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SEVEN TIMES AS DEADLY

was to create a dungeon that revolves around the theme of the

ow, it’s taken four whole months, but I've finally managed to

distract Boss Jacobs long enough to poke my head out of the

word mines and write one of these. (You’d be amazed how
far a grown man will chase a pigeon disguised as an archaeopteryx.)
So, sorry you’ve had to weather him for so long—he tends to think
he has a lot to say.

Regardless! This month we’ve got “Sins of the Saviors,” Steve
Greer’s massive, 11-part adventure that pits PCs against the runelords’
heptamerous dungeon-laboratory, a 10,000-year-old battlefield
between the seven deadly sins. A hardcore, old-school dungeon crawl
full of riddles, magic traps, mirrors of opposition, flaming ceilings,
teleporters, demons, crazed wizards, dragons—you know, all the
reasons you play the game. It’s all in there.

Mr. Greer is no stranger to adventure writing, being at least
in part responsible for such adventures in Dungeon magazine as
“Fiend’s Embrace,” “Tides of Dread,” and the Seeds of Sehan
campaign arc. This, however, is Steve’s first time writing a
chapter in an adventure path solo—not that you’d ever know it
from what you’re about to read. Holding his own with some of

the best names in the biz, Steve’s job for “Sins of the Saviors”

seven deadly sins. Rather than just cobbling together some dusty
old vault with a few sin-related traps, though, he blew by all our
expectations, creating the huge, seven-in-one dungeon known
as Runeforge. The runelords’ arcane research lab manages to not
just feel distinctly Thassilonian, but each wing’s embodiment
of a particular sin and the way each has (or hasn’t) held up over
the past few thousand years turns what could have just been a
dungeon delve with a sin-shtick into one of the most dynamic
site-based adventures we’ve seen in a while. It’s a dungeon with
politics—evil, sin-centered politics your PCs are all too likely to
have to become embroiled in if they’re going to have any chance
in Xin-Shalast next month.

So, if your PCs make it to the end of Rise of the Runelords, make
sure they stop to thank Mr. Greer, because they’re not going to

make it much farther without what’s coming next.

THE PATHFINDER PROJECT

I have something of a confession to make. Through the past few

months we've been running a series of experiments. Specifically,
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we've been running a series of experiments on you and your
roleplaying group (sorry about any side effects).

The overarching hypothesis: 33 years of gaming history has
only scratched the surface of what you can do with roleplaying
storytelling. With that in mind, we predicted that some of the most
imaginative authors in gaming could create some honestly new and
exciting adventures, given free reign to write the stories they’re
passionate about. And that belief has been at work behind every
word in Pathfinder thus far.

To test this theory, we have two variables to work with: the
adventures in every volume of Pathfinder, and you and your gaming
group (you wouldn’t believe the price of guinea pigs these days). So
let’s go through what we've seen so far.

As the starting point for Rise of the Runelords, “Burnt

Offerings” was meant to not just kick off the plots and
themes of the adventure path, but also to establish a
“base” for the adventurers. The PCs are supposed to
be able to go out, get into all sorts of trouble, and
still come home and be safe. But what if home

is where the adventure is? In Pathfinder #1, we
asked the question “Can you have a memorable
adventure at home?” Over the course of “Burnt
Offerings,” we see home raided by insane
goblins, have it infiltrated by vengeful villains,
and discover an ancient evil ruin right below
the townfolks’ basements. And that’s not to
mention all the scandals and intrigues that the
locals propagate themselves. Sandpoint has
all kinds of troubles, but do they prevent it
from being a nice little burg to live in?

The question of Pathfinder #2 is a
bit more blatant: “Can an adventure
establish the moody dread of a Hammer
horror film?” “The Skinsaw Murders”
appropriately begins with murder and
moves on to misty farmlands, an asylum for
the insane, a mysterious house possessed
by malevolent forces, and a cult led by
a shape-changing monster. We even
sent our artists reference pictures of
Christopher Lee on this one, and its no coincidence that one of our
favorite British authors, Richard Pett, got roped into the writing. But
does the adventure feel like Vincent Price should be the GM?

With Pathfinder #3 we might have concerned some folks. Even
though we had just finished a pretty grim story, we turned right around
and set up another, asking, “Can an adventure capture the feel of an
American-style, backwoods horror film?” With movies like Deliverance,
The Hills Have Eyes, and Texas Chainsaw Massacre in mind, Nick Logue
jumped right into “The Hook Mountain Massacre,” dredging up all
manner of gore and grotesquery in an enthusiastic definition of the
word “ogrish.” But were the Grauls and Kreegs really unsettling like
the best slaughterfests of the seventies?

Moving to a more historical question, Pathfinder #4 asks, “Can

you add to a classic?” It’s no coincidence that “Fortress of the Stone
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Giants” sounds like it might fit in with adventures about frost giant {arls
and fire giant kings. Wolfgang Baur’s exploration into the lives of one of
gaming’s most underrated giants attempts to draw upon the nostalgia
of the Against the Giants adventures, all in the hopes of conjuring up
memories of towering brutes that die hard and hit even harder.

That brings us about up to speed with Pathfinder #5. The question
of the month being, “Can the good guys also be bad guys?” In “Sins of
the Saviors,” the PCs find themselves in a dungeon of sin, where their
own vices might grant them considerable benefits. By embracing the
sins of ancient villains, they gain advantages they might need to defeat
a greater evil. The adventure doesn’t ask the heroes to go bad, but it
does put them into something of a moral quandary. Will adventurers

embrace their darker sides to accomplish the greater good?

Lastly, to round out the adventure path with Pathfinder

#6, “Spires of Xin-Shalast” asks “Can an adventure

evoke the feel of discovering alost city?” I’ll not
give away too much about Greg Vaughan’s tale
on the top of the world, but every element
drives at making the players feel like they’re
adventuring somewhere they’ve never been
before. We're looking forward to hearing
whether or not your heroes really feel like
they’re discovering somewhere new.

That’s what we’ve been up to, and now we’re
waiting on the result. So far, though, things are
looking quite positive. From the mountains of
e-mails and messageboard posts we read every
day, it sounds like many groups are settling down
in Sandpoint, getting creeped out in Foxglove

Manor, and seriously getting their stomachs
turned by Hook Mountain. And we couldn’t
be happier. This feedback is really what
tells us if the adventures are doing what we
want them to do and constantly suggests
ways we can make them even better. Even
more so, it tells us which of your tastes match
up with our own and informs our thinking
for future “experiments.”

So dust off your lab coat, get online,

and tell us how your experiments have
worked. Did the party mention Steading of the Hill Giant Chief? Did your
paladinrefuse to wield a weapon forged of sin? Did anyone get altitude
sickness? We're eager to find out, and we have a lot more trials for you
to run. But for now, back in the maze! We’ve got a mega-dungeon
full of ancient magic, immortal sins, and moral quandaries for

you and your PCs to test out!

F. Wesley Schneider
Managing Editor

wes@paizo.com
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RISE OF THE RUNELORDS CHAPTER FIVE

| Hidden in a remote mountain, its doorstep doubling as a dragon’s lair, an ancient
and mysterious dungeon known as Runeforge lies abandoned. During the height of
the Thassilonian Empire, Runeforge served as a place for the empire’s most creative
and gifted wizards to come together and share knowledge for the glory of their

runelord masters. With the empire’s cataclysmic fall, Runeforge was cut off from

R ——

the world. For ten thousand years, it has remained isolated within a timeless pocket
of its own reality, and in that time, strange and sinister things have grown within its
arcane halls. Now, with the resurrection of the Runelord of Greed, a new menace

has risen from the past and set his sights on the Runeforge’s ancient magic.
p i g g
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ADVENTURE BACKGROUND

That Thassilon ushered in an age of wonder is evident in the
monuments that survived the passage of thousands of years,
yet these monuments were but the creations of the slaves
of this empire. Even mightier were the runelord’s works of
magic—the transmutation of flesh into gold, the conjuration
of creatures akin to mountains, and the transformation of
the landscape of Golarion itself according to their whims
being but samples of their might. Yet on their own, the seven
runelords did not command every aspect of magic. Their
focused studies granted them great power in their chosen
areas of specialization, but at the cost of two opposing
schools of magical thought. No one runelord could grasp
magic entirely, and thus their works were limited by their
own inadequacies.

In response to this failing, the runelords agreed to the
construction of a shared laboratory of sorts in a region held
neutral by their seven nations. They named this place Runeforge,
and here, practitioners of each of their seven specialties could
work in tandem with one another, with little fear of sabotage,
mockery, or interference, in an environment untainted by
rivalries and grudges. It was intended to be a place of pure magic,
where masters of each Thassilonian specialty could work and
confer and create. The seven runelords bound themselves by
edict that they themselves would never directly interfere with or
even enter Runeforge, for fear that their presence would hamper
the work being performed there. Each runelord chose from
among his servants those who best represented his desires and
goals, then sealed those servants in Runeforge using their own
magic. Runeforge provided nourishment, comfort, and shelter
for those within—servitude in Runeforge was a great honor, and
a post held for life. Once a season, the inhabitants convened in
the central chamber, around a well of power at the heart of the
Sihedron Rune, and there they reported to their runelords the
natures of their discoveries and advancements in magic. The
well could even function as a portal, allowing the transport of
discoveries and creations to their masters in the seven distant
capitals of Thassilon.

The work done in Runeforge was anything but safe, and often
the wizards within its walls succumbed to madness or were slain
by errors in judgment or experiments gone tragically awry.
Although there was no shortage of replacements, the runelords
had little interest in allowing just anyone into the complex.
Only those of keen wit and quick mind could learn the ritual of
openingto enter Runeforge—arestriction that ensured that only
the most gifted wizards became its inhabitants.

Within months of the arcane laboratory’s foundation, the
runelords were hard at work, searching secretly for ways to
influence Runeforge without revealing their interests to each
other. Unfortunately forthem, theyhad beentoothoroughintheir
initial magic, for fear that the other runelords would do precisely
the same thing. For many decades, then, Runeforge functioned
as intended: neutral ground for masters of Thassilonian magic to

learn and study.
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Some of the final works to come out of Runeforge were various
methods of hibernation—the runelords knew the end was nigh
and tasked their Runeforge factions with methods of surviving
even the greatest of catastrophes. Each faction came up with
a different solution, and when Thassilon did finally collapse,
Runeforge’s discoveries served the runelords well. As they went
into hibernation, Runeforge carried on—its inhabitants had
already divorced themselves from the world to the extent that
even the fall of their homeland barely phased them. They carried
on their work while chaos reigned in the world outside. As the
years wore into centuries, some of the groups in Runeforge died
out, while others grew more powerful. As the centuries stretched
into millennia, the complex’s denizens succumbed to madness,
dementia, and depression. With the end of Thassilon, no newblood
came into Runeforge, and nothing came out.

Today, the remaining denizens of Runeforge are as much its
prisoners as its caretakers. Those few who have survived do so by
embracingthe darker side of magic, while others gave up, leaving
their ageless minions to carry on the work. Vital clues preserved
in the notes and workings of the complex hint at not only how
each of the runelords planned on surviving the fall of Thassilon,
but also reveal how to undo the magic that has preserved them
for the past 10,000 years.

Adventure Summary

When a mysterious sinkhole appears in Sandpoint, the PCs
investigate and find deeper Thassilonian ruins below their
hometown—ruins that contain clues to the location of
Runeforge, the site of many Thassilonian discoveries and
inventions, including the various methods the runelords used
to enter hibernation as their empire collapsed. Following these
clues, the PCs must travel north to the mountain Rimeskull
and enter Runeforge. Once inside, they find the place is still
inhabited, tended by Thassilonian wizards who have carried
on the traditions of their masters for thousands of years. By
exploring Runeforge, the PCs can uncover the method by which
Karzoug intends to return to the world of the living—and in so

doing, find the secret to his defeat.

PART ONE:
THE SCRIBBLER'S RHYME

Considering all that has happened—the bloodshed, the lives
lost, and the miles upon miles of Varisian soil journeyed across
to stop the machinations and minions of an ancient tyrant—it
might seem ironic that the key to defeating the rise of Runelord
Karzoug has lain dormant below Sandpoint the whole time.
Sandpoint has been through a lot, including a goblin raid,
slaughter at the local Glassworks, several grisly murders, and
most recently a full-blown assault by giants and a dragon. It’s
certainly a testament to the townsfolk’s resilience that they
have carried on as hardily as they have. Of course, they’ve had
protectors at hand to help them through these times of peril, and
when trouble stirs anew in the region, it’s to these protectors the

good folk of Sandpoint turn.
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This new development is something altogether more subtle
and disturbing than invasions by goblins or giants. Had this
development come before the events of Goblin Day (as it has
come to be called), it’s likely it would have been ignored. In
light of all the recent troubles, though, several of Sandpoint’s
leaders—in particular a worried Father Zantus—fear that
it portends something dire.

These new developments began after the giants
raided Sandpoint and were repulsed by the PCs.
Several days after the PCs left town to take the
fight to [orgenfist, an earth tremor shook the
Lost Coast. No stranger to earthquakes, the
folk of Sandpoint weathered the minor temblor
with ease, but then, at the earthquake’s climax, a
sinkhole suddenly yawned in the middle of Tower
Street, just north of the Garrison. A few guards
were injured and the sinkhole swallowed a chunk of
the Garrison’s north wall, but fortunately, the cells
in the north side were all vacant. It wasn’t the sudden
sinkhole that gave the leaders of Sandpoint
alarm, though. What worries them are the
sounds that come from the pit’s rubble-
choked depths every night. After a group
of guards sent into the sinkhole’s depths
vanished, Sheriff Hemlock roped off the
pit’s perimeter, established sentries, and
forbade anyone else from entering the hole.
This would be a job for folk better equipped to deal
with danger—folk like the PCs.

The sinkhole appears at about the time the PCs defeat
Mokmurian, for with this final decisive blow, Karzoug’s runewell
(already gorged on the greedy souls of all the giants the PCs
slew on their journey through [orgenfist) achieved a new level of
potency. The well is now charged enough that Karzoug can begin
the final stages of his wakening. [ust as the initial activation of
the runewell several years ago caused ripples in other runewells
scattered throughout Varisia, this one produced a much stronger
burst of magical power. The runewell below Sandpoint (area B13 of
the Catacombs of Wrath; see Pathfinder #1) erupted with power, and
it was this eruption that caused the destruction of the rock above
and the eventual sinkhole in Sandpoint.

The eruption did not go unnoticed by the gods, either. When
the sudden rush of magic surged through a site once sacred to her
worship, Lamashtu reacted instantly. From her lair in the Abyss,
she was able to use the rush of energy as a beacon for her own
powers—and when she cast her triple gaze over the region, she
saw the unquiet spirit of one of her greatest (and most ancient)
minions—the Thassilonian thaumaturge Xaltasa, known in his
final days as the Scribbler. No sooner did Lamashtu sense his
troubled spirit haunting the region than the magical eruption
began to abate, and before the link vanished, Lamashtu infused
the Scribbler with her divine grace. She resurrected him as a
divine guardian of her ancient temple, charging the Scribbler

not only with its protection, but also with its reawakening.
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FATHER ZANTUS

The Scribbler rose from a pool of unholy water in an ancient
shrine to Lamashtu deeper still than the Catacombs of Wrath.
Although his resurrection granted him new powers, as a divine
guardian he was unable to travel far from the site of his rebirth.
He has therefore busied himself with alternative methods
of sanctifyingthe ancient temple, calling forth from
Lamashtu’s court terrible monsters to serve as
the seeds of a new cult.
Of course, the leaders of Sandpoint know
none of this, yet—they know only that a
sinkhole has consumed a portion of town,
and that the noises coming from that pit
indicate something collapsed. If the PCs
don’t return to Sandpoint shortly after their

triumph at Jorgenfist, they are contacted by a
representative of the town as quickly as possible.
Ifit comestoit, Father Zantus scrapes together
enough money to pay for asending spell
to call them back to town.

It’s likely, however,
that the PCs head back to
Sandpoint soon enough

on their own, particularly
if they found the notes in
Mokmurian’s lair that spoke of
his concern about the chambers
below Sandpoint housing a “traitor to
Runelord Karzoug.” This traitor is, of course,

the Scribbler, and while the PCs might hope to find in him an ally
against Karzoug (certainly the Scribbler possesses information key
to the PCs’ success against the runelord), they’ll find that in this

case, the enemy of their enemy is not necessarily their friend.

Meeting with Father Zantus

Whatever the cause of the PCs’ return to Sandpoint, they are
greeted by throngs of excited hero-worshipers and grateful
citizens. The talk of the town is the Tower Street Sinkhole,
although the PCs’ return eclipses some of that—most of the
citizens assume the PCs have returned to investigate the
sinkhole, in any event. Once the initial hubbub of the heroes’
welcome wears off, the PCs are approached by a bashful-looking
acolyte of Desnawho gives them a message: Father Zantus wishes
to speak to them about the sinkhole as soon as possible at the
Sandpoint Cathedral.

Both Sheriff Hemlock and Mayor Deverin are there waiting
for the PCs at the cathedral with Zantus. They ask for a quick
recounting of the PCs’ adventures in Jorgenfist if they haven’t
learned of them already, listening wide-eyed to tales of giants,
dire bears, headless ogres, and horrors from beyond time itself.
Soon enough, Father Zantus clears his throat and speaks upon

the matter at hand.

“Of course, we're all very pleased to hear of your successes. Sandpoint

owes you a huge debt of thanks for ensuring its safety yet again. And while
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I’d like nothing better than to let you relax and enjoy a well-earned break
from your adventures, you've doubtless heard about our newest problem.
A few days ago, the ground collapsed just north of the Garrison, right in
the middle of Tower Street. The north wall of the Garrison took some
damage, and while fortunately no one was seriously hurt when the sinkhole
appeared, that’s not the case anymore. The guards the sheriff sent into the
pit to investigate never returned. That very night, we all heard something
horrible down there: dogs howling—like no dogs I've heard before—and
bloodcurdling screams. Sheriff’s roped the sinkhole off, and so far
nothing’s come up out of it, but those sounds are growing every night.
Whatever’s trapped in there wants out, and by the sounds of it, whatever it

is isn’t too keen on emerging friendly.”

The three look at the PCs with hope and expectation—if
the PCs don’t volunteer to explore the sinkhole and deal with
whatever’s awakened in its depths, Father Zantus comes right
out and asks them to. If the PCs have already set a precedent
for asking for payment for saving Sandpoint, Mayor Deverin has
approved a reward of 2,000 gp to be paid to the PCs if they can
quiet the howls and screams—a relatively paltry sum for high-
level characters, but a fortune for the town of Sandpoint. With
a DC 30 Diplomacy check, Deverin can be talked up to a reward
as high as 5,000 gp, but after this, Sandpoint is likely to look to

less expensive adventurers for protection.

Back into the Catacombs

The sinkhole itself has stabilized at a width of 30 feet, reaching the
diameter of the street and consuming a portion of the Garrison
wall to the south—several basement jail cells hang open in the
sloping southern wall of the sinkhole. The sinkhole itself is 15 feet
deep—a DC 12 Spot check is required to see a narrow opening
along its northwest side at the deepest point, which seems to be a
tunnel leading underground. Clambering down the steep slopes
of the sinkhole is a DC 15 Climb check, unless the route from the
exposed jail cells s used. That is the route the first group of guards
took into the hole—it’s only a DC 10 Climb check there.

Exploration of the tunnel accessed from the sinkhole’s depths
reveals a short flight of stairs down and a 5-foot-wide passageway
beyond. The sinkhole’s collapse caused most of area B13 of
the Catacombs of Wrath (see Pathfinder #1) to cave in. All that
remains is a narrow passage that runs along the northeastern
wall, turning left at area BI3A and leading almost to area BI3B
before ending. The double doors to area B12 have fallen, allowing
easy access to the rest of the catacombs beyond. Eventually, the
PCsshould reach the stairs at area B10—stairs that until recently
were blocked with rubble, but have now been cleared by the
efforts of the catacomb’s new caretaker.

The strange and disturbing sounds that emanate from the
sinkhole generally start an hour before midnight and persist for
several hours before abating. The sounds consist primarily of
eerie dog-like howls that seem to echo a bit more than expected,
but mixed in with these howls are periodic shrieks of a much
more humanoid feel. These howls are mostly from the pack

of shadow mastiffs the Scribbler has called into this world to
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guard the shrine—the more humanoid cries are the shrieks of
the Scribbler himself. His screams seem to be nonsense cries of
rage and hatred, amplified by his supernatural fury and distorted
by the distance so as to be unintelligible. The howls themselves
can be identified as coming from shadow mastiffs with a DC
25 Knowledge (the planes) check. The baying carries with it
the signature fear of the shadow mastiff’s howl—those at the
sinkhole’s depths or in the Catacombs of Wrath beyond place
themselves inrange of the effect and must make a DC 15 Will save

or become panicked for 2d4 rounds.

Xaliasa’'s Story

Near the end of the Thassilonian Empire, a man named Xaliasa
commanded one of Alaznist’s Hellfire Flumes—one of several
defensive fortifications along the border between her empire and
that of Karzoug. Xaliasa was given much freedom in how he ran
his Hellfire Flume, as long as he continued researching methods
of producing and perfecting sinspawn for Alaznist’s army and
maintained the defensive line against invaders from Shalast to
the east. Yet Xaliasa served another—he had succumbed to greed
and, in secret, Karzoug bought his allegiance, transforming him
into a double-agent of sorts. In hisrole as defender of the Hellfire
Flume, he also served Karzoug with regular reports on Alaznist’s
troop movements.

Further complicating Xaliasa’s life was his devotion to a third
master—Lamashtu herself. As his role as a double-agent grew
more demanding, Xaltasa grew more distressed and more insane.
His true loyalties increasingly lay with Lamashtu, and he foresaw
apoint inthe near future when his treason between Alaznist and
Karzoug would place him in great danger.

Xaliasa’s answer was to use, in secret, his contacts with both
runelords, to discover the way to the Runeforge, perhaps the only
safe place where he could retreat if either runelord decided he was
no longer of use. Discovering the secret to entering Runeforge was
no easy task, but only a few days before the empire was destined
to fail, Xaliasa made the discovery. When Thassilon collapsed
and the world shook and the oceans swallowed Alaznist’s empire,
Xaliasa’s plans for escape proved inadequate. He had planned for
the wrath of one, perhaps two runelords, and was ill-prepared for
therage of an entire world. The supportive wards that protected all
of Thassilon’s monuments and attendant complexes from erosion
and decay kept many of the chambers below the Hellfire Flume
intact, but only barely. Xaliasa had the misfortune to be in one of
the rooms that collapsed—and with his death he took from the
world one of the secret ways to enter Runeforge.

Ten thousand years later, Xaliasa’s insane spirit awakened
again with the surge of magical energies from the minor
runewell of wrath in his lair. And now that Lamashtu has brought
him back fully, the resurrected thaumaturge is eager to
reestablish his rule in a world emptied of runelords. Only the
fact that his life is now bound to this shrine has kept him from
emerging into Sandpoint above to claim it for his own. Given a
short amount of time, however, he can build enough minions

to do that job for him.
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In his new manifestation as a divine guardian, Xaltasa has
become something more than human. Now closely attuned to
Lamashtu herself, his mind has become even more warped and
twisted. He no longer sees himself as an independent agent
of Lamashtu, but instead as her incarnation. His voice speaks
her will and his hands scribe her laws and desires. Yet over
the 10,000 years his soul has lain dormant, Xaliasa has fallen
far behind on his patron’s wishes. He now spends nearly all
of his time recording the wisdom of Lamashtu on any surface
available. Given his limited mobility and lack of empty pages,
Xaliasa has turned to the walls of his shrine, decorating them
with countless scriptures and prayers and invocations to the
Mother of Monsters. He is transforming her shrine into her
holy text, and when he has completed this task, he will turn his
attention to the world above.

In his new incarnation, he has become the Scribbler.

The Scribbler CEL 14)

The Scribbler’s ability to dimension door at will in the shrine
gives him incredible mobility—as a result, he is not simply
encountered in one room in the dungeon, but in many. The
Scribbler uses the same hit-and-run tactics against the PCs as
he used on the guards Sheriff Hemlock sent into the shrine, but
against the party he quickly realizes he’ll need more than just a
few seconds of combat to defeat them.

Atthe same time, the Scribbler knows the world above has moved
on. He desperately wants to “catch up” so he can more ably direct
his minions into the world. He knows that knowledge is power.
To that end, he attempts to extract information about the world
above from the PCs before attacking them. He becomes aware
of their intrusion into his domain as soon as they pass through
the secret door in area Al, and immediately contacts them. The
Scribbler relies on invisibility, nondetection, obscuring mist, and the
natural darkness and shadows to remain hidden while he speaks
to the PCs. Perhaps his greatest defense in this arena is guards and
wards, which he uses daily to protect the shrine.

The Scribbler’s questions should follow along these lines:
“What happened to Thassilon?” “What nation has replaced
it?” “Who rules the lands above today?” “Where is the seat
of their power?” “What became of Runelord Karzoug and
Runelord Alaznist?” “Who wields powerful magic today?” Keep
asking questions along these lines—if the PCs seem resistant
to answering them, or if they demand questions in return, the
Scribbler willingly plays along. He answers what questions he
can, proposing a one-for-one exchange of information. You can
use the Scribbler to fill in the PCs on a lot of the background of
Thassilon and Karzoug’s role therein and to impress upon them
just how powerful and evil the runelords were. The Scribbler
obviously knows very little about what caused the fall of
Thassilon, but if asked how the runelords can be defeated, he
grows coy. He mentions Runeforge, calling it “a place of learning
created by the runelords but grown beyond their control.” He
admits it was the one place in Thassilon over which the runelords

had no direct influence—the one place they could not visit, for
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fear of enraging the other six and causing an immense war. He
postulates that a runelord’s entrance into Runeforge might have
prompted the event that brought Thassilon to an end. Certainly,
if any secrets to defeating them existed in ancient Thassilon,
those secrets would be hidden still within Runeforge’s walls.
The Scribbler is eager to brag about how he discovered the key to
entering Runeforge, as well as its location, but this is one piece
of information he’s unwilling to directly share with the PCs. He
might, however, note that he has hidden the map to Runeforge
and the key to its door in the writings on the walls of this shrine.
While this is true, the Scribbler tells the PCs this primarily to
lure them deeper into the shrine, so when he feels that he has
learned everything he can from them, he’ll have an even greater
advantage in combat.

Once the Scribbler has satisfied his need for information or
the PCs prove unhelpful, he turns his attention to the second
stage of his plan—killing them, harvesting their magic and gear,
and turning their bodies into undead minions. He announces
this shift by declaring, “The time for talk has come to an end, my
sucklings!” He prefers to strike at the PCs in area A6, as thisroom
provides him and his minions the most space for moving around
in combat, but he certainly won’t limit himself to just there. In
each of the following rooms, brief notes on the Scribbler’s battle
tactics (as well as the effects of his guards and wards) are given.
Since he can be encountered anywhere in the dungeon, his stat
block is given below. The thaumaturge class is similar in many
ways to the cleric class, save that the thaumaturge devotes his
faith and loyalty to a demon lord, effectively selling his soul to

the demon in return for his powers.

THE SCRIBBLER CR 14

Male divine guardian human thaumaturge of Lamashtu 12/fighter |
(Book of Fiends 10, Advanced Bestiary 60)

CE Medium humanoid (chaotic, evil)

Init +4; Senses blindsight 10 ft.; Listen +8, Spot +6

Aura unsettling presence (30 ft.)

DEFENSE
AC 25, touch |5, flat-footed 24
(+8 armor, +4 deflection, +| Dex, +2 natural)
hp 102 (13 HD; 12d6+1d10+52); fast healing 5
Fort +10, Ref +5, Will +9
Defensive Abilities ability healing; DR 10/adamantine; Immune

disease, mind-affecting effects, poison; SR 24
Weakness bound to the faith
OFFENSE
Spd 40 ft.
Melee fanged falchion +15/+10 (2d4+9/18-20)
Ranged +/ cold iron returning dagger +8 (1d4+7/19-20)
Special Attacks dimension door, feat of strength |/day (+12

enhancement to Strength for | round), instant summons 2/day
Spell-Like Abilities (CL 13th)

3/day—alarm (| already used), knock

|/day—arcane lock, augury, clairaudience/clairvoyance, commune,

dismissal, forbiddance, guards and wards (already used), hold portal

—— —



Spells Known (CL 12th)

6th—heal, quickened spiritual weapon, stoneskin® (DC 22), summon
monster VI

5th—quickened divine favor, extended greater magic weapon (already
cast), righteous might®, spell resistance, summon monster V

4th—confusion® (DC 20), cure critical wounds, divine power,
freedom of movement, extended magic vestment (already cast)

3rd—blindness/deafness (DC I9), cure serious wounds, dispel magic,
nondetection® (already cast), protection from energy, summon
monster |11

2nd—bear’s endurance, bull’s strength, cure moderate wounds (2),
hold person (DC 18), invisibility®, silence (DC I8)

Ist—command (DC 17), cure light wounds, disguise self°, divine favor,
obscuring mist, protection from good, sanctuary (DC 17)

0—cure minor wounds (3), guidance (3)

D domain spell; Domains Strength, Trickery

TACTICS

Before Combat Every day, the Scribbler wards the complex by
casting alarm and guards and wards. He also casts nondetection,
extended magic vestment, and extended greater magic weapon
every day after finishing his daily prayer to Lamashtu. If he
has time just before combat begins, he casts stoneskin, spell
resistance, freedom of movement, bull’s strength, and bear’s
endurance on himself—all of these effects are calculated in his
stat block above.

During Combat The Scribbler’s strength is in his magic. In the first
2 rounds of combat, he uses his instant summons ability to first
cast summon monster VI and then summon monster V as free
actions (summoning |1d3 shadow mastiffs on round | and
a barghest on round 2). While these summoned monsters
engage his foes, he casts righteous might and then divine
power. On round 3, he casts quickened divine favor and then
enters combat, casting a quickened spiritual weapon on round 4
to attack a spellcaster or healer.

Morale The Scribbler dimension doors to the hallway outside of
area Al 0 if brought below 10 hit points, then hides inside his
lair and waits for his fast healing to fix him up before returning
to continue a fight with intruders. If confronted in area A0, he

fights to the death.

STATISTICS

Str 18, Dex 12, Con |9, Int 10, Wis 12, Cha 22

Base Atk +6; Grp +9

Feats Craft Magic Arms and Armor, Extend Spell, Improved Critical
(falchion), Improved Familiar, Quicken Spell, Skill Focus (Bluff),
Weapon Focus (falchion)

Skills Bluff +24, Concentration +19, Intimidate +25, Knowledge
(arcana) +5, Knowledge (the planes) +10, Listen +8, Perform
(poetry) +11, Search -2, Sense Motive +6, Spellcraft +12, Spot +6

Languages Abyssal, Giant, Thassilonian

SQ blessed life, milky eye, raspy voice, sacred site, scaly skin, summon
familiar (the Scribbler has not yet bothered to call a new quasit
familiar to replace Erylium)

Gear +/ breastplate, fanged falchion, +I cold iron returning dagger,
cloak of Charisma +2, 750 gp in diamond dust

SPECIAL ABILITIES

Ability Healing (Ex) The Scribbler heals | point of ability damage per
round in each damaged ability score.

Blessed Life (Ex) The Scribbler does not age or breathe and does not
require food, drink, or sleep.

Bound to the Faith (Ex) A cleric of Lamashtu can rebuke or command
the Scribbler as if he were a 6 HD undead creature.

Dimension Door (Su) The scribbler can dimension door (as the spell
of the same name, CL |3th) to reach any location within the Shrine
of Lamashtu under Sandpoint.

Divine Swiftness (Ex) The Scribbler gains a +4 bonus on initiative checks
and his base speed is 60 feet (or 40 feet when wearing his +/ breastplate).

Divine Skills (Ex) The scribbler has a 45 racial bonus on Listen,
Sense Motive, and Spot checks.

Instant Summons (Su) Twice a day, the Scribbler can cast a prepared
summon monster spell as a free action, provided the monster
summoned hails from the Abyss (i.e., is a demon or a Chaotic Evil

fiendish creature).
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Milky Eye (Su) The Scribbler’s milky eye imparts a -2 penalty
on his Search and Spot checks, but also grants him blindsight
to 10 feet.

Raspy Voice (Ex) The Scribbler’s voice is harsh and unpleasant,
granting a +3 bonus on Intimidate checks but a -3 penalty on
Perform (oratory or sing) checks.

Sacred Site (Ex) The Scribbler is bound to the shrine of Lamashtu
(areas AI-A10), and has been charged by Lamashtu with
keeping the site sacred and free from intrusion. Should the
Scribbler ever move beyond these areas, he loses the divine
guardian template and his spellcasting ability until he atones
and re-enters the site within one week. Otherwise, he loses the
template permanently and takes 6d6 points of Constitution
drain as his body adjusts to the loss.

Scaly Skin (Ex) The Scribbler’s skin is covered with a layer of
transparent scales that grant him a +2 natural armor bonus.

Unsettling Presence (Su) Animals within 30 feet of the Scribbler
must make a DC 22 Will save or become hostile to him. This aura
also grants him a +3 bonus on Intimidate checks. The save DCis

Charisma-based.

Lamashtu’s Shrine

The shrineitself hasthe same architectural style asthe Catacombs
of Wrath above, since these chambers were engineered and
constructed by the same sources. Ceiling height averages 8 feet
inthe hallways and 15 feet in chambers. There is no illumination
in the shrine itself (with the exception of area A6), as the
Scribbler relies on blindsight and his own memory of the place
to get around, and all of his minions can see in the dark. Time
has not been kind to many chambers of the shrine, and in several
areas rubble has blocked off passageways or parts of rooms. What
lies past these collapsed chambers is left to the GM—there could
be numerous other chambers further in, deep below Sandpoint
and awaiting discovery, but those chambers are beyond the scope
of the Rise of the Runelords adventure path.

The Scribbler has a wide array of spell-like abilities useful in
defending his lair. He maintains silent alarms at areas A1, A6,
and A9, and has locked every door in the shrine with an arcane
lock (with the exception of the secret door in area Al—he knows
well that a magic aura on a secret door ironically makes it easier
to discover if any intruders can detect magic). He’s avoided
using forbiddance in his shrine, since that reduces his ability to
use dimension door to move about the place, but he has placed
one in area A10 to protect it from intrusion.

The greatest magical protection in the shrine is that granted
by guards and wards. The entire shrine is protected by this spell at
all times, warding the complex as follows:

Fog: This fills all corridors, reducing vision (including
darkvision) to 5 feet and providing concealment.

Webs: Area Al is clogged with webs from this spell.

Confusion: Every time a character comes to an intersection,
there’s a 50% chance he takes the opposite route from the one
intended. There’s no save to resist this, but spell resistance does

apply (CL13th).
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FANGED FALCHION

Aura Moderate transmutation; CL | [th

Slot —; Price 22,375 gp

DESCRIPTION

The blade of this brutal-looking falchion is serrated,

forming fangs for the stylized etching of a jackal’s
profile on the shimmering metal. These weapons are
fashioned in honor of Lamashtu and are favored by
her most powerful cultists as weapons not only for
battle, but for sacrifice.

A fanged falchion is a + | unholy falchion—
wounds caused by the weapon’s serrated edge
| are horrifically ragged and bleed profusely.
| Whenever a fanged falchion scores a successful by
critical hit, the sword’s blade animates and B \
“chews” at its victim. In addition to doing N
damage for the critical hit, this horrific chewing
deals 2 points of Constitution damage and forces
the victim to make a DC | 5 saving throw to avoid

being stunned for | round. Creatures immune to

critical hits are immune to this Constitution damage and TJ
\

the stun effect. B

CONSTRUCTION 1

Requirements Craft Magic Arms and Armor, harm, unholy blight,
creator must be evil; Cost | ,375 gp, 880 XP
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Lost Doors: All of the doors in the complex (with the exception
of the secret door in area Al) are covered by silent images to make
them appear to be plain walls. A creature that interacts with this
image can attempt a DC 22 Will save to see through the illusion.

Suggestion: The Scribbler has placed a potent suggestion beyond
the door leading from area A9 to area Al0—see area A9 for
more details.

The entire dungeon radiates a strong abjuration aura as a
result of the guards and wards spell—dispel magic can remove only

one specific effect at a time.

Writing on the Walls

Thassilonian writing covers nearly every available surface in the
shrine—floors, ceilings, and walls. These are the result of the
Scribbler’s obsession, and most of the words recount prayers,
scriptures, and invocations associated with Lamashtu. If the
PCs can read Thassilonian and study these writings, refer to the
article on Lamashtu that begins on page 64 to see what kinds of
topics are covered.

Among these scribblings, though, are hidden the stanzas of
the Scribbler’s Rhyme. In his pride over discovering the location
of Runeforge, the Scribbler recorded the route to this location
among his writings. In order to determine the route to Runeforge
and the means for its entrance, the PCs must discover all five
stanzas and arrange them in the proper order. These five stanzas
are presented in the Scribbler’s Rhyme sidebar. If the PCs can’t

read Thassilonian or don’t have access to magic like comprehend
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languages, they may have to return to these
chambers with an expert on the language,
such as Sandpoint’s local Thassilon expert,
Brodert Quink.

Deciphering the Scribbler’s
Rhyme

In order to understand the Scribbler’s
Rhyme, the players should puzzle out things
on their own. If this becomes problematic
for your players, a DC 25 skill check should
reveal a stanza’s correct interpretation.
This skill check can be anything associated
with poetry, such as Craft (poetry),
Perform (act, comedy, oratory, or sing),
Profession (poet), or bardic knowledge.
Likewise, a DC 20 check can arrange the
stanzas in their proper order.

The correct interpretation of the
Scribbler’s rhyme is as follows:

First Stanza: This stanza establishes what
the rhyme in total is about, introducing the
idea of Runeforge as a place for wizards to
perfect and hone their craft.

Second Stanza: Here, the word “mirror”

is a metaphor for lake (a somewhat common
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{ And now you’ve come and joined the forge
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If magic brlghdtr; ybur desire,
To old Runeforge must you retire!
For only there does wizard’s art

+ Receive its due and proper start.

On eastern shores of steaming mirror,
At end of day when dusk is nearer,
Where seven faces silent wait

Encircled guards at Runeforge gate.

Each stone the grace of seven lords,
One part of key each ruler hoards;
If offered spells and proper prayer;

Take seven keys and climb the stair.

On frozen mountain Xin awaits,
His regal voice the yawning gates
Keys turn twice in Sihedron—

Occulted Runeforge waits within.

Upon rare lore your mind can gorge—
And when you slough the mortal way

In Runeforge L5ng your work shall stay.

L e TG s

L A5 A

i
|

b e m—

R S

usage in ancient Thassilonian poetry); a DC
20 Knowledge (geography) checkis enough
to note that in Varisia, Lake Stormunder
is known for its plentiful hot springs and
geysers. The stanza furthermentions “seven
faces” that are “encircled.” At this point,
a DC 20 Knowledge (geography) check is
enough to remember the mysterious circle
of seven stone heads that stand upon the
western slope of the mountain known as
Rimeskull on Stormunder’s eastern shore.

Third Stanza: The seven stone heads each
represent one of the schools of Thassilonian
magic, and by extension one of the seven
runelords. Casting a spell of the correct
school on the correct stone causes a key to
manifest in that stone’s mouth. This stanza
directs the character to gather a key from
each stone head in this manner, and then to
ascend Rimeskull via an ancient set of stairs.

Fourth Stanza: After the characters
ascend Rimeskull, they are directed to
enter the cave and, in a chamber beyond,
encounter a similar ring of seven stone faces
arranged around the seven-pointed star of

the Sthedron. Using the keys in these stones
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opens a portal to Runeforge, which exists in a pocket dimension of
its own existence.

Fifth Stanza: This stanza closes out the rhyme, promising
those who reach Runeforge a place of unbridled learning and

raw discovery.

Aui. Shrine Entrance

The pool of water in the middle of the room looks pure but is
foul-tasting. This is where those carrying the spawn of Lamashtu
were taken to birth their deformed, monstrous children 10,000
years ago, and it was from this pool that Lamashtu returned the

Scribbler to life as a divine guardian.

A4. Meditation Cell

Thick sheets of webs clog the depths of this flight of stairs. Here and
there, where the webs don’t quite obscure the details, are signs that the
stairs have recently been cleared of rubble—deep scratches along the
walls and floors and the absence of any mold or mildew are apparent

on the walls.

The webs in this stairwell were created by the Scribbler’s
guards and wards spell. The stairs themselves descend 50 feet from
the abandoned Catacombs of Wrath above. They appear to end
atadead end, buta DC 30 Search check of the western wall here
reveals a secret door. The door itself is also warded with an alarm
spell cast by the Scribbler that, if triggered, silently alerts him.

The passageway beyond the door has collapsed, but a narrow

tunnel has been cleared through into area A2.

A2. Antechamber

The walls, floor, and even the arched ceiling of this place are covered
with writing, the words spiraling and trailing in the ancient language of
Thassilon. Some of the phrases are immense, with words nearly three feet
high, while others are written in tiny, spidery script. The medium for the
writing varies as well—sometimes dark ink, sometimes blood, sometimes
carved into the stone itself. Passageways to the north and east lead into
fog-filled tunnels, and a pair of stone doors, their faces carved with an
immense image of a three-eyed jackal’s head, stand to the south. To the

west, light flickers in what appears to be an immense cathedral.

Anyone moving around in this room is very likely to be noticed
by the guardian of area A6, but that creature does not attack
immediately upon sensing intruders here, giving the Scribbler
time to make his first contact with the PCs. The scribbler asks
them a few questions, likely while invisible or hiding in the fog
to the north, then dimension doors to area A9 to ruminate for a
bit about their answers before seeking them out again elsewhere
in the dungeon to ask more questions.

Anyone who can read Thassilonian can quickly deduce that
the writing on the walls consists of prayers and scriptures to
Lamashtu. A DC 20 Search checkreveals four lines of what seems
to be alarger poem that has nothing to do with Lamashtu. This is
the first stanza of the Scribbler’s rhyme.

Az. Birthing Pool

Alow stone rim surrounds a shallow pool of water that seems to glow with
a soft radiance. The walls around the room are carved with large runes,

and the ceiling rises to a dome above.
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Small dunes of rubble and dust lie on the floor of this room, disturbed
as if by the passage of pacing feet. The walls and ceiling are densely
crowded with scribblings and markings. An image of a three-eyed jackal

glares from the wall to the east.

Asinarea A2, the walls here bear prayers to Lamashtu. In the
center of the eastern wall, just under the image of the symbol of

Lamashtu, is the second stanza of the Scribbler’s rhyme.

Ag. Collapsed Meditation Cell

This room has partially collapsed. Cracks radiate along the walls and
ceiling here. Animage of a three-eyed jackal glares from the eastern wall,

one of the cracks running right across its snout.

This room might seem unstable, but it has done all the
collapsing it will do for the time being—there’s no real danger
of further collapse unless someone attempts to clear the rubble

along the southern wall.

A6. Shrine of Monsters and Madness (EL 13)

Although portions of this cathedral have collapsed, leaving mounds
of rubble on the floor and crumbling walls, the chamber retains its
sense of menacing awe. Four black stone pillars support the arched
roof forty feet above, and on the floor between them the image of a
three-eyed jackal seems to glower from striations in the stone itself.
This image glows with a soft rusty light that illuminates the entire
room from below. Alcoves to the north and south contain statues
of a jackal-headed pregnant woman. Each clutches a pair of kukris
crossed over her chest, and a reptilian tail winds down around her
taloned feet. To the west, what once might have been a stone pulpit
featuring other statues seems to have been partially buried under an
ancient collapse. The walls of this room are densely decorated with

hundreds of scribblings and sprawling runes.

Once the centerpiece of the Scribbler’s Lamashtu cult, this
shrine now stands empty and apparently deserted. The Scribbler
has spent more time decorating the walls here with his prayers
and invocations than elsewhere in the complex, and it shows
in the more intricate and careful calligraphy he’s used for his
work. The third stanza of his rhyme is inscribed at the base of the
middle statue of Lamashtu in the northern wall.

The Scribbler likely returns here to question the PCs, since if
they lash out at him he can dimension door to safety while letting

the glabrezu demon take care of them.
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Creature: When the Scribbler first woke from his 10,000 years
of death as a divine guardian of Lamashtu’s shrine, he knew, as
soon as he discovered that leaving the shrine caused him pain,
that he needed to build up guardians and minions who were not
so hindered. His first attempt to summon such a minion was via
a planar ally spell—to his great surprise and delight, Lamashtu
answered his request for aid by sending a glabrezu named
Yaenit-Ku. The Scribbler took this as a sign that Lamashtu’s
designs on the region are of great importance, and rightly so,
but for now the Mother of Monsters has chosen to keep her plans

for the Lost Coast a secret.

YAENIT-Ku CRI3
Male glabrezu demon (MM 43)

hp 174

TACTICS

Before Combat Yaenit-ku keeps a mirror image in effect at all times.

During Combat Yaenit-ku’s first act in combat is to attempt to
summon another glabrezu—he does not try to summon vrocks,
since they’re more closely allied with Lamashtu’s enemy Pazuzu.
On the first round of combat, he uses reverse gravity to strand
characters who can’t fly, then hits whoever looks like the strongest
healer with a power word stun. He then engages the remaining
PCs in melee, saving confusion for parties who seem to be working
together too well. Yaenit-ku pursues foes throughout this complex,
but does not follow them out of the shrine if they make it that far.

Morale Yaenit-ku is bound to this shrine for several more days and

cannot leave—as a result, he fights to the death.

Ayz. Battleground

Blood is this cavern’s decor; swaths of it lie spattered on the wall, and
pools have congealed and begun to rot on the ground. Bits of flesh lie

scattered as well—whatever happened here, it ended poorly for many.

When the guards sent by Sheriff Hemlock reached this
shrine, the Scribbler hadn’t yet begun to shore up his defenses.
He was also more curious than enraged about these intruders,
and invisibly watched their tentative exploration of the shrine
with amusement. By the time the guards reached area A6, they’d
realized the scope of their discovery and prepared to retreat and

report to Hemlock. That was when the Scribbler struck.

AS8. The Scribbler’s Kennel CEL 1)

Three chambers that might once have been separate have become
one here, joined by collapsed walls and the erosion of ages.
Bloodstained fragments of chain shirts, shields, swords,

and clothing lie strewn about this room haphazardly. The
walls are decorated with countless scribblings written

sloppily in blood.

The fourth stanza of the Scribbler’s rhyme is inscribed

on the northern wall of the southernmost chamber here.
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The fragments of armor and weapons are all that remain of the
Sandpoint guards after the Scribbler fed them to his pack.
Creature: A pack of six hounds of Lamashtu, particularly
bulky and feral shadow mastiffs conjured from the Mother of
Monsters’s courtin the Abyss, dwell in these caves. As outsiders,
they have no need to feed—their consumption of the guards was
purely an act of malice. The baying and howling of this pack can
be heard throughout the complex (as detailed above) but unless
they hear or see intruders, they’re content to remain here. Alone
among the current denizens of the shrine, these hounds can

pursue prey beyond these walls.

Hounbs oF LAMASHTU (6) CR6

Advanced elite shadow mastiff (MM 222)

NE Medium outsider (extraplanar)

Init +6; Senses darkvision 60 ft., scent; Listen +10, Spot +10

DEFENSE

AC |5, touch 12, flat-footed 13
(+2 Dexterity, +3 natural)

hp 57 each (6d8+30)

Fort +10, Ref +7, Will +6

Defensive Abilities shadow blend

OFFENSE

Spd 50 ft.

Melee bite +12 (1d8+7)

Special Attacks bay (DC 15), trip

TACTICS

During Combat The shadow

mastiffs prefer to surround
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and attack the same foes rather than splitting into smaller groups.
Note that these shadow mastiffs are of only animal intelligence
(unlike standard shadow mastiffs, which can at least understand a
few words) and only use relatively simple tactics as a result.

Morale The shadow mastiffs are relentless and fight to the death.

STATISTICS

Str 2|, Dex 14, Con 20, Int 2, Wis 12, Cha |5

Base Atk +6; Grp +I|

Feats Improved Initiative, Improved Natural Attack (bite), Track,

Weapon Focus (bite)
Skills Hide +11, Listen +10, Move Silently +11, Spot +10, Survival +1
(+5 tracking by scent)

Ag. Outer Sanctum (EL 2

The walls, ceiling, and floor of this otherwise empty room are densely
packed with writing, in many cases overlapping and tangled to near the
point of illegibility. Four short lines stand out on the northern door,

carved into the stone but otherwise alone on its face.

The lines decorating the door are the fifth stanza of the
Scribbler’s rhyme. This room was once a robing chamber for
priests preparing forrituals in the shrine itself, but little remains
today to denote that use—currently, the room serves no other
purpose but as a trap.

Trap: Anyone who passes through the northern door into
the foggy hallway beyond hears a whispering voice in his mind
suggesting that Lamashtu’s influence has tainted his friends,
and that they are preparing to capture the victim to sacrifice
him to Lamashtu. The suggestion encourages the character to
do everything in his power to defend himself, hopefully by first
finding a safe place where he can escape his supposed allies,
and to fight back against them if they try to restrain him. The
Scribbler placed this suggestion here via his guards and wards
spell, hoping to sow discord in the ranks of an intruding group.
If someone does manage to hide somewhere in the shrine alone,

the Scribbler seeks him out as soon as possible to kill him.

THE SCRIBBLER’S SUGGESTION CR7
Type magical; Search DC 31; Disable Device DC 3|
EFFECTS

Trigger proximity; Reset automatic
Effect spell effect (suggestion; Will DC 22 negates)

Aio. The Scribbler’s Lair

This entire chamber is warded by a forbiddance spell, placed here
by the Scribbler. The forbiddance is keyed to chaotic evil and does
not have a password to bypass its damage. A DC 22 Will save
halves the damage.

The walls of this room are decorated with flowing script and runes. To the
north slumps a bloody human body, its limbs apparently broken in a dozen
places. A low table against the east wall is covered with vials of colored

liquid, and sitting in an inkwell is a quill made from a peacock’s feather.
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This once served as a guard chamber, and the Scribbler chose
it as his lair for its defensibility. As a divine guardian, he has no
need forrest or food, and so he uses this room to meditate and as
a safe place to retreat if necessary.

The scribbles on the wall of this room contain more than
invocations to Lamashtu—they consist of notes the Scribbler
has taken regarding the state of the world beyond, as reported
to him by spirits and outsiders he’s conjured, as well as commune,
divination, and speak with dead spells cast on the dead body he
keeps here. The notes impart a feeling of someone from out of
time doing what he can to gather intelligence on a world that has
moved on. Runeforge is mentioned several times—the Scribbler
very much wants to send agents to the dungeon to gather supplies
and raid it for magic, since he’s grown convinced that the complex
has long since been forgotten and abandoned.

The dead body is that of |aren Basvear, a corporal in the
Sandpoint militia and the leader of the group of guards Hemlock
sentinto these chambers. The Scribbler keeps his body fresh with
gentlerepose spells and has been using it as a source of information
about the world above via speak with dead.

Treasure: The various bottles of ink and the quill are
possessions the Scribbler valued in his previous life, returned to
him (like his gear) by Lamashtu as a payment for serving her as
this temple’s guardian. There are 17 vials of ink in all, each worth
8 gp, but the real treasure here is the Scribbler’s most valued

possession: a revelation quill (see page 17).

PART TWO:
SEEKING RUNEFORGE

If the PCs haven’t already become intrigued by Runeforge
by the end of “Fortress of the Stone Giants,” when they
discovered Mokmurian’s cryptic note about the location, the
riddle posed by the Scribbler’s rhyme should do the trick. Of
Runeforge itself, very little is written. A DC 30 Knowledge
(arcana) or bardic knowledge check reveals that Runeforge
was once a legendary place of learning and discovery for
students of the arcane, but that its location has remained a
mystery—Thassilonian scholars believe it to have been lost
during the empire’s fall.

More information about Runeforge can be divined via spells
like commune or contact other plane—or alternatively, by researching
the topicat the Thassilonian library under [orgenfist. Knowledge
(arcana) checks made with the library’s resources at hand reveal
more information, as follows (remember that the library adds a
+20 bonus to Knowledge checks, and recruiting the clockwork

librarian’s aid adds a further +5 bonus):

Check

DC Result

33 Runeforge was created as a place where agents of
the seven runelords could gather to study magic and
develop new spells and magic items.

37 The runelords wove wards around Runeforge that

barred entrance into the complex to any runelord or
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REVELATION QuiLL (MINOR ARTIFACT)
Aura strong divination; CL 20th
Slot held; Weight 3 lb.
DESCRIPTION

The first revelation quills were created by the
order of the Peacock Spirit. Since the fall of
Thassilon, the method for creating them has
been lost. The few revelation quills that remain
today continue to function, drawing their
revelations, it is said, from the Peacock Spirit
itself. The quill is fashioned from a peacock’s
tail feather. Its nib is made of bone and when
held in hand the quill seems strangely heavy.
If placed in an empty vial or other glass
container of similar size and left there for an
hour, a revelation quill fills that container with
ink. The ink created is of a random color 50% of i
the time—otherwise the ink is black.

While a revelation quill can certainly function as a standard
i writing implement, its true strength lies in its ability to answer
questions you pose. Once per day, if you concentrate upon a
specific future goal, event, or activity occurring within a week, the
revelation quill takes over and writes out a short phrase in response,
often in the form of a cryptic rhyme or omen, much in the same way

the divination spell functions. Once per week, you may use the quill

' in the same way to cast contact other plane instead, asking up to 10
| questions of the intelligence that guides the revelation quill. i
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his direct agents, in order to keep the research within
free from sabotage at the hands of an enemy.

40 Those who joined Runeforge joined for life. The
complex’s constant renewal of air and a magical matrix
sustained those within without the need to eat, drink,
or even sleep.

43 The final project the runelords set Runeforge on was
the development of ways the runelords could escape
the imminent fall of their empire. Each faction
developed a unique answer for its runelord, based
upon the underlying principles of that faction’s

magical traditions.

The one bit of information missing from this is Runeforge’s
location. This was one of the most closely guarded secrets of
the Thassilonian empire, and it’s why the Scribbler’s rhyme
is so important. Divination spells can’t reveal Runeforge’s
location due to the potent wards woven into its walls so
long ago by the runelords. Once the PCs have recovered the
Scribbler’s masterpiece, these same divination spells can
be incredibly helpful in deciphering its riddle, organizing
its stanzas into the proper order, and verifying theories and
interpretations of the poem.

The method by which the PCs travel to Lake Stormunder is left
to them. The gazetteer of Varisia in Pathfinder #3 should prove

T —— A S— R——

B — e . ez

invaluable if your PCs end up taking a long time reaching Lake
Stormunder—there are plenty of adventure ideas there should your
PCs become distracted along the way, but encounters in these

regions are unfortunately beyond the scope of this adventure.

The Sihedron Circle CEL 15)

From the rocky eastern shoreline of Lake Stormunder, the ground
rises into the craggy snow-dappled roots of Rimeskull, casting its long
shadow over this area. Yet not all of the ground here is rugged and
mountainous. Several hundred feet from the lake’s edge, the land
suddenly levels off to create a circular hill. Rocks and tenacious shrubs
poke through the scattered clumps of snow here, but they are dwarfed
by the ring of seven ten-foot-tall stone heads that circle the hill’s edge,
their faces angled inward at each other, mouths agape. To the east,
the sheer mountainside of Rimeskull rises, icy and windblasted—two
hundred feet above leers a carving of an ancient face, its gaping mouth
forming a large cave entrance in the mountainside. A ten-foot-wide
stairway of stone descends from this cave to a ledge only fifty feet to

the east of the circle of stone faces.

Looming nearly 16,000 feet above Lake Stormunder at the
westernmost tip of the Kodar Mountains, the mountain called
Rimeskull gains its fearsome name from a vaguely skull-shaped
formation near the mountain’s peak, visible for many miles on a
clear day. Few know the true story of Rimeskull, and even those
sages who claim expertise in the history of Thassilon often have
their facts wrong. A DC 40 Knowledge (history) checkis enough
to note that in Thassilon, the runelords often carved depictions
of their visages upon mountaintops or towering statues that
watched over their cities. Rimeskull’s face, however, overlooked
the site of Runeforge itself, and to symbolize that all seven
runelords shared this territory, they agreed to mark the location
with a carving of the face of their empire’s first emperor, Xin.
This monument did not receive the protective wardings most
other Thassilonian monuments received, and over the last 10,000
years, the visage has eroded away to resemble little more than the
vague skull shape that remains today.

The seven stone heads of the Sihedron Circle, on the other
hand, have been warded with protective magic, staving off the
effects of erosion as they march through the years, guarding
the keys to Runeforge. Each night at sunset, the magic infusing
these stone heads grows more potent, to the point where it can
be observed with detect magic or arcane sight. In order to manifest
a key, a character must subject the stone head to a spell effect
of a school identical to the aura shed by the stone. Detect magic
and arcane sight are the simplest methods of determining what
schools of magic the stone heads radiate. Alternatively, a student
of Thassilonian history who makes a DC 35 Knowledge (history)
check can identify each of the stone heads, correlating them to
the visages of the seven runelords (a character who has spent at
least a week studying in the library under [orgenfist receives a
+15 circumstance bonus on this check), and thus which school

of magic each head relates to.
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A spell effect need only be cast within 5 feet of a stone head
in order for the head to absorb the spell; this occurs whether or
not the caster intends the spell to be absorbed by the head. An
absorbed spell does not create the desired effect—instead, the
head that absorbed the spell glows with energy foramoment and
the ground vibrates as a piercing trill emanates from the head.
The glow and the sound fade completely after several seconds, at
which point a gold key appears in its mouth. These keys are stored
onthe Ethereal Plane, and are simply brought back into phase with
the Material Plane when the stone head is properly triggered. A
character under the effects of true seeing can see a key sitting in
a stone head’s mouth while it is still ethereal, and an ethereal
creature can easily take the key without repercussion—upon
returning to the Material Plane, the key remains with him.

Casting spells of the appropriate school into a stone head or
traveling to the Ethereal Plane aren’t the only ways to secure
keys. A DC 35 Use Magic Device check is good enough to trick
the stone into thinking it has been triggered with an appropriate
spell. It’s a bit more difficult, but a DC 40 Disable Device check
can also free the key and cause it to manifest inside the statue’s
mouth. And for those who simply lack all semblance of skill or
magic, destroying a stone works as well.

The standing stones each weigh more than 40 tons and are 10
feet tall. They retain their wards against erosion, an effect that

increases their hardness and hit

points as well. Of course, each
attack against a stone triggers
its trap, and once a stone is destroyed, the
resulting explosion of magical energy and light
deals 20d6 points of electricity damage in a 60-foot burst.
A DC 20 Reflex save halves this damage, but those who fail
are also permanently blinded by this blast of searing magic.
Note that this explosion could finish the job on nearby stone
heads, creating a chain reaction of explosions. In any event,
once a stone head is destroyed, the link to the Ethereal Plane
vanishes and that head’s key appears in the smoking crater its
head once occupied.

The heads and the magic they are keyed to are as follows:

B1: Karzoug (transmutation)

B2: Krune (conjuration)

B3: Belimarius (abjuration)

B4: Sorshen (enchantment)

B5: Xanderghul (illusion)

B6: Alaznist (evocation)

B7: Zutha (necromancy)

STONE RUNELORD HEAD
hp 1,440
Hardness 16; Break DC 68

Creature: When the first of the stone heads is activated
and its sonic pulse echoes through the ground and air, the
current lord of Rimeskull takes notice. This is Arkrhyst—called

Freezemaw by the Shoanti—an old white dragon who has lived

on Rimeskull for 50 years. In his youth several centuries ago,
Arkrhyst was a great and hated enemy of the Shoanti; his raids
on the nomads of the Velashu Uplands and the western Storval
Plateau were legendary, and many of those tribes still sing of
these dark times, and of the countless heroes who sought out
his home on Rimeskull to defeat him. None accomplished this
goal, but as Arkrhyst grew older, his urge to raid grew less.
Content now with the reputation he earned, he sleeps for years
at a time on his considerable store of treasure, dreaming of his
youthful rampages.

A DC 25 Knowledge (history) or bardic knowledge check is
enough for a character to recall stories of Arkrhyst’s raids on
the Shoanti, and that 200 years ago, the dragon’s raids ceased.
Many thought he had been slain, but no sign of his supposedly vast
treasure ever appeared—wiser scholars of things draconic believe
that Arkrhyst has simply been sleeping for many, many years.

After shaking the sleep from his eyes, Arkrhyst clambers up
from his cave and spies the PCs below. Allow the PCs Spot checks
to notice him—but in addition to the modifier for the 200-foot
distance (+20 to his Hide check), cover from the cave entrance
gives him a further +8 bonus to his Hide check against anyone
observing from below.
ARKRHYST CRI5
Male old white dragon (MM 77)

CE Huge dragon (cold)

Init +0; Senses blindsense 60 ft., darkvision 120 ft.,
keen senses; Listen +28, Spot +28

Aura frightful presence (240 ft.,
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DEFENSE
AC 39, touch 8, flat-footed 31
(+4 armor, +23 natural, +4 shield, -2 size)
hp 276 (24d12+120)
Fort +19, Ref +14, Will +15
DR 10/magic; Immune cold, paralysis, sleep; Resist fire 10; SR 21

Weaknesses vulnerable to fire

OFFENSE
Spd 60 ft., burrow 30 ft., fly 200 ft. (poor), swim 60 ft.
Melee bite +34 (3d8+11/19-20) and

2 claws 431 (2d6+5) and

2 wings +3I (Id8+5) and

tail slap +31 (2d6+16)
Space |5 ft.; Reach [0 ft. (I5 ft. with bite)
Special Attacks breath weapon (50-ft. cone; 8d6 cold; Reflex DC 29

half), crush (2d8+13, Reflex DC 27 avoids)
Spell-Like Abilities (CL 8th)

3/day—fog cloud, freezing fog (DC I6), gust of wind
Spells Known (CL 5th, +22 ranged touch)

2nd (4/day)—bull’s strength, resist energy

Ist (7/day)—mage armor, protection from good, ray of enfeeblement, shield
0 (6/day)—acid splash, daze (DC II), detect magic, prestidigitation,
ray of frost, read magic
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and shield. The effects of these spells are included in his stats.

During Combat Arkrhyst flies low over PCs (or just above the
standing stones) and uses his breath weapon, at the same time
relying on his frightful presence to weaken his enemies’ morale.
If his opponents scatter, he singles a random opponent out in
between rounds when he can breathe and makes either a flyby
tail slap or a bite so that he can snatch an opponent, carry him
aloft, breathe on him, and drop him from at least 200 feet up
onto the rocks below. If confronted with flying foes, Arkrhyst
uses gust ofwind to send smaller foes reeling and retreats to his
cave above if he finds that their greater mobility is causing him
too much trouble.

Morale If Arkhryst is reduced to fewer than 100 hit points, he returns
to his mountain lair in Rimeskull to heal and rethink his tactics

based on the combat abilities displayed by his enemies.

STATISTICS

TACTICS

Before Combat As soon as Arkrhyst sees the PCs approach, he casts

resist energy (fire), bull's strength, mage armor, protection from good,
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Str 33, Dex 10, Con 21, Int 12, Wis |3, Cha 12

Base Atk +24; Grp +43

Feats Ability Focus (breath weapon), Cleave, Flyby Attack, Improved
Critical (bite), Improved Natural Attack (bite), Multiattack, Power
Attack, Snatch, Weapon Focus (bite)

Skills Hide +19, Knowledge (arcana) +19, Knowledge (geography)
+19, Knowledge (history) +19, Listen +28, Move Silently +27,
Spot +28, Swim +46

Languages Draconic, Giant

SQ icewalking
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Xin's Stairway CEL 10

A massive stairway that looks like it must have been built by giants and
taken years, if not decades, to complete is chiseled out of the side of the
mountain. A twenty-foot-wide and thirty-foot-tall stone arch frames the
first steps, while the final steps lead directly up to a carving of an ancient
face, its open mouth a cave entrance. The familiar seven-pointed star
is etched deeply into its surface, prominently positioned at the highest
section of the arch. Bones lie in iced-over heaps along the visible areas

of the stairway.

Each step is approximately a foot and a half high and 3 feet
deep, with an average width of 20 feet. The stairway winds
back and forth, rising up 200 feet to the entrance to the cavern
above. Icy bones litter the long stairway, cast-off remains of
the meals consumed by the white dragon lurking near the top
of the mountain over the hundreds of years since it began its
stewardship. For the most part, the skeletal debris are frozen to
the steps, the bones and random equipment of ancient passersby
brittle from ages of frost and chill wind.

The landing is approximately 60 feet wide and 50 feet long
from the top of the steps to the cave mouth. The strong wind
blowingacrossthe mountainat these heights imposesa-2 penalty
onranged attacks and Listen checks. Small or smaller creatures
must succeed ona DC 10 Fortitude save each round while on the
landing or be knocked down. If they are flying, failure results in
beingblown1d6X10 feet inarandom direction. The surface of the
landing is coated in places by a thin layer of rime, but this does
not affect movement.

Beyond the stairway itself is a small cave network that contains
the entrance to Runeforge and serves as the dragon’s lair.

Creatures: A pair of ancient guardians still watches over the
stairs leading up to the cave entrance. Anyone who climbs these
stairs immediately attracts their attention. These guardians are
two greater earth elementals, bound to the stairs by ancient
magic. The elementals know to allow anyone openly wearing a
Sihedron medallion (see Pathfinder #1) free passage, but all other

intruders are attacked on sight.

GREATER EARTH ELEMENTAL (2) CR9
hp 199 (MM 97)
TACTICS

During Combat Each of the elementals uses Awesome Blow
and Improved Bull Rush to knock opponents back from the
cave mouth. Weapons that cause them harm are targeted for
Improved Sunder attacks. With each attack, the elementals
use Power Attack (5 points). If possible, the elementals push
opponents off the landing, either over the stone railing (this
gives PCs a +2 on their opposed rolls) or down the steps. PCs
pushed down the steep stairs take an additional 1d6 points of
damage and the distance pushed might send them plummeting
over the edge—a fall of up to 200 feet, depending on how high
up the stairs the victim was.

Morale The earth elementals fight to the death.



C1. Deadly Slide CEL 12)

Two twelve-foot-tall statues flank the large tunnel at this point. The
stone sentinels each hold one hand upraised as if to ward away intruders,

clutching a heavy sword with the other.

The statue on the west side of the tunnel is a permanent image
(CL 20th, Will DC 19 to disbelieve) that marks the start of an
invisible ledge that can be used to safely bypass the dangerous
slope and descend into the cavern beyond. Although the ledge is
invisible, bits of dust and snow and rubble on its length make it
easier to notice with a DC 25 Spot check. The slope itself is icy,
and any attempt to proceed further to the east on itrequiresa DC
15 Balance check. Failure by 5 or more indicates a fall, sending the
victim sliding down to the east at a speed equal to his land speed
and eventually into the open gulf in area C2.

Development: If Arkrhyst flees to his lair to escape the battle
outside, he casts freezing fog in the tunnel at this point, then alarm on

the eastern edge of the fog before retreating further into his lair.

C2. The Ice Falls

The slope ends at the edge of a gaping chasm of darkness. Huge icicles

hang from the ceiling and coils of mist rise up from below.

The hidden ledge that started at area C1 becomes a ramp
winding around the walls of this chasm, providing a safe route
down into area C3 below. The gulf itself is 300 feet deep,
eventually opening into area C3. A character sliding down the
ramp from area C1 can make a single DC 20 Reflex save to grab

onto the edge of the gulf before falling in.

Cz. Frozen Cathedral

The walls of this cavern glitter and sparkle with sheets of ice. Seven
twenty-foot-tall pillars, their sides encrusted with ice and engraved with
ancient glyphs and runes, surround an eighth pillar twice the size that
rises to a needle-like point. Huge tunnels in the walls exit the central
cavern, winding deeper into the mountain. Yet perhaps the most notable
feature is the sparkling mound of coins, works of art, gemstones, jewelry,
weapons, armor, and other things poking up from the pile that occupies

the northwestern section of the cavern.

This cavern was once the central hub for the original
construction of Runeforge, before the wardens completed
the last ritual and whisked the complex and much of the
surrounding stone away into its own demiplane. All they left
behind were the stone pillars—the entrance into Runeforge.
Of course, for the last several centuries, the chamber has also
served as Arkrhyst’s lair.

The seven pillars surrounding the central pillar are each marked
withhundreds of Thassilonian runes—arcane formulae describing
the basic tenets of one of the seven Thassilonian schools of magic.

The seven pillars form the points of a huge Sthedron, and a DC 20
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Search of any of these seven reveals a small keyhole hidden four feet
off the ground on each pillar, facing the central monolith. If the
proper key from the Sihedron Circle outside is placed in the proper
pillar’s keyhole and then turned in two complete revolutions (the
direction doesn’t matter), the pillar begins to hum and glow
softly. Once the pillar is glowing its key vanishes (returning to the
Ethereal Plane at a point corresponding to the correct face in the
Sihedron Circle outside). The pillar continues to glow for an hour
before it fades, at which point the key must be retrieved from its
statue again to reactivate it.

If all seven pillars are active at the same time (the order of
activation does not matter), the central pillar begins to glow
and ripple with a vortex of light that combines all seven of the
surrounding colors. At the pillar’s base, the vortex whirls in on
itself like a vertically aligned whirlpool, opening into a 7-foot-wide
circular portal through which can be faintly seen a long tunnel.
Anyone who steps through this portal steps into Runeforge.

Development: If Arkrhystretreats to hislair after a fight with
the PCs, he knows they’re probably not far behind. He spends
several rounds drinking potions to heal his wounds. When his
alarm inarea Clis triggered, he abandons his treasure and retreats
down one of the side tunnels to hide and watch. He’s barely able
to restrain his rage if he sees the PCs looting his treasure, but
realizes that it’s better to wait for now, recover from his wounds,
and ambush the PCs later to regain his hoard. If he sees the PCs
activate the portal to Runeforge and enter, he waits for several

minutes before following them inside.

C4. Tunnels
These large interconnected tunnels once led to smaller chambers
chiseled out of the rock before the Runeforge was whisked
away into its own demiplane. The chambers beyond are little
more than vast, empty caverns that once held the individual
Runeforge complexes. Arkrhyst’s presence in area C3 has kept
other creatures from moving into these empty caverns.
Development: If the PCs discover Arkrhyst hiding in one of
these caves, the dragon realizes he’s cornered and fights to the

death to protect his lair.

Cs. Dragon Hoard

Treasure: This massive pile of treasure consists of 39,500 cp,
9,410 sp, 3,500 gp, and 250 pp. Mixed in with the coins are
tapestries, small items of furniture made of precious woods,
candelabra, six everburning torches, and several decorative
boxes spilling pieces of jewelry worth an additional 16,000 gp
in all. Buried in the coins is a quiver of 14 masterwork arrows
and two greater dragon slaying arrows, a belt of giant strength +4,
a teak box holding a felt cushion with six round depressions
each containing a thunderstone, an ivory set of lesser bracers
of archery, a darkwood buckler, a chime of opening (5 charges),
a cloak of resistance +3, a flametongue, a masterwork suit of full
plate decorated with onyx ravens perched on the shoulders
(eachraven is worth 200 gp), a suit of +3 half-plate with a wolf

motif, 6 vials of frozen holy water, a pearl ofpower (Ist-level
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spell), 17 potions of cure light wounds, 6 potions of cure moderate
wounds, 3 potions of cure serious wounds, 2 potions of resist energ y
20 (cold), 2 Small +1 mithral shirts, a scroll of globe of invulnerability,
ascroll of heal, a scroll of remove blindness/deafness, a wand of bear’s
endurance (38 charges), awand of cure light wounds (46 charges),
and a +1 adamantine warhammer.

Development: If Arkrhyst fled here, he drinks potions until
his hit points are restored. Depending on his wounds, this might
leave only a few or even no healing potions in his hoard when

the PCs arrive.

PART THREE: RUNEFORGE

Runeforge is constructed as a central hub surrounded by
seven wings, each of which is associated with one of the seven
Thassilonian schools of magic. Of course, in the 10,000 years
Runeforge has been cut off from the outside world, the keepers
and denizens of these wings have descended further into the sins
associated with those schools of magic. Runeforge isno longer a
place of learning, but a battleground where petty warlords wage
an eternal battle to keep and control their own domains while
attemptingto destroy the other six. Alltances and feuds shift and
evolve over the centuries, and while two of the seven have fallen
completely into ruin (envy and sloth), the other five persist. Yet
hidden in these chambers is a trove of lore and magic, including
the key to Karzoug’s defeat.

The approach from the portal is along a 10-foot-wide stone

tunnel. When the portal closes, this tunnel becomes a dead
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end, with nothing to indicate an exit—the portal cannot be
opened from this side. In order to escape, the PCs need to
rely on their own magic (plane shift and gate both work, in this
case, as do spells like dismissal or banishment) or find one of the
deactivated return portals in Runeforge, reactivate it, and use

it to return to Varisia.

Runeforge Features

Runeforge was created on the Material Plane, yet it does
not actually exist there—the complex is a self-contained
demiplane. Nonetheless, Runeforge follows many of the “rules”
of the Material Plane as if the complex were still a part of it.
Gravity works the same, time passes at the same rate, and there
are no dominant planar traits. You cannot reach Runeforge
via teleportation, nor can you escape it in that way. There are
no wards against planar travel to and from Runeforge, but the
tuning fork material component required to travel here using
plane shift is unknown outside of its walls.

Attempts to move through the surrounding stone, either
by magic or legitimate tunneling, reveal that Runeforge is
contained in a void of dangerous entropy. The sphere of stone
that holds Runeforge has a radius (from the center of area D)
of a mile. Beyond is a maelstrom of nothingness, a black void
that extends forever and contains nothing but air. A creature
incapable of flight falls into the void and continues falling
forever. Teleportation can save a PC from this fate as long as he

teleports back into Runeforge.
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Magically Treated Stonework: The walls, floors, and ceilings
of Runeforge are made of stone that has been magically treated
(hardness 16, 1,080 hp per 3 feet, Break DC 70, Climb DC 20).

Sustenance: Runeforge sustains those within its walls
constantly, keeping them nourished and reviving the body and
mind. No creature needs to eat, drink, or sleep in Runeforge,
except for pleasure. Likewise, air is constantly refreshed in
Runeforge (with the exception of the air in the Festering Maze)—
any spell or effect that creates tainted air (such as stinking cloud
or a ghast’s stench) still functions normally, but the air supply in
the complex never runs out despite the fact that the dungeon is
entirely enclosed.

No Escape: Visitors to Runeforge today can leave the demiplane
by using spells like plane shift or even by being subjected to the
effects of spells like holy word or the violet color of a prismatic ray
spell. All of the denizens encountered within Runeforge, however,
have dwelt so long in this curious realm that they cannot escape via
these methods—Runeforge holds them tight. Spells like teleport
or ethereal jaunt function, and even something like shadow walk
works, provided at the spell’s end the subjects return to Runeforge.
Astral projection allows an inhabitant to explore beyond Runeforge’s
boundaries, but otherwise a denizen of Runeforge can only escape

via gate or a freestanding portal (like the one in area K6).

D. The Runeforge

This domed chamber is easily a hundred feet across. A large pool of
bubbling prismatic liquid occupies the center of a raised dais in the center of
the chamber. The spiky flanges of the seven-pointed Sihedron are engraved
into the marble floor. Each tip of the enormous rune points at a twenty-five-
foot-tall statue facing the pool with its back approximately ten feet from
the wall behind it. The two statues nearest the entrance partially conceal
arched openings in the wall directly behind them. Each statue depicts a
different figure, but all are imperious and finely detailed.

This is the central hub of Runeforge and the location of its
namesake—the runeforge pool. The inhabitants of Runeforge used
the runeforge pool as a method to communicate with the runelords,
but the pool’s primary use was to temper newly created magic
items. With the runeforge pool, the wizards could create magic
items much more efficiently and rapidly.

The seven statues surrounding the pool are of the seven
runelords. When used to contact a runelord, the waters of the
runeforge pool flowed out to anoint the appropriate statue, which
could then animate and speak to those gathered within the room.
The statues themselves are made of the same magically enhanced
stone as Runeforge’s walls, and if destroyed are reformed 24
hours later by the runeforge pool.

When Mokmurian woke Karzoug several years ago, the
waters of this pool reacted by flaring and bubbling with
greater vitality, alerting the occupants of Runeforge that
something was afoot. After spending the last several thousand
years in growing states of languishing doldrums, the denizens

have been revitalized and began carrying out schemes and
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Descrlptlons of the seven statues in area D are as follows, “with-

Karzoug being the northernmost and the others following in
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clockwise manner.
Karzoug: A towering man with gems set in his forehead and
hands; dressed in robes and wielding a burning glaive.
; Krune: A short smiling man with a hooked nose and beady eyes,
dressed in robes and wielding a spear.

i Belimarius: A heavyset woman with a sneering visage and an

e . m a—

E imperious stance, dressed in a flowing dress and wielding a halberd.
Sorshen: A voluptuous woman with a seductive look, large

. eyes, and long flowing hair; this statue is nude and wields a double-

. headed guisarme.

! Xanderghul: A strikingly handsome man with a close-cropped !
beard and a charming expression, dressed in extravagant clothes and
wielding a lucerne hammer.

Alaznist: A gothic beauty with wild hair and a somewhat insane

expression, this woman wears a long flowing dress and wields a

thorny ranseur. l
Zutha: An obese man, his flesh rotten in places so that the bones %

| - show through, wearinga ragged robe and W|eld|nga scythe
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It’s possnble that Arkrhyst Freezemaw escapes from the PCs before
they enter Runeforge. In this case, the white dragon, intrigued by
the portal the PCs opened in his lair and burning with hatred and a
need for revenge against them, follows the PCs into Runeforge. In
this event, you can use Freezemaw as a fly in the ointment. Most of
i the tunnels in Runeforge are wide enough that he can navigate them
by squeezing, and if the dragon explores the chambers, chances are
{ good that he’ll meet up one of the factions in Runeforge before

E the PCs do. You can have the dragon ally with this faction, giving

e —

one of the groups an additional powerful ally. Alternately, you can
have Arkrhyst stalk the PCs and spring him when they’re recovering
{ froma particularly harrowing battle. You can even save Arkrhyst for i
? the final battle when the PCs trigger the statue of Karzoug in area D {
. (see page 54). Use him as you will to inflict an extra dose of draconic
mayhem on your group.

plots hundreds of years in the making in anticipation of what
they believe to be Runeforge’s second coming. The scheming
began in earnest when the masters of the Abjurant Halls
of Envy attempted to claim control of the runeforge pool, an
act that mobilized the coordinated retaliation of the other
surviving factions. This resulted in the complete eradication
and collapse of the Abjurant Halls. The short-lived truce
was immediately broken thereafter, and since then these
powerful minions have focused on bolstering their defenses
and increasing their power.

The bubbling, prismatic waters of the runeforge pool are
alternatingly painfully hot and freezing cold to the touch, yet not

enough to damage anyone who touches them. Additionally, those
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| STANERS IN RUNEFORGE_

" In addition to beir{g able to igr:arle";ome effects and be*ilng.-lholr-éd

susceptible to others, sinners in Runeforge find that in an associated
wing of the dungeon they feel more welcome and inspired.
Unfortunately, that also means that in two other wings, they feel
unwanted and oppressed. Consult the illustration on page 56 to
; determine each PC’s opposition sins. |
. In an allied wing (such as the Vault of Greed for a greedy
. character), that character gains a +| bonus on all skill checks, attack !
F rolls, and saving throws. These bonuses are included in any NPCs F
encountered in that area.
In an opposition wing (such as the Iron Cages of Lust or the

; Shimmering Veil for a greedy character), that character gains a -2

penalty on all skill checks, attack rolls, and saving throws. As written,
no NPCs are encountered in opposition wings in this adventure, but
in the case one moves (such as Delvahine pursuing foes from the Iron
Cages of Lust into the Ravenous Crypts), don’t forget to apply these
penalties to that NPC as well.

| ST S —— L e s |

who touch the waters receive a tangled collage of memories and
visions of events yet to come. All five senses are assaulted by the
magical potential of the pool, and each round a person remains
in contact with the waters he must make a DC 20 Will save or be
nauseated for 1d6 rounds. The waters of the pool have further
uses, primarily in the creation of magic items, but these details

are presented in Part Eleven of this adventure.

Reaching the Seven Wings

The seven wings of Runeforge radiate out from the central
chamber in the same orientation as the Sihedron. These
tunnels are magical creations, built to ease the passage of those
specialized in the appropriate form of magic and hinder passage
for all other intruders.

A wizard specialized in the same school of magic who steps
into one of the seven exits from area D immediately finds himself
standing in the first encounter area of that wing. All other
creatures who enter these hallways perceive instead an endless
hallway traveling off into the horizon. Every round of moving
along this hallway in a direction away from the central chamber,
a traveler must make a DC 20 Will save (wizards who have this
wing’s school of magic as a prohibited school take a -4 penalty on
this saving throw). Failure indicates that the passageway continues
unchanged, but on a successful save, that character finds himself
within the first encounter area of the wing he seeks.

From inside each wing, the passageway that connects to area D
seems short—only a few dozen feet at most. Likewise, no matter
how far someone feels they’ve traveled into a hallway (after failing

multiple Will saves), the return to area D is always similarly short.

Sin Triggers
Before your players pass beyond the Runeforge hub into the
surrounding wings, take a few moments to jot down some notes

about each player character’s sins on a piece of paper. Several traps,
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effects, and creatures in Runeforge have the uncanny ability to
scent sin on an intruder, and in so doing recognize such intruders
as possible allies. Originally, these wards were designed to detect
a character’s powers in each school of magic, so that, for example,
someone skilled in evocation magic would feel welcome and safe
in that area whereas others would find the going difficult.

Over the course of the campaign, you've had a chance to get
to know your PCs quite well. If you've been keeping track of “sin
points” since the start (see the Sin and the PC sidebar on page
19 of Pathfinder #2), determining what each PC’s strongest sin
is should be simple. On your piece of paper, jot down the name
of each PC and, next to his name, record which of the seven
deadly sins that character’s personality most strongly typifies.
These characters gain certain bonuses and penalties while in
specific wings of Runeforge. In addition, certain traps don’t
affect those of allied sins, and some of the creatures herein are
likely to react more favorably to those they believe are allies.

It’s certainly likely you have characters who aren’t sinners,
or who are honestly virtuous. In either of these events, simply
leave their sins blank—these characters find that while
there isn’t a wing of Runeforge where they feel particularly
welcome, neither do they suffer penalties for being in a wing

that opposes their sin.

PART FOUR:
THE ABJURANT HALLS

The majority of this area has been destroyed, ruined during a
relatively recent war when the Wardens of Envy attempted to seize
control of the newly awakened runeforge pool. The hallway leading
to these mostly collapsed chambers no longer bears the distance
distortion effect and can be navigated with ease by anyone. The
surviving walls of this complex are decorated with murals, and
where they are not horribly scorched and soot stained, they reveal
scenes of bejeweled wizards in blue-grey robes adorned with
ancient runes quelling magical energy, countering the spells of
rival wizards, and combining their powers to tame great scaled
dragons and giants.

A PC who studies the murals may make a DC 20 Spellcraft
check to identify the somatic gestures of the robed wizards
depicted in the murals as components of powerful abjuration
spells. If the PCs do not recognize the rune of Envy depicted in
the murals, they may make a DC 25 Knowledge (arcana) or bardic
knowledge check to identify it.

The surviving tunnels and chambers here are of hewn
stone. Those portions of the complex that have collapsed have
been absorbed and recycled into the stone surrounding the
demiplane—attempts to dig out the collapsed rooms are destined

to fail, as these rooms no longer exist.

Ei. A Warning Message

The approach of a non-envious character triggers a permanent
magic mouth spell when entering this square from the direction
of area D, whether flying or on foot. If the spell is triggered, read

or paraphrase the following.
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Throughout the various branches of Runeforge the PCsare destlned

o r————

to encounter a lot of wizards, most of whom are specialists. That
equates to a lot of spellbooks. Cataloging the contents of each
spellbook would simply take up too much space. All spellbooks
found'in Runeforge are left up to you to customize as-you see fit.
Two simple solutions are to just assume that the spellbooks contain i
all their authors’ prepared spells plus |d4 additional spells per

level, or to assume that the spellbooks have all of the spells from E

| the core rules, excepting those from prohibited schools. The best ’
solution is to take some time to customize them—this gives you the
opportunity to provide your players with exactly the spells you want
l them to have and add some of the new spells detailed in the Magic

o

of Thassilon article that begins on page 56.
—Stephen S. Greer
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Ca) WHTS WITH THIS TRAP?

?
[ “The d|S|unct|on pulse is one ne of those | traps that will re: really get Under
i
|

THRSENLE SN

the skin of your players. It’ll cause moans and looks of despair all
around the table. That’s because nothing upsets players more than
losing their cool magic items. Getting incinerated by a red dragon?
Yeah, it happens. Dismembered by a troll? Sure. But take away
; their magic stuff> Now, that’s just heinous and cruel! (Now you i
understand why the other inhabitants of Runeforge annihilated these

i bastards!) Because of this, this trap is pretty obvious to anyone

i looking into the room—chances of it surprising a group are pretty
slim. Still, handle this one with care!

—Stephen S. Greer

i
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A voice booms out a resounding command: “Stop!” The source is a
large disembodied human mouth stretched across the ceiling of this
section of the tunnel. It continues, “These are the Abjurant Halls of
Eager Striving. Know that your powers will be crushed and you shall die!

You are not worthy!”

The Abjurant Lords of Envy despised anyone who had even
a hint of personal power that might be construed as a threat to
their own. They strived to crush all such beings with powerful
abjurations and disjoining spells if they could not wrest their
enemy’s power from them. Unsurprisingly, these practices

earned them the joint ire of the rest of Runeforge.

E2. The Chamber of Vengeful Disjoining CEL 10)

A wide staircase of stone descends into a large, partially caved-in
chamber. The murals and decorative bas-reliefs on the walls have
been blasted and fractured from what must have been a titanic war of
magic. Sooty humanoid bones are scattered here and there, and flames
sporadically flicker along the walls and floor as if the room still resonates
with the power unleashed here. Electrical discharges spark from a silver
rod protruding from the floor in the center of the room—it almost looks

like the metal rod has fused with the stone of the floor.
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Trap: The silver rod was one of the standard weapons carried
by the Abjurant Lords of Envy: a rod of cancellation. Unfortunately,
this rod of cancellation is badly damaged, and the other denizens of
Runeforge have learned to avoid thisroom as aresult. The powerful
magic stored within it and the energy resonating in this chamber
made it unstable and beyond repair. Every five minutes, the rod
generates a pulse of abjuration energy. This pulse is preceded
for one round by humming and angry crackling, popping sounds.
When the stored energy is released, a mage’s disjunction bursts in
the room. This disjunction blast radiates from the malfunctioning
rod and has no effect upon the surrounding magical qualities of
Runeforge itself.

When the PCs first visit this room, the rod is 1d10 rounds away
from releasing a disjunction pulse. If the malfunctioning rod is
disarmed, the magic fades away from the trap harmlessly, but if
the Disable Device check fails by 5 or more, it triggers its pulse
early. Likewise, the rod triggers a pulse every time it is roughly
jostled or targeted by a spell or other effect. Dispel magic can
render it inert for 1d4 rounds if the roll is successful, otherwise
the attempt causes a disjunction pulse. If the trap is triggered
before it’s had time to store a charge, all saving throws made to

resist it gain a +4 bonus.

DisjuncTioN PuLse CRI10
Type magical; Search DC |5; Disable Device DC 34
AC 7 (-5 Dexterity, -2 object, +4 Size)

hp 30; Hardness 0; Break DC 30

EFFECTS

Trigger timed and touch; Reset automatic

Effect spell effect (mage’s disjunction, 17th-level wizard, DC 23 Will
save negates); multiple targets (all magic items or spell effects in a
40-ft. radius)

Ez. The Ethillion Pool

The entrance to thisroom may only be found with a DC 30 Search
check after removing the rubble in front of it. The 10-foot by
10-foot section in front of the secret door is loose enough to
be cleared. The collapsed stonework behind it doesn’t budge.
Pushing a certain section of the secret door causes it to slide

inward and to the left into a recess in the wall.

Decorative lanterns illuminate this large hidden room. Several
padded benches line the walls while a tiled path in the granite
flagstones leads from the secret door to three steps leading down

to a mirrored surface.

The circular depression forms a ring of steps descending
to what appears to be a large pool filled with quicksilver. This
metallic liquid is a rare substance invented by the Abjurant
Lords—they called it ethillion. When properly tended (a
process that requires several skilled abjurers and lots of time),
ethillion leeches away magic from any object it contacts, storing
that magic for harvesting at a later date to defer the XP cost of

creating magic items.
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Ethillion is also one of the components required to create
a runeforged weapon in the runeforge pool—see Part Eleven for
more details.

Treasure: The tiny amount of ethillion remaining in
the pool can be a potent boon to the PCs. Enough doses of
ethillion remain in the pool to fill a dozen flasks—ethillion
canbe safely transported in anything that can transport water.
A single flask of ethillion contains the equivalent of 100
XP—a character who drinks a flask of the stuff can then use
that XP to defer the cost of creating magic items or casting
powerful spells. These XP do not increase a character’s actual
XP total, but they do persist until they are used. Multiple
doses of ethillion stack.

Alternatively, a character can use a flask of ethillion as an
additional material component for any abjuration spell. Doing
so causes that spell to resolve at a caster level 2 higher than the
user’s actual caster level.

Since the remaining ethillion in this pool has already been
“charged,” it no longer possesses the capability to drain magic
fromitems it contacts. The secret of creating ethillion died with
the Abjurant Lords, but if it could be rediscovered, uncharged
ethillion drains magic from an item placed in it over the course
of 24 hours. Up until this time passes, an item removed from
contact quickly recovers. Anitem allowed to be drained becomes
nonmagical, and 1/10th of the XP used to craft the item becomes

stored in the ethillion for later use.

PART FIVE:
THE RAVENOUS CRYPTS

This section of Runeforge was commissioned by Runelord
Zutha, ruler of ancient Gastash, to serve a dual role. As with
the other wings, these crypts were a place where his most
gifted necromancers could study and perfect their art. Yet it
also served another role as one of Gastash’s finest catacombs,
where nobles of his domain could be interred upon their death
(pending proper payment, of course). What was left unsaid but
implied was that the bodies of Gastash’s greatest nobles then
became the raw materials for expanding the nation’s magical
power. In essence, these nobles paid for the opportunity to
become necromancy supplies.

Yetin the thousands of years since the fall of Thassilon, the
necromancers of the Ravenous Crypts ran into a problem—
without a constant inflow of new bodies, they quickly ran
out of fresh dead to work upon. The necromancers initially
turned to the other wings, assaulting them and attempting
to harvest other students for necromantic supplies, but
the other wings proved too well-defended. In the end, the
necromancers succumbed to their own sin of gluttony and
effectively became cannibals, turning on each other for raw
materials. It didn’t take long for one necromancer to win
this war—this was the lich Kazaven. Over the past several
thousand years, Kazaven’s advances in necromancy have
slowed to a near standstill and the crypts have long since

emptied of the dead. His greatest necromantic triumphs
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dwell in the crypts now, but Kazaven himself spiraled into
introspective oblivion.

That changed with the wakening of the runeforge well. After
taking part in the destruction of the Abjurant Halls, Kazaven
managed to harvest a fresh supply of dead and is in the process
of revitalizing his experiments. He spends all of his time in his
laboratory, but the crypts beyond are far from safe.

The Ravenous Crypt is exquisitely crafted. Arches are
elaborately carved with stunning artistic patterns. Ceilings
are 10 feet high in corridors, all of which are adorned with
decorative moldings inlaid with silver angels. Chambers are
usually arched or domed to a height of 20 feet and covered with
beautiful frescoes and mosaics depicting sleeping men and
women tended by cherubim and soothed by angelic singers and
musicians. The floors are covered in smooth, fitted flagstones
with inlaid ceramic tiles in various decorative patterns. There
are numerous secret doors hidden throughout the dungeon,
each of which canbe located with a DC 30 Search check. Secret
doors are made of magically treated marble, but the rest of the
catacomb doors are made of iron.

The extent of the Ravenous Crypts are under the effects of
a permanent desecrate effect (CL 20th); all undead within the
crypts were created here, and thus all gain a +1 profane bonus
on attack rolls, damage rolls, and saving throws, and have +1
hp per HD. These bonuses are included in their stat blocks.
This aura is provided by hundreds of wraiths that have been
bound into the walls, ceiling, and floor of the crypts. All stone
surfaces inthe crypts are cold to the touch as aresult. Whenever
any effect damages or breaches the stone walls of these crypts
(such as meld into stone, passwall, transmute rock to mud, or simple
damage applied directly to a wall in an attempt to breach it),
1d6 wraiths are released into the area and immediately attack

any living creatures they sense.

MAGICALLY TREATED SECRET TomB DooOR
hp 120; Hardness |6
Search DC 30, Break DC 48

IrRoNn DooOR
hp 60; Hardness 10
Break DC 28; Open Lock DC 30

WRAITH CR5
hp 32 (MM 258)

Unkeyed Crypts

Most of the crypts in this wing are empty, their dead long since
taken away by Kazaven for experimentation. Some of these
rooms contain a single decorative (but empty) sarcophagus.
Others contain several empty burial niches in the walls, or
even mausoleum-style biers with sealed doors enclosing the
emptiness inside. Chamber upon chamber of empty crypts and
floors heaped with dust give the complex an eerie feeling of

loss and despair.
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F1. Crypts of the Builders (EL 12)

The ceiling of this circular domed chamber rises to a height of thirty feet.
The walls are decorated with dozens of grinning skulls, each gripping
what appear to be bits of flesh in their teeth. A flight of steps leads up

via a corridor in the far wall.

Each of the carved skulls is in fact a secret door that
hides a narrow burial bier—all are empty save for a few silk
funeral shrouds and scented herbs, preserved by Runeforge
for eternity. These chambers once contained the bodies of
the laborers and architects responsible for the creation of
these crypts. When their jobs were completed, the laborers
were sealed alive into these biers, while the architects were
animated as mummies and set to guard the entrance. These
mummies remain to this day.

Creatures: The six Thassilonian mummies that stand
eternal guard inthisroom are desiccated and dried monsters
clad in ancient chainmail and strips of ragged leather.
Their undead flesh is black and shiny, and shiny black
beetles clatter over (and in places through holes in) their
frames—these beetles are a physical manifestation of these
mummies’ more potent despair auras, constantly dropping
off and turning to dust and being reborn in the desiccated
flesh, but are themselves harmless. The mummies rise up
to attack most intruders on sight, but allow those who are
gluttonous free passage.

One of these mummies bears a permanent telepathic bond with
Kazaven and immediately notifies the lich if intruders enter
the room, going as far as to provide the lich up-to-the-second
reports on the PCs’ tactics and apparent weaknesses. In this
manner, the lich should have plenty of time to prepare for the
PCs’ arrival.

THASSILONIAN MuMMY (6) CR7
Elite advanced mummy (MM [90)

LE Medium undead

Init +2; Senses darkvision 60 ft.; Listen +19, Spot +19

Aura despair (line of sight, DC 21 resists)

DEFENSE

AC 28, touch 12, flat-footed 26

(+6 armor, +2 Dexterity, +10 natural)
hp 90 (12d12+12)

Fort +8, Ref +10, Will +13
DR 5/—; Immune undead traits

Weakness vulnerable to fire

OFFENSE

Spd 20 ft.

Melee slam +19 (1d8+16 plus mummy rot)
Special Attacks mummy rot (DC |9 resists)
TACTICS

During Combat These mummies focus their wrath on any envious
or lustful characters in the group. They do not attack gluttonous

characters unless such characters attack them first.
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Morale The mummies fight until destroyed, pursuing foes throughout
the crypts but not back into the Runeforge hub.

STATISTICS

Str 30, Dex 14, Con —, Int 6, Wis 16, Cha |7

Base Atk +6; Grp +16

Feats Ability Focus (despair), Great Fortitude, Improved Natural

Attack (slam), Lightning Reflexes, Weapon Focus (slam)
Skills Listen +19, Spot +19
Languages Thassilonian

Gear +/ chainmail, gem-encrusted torque worth 600 gp

F2. The House Patriarchs

Seven shallow alcoves spaced around the room contain heavy iron
doors with decorative designs engraved into their surfaces. At the
center of the chamber, six life-sized human statues depict men and
women in various states of aristocratic attire. Each faces one of the
doors—only the southernmost door does not have an attendant
statue. One holds aloft a sprig of grapes, another clutches five
loaves of bread, one holds a wedge of cheese, one holds a huge
haunch of meat, another wields a platter heaped with candies,
and the last simply stands with arms crossed, his mouth wide and

grinning to display teeth that have been filed to points.

In ancient Gastash, six noble houses counted themselves as
senior among the aristocracy. These six statues symbolize those
families. Each of these families had a different specialty, as
indicated by their statue’s adornments and pose. The names of the
patriarchs are etched in Thassilonian at the base of the statues.
These names are Inib (wine makers), Chivvik (bakers), Gorryan
(cheesemakers), Hawfrey (butchers), Aanstrin (confectionaries),
and Xerriock (cannibals). Each embraced the sin of gluttony in

his own way.

Fz. Abattoir

The scent in this room is appalling, a cloying reek of decaying flesh
radiating from a half-dozen brutally savaged human bodies dressed in
light blue but horribly bloodstained robes. Several of the bodies seem

to have had limbs or organs removed.

These six bodies are all that remains of the 15 that Kazaven
managed to claim for hisresearchaftertheraid onthe Abjurant
Halls. The magical gear possessed by these dead wizards was
mostly destroyed in the battle—Kazaven was happy to take
just the bodies under his care. The bodies themselves are
preserved from decay by the crypt’s aura, and although it’s
been years, Kazaven works slowly and carefully. He’s unsure
when another boon like this might arrive and has rationed the
bodies accordingly.

A character who examines the bodies and makes a DC 20
Knowledge (arcana) check recognizes the work of a skilled
necromancer in the patterns and methods of missing limbs

and organs.
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F4. The Crypt of Lord Mankray of the
House of Inib (EL 1D

A single sarcophagus of gold sits atop a white marble plinth on the
eastern end of this wide hall. The bas-relief lid depicts a handsome man
holding a sprig of grapes and a bottle of wine crossed over his chest.
The eyes are large star sapphires and the grapes appear to be individual
gemstones that could be worked free with the right tools. The walls
of the room are carved with hundreds of narrow niches, each of which
contains a different bottle of what appears to be wine. An opening to
the south of the sarcophagus seems to lead to another nearby room,
while to the east a flight of stairs winds down deeper along a curving

passageway.

An investigation of the marble plinth reveals an engraved
inscription written in Thassilonian: “Lord Anklerios Mankray
Inib of the House of Inib: master vintner and beloved husband
and father. An assassin’s blade accomplished what hundreds of
duels could not.” Of course, the sarcophagus itself is empty,
Anklerios’s body long since taken away for necromantic needs.
Anklerios Mankray was Inib’s greatest winemaker, and the
bottles buried in these walls constitute a sample of each vintage
produced under his direction.

Creature: The Inibs did not want to send their greatest
patriarchinto the Ravenous Crypts unprotected and paid to have
aclay golem, crafted by asect of allied clerics of the rune goddess
Lissala (see Pathfinder #1), installed as the crypt’s guardian.
Unfortunately for Anklerios’s body, the golem was programmed
to protect against intruders and did nothing when Kazaven came
to take the body away for his work. The golem remains, eternally
guarding an empty sarcophagus.

The golem itself resembles a stern woman with no mouth,
identifiable with a DC 40 Knowledge (religion) check as the
image of Lissala, dead goddess of runes. Indeed, countless
runes (prayers to the goddess) are etched on its red clay
body. The golem is also plated in iron—it’s effectively
wearing full plate armor, and its CR is 1 higher than normal
as aresult.

ARMORED CLAY GOLEM CRI1I
AC 30, touch 8, flat-footed 30

(+8 armor, —| Dexterity, +14 natural, - size)
hp 90 (MM 134)

TACTICS

During Combat The golem emerges from the side room to confront anyone
it sees or hears entering the main room. It does not attack gluttonous
characters, even in self defense, but attacks all others on sight. This
golem does not receive the bonuses for being a sinner detailed in the
Sinners of Runeforge sidebar on page 24.

Morale The golem fights until destroyed but does not pursue foes

from this chamber.

Treasure: The sarcophagus itself is only gold plated—with
eight hours of work, a dedicated thief can scrape 800 gp of gold
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off the stone. Of greater value are the two star sapphire eyes
(each worth 1,000 gp) and the dozen amethyst grapes (each
worth 300 gp).

Althoughthe wine inthe bottles is long since spoiled, they are

the components necessary to forge runeweapons.

F5. Research Room CEL Variable)

This chamber appears to be some sort of laboratory. Tables made of
stacked sarcophagi support alchemical apparatus, books, carved bones,
scrolls, and various pieces of anatomy that have been dissected and

preserved in dozens of ways.

Several of these research rooms are located throughout the
crypts, each capable of supplying a gifted necromancer with all
of the base materials necessary to craft magic items, research
spells, or create undead creatures. Since Kazaven destroyed his
competition and prefers to use his own laboratory (area F8),
these chambers have gone unused for thousands of years, but
the supplies remain in workable shape thanks to Runeforge’s
preservative aura.

Creatures: Some of these rooms contain minor undead,
creatures created and then forgotten by Kazaven. These include
groups of ghasts, mummies, wights, or zombies, often in mixed
company, but never more than six in all. These undead monsters
lash at and attack PCs but have little chance against a group of
high-level characters. You should use encounters with minor
undead like this to augment the crypt’s necromantic feel, keep
the PCs on their toes, and perhaps give them a chance to feel
tough, but don’t bother focusing too much on these battles.
There are more significant combats awaiting the PCs elsewhere
in Runeforge.

Treasure: Each crypt contains one functional alchemist’s
lab. The books are both interesting and horrifying in their
subject matter of the dead, and each room’s collection can
granta+2 circumstance bonus ona Knowledge (religion) check
made about undead. Each book lot is worth 400 gp and weighs
100 pounds. Their contents are very repetitive, so access to

multiple lots does not increase the bonus granted.

F6. Infusion Chamber CEL 13)

The walls of this room have been plated in iron, each plate of which
bears a single rune—the upside down hooked “U” shape. A ten-foot-long
sarcophagus made of some sort of cloudy white crystal sits against the
wall opposite the crypt’s entrance. Bones and tattered cloth lie strewn
everywhere across the floor, save for in the center of the room where a
magic circle engraved on the floor pulses with light. The air in the room

is shockingly cold.

This chamber is where the wardens of gluttony opened a portal
to the Negative Energy Plane to infuse this wing of Runeforge
with the negative energy elementals. They’ve long since closed

the portal, but the room remains cold and the boundary here
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between life and death remains thin. The magic circle on the
floor served as a focus for this necromantic energy and anyone
who steps into the circle feels an undeniable chill.

The crystal sarcophagus itself is powerfully infused with
negative energy—any living creature that touches it gains a
negative level. It’sa DC 15 Fortitude save to remove this negative
level 24 hours later. The negative energy on the sarcophagus can
be dispersed with a turn undead check (treat the sarcophagus as
a15 HD undead), or the sarcophagus can be destroyed by damage.

Either event releases the creatures trapped within.

CRYSTAL SARCOPHAGUS
hp 100; Hardness |0; Break DC 32

Creature: To begin the process of infusing the walls of this
wing with negative energy, two dread wraiths were conjured and
bound inside the crystalline sarcophagus. If released, the dread
wraiths attack any living creatures they sense. If both dread
wraiths are slain, the negative energy infusing these chambers

begins to fade—in 24 hours, it vanishes entirely.

DREAD WRAITHS (2) CRII
hp 104 (MM 258)
TACTICS

During Combat The dread wraiths find life to be an irresistible lure
and attempt to snuff it out when in its proximity. Otherwise, the
dread wraiths remain motionless, seething and roiling, having
forgotten anything else but the task of maintaining the energized
walls of the Ravenous Crypts.

Morale The dread wraiths fight until destroyed.

Treasure: A secret door in the southern wall can be
discovered with a DC 30 Search check. In the small room
beyond is a tiny research laboratory, its books, materials,
and supplies geared toward the process of infusing a complex
with wraiths and negative energy. The books here are similar
in nature to those found in the various research rooms. In
addition, two scrolls of plane shift on a shelf next to a scroll of
binding. In a nearby slender wood box rests a tuning fork attuned
to Runeforge—the material component necessary to plane shift

into this demiplane.

F7. Crypt Guardians CEL 12)

A single stone sarcophagus sits in the middle of this crypt, carvings of

partially butchered cattle marching around its rim.

Creatures: Oncethe cryptofa Hawfrew family patriarch, Kazaven
turned this crypt into a guard room. Another six Thassilonian
mummies stand guard here, ready to attack any intruders. As in area
F1, one of these mummies bears a permanent telepathic bond with

Kazaven, and alerts him to intruders at the start of combat.

THASSILONIAN MuMMmiEs (6) CR7
hp 90 each (see page 28)
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F8. Research Lab (EL 13)

The bookshelf-lined walls of this room contain a large collection of dog-
eared tomes, manuals, and scrolls, as well as jars of fluid in which float
humanoid organs and bits of flesh. A dissected human torso sits atop one

of the room’s three stone tables.

Creature: This room is inhabited by an undead monster
fashioned from a man named Xyoddin—once one Xerriock’s
greatest patriarch. His appetites were matched by few, making him
one of his nation’s most reprehensible members, for the Xerriocks
were cannibals.

Kazaven’s success with Xyoddin resulted in a ravenous
undead monster that could not only serve the lich as a
laboratory assistant but retain enough charm to engage the
lich in conversation—what Xyoddin lacks in wits and intellect,
he more than makes up for with the gift of telling Kazaven what
he wants to hear. In many ways, the ravenous dread zombie is
the perfect necromantic sycophant.

Currently, Xyoddin is in the process of meticulously dissecting
one of the wizards harvested from the Abjurant Halls. In life, this
wizard had treated his own flesh with strange magic that rendered
him difficult to animate into undeath. Kazaven has tasked Xyoddin
with the gruesome duty of cataloguing every tiny bit of the man’s
body, atask the ravenous zombie has been at for nearly a decade now.
Every year, Kazavenrewards Xyoddin’s work by allowing him to eat a

portion of the dissected body.

XyopbIN XERRIOCK CRI3
Male ravenous dread zombie human aristocrat 12 (Advanced Bestiary
105, 211)
CE Medium undead
Init +7; Senses darkvision 60 ft., low-light vision; Listen +8, Spot +8
Aura unnatural aura (30 ft.)
DEFENSE
AC 22, touch 12, flat-footed 20
(+8 armor, +2 Dexterity, +2 natural)
hp 93 (12d12+15); fast healing 10
Fort +6, Ref +9, Will +9

Defensive Abilities turn resistance +2; DR 5/—; Immune undead traits

OFFENSE

Spd 30 ft. (cannot run)

Melee +2 human bane dagger +21/+16 (Id4+10/17-20) and
bite 13 (Id4+4)

Ranged mwk dagger +16/+11 (1d4+8/17-20)

Special Attacks brain consumption, command zombies, favored

prey, sprint

TACTICS

Before Combat Xyoddin tears free a portion of the torso’s liver and
eats it before combat begins if he has a chance, gaining the benefits
of fast healing |0 for the fight to come.

During Combat If faced with enemies that include humans in their
ranks, Xyoddin’s terrible hunger pulls him to them that, causing him

to ignore all non-human targets. He’s able to hold back his ravenous



urgings enough to resist taking the time to feast on a slain human if
there remain other enemies to defeat, but only barely.

Morale Xyoddin fights until destroyed.

STATISTICS

Str 24, Dex 16, Con —, Int 9, Wis 8, Cha 2

Base Atk +9; Grp +20

Feats Blind-Fight, Combat Reflexes, Improved Critical (dagger),
Improved Grapple, Improved Initiative, Improved Unarmed Strike,
Persuasive, Quick Draw, Toughness, Weapon Focus (dagger)

Skills Balance +7, Bluff +19, Climb +15, Diplomacy +19, Escape Artist
+7, Hide +7, Intimidate +25, Jump +15, Knowledge (nobility and
royalty) +15, Listen +8, Move Silently +7, Perform (strings) +17,
Profession (cook) +7, Search +8, Spot +38, Survival +8

Languages Giant, Thassilonian

SQ cannibalistic healing, hungry special attacks, ravenous body,
telepathic bond

Gear +3 chain shirt, +2 human-bane dagger, 8 masterwork daggers

SPECIAL ABILITIES
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Brain Consumption (Ex) When Xyoddin makes a successful grapple
check to deal damage with his bite against a pinned or helpless
living foe, the foe must make a DC 23 Fortitude save or die as
Xyoddin consumes his brain. Creatures immune to critical hits and
those with multiple heads are not killed by this attack. The save DC
is Strength-based.

Cannibalistic Healing (Ex) So long as Xyoddin has fed on human
flesh within the last 24 hours, he gains fast healing |0. Feeding on
ahuman killed in the last hour heals all ability damage and ability
drain he has taken.

Command Zombies (Su) Xyoddin can automatically command all
normal zombies within 30 feet as a free action. Normal zombies
never attack him unless they are compelled.

Favored Prey (Ex) Xyoddin gains a +2 bonus on damage rolls
against humanoids and a +2 bonus on Bluff, Listen,

Sense Motive, Spot, and Survival checks when using
these skills against humanoids. Against humans, these
bonuses increase to +4-.

Hungry Special Attacks (Ex) H