunting, or of tomb robbers.
Either way, it should get the PCs in gear right away.



THE SACK OF OSFELDEN
Weritten by Joshua Zaback

SYNOPSIS

In The Sack of Dsfelden, t]:lg quiet port town of
Ostelden is attacked by wicious slavers, seemingly from
nowhere. With the townsfolk weakened hy a slow-
acting poison the slavers put in the town's water
suppl}r, uﬂly the PCs can stop the slavers from
pillaging and raiding. What's more, an assassin is using
the chaos of the attack to cover an attempt on the life
of the local Barnness, and unless the PCs can catch on
to the ploy and arrive in time to stop it, he will succeed
at his grim errand.

BACKGROUND
SEVEIQJ. Vears ago, R.E]{JC Adf.’:l.‘.‘[!.'!, 5011 DIE D}Tﬂﬂus

Adraxis, the Archduke of Thane, led his father's armies
in an invasion of the nearby nation of Orfanes, a vast
nation consisting mostly of flat, grassy plains dotted
with old growth forests, and which had the misfortune
of being a soft frontier for the Archduke to conguer.
The inwvasion went well for Thane at first, but fell apart
at the battle of Casterwin Forest, where a final defense
was mounted under the command of I'J:u:n-'b:ﬂ_ight'
captain Harriet Gwaieth, whose desperate military
tactics won the battle and routed the Thanish army
when she capturzd Rexx ]:l_i.m.seif, who returned to his
father bitter over the embarrassing defeat.

His indignation only grew as the years passed on
and his father, a military man with a strong sense of
I:ll'.‘lnor,, forbade the use of assassins on such a petty
vendetta. Rexx was forced to watch as Harriet was
graﬂtﬂi a Barony, which b}r all reports she rnauag:d
quite well, and now has a happy family. By the time
Dynous Adraxis passed on from illness ten years later
(fnur weeks before the start of the ga.me} Rexaxc had
come to believe that Harriet was the source of all his
problems.

With his father no longer around to keep him in
check, Rexx decided that his first major action as
Archduke would be to remove his longtime nemesis,
and so he immediately called for Medauve Riure an
assassin of no small repute who Rexx had picked for
the job long ago. Though Rexx has no doubt in
Medauve's abﬂit}r to dispatch the baroness (whu hasn't
held a sword in nearly ten yesu:s), he is no fool, and is

dzep].y concerned about the poﬁtical

repercussions of assassinating her, should it
become known that he was the one
responsible, as he rightly believes that Thane
isn't rea.dy for another war with Osfanes.

Still, Rexx was determined, and set in
motion a scheme to clisguise the assassination.
He reached out ta a group of outlaw slavers
and Pirates, the Band of the Wolf, and offered
them a small fortune to assault the city for
him, tempting them with talk of the easy
Pickiﬂg& in the town to suppl.emerl.t the pay.
Their leader, Jerrold Yellow-Eyes Navarre,
was suspicious of working for the noble, but
found the pay too tempting to resist,

Rexx had Medauve dose the local wells
with a sluW"acting poison which drains the
strength of its victims, ensuring that the
town's militia will be too weak to fight, and
the town populace will be too weak to resist
the nets of the slavers. Once he felt certain the
poison had taken its toll on the town, he used
a Pfe-'m:ranged lantern signal to call in the
Band of the Wolf to make its devasta.tiﬂg
a.tta-::k, and then set off towards the Baroness’

mManor.

GETTING STARTED

There are a number of ways to introduce
your players to The Sack of Osfelden. The
most i.inpurtant tlﬁngs to remember are that
the PCs must have a gnnd reason to get
involved in the attack, and they must not have
been in the town for too lung, or else they
would have been affec_ted by the poison as
well. If the PCs are already a group, they
could simply be passing tl‘n‘uugh and staying
at an inn (for example The Gatehouse, an inn
located near the entrance to the c[ty). Shﬂrtly
after the attack begins, a harried-locking
woman bursts into the common room of the
inn, begping for help from the obviously
well-armed PCs, when a pair of rough-locking
and sm_irkiﬂ.g slavers burst tl':l.rnugh after her
and Begiﬂ rcruru:lirl.g up the pe:op].e in the inn.
Alternatively, the PCs could begin play as
members of the town gu;u:d (m: even the



Orfanes anny) who had been called away for several
r:iays prior, This could have been to deal with a minor
Problem on the outskirts of the small harun}r, to
ensure that a vital shipmf_'nt of food or other 3upplies
makes it tl’lID!.‘lg]’.‘l. an area ]:mavﬂy infested with
l:raucli.ts, or to escort a Prisoner toa la.l:ger town, where
he can be tried by a magistrate for his crime.
Whatever the case, ﬂlﬂy return nﬂly to find smoke
rising from the town, and a strange ship with sails
I:rearing a wolf head on a black ]Jm::kg-rouﬂ.d docked in
the harbor.

Finally, the PCs could be hired on as caravan
gua_rds (sepa_rately or tugether, depeudiﬂg on your
Preferztme) with a caravan carrying grain to
Osfelden. After an uneventful trip to the towrn, they
are astonished to see the town under attack when
they finally arrive. The caravan master, concerned
that his gra_in will be stolen or rot before he can find
someone to buy it, sends the PCs into the town to
find out what’s going on while the rest of the men

stay with the caravan to protect it.

TIME AND THE ADVENTURE

The Sack of Osfelden is desigﬂed tobe a very
fast-paced adventure, with the players racing against
the clock to stop the slavers before they retreat with
half the town in their holds. To keep the PCs under
pressure, we recommend using a timer (Prefetably
one the players can clearl}r see} to kEEP track of how
much time is left. The amount of time you want to
give your players may vary depending on your group
and pla.jr'st}rle, but we recommend 20 minutes
(thnugh, due to travel time, roughly two minutes will
pass in-game for each minute used at the table).
Because combat usua.ﬂy takes much more time at the
table than it does in the game, it's usually best to
pause the timer during combat, though you could
instead increase the allotted time to sumethiﬂg more
like two or three hours and have the timer run
through combat, forcing the PCs to think twice about
whether a fight is rea.ll}r worth their time.

If you don’t want to time the a.dventure, ]ﬁ:ep
rnugh track of how much time has Passecl in the

game, as several events (when the boat leaves and
when the Baroness is killed) depend heavily on how
much time has passed in the adventure before they

OCCur.

THE POISON

The town's water suppl}r has been tainted
with trace amounts of belladonna over the last two

or three weeks, lea.ving the populsu:e
weakened and unable to Prnper].y resist the

slavers. Each da}r a character drinks from the
town's water supply, she must succeed on a DC 12
Fortitude save or suffer1 point of Strerl.gtll
damage. Unless otherwise noted, every member of
Osfelden currentl}r has 6 Pni_nts of Strength
damage, already included in their statistics.

PCs with ranks in Heal and a healer’s kit can
attempt to mix a East'm:ting antidote for the
poison with a DC 15 Heal or Craft {x‘ﬂ-::hemy)
check, a process which takes about five rounds per
dose. One healer's kit has Enough ingredif:ﬂ.ts for
three doses.

1 THE TOWN SQUARE

When the PC’s arrive at the town square
(whether t]_u:mtgh the near]:l}r town gates or from
the inside of The Gatehouse inn) they are
confronted by two large men wearing stained
leather jerkins, and pulling large barbed nets
containing screaming townsfolk towards a large
wooden cage which already contains several
townsfolk, including women and children along-
side the men. The slavers whack at the prisoners
in the nets with short clubs, demanding that they
be silent, but this only elicits louder and more
panicked screams from the prisoners, both in the
net and in the cage.

When the slavers spot the PCs the:y )re]] for
backup, claiming that they have “live ones here”,
and drop their clubs in favor of wicked-looking
daggers. Two slavers answer the call, moving up
to the battle on the first :l'_a‘.}L'lﬂ.d of combat from
their position about 6o feet away.

One of the slavers possesses a crude, iron key
which unlocks the rusty pa.dluck secm:ing the cape
hnldm.g the tuwns{:o]k, but ift]lﬂ? €scape, or the
PCs decide to release the prisoners stealthily, a
DC 15 Strength or Disable Device check removes
t_he lock on the cage, freeing the prisoners inside.
Once freed, the captured townsfolk thank the PC’s
for freeing them and explain that the slavers

arrived suddenly, and that their militia was easily
nverpuwered. If the PCs question this state of



affairs, or begin to brag about how the slavers
weren't that hard to figi'l.t, one of the c.apturecl
townsfolk, himself a member of the militia, cries
out angrily that it isn’t a matter of skill, but that
something was sapping his strength. Indeed, a
DC 12 Heal check reveals that all the townsfolk
seem to have been poisoned (see The Poison,
above).

Several of the captives can be convinced to
join the PCs in fighting the slavers. T]:mugh
weakened by the poison, they are still angered and
still desire to defend their homes. Once freed,
thE’}T I:re:gi_u to mutter and murmur amongst
themselves about whether or not to join the PCs,
some arguing for and some against. Left to their
own devices t]:l.ey will everl.tu,aﬂy decide to retreat
outside of the town, but PCs who succeed on a
DC 15 Diplomacy check can convince two of the
men to join them, and those that beat the DC by
10 or more manage to convince a.nothe:l: twro.
These men follow the PCs as long as they
continue to oppose the sailors and free the
captives, though they do not fight to the death,
and any individual townsperson reduced to less
than ¥2 their maximum hit points retreats to a
safe place.

As the dust settles after the Eight, it the PCs
take a moment to look around they find that the
town is clearly under attack, with many burning
buﬁdings and sounds of cie:spf:ratf: struggle comi.ng
from every direction. More of those large, wooden
cages are bzing brnught downhill towa,r&s the
docks, where a massive ship with black sails
]:reari_ng a wolf's head insignia is currentl}r
towering over the local merchant vessels. Its wide
gang pla.ﬂ]:s have been converted into 1oa.diﬂ.g
ramps, and caged townspeople are being loaded

onto the massive Sl‘l.iP.

Slave Taker (4)
XP 135

Human wrarrior 1
NE Medium humanoid (human)

Init +1; Senses Perception +0

DEFENSE

AC 13, touch 1I, flat-footed 12 'l:+2 armor, +1I DE'_'K.)
hp 11 (1d1o+1)

Fort +3, Ref +1, Will 40

OFFENSE

Speed 30 ft.

Melee dagger +4 (1d4+2/19-20)

CR1/3

Ra_nged net +2 touch (Entang].e)

STATISTICS

Str 14, Dex 12, Con 12, Int g, Wis 10, Cha 8

Base Atk +1; CMB +3; CMD 14

Feats Exotic Weapon Proficiency (net), Weapon
Focus {:dagger)

Skills Climb +6, Profession (sailor) +4, Swim +6
Languages Common

NPC Gear daggﬂr, net, masterwork leather armor

Townsperson (recruitable) CR1/3

XP13s

Male or female human commoner 1

N Medium humanoid (human)

Init +1; Senses Perception +2

DEFENSE

AC 11, touch II, flat-footed 10 (+1 Dex:]'

hp 8 (1d6+2)

Fort +1, Ref +1, Will 40

OFFENSE

Speed 30 ft.

Melee

Ranged

STATISTICS

Str 12 (6), Dex 12, Con 12, Int 10, Wis 10, Cha g
Base Atk +0; CMB +1 ('2}; CMD 12 (9)

Feats Alertness, Athletic

Skills Climb +7 (+3), Perception +2, Profession (a.ﬂ.)r)
+4, Sense Motive +2, Swim +7 (+5)
Proficiencies Club

Langﬁages Cnm.l:nun

INPC Gear None

2) THE UNTAMED BEAST

A short ways further into the town, outside a
burning two-story home, a pair of gruff-locking
men—clearly slavers—stand facing a local man
dressed in plsu'_n brown robes. One of the two
slavers holds a fearsome looking lion on the end of 2
short chain. The slavers and their lion attack the

mafn, ﬂ.'l.'.i.{l 'I.L'l.'.l.].ESS d'.l.t PCB intervene one DE t].'lE SI.RVEES

kills him with a javelin to the throat—but not before
he casts Enrage Animals (see New Spells, below),
causing the apparently tame lion to rear up on its
hind legs a_nd, with a LOAar, attack his former masters,
who flee in panic, at which point the beast turns on
the PCs. If the PCs do intervene, the slavers focus on
the robed man, but flee if the lion is successfully

EI!IIS[EECL
A DC 10 HﬂﬂdlE ﬁ_l:l.tmﬂl Chﬂﬂk WLI.]. S'I.:I.CCE.SSEU.H}"
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calm the beast, ._',lﬂr.}wing the PC’s:to get around the
creature without fighting it (it happily begins to
devour the COrpses of any of the slain). ADC 25
Handle Animal check allows a PC to give a com-
mand to the fighting beast, and with 3 weeks and a
DC 20 Handle Animal check, PCs who capture the
lion can train him to be their loyal combat beast (see
combat trained animals in the Pathfinder
Roleplaying Game Core Rulebook).

If the druid survives the fight, sta.yls with the
building. If the PCs ask him to join them, he
apologizes and explains that his faith prevents him
from meddling in such affairs, and that he wouldn't
have .Eought the slavers at all had they not attacked
him first. He wishes the PCs luck, but otherwise can
be of little htlp to them.

Hamar Oakleaf, the druid
XP 200

Male human druid 1

N Medium humanoid (human)

Init +0; Senses Perception +7

DEFENSE

AC 10, touch 10, flat-footed 10

hp 10 (1d8+2)

Fort +4, Ref +0, Will +5

OFFEMNSE

Speed 30 ft.

Melee qua:tf:rstsﬂ: +I (Idﬁ+1} [quarterstaff T (Idﬁ'Z)]
Ranged sling +o0 (1d4+1) [sling +o0 (1d4-2)]

Speus PIEPHIE{I (CL 1st; Concentration +4)

1st—cure light wounds, enrage animal, obscuring

CR1/2

mist

o (at will)—detect magic, light, stabilized

D Domain spell; Domains Weather

Domain Spell-Like Abilities (CL 1st; Concentration
+4)

6fday—stnm1 burst (-I—D}

STATISTICS

Str 12 (6), Dex 10, Con 14, Int 10, Wis 17, Chan
Base Atk +0; CMB 41 (-2); CMD u (8)

Feats ﬁugumnt Summnn.i.ng, Speu Focus
(coﬂ.iuratiuﬂ)

Skills Climb +4 (+2}, Heal 7 K.tmwle&ge (naturf:}
+6, Perception +7, Spelleraft +4, Survival +9
SQ_natul:a.l bond (weathe:r dnmain), natural SENSE,
orisons, wild empathy

Languages Common, Druidic

NPC Gear 5tsﬂ:, feather token (tree:)

Raider (2)
XP 200
Human warrior 2

NE Medium humanoid (human)

Init +32; Senses Perception -1

DEFENSE

AC 14, touch 2, flat-footed 12 {+2 armor, +2 sz)
hp 19 (2d10+4)

Fort +4, Ref +2, Will -1

OFFENSE

Speed 30 ft.

Melee battleaxe +5 (1d8+3/x3)

Ranged javelin +4 (1d6+2)

STATISTICS

CR 1/2



Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7

Base Atk +23 CMB +3; CMD 14

Feats Point Blank Shot, We:a.pon Focus (Eattleaxe)
Skills Climb +6, Profession (sailor) +4, Swim +6
La_nguages Commeon

NPC Gear masterwork ba.td.eaxe, leather armor, javei.[n
xb :

Statistics for the lion can be found in the Pathfinder
Bf:stim:}r.

3) ROOFTOP AMBUSH

As the PCs continue to make their way towards
the docks they discover another wooden cage filled with
local tuwnsfu].k, this one appsu:f:ntiy uﬂgua_td.ed outside a
local tavern (The Sea Witch). A DC 18 Perception
check allows a PC to notice a pair of slavers keeping a
look-out on the tavern’s roof while their companion
loots the tavern, and allows PCs who succeed on the
check to act duringthe surprise ru.u.u.d, as the look-outs
begin hurling
javelins at them. Once under fire, PCs looking for a way
up onto the roof won't see anything promising from the
outside, but those who go into the tavern can tind a
stairwa}r up onto the second ﬂcor, and from there
another onto the roof.

Their companion inside the tavern has no interest
in fighting any more than he has to, and decides that the
best course of action is to hide inside the tavern. PCs
who search the place and succeed on a DC 16 Perception
check find his hiding place behind the large ale barrels.
If discovered, he surrenders and begs the PCs for mercy,
claiming that he wants to repent for his evil ways, and
he offers to help the PCs against the other slavers. A
successful DC 10 Sense Motive check reveals that he is
lying. In fact he plans to hetray them as soon as
possil:lle, and run away as soon as thzy are too husy to
chase him.

He is legitimately interested in saving his own
skin, however, and a successful Intimidate or
Diplomacy check (DC 10) will convince him to tell the
PCs everything he knows. He can explain about the
poisoned water supply (see The Poison, above), stating
that Capta_in Yeﬂow*Eyes was g1.ta:ante:ed an €asy SCOILE,
becaitse the townsfolk would be weakened. He doesn't
know who guaraﬂteed that to the capta_in, but will
gladly make up any lie he thinks will keep him alive. He
doesn’t know arl.}rthing about the attack on the Ba_roﬂ.ess,
but he can tell the PCs that he has strict orders to stay

away .EID:III. t}lE BEIID:I.'.I.ESS‘ manor.. HE Car 3150 lﬂfﬂfﬂl

the PCs that raids such as this one are t}rpicaﬂy
over quickly, and that they don’t have much time
before ca.ptive-‘la.den ships begin Puﬂlﬂg out from
the port.

Raider (2)
XP 200
Human warrior 2

NE Medium humanoid (human)

Init +2; Senses Perception -1

DEFENSE 4

AC 14, touch 1z, flat-footed 12 (+2 armor, +2 Dex)
hp 19 (2d10+4)

Fort +4, Ref 42, Will 1

OFFENSE

Syeed 30 ft.

Melee battleaxe +5 (1d8+2/x3)

Ranged javelin +4 (1d6+2)

STATISTICS

Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7

Base Atk +2; CMB +3; CMD 14

Feats Point Blank Sllut, Weapnn Focus
{':rattleaxe)

Skills Climb +6, Profession (sailor) +4, Swim +6
Languages Common

INPC Gear masterwork battleaxe, leather Armor,
javelin x6

CR1/2

4) THE HEALER

When the PC’s reach the gates sepa.rating
the docks from the nicer districts, they find
themselves under attack ]Jy three slavers. The
slavers have aJ_rea.dy captured all the Prisorl.ers
they desire, and were petting ready to leave when
the PCs approach. Two of them block the PCs
pa.tl'l. th:uugh the gates while the third lobs
alchemist's fire at them and shouts for them to
back DEE, and that I'J:u:}r don't want any trouble.
They will not relinquish their captives, but if the
PCs retreat out of sight they will gral:l the
captives and malke a run for the ships.

Just ]:le*ynn.d the gates a number of women
stand tied toget]:ler with coarse hempr_'n rope. If
the PCs deal with the slavers and free the

- captiw:s, thf_"y are Very grateful. One of I'hem, a

young hedge-‘doctur named F'Lmara, Ermticaﬂ}r
pushes herself forward and insists that the PCs

must listen to her.



If a].lowed, she poes on to tell them that she is
certain that the townsfolk have been poisoned, and
that the poison is leaving them vulnerable. What's
more, she thinks she lknows what poison it is, and
how the townsfolk can be cured (SEE The Puison,
above). She tells them that she has all the ingredi-
ents at her shﬂp, and that if the PCs meet her thf:ﬂ:,
she can prepare a few doses tl:lf_")r can give to the
townsfolk, who may be able to help them if their

Strf:ﬂ.gth is returned to normal.

Raider (2) CR1/2

XP 200

Human warrior 2

NE Medium humanoid (human)

Init +2; Senses Perception -1

DEFENSE

AC 14, touch 12, flat-footed 12 (+2 armor, +2 Dﬂ[}
hp 19 (2d10+4)

Fort +4, Ref 42, Will -1

OFFEMNSE

Speed 30 ft.

Melee battleaxe +5 (I&E+2fx3)

Ranged javelin +4 (1d6+2)

STATISTICS

Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7

Base Atk +2; CMB +3; CMD 14

Feats Point Blank Shot, Weapon Focus (Eattleauce)
Skills Climb +6, Profession (sailor) +4, Swim +6
Languages Common

MNPC Gear masterwork batﬂeaxe, leather ArmMor,
javelin x6

Fire-bomber CR1/2

XP 200

Human warrior 2

NE Medium humanoid (human)
Init +3; Senses Perception +0
DEFENSE

AC 15, touch 12, flat-footed 12 I(+1=. armor, +3 DEJE}
hp 19 (2d10+4)

Fort +4, Ref +3, Will 40
OFFENSE

Speed 30 ft.

Melee handaxe+4 (1d6+1/x3)

Ranged alchemist’s fire +6 touch (1d6 fire plus splash

damage)

STATISTICS

Str 12, Dex 16, Con 12, Int 8, Wis 10, Cha 7
Base Atk +23 CMB +3; CMD 14

Feats Point Blank Shot, Throw Anything

Skills Climb +6, Profession (sailor) +5, Swim +6
Languages Common
INPC Gear alchemist's fire x4, masterwork handaxe,

lEﬂ.tth Armor

50 AMARA’'S APOTHECARY

If the PCs follow Amara up on her offer,
meeting her at her shop (or following her there)
after freeing her, they arrive to find the place under
attack by slavers, the door open and the three of
them d.E'PﬂItiIlg, ﬁma.t_a tossed over the shoulder of
one (WI:I.D sets her gerl.ﬂy on the ground before
wading into battle himself). This band also includes
a mage, who begins the fight with his sleep spell,
hoping to take out as many of the PCs as possible,
and kEEP them as slaves after kiﬂiﬂg the rest. If the
PCs arrive with Amara, rather than after her, they
still encounter the three exiting the shop, and the
slavers are cle].ighted to find someone to capture after
ransacking an empty building.

It takes Amara roughly five minutes to mix ten
doses of the antidote (shc doesn’t have the
ingredients for any more), which she promises
should take effect almost immediately. If she is
asleep when the PCs encounter her, and tl'l.ey have
given her at least five minutes to work, they can find
her antidote on a table in her shop, or she can take
them to it herself if she is awakened. Otherwise they
must wait the five minutes for her to mix the potion.
A successful Craft (Alchemy) or Heal check (DC 15)
allows them to reduce this time to two minutes.
Townsfolk given the antidote indeed recover any
a.E:'lity SCOrE da_tnage: caused |:l}r this Puisnn (l}ut not

other Puisons, or other sources of abilit}r SCOLE

damage} at a rate of 1 PDiﬂtf"IO'Llﬂ.d.

Raider (2) CR 1/2

XP 200

Human warrior 2

NE Medium humanoid (human)

Init +2; Senses Perception -1

DEFENSE

AC 14, touch 12, flat-footed 12 {+2 armor, +2 Dex)
hp 19 (2di0+4)

Fort +4, Ref 42, Will -1

OFFENSE

Speed 30 ft.

Melee battleaxe +5 (1d8+3/x3)

Ranged javelin +4 (1d6+2)

STATISTICS

Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7



Base Atk +23 CMB +3; CMD 14

Feats Point Blank Shot, Weapcn Focus (Battleauce)
Skills Climb +6, Profession (sailor) +4, Swim +6
nguages Commeon

INPC Gear masterwork ba.td.eaxe, leather ACMOT,
javelin x6

Slaver Wizard
XP 200
Human wizard 1
NE Medium humanoid (human)

Init +2; Senses Perception +o

DEFENSE

AC 12, touch 12, flat-footed 10 (-:—2 Dex)

hp 7 (1d6+1)

Fort +1, Ref 42, Will +2

OFFENSE

Speed 30 ft.

Melee

Ranged

Special Attacks hand of the apprentice (ﬁfday)
SPEus Ptepa_re:d (CL 1st; Concentration +4)
Ist—sl&:rP (DC 14) K2

o (at will)—detect magic, message, read magic
STATISTICS

Str 8, Dex 14, Con 12, Int 17, Wis 10, Cha 13

Base Atk +0; CMB -1; CMD 1

Feats Eschew Materials, Magical Aptitude

Skills Appraise +7, Knowledge (arcana) +7,
Knowledge (gengraphy) +7, Profession (sailor) +4,
Spelleraft +9, Use Magic Device +4

CR1/2

La_nguages Common, Giant, Gnh].in, Ore
SQ_arca_ﬂ.e bond {parrnt [use TAVELL stats])
NPC Gear quarterstaff

6) THE MYSTERIOUS FIGURE

As the PCs pass this point, if less than 6
minutes have passed since the beginning of the
a&venture, those who succeed on a DC 10 Perceptiorl.
check (consider making the check in secret, to avoid
raising suspicion if they fail} notice a man who
seems very out of place. Dressed all in black, his
clothes appear to be made of satin or silk or some
similarly rich material. A cloak and hood (also satin)
mask much of his features, but it is clear that he is
too clean-shaven to ]:relnng with the slavers.

The man, in fact Medauve Riure, is hurrying,
and though he notices the PCs he hopes that thzy
will focus on the battle around them rather than

pursuing him.

He heads to a b‘l.‘lildiﬂ.g across the street from the
Baroness' manor, ignoring the PCs unless thzy
engage him, in which case he takes the first
opportunity to hide and escape, returning to the
builcl_i_ng as soon as the coast is clear.

The building itself has little special about it,
being a simple cobbler’s, but the upstairs has a
kitchen has a window d.irect].y opposite one on the

BEID:I.'.I.{!SS, IManort. II.: Medauve 1'13.5 ANy EAS0I to

believe he is being observed, he uses his Boots of the
Roofwalker (see below) to quickly run up and leap
across the distance (the window is not visible from
the buﬂd.ing’s entrance, mgan.i_ng PCs who are fol-
lowing Medauve are uﬂli.l:e].y to be able to see l'um)
and into the manor, where he begins setting about
his grisly task.

Medauve Riure
XP 4,800

Male human ropue 5/ assassin 4

NE Medium humanoid (human)

Init +4; Senses Perception +12

DEFENSE

AL 272, touch Iﬁ, flat-footed 22 (+ﬁ armor, +4 Dex, +1
dodge, +1 deflection)

hp 62 (9d8+18)
Fort +4, Ref +10, Will +2; +2 vs. poison

CR 38

Defensive Abilities evasion, improved uncanny
dodge, uncanny dodge, trap sense +1;

OFFENSE

Speed 30 ft.

Melee Short sword +11 (1d6+1/19-20)

Special Attack death attack, sneak attack +5d6, true
death

STATISTICS

Str 13, Dex 18, Con 14, Int 12, Wis 10, Cha 8

Base Atk +ﬁ; CMB +10 (+14 ofn gl:apple}; CMD 22 (24
vs. g—rapple)

Feats Dodge, Exotic Weapon Proficiency (ga.rrotf:},
Improved Grapple, Improved Unarmed Strike,
Greater Grapple, Weapon Finesse

Skills Acrobatics +15, Bluff +11, Climb 412, Craft
(alchemy) +9, Disable Device +15, Disguise +7,
Escape Artist +11, Perception +12, Sense Motive +8,
Sleight of Hand +11, Stealth +20

Languages Common, Elven

SQ hidden weapons, poison use, rogue talent
(combat trick [agile maneuvers)), rogue talent (ledgt
walker), trapfinding

INPC Gear +2 chain shirt, boots of the roofwalker



(see New Spe].ls and Magic Items, belnw}, cloak of
Elven]f_incL masterwork garrote, masterwork short

sword, ring of protection +1

7) THE BARONESS MANOR

Surprisingly, the manor itself is completely
uﬂtcruc.hed, and it seems clear that none of the
slavers have touched it. There are no guards inside or
outside the building (once it became clear that the
slavers weren't attacki_ﬂg the huuse, the baroness
ordered them to help fESCUE A5 Many citizens as tl‘l.e:y
could). The manor is a three-story affair, though not
nearly as ostentatious as it might have been, especially
in the furniture: though the manor bears some vases and
paintings, they are fairly plain and simple, giving the
place a homey air more than an aristocratic one.

ThE manor is I'J.D!III.E to t].'lE BHIDﬂESS, a5 WEl.I. as hE:I.'

husband (Bertl:am, a local man and ].ongtil:ne member of
the town council) and their two children (Adam, a six
year old boy, and Samantha, a three year old g-ir].), as
well as Robert Frnstweld, their Dnl}r manservant.
Bertram is currently in the children's bedroom on the
third floor, comforting them, while Harriet paces
restlessly in her office on the second floor, and Robert
prepares tea to calm Ever}rune’s nerves in the kitchen on
the ground floor.

If the PCs arrive before Meduave kills the
Baroness (either in the first 12 minutes of the adventure,
or within 15 rounds of when he disappears into the
manor, if they pursued him in encounter 6), they find
him in her office, in the process of strangling her with a
garrote. Upon seeing them he immediately makes for
the window, preferring to return at a better time. If the
PCs move to intercept him, he tries to tumble through
them or move around them, only attacking with his
weapons if absolutely necessary.

Before he gOES, the PCs are able to geta guuci. lock
at his face in the well-lit room. He has black hair,
slightly long for a man, and is rather pale. Though it's
clear he was attractive when he was Younger, years of
bitterness and pragmatism have stained his face, leaving
him unpleasa_u.t to lock at. PCs who succeed on a DC 15
Perception check will notice that his hair hides a tattoo,
emblazoned on his forehead in black ink. The tattoo is
the symbol of an open eye, which appears to be staring
sterﬂ.l}r at those who lock at it, and PCs who succeed on
a Knowledge (Local) or Knowledge (R.Eligion) check
(DC 15 and 20, respectivel.y) identify the symbol as one
used to mark someone accused of (as opposed to found

guilty of) murder in some of the more distant cities of

Thane. The same information can be found from
any NPC with at least 5 ranks in Knowledge
(Local) or 10 in Knowledge {Religiorl.).

If the PCs arrive after Meduave kills the
Baroness, they instead find her body slumped
over the desk. She has a single, large stab wound
in her torso, which goEes clear thrnugh, but PCs
who take the time to examine her (DC 15
Perception check or DC 10 Heal check) discover
that she also has some bruising on her throat
indicative of straﬂgulatiorl_. They also find the
rest of the house's inhabitants dead, with similar

stabs and bruis ing.

8) MASTER OF THE WOLVES

Closer to the docks two slavers are busy
carting a wooden cage full of prisoners towards
the sh.ips, now unl*_r,r a few stone’s throws away.
Owverseeing this, and guarding the slavers from
any retaliation by the locals, is the Band of the
Wolf's main beastmasttr, who uses a wh.ip to
command a pair of vicious, combat-trained
wolves. As soon as he sees the PCs he shouts for
the others to hurry the cage onto the boat.

It takes the two men nine rounds to c].rag
the cage from where it starts (ﬁn feet further
from the PCs than the heastinaster) to the docks
and onto the slavers’ massive boat. If the PCs
can stop the slavers before I'_hey reach the I}uat,
they can free them, earning their gratitude
{thougl:l. even if they don’t make it, the slaves and
their captors will simply be aboard the boat,
allowing the PCs to free them if they make it
aboard on time). One of the prisoners, Sven
Hammerman, a member of the town council,
promises them a reward of 500 gold pieces once
the attack is all over. Of the townsfou:, two can
be recruited to join the PCs with a successful DC
10 Diplomacy checlk, and two more if their check
result is 25 or higher.

Beastmaster CR1/3

XP 135

Human expert 1

NE Medium humanoid (human)

- Init +32; Senses Perception +o

DEFENSE
AC 12, touch aQ, flat-footed 12 (+3 armor, -1 Dex)
hp 9 (1d8+1)



Fort +o, Ref -1, Will 41

OFFENSE

Speed 30 ft.

Melee whip 2 (1d3+2)

STATISTICS

Str 15, Dex 8, Con 12, Int 9, Wis 8, Cha 13

Base Atk +0; CMDB +23 CMD u

Feats Animal Affinity, Skill Focus (animal afﬁn.[t}r}
Skills Climb +6, Handle Animal +10, Profession (sailor)
+3, Swim +0

Languages Common

MNPC Gear masterwork studded leather Armor, whip

Raider (2)
AP 200
Human warrior 2

NE Medium humanoid (human)

Init +2; Senses Perception -1

DEFENSE

AC 14, touch 12, flat-footed 12 (+2.=u:mﬂr, +2 DEI)

hp 19 (2d10+4)

Fort +4, Ref 42, Will -1

OFFENSE

Speed 30 ft.

Melee battleaxe +5 (‘.[cl.8+2fx3)

Ranged javelin +4 (1d6+2)

STATISTICS

Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7

Base Atk +2; CMB +3; CMD 14

Feats Point Blank Shot, Weapon Focus (Eattleaxe)
Skills Climb +6, Profession (sailor) +4, Swim +6
Languages Common

NPC Gear masterwork battleaxe, leather armor, javelin
x0

CR1/2

Townsperson (recruitable) CR1/3
XPi3s

MQ‘J.E or i:'Emale hi.lmaﬂ. commoner 1

N Medium humanoid (human)

Init +1; Senses Perception +2
DEFENSE

AC 11, touch 11, flat-footed 10 (+I Dex)
hp 8 (1d6+2)

Fort +1, Ref +1, Will +0

OFFENSE

Speed 30 ft.

ME].EE

Rﬂﬂgﬂd

STATISTICS

Str 12 (6), Dex 12, Con 12, Int 10, Wis 10, Cha g

Base Atk +0; CMB +1 {’2); CMD 12 (9}

Feats Alertness, Athletic

Skills Climb +7 (+5), Perception +2, Profession
(my) +4, Sense Motive +2, Swim +7 (+5)
Proficiencies Club

Lauguages CD:IIL‘II]DII

NPC Gear None

9) THE DOCKS
If they arrive before the full 20 minutes (40
in-'g-aﬂm) are up, then they are still able to catch the

ship before it leaves. If the ship is still in the docks,

the pier is guarded by two more of the slavers,
these being from among Yellow-Eyes’ chosen elite,
and equipped with chainmail and long spears.
Their preferred tactic is to bullrush any incoming
enemies into to the water and letting the surf take
care of their problems for them (the water is
rﬂugh.l}r 20 feet deep l'lE:l‘E, and can be navigated
with a successful DC 15 Swim check).

After defeating the gusu:cls the PCs can enter
the cargo hold and start freeing captives. The
process takes several minutes, , and unless the:}r are
especially quick, the ship will leave port while they
are in the middle of this process, the captain and
crew unaware that their ship has been boarded.
The PCs find no less than thirty captives willing to
join their cause (thuugh the townsfolk are much
less willing to aid the PCs if the ships have yet to
take off and they can still safe:].y leave in peact).
There are enough clubs and dagpers in the hold to
arm whatever force the PCs can muster, as well as
nfa_r].y 2,000 gﬂid worth of looted treasure (a]l
various art objects, none of which should be more

difficult to transport than a Pa.i_nting).

Yellow-Eyes’ Elite (z) CR1

XP 400

Human fighter 2

NE Medium humanoid (human)

Init +6; Senses Perception +o0

DEFENSE

AC 18, touch 12, flat-tooted 16 (+ﬁ armor, +2 sz)
hp 21 (2d10+6)

Fort +5; Ref Ry Will +1; +1 bonus on will saves

Against fear

OFFENSE

Speed 30 ft. (z0 ft. with armor)

Melee longspear +6 (1d8+3/x3)
STATISTICS

Str 15, Dex 15, Con 14, Int 10, Wis 12, Cha 8



Base Atk +2; CMB +4 (+6 on bull rush); CMD 16 (18 vs
Gall iniih)

Feats Improved Bull Rush, Improved Initiative, Power
P!Lttac]:, Weapo:l Focus (longspear}

Skills Climb +3, Profession +6, Swim +3

Languages Common

INPC Gear masterwork cha.inmaii’, masterwork lnng'

sSpear

10) YELLOW-EYES' LAST STAND

The climactic finale occurs as the PCs, leading
their army of freed captives, storm the deck of the ship
for a confrontation with the crew. In addition to
Yellow-Eyes himself, a salty, one-armed old sailor who
prefers to use his decrepit appearance to trick his
opponents into lowering their guard, there are five of his
chosen elite and twenty regular raiders. With the freed
townsfolk at their hack, the numbers should even out
for the PCS, and you can either have the subordinates

and captives focus on each other 6r.siﬂlply have their

battle fade into the background, but either way the other
NPCs should avoid getting in the way of the real fight:
the PCs versus Jerrold Yellow-Eyes.

Jerrold “Yellow-Eyes” Navarre CR3

XP 8oo

Male human ﬂghter zl.r"rngue 2

NE Medium humanoid (human)

Init +5; Senses Perception +6

DEFENSE

AC 18, touch 12, Hat-footed 12 (+5 armor, +1 Dex, +1
dodge)

hp 34 (2d10+2d8+10)

Fort +s, Ref +4, Will +1; +1 bonus on will saves against
fear

OFFEMNSE

Speed 30 ft.

Melee scimitar +8 (1d6+4/18-20)

Special Attack sneak attack +1d6

STATISTICS

Str 16, Dex 12, Con 14, Int 13, Wis 12, Cha 8

Base Atk +3; CMB +6; CMD 18

Feats Combat Expertise, Dodge, Improved Feint, Im-
proved Initiative, Skill Focus (bluff), Weapon Focus
(scimitar)

Skills Acrobatics +6, Blutf +g, Climb +10, Diplomacy +4,
Intimidate +4, Perception +6, Profession (sailor) +8,
Sense Motive +6, Sleight of Hand +6, Swim +10
Languages Common, Elven

NPC Gear +1 scimitar, masterwork breastplate

Yellow-Eyes’ Elite (5) CR1

XP 400

Human fighter 2

NE Medium humanoid (human)

Init +6; Senses Perception +o0

DEFENSE

AC 18, touch 12, flat-footed 16 (+6 armor, +2 Dex)
hp 21 (2d10+6)

Fort 5 Ref 2y Will +1; +1 bonus on will saves
against fear

OFFENSE 4

Speed 30 ft. (20 ft. with armor)

Melee longspear +6 (1d8+3/x3)

STATISTICS

Str 15, Dex 15, Con 14, Int 10, Wis 12, Cha 8
Base Atle +2; CMB +4 (+ﬁ on bull rush}; CMD 16
(18 vs bull rush)

Feats Improved Bull Rush, Improved Initiative,
Power ﬁttsu:k, Weapoﬂ. Focus (longspear)
Skills Climb +3, Profession +6, Swim +3
Languages Commeon

MNPC Gear masterwork chainmail, masterwork

].DﬂgSPEEI

Raider (20)
XP 200
Human warrior 2

NE Medium humanoid (human)

Init +2; Senses Perception -1

DEFENSE

AC 14, touch 1z, flat-tooted 12 IE+2 armor, +2 Df_'x)
hp 19 (2d10+4)

Fort +4, Ref 32, Will 1

OFFENSE

Spetd 30 ft.

Melee battleaxe +5 (1d8+2/x3)

Ranged javelin +4 (1d6+2)

STATISTICS

Str 14, Dex 15, Con 12, Int g, Wis 8, Cha 7

Base Atk +2; CMB +3; CMD 14

Feats Point Blank S}:l.ot, Weapnn Focus
{':rattleaxe)

Skills Climb +6, Profession (sailor) +4, Swim +6
Languages Common

INPC Gear masterwork I:rattleaxe, leather ArImor,

CR 1/2

: jave]_irl. «6

Townsperson (recruitable) (30+) CR1/3
XP 135
Ma.].E or FEI:I'J.:-LIE h‘umﬂn cormmoner 1



N Medium humanoid (human)

Init +1; Senses Perception +2

DEFENSE

AC 11, touch 11, flat-footed 10 'l:+! Dex)

hp 8 (1d6+2)

Fort +1, Ref +1, Will 40

OFFENSE

Speed 30 ft.

Melee

Rasgad

STATISTICS

Str 12 (6), Dex 12, Con 12, Int 10, Wis 10, Cha g
Base Atk +0; CMB +1 (-2); CMD 12 (9)

Feats Alertness, Athletic

Skills Climb +7 (+5), Perception +2, Profession (an}f) +4,
Sense Motive +2, Swim +7 (+5)

Proficiencies Club

LR.‘I.'.I.B‘I.:I. AgEs CD‘ﬂJﬂlDﬂ

HPC GEEE NB:EI.E

CONCLUSION

The PCs are lauded as heroes by the townspeople
for saving them from the slavers. To show their
gratitu{if:, I'_hf_'}r offer the PCs all the treasure that the
slavers took. Additionally, they might offer the PCs the
captured boat. Though the boat itself is worth far more
than the rest of the treasure (aru:l rather more than 1st
level PCs should pnsstss) if the PCs are unable to sell it,
it is little more than a means of transportation, allowing
the PCs to have exciting nautical adventures, perhaps
seeking out more pirates to defeat and plunder, or
becoming pirates themselves.

Most likely the festivities are cut short with news
of the Baroness' demise (thuugh if the PCs intervened
and prevented the assassination, she remains alive,
having doubled her se:-::u.tity). Either way, the PCs are
likel.y to realize there is more to the Baroness’ death
than first meets the eye, and may decide (or be prodded
towards) investigating the matter for themselves.
Whether the assassination attempt succeeds or not, it
isn't long before Rexx decides that he is, in fact, ready to
risk a war with Orfanes and begins an all out invasion,
though before then he may continue to send pirates and
slavers to weaken their coastline. The PCs may also
encounter Medauve again, especially if they become a
thorn in Rexx's side, though next time it may be they
who are his targets.

NEW SPELLS AND MAGIC
ITEMS:

ENRAGE ANIMAILS

School enchantment (compulsion) [mind-
affecting]; Lewvel druid 1, ranger1

Casting Time 1 standard action

Components V, S

Ra.ng: close (25 ft.+ 5 ft.fz levels)

Targets animals within 30 ft. of each other
Duration 1 minute/level

Saving Throw Will negates; Spell Resistance

yes
This spell excites and angers animals,

reru:lering them particu.larl}r OInery and difficult
to control. Only ordinary animals (those with
Iﬂ.tt]l[gen.ce scores of 1 or 2) can be affected I}y
this sp-e].i.. All the subje::.ts must be of the same
lc_irl.d, and no two may be more than 30 feet apart.
The maximum number of HD yout can affect is
Equa_l to 21:14 + caster level.

The affected creatures’ attitudes towards
any other creature shift one step towards hostile
for the duration of the SPEH, and any Handle
Animal check or similar a.T::rilit}r targeting an
affected animal suffers a -z pena.lty. This speu.
counters and dispels the sptu calm animals.

BOOTS OF THE ROOFWALKER

Aura faint transmutation; CL 3rd
Slot feet; Price 5,400 gp; Weight 1 1b.

DESCRIPTION

As a swift action the wearer can activate
one of the following abilities: jump — 3/day and
expeditious retreat — 3/day.

CONSTRUCTION
Requircmnts Craft Wondrous Item,
expeditious retreat, jump; Cost 2,700 gp



TERROR ABOARD THE HARPY'S FEATHER
Written by Alex Riggs

SYNOPSIS:

In this adventure, the PCs have all booked
passage (szpa_ra.tely or tngether) on The Ha_tpy’s
Feather, a latge, nceangoing vessel. Unbeknownst to
the PCs, however, one of the crewmen on The
Harpy's Feather, Gerric Thorne, was bitten by a
wererat while the ship was last in port. He appeared
fine at the time of the incident, but by the time the
full moon arises and he starts showing symptoms,
the Feather is already well beyond any hope of help.
As the corpses of crew and passengers begin to pile
up, the PCs must band t{:gzther or else find

themselves the next victims.

CAST OF CHARACTERS:

The foll-::wing characters feature Promiﬂ.eutl)r
in the adventure. You should familiarize you:se]f
with their personalities, as the PCs will likely want
to interview or question them at length. You may
also want to prepare a few sample crew members, as
the PCs are li.ln:ly to want to talk to several members
of the ship’s CILEW ﬂiruughcut the adventure,

* Captain Louis Rodanese (LG Human Expert
4): The captain of The Harpy's Feather, Captain
Rodanese is a stern, no nonsense man who takes his
responsibilities as captain very seriously. He isn't
unfriendly, per se, and has a reputation for fairness,
but has a strong sense of professionalism and always

Places the safety of his CIew, pASSEngers, and 5}:|_ip

ahead of everything else.

* Gerric Thorne (CE Human Wererat Efo:rt
1): A minor deckhand, nothing much set Gerric apart
from his fellow crewmembers until the last time the
Feather was in port, when Gerric was bitten by a
wererat. A man of meager wealth, Gerric was afraid
that if he told the captain about the incident he
m_ight not be allowed to return to the Feaﬂmr, and so
he lcept the encounter to hi_tnself, l'mping that he had
managed to avoid the lycanthrope's curse. He is
territied when he begins waking up with blood on
his hands and clot]:les, but still too afraid to come
forward. He wants nothing more than for the entire
problem to just go away.

» First Mate Martin Jorien (INE Human Expert
3): A very determined and ambitious man, Martin

Jorien is jealous of his position of relative authority

and takes every opportunity to use it. Hated h}r most
of the crew, who resent being bossed around by the
harsh but physically unimposing youth, Jorien
returns the feeling, often assigning harsh penalties to
his detractors.

+ Madame Sorianne Mulaude (N Human
Aristocrat 2): A very wealthy noblewoman, Madame
Mulaude is getting on’in the years, and has decided
to spend. her last years traveii_ng the world. She is
very accustomed to a “certain standard of ]_ivi.ng”
and is highl}' critical of just about ew.rﬁr}rthing on the
Feather. She is absclutel}r mortified when the deaths
start, and cannot wait for the Feather to make port
again. She has a pampered white cat, Monsieur
‘N’h[skerton, who she -::nnstant].y coddles and
pampers.

* Vivian Mardrent (N Human Commoner 1):
Vivian is on the Feather ﬂzeiﬂg the attentions of a
local landholder who wouldn’t take “no" for an
answer. She has high l'mpe:s of starti_ng a new life
once the Feather makes port. Sheisa relatively quiet
and kind woman, not to mention very beautiful, and
becomes very frightened when the kiuiﬂ.gs I}Egin.

+ Elosio Hererra (CG Human Ranger 2): A
robust man from a faraway land, Elosio has many
opinions and never shies away from sha.l:ing them. A
brash man of action, he is traveling on the Feather in
search of adventure. When the lc_i]lings I}Egin he is
very loud in his cries for action, appointing himself
in chﬂ:ge of fs:rreti_ng out the killer. When :ulgered
he is quick to call for a duel, complaining that his

honor has been besmirched, but if the offending
party is relatiw].y contrite he will usuauy furg[ve the

offense without violence.

+ Laurnis Gedric (NE Human Fogue 2): An
a.ccom.p]_ished tl’li.EF, Laurnis booked passage on the
Feather after a particula.r].y exorbitant string of
crimes and is ].uclc_ing to find somewhere quiet to
pawn off his ﬂl’gﬂttm gains.

» Adam and Vanessa Tanner (N Human
Expert 2; CIN Human Commeoner z}: The Tanners
are young and passionate lovers, recentl}r married
and ﬂEEi_ng WVanessa's fa.ther, Jnscph Gc-lt:n.ant, a
merchant of moderate wealth who did not approve

of their union.



GETTING STARTED:

The easiest explanation for why the PCs are all
aboard the feather is that they are travelling together. If
you intend for this adventure to be the beginning of a
series of adveuttu’es, and not a stand-alone adventu::e,
you should probably determine the destination of The
Hﬂrpy’s Feather in a{lvaﬂ.ce, and allow each pla.yer to
determine their character’s reason for traveling there
(alterﬂatively, if you prefer to do things simply, the
party could be trnvcﬂing togeﬂ:l&t, rather than sepa-
rati:ly). Once the PCs are aboard the Feather t]:l.ey
almost can't help but get involved in what follows,
which will unfold on its own.

BOARDING THE HARPY'S FEATHER:

Before the action starts, give your players a little
time to get acquai.ﬂ.te:d with the sl'J_iP. Have a deckhand
(perha.f:s even Gerric himself) offer to give them a tour,
either sepa_rately Of as 4 group. This should ]'J.EIP get
your Playzrs familiar with some of the key locations
onboard. Additionally, either as additional tour
members or {hE’ttEl’ yf:t) as separate encounters, allow
the PCs to get Passa.b].y acquai_ﬂ.ted with their fellow
passengers. T hey might encounter Madame Mulaude
berating a deckhand for the conditions of her room, or
Elosio Hererra might call them over for a drink,

insisting that they listen to tales of his previous
adventures and congquests.

It is important du.tirl.g this time not to draw too
much attention to Gerric, or your PCs will start to
wonder w]:ly this in particula_t deckhand is being made
so important. Having him give the PCs a tour is an
excellent way to introduce him without arousing
suspi.cioﬂ.—fspeci.aﬂy ifyou appear to have to make tp
his name on the spot or draw it from a random name
list.

THE FIRST DEATH:

The first murder does not occur for several days,
until the Feather is well out to sea, on the night of the
first full moon after the ship leaves port (feel free to
mention the phase of the moon to the PCS, but be sure
not to draw too much attention to it, or they’ll
immediately suspect 1ycanthtup£:s). Gerric, cursed by a
pa_tticularl}r potent string of l}rca_nt}u:opy l:see Blondfa_ng
W{:rerats, beluw} transforms for the first time and
begins hunting about the ship for blood.

He shortl}r finds it in the form of a deckhand
{PftEI Ventema:) who he murders in his bed
three rooms away before retfeati_ng back to his
room, his bloodlust sated for the night.

The deckhands slzep in an f:ntirely different
area of the ahip from the passengers, so unless
one of the PCs decides to wander thn::ugh that
area on that in particular night, the murder is not

discovered for several hours. In that time Gerric

has awoken, discovered blood on his hands much
to his hcrrnr, and quieﬂ.y slunk off to wash them.
The body is discovered by another crew member
{:"Billy” Abrams) who quickly raises the alarm.

Once the body is dealt with, Captain
Rodanese calls all the passengers for a meeting in
the PEI].O‘[ (BEE Locations on the Sllip, beluw),
where he explains the facts of the situation and
that someone on the boat is lﬂ:ely a mu_fderer,
and that regrettal:lly the pasSsengers are all in
danger. He apologizes for the situation, and
adwvises that the passengers all be Especia].ly
careful while he attempts to uncover the culprit.
Madame Mulaude faints at the News, and when
she comes to she is ]:l.}rsteri.ca] for the better part
of the da}r. Laurnis Gedric remains especiaﬂy
quiet, and takes the first opportunity to return to
his TO0IMS, where he will sgetld most of the rest
of the trip, if the PCs let him. Elosio Hererra
lnudly Procla_ims that the “rogue” respoﬂ.sibii: for
the death shall not go unpunished, and that he
shall find the culprit and bring him to justice,
and calls lcrud.l}r for the other passengers
{specificaﬂ}r calling to at least one PC) to join
him in this venture. Adam and Vanessa Tanner
engage in a hushed and earnest conversation,
after which Adam reveals ﬂmlodram.aticall}r that
Vanessa was gone from his room most of last
n.i.ght, and he doesn’t know where she was.
Elosio i_m.t:m:r:iiately dismisses the Possibi]_it? that
a beautiful YOoung wonarn could be the culprit,
but the PCs and other passengers may not be so
easily swayed.

In fact, Vanessa was seduced by Elosio the

night before, and spent most of the evening with
him. She feels awful about the entire thing, and

- if found out her nn].y excuse is that she was

"swept u]_:r” I'J}’ his charismatic presence and tales
of '“cla_ri_ng do”. Vanessa doesn’t want to

Endange:r her marriage, however, and orl.ly
confesses to this if it seems li]:ely that she is

going to be



killed or imprisoned for Peter’s death, or if the PCs
uncover the truth for themselves. In either case she Eegs
them not to tell her husb:_l_nd_.

A DC 15 Diplomacy check and a few houss
ca_nvassi_ng the crew aski_ng about Vanessa or other
strange happenings the night of the murder is enough
for the PCs to find someone who remembers seeing
Wanessa enter Elosio’s chambers, at which point the
PCs should be able to draw the right conclusion about
her activities that night. Though the PCs aren't likely to
geta chance to see the l:ludy, which was cerenmnious].y
thrown overboard prior to the meeting in the parlor, a
separate DC 15 Diplomacy check canvassing the crew
for information about the body (or directly asking
Captain Rodanese) will get the PCs a description of the
wound Peter suffered: a jagged, wicked looking cut on
his throat. The best guess anyone on board has is that it
was some kind of strange serrated dagger, but in
actuality it was one of the wererat’s long, vicious nails.

If the PCs talk to the captaiﬁ. and EXPress a desire
to he].p, and if the C:lPtEl:i.ﬂ. feels he can trust thi:ﬂl, he
will call them over to examine any future murder scenes
with him, and may grant reasonable aid in the PCs’
investigations, such as allowing them to search a
passenger or crewman's room. His trust only goes so
fa_r, huwever, and if the PCs are too fast and loose with
it he will quickly stop involving them in the

investigation.
THE SECOND MURDER:

The first night after Peter is murdered, Gerric once
again transforms and stalks the ship in search of
\someone to slay. He finds Adam Tanner, who, after a
quarrel with his wife (either due to her admission of
infidelity or due to her unwillingness to explain where
she was the previous rl_ight} decided to take quarters
elsewhere, and moved in with the crew as there weren't
any more passenger rooms available. Unlike with the
previous victim, Adam is awake when Gerric comes to
kill him, and puts up a fight. He manages to give Gerric
a nasty cut on his claw before Gerric rips into his throat
and tears it out, leaving Adam to bleed out on the foor.
The sound of the fight quickly brings a number of
crewmen to investigate (and the PCs, if they either
succeed on a DC 20 Perception check or have gained the
cuupera.tion of ca.ptaiﬂ. Ru:[aﬂese, who summons them to
see the scene of the crime). ). By the time even the
fastest help arrives, however, Gerric has made his
escape, hea.c]_ing stt‘aight back to his room and faﬂi.ng

UNCconscious, -:m.[y to awaken a few moments later as

himself. Luckily for him, his fast healing closed
his wound almost immediately, so while he left a
trail of blood from the scene of the crime, it
.stopped a little wWays short of his room.
Presumably the PCs are summoned to the
scene of the murd.er, but if for whatever reason
the caPtain doesn’t trust them tht:y can find out
the following information from one of the
deckhands with a DC 15 Diplomacy check. By
the time anyone arrives on the scene, all that
remains is Adam’s_corpse and a lot of blood. The
PCs find a dagper in Adam’s hand, its blade wet
with blood. They find his throat ripped open, and
with a DC 15 Heal check are able to determine
that whatever caused the wound was jaggﬁ:& and
uneven—clearly not the knaife in his hand. They
also can’t fail to miss the trail of blood leading
out of the oo, and clever PCs will conclude
that it I:lel.nngs to the murdﬁrzr, and that he was
injured in the fight. If they follow the trail, they

tind that it leads down the hallway about 10 feet,

stopping outside of the late Peter Ventemar's

room {searchi_ng the room turns up nothing of
particular interest). If the PCs think to check for
the whereabouts of all the crewmen and see if
anyone is missing, they find several crewmen
missing from their rooms, though all of them are
supposed to be on duty. They find Gerric asleep
in his room, and if they check him for wounds
(DC 12 Heal check), find he has a faint scar on
his hands that's ne:a_tl}r healed and looks to be
several weeks old.

If the PCs investigate the other passengers,
they find all but Vanessa in their rooms, though
that doesn’t mean much with the head-start the
killer had. Vanessa, upset by her fight with her
husband, can be found in the parlor, where she
had spent the previous hour or so moping and
pining (}rnu should decide in advance whether or
not basic healing magic would allow her to
remove any trace of wounds, because your PCs
may very well ask you that as soon as they find
out she's uﬂ_inju.tecl). Of the remaining

PAsSsSENEeErLs, EiDS;D SHHE:I.'E fmm a WiCkEd cut on

his right hand, which, if questioned about, he

: ind.ignantly Procla_ims that he got while Pla.yi_ﬂg a

game of knives with one of the crewmen. He
doesn’t remember who it was, and it takes a DC
20 Eli.];nn11::1:1]:1..'1‘::],.r check and several houss for the
PCs to track down the crewman Ua.l:m!s Miller}

in question.



The PCs can have either Gerric or Elosio confined to
their quarters and put under gua.td ifthey succeed on a
DC 20 Diplomacy check (25 for Gerric, as the evidence
against him is much weaker) to convince captain
Rodanese. He is conferring with his first mate, Martin
Jorien, at the time. Martin is attempting to convince the
captain to confine the PCs to quarters (or, if they have
been pa_rticula_r].y rowdy, he may even be Pushing to
have them thrown overboard). His argument is fairly
insubstantial, and is based largely on his general dislike
of heavily-armed adventurers who are acting with more
authurity than he feels '[‘J'J.E}F should ]'J.ELVE, but he makes
it very loudly. Though the captain dismisses the claims
(Pruba.bly...if your PCs are exceptionally violent or
suspicious, he may seriously consider the accusation) it

isn't lnrl.g before EVEIYVONE on the Feather knows about
the incident.

THE THIRD MURDER

Even if the PCs manager to get Gerric confined to
his quarters, it proves not to be much of an obstacle to
him. Once he's transformed he simply sl_ips out of the
porﬂ:ﬂle in his room and claws his way a.lung the
outside of the ship (if the PCs anticipate this and have
him mowved to a room that doesn’t have a Pnrthole he
breaks out and kills his gua_rd, which should settle the
fact that he is, in fact, the killer). If he is still at large,
it's even siﬂlpler for him. On the third uight he

stumbles across first mate Ma.ttirl.]orien, who harel}r has
time to let out a scream before he is slaughte:n:d.

B}r now the PCs may have set someone to watch
Gerric or other suspects. Dependi_ng on how the PCs set
up this survei].la.m:e, t}:l.ey may or may not be aware of
Gerric's disappearance. Elosio, if he isn't confined to
quarters, is busy “entertaining” crewmen with his
stories in the mess hall at the time of the murder.
Vanessa is alone in her room, lamenting the death of
her husband (and teeling guilty about her atfair with
Elusio}. She turns to any PC around her for comfort.

Madame Mulaude is in the parlor with her cat,
Monsieur Whiskerton. She will compla.in endlessly to
the PCs about anything and everything, and PCs who
listen to her ranting are rewarded with the kﬂnwledge
(mi.ﬂgli:d in with other stories and comp].aiuts) that her
cat has taken an intense cl.is].ikiﬂ.g to Gerric. Madame
Mulaude assumes it’s because Gerric is a “common and
dr'_rty sailor type” and that the cat has “refined taste and
won’t settle for that sort of -::umpau}r" but clever PCs
may find the information useful.

Laurnis Gedric remains in his room, and
won't allow any of the PCs inside under any
circumstances. [f they get suspicious enough to
force their way in, they find nothing amiss
unless they begin searching his belongings, at
which point they find several paintings and
pieces of expensive jewelry amongst his
Possessions. Clever PCs will realize that
something is amiss, but likely won't know what
to do about it, and will most likely realize he isn't
the culprit. ¢

Vivian actively seeks out a PC, preferring
male PCs with high Strength and Charisma
SCOIES, and asks if she can stay with them for a
time because she doesn't feel safe. Suspicious
PCs may feel that she is setting them up for a
trap, but in fact she is entirely on the level. If
none of the PCs will take her (D:l’ they otherwise
aren’t to her taste) she instead turns to Elosio for
comfort, and he is happ}r to have her.

Once word of the murder gets out, hnrwever,
Elosio levels his suspicions that the PCs (or, at
least, one of them) are the culprit. He points out
that 'I.“J:ley had a qua_rrel with the deceased (l}ased
on the first mate's own suspicions of the PCs)
and—if it's true—that they had little in the way
of an alibi. The PCs (or single PC) must make
their own case for their innocence, which
requires a successful DC 25 Diplomacy check
(with a bonus of +5 per successtul argument in
favor of their innocence) or be confined to their
quarters. ﬁnyn:u: who was confined to quarters
previously is released, regardless of whether the
PCs are found guilty, because it seems clear that
anyone confined to their quarters couldn’t have
committed the murders.

THE ATTACK

On the fourth night, when Gerric
trausfonns, he finds his way to one of the PCs’
rooms. Which PC is up to you (thzy may have
taken to sharing rooms at this poiﬂt), and if one
of the PCs is contined to his quarters Gerric may
start there. Luckily for the PC their door is in

~ bad need of oil, and lets off a terrible noise as the

wererat sneaks into the room (ﬂmntinniﬂg this
when the PCs first board the boat will create a

ngﬂ.tEl’ SENSE DE EDﬂSi.StEﬂCY E.ﬂd Wl.u. clue in any

other PCs who hear the noise that som.ething is



happening in that room) automatically waking any
of the room’'s occupants. Gerric attacks sa.vagely and
fights until either his opponent is dead, he hears
someone coming, or he is injured. If he manages to
kill his tarpet before any I'JEIP arrives on the scene he
heads back to his quarters. If he can'’t make a clean
escape, however, he heads up to the deck and jumps
overboard, later clinging to the outside of the ship
and climbing back aboard once the PCs are

convinced that he's gone for gund.

Gersric Thorne (Human Form) CR2

XP 6oo

Male human afflicted Bloudfmg wererat expert 2
(augmented. humanoid)

CE Medium humanoid (human, shapechaﬂger)
Init +1; Senses low-light vision, scent; Perception +6
DEFENSE

AC 17, touch 132, flat-footed 10 (-t—l Dex, +1 dodge)
hp 12 (2d8) '

Fort +o, Ref +1, Will +4

OFFENSE

Speed 30 ft.

Melee dagger +2 (Idﬁ+l..r"'19—2[‘.l)

STATISTICS

Str 12, Dex 13, Con 10, Int 10, Wis 12, Cha 6

Base Atk +1; CMB 42; CMD 13

Feats Dodge, Stealﬂ:l)r

Skills Bluff +3, Climb +6, Escape Artist +8,
Perception +6, Profession (sailor) +6, Sense Motive
+6, Stealth +8, Swim +6

Languages Common

SQ change shape (human, hybrid, and dire rat;
Polymﬂrph}, ].ycar!.thtn]_:ric EmPathy (rats and dire
rats)

Gesric Thorne (Hyl:rrid Form)
XP 6oo

Male human afflicted 'Dloodfang wererat expert 2
(augm.entzd humanoid)

CE Medium humanoid (human, shapechanger)

Init +3; Senses low-light vision, scent; Perception +6
DEFENSE

AC Iﬁ, touch 14, flat-footed 12 (+3 Dtx, +2 natural, +1
dodge)

hp 16 (2d8+4); Fast healing 2

Fort +2, Ref +3, Will +4

Defensive Abilities DR 5/silver

OFFENSE

Speed 30 ft.

CR2

Melee bite +4 (1d4+4 plus disease and curse of lycan-
thrc-p}r; DC 15)

STATISTICS

Str 16, Dex 17, Con 15, Int 10, Wis 12, Cha 6

Base Atk +1; CMB +3; CMD 16

Feats Dﬂdgt, Stea.lthy

Skills Bluff +3, Climb +7, Escape Artist +10, Percep-
tion +6, Profession (sailor) +6, Sense Motive +5,
Stealth 410, Swim +7

Languages Common

SQ change shape (hu_t:pan, hybrid, and dire rat; poly-
m.urp]:l.), lycmthropic EmPathy (rats and dire rsr.ts}

SPECIAL ABILITIES

Curse of Lycanthropy (Su)

A natural lycanthrope's bite attack in animal or
hybrid form infects a humanoid target with lycan-
thropy (Fortitude DC 15 ::u:gates). If the victim's size
is not within one size category of the lycanthrope,
this abii[ty has no effect.

Disease (Ex)

Filth fever: Bite—injury; save Fort DC 13; onset 1d3
days; frequency I;‘rday; effect 1d3 Dex damage and 1d3
Con damage; cure 2 consecutive saves. The save DC
is Constitution-based.

Lycaathropic Empathy (Ex)

In any Form., natural l}rcanthropes can commuinicate
and empathize with animals related to their animal
form. They can use Diplomacy to alter such an ani-
mal's attitude, and when so doing gain a +4 racial
bonus on the check. Afflicted lycanthropes only gain
this ability in animal or hybrid form.

CONTINUING THE ADVENTURE

Unless the PCs manage to block Gerric's
Escape, the adventure doesn’t end when he ].e:aPs off
the sh.ip. It doesn’t take much work for the PCs (or
the captain, for that matter) to determine that the
only missing person is Gerric, and that he is
therefore likely the culprit. If you'd prefer, Gerric
could return to his room before the headcount is
ﬂnmpiete, thus leavi_ﬂg the PCs to assume that the
wererat was never actua."}r a part of the crew. In this
case, Gerric will need some way of explaining why
he is soaking wet with seawater.

Left unchecked, Gerric continues killing. His
next target is Elosio, then Madame Mulaude. If the
PCs wisely acquire the silver cavalry sabers from the
parlor, and he finds out about it, Gerric targets that
PC, hoping to kill them in their sleep and throw the
saber overboard where it won't be a threat to him.



E.ve:ntually the PCs either confront the wererat and
dispose of him, or they find a good place to hide and
wait for the Sl‘l‘ifl to reach port.

When the PCs do reach their destination (whether
they successfully deal with Gerric or not) you may have
some difficulty keeping them together as a party if they
boarded the Feather sepa.ratel}r and are Pursuiug
different interests. Think ahead and see if you can’t find
ways to connect their various goals, even if it's as simple
as “they all need to reach a specific city, which is far
away". If Gerric survives, he might come back to haunt
the PCs later, or they may find themselves running into
sSuUrviving passengers (or booking passage aboard the
boat) again in the future.

Alternatively, Gerric could be an assassin or agent

hired to cause trouble on board the Sl'l‘ii]. Whether there
is a specific target (Perhaps the PCs) and the other
deaths are si.lnpl}r to prcwide a cover for the intended
death, or because the larger merchant organization the
Feather is associated with has crossed the wererat’s em-
pluyﬁr, Gerric still makes fora deadly ENnemy for the
PCs. With this option, once the PCs slay the wererat
I'J:u:}r find a letter or note on his person which indicates
that he was hired for some purpose {whether or not that
purpose is clear to the PCs is up to you}, which can lead
to an adventure as the PCs seek out the l}rcanthrope’s
mysterious em.Plu}rers

LOCATIONS ON THE FEATHER:

The Passmgrr Q_ust.rters: These rooms connect to
a si_ngle long corridor on the uppermost deck at
the stern (front) of the ship which leads into the
par].ur, and are home to the Feather's PAasSsSENPELS.
The doors are wooden and boast simple locks.
The rooms are relatively well-furnished, but PCs
used to luxury are due to be &isappnlﬂte&.
Rm.tghly half the rooms are designeﬂ to house
couples, and these fea.h_l.re a l'.u'gt:f bed.

The Parlor: This room is mrprisi.ﬂgly luxurious
and comfortable, considering it’s found in the
bowels of a boat. Its red carpet is sligl:lﬂy
mildewed, and there are a few scuff marks and
scratches on the otherwise comfy furniture. The
fireplace in the corner is an illusion, meaning it
doesn't provide any heat, but it does add to the
room’s ambience. The two silver cavalry sabers
(treat as ].ungswntds) hanging over the fireplace,
hnwevet, are not i]lusory and bdm:l.g to the
captain as an award for his prior naval service.
The Paflnr is cltsigﬂ.zd tobea pla.ce where the
passengers can intermingle and relax, and is
located on the uppermost deck between the
passenger quarters and the mess TN, and must
be passed through in order to reach the passenger
quarters.

[HE HARPY'S FEATHER




The Mess Room: This large room has several long, thin
wooden tables lined on either side by benches, and is
where meals are served {thuugh passengers can choose
to take their meals in their rooms or in the Pa_rlur).
Hr:ijoinf:cl to the mess room is the gﬂﬂey where food is
prepared. The mess room is on the uppermost deck
between the parlur and the storage rooms.

Crew Q_u:,trte-rs: The crew quarters are small and
craﬂlpe:d, but at the VELY least each crewman pets his

oW1 1O0IT. CIEW qua.rters Can i}E EDHIH]. on I'_l'.l.l’_‘ SECDﬂd

and third decks on the front half of the boat.

Storage Rmms,/c:ugn: The rest of the ship, consisting

of a small section of the first deck, half of the second
and third decks, and the entire fourth deck serve as a
storage area for the ship’s supplies and any cargo she
m_ig}:l.t be carrying. Passengers who spend too much time
in these areas may be Poli.tel}r asked to leave.

Miscellaneous: Though the Feather is designf_'cl. to carry
passengers, it is still a boat, and space is still at a

PIEII'J.‘il:I.ﬂl, mf:aning that Ila.uwa}rs are never more than 5

feet wide. Most rooms in the ship have portholes, and
all doors on the ship are made of wood.

BLOODFANG WERERATS

Gerric is infected by a rare and especially potent
strain of wererat lycanthropy which makes him
different from other wererats in several ways. Firsl‘ly,
once he makes his first transformation at the full moon,
he
continues to transform once each n_ight regardless of the
phases of the moon. Second, whenever he is
transformed he suffers from an intense bloucﬂust, and
must immediately seek out a living, sentient creature
and slay it. Natural lycanthropes of this type can resist
this urge with a Wisdom check (DC12+1 per previous
night} but few choose to do so.

Bloodfang wererats are different mechanically, as
well. T]:ley have fast h.eaiing (5 for natural Bioodfmg
wererats and 2 for afflicted), and their Strength bonus
when in hybrid form is +4, rather than +2. To reflect

these diffe—rences, the CR acljustment for blnu&fang
wererats is one higher than for t}fpicsli wererats.



THE FALL OF HOUSE SAHR
Written by Alex Riggs

SYNOPSIS:

In this adventure, the PCs have run afoul of a
Nora'ka, a forgotten and spiteful demigod of
TEVENgE. Berevan Sa]':l_t, one of the few Priests
remaining who worships Nora'ka, has them pulled
into a ﬂ_ightmsu:ish realm where he intends to exact a
terrible vengeance in the name of his deity. The PCs
miist navigate his hellish stroﬂ.ghul.d and weaken his
grip on the realm if th-::},lr are to have any huge of
defeating him and escaping with their lives.

BACKGROUND:

In the past, Nora'ka was a fully-fledged
goddess of vengeance and painful retribution. One
would utter a prayer to Nora'ka that their enemies
would be punished for various sli.g]:lts or injustices,
In more extreme CASES, MNora'ka was known to make
pacts with mortals, exacting their vengeance (or
allowing them to exact it Pf:rsona.ﬂy) in exchange for
ownership of their soul and eternal servitude in
undeath. Unfortuna.tel}r for her, Nora'ka was
Exceptiormﬂy vzngeful ]:mrse]f, and eventuaﬂy her
list of enemies became too long for her to maintain.
Stul::burnly, she refused to Em:give any si_i.ght, and
Eventua].l}r overextended herse]f, fa.ﬂ_i_ng from power
into obscurity.

Berevan Sahr, a minor noble in a backwater
provi.t:u:e, devoted himself to Nora'ka after Terese
Lonvit, a woman he had long pined for from afar,
married his older brother Alvir. One of Nora'ka's
most prominent clerics, an ettercap named
Reeletep’parr, inducted Berevan into Nora'ka's
priﬁsthoo{l and showed him how to access to the
Realm of Dreams, a quasi-real plane that mirrors the
material plane but is twisted by the thoughts,
dreams, and desires of mortals. The Realm of
Dreams is a daﬂgerm plsu:e, bist Berevan's status as
lord of the local castle allowed him to control the
dream version of his family’s demesne, subjugating
the dream-castle’s existing occupants, a clan of
tengii.

Once he had dragped Terese and Alvir into his
d_feanmcape strnng.’rm].d and taken over the fsu:nily's
estate in the material plane, Reektep’parr gave him a
massive tome which contained the list of Nora'ka's
enemies and how they had wronged her

He ordered Berevan to begin taking vengeance
on these enemies, so that Nora'ka might eventually
be returned to power. Usi.ﬂ.g his tengu agents, he
began luring these victims to his dream-castle, where
he would inflict terrible retributions upon them.
Before ].oug, the names of the PCs were at the top of
his list.

GETTING STARTED:

YWou will need to determine what the PCs have
done to earn the ire of Nora’ka. Luc]!:ﬂy, as Nora'ka
is the demi-god of revenge, and known for her
vehement grudges over even the smallest perceived
slights, this need not be anything spectacular. Most
hkel}r it wasn't even the PCs themselves who
angi:ted he:r, but an ancestor of theirs. Talk to your
Players and determine if any of their characters have
adventurers in their Ea_m.il}r tree. One RPPruach is to
have the PCs all be descendants of a party of
adventurers who struck a ﬂ].i.ghty blow against
Nora'ka, explaining why they are being “punished”
as a group. Alternatively, if one or more players are

adamant that their character comes from a Purdy
mundane background of commoners, the PCs’ a
ncestors m_ight still have ;m.gered Nora'ka I}}r
[iisresgecti_ng one of her shrines or angering one of

her priests, back when she was still in power. The

offender may not even have realized he or she had
earned the ire of the dark goddess, and the PC could
be coﬂlp].etel}r batfled b}r the accusations Berevan
levels.

If the PCs b-egin the adventure as an a]_ready
formed party, the adventure B-E:giﬂs when they
receive a mysterious letter requesting their presence
at the Sahr manor (SEE bzlnw). If the PCs begiﬂ. play
without being intimately familiar with each other,
however, you have two options: the simpler of the
two is to just give each of the PCs a separate version
of the letter mentioned above. Alternatively, if you
prefer, the PCs need never meet in the material
plane: Berevan's tengu can slip them doses of dream
essence (see Dream Essence, below) in their homes
(ur wherever else thf:y happ-en to IJ-E}, csr.usirl.g them
to wake up in Berevan's dream-castle. In the latter

case, the PCs will skip straight to the Dining Room.



THE LETTER:

Berevan sends the PCs the fn]luwiug lettzr,
along with so gold each, to lure them to his castle on
the material P].Elﬂ.E. Tl:mugh he sends one of his tenpgu
minions to deliver the letter, the tengu does not
deliver the letter in person, as Berevan is concerned
that they will be less likely to conie if they see one of
the crow chple. Instead, the PCs ].ikel}r find the
letter one morning, a tengu having slid it under the
door during the night. The letter is written with the
assu.ﬂlption that the PCs are all descendants of an
adventuring party who dealt a terrible blow to
MNora'ka at the height of her power, and may need to
be adjusted depending on your PCs’ backgrounds.

Dear Adventuner,

A deticate situation has arisen and T negucre the
aid of a capable champion to act on wy bekaly. MWy
howse arill Keepa freak the memonies of yocn ancestor,
who stood valiantly in the face of the dank goddess
HWora 'ba and was icspramental in hen defeat. and so 7
aelf, T you will grant me the konor of coming to the
Sakr eapate an Follajornd, Twould be very pleased to
fenther discusa the altuation and what needs go be doxe,
as well as what would serve a suitalle payment for you.
Tee the meantime, take the enclosed gold as a token of
my respect and eopeem for bark you and your noble an-
ceafer.,

MJ
Lard Berevan

SAHR ESTATE:

The Sahr estate is in fact a rather imposing
stone castle, set in the heart of the Hillsford region,
and about a }:La]f-'da}r’s ride from any of the nf:a_tby
townsteads, most of which are simple farming
communities and none of which is la_rger than a
small village. When the PCs arrive (either together
or sepsu:a.tel}r} th.ey are gree:ted by Erlton, Berevan's
chamberlain, who offers to have their things taken
to their rooms and show them to the paflor. He
explains that Lord Sahr is very busy, but is eagerly
awaiting d.ining with them that evening, E.ventually
all the PCs should arrive in the parlor, where, if they
arrived sepa.ra.tely tlley rnight be surprised to find
that t]:ur}r weren't the only ones summoned by

BEIEVH.EI..

Berevan has kept his religious conversion and
frequent trips to the Realm of Dreams to !'.'!.imse]f,
not confiding in any of his staff, including Erlton.
Despite this, many of the staff have noticed
Berevan's darkening temper since he became the
head of the huuse}:l.u].d, as well as the numerous
ﬂisapgea_ranczs of h.ouseguests (Lﬂ fact, these guests
were other enemies of Nora'ka that Berevan has

alrea{l}r ECRCtEd l'l.i.S VENECANCE Dﬂ). SD:I.’IIE EVEDN

W].'.I.I.BPEE that BEI’EVER wWas IESPDnSiI}I.E Eﬂ-f dlE deaths

of the late lord and .’rl.is_ wife, but none are wi.u_i_ng to

say so crpen].}r. Despite these COTICETTIS, the staff are
all close to Berevan, most of them having served the
house of Sahr since before the priest was born, and
are not wﬂling to l:retra}r him—though, at your
uptinn, OMNE Of MOre servants might try to spur the
PCs to flee the castle before the:}r, too, disappeeu‘. If
they r:lo, thf:}r aren’t open about it; and the most that
they will say is that the PCs should leave, not that
they are in danger or that anyone has disappeared
previously.

The castle (and, by extension, the Parlor) is
furnished richly but sparsely, as many of the pieces
which once adorned its halls have been sold off in
the Years since the castle’s hf:}rcla}r. Gerl.eraﬂy
speaking the material castle should give the
impression of being somewhat old, but should not be
overly intimidating to the PCs. It is not especially
dark or d_rea_ry: leave that kind of embellishment for
the dream version of the casﬂe, below.

After the PCs have had a chance to get
acquainted with one another 'l:surm:thi_ng which may
not take much time at all, if they arrived as a gruup)
dinnertime arrives, and Erlton leads them to the
dining room, where the banquet table is set with a
delicious lnuking feast. Unbeknownst to the PCS,
however, Berevan has had his tengu minions poison

the food with dream essence (SEE Dream Esscnce,

below). He arrives shortly after they do, and begins
to engage in small-talk until he is sure that all the

PCS IIRVE IJEE:I'J. EXPDSE(]. to t].'.I.E deaﬂl ESSENCE,

disnlissi_ﬂg any tall of their business as snﬂmthing to
be discussed after the meal is finished. His hateful,

srn.i.liﬂ.g face is the last thing they see before SIEEP

claims them.

FEATURES OF THE DREAM

CASTLE
When the PCs come to, thzy find themselves
in the Realm of Dreams’ version of Sahr manor.



Twisted to reflect the soul of its new master, the
castle has a dark and gothic motif, and the leering
faces of garpoyles stare at the PCs from every angle.
No matter how much ].ight the PCs bring to bare the
castle should remain dimly'li.t and full of alcoves
and corners which could contain lurking enemies,
waiting for the opportunity to strile.

PCs looking through windows see a dark and
d_fea.ry landscape su_rruuu.d.i_ng the CSLSt!.E, as Berevan's
lands have been twisted b}r his psyc]':l.e much as the
castle has. Those attempting to exit the castle ]Jy any
means find themselves wallr_i_ﬂ.g in tl‘u:ough the
castle’s front dnur, as the master of the castle has cut
it off from the outside world, trapping the PCs.

The first time (and only the first time) the PCs
enter a new room (nther than the troph}r COOITL O
Berevan's sann:tum) they are struck by a very vivil:l,
lifelike vision of some horrible act of torture. These
visions are not illusions, but actually a view into the
nightma.re prisons Berevan has created for his
victims (see Master of the Castle, below). The
visions are brief—quick flashes, making it difficult
to discern much detail—and then vanish. Depending
Of Your g-roup’s gla}r style and how much you want
to pla}r up this element of the adventure you can
expand upon the descriptions included here, but be
sure to consider the feelings of your players, as some
may not appreciate sp-endiﬂ.g an extensive amount of
time on such dark imagery. Each of the rooms’
descriptions also contains information about how to
free that room’s prisoner, but information on the

prisoners can be found in The Truphy Foom, below.

THE DINING ROOM

The PCs awake in the dining room of the
castle, and are horrified by a vision of a swarm of
spiders feasting on the still-living body of a man
bound to the dining room table. The vision lasts
un].y a few moments and then Fades, reveali_ng the
table to instead be laid out with a sumptuous-looking
meal Ee:a.tufirl.g roast poose, mashed potatoes and
gravy, fresh-baked bread with hul:ter, sweet potatoes,
sweet fruits and a large bowl of some kind of deli-
cious looking stew (boar with carrots, peas, and
diced potatnes}. Several decanters with wines of

various HRVDIS, as WE].I. a5 a largt hﬂ[ﬂ DE II'I.E'E.& are

also laid out.
As the PCs digin (or decide not to, whether

url_nerved I:I}" t!’.'!.E EIIS].}F 1m3ge or CDﬂCEIﬂE{i El.liiﬂ'l.l.t

Pcisnn), the voice of Berevan Sahr rings out through

the o0, and he steps from the darkness beyuﬂd the
doorway and into the dining chamber. He mocks the
PCs, gloating that they have fallen into his trap and
that h.ere, in his r:lems:sne, they have no chance of
defeating him. He exchanges taunts with the PCs,
laughing if they attack him (he is in fact nothing
more than a projected image of his real self, though
he doesn't tell the PCs that. See Master of the
Castle, below) and declaring that their struggles are
pointless, and that "thg Dark Goddess Nora'ka will
punish you eternally for your crimes.” Berevan
follows the PCs in this way through the adventure,

relishing in their setbacks and difficulties, and

ﬂccasiunaﬂ}' Providing ﬂ.ut'sn*helpfu.l commentary
or -:m.tright tormenting them with talk of the ways in
which he intends to have them tortured for eternity
(grcrups with different Play'styles may PIEEEi' not to
be followed by Berevan, and if you feel your players
aren't enjoying his presence you should quickly and
quietly find a way for him to depart, either
appearing to grow bored of them or infuriated at

something they say or do).

Eating all (nr at least most OE} the food on the
table releases Simon Hodlands, see The Trnph}r
Rcum, I}Elow, for details.

THE KITCHEN

As the PCs enter this o0, they are greeted ]}y
the vision of a huge iron cook-pot, tended by a
towering and leering demon, who pokes and prods at
the figure of a woman, her head just visible above
the water, who appears to be being cooked and boiled
alive. As the vision passes, they find the room to be
a kitchen, and completely devoid of any such
oversized cookware. The room is, however,
inhabited ]:ry three of Berevan's tengu servants, who
look to Berevan for orders if he is present (he casu-
ally motions for them to attack), or simply attack
the PCs if he isn’t.

The kitchen is fully functional, and is a
cramped and busy place. Counters should divide the
room into § wide strips, filling the room with
bottlenecks and chokepoints. The counters are about
4" high, and can be moved onto with a move action,
gritnti_ng highzr groun{i. Feel free to comp]_ica.te the
fight further, however, with heated stoves (sections
of the counter which do fire daﬂla.ge to anyone
touching them), pots of boiling stew (s]_:rlash weapon



THE HOUSE OF SAHR

Audience Chamber

Kitchen

Armory

Dining
Hall

FIRST FLOOR SECOND FLOOR



Far more decorative than functional, as the castle's
defenders, the tengu, use little in the way of WEeApPOns or
armor, the armory is still a very impressive sight.
Numerous armor stands display various suits of highly
polished and decorative armors, ranging from
salamander-hide (t:l'Eat as masterwork hide a_tmur) to
polished and lacquered black full-plate, complete with a
raven-feather cape. Various weapons ]:L:.-_ng from the
walls, and PCs who take the time to search the room
can find one of any simple or martial weapon. Banners
also haug from the waﬂs, a.lternati_ﬂg between the
banner of House Sahr (a raven’s head on a green
backgl:nund) and the banners of various other houses
and organizations, which a successful DC 15 Knowledge
(History) check reveals all I'Ji:].oﬂg to houses who were
either allies or defeated enemies of House Sahr.

Mounted prominently at the far end of the room is
a I}rightl}r pn].ished heav}r steel shield which bears the
raven’s head emblem of House Sahr. This is one of
Berevan's items of authority (3EE.MaStE£ of the Castle,
be:].ow), and if the PCs take or :lesttuy it t]'lt’)l’ will

wealken Berevan's grip on the castle. The shield is

tta.ppeci hcwew:r, and PCs who attempt to remove it
from the wall trigger a poisoned dart trap (cun.ﬂ_ing].y
hidden behind the shield itself) which has been
modified to deliver medium spider venom instead of the
usual greenblood oil.

REﬂmvi_ng all of the weapons fromthe room
releases _]una.}:l. Masters, whose ghost arrives almost
immediately to thank the PCs and offer them what aid
he can (see The Trophy Room, below, for details).

Poisoned Dart Trap CR:

Type mechanical; Perception DC 20 Disable DC 20
Effects

Trigger touch; Reset none

Effect attack +10 ran.ge:-.':l {1{13 g].us medium spider

WVELND m}

THE PARLOR

As the PCs enter this room I'J:u:}r are met with a
blast of heat as though from a roaring inferno. In fact,
the room appears to be filled with fire: the curtains,
carpet, and even the furniture burning in a brilliant red
haze. Curiously, though everything in the room is
ablazz, none of it appears to be damagecl or Bu.tﬂ.t, except
for the room’s occupant, a single man with charred and
blackened skin who runs wildly and uncontrollably

around the room, Hailiﬂg his arms and screaming..

Like the other visions, this one quickly passes,
revealing the true nature of the room.

The patlor is in fact comfortably furnished,
with a plush red carpet and luxurious red-
cushioned sofas. A warm fire crackles gentl}r in
the fireplace, and a decanter of red wine rests on
a table near an ornate cherry'woud armchair. A
sword !.'I.ﬂ.‘l:lgs from the Wall, its crnss*g-uzu:d

fashioned to resemble wings and its an.lnei.

carved in the shape of a raven’s head (this is the
Sword of House S;_lhr. See Master of the Castlt,
below, for details). Other objects of note include
a portrait of Berevan (in which he holds a rod in
one hand and a silver orb in the other}, a
grandfather clock, and a gold rod (the one
pictured in the painting, if PCs look closely)
resting on a stand in a glass display dome. None
of these items are of particular importance,
though the rod is trapped with a shocking grasp
trap, which goes off if any PC touches the glass
dome.

Putting out the fire in the fireplace releases

Aden Bremerson, see The '-I:'j:u::n_p]:q.t Room, below,
for details.

Shocking Display Case Trap CR1

Type magic; Perception DC 26 Disable DC 26
Effects

Trigger touch; Reset none

Effect SPEH effect (sﬁuckiﬂg grasp, attack +6
melee, 2d6 electricity dama.ge); multiple targets
{a.u targets touc:l:liﬂ.g the d.ispla}r case).

AUDIENCE CHAMBER

This room is c!.early where the lord of the
castle holds court: a lush red carpet bisects the
room, and luxurious curtains and drapes hang
aiorl.g the walls. At the far end of the room, atop
a raised platform, is a lavish throne of pure gold,
studded with a fortune in diamonds, rubies, em-
eralds and sapphires to form a mosaic of the crest
of the house of Sahr. Seated atop the throne is a
man in resplendent robes and wearing a crown.
Strikingly, he appears quite depressed, and, per-
haps EVETL MOLE stri.lc.ing].y, he locks direct].y at

" the PCs as they enter, holding up his hands, as

thuugh to warn them away.
After a moment the vision passes and the
room changes. The nn]}r obvious difference



difference is the lack of the man on the ﬂ].rone, but some
of the furniture has cha_rl.ge:d. as well: the thron.e, for
example, is now carved from polished oak (and bereft of
gems), and thnugh the carpets and curtains may have
once been fine, they are now older and faded. Added to
the room, however, is a crown, which rests atop the
throne (this is in fact the crown of house Sahr, see
Master of the Castle, below). The crown is in slight
need of polish, but is made of pure gold nonetheless.

Though the room is one of the least intimidating,
as the vision which greets the PCs is less horrifying
than those in most other rooms, it is in fact a very
dea{ﬂy trap. Four tengu hide behind the curtains (DC 25
Perception check to notice them), waiting until the PCs
set off the sleep trap in the middle of the room, at which
point they charge in and subdue any PCs who are still
conscious, then bind all the PCs and take them to
Berevan’s room for their final confrontation. Berevan
gloats for some time and then (ﬂﬂl‘.‘E }roru've allowed the
PCs to attempt Escape Artist checks and similar) begins
imprisoning them one by one in nightmare rooms (see
Master of the Castle, Eelﬂw).

Breaking the throne releases Alvir Sahr, whose
ghost iﬂmlediatel}r flies here from the ttuph}r room to
converse with the PCs (stt: the TEDP]'J}F Rnnm, bel.ow,
for details). If Berevan’s image is traveling with the
PCs, he tries to persuade them from destroying the
throne, and throws a fit of rage if they do so, leaving
their party to seethe in rage until the final

confrontation.

Sleep Trap CR1

Type magic; Perception DC 26 Disable DC 26

Effects

Trigger proximity (alarm); Reset none

Effect spell etfect (sff:ep, Will save DC 20 or fall
unconscious); multiple targets (all targets within a 10 ft.

raciius).
Stats for tengu can be found in the Pathfinder Bestia.l:}r.

THE CELLAR

The cellar is home to a vicious (and infrequently
fed) ghoul, who Berevan keeps around as a very
neglected pet. Unless the PCs have a way of hiding their
scent, as well as their sound, the ghoul is waiting for
them as they enter the ce]lar,. and lays into them
terociously, focusing on the nearest, easiest target until
they are slain and then dragging the corpse off to the

COLNET,

where he focuses on devuuring the remains. If

attacked while Eati_ng, he will defend himsr_']f, but
once he has a meal, if the PCs leave him alone he
will leave them alone.

PCs search.ing the room find a lsu:ge stock of
wine bottles, most of them emptied, but some
full, and a handful both full and quite expensive.
PCs who succeed on a DC 10 Search check (to
find the wine) and a DC 15 Appraise check (to
identify the viﬂ.tage) can walk away with a 250

gp bottle of elvish _Zinfandel, as well as two more
so gp bottles of orcish bloodwine.

Stats for ghuuls can be found in the Pathfinder
Besti,ar}r.

THE UPSTAIRS HALLWAY

This h_a.llways is Elega_nt].y decorated with a
variety of paintings and vases, as well as several
busts and three or four suits of decorative armor.
Closer examination of the room reveals that one
of the suits of armor is wearing a cloalk ]::earing
the insignia of house Sahr (this is in fact the
Cloak of House Sa]:u', see Master of the Castlf:,
),

The hall itself consists of a lnng series of
doors on either side, which lead to several
different rooms. Maﬂ}r of the rooms are servant’s
quarters or otherwise unremarkable. The four
important rooms on this floor are: the Trophy
Room, Terese's Room, the Library, and

Berevan's Room.

THE TROPHY ROOM

This room consists of a long hallway, lit by
torches every 10 feet, and flanked on each side l:l?
two rows of statues, which, after a short wWays,
become two short rows of empty bases where
statues could stand. PCs who wrait for the image
to fade are surprised to find that it doesn’t, and
the room remains the same no matter how lun.g
they remain in it. A close examination of the
statues reveals that the statues each show a si_ngie
figure in some state of terrible agony (most
mid-scream, or with their hands outstretched, as

~ though begging for aid), with a simple plaque at

the bottom I:lea.ring their name and a brief
descriptiuu of the “crime” that the figure in the

statue committed.



PCs who attempt to break or damage the statues find
them completely indestructible. There are perhaps two
or three dozen statues all tuld, thcrug}:l. there are ruughl}r
that many more empty bases, which, upon examination,
can be seen to contain names and crimes, and want m:l.ly
for statues.

Most of the plagques—including one for each of the
PCs, if they bother to look—list crimes such as

“angering the Dark Goddess Nora'ka”, but a handful list
crimes which seem to be more pzrsona.“}r related to the

castle's master, such as a maid who “spi]led tea on her
master, Berevan Sa.ht", and Berevan's own hrother,
Alwir Sahr, whose plaque reads simply “betrayed his
brother”. Several of the statues radiates a strong magi-::al
aura of abjuration and necromancy (a DC 15 Knowledge
(ﬁ.rcana} or Speucta& check allows a PC to come to the
conclusion that they are some kind of magical prison for
souls), and these are the statues of the Prisorlers whose
spirits can still be freed (see Master of the Castle,
below). The rest have passed on entirely, their souls
Etemﬂﬂy tormented b}r MNora'ka's servants, leavi_ng
simple stone statues behind.

Once a prisoner is freed, his or her statue crumbles
to.dust, and the prisoner’s ghost appears in its place,
floating gently above the stand where their statue once
stood. Most (l:mt not a.U.) wait here for the PCs to come
sPEalt to them. When the PCs arrive, they thank them
for freeing them and, in most cases, provide a useful
piece of information.

PCs who have been in other rooms of the castle
may recognize several of the tortures depicted in the
statues. The individuals who can be saved are:

* Simon Hodlands, who is trapped in a nightmare
version of the dining room, and who is depicted as being
covered almost entirely in a swarm of tiny spiders. The
crime listed on his plaque is “angering the Dark God-
dess No:a’ka”, tl:mugh in fact, like the PCS, he himself
committed no crime: it was his great-grandfather who
committed the sin by striking one of Nora'ka's favored
priests in a barroom brawl. Simon was brought here in a
manner similar to the PCs, and is of little help to them,
being but a simple cobbler. He does, however, know
about the sleep trap in the audience chamger, and can
warn the PCs about it.

» Jonah Masters, who is trapped in a nightmare

version of the armory, and who is depicted with an
alarming number of blades protruding from his torso.
The crime listed on his plaque is “angering the Dark
Goddess Nora’ka”, and he is the great-‘great'grmdson of

Lindsey Masters, a paladin who proved to be quite a
thorn in Nora’ka's side.

Though Jonah did not follow in his
great-great-grandfather’s steps, and is himself
a scribe at a small monastery, he is well-

acquainted with his ancestor’s career, and will

tell the PCs about it if they ask. He can also
tell the PCs more about Nora'ka {see
Background, above), offering encouragement
but wm:ﬂ_iﬂ.g the PCs that even if th.ey escape
their problems with the dark goddess will be
far from over. Unlike most of the souls
trapped hE:l’E, _]-'unah a.ctivel.}r seeks out the
PCs before departing, rather than waiting for
them here.

» Aden Bremerson, who is trapped in a
nightmare version of the parlor, and who is
depicted with his skin cracked and blackened
(his statue is of a slightly darker stone than
the others). The crime listed on his plagque is
“questioning the will of his lord”, and he isa
farmer who once lived on Berevan's land, and
who was imprisoned here after expressing
concerns that the recent lord’s new tax rate
would leave the local farmers without Enuugh
tood. He is very familiar with Berevan's life
4as a young ﬂ.uEle, if not so much with his life
as a dark cleric, and can tell the PCs about
Berevan's obsession with Terese (see

Background, above), as well as informing
him that Berevan has never been the kindest

of ].ords, and that he overworks the peasants
on his land.

= Katie Allen, who is trapped in a
nightmare version of the castle’s kitchen, is
depicted curled up inside a large cauldron.
The crime listed on her plaque is “spilled tea
on her master”, and she was once one of
Berevan's maids. She can tell the PCs about
Berevan's obsession with Terese, as Aden
can, but she knows nothing of his governing
policies. She does, however, know a bit about
Berevan's change in pefsonaii.t}r, and can tell
them that for several months he had a
mysterious visitor at late hours who was
alwa}rs comp].etel}r covered (this was in fact

Reektep’par, who was instructing Berevan in

how to enter the Realm of Drezuns, but all

" Katie knows is that he was very unsettling,

started appearing around the time Berevan
B-e:gsn to chaﬂ.ge, and that the two of them
were up to all houss of the night as strange



noises came from Berevan’s room). She is quite anxious
to leave, and will only wait for the PCs up to six hours
before her spirit departs to its final resting place.

* Alvir Sahr, who is trapped in a nightmare version

of the audience chamber, is depicted simply standing, a
solemn and forlorn look on his face. The crime listed on

his plaque is “betrayed his brother”, and in fact Alvir
was Berevan's older Erudltr, before Berevan, jea.luus of
Alvir's relationship with Terese, cast him into a
nightmare prison. Originally Alvir was tortured like the
uthers, and he quickly Passed on, but Berevan refused to
allow Alvir's spirit to be claimed by Nora'ka, and has
been careful not to over-tax his brother ever since,
Preferriﬂg to force him to watch as Berevan continues
his dark works on his brother’s throne. He thanks the
PCs for freeing ]'J_im, and then warns them that unless
I'_hey cut Berevan off from his power over this Place tl‘l.ey
have no hope of defeati_ng him. He can tell the PCs
about the four items of authority (see Master of the
Castlf:, b-elow}, I:huugh he duesn't. know Przcisel.y what
they are or where the:}r can be found. If the PCs possess
any when he spea.ks to them, or Efi.ﬂ.g any to 11[111, he can
identify which items are, or are not, items of authority
for the casﬂ.e, though he doesn't know for sure what
specific benefits any item has. He implores the PCs to
put a stop to his l:rrﬂther, and if possible to free Terese

from whatever torment Berevan has set upon her.

TERESE'S ROOM

This room actually contains no door, and is instead
sealed off from the rest of the castle with a shimmering
wall of force. The room beyond appears pristine, and is
clearly the home of a delicate young woman, with finely
polished furniture, fresh flowers, and lace and doilies
prevalent. The room has a single occupant, Terese Sahr.
Wite to the late Alvir Sahr, Terese was the object of
Berevan’s obsessions and desires, and when Berevan
imprisoned Alvir in a nightmare prison he declared that
he was taking Terese as his lady, setting her up here.
She is no fan of Berevan's, however, and refuses to
cooperate with him, which is why he has confined her
to her room.

As long as Berevan lives the wall of force will
stand (unless it is successtully dispelled, in which case it
is suppressed for 1d4 rounds). It is not actually sheer,
and in fact there is a small hole in the bottom where the
tengu deliver her food on a regular basis.

If the PCs pass By her OO0, Terese calls out to
them, attempting to prab their attention.

Si'.'l.E ﬂ{PlaLﬂS almut BEIEVHI.‘;’S ].DVE II:.D[ i'LEI ﬂ.‘l:l.d

how he deposed his brother, as well as his
horrible uigh.tma_re prisons. She does not know
about the items of authority, but she does know
that the Peuple Entrapped. in Berevan’s hellish
torture chambers can be freed hy seern_ingl}r
si.lnpl.e actions around the castle. She does not
know the spec:ii:ics of how to rescue any of the
prisoners, but can at least point the PCs on the
right traclk. She cares little for herself, but can't
stand to think of a.l_]. the innocents suffering in
the nightmare prisons, and begs the PCs to set
them all free.

THE LIBRARY

This room is a small, personal library which
predates not orll}r Berevan's cwrl.e:rship of the
castle, but also the tengu he found inhabiting the
place. PCs who take the time to examine the
various dusty books in the library find three to be
of interest.

The first appears to be a magical research
journal, its author anonymous. In it, PCs find a
series of observations on the nature of the dream
castle, which explain the various powers the
master of the castle possesses (see Master of the
Castle, below), and which also discusses the
items of authority. The book does not name
specific items (or, at least, not the current items),
but the author SPECLiJ.EltEB that because they
appear to be of such a Persona.l nature, tl:ley may
change depending on who, precisely, the master
of the castle is. He does explain that he believes
that there are four at any given time, however,
and can relate what each of the four cio-es, even if
their form might vary.

The second is a spellbook, which contains

the SPE”.S ray of Eﬂ.EEEE].EmEﬂt, false ]_i.fe, sPEctral
hand, and halt undead.

The third is set with a burni_tlg hands trap
on its inside cover, which goes off if the book is

opened, quite possibly destroying most of the
books in the library.

Burning Book Trap CR 2

" Type magic; Perception DC 26 Disable DC 26

Effects

Trigger touch; Reset none

Effect spell effect (burning hands, 2d4 fire
damage, Reflex DC 1 for half danmge); multiple
targets (:1.11 targets within a 15 ft. C-GILE}.



BEREVAN'S ROOM

The door to this room is locked, though it can be
opened with a DC 20 Disable Device check or forced
with a DC 15 Strengt]:l check. In fact, as soon as the PCs
give up on trying to open the door the lock gives an
audible click and the door slowly falls open with a long
and ominous creaking noise (the landiwork of Berevan,
who finds the whole thing quite a.tnusi.l:l.g}. If Berevan is
with them at this point, he bows sarcastically,
proclaiming that as fun as it has been to adventure
together, he must depart so that their climactic battle
Cafl COmmmence,

On the other side of the door the PCs don’t find
the relatively simple bedroom they might expect, or
anything even remotely resembling the corresponding
room in the waking world. Instead, the door opens into
what appears to be a starry void, with a long and
unnecessarily winding pathway which appears to be
made entirel}r of human bones. T_he path stretches on to
the apparent hnrizun, where t]:tey can l::lan:l}r make out a
circular stone floor floating in the void, decorated into a
sort of stud}r.

When the PCs arrive at the platfonn, tl‘u:y find
Berevan waiting for them. As long as the PCs seem
Wﬂling to i.n.dulge him, he gives a gloating speech about
how ftoolish they were for crossing Nora'ka and how
much torment awaits them when the battle is finished.
He does his best to make light of whatever
accomplishments they achieved in the adventure,
though depending on how busy the PCs have been he
may have a little trouble downplaying their victories.
When the time for speeches is over, Berevan wades into
combat, spending the first one or two rounds trying to
imprison the PCs with the lowest Will saves before
wading into melee or (depencling on which PCs remain
and whether his physical ability scores remain aug-
mented) hitting them with wave after wave of negative

ENErgy.

Berevan Sahr CR 3

XP 1,200

Male human cleric 4

NE Medium humanoid (human)
Init +4; Senses Perception +4
DEFENSE

AT 20, touch 13, flat-footed 16 (+j armor, +3 Dex)
hp 41 (4d8+20)

Fort +9, Ref +4, Will +9
OFFEMNSE

Speed 30 ft.

Melee Lynx Paw +8 (1d8+4)

Ranged

Special Attack Channel Negative Energy (2d6)
(DC 13) - 6/day, Imprison in Nightmares DC 17
Spells Prepared (CL 4th; Concentration +8)
2nﬂ—aid, desecrate, sound burst (DC 16), touch
of idiocy*

1st—bane (DC 15), cause fear (DC 15), divine
favor, dunm, Prutection. from gnnd*

o (at will)—bleed (DC 14), detect magic, light,
read magic 4

*Domain spell; Domains Evil, Madness
Domain Spell-Like Abilities (CL 4th; Concentra-
tion +8)

I.r"day—visiun of madness (+7)

}'fda.y—tcuc:h of evil {+;’)

STATISTICS

Str 18 (12), Dex 18 (8), Con 18 (14), Int 10, Wis 18,
Cha 13

Base Atk +3; CMB +1; CMD

Feats Combat Casting, Exotic Weapon Profi-
ciency (Lynx Paw), Extra Channel

Skills Knowledge (rr_'liginn) +7, Knowledge
(planes) +7, Spelleraft +7

SQ aura of evil

Languages Commeon

INPC Gear +1 brzastplate, cloak of resistance +1,

masterwork lynx paw w/ whip (found in Into
the Armor}r)

Imprison In Nightmares (Su):

As a standard action, Berevan may choose to
imprison a single target within 30 ft. that he can
see. If the target fails a Will save (DC I | for
each item of authority that has been destroyed,
see Master of the C:J_stl.e, beluw, for det:uls) he or
she is immediately imprisoned in a nightmare
version of one of the rooms of the caat].e, where
unspeakable torments are visited upon him or
her. The target is unable to escape, and takes 1
point of Constitution damage each day (no save,
and the target does not heal al:lrﬂity dzunage while
s0 i.tnp:isoﬂ.ecl) until he or she perishes, at which

Point their soul continues to be tormented,

taking 1 point of Wisdom da_ﬂlage each cla}r.

* When someone i.mgtisnufd in a ﬂ_ightma_rt realm

has Wisdom dam..age Equa.l to or greater than
their Wisdom score, his or her spirit is com-
plete:ly consumed Ey Nora’ka, and they cannot be
resurrected b}' any means (thuug]:l a wish or



miracle can recover the suul, aﬂuwing them to be subse-
quently resurrected). Everyone imprisoned in this way
creates a statue in the Trqphy Foom {see the Trophy
Room, above, for details). This ability is Charisma-
based.

CONCLUSION

With Berevan's death many of the darcker th.[ﬂgs
about the castle dissolve as so much smoke. The
nightmare prisons all cease to be, releasing anyone
imprisoned up to this point, and freeing Terese from her
confinement in her room. The PCs are no longer held in
the castle I'Jy Berevan's Wi]i, and are free to wander out
into the rest of the Realm of Drza_tns, or to return to the
waking world (this can be accomplished by any means
you desire, such as a portal or simple spell, but the

easiest solution would be to have it occur when the PCs

sleep within the Realm of Dreams).

szea.tiﬂg Berevan does not mean that his dark
goddess or her other minions will leave the PCs alone,
however. T'o the contrary, if they learned anything
about Berevan's patrons thf:}r know that they are far
from in the clear. Even if they didn't, they find several
re:]_iginus tomes dedicated to the Wurship of Nora'ka that
should clue them in to that deity's vindictive and petty
nature. One of the tomes is a book h'stiﬂg each and
every person and quasi-person who has angered or
offended the deity, as well as their crimes. PCs
searching the book can find their names, written over
those of their various ancestors and tracing back to the
ancestor who nriginaﬂ}r 3ﬂger€d Nora'ka.

The PCs can now seek out Nora'ka and attempt to
destroy her once and for all, or just go about their
business as adventu.l:ers, deali_ng with regea.ted attacks
and assassination attempts |:ly Nora'ka's henchmen until
it fi_na.lly becomes clear that the gnddrss of revenge has
no intention of leaving them alone. Ultimately, the
campaign could lead to the PCs 3tum]}1iﬂ.g upon the fact
that Nora'ka is preparing to make a triumphant return,
and that i.{"the:y don’t stop her she will make f_]:li_ngs very
url.pieasa_nt for them indeed.

Hltern;ttivel}r, MNora'ka may have her hands full
with other prnb].ems and be too busy to deal with the
PCs, simply making a note of their slight and waiting to
visit her fevenge upon their great'gfarl.dc:hiid.ten. In this
Ccase, the PCs are free to Exglﬂre the realm of dr:mm, or
pethapa even settle down to n.l.nrl_irl.g the -::astlf:,
someti:l_i.ﬂ.g which may prove to be quite the adventure in

and of itself. One of the PCs may gain the hand of
Terese:, or they may be Empl{:}re:d hy her to protect the

castle. Alternativel}r, Perhaps Terese was already
a ghost, and so the castle is left without a
legitimate heir, split between the PCs.

The tengu, who were never fond of Berevan

and served him primarily out of fea.t, are gratzful

to the PCS, a_nci, if the PCs seek them out,
Expla_in that they m:.l}r did what they did for fear
of being imprisuneci b}r Berevan. The:y Prefer to
stay in the castle, but will leave if the PCs insist

upon it—at least, as lnng as the}r believe that the
PCs will be arm.u:u;f to tell the difference.

DREAM ESSENCE

This potent liquid is milky white, and can
only be found in the Realm of Dreams. Any
object native to the Realm can be broken down
into dream essence through a relatively simple
arcane ritual, and the object destroyed in this
way tjrpically reforms after 2.(14 ﬂays. In the
Realm of Dreams the substance is Wnrthless, but
on the material plane it can have a potent effect,
causing creatures to fall comatose, their spirits
dragped off to the Realm of Dreams, specifically
to the rough location within the realm that the
dream essence came from. Creatures with 4 or
less hit dice do not get a save to prevent this
effect. Creatures with 5-9 hit dice can resist the
etfect with a successful DC 14 Will SaAVE, and
creatures with 10 or more hit dice are immune to

the effect unless they choose to be transpart:d.

MASTER OF THE CASTLE

Berevan Sahr gains a number of benefits
while in the dream castle, due to his status as the
lord of the castle in the material plane, as well as
his rudimentary knowledge of dream control.
Firstly, while in the dream version of the castle
Berevan’s Strength, Dexterity, and Constitution
scores are set to 18. Additionally, he can use the
spell project image at will, as long as both he and
the image remain inside the castle. The range of
this effect is considered to be the entire area of
the castle, and he is always considered to have

line of effect to the image as ].uu.g as it remains

~ within the castle, but unlike normal uses of the

speﬂ he cannot have his spells originate from the
image. This ztbiiity has limitless duration.



Finally, as master of the castle Berevan has the
ability to imprison others in hellish nightmare realms
within his castle (see Berevan’s statistics for the details
of the attack). Targets who fail their save vanish from
the spot, and are transported to a terrible nightmare
prison, creating a statue of them in the trophy room (see
above). Each prison is intimately tied to one of the
rooms in the castle, and is under Berevan’s complete
control, allowing his prisoners to be tortured in a variety
of wWays. Thoug]:l. the tortures often take deadl}r Eorm,
they are only quasi-real, and prisoners of these
nightmare dungeons take only a single point of
Constitution damage each day (though they do not heal
Constitution damage as long as they remain in the
nightmare prisorl.). When they die, their spirit remains
trapped, taking one point of Wisdom damage. When a
character trapped in a nightmare realm has Wisdom
damage equal to their Wisdom score, their soul is
absorbed b}' Nura’]{a, and ﬂm}r are unable to pass on to
the next life. This prevents them from being resurrected
by any means, though a wish or miracle spell can rescue
the victim’s soul from Nora'ka, allowing them to be

subsequentl}r IESUII’ECtE{i. IE BEIEVEI}. is Slﬂiﬂ, ANYOne

still trapped in a nightmare realm is freed, though those
who have already died from Constitution damage
remain dead, and those whose spirits have been claimed
by Nora'ka remain trapped.

Because Berevan's powers are dependant on his
status as master of the castle, thf:}r can be taken away I'J}F
removing Berevan's connections to the castle. This can
be done by claiming or destroying his items of
authurity, which are scattered t!'.'lIO‘ng}lDtlt the castle.
Each item that remains unclaimed and undestroyed
grants Berevan a +1 bonus to the save DC of his
Nightmare Imprisonment supernatural ability, and
several items grant him a specific benetit, as described

LEIDW:

» Shield of House Sahr: Sets Berevan's
Constitution score to 18 as ].ong as he remains
within the dream castle.

» Sword of House Sahr: Sets Berevan's Strength
score to 18 as lung as he remains within the dream
castle.

» Cloak of House Sahs: Sets Berevan's Dexterit}r
score to 18 as long as he remains within the dream
castle.

» Crown of House Sahr: Allows Berevan to use his
project image spf:ﬂ-'like a.hility.

If the PCs claim or destroy any of these
items, Berevan loses the special benefits they
grant. 'Dn].y destroyiﬂ.g the items reduces the
save DC of Berevan's Nightma_re Imprisonment
ability, though each PC gets a +2 bonus on their
saves versus that :ﬂ::rilit}r for each item of
authority in his or her possessions. Further, a PC
in possession of any of the above items gains the
listed benefit, so a PC with the Shield of House
Sahr would have his Constitution score set to 18
and gain a +2 bonus on saves versus Berevan's

Nightmare Impris;:m_l:n.ent ability.
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