SCOURGE
OF THE

GODCLAW

by Larry Wilhelm 74

@
L.

A
S AN

i ..«...-g“-.._[ l S 3 TR TN




S SOIMOLSIHigm:
a>LOVAD rl_U

4O DAIHDIV/*
; ~

1 o 1!
v
_ o A ¢

= % |




Development Leads - Adam Daigle, James Jacobs, and
Rob McCreary

Authors - Benjamin Bruck, Paris Crenshaw,
Alex Greenshields, Jason Keeley, F. Wesley Schneider,
Owen K.C. Stephens, Greg A. Vaughan, Josh Vogt, and
Larry Wilhelm

Cover Artist - Wayne Reynolds

Interior Artists - Davi Blight, Ekaterina Burmak,
Alexander Deruchenko, Miguel Regodén Harkness,
David Melvin, Ayran Oberto, Nikolai Ostertag,
Sara Otterstatter, Lydia Schuchmann, and Bryan Sola

Cartographer - Robert Lazzaretti

— 1 — — —
Design Elements - Eva Widermann . H E I— L S \/t N G t A N L :
Editor-in-Chief - F. Wesley Schneider g . £ — {
Creative Director - James Jacobs - . y 4 k,

Executive Editor - James L. Sutter
Senior Developer - Rob McCreary ADVENTURE PATH 5 OF 6

Pathfinder Society Lead Developer - John Compton
Developers - Adam Daigle, Crystal Frasier,
Amanda Hamon Kunz, Mark Moreland, S‘ O | ' RG€ GOD‘ LAW
Owen K.C. Stephens, and Linda Zayas-Palmer OF TH€

Senior Editors - Judy Bauer and Christopher Carey
Editors - Jason Keeley and Josh Vogt

Lead Designer - Jason Bulmahn

Designers - Logan Bonner, Stephen Radney-MacFarland, Foreword 2
and Mark Seifter by Rob McCreary

Mana.ging Art Director -'Sarah E. Robinson Scourge of the Godc]aw 4

Art Director - Sonja Morris by Larry Wilhelm

Senior Graphic Designer - Adam Vick

Graphic Designer - Emily Crowell NPC Gallery 56

Publisher - Erik Mona by Larry Wilhelm

Paizo CEO - Lisa Stevens .

Chief Operations Officer - Jeffrey Alvarez Meet the Villain: Urgraz 60
Director of Sales - Pierce Watters by O K.C. Steph.

Sales Associate - Cosmo Eisele y Owen 1.L. Stephens

Marketing Director - Jenny Bendel

Vice President of Finance - Christopher Self Beyond the Borders 62
Staff Accountant - Ashley Kaprielian by Alex Greenshields

Data Entry Clerk - B. Scott Keim .

chief Technical Officer - Vic Wertz Geryon, the Source of Lies 68
Software Development Manager - Cort Odekirk by E. Wesley Schneider

Senior Software Developer - Gary Teter

Project Manager - Jessica Price ! .

et oc Pioh Coedmator - sonya Woldrdge Pathfinder’s Journal: Cowards and Crows 5 of 6 74
Adventure Card Game Designer - Tanis 0'Connor by Josh Vogt

Community Team - Liz Courts and Chris Lambertz Bestiary 80

Customer Service Team - Sharaya Copas, Katina Davis,
Sara Marie Teter, and Diego Valdez
Warehouse Team - Will Chase, Mika Hawkins,
Heather Payne, Jeff Strand, and Kevin Underwood
Website Team - Christopher Anthony, William Ellis,

by Benjamin Bruck, Paris Crenshaw, Jason Keeley, Greg A. Vaughan, and Larry Wilhelm

Lissa Guillet, Julie laccarino, and Erik Keith REFERENCE
- This book refers to several other Pathfinder Roleplaying Game products using the following abbreviations,
ON THE COVER yet these additional supplements are not required to make use of this book. Readers interested in

references to Pathfinder RPG hardcovers can find the complete rules of these books available online for
free at paizo.com/prd.

Advanced (lass Guide ACG Ultimate Combat uc
Advanced Player’s Guide APG Ultimate Equipment UE
The Inner Sea World Guide ISWG Ultimate Magic um
Occult Adventures 0A

This product is compliant with the Open Game License (OGL) and is suitable for use with the Pathfinder Roleplaying Game or the 3.5 edition of the

F world’s oldest fantasy roleplaying game.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License version 1.0a, Section 1(e),

and are not Open Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, locations,

characters, artwork, and trade dress. (Elements that have previously been designated as Open Game Content or are in the public domain are not

included in this declaration.)

o
alzo® Open Content: Except for material designated as Product Identity (see above), the game mechanics of this Paizo game product are Open Game

Content, as defined in the Open Game License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game
Content may be reproduced in any form without written permission.

SCOURGE
0FTHE
GoncLaw

by Lorry Wilhelm

Paizo Inc. Pathfinder Adventure Path #107: Scourge of the Godclaw © 2016, Paizo Inc. All Rights Reserved. Paizo, Paizo Inc., the Paizo golem logo, Pathfinder,

AftiSt Wayne Reynolds presents an aII-neW 71 20 185th Ave NE Ste 120 the Pathfinder logo, and Pathfinder Society are registered trademarks of Paizo Inc.; Hell’s Vengeance, Pathfinder Accessories, Pathfinder Adventure
’

Card Game, Pathfinder Adventure Path, Pathfinder Battles, Pathfinder Campaign Setting, Pathfinder Cards, Pathfinder Flip-Mat, Pathfinder Map
dastardly villain—the iconic antipaladin Urgraz—on Redmond, WA 98052-0577 Pack, Pathfinder Module, Pathfinder Pawns, Pathfinder Player Companion, Pathfinder Roleplaying Game, and Pathfinder Tales are trademarks

of Paizo Inc.

the cover of this volume of the Hell's Vengeance paizo.com printed in hina.
Adventure Path! ~




HELLS VENGEANCE

N

£y ) £ T s & %

GLORIOUS HISTORY

«f

f you've read any of my past forewords, you might
I know that I'm a big fan of history, and frequently

look to the past for inspiration, ideas, and story
seeds. It was no different when outlining the Hell’s
Vengeance Adventure Path, so I thought I might talk
about some of those historical influences here, for the
enjoyment of other history geeks like me.

Obviously, Cheliax has existed as a part of Golarion
since the inception of the Pathfinder campaign setting.
It was no doubt influenced by historical events as well,
though, as far as I know, no real-world nation has ever
been modeled on the structure of Hell or used actual
summoned devils as allies. However, since Cheliax is
already a well-established part of the canon, I want to
look at the historical inspirations for the other side of
the primary conflict in Hell’s Vengeance, namely, the
Glorious Reclamation.

. AND DARK MYTH
R « “‘*ﬁ-”—_ , _

The Glorious Reclamation’s name is an homage to the
Glorious Revolution of 1688, in which a Dutch invasion
of England deposed King James II and replaced him
with a constitutional monarchy under William and Mary,
resulting in the signing of the English Bill of Rights. The
events of Hell’s Vengeance have little else to do with this
historical incident, but the name seemed fitting, seeing
as how Glory is one of Tomedae’s domains, and of course,
the Tomedaean knights are trying to “reclaim” Cheliax
from the diabolically tainted House Thrune.

The Glorious Reclamation draws greatly on the
Brethren of the German Hospital of St. Mary, more
commonly known as the Teutonic Knights, for inspiration.

The Teutonic Order was founded in Jerusalem during the

Third Crusade in the late 12th century, but it was never
as influential or as wealthy as the better known Knights
Templar and Knights Hospitaller, at least in the Holy




Land. However, the Teutonic Knights were much more
successful in Europe, first in Transylvania, then in part of
the Kingdom of Hungary, and later in the Baltic regions
of Poland, Prussia, and Livonia. The Teutonic Knights
were heavily involved in the Baltic Crusades, which were
genuine Christian crusades sanctioned by papal authority
against the pagans living in those regions at the time. By
the early 15th century, the Teutonic Knights ruled their
own powerful state that stretched from modern-day
Poland, through Lithuania and Latvia to Estonia, until
they were eventually defeated by Poland and Lithuania.

The Glorious Reclamation’s crusade against Cheliax was
inspired by the Teutonic Order’s Baltic crusades, though
the Iomedaeans enjoy the official support of neither the
Inheritor’s church nor any political figure comparable
to the Holy Roman Emperor. The Glorious Reclamation
must succeed at overthrowing House Thrune first before
getting legitimate recognition. Likewise, the order’s
membership and recruitment are also based partly on
the Teutonic Knights, even down to the questions asked
of prospective recruits (though the number of questions,
11, is a reference to Iomedae’s Eleven Acts). The ranks and
structure of the Glorious Reclamation are drawn more
from those of the Knights Templar, but the appearance of
the order’s knights themselves once more returns to the
Teutonic Knights (then again, most of medieval Europe’s
crusader orders had similar looks, and the similarity of
Iomedae’s holy symbol to the Christian cross make such
comparisons inevitable).

In this adventure, “Scourge of the Godclaw,” the PCs
are tasked with creating a potent magical artifact called
a tathlum, which theyll have the chance to use against
the Glorious Reclamation in the final volume of the
Adventure Path. Like the Glorious Reclamation, the
idea of a tathlum also draws on real-world inspiration,
though this time from mythology rather than history. It
comes from Irish or Celtic mythology, and was a sling
stone or magic concrete ball, depending on the source or
translation, used by the god Lugh to slay Balor, king of
the Fomorians. Balor’s single, cyclopean eye could cause
vast destruction, and when Lugh knocked out Balor’s eye
with the tathlum, the power of the eye slew much of the
Fomorian army. The tathlum and Balor’s eye form the
inspirations for the tathlum of Hell’s Vengeance, and just
as Balor’s eye destroyed his own people, the Fomorians,
so will the severed head of the gold dragon Parnoneryx—
once transformed into the tathlum through the three-part
ritual in this adventure—spell doom for the army of the
Glorious Reclamation.

Of course, Golarion is still an imaginary world, and the
fictional histories of the Inner Sea region, Cheliax, and
Iomedae form most of the foundations for the Glorious
Reclamation and the events of the Hell's Vengeance
Adventure Path—but it’s still fun to throw a little real-
world history and mythology in there as well!

THE GLORIOUS
RECLAMATION'S PROGRESS
Throughout the Hell’s Vengeance Adventure Path, the
Glorious Reclamation enjoys a variety of triumphs in its
war against Cheliax and House Thrune, but if the PCs
are successful in their endeavors during the campaign,
the knights should also suffer some devastating defeats.
The inside front cover of each volume of the Adventure
Path displays a map of Cheliax with symbols of House
Thrune and the Glorious Reclamation that tracks both
sides’ progress in the wider conflict.

While the PCs found themselves caught up in the
political intrigues of the imperial court in Egorian
in “For Queen & Empire,” the Glorious Reclamation
achieved its greatest victory yet in the struggle against
House Thrune: the conquest of Cheliax’s former
capital—Westcrown, the City of Twilight. In response to
this bold strike, Cheliax is forced to reexamine its entire
strategy. It has now become clear that the Glorious
Reclamation is not confined to the Sirmium Plains and
the east, but House Thrune is hesitant to maneuver its
forces away from what has been the primary theater
of the conflict, fearing another unexpected attack, this
time from the direction of Isger and Citadel Dinyar.
Likewise, Chelish naval strength remains concentrated
in Corentyn and Ostenso, as House Thrune is unwilling
to leave the country’s major ports undefended against
Rahadoum or Andoran, who might seek to take
advantage of the chaos in Cheliax to undermine Chelish
naval superiority in the Inner Sea.

As “Scourge of the Godclaw” begins, the Glorious
Reclamation’s primary focus is on occupying and
fortifying Westcrown, and resupplying its troops there.
Westcrown isn't just some backwater town, and much
of the order’s efforts involve winning over the city’s
populace to its crusade against House Thrune. At the
same time, it can’t just abandon its gains in the east,
either. Like House Thrune, the Glorious Reclamation
must continue to press the fight on the Sirmium Plains,
keeping the Chelish army occupied there until it can
solidify its hold on Westcrown, and the towns and
villages under Glorious Reclamation rule provide a vital
link between the order’s headquarters in Citadel Dinyar
and Westcrown. Once Westcrown is completely secured,
the Glorious Reclamation can turn its attention toward
Egorian and the Heartlands.

Rob McCreary
Senior Developer
rob.mccreary@paizo.com
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medium XP track.

PART 1: AVENGING THE GODCLAW 5
The evil PCs must infiltrate a sprawling Hellknight fortress to reclaim it from the Glorious
Reclamation, killing as many of the knights as possible along with the powerful gold dragon
with whom they've allied.

“=%,  The PCs begin this adventure
at 13th level.

I ' ~ - ~ . ' = 1 4 The PCs should be 14th level
PART 2: THE DESTRUCTION OF PURITY 31 Naa e

Di d setti tt
The vile PCs seek to defile the sacred waters of St. Ilnea’s Fountain so they can gather the ey
. . . . create the tathlum.
first ingredient needed for the creation of a powerful magic weapon called a tathlum.
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PART 3: THE DESTRUCTION OF INNOCENCE 37
The second ingredient for the creation of the tathlum requires the blood of a hundred
innocents—a resource the hateful PCs can find in abundance during a joyous harvest
festival in the small village of Barleybridge.
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PART 4: THE DESTRUCTION OF HISTORY 45 The PCs should be 15th level by the
The third and final step to create the tathlum is the most dangerous, for this time the
villainous PCs must invade and destroy a hidden library guarded by Hellknights and cultists
of the archdevil Geryon'

end of the adventure.
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ADVENTURE BACKGROUND

The gallant knights of the Glorious Reclamation have
accomplished what Thrune thought impossible—
they've seized the city of Westcrown. Once the capital of
the empire, Westcrown today remains one of Cheliax’s
largest and most important cities, and now that it’s been
captured by the enemy, Queen Abrogail Thrune II knows
the time has come to fully unleash the might and power
of the Chelish Empire. First and foremost among her
weapons of choice will be the evil Player Characters, now
Bound Agents of House Thrune.

The loss of Westcrown was not an act of chance or bad
luck, though—it was one of the Glorious Reclamation’s
primary goals in their war against Thrune, a feat the
Iomedaeans have been working toward since before their
order was even founded.

Back in 4715 AR, a group of Hellknights of the Order of
the Godclaw ousted a petty warlord from his stronghold
in a ruined manor house in Isger’s Menador Mountains.
There they were stunned to discover a powerful magical
artifact, which had lain forgotten for years: Heart’s Edge,
the blade once wielded by the mortal Iomedae before she
became a goddess. The Hellknights brought the sword
back to their fortress, Citadel Dinyar, where the order’s
signifers were able to verify the blade’s identity. Lictor
Resarc Ountor, leader of the Order of the Godclaw, was
astounded at the news and took the fact that the blade
had been recovered by Hellknights under his command
as a sign—Iomedae, after all, is one of the five deities the
Hellknights venerate as the Godclaw. The lictor proudly
and publicly proclaimed the acquisition of Heart’s Edge as
a symbol of his order’s righteousness.

Certain zealots in the church of Iomedae took
umbrage at Lictor Ountor’s proclamation, and after he
refused a polite request from the church for the blade’s
return, the leader of this faction, a paladin named Alexeara
Cansellarion, issued a call to the faithful. She would not
stand by and allow her goddess’s blade to rest in the
fortress of a “cult of heretics,” and her words swiftly found
root in the minds of other passionate members of the
church. In fact, in a mere month, hundreds of knights,
clerics, warpriests, and other devotees of Iomedae from
Andoran, Cheliax, Isger, Molthune, and beyond had
responded to Alexeara’s call. When Alexeara freed the gold
dragon Parnoneryx from the icy tomb he had languished
in for centuries, she knew all the pieces had fallen into
place. She gathered her army to a new banner—the
Glorious Reclamation—and while her devastating assault
on Citadel Dinyar and its swift capture by her forces would
send shockwaves through Cheliax, this astounding initial
success was only the first of many.

Today, the Glorious Reclamation retains control
over Citadel Dinyar, which now serves as the order’s
headquarters and base of operations, under the leadership
of Knight Commander Graxus Phand. With the bulk of

_(\

the Glorious Reclamation’s army now occupying the city
of Westcrown or on the march, only a relatively small
number of Tomedaean knights remain in the citadel, along
with the gold dragon Parnoneryx, but they are ready to join
their sisters and brothers on the field at a moment’s notice.
The loss of Citadel Dinyar at this stage in the Glorious
Reclamation’s campaign would deal a resounding blow
to the group’s morale, but it would bolster the knights’
resolve as well. Retaking Citadel Dinyar thus cannot be
the only task for Thrune’s agents—they must use the
citadel's own defenders as weapons against the Glorious
Reclamation to ensure their defeat in the battle soon to
come to Westcrown itself.

PART 1: AVENGING THE
GODCLAW

You should certainly give the PCs a chance to recover and
rebuild their resources after the events of the previous
adventure; an opportunity to spend some downtime
in a big city like Egorian might be something the PCs
have been aching for, after all. Once news of the loss of
Westcrown to the Glorious Reclamation hits Egorian,
the reactions of the imperial court and the city’s citizens
are a mix of shock, disbelief, and outrage (even if some
of that outrage is feigned by citizens who know better
than to publicly approve of such a development). The PCs
should have learned of this development at the end of the
previous adventure, “For Queen & Empire,” at the same
time as Queen Abrogail herself; and the Infernal Majestrix
does not wait long to set her counterattack in motion.

To impart a sense of urgency to this adventure, feel free
to replay the arrival of the news of the loss of Westcrown,
so the PCs can witness Abrogail’s reaction—she takes
the information calmly, with a slight narrowing of the
eyes and the setting of her jaw being the only external
evidence of displeasure. The queen is not one to indulge
in emotional outbursts in front of her underlings, and
she swiftly begins planning her retaliation, bringing her
newest Bound Agents, the PCs, into the loop at once.

If the characters make clear they are eager to lead
the charge on Westcrown or to take the fight directly
to the Glorious Reclamation’s leaders, Queen Abrogail
commends their zeal but points out that the time of
underestimating the enemy’s power and drive is past.
No longer is it wise to assume Cheliax will win the day
simply out of divine right or tradition. Rather than risk
a frontal assault on Westcrown, the queen wants to erode
and remove any support the Glorious Reclamation has in
terms of resources and encampments spread throughout
Cheliax. The task she has in mind for the PCs is the most
important of all of these—she wants the PCs to strike at
Citadel Dinyar in Isger, the onetime fortress of the Order
of the Godclaw and now the Glorious Reclamation’s base
of operations. Defeating the troops there and retaking
the citadel will strike a significant blow to the pride and
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morale of the Jomedaeans, and prevent them from using
the fortress as a rallying point once theyre defeated
in Cheliax. More importantly, by taking out one of the
Glorious Reclamation’s most powerful allies, the gold
dragon Parnoneryx, the PCs can ensure the assault
to retake Westcrown will have an even greater
chance of success.

Furthermore, Queen Abrogail reveals she has
another plan for the dragon. Drawing upon
the nation’s vast wealth of historical lore, much
of it redacted and available only to royal eyes,
Abrogail knows of a potent weapon the PCs can
create and use against the Glorious
Reclamation when the time
comes to strike against their
forces in Westcrown. This
weapon, she explains, is an
ancient Kellid device known
as a tathlum—a powerful
magical artifact crafted from
a severed head that is then
used against the allies and friends of the creature whose
head was used in its creation. In this case, Queen Abrogail
intends for the PCs to use Parnoneryx’s head as the core
of the tathlum, and in so doing, create an extremely
destructive device indeed. But even Abrogail can’t predict
how the dragon’s soul will react to the redaction of its
own history...

Reclaiming Citadel Dinyar: To aid the PCs in
preparing for the daunting task of confronting the
Glorious Reclamation in their own (stolen) headquarters,
Queen Abrogail introduces them to a mervous-looking
young man. This is a Hellknight armiger named Algren
Fasth (LN male human fighter 3), who escaped Citadel
Dinyar when it was first captured. According to Fasth,
some of the Order of the Godclaw’s leaders, including its
lictor, Resarc Ountor, may still be alive but imprisoned
in their own dungeons; rescuing them will give the PCs
a significant advantage in the task of retaking the citadel.
Armiger Fasth is convinced Lictor Resarc Ountor was
captured alive, along with many more of his brothers
and sisters. Fasth can confirm a secret entrance to the
citadel’s dungeon exists, one the PCs can use to infiltrate
Citadel Dinyar from below.

Creating the Tathlum: Once the PCs have taken
Citadel Dinyar and have defeated the fortress’s most
powerful inhabitant, the gold dragon Parnoneryx, Queen
Abrogail commands them to immediately set about the
creation of the tathlum. See “Creating the Tathlum” below
for further details.

Final Words: When the PCs are ready to depart, the
queen will use greater teleport to send the group directly
to the secret postern gate (area A1) revealed by Armiger
Fasth. Teleporting to the secret entrance, which is out of
direct sight from the citadel, is the wisest move—once the

PCs begin their mission, of course, they should feel free
to come and go via teleportation as they wish and as they
secure safe arrival zones within the castle walls.

CREATING THE TATHLUM

The first step in creating a tathlum is to secure
the primary component—a severed head. The
head must be kept fresh for the duration of its
creation, and since it may take several days or
even weeks for the PCs to complete these steps,
Queen Abrogail provides them with a vial of
unguent of timelessness; enough to coat a dragon’s
head and keep it from decaying for a year.

You may wish to have Queen Abrogail
specifically warn the PCs against using
tactics against Parnoneryx that would
make it impossible to claim his
head. Spells such as disintegrate or

destruction that completely destroy

abody should not be used against
the dragon, nor should tactics like
plane shift, imprisonment, or prismatic spray that have a chance
of relocating the dragon’s body to a locale too distant to
reach. Petrification is fine—simply chiseling off the head
of the petrified dragon and then casting stone to flesh on
it makes for a perfectly suitable tathlum component. Once
the head is secured, the PCs must undertake a series of
difficult tasks to secure the three components needed
to empower the tathlum: defiled sacred waters, blood
of innocence, and ashes of history. Once the PCs have
performed these evil tasks, the severed head will be ready
for its final transformation into a tathlum.

Defiled Sacred Waters: No mere splash of unholy
water will do for this first ingredient—the waters
must be drawn from a sacred source tied to Iomedae
that has very recently been defiled. Queen Abrogail
has determined that St. Ilnea’s Fountain in the central
Menador Mountains is the perfect source for these
waters. By defiling this fountain through a vile act (such
as throwing a recently slain follower of Iomedae into
the fountain’s headwaters) and unholy magic (unhallow
works best, but desecrate or even curse water should work
as well), the PCs can secure the defiled waters they need.
Simply dipping the head in the defiled waters is all that’s
required to finish this first step.

Blood of Innocence: The second component requires
a hundred drops of blood drawn from the body of 100
separate “innocents” (good-aligned humanoids, in this
case). These drops must all be drawn from innocents who
knew each other or lived in close proximity, and must all
be drawn within a minute of the innocent’s death. All 100
drops must be harvested before the next sunrise after the
first drop is gathered. Queen Abrogail has selected the
small village of Barleybridge in southern Cheliax as the
Dbest place to harvest the blood of innocence.



Ashes of History: The final component is perhaps the
most dangerous to gather, but its location was the easiest
for the queen to select. A library known as the Archive of
Redacted Histories lies hidden on distant Warlock Island
off Cheliax’s western coast, where copies of previous
revised and redacted official histories of Cheliax and
other dangerous texts are kept, securely stored should
they ever be needed in the future. The symbolic act of’
destroying all of this rare information by burning the
archive’s holdings and then rubbing the ashes on the
dragon’s severed head is the last step required to prepare
the grisly relic for transformation into a tathlum.

Tathlum Construction Ritual: Once the three steps
above are completed, the tathlum is ready for final
construction. At this point, the PCs are to return to
Egorian, where Queen Abrogail has prepared a pool
of quicklime for this final ritual—see Concluding the
Adventure for more details on this final act.

A. CITADEL DINYAR

Citadel Dinyar is a relatively new construction, built
soon after the Order of the Godclaw abandoned its
first stronghold, the Leaden Cathedral in Mendeyv, in
4665 AR. Following the recent defeat of the Hellknights,
the Glorious Reclamation now rules the citadel, and
its members are working to repurpose the fortress’s
chambers to their own needs and ends.

Built of polished stone reinforced by bands of fire-
blackened iron, Citadel Dinyar sprawls across a pair
of plateaus that straddle a treacherous, rapid-filled
tributary of the River Keld called the Akramis River,
near a raging cascade known as Arremer Falls. Citadel
Dinyar is both a monastery and a fortress—its five lofty
steeples (each dedicated to one of the five deities that
form the Godclaw) and expansive cloisters serve as a
spiritual monument, while the bulk of the citadel is
heavily fortified and few would mistake its function
as a military stronghold. Citadel Dinyar is actually two
separate keeps (Bastion Fanaticus to the south and
Bastion Devotio to the north), with foot access between
the two granted by a bridge that arches over the river
between three of the castle’s towers.

The citadel’s outer walls are 15 feet high, and require a
successful DC 25 Climb check to scale. Arrow slits pierce
the walls in many places; these can be squeezed through
with a successful DC 30 Escape Artist check (Small
creatures gain a +8 circumstance bonus on this check).
Inside Citadel Dinyar, ceiling heights average 10 feet, and
rooms are lit by everburning torches unless otherwise
specified. Doors are of good wooden construction
(hardness 5, hp 15, break DC 18) and are generally kept
unlocked unless the alarm is raised; picking a locked
door in Citadel Dinyar requires a successful DC 30
Disable Device check unless stated otherwise. All guards
in the citadel carry skeleton keys capable of unlocking

these doors, but these keys do not unlock doors with
higher Disable Device checks found in the citadel.

CitapeL Guaros

When the PCs arrive at Citadel Dinyar, the former
Hellknight stronghold teems with activity. Recruits come
and go, knights arrive before their final deployment into
Cheliax, and powerful allies of the Glorious Reclamation
meet to discuss the war effort against the Thrune
government. Patrols of Glorious Reclamation knights
inheritor can be found on patrol within the citadel,
mingling freely, performing military drills, or sleeping
Clever PCs can use stealth or disguises to prevent
themselves from being noticed by the many knights.
However, if the PCs brazenly wander the keep, they will
encounter a patrol of four knights inheritor every 10
minutes (or more frequently if the PCs are particularly
noisy or hard to miss). With enough precautions (including
masking evil alignments) and a successful Bluff check, the
PCs can fool a patrol of knights into believing they are
newly arrived recruits. If combat breaks out, the clamor
of battle brings an additional patrol of four knights to
the area every 2d4 minutes. After 12 knights have been
killed or have gone missing, reports reach the citadel’s
commanding officer, Knight Commander Graxus Phand,
who puts the fortress on high alert. Each active patrol
consists of four Glorious Reclamation knights inheritor.
There are 32 knights available for these patrols in addition
to the knights detailed in the encounter areas below.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (4) (R 8

XP 4,800 each

Human paladin 9

LG Medium humanoid (human)

Init -1; Senses Perception +11

Aura courage (10 ft.), resolve (10 ft.)

DEFENSE

AC 23, touch 9, flat-footed 23 (+9 armor, -1 Dex, +5 shield)

hp 90 each (9d10+36)

Fort +11, Ref +5, Will +11

Immune charm, disease, fear

OFFENSE

Speed 30 ft. (20 ft. in armor)

Melee +7 longsword +15/+10 (1d8+5/17-20)

Ranged mwk composite longbow +9/+4 (1d8+2/x3)

Special Attacks channel positive energy 3/day (DC 17, 5d6),
smite evil 3/day (+3 attack and AC, +9 damage)

Paladin Spell-Like Abilities (CL 9th; concentration +12)
At will—detect evil

Paladin Spells Prepared (CL 6th; concentration +9)
2nd—bull’s strength, resist energy
1st—cure light wounds, divine favor, protection from evil

TACTICS

Before Combat A Glorious Reclamation knight inheritor
casts bull’s strength on herself before combat.
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ASHGLES

During Combat A knight inheritor usually lets the enemy
come to her, taking the first round of combat to cast
divine favor and the next to cast protection from evil or
resist energy (as best suits the opposition she faces).

Morale A knight inheritor fights to the death.

STATISTICS

Str 18, Dex 8, Con 14, Int 10, Wis 14, Cha 16

Base Atk +9; CMB +13; CMD 22

Feats Improved Critical (longsword), Power Attack,
Selective Channeling, Shield Focus, Toughness, Weapon
Focus (longsword)

Skills Acrobatics -8 (12 to jump), Diplomacy +15,
Perception +11, Sense Motive +14

Languages Common

$Q divine bond (weapon +2, 2/day), lay on hands 7/day
(4d6), mercies (diseased, fatigued, poisoned)

Combat Gear potion of cure moderate wounds (4); Other
Gear +1 half-plate, +2 heavy steel shield, +1 longsword,
mwk composite longbow (+2 Str) and 20 arrows, skeleton
key for most doors in Citadel Dinyar, 15 gp

High Avert!

Eventually, the occupants of Citadel Dinyar realize that
they are under attack. The timing of this is left largely to
you. Certainly, if the PCs attack one of the defenders of
the citadel and allow him or her to escape, the fortress
goes on high alert soon thereafter once the escapee
alerts others—as a general rule, assume it takes only 1d4
minutes for such an event to occur after an NPC escapes.

The citadel can also go on high alert if the PCs attack
a creature that possesses telepathy or other methods
of spreading the alarm. Finally, if the PCs attack or are
spotted in an area where the guards have access to one of’
the citadel’s numerous alarm bells, a guard can raise the
alarm with a move action by ringing said bell.

Once Citadel Dinyar goes on high alert, it remains
on this higher level of threat until 24 hours have passed
since the last incident to cause alarm. If the PCs allow
that amount of time to pass before attempting another
assault, feel free to have the missing guards or named
NPCs be replaced by reinforcements of your own design.

While the citadel is on high alert, the gold dragon
Parnoneryx keeps an eye out for invaders from area As3;
if'he spots the PCs, he raises the alarm and engages them
immediately. Likewise, the angel in area A47 keeps an eye
out from above for trouble. Encounters with patrols of
Glorious Reclamation knights inheritor occur once every
5 minutes, and reinforcements arrive after 1d4 minutes
rather than 2d4 minutes. The knights also systematically
lock every door in the citadel—within 5 minutes of high
alert being enacted, all doors are locked.

A1. Secrer Postern GaTe

A pair of cunningly hidden 2-inch-thick iron doors
(hardness 10, hp 60, break DC 28), painted and sculpted
to appear as part of the bottom of a cliff wall at the base
of'aravine north of Citadel Dinyar, serves as the fortress’s
exit for its escape tunnel. A successful DC 4o Perception
check is required to locate the secret door, but Armiger
Fasth’s detailed description of where the door can be
found grants a +20 circumstance bonus on such checks.

A2. InrernaAL KenneL (CR 12)

At the far end of this musty-smelling chamber, a pair of
ramps ascends ten feet to a balcony. A long, rusted iron

: 'i; chain is affixed to the wall in the northeast corner of

the room.

A successful DC 40 Perception check is required
to discover the secret door in the east, as does the door
further south leading to area Aza. Like the secret door in
area A1, the PCs gain a +20 circumstance bonus on checks
to discover these doors, thanks to Armiger Fasth’s aid.
Creature: A particularly ill-tempered Malebolgian
cerberi is leashed to the long iron chain (hardness 10, hp
10, break DC 26) in this room. Kept as a guard by the Order
of the Godclaw, the cerberi remains alert and eager for
an opportunity to break up the boredom of long, lonely
hours spent on guard here. The rusted iron chain
somewhat limits the monster’s ability to
pursue intruders—the chain is 50 feet long,
so it can reach anyone within this room with
ease. The outsider can potentially be tricked if



JAE]
JAS) T0 A30
M2R12 A2
T0 A29
AT RM202 M2 s
SN SN A AGIAIR N RAIRA]
RSN SN I RSN AN
NSNS A SN A IR
RSN SN IR I M RGN AN
T0 A21

all members of the party successfully disguise themselves
as Hellknights of the Godclaw, in which case a successful
Disguise check followed by a successful Bluff check can
secure safe passage beyond. The Hellknights have made
clear the fact that it’s not allowed to venture beyond this
room, so if the PCs offer to release it in return for its aid,
the monster knows they're lying. It goes along with the
offer but immediately attacks them once it’s set free.

MALEBOLGIAN CERBERI CR 12

XP 19,200

Advanced cerberi (Pathfinder RPG Bestiary 3 51)

LE Large outsider (evil, extraplanar, lawful)

Init +5; Senses darkvision 60 ft., soul scent; Perception +23

DEFENSE

AC 25, touch 10, flat-footed 24 (+7 armor, +1 Dex, +8 natural,
-1 size)

hp 208 (14d10+98)

Fort +16, Ref +10, Will +6

OFFENSE

Speed 40 ft.

Melee 3 bites +20 (2d6+7 plus cerberus’s jaws)

Space 10 ft.; Reach 5 ft.

Special Attacks rend (2 bites, 1d8+10 or 3 bites, 1d8+14)

TACTICS

During Combat The Malebolgian cerberi attacks the closest
foe each round, abandoning this tactic only if someone
attempts to move through the secret door to the east—
anyone attempting to go deeper into the dungeon
becomes its primary target. Tormented from beyond its
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reach, the cerberi can attempt to break the chain with a
Strength check each round.

Morale The cerberi fights to the death.

STATISTICS

Str 24, Dex 12, Con 24, Int 6, Wis 15, Cha 9

Base Atk +14; CMB +22; CMD 33 (37 vs. trip)

Feats Alertness, Combat Reflexes, Improved Initiative,
Improved Natural Attack (bite), Light Armor Proficiency,
Power Attack, Stand Still

skills Acrobatics +18, Perception +23, Sense Motive +4,
Stealth +14, Survival +16 (+20 to track vs. undead)

Languages Infernal (can’t speak)

Gear +4 studded leather barding

A3. StorerooMS

Barrels and crates of supplies fill this room, many of which
have been smashed open.

These storerooms contain food, firewood, tools, and
repair supplies for use in the citadel, many of which have
been employed by the fortress’s new inhabitants. Little of
value can be found here, save for the secret door in the
north wall of area Aza—the Glorious Reclamation has
not yet discovered this door.

A4. CisTERN

Four large wells squat along the northern edge of this great
storeroom, while to the south squats a line of immense barrels.
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These wells provide Citadel Dinyar with an internal
water supply. Each is 30 feet deep, with a further 20 feet
of fresh water. They have no direct connection to the
nearby river, instead tapping into an underlying aquifer.
The barrels are filled with additional water.

A5. QuARTERMASTER'S OFFICE

Leather-bound ledgers cram the shelves of two bookcases
and clutter the top of a desk in this office. Dust coats much of
the contents of this room.

The ledgers inventory the goods from areas A3 and A4.
The Glorious Reclamation has had little interest in this
room, and the last entries in the ledgers correlate with
the date the citadel fell to the Glorious Reclamation.

\

CARANI€L GLIN \F

HELL'S VENGEANCE

A6. Guaroroom (CR 13)

Two sturdy tables encircled by chairs adorn this rectangular
chamber. Two sets of double doors loom to the north and west,
while to the south, a closed iron gate cordons off a third door.

The southern iron gate is locked (hardness 10, hp 6o,
break DC 28) and cannot be opened by the keys carried
by the patrolling knights. A successful DC 4o Disable
Device can unlock this gate, as can one of the keys carried
by either the inquisitor Kazakador (area A23) or Knight
Commander Graxus Phand (area A38).

Creatures: This room provides access to Citadel
Dinyar’s prison, which is currently housing the
surviving Hellknights of the Order of the Godclaw. The
value of these prisoners to the Glorious Reclamation
has dwindled with each day since they seized Citadel
Dinyar—now that they have control of Westcrown,
Knight Commander Phand has been weighing his
options on how to handle the prisoners as their potential
usefulness dwindles. With more and more of the troops
stationed here being redeployed to Westcrown, he’s
had to lower the number of guards on duty here, and
recently even hired outside help in the form of Caraniel
Glintleaf, a mercenary enchanter who signed on to help
the Glorious Reclamation after her adventuring party
was captured and slaughtered by Thrune inquisitors.
While Caraniel’s support of the Glorious Reclamation
is founded on a desire to be associated with long-term
revenge against Thrune, Phand has trusted her so far to
keep her personal agendas to the side.

Caraniel’s talents at magically soothing anger and
controlling passionate outbursts have made her an
invaluable addition to managing the imprisoned
Hellknights and keeping them docile, but she’s growing
impatient with the desire to do something more active
against her hated foes. Faced with Thrune agents like the
PCs, she throws caution to the wind and does her best to
handle the group, aided only by the few guards she’s been
given as support. Her proud hope to capture intruders
on her own and present the victory to Phand in return
for a transfer to Westcrown can easily play to the PCs’
advantage, for she does not raise the alarm during what
is likely to be the first fight the PCs have if they infiltrate
the citadel from below.

In addition to the three guards, Caraniel is assisted by an
invisible stalker named Steelbreeze. Tricked into service
by Caraniel, the invisible stalker reluctantly performs
his duties with harsh words whistled under his breath.
Ever seeking his freedom, Steelbreeze may well offer his
services to the PCs if he survives an encounter here.

CARANIEL GLINTLEAF CR 10

XP 9,600
Female elf enchanter 11




NG Medium humanoid (elf)
Init +4; Senses low-light vision; Perception +17
Aura despair (30 ft., 11 rounds/day)

DEFENSE

AC 27, touch 17, flat-footed 22 (+4 armor, +2 deflection,
+4 Dex, +1 dodge, +2 natural, +4 shield)

hp 63 (11d6+22)

Fort +3, Ref +7, Will +7; +2 vs. enchantments

Immune sleep

OFFENSE

Speed 30 ft.
Melee dagger +4 (1d4-1/19-20)
Enchanter Spell-Like Abilities (CL 11th; concentration +15)
7/day—dazing touch
Enchanter Spells Prepared (CL 11th; concentration +15)
6th—greater dispel magic, mass suggestion (DC 22)
5th—feeblemind (DC 21), mind fog (DC 21), teleport
4th—charm monster (DC 20), confusion (2, DC 20),
dimension door, greater invisibility
3rd—deep slumber (DC 19), dispel magic, fly, haste,
suggestion (DC 19), summon monster Ill
2nd—enthrall (DC 16), glitterdust (DC 16), hideous
laughter (2, DC 18), mirror image, web (DC 16)
1st—charm person (DC 17), color spray (DC 15), grease
(2, DC 15), shield, unseen servant
0 (at will)—detect magic, mage hand, message,
prestidigitation
opposition Schools evocation, necromancy

TACTICS

Before Combat Caraniel casts mage armor at the start of
her shift, and shield as soon as she suspects combat is
about to occur.

During Combat Caraniel opens combat by casting greater
invisibility on herself, followed by shield if that spell
isnt already active. She casts haste on allies early in
combat long as they still stand to benefit. She then
casts mind fog, followed by her more powerful mind-
affecting spells. When she’s a few rounds away from
running out the duration of greater invisibility (or as
soon as she can after this effect is removed early), she
casts mirror image.

Morale Caraniel fights until reduced below 10 hit points,
at which point she attempts to teleport to her home in
Kyonin. She remains there for a day until, racked with
guilt at abandoning her post, she pays for a scroll of
sending to contact Knight Commander Phand to offer
additional aid free of charge; in this case, the PCs may
well encounter her again fighting at his side, in which
event she fights to the death.

STATISTICS

Str 8, Dex 18, Con 10, Int 19, Wis 10, Cha 13

Base Atk +5; CMB +4; CMD 21

Feats Alertness, Combat Casting, Craft Wand, Craft Wondrous
Item, Dodge, Greater Spell Focus (enchantment), Scribe
Scroll, Spell Focus (enchantment), Toughness

Skills Bluff +5, Diplomacy +5, Fly +18, Intimidate +5,
Knowledge (arcana) +18, Perception +17, Sense
Motive +15, Sleight of Hand +15, Spellcraft +18
Languages Celestial, Common, Draconic, Elven, Gnome, Sylvan
$Q arcane bond (amulet of natural armor +2), elven magic,
enchanting smile
Combat Gear wand of hold person (15 charges), wand
of mage armor (CL 11th, 8 charges); Other Gear
dagger, amulet of natural armor +2, belt of incredible
dexterity +2, ring of protection +2, 24 pp, 43 gp

GLORIOUS RECLAMATION KNIGHTS INHERITOR (3) (R 8

XP 4,800 each

hp 90 each (see page 7)

TACTICS

During Combat The knights engage the PCs in an attempt
to block their progress to Caraniel.

Morale The knights fight to the death while Caraniel leads
them. However, once the elf dies, the guards make a
fighting retreat and seek to raise the alarm.
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During Combat Although Steelbreeze serves Caraniel, &F

his bad attitude means that he delays his actions each
round (effectively going on initiative order 0). While
he attacks the PCs with his slam attacks, he whispers
anxiously, “Free me from that elf and I shall serve you

Morale While Caraniel lives, Steelbreeze fights until slain.
If Caraniel is slain or she flees, the invisible stalker
immediately surrenders, offering to serve the PCs for up
to a week. Steelbreeze doesn’t know anything about the
layout of Citadel Dinyar, other than this room, area A11,
and the guard quarters at area A9.
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A7. Stockapes

A narrow hall flanked by three pairs of iron doors runs for
thirty feet before ending at a similar door at the chamber’s
opposite end. Behind each of the six flanking doors sits a
single ten-foot-square cell littered with straw, a wooden
bucket, and little else.

The stockades consist of three almost identical floors 7 s 3
stacked atop a deep oubliette at the very bottom. The cells (
themselves are sparse in their decor, yet they are kept = %S ¢

relatively clean through the actions of an unseen servant »
created by Caraniel each day. The bars separating the cells
from the central hall and each other are set very closely
together, forming a latticework with enough room to
slide a few fingers between the bars, but not a whole arm.
The cell doors and the doors at the end of each cellblock

"
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all feature the same extraordinary lock (DC 4o Disable
Device) that can be unlocked with a key carried by one
of two people in the citadel—the inquisitor Kazakador
(see area A23) or Knight Commander Graxus Phand (see
area A38).

Creatures: The current occupants of the stockades are
Hellknights of the Godclaw who survived the Glorious
Reclamation’s devastating assault on Citadel Dinyar. In
all, 24 men and women languish in the 18 cells (in some
cases, two per cell). The Glorious Reclamation does its
best to keep its prisoners well, but the Hellknights,
shamed at their failure to keep their citadel, are stubborn
in their imprisonment and often refuse food and water
until hunger or thirst leaves them no other choice. As
a result, while the Hellknights imprisoned here haven't
been deliberately mistreated, they are still in poor
condition with low morale, all of them exhausted and
with nonlethal damage from starvation that’s only a few
hit points away from rendering them unconscious.

Once these Hellknights realize that help has arrived,
they grow cautiously eager for a chance to get revenge
on their captors, yet they know better than to raise cries
or change their behavior too swiftly and thereby risk
attracting attention. Given the opportunity to escape,
these Hellknights are gracious but careful, and would
rather have the chance to regain their strength before
striking against the enemy. In addition, if they learn
that their leader, Lictor Resarc Ountor, still lives and is
capable of rallying them, they will be even more eager
to aid. The Hellknights suspect that if Ountor is still
alive, he is being held in the oubliette at the bottom of
the stockade, a room known as the “Chamber of Truths”
(area A8).

The Hellknights imprisoned here vary in level, with
most being sth- to 6th-level fighters with 1—4 levels of
the Hellknight prestige class. All are clad in modest
cloth robes only. Exact statistics for these prisoners are
unlikely to be necessary—see Event 1 on page 29 for
advice on how to handle the complication of unleashing
a few dozen Hellknights eager for revenge on the
Glorious Reclamation.

A8. Cuamser of Trutis (CR 13)

Implements of torture—racks, pillories, and iron maidens—
furnish this stark, grim room, yet none seem to have been
used recently.

Although the Order of the Godclaw includes good-
aligned deities in their unusual philosophy, the pursuit
of torture has never been strictly forbidden from their
options, and this chamber was where their less kindly
interrogators worked their craft. Those members all
perished in the defense of Citadel Dinyar, and while
the Glorious Reclamation has no use for a torture

chamber, the security offered by this deep oubliette of a

room made for the perfect place to imprison their most
important captive—Resarc Ountor, lictor of the Order of
the Godclaw.

Creature: Lictor Resarc Ountor wears manacles on his
wrists and ankles to restrict his movement in the room,
with a stout chain between his wrist manacles attaching
to the center of the northern wall. This keeps him from
reaching any of the torture equipment or other tools
pushed to the far walls that he could use to either escape
or commit suicide (the latter has never been an option
for Ountor, but the Glorious Reclamation doesn’t believe
that). Lictor Ountor is a patient and faithful man, and
knows in his heart that the trials he’s enduring have been
put before him by Asmodeus and that it’s only a matter of
time before salvation present itself.

Ountor is eager to accept the PCs as that salvation.
Unlike the Hellknights in the stockades above, Lictor
Ountor has made sure to eat and drink, and spends much
of his time exercising as best he can to keep his mind and
body sharp for the chance at retaliation. He knows that
most of his more powerful subordinates perished during
the assault on Citadel Dinyar; of the order’s higher ranks,
only himself and Paravicar Dominita Clara survived the
final disastrous defense of the citadel (and even Ountor
does not know the paravicar’s actual fate). Ountor also
has faith in the rigid mindsets of his enemies—he trusts
the Glorious Reclamation to avoid “lowering themselves”
by lying in an attempt to gain his cooperation. As such,
he readily accepts the PCs’ claims for who they are, yet
won't immediately turn over his fate to their hands.

One way the PCs can help him accept they are
actually agents of Thrune is by defeating the guardian
the Glorious Reclamation has posted here, a silent and
unseen observer commanded to not engage Ountor in
conversation but to prevent him from doing himself
harm or from anyone unsanctioned from attempting
to speak to him. This guardian is a ghaele azata named
Isovon, and as soon as Lictor Ountor spots the PCs
he warns them of the outsider’s presence. The azata
remains invisible in the southern portion of the room,
and doesn’t waste time demanding that the PCs abandon
their attempt to speak to the prisoner. He does not wait
long before attacking, especially if he sees anything that
even suggests the PCs are agents of evil.

ISOVON CR 13
XP 25,600
Advanced ghaele azata (Pathfinder RPG Bestiary 2 292, 25)
hp 175
TACTICS

During Combat Isovon’s first action in combat is to use holy
word in an attempt to solve the problem of intruders into
the Chamber of Truths all at once. He then uses greater
teleport to leave the room to warn Knight Commander



Graxus Phand in area A38 of the intrusion into the
chamber below, then teleports back to this room to
finish the fight, hopefully while some of the PCs are still
blinded from holy word. Isovon tries not to harm the
prisoner in this fight, but does not extend this care to
the PCs. The citadel goes on high alert 1d6 rounds
after Isovon alerts Phand.

Morale Once Citadel Dinyar’s alarm is raised, Isovon
fights intruders to the death.

RESARC OUNTOR

XP 6,400

Male human cleric of Asmodeus 2/
fighter 4/Hellknight 4 (Pathfinder
Campaign Setting: The Inner Sea
World Guide 278)

LN Medium humanoid (human)

Init -1; Senses Perception +20

DEFENSE

AC 9, touch 9, flat-footed 9 (-1 Dex)

hp 91 (10 HD; 2d8+8d10+34)

Fort +11, Ref +1, Will +10 (+1 vs. fear, +2 bonus vs.
compulsion effects)

Defensive Abilities force of will (compulsion)

OFFENSE

Speed 30 ft.

Special Attacks channel negative energy 5/day (DC 13,
1dé6), hand of the acolyte (6/day), smite chaos 2/day (+2
attack and AC, +4 damage)

Domain Spell-Like Abilities (CL 4th; concentration +6)
6/day—strength surge (+2), touch of law

Hellknight Spell-Like Abilities (CL 4th; concentration +6)
At will—detect chaos
5/day—discern lies

Cleric Spells Prepared (CL 2nd; concentration +5)
1st—cure light wounds (2), protection from chaos®, shield

of faith
0 (at will)—create water, detect magic, light, mending
D Domain spell; Domains Law, Magic

TACTICS

During Combat Lictor Ountor is eager to get revenge on
the Glorious Reclamation, but having been defeated
once before, he fights with more caution against these
foes, assuming he manages to get hold of replacement
armor and weapons. He takes every opportunity he can
to sunder the weapons of his enemies and is hesitant to
use Power Attack unless he finds that he’s hitting his foes
each round without worry. He saves shield of faith for
use against the most powerful foes, and when he does
so, casts it on the first round of combat—assuming he can
find an unholy symbol to use!

Morale Lictor Ountor fights to the death, but if captured alive,
bides his time as a prisoner for another chance at revenge.

STATISTICS

Str 14, Dex 8, Con 14, Int 10, Wis 16, Cha 14

Base Atk +9; CMB +11 (+15 sunder); CMD 20 (22 vs. sunder)
Feats Alertness, Greater Sunder, Improved Critical
(morningstar), Improved Sunder, Iron Will, Power
Attack, Toughness, Weapon Focus (morningstar),
Weapon Specialization (morningstar)
Skills Intimidate +15, Knowledge
(history) +5, Knowledge (planes) +5,
Perception +20, Sense Motive +14
Languages Common

$Q armor training 1, aura of law, discipline

(pentamic faith: Strength), Hellknight armor 1,

Hellknight order (Order of the Godclaw)

SPECIAL ABILITIES

Aura of Law (Ex) The power of

Lictor Ountor’s aura of law (see

the detect law spell) is equal
to that of a cleric of his total
character level (10th level).
Detect Chaos (Sp) This ability
functions like a paladin’s detect
evil class feature, save that it detects chaos.

Force of Will (Ex) Lictor Ountor gains a+2 bonus on Will
saves against spells with the compulsion descriptor.

Hellknight Armor (Ex) When Lictor Ountor wears
Hellknight armor, he reduces its armor check penalty
by 1, increases the maximum Dexterity bonus allowed
by 1, and moves at full speed.

Pentamic Faith (Ex) This Hellknight discipline allows Lictor
Ountor to gain the granted powers (but not domain
spells) of the Strength domain as a 4th-level cleric.

Smite Chaos (Su) This ability functions as the paladin’s
smite evil class feature, but against chaotic-aligned
creatures. This ability is twice as effective against
outsiders with the chaotic subtype, chaotic-aligned
aberrations, and fey.

Development: Once Isovon has been handled, Lictor
Ountor is eager to help the PCs retake Citadel Dinyar.
If the azata managed to raise the alarm, Ountor knows
that time is short, and he tries to pass on what he knows
swiftly, as detailed below.

Find the Paravicar: Paravicar Dominita Clara may
yet live—she intended to use the citadel’s hidden
summoning chambers to conjure infernal allies to
bolster the fortress, but Ountor heard no word from
her after she entered those chambers alone. Her
conjuration may have gone wrong—if the PCs can
find out what happened, her plan may be salvageable.
Ountor tells the PCs about the secret door in area A11
and the rooms beyond.

Floor Plans: If the PCs can provide Ountor with writing
materials, the lictor can sketch a quick map of the citadel
above. In particular, he makes sure the PCs know where
Jelena Asteren (see Ongoing Temptations below) is likely
staying (area A27), where to access the armory (area A1s),
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the location of all secret doors, and the location of his
office (area A26) and the hidden cache therein, which the
Glorious Reclamation may not have yet discovered.

Ongoing Temptations: One of the Glorious Reclamation’s
knights banneret, a paladin named Jelena Asteren, has
very nearly succumbed to Lictor Ountor’s silver tongue.
She was once in charge of scheduling the stockade
guards and the feeding of the prisoners, but when Knight
Commander Phand grew suspicious of her wavering
faith, he had her removed from this duty. If the PCs
can find her and convince her to abandon the Glorious
Reclamation as a route to free her son’s soul from Hell,
she may be able to provide valuable aid in undermining
the entire crusade, not just the agents found here in
Citadel Dinyar. Ountor is convinced that Jelena is close,
and that she may already have fallen far enough from
grace to have lost her paladinhood—but until the PCs
can convince her to make the final decision to pledge
her soul to Hell in return for the release of her son from
damnation, she’ll be of no use to the PCs or the Order of
the Godclaw in helping to retake the citadel. See area A2y
and Event 2 on page 29 for more information.

Reclaiming the Citadel: Lictor Ountor is eager to reclaim
Citadel Dinyar, but not if doing so means losing many
more of his Hellknights—the fact that he’s lost so
many of his senior members already is a humiliating
and devastating reality that Ountor is not eager to
make worse. If the PCs can help, he agrees to lead the
remaining Hellknights of the Godclaw on the offensive
against the Glorious Reclamation (as detailed in Event 1
on page 29), but until then he would prefer to wait things
out. If the PCs can defeat the Glorious Reclamation on
their own, so much the better for him!

Supply the Hellknights: Knight Commander Phand
destroyed Lictor Ountor’s gear, as well as all of the
other Hellknights’ armor and weaponry, but there may
be spare armor and weapons still in Citadel Dinyar’s
armory (area A1s). If so, he warns the PCs that the enemy
has no doubt installed guardians of their own therein.
The lictor explains that a spare key to the armory may
still be hidden in a secret floorboard cache in Ountor’s
office (area A26).

Story Award: If the PCs find Lictor Ountor and learn
what he has to aid them in their mission, award them
19,200 XP.

A9. Guaro QuaRTERs

Dozens of 10-foot-square bedrooms line the halls of
this wing of the dungeon, filling two floors of sparse
apartments once used by Order of the Godclaw and used
now primarily by the rank-and-file Glorious Reclamation
knights inheritor who patrol and watch over the citadel.
Each of these rooms contains a double bunk and is
shared by a pair of knights.

The stairs at area Aga lead up to area Az1.

Creatures: If the fortress goes on high alert, all of the

knights are active and none are encountered here, but
when the citadel is not on this status, 2d6+10 guards are
resting in these rooms, spread out among both floors
relatively equally.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (VARIES) (R 8

XP 4,800 each
hp 90 each (see page 7)

A10. Tower StaIrs

This empty chamber contains a wide set of spiraling
stairs that ascends to area A2g.

A11. Tue MecuanicaL CiRcLE

A magnificent clockwork pattern is inlays the floor of this
round chamber. Several grooves once allowed the clockwork’s
many pieces to shift within a circle, creating stars, moons,
braziers, and other arcane symbols and patterns, but the
device seems to have been tinkered with in several places,
its pieces pried up or missing.

The clockwork circle represents the act of summoning
infernal creatures from Hell. While the circle here offers
no magical power, it does contain the means to open a
well-hidden secret door to the west that leads to Citadel
Dinyar’s secret conjuration chambers. The secret door
can be spotted with a successful DC 40 Perception check
(with a +20 bonus if Lictor Ountor told the PCs about the
door’s existence), but has not yet been discovered by any
of the Glorious Reclamation knights. Without training
in the methodology of infernal conjuration, they simply
lacked the background required to solve the puzzle,
and when they took to dismantling the clockwork in an
attempt to learn more, they left the machinery disabled.
The order’s members who were once obsessed with the
room’s mystery have since been redeployed, and those
who remain in the citadel have largely discounted it as a
curiosity, not suspecting additional rooms lie beyond the
walls to the north and west.

To open the secret door, the clockwork circle must
be manipulated through a complex sequence that
mimics the drawing of a magic summoning circle to
conjure a devil. A successful DC 20 Knowledge (arcana
or planes) check is enough to identify the circle’s
purpose, but actually knowing what specific ritual the
circle represents (one involving a conjunction of the
conjuration of all of the malebranche associated with
Golarion’s solar system) requires a successful DC 45
Knowledge (arcana or planes) check. If the PCs have
spoken to Lictor Ountor in area A8, however, they gain
a +20 circumstance bonus on this Knowledge check to
know the exact complex pattern required to open the
secret door.



Unfortunately, several key pieces of the clockwork
circle are missing, as a successful DC 25 Disable Device
check reveals. A successful DC 40 Disable Device check
allows a character to repair the clockwork without the
missing parts with 1d4 hours of work; otherwise, the
missing parts can be recovered from area A23. Installing
them takes only 1d4 minutes of work and a successful DC
20 Disable Device check.

Areas Ai12-Ai4, and the 1o-foot-wide hallway that
connects them, comprise a secret wing of Citadel
Dinyar’s dungeon not yet suspected by the fortress’s
current occupants. These areas are all under the effect
of a permanent mage’s private sanctum (CL 13th). The
1-foot-thick stone walls of this area are magically treated
(hardness 16, hp 360, break DC 65) and also incorporate
a layer of lead to foil magical attempts to see within
these chambers.

Story Award: If the PCs manage to enter the secret
wing, award them 6,400 XP.

A12. Cueansing Rooms
Each of these rooms serves a dual function—a small
cot provides conjurers a place to rest.

Treasure: Each room also contains a well-stocked
cupboard that holds a variety of scented oils, sticks of
incense, wax candles, and other components for casting
conjuration spells, for a total of 1,500 gp worth of supplies
per room. In addition, one of the chambers contains
a small darkwood coffer (worth 400 gp) that holds two
blocks of incense of meditation.

A13. Summoning CHAPEL

Magical symbols cover every square inch of available wall space
here, while a raised balcony looms over a giant pentagram
etched into the room’s stone floor. A series of four ornate doors
stand ajar and provide access to smaller antechambers.

This summoning chapel is divided into five separate
chambers. The four smaller antechambers are identical
save for the magic circle etched into each chamber’s
polished floor. A successful DC 15 Knowledge (arcana or
planes) check reveals that each antechamber’s specific
summoning circle is keyed (clockwise from top right) to
the planes of Air, Earth, Fire, and Water.

The larger, central chamber is Citadel Dinyar’s greater
summoning chapel. Here, all manner of devils have
been bound into service, interrogated for forbidden
knowledge, or summoned for armigers to defeat in
ritual combat. A great pentagram is etched into the floor
underneath a raised platform that provides a superior
view of the pentagram below. Two large, solid brass
braziers flank the circle.

All five magical circles incorporate a permanent
magic circle against law, focused inward, to aid in

the containment of angry conjured creatures. An
examination of the central summoning chamber,
combined with a successful DC 25 Perception check,
confirms that someone relatively recently used this
circle to cast greater planar binding. With a successful DC
30 Spellcraft check, however, the observer notes that the
casting was rushed and some of the components were
faulty—the creature conjured most recently in this room
likely arrived uncontrolled as a result.

Treasure: Within the two brass braziers rest 10,000 gp
worth of anathematic substances harvested from magical
weapons. Inside the eastern brazier rests 5,000 gp worth
of anarchic metal shavings, and contained within the
western brazier is 5,000 gp worth of holy metal ground
into a silvery dust. A successful DC 20 Appraise, Craft
(alchemy or weapons), or Knowledge (engineering) check
reveals these objects for what they are—materials to aid
in compelling uncooperative conjurations to serve.

A14. Conurarion Lisrary (CR 14)

While the room to this door is unlocked, it does not budge
when anyone initially attempts to open it. Within the
room, two heavy bookcases barricade the door, requiring a
successful DC 20 Strength check to muscle through.

Several towering bookcases carved from rosewood sit against
the walls of this room, each of which bear images depicting
imps frolicking and performing mischievous pranks upon
one another. Interspersed among these devilish carvings are
numerous tomes and scrolls. A heavy desk crafted from a
single slab of yew squats at the room’s distant end.

Most of the books and parchments in this library detail
the various planes of existence and the denizens found
therein—resource and research material for spellcasters
seeking to conjure specific elementals or denizens of
Hell in the nearby summoning chapel.

Creature: A human woman dressed in the regalia of
a Hellknight paravicar sits behind the desk, apparently
studying several opened books and unfurled scrolls. This
is the handmaiden devil Lilanna, disguised as Paravicar
Dominita Clara, whom the devil slaughtered when
Dominita’s attempt to use a scroll of greater planar binding
to conjure aid backfired. Lilanna maintains her disguise
via a combination of repeated castings of alter self (to
assume the general shape of a human woman) and her
Disguise skill (to appear more like Paravicar Dominita).

When Lilanna notices the PCs’ presence, she attempts
a Bluff check to act overjoyed to see them and tells them
she has barricaded herself within this room to research a
method to conjure allies from Hell to aid in the fight against
the Glorious Reclamation. She claims to be on the cusp of
researching a magical ritual that, if performed, will conjure
a horned devil to aid the Order of the Godclaw. This claim
is, of course, a blatant lie—in fact, if the PCs fall for her bluff’
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GODCLAW GAUNTLETS

Crafted in the early days of the Order of the Godclaw,
the Godclaw gauntlets remain one of the order’s most
valuable and sacred treasures.

GODCLAW GAUNTLETS (MINOR ARTIFACT)

SLOT hands CL 17th WEIGHT 1 Ib. each
AURA strong abjuration, evocation, and transmutation

Each Godclaw gauntlet is a +2 axiomatic spiked gauntlet.
Once per day, the left Godclaw gauntlet
can be used to cast a quickened order’s
wrath spell, while the right Godclaw
gauntlet can be used to cast a quickened
dismissal spell.
If a character wears both Godclaw
gauntlets, he gains the benefit
of Two-Weapon Fighting while
attacking with the gauntlets (but
not with other weapons he might
wield). In addition, once per day, the
wearer can request the aid of one of five
deities and cast a specific spell, as detailed below.
Note that calling upon the aid of a deity of a different
alignment than your own or the aid of a deity other than
the one you worship (if you are a divine spellcaster who
worships a specific deity) may have alignment- or class-
based repercussions.
Abadar: The wearer gains the benefit of discern lies.
Asmodeus: The wearer creates a wall of fire.
lomedae: The wearer gains the benefit of divine power.
Irori: The wearer gains the benefit of freedom
of movement.
Torag: The wearer gains the benefit of stoneskin.

[ DESTRUCTION ______________| C0ST 6,000 GP

A Godclaw gauntlet must be brought to the Worldwound
or the Abyss by a Hellknight of the Godclaw, who must
then allow a demon of at least CR 15 or higher to bite off

and consume both gauntlet and hand alike.

and agree to aid her in performing the “ritual” in area A13,
all theyll really accomplish is to remove the lingering
constraints of the botched greater planar binding effect that
has magically bound Lilanna to these secret halls since the
Glorious Reclamation took control of Citadel Dinyar.

Of course, the more the PCs interrogate “Paravicar
Dominita,” the more opportunities theyll have to see
through Lilanna’s bluffs. She replies to queries about
how she’s been able to survive here without food or water
by claiming to be wearing a ring of sustenance (in fact, this
ring is a ring of wizardry I she stole from the paravicar’s
body). Asked why she’s remained in these secret rooms
for the duration of the Glorious Reclamation’s stay, she

16

HELLS VENGEANCE

simply says she didn't want to risk capture before she
figured out the ritual she’s been working on non-stop
for weeks (perhaps even months, depending on how long
your Hell’s Vengeance campaign has been going). Finally,
if the PCs do agree to aid her in performing the ritual in
area A13, any PC who can succeed at a DC 25 Knowledge
(arcana) check during the ritual recognizes it as one
designed to release their supposed ally from a partial
binding effect rather than to conjure a horned devil ally.

If the PCs confront Lilanna at any time and make clear
the fact that they don't believe her, the handmaiden devil
frustratingly admits the truth, assuming her

true form as she does. She implores the PCs
to aid in releasing her from the botched spell,
offering them the magical gear she looted from
Paravicar Dominita if she thinks that will
help, and will even agree to serve the PCs for
a short time in aiding them against their
foes if that’s what it takes.
Performing the ritual to release her
requires a mere 10 minutes of chanting
and gesticulation in area A13, but requires
a minimum of four participants who
are native to the Material Plane. If the PCs
secure Lilanna’s cooperation before performing
this ritual, she honors her word and remains on this
plane for a short time to help the PCs, and can thus
help to convince Lictor Ountor to risk an uprising
against the Glorious Reclamation (see Event 1 on page
29 for more details).

In any case, Paravicar Dominita’s body has been stuffed
under the desk at which Lilanna is seated when the PCs
enter, disguised as a large stack of boring-looking books
with a persistent image placed by the handmaiden devil.
Discovering these remains is a surefire way to convince
the devil that her deception is up, obviously. Lilanna
would prefer not to fight the PCs, but if forced to do
so, she fights to the death, hoping they may have some
magical device or additional resource she can use to
escape the botched greater planar binding that keeps her
from leaving the secret wing.

LILANNA (R 14

XP 38,400

Handmaiden devil (Pathfinder RPG Bestiary 2 86)
hp 187

Fort +18, Ref +18, Will +12

Treasure: Lilanna wears the paravicar’s robes and
signifer mask (which does nothing more than add a little
believability to her disguise, as Lilanna has no levels
in the Hellknight signifer prestige class), along with
her cloak of resistance +2, her ring of wizardry I, and her
spellguard bracers in order to augment her disguise. The
signifer’s body still carries a wand of fly (23 charges).




The total collection of nonmagical books in this room
grants a +10 competence bonus on Knowledge (planes)
checks made relating to creatures of the Elemental
Planes or Hell. As a collection, these tomes are worth
10,000 gp and weigh a hefty 1,200 pounds total. A more
thorough search of these books along with a successful
DC 30 Perception check uncovers two scrolls of greater
planar ally and a scroll of greater planar binding.

Story Award: If the PCs enlist Lilanna to their cause,
award them 38,400 XP as if they defeated her in combat.

A15. Armory (CR 13)

A flight of stairs from area A3o is the only conventional
entrance to this room. The armory walls are treated with
magic and lead, the same as the walls of the secret wing
(hardness 16, hp 360, break DC 65). The armory’s iron
doors bear exquisite locks (hardness 10, hp 60, break DC
28, Disable Device DC 40) that can be bypassed either by
the key carried by Graxus Phand (see area A38) or the key
hidden in Lictor Ountor’s office (area A26). The armory
was once warded against entry by forbiddance spell cast
by an Order of the Godclaw priest, but the Glorious
Reclamation managed to remove that effect and replaced
it with one of its own. This new forbiddance effect (DC
22), placed there by a high-ranking cleric now posted in
Westcrown, functions at CL 14th and is keyed to lawful
good alignment, but also has a password, “Ilnea,” which
can be used to bypass its effects.

Creature: The Glorious Reclamation initially kept
their most valuable treasures and the bulk of their funds
in this vault, but now that their campaign has gone on
for so long and much of their leadership has relocated
to Westcrown, very little of value remains in place
here. Nevertheless, the powerful outsider the Glorious
Reclamation conjured to serve as a guardian here
remains in place—an advanced exscinder archon named
Shamagheul. The fire-winged archon stands endlessly
patient in the center of the vault, ever vigilant and ready
to attack intruders.

SHAMAGHEUL CR 13

XP 25,600
Advanced exscinder archon (Pathfinder RPG Bestiary 5 288, 34)
hp 175

Treasure: No suits of Hellknight armor remain in
storage here—as Lictor Ountor feared, the Glorious
Reclamation melted down all of the spare suits. What
can be found here are 40 longswords, 24 suits of full plate
armor, and two dozen breastplates. This armor is all
relatively new, and all bear the symbols and heraldry of
the Glorious Reclamation, but if released from captivity,
the Hellknights of the Godclaw are in no position to
pick and choose. With this armor and weaponry, the
prisoners in the stockades (area Ay) can be outfitted

with enough gear that they can truly aid in retaking the
citadel—see Event 1 on page 29 for additional details.

In addition, the armory contains something else
of note—the one Hellknight treasure the Glorious
Reclamation was not able to destroy. These are the
Godclaw gauntlets (see the sidebar on page 16), a minor
artifact created during the early days of the Order
of the Godclaw’s involvement in the crusade against
the Worldwound. The gauntlets sit on a stand at the
northern end of the room, and the once-potent magical
traps that protected them have long since been disarmed
or dispelled. If the PCs recover them, Lictor Ountor is
more than willing to allow them to use the gauntlets for
the short term; see Citadel Dinyar Repercussions on page
30 for what might happen if the PCs decide to keep them
for themselves.

A16. Lookour Tower (CR 14)

A fifteen-foot-diameter stone tower looms atop a low hill
just east of the citadel’s southern bastion. A stone bridge
connects this tower to the bastion’s main gate, while a single
reinforced wooden door at the base of the tower provides
the only obvious entrance.

The lower door to this tower is kept locked tight. The
tower’s two interior floors are kept bare of furnishings, to
allow defenders more room to move about. An alarm bell
hangs on the second floor, just inside the door providing
access to the bridge. Additionally, an alarm beacon atop
the tower (a sort of oversized torch consisting of oil-
soaked timbers within a cage) can be lit as a standard
action to also raise the alarm.

Creatures: A group of eight Glorious Reclamation
knights inheritor guard this lookout tower. Four keep
post on the roof, two patrol the bridge to area A1y, and
the remaining two stand guard before the ground floor
door. If they're attacked, the two on the bridge move into
the tower’s second floor to ring the alarm bell, while
those stationed on the roof light the alarm beacon and
support their fellows via archery. These eight knights
then consolidate as needed to delay intruders from
entering the main citadel, to give their allies within more
time to prepare for its defense.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (8) (R 8

XP 4,800 each
hp 90 each (see page 7)

A17. Outer Waro

A thick wooden drawbridge (hardness 5, hp 40, break DC
28) grants access into Bastion Fanaticus, accessible from
the east via a stone causeway from the lookout tower (area
A16). The drawbridge is kept raised these days; the winch
mechanism to open the drawbridge is located in area A2g.
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A18. Inner Warn (CR 12 or 14)

Creatures: This courtyard is the epicenter for activities
at Bastion Fanaticus. During the day, eight Glorious
Reclamation knights can be found here performing
military drills. After sundown, four knights periodically
patrol this yard’s perimeter.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (4 OR 8) (R 8

XP 4,800 each
hp 90 each (see page 7)

A19. Beorooms
Order of the Godclaw armigers once used these bedrooms,
but today they're used by visiting knights or guards who
prefer to remain aboveground rather than bunk in the
barracks below. Each bedroom contains a double-tier
bunk, two footlockers, and a pair of chamber pots.
Development: During the evening, eight guards
(normally drilling in area A18) can be found throughout
the downstairs rooms (the upstairs rooms remain empty).

A20. Foree

Several damaged suits of armor and piles of partially
repaired weapons fill the racks along this large room’s walls,
but its most impressive furnishing is a large forge bearing a
resemblance to a dwarf with a mouth open in rage.

Once tended by a highly skilled dwarven smith who
was an expert at crafting Hellknight armor, this forge has
gone relatively unused of late.

A21. BasemeNT AccEss
This flight of stairs leads down to area Aga.

A22. CuapeL Entrance (CR 10)

The walls of this circular chamber are newly whitewashed
and depict a series of fresh paintings that portray the goddess
lomedae performing her famous eleven miraculous acts.

Creatures: Two Glorious Reclamation knights inheritor
always stand guard here—their postis more honorary than
actually intended to provide defense. They are unlikely to
pose a significant threat to the PCs, but the sound of battle
here is enough to alert those within the adjoining chapel.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (2) (R 8

XP 4,800 each
hp 90 each (see page 7)

A23. Converten Cuape (CR 13)

The faint odor of recent paint wafts through this austere
chamber. Wooden scaffolding surrounds stark, white walls

with golden starbursts that contrast the somber artwork
found elsewhere within Citadel Dinyar. Several rows of pews
run the length of this chamber and end near a recessed apse
that is decorated with religious iconography.

This area was once Lictor Ountor’s audience chamber
where he received guests to Citadel Dinyar. After capturing
the fortress, members of the Glorious Reclamation
converted it into a chapel devoted to Iomedae.

Creature: Though several chaplains once attended
Citadel Dinyar, very few members of the Iomedaean
clergy remain active here. The most powerful member of
the clergy here isn't officially a member of the Glorious
Reclamation, but Knight Commander Phand has granted
the honorary rank of knight banneret to the dwarven
inquisitor Kazakador, who is assisted in his duties by
a quartet of lower-ranking clerics who are completely
cowed by his surly personality and swift temper.

Inquisitor Kazakador’s faith in Tomedae is strong, yet
focused primarily on her aspects as a goddess of justice
and rulership, and less so on her aspects as a patron of
honor and valor. His short temper and penchant for
excessive violence have always kept him from becoming
a full-fledged member of the Glorious Reclamation, but
his talents are too considerable to let such “personality
quirks” prevent him from contributing to the cause. His
continued appointment here is in part to keep him from
the front lines where his attitude might erode the call for
goodness, but also because Knight Commander Phand
is one of the few high-ranking members of the order
who can tolerate Kazakador’s gruff attitude for extended
periods of time.

Kazakador is not fond of torture (he views it as a “calling
of the deluded and champion of the ignorant”), but his
methods of ferreting out the truth are no less grueling. In
Resarc Ountor, the dwarf has been reluctantly forced to
admit he may have met his match in stubbornness, and
he holds a grudging shred of respect for the lictor. Not
enough to consider him a friend, of course. Kazakador
visits Ountor once or twice a week in a token attempt
to get him to accept Iomedae over Asmodeus, hoping
to some day convince him to shift the Order of the
Godclaw over to one more devoted to Jomedae. Of late,
his visits are mostly to give the stubborn dwarf an excuse
to partake of one of his favorite pastimes, debate, with a
man he’s begrudgingly come to think of as an equal.

None of this slows the inquisitor’s wrath for a second
once he realizes the PCs are agents of Thrune and
invading what he’s come to think of as “his fortress.”
Confronted here, the dwarf leaps eagerly into combat,
delighted for a chance to finally show the Glorious
Reclamation how he prefers to handle “Thrunies.” If the
citadel goes on high alert, he gathers his four acolytes—
the guards in area A22—and sets about on a series of
patrols throughout Bastion Fanaticus. As a result, this
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group can be encountered anywhere in the building as Inquisitor Spell-Like Abilities (CL 13th; concentration +16)
At will—detect alignment, discern lies (13 rounds/day)
6/day—Dbattle rage (+6)

KAZAKADOR (V] Inquisitor Spells Known (CL 13th; concentration +16)

you see fit.

XP 19,200 5th (1/day)—greater command (DC 18), righteous might

Male dwarf inquisitor of lomedae 13 (Pathfinder RPG 4th (3/day)—cure critical wounds, divine power, freedom
Advanced Player’s Guide 38) of movement, hold monster (DC 17)

LG Medium humanoid (dwarf) 3rd (5/day)—cure serious wounds, heroism, invisibility

Init +4; Senses darkvision 60 ft.; Perception +19 purge, greater magic weapon, searing light

DEFENSE 2nd (6/day)—calm emotions (DC 15), confess**® (DC 15),

AC 33, touch 19, flat-footed 31 (+8 armor, +4 deflection, cure moderate wounds, spiritual weapon, weapon of
+1 Dex, +1 dodge, +1 natural, +3 sacred, +5 shield) awe**¢ (DC 15)

hp 114 (13d8+52); fast healing 5 1st (6/day)—cure light wounds, detect evil, divine favor,

Fort +12, Ref +7, Will +15; +2 vs. poison, spells, and ear-piercing scream™ (DC 14), shield of faith, true strike
spell-like abilities 0 (at will)—brand**¢ (DC 13), detect magic, disrupt

Defensive Abilities defensive training, stalwart undead, guidance, light, read magic

OFFENSE Domain War

Speed 20 ft. TACTICS

Melee +3 dwarven waraxe +19/+14 (1d10+9/x3) Before Combat Kazakador casts greater magic weapon on

Special Attacks greater bane (13 rounds/day), hatred, his dwarven waraxe every day. Before combat, he casts
judgment 5/day (2 simultaneous), weapon master freedom of movement and shield of faith on himself.
(13 rounds/day) Every morning, Knight Commander Graxus Phand casts

status on Kazakador.

During Combat Kazakador typically uses his judgment
class ability to gain judgments of sacred healing and
sacred protection—nhis statistics reflect these bonuses.
For the first few rounds of combat, he remains at range
and casts spells, starting with a greater command to
“drop” and following that with searing light or spiritual
weapon. He prefers to bolster himself with both divine
power and righteous might before entering melee if
possible; if forewarned about the prospect of a fight
(such as by hearing combat in area A22), he instead casts
these two spells and abandons other spells in combat,
immediately moving to attack in melee. Note that as
soon as Kazakador takes damage or suffers an ailment,
the status effect alerts Knight Commander Graxus Phand,
who drops everything to come to area A23 to provide aid
(assume that Graxus can arrive in this room 4 minutes
after the first alert during the day or in 1 minute during
the evening—this includes the time he takes to cast
short-duration defensive spells such as bull’s strength).

Morale Kazakador fights to the death.

STATISTICS

Str 22, Dex 13, Con 14, Int 10, Wis 16, Cha 6

Base Atk +9; CMB +15; CMD 34 (38 vs. bull rush, 38 vs. trip)

Feats Dodge, Exotic Weapon Proficiency (dwarven waraxe),

Iron Will, Paired Opportunists**®, Power Attack, Precise

Strike**s, Shake It 0ff'¢, Shield Focus, Shield Wall**¢,

Toughness, Weapon Focus (dwarven waraxe)

Skills Intimidate +20, Knowledge (arcana) +6,
Knowledge (dungeoneering) +6, Knowledge
(nature) +6, Knowledge (planes) +6, Knowledge
(religion) +6, Perception +19, Sense Motive +25,

Spellcraft +16, Stealth +11
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Languages Common, Dwarven

$Q monster lore +3, solo tactics, stern gaze +6, track +6

Gear +2 breastplate, +2 heavy steel shield, +1 dwarven
waraxe, amulet of natural armor +1, belt of giant
strength +4, cloak of resistance +2, skeleton key for
most doors in Citadel Dinyar, keys to the guardroom and
stockades (areas A6-A8), 150 gp

IOMEDAEAN ACOLYTES (4) (R4
XP 1,200 each

Noble crusader (Pathfinder RPG NPC Codex 46)

hp 41 each

Treasure: A small bag of what appears to be gears
and springs and levers sits near the altar. These are
the missing parts from the clockwork circle in area
A11, left here in Kazakador’s charge until the Glorious
Reclamation determines they're truly without use.

A24. Kitcxen

A well-stocked kitchen provides for all the necessities of
feeding an entire citadel of hungry soldiers, yet does so in a
model of space-saving efficiency.

Once staffed by dedicated servants, in this late phase
of the Glorious Reclamation’s occupation, the kitchen
has been abandoned and those knights who remain
stationed here have taken to feeding themselves
directly from the citadel food stores rather than use
these facilities.

A25. Mess Haw

Two large tables fill this area, providing a functional but not
very comfortable place to take meals.

Development: During daytime hours, there’s a ;0%
chance that a patrol of Glorious Reclamation knights
inheritor are here, grabbing food. At night, the mess hall

is empty.

A26. Lictor’s OFFice

This large, ornate room looks to serve several purposes—
office, personal lounge, and bedroom, with freestanding
screens capable of separating portions of the room. The
furniture within is exotic and of exceptional quality, and
includes two beds, three footlockers, a large armoire, a basin
for washing, a chamber pot, and a bookcase.

A locked door in this room’s south wall leads to a
set of stairs that ascends to area A4s. For a time after
the Glorious Reclamation took the citadel, this room
(once Lictor Ountor’s office and quarters) served as the

personal quarters of the Lord Marshal of the Glorious
Reclamation, Alexeara Cansellarion, but she hasn't been
here in person for some time.

Treasure: A cleverly hidden cache beneath the
floorboards near one of the beds can be spotted with
a successful DC 4o Perception check (with a +20
circumstance bonus if the PCs have been told about it by
Lictor Ountor). Within is a stash of emergency supplies
consisting of four potions of cure serious wounds, four
potions of lesser restoration, a jar of restorative ointment, and
a plain-looking iron key that fits the locks to the armory
(area A1s).

A27. CasteLan’s Cuameers (CR 10)

A large, four-poster bed draped in thick blankets rests
against the chamber’s western wall. A cozy rug and velvet
chair make this otherwise barren chamber seem warm.

The secret door in the north wall can be spotted with a
successful DC 30 Perception check.

Creature: Once the personal quarters of Citadel
Dinyar’s castellan (a woman who perished during the
initial fight against the Glorious Reclamation), this room
now serves as the living quarters of Knight Banneret
Jelena Asteren. Technically the highest-ranking officer
in Bastion Fanaticus and thus the one most directly in
charge of the knights posted in the southern portion
of Citadel Dinyar, Jelena hides a secret—she’s all but
lost her faith in Iomedae and the righteousness of the
Glorious Reclamation.

Once unquestioningly loyal to Graxus Phand and the
Glorious Reclamation, Jelena became disenchanted with
her duty to Iomedae the night she lost her son. During
the Glorious Reclamation’s initial siege of Citadel Dinyar,
Jelena’s son, a brave knight inheritor named Jesper, led a
doomed initial assault upon the stronghold’s main gate.
Jesper was captured and brought before the Hellknights
inside the fortress, and his soul was sacrificed to Hell in
a desperate ritual to bolster Citadel Dinyar’s defenses.
(Ironically, internal strife among the order’s good-
aligned Hellknights meant that this ritual ultimately
did more to harm the order’s morale and defenses than
it helped.)

When the Glorious Reclamation captured the citadel
soon thereafter, Jelena begged her commanders to
resurrect her son, but her pleas fell on deaf ears. Phand
held the sobbing mother and gently explained to her
that it was beyond Iomedae’s power to release a soul
damned to Hell, and thus, any attempts to bring her
son back to life would fail. Distraught by this news
and bitterly suspecting the real reason was that her
superiors didn't want to spend the money or resources
to even try bringing Jesper back, Jelena’s faith in
Iomedae waned.
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At first, Jelena attempted to focus her grief into

vengeance. She volunteered to guard the captive
Hellknights in the citadel’s dungeon, hoping to discover
who had been responsible for dooming her son. She
spoke many times with Lictor Ountor, during which the
Hellknight detected her pain and used her mourning
heart against her. With a tempting tongue, Ountor
assured Jelena that her boy’s soul was, in fact, retrievable.
However, the process of undoing the sacrifice that
damned him to Hell would require a willing participant
to offer her soul in exchange, thus damning that person
instead. Jelena’s been teetering on accepting this offer to
tender her own soul in exchange for releasing her son
from damnation, and while her faith has become shaken
enough that she’s now lawful neutral and no longer able
to use her paladin abilities, she needs one last argument
to convince her to doom herself.

Until she makes this decision, Jelena’s been spending
her time sequestered in this chamber, contemplating
Resarc Ountor’s infernal offer and keeping the loss of
her faith (and thus her paladin abilities) secret. The exact
arguments the PCs might use to convince Jelena to give
up her soul for her son’s release from Hell is up to them,
but Intimidate and magical control are not options in
this case. Jelena must choose to give up her soul of her
own free will.

Upon meeting the PCs, Jelena bristles and becomes
defensive, and if the meeting happens in the presence
of other servants of the Glorious Reclamation, she
opposes them openly and denies any claims that she’s
been in talks with Lictor Ountor. Only if the PCs
confront her alone and use tact will she admit to having
seriously considered taking Ountor’s offer. Since part
of the lictor’s offer hinges on Jelena also giving up
information about the Glorious Reclamation’s defenses
and helping to retake the citadel, it’s a dangerous thing
for her to agree to. Trickery and bluffing won't help the
situation, but neither will they hurt it—Lictor Ountor’s
offer is sincere and if Jelena agrees, she’ll aid in retaking
the citadel and trade her own soul for her son’s freedom.

Jelena’s initial attitude toward the PCs is indifferent,
and getting her compliance is certainly aid that could
result in punishment, so it requires a successful DC 34
Diplomacy check to convince her to finally decide to
accept Lictor Ountor’s proposal. Additional attempts
to convince her may be made once every 24 hours,
but remember that if this check fails by 5 or more,
her attitude shifts to unfriendly and she must be
coaxed back to indifferent (this requires a successful
DC 24 Diplomacy check) before a new attempt to get
her to decide may be made. If she’s ever made hostile
(or 1d6 x 10 minutes after any Intimidate check is
attempted against her), she realizes the error of her
ways and attempts to go to Knight Commander Graxus
Phand to confess her sins. If this occurs, Phand puts

the citadel on high alert and arranges for Jelena to be
transferred to Westcrown within 1d4 days to remove her
from Ountor’s influence.

JELENA ASTEREN CR 10

XP 9,600

Female middle-aged human ex-paladin 11

LN Medium humanoid (human)

Init +5; Senses Perception +10

DEFENSE

AC 26, touch 11, flat-footed 25 (+11 armor, +1 Dex, +4 shield)

hp 98 (11d10+33)

Fort +8, Ref +4, Will +6

Immune charm, disease, fear

OFFENSE

Speed 20 ft.

Melee mwk longsword +15/+10/+5 (1d8+2/17-20)

Ranged mwk composite longbow +13/+8/+3 (1d8+2/x3)

TACTICS

During Combat Jelena prefers to avoid combat if possible,
but not just because she’s always considered violence
to be a tactic of last choice. She’s managed for the
past several weeks to hide the fact that she’s lost her
faith in hopes of finding it again (and thus regaining
her powers) before having to admit the shame to her
fellow knights, and avoiding combat is an important
part of that deception. If forced to do so, she fights
defensively and attempts to retreat to the closest area
she suspects has allies—with whom she fights, focusing
on flanking foes.

Morale Jelena fights to the death, afraid that surrender or
flight would only further damn her soul in the afterlife.

STATISTICS

Str 14, Dex 12, Con 12, Int 11, Wis 9, Cha 18

Base Atk +11; CMB +13 (+15 bull rush); CMD 24 (26 vs. bull rush)

Feats Improved Bull Rush, Improved Critical (longsword),
Improved Initiative, Power Attack, Shield Focus,
Toughness, Weapon Focus (longsword)

Skills Diplomacy +18, Knowledge (nobility) +9, Knowledge
(religion) +8, Perception +10

Languages Common

$Q divine bond (weapon +3, 2/day), mercies (fatigued,
nauseated, sickened)

Combat Gear horn of goodness/evil; Other Gear +2 full
plate, +1 heavy steel shield, mwk composite longbow (+2
Str) with 20 arrows, mwk longsword, 32 gp

Development: Should the PCs get Jelena to comply,
continue with Event 2 on page 29.

Story Award: If the PCs convince Jelena to aid them,
grant them 19,200 XP.

A28. Secrer Haw

The Glorious Reclamation is aware of this secret passage,
but it remains relatively unused.



A29. Fanaticus Warcupost

Numerous shuttered arrow slits line the walls of this circular
chamber. A single chain hangs from the center of the ceiling,
affixed to a large pulley attached to a lever on the
floor. To the south looms a mass of machinery:
the chains and gears of an immense winch
and pulley system.

Guards in Bastion Fanaticus watched
over the citadel’s main gate and outer
ward from this guardroom at the
base of the Spire of Asmodeus.
The lever on the floor, if pulled,
rings an alarm bell and puts the
citadel on high alert. Stairs to
the east lead down to area Aio
while stairs to the northwest
ascend to area A49. A successful
check is
required to notice the secret door

DC 30 Perception

to area A28. A great winch and looming machinery along
the southern wall allows for the drawbridge at areas A1y
to be raised and lowered.

A30. Armory Guaropost (CR 12)

Two flights of stairs emerge into this room—one to the
northeast leading down, and a flight to the northwest
leading up. Scorch marks on the walls and gouges in the floor
testify to a tremendous battle having taken place here in the
recent past.

Hellknights charged with guarding Citadel Dinyar’s
armory below and keeping an eye on the river approach
to the citadel once manned this room at the base of the
Spire of Abadar. The northeastern stairs descend to area
A1s; the northwestern stairs ascend to area A48.

Creature: The damage to the walls and floor are from
one of the final fights the Glorious Reclamation had in
taking Citadel Dinyar, when their leaders defeated several
Godclaw officers and a pair of inevitables they'd conjured
for aid. Now that the knights control the citadel and its
vault below, they've placed one of their own guardians
here, a creature that is as much a work of art and a tribute
as a protector. This guardian is a stone golem, built in the
shape of the Glorious Reclamation’s powerful draconic
ally, Parnoneryx, and animated by an unusually generous
earth elemental who had lived as long as it wished and
sought to “donate” itself to a good cause. As its creator,
a wizard named Beravacru, perished early in the battle
against Cheliax, the golem has also added “memorial” to
its functions. The golem is an advanced specimen of its
kind, but its unusual shape does not otherwise alter its
statistics from the baseline. It attacks all creatures not

clad in the regalia of the Glorious Reclamation on sight
(should it perceive a mix of potential targets, it stays its
attack if any such clad creature holds high a longsword
and utters the phrase, “True Cheliax shall rise again!”).

ADVANCED STONE GOLEM CR 12
XP 19,200
hp 135 (Pathfinder RPG Bestiary 294, 163)

A31. Devorio Warchpost (CR 12)

Several arrow slits pierce the walls of this circular
chamber. A single chain hangs from the
center of the ceiling, affixed to a large
pulley attached to a lever on the floor.
To the north looms a large set of
chains and winches.

This watchpost served a similar
purpose to its twin in Bastion
Fanaticus (area A2g), but allowed
for the inhabitants of Bastion Devotio to react more
swiftly. As with the other watchpost, the lever and chain
can be used to activate the citadel alarm. Stairs to the
northwest lead up to the Spire of Iomedae (area A47). The
secret door to area A32 can be spotted with a successful
DC 30 Perception check. The machinery to the north
raises and lowers the portcullis that bisects the gardens
(area A3g).

Creatures: Unlike in the Fanaticus watchpost, the
Glorious Reclamation keeps a patrol of knights on duty
here, ready to raise the alarm if they spot intruders
coming up the river, or to join in the defense of Bastion
Devotio’s grounds to the north as needed.

GLORIOUS RECLAMATION KNIGHTS INHERITOR (4) (R 8

XP 4,800 each
hp 90 each (see page 7)

A32. Secrer HaLL

As with the similar secret hall in Bastion Fanaticus (area
A28), the Glorious Reclamation knows of this hidden
passageway and uses it as needed.

A33. Cuameer oF SeLr-PerrEcTION

Faded script etched into the stone walls of this circular
chamber seems to have been polished away to near
illeqibility. A flight of stairs leads upward to the east, and
additional lines of script are etched onto each step.

The stairs lead up to the Spire of Irori (area A46).
The etchings on the walls and stairs are prayers to
Irori, written in Celestial and Infernal. Members of
the Order of the Godclaw who identified strongly with
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Irori would spend time in meditation here, tracing the
wall inscriptions with their fingers and then uttering
the prayers on the steps as they ascended to the tower
above. The secret door to area A32 can be spotted with a
successful DC 30 Perception check.

A34. Garoens (CR 12)

A well-kept and serene garden fills this wide courtyard,
which is bisected by a stone wall set with a gate allowing
passage from the east to the west.

A36. Croister (CR 13)

A huge willow tree fills this cloister’s northeast corner, its
branches hanging low and serene around its trunk. The area
is open to the sky, with wooden balconies overlooking its
edges. A well sits tucked away in an alcove to the north,
flanked by two marble benches that offer a place from which
to admire the cloister’s splendid rock garden. To the west,
a short flight of steps leads to a landing, where a pair of
magnificent white wooden doors looms in the facade of an
immense cathedral-like building.

If the citadel is on high alert, the portcullis (hardness
10, hp 60, lift DC 28) is lowered and locked in place; it
can be unlocked and raised using the mechanism in
area A31. Hellknights who identified strongly with Irori
tended these gardens, but the Glorious Reclamation
finds beauty in them as well, and off-duty knights often
come here to relax.

Creatures: A mated pair of advanced dragon horses
spend much of their time here in the gardens. A
squadron of knights led by Graxus Phand rescued the
kindly magical beasts from a group of Thrune hunters,
and though the rescue came too late to save their foal,
the dragon horses agreed to stay on and serve the
Glorious Reclamation as mounts, as needed, for the
duration of the campaign against House Thrune—both
to repay the knights for saving their lives, and to get
a chance for a bit of revenge. The dragon horses bray
loudly when they spot foes, and focus their wrath on
those they recognize as openly wearing the colors or
insignias of House Thrune. If one horse is reduced to
25 or fewer hit points, both retreat to area A36 to recruit
the aid of the Fist of Iomedae and to alert Phand in
area A38.

ADVANCED DRAGON HORSES (2) CR 10

XP 9,600 each
hp 125 each (Pathfinder RPG Bestiary 2 292, 104)

A35. FrageLLaTiON CHAMBERS

Uncomfortable-looking low benches sit in this room, while
empty wooden racks hang on the walls.

A successful DC 20 Perception check is enough to
find one or two small spatters of blood here and there
in each of these rooms, while any PC who succeeds at
DC 20 Knowledge (religion) check knows that both of
these rooms are flagellation chambers. The Glorious
Reclamation found these rooms distasteful and cleaned
them of their bloodstains as best they could, and do not
visit the chambers unless it’s necessary. The stairs to the
east of the eastern flagellation chamber ascend to the
balcony overlooking the cloister (area A36a).

Area A36a is a wide balcony that encircles the cloister
at a height of 20 feet. The secret door to the corridor
connecting this balcony to the gallery overlooking the
Ardant Fist (area A38a) hasn't been discovered by the
Glorious Reclamation yet, but the PCs can do so with
a successful DC 4o Perception check (if the PCs have
spoken with Lictor Ountor, his description grants the
PCs a +20 circumstance bonus on the check to discover
this door).

Creature: This cloister has become the home-
away-from-home of one of the more powerful and
unusual of the Glorious Reclamation’s allies: a soft-
spoken cloud giant who left her home years ago after
becoming disgusted with the foul behavior of her evil
family. Rather than lash out against them, she simply
abandoned her family, leaving her name behind as
she did. Upon meeting a group of Iomedaean monks
on a pilgrimage in the nearby Aspodell Mountains, it
surprised her to find their ideals closely matched her
own. After the giant began to follow their fighting style
with surprising skill, the monks took to calling her
the Fist of Iomedae. The Fist of Iomedae joined the
Glorious Reclamation soon after it was founded, along
with her Iomedaean brothers and sisters, but while they
have gone on to serve the order elsewhere in Cheliax,
she opted to remain here, entranced by the citadel’s
architecture and hopeful that, when the crusade is over,
she’ll be awarded its care.

Presented with intruders, the Fist of ITomedae would
prefer to arrive at a peaceful solution. She politely asks
the PCs to remove themselves from the citadel, stating
that she wishes to do them no harm, but cannot abide
their further meddling in the Glorious Reclamation’s
affairs. She does not attack first, regardless of how abusive
the PCs become, with one exception—if they attempt to
enter the Ardant Fist (area A38), she bellows a warning to
alert Knight Commander Phand and moves to intercept
the villains.

THE FIST OF IOMEDAE CR 13

XP 25,600
Female cloud giant monk 5 (Pathfinder RPG Bestiary 147)
LN Huge humanoid (giant)



Init +4; Senses low-light vision, scent; Perception +25

DEFENSE

AC 32, touch 19, flat-footed 27 (+4 Dex, +1 dodge, +1 monk,
+13 natural, -2 size, +5 Wis)

hp 204 (21d8+110)

Fort +22, Ref +16, Will +19; +2 vs. enchantments

Defensive Abilities evasion, rock catching; Immune disease

OFFENSE

Speed 60 ft.

Melee unarmed strike +27/+22/+17 (3d6+14/19-20) or
unarmed strike flurry of blows +31/+31/+26/+21/+16/+11

(3d6+14/19-20)

Ranged rock +18 (2d6+21)

Space 15 ft.; Reach 15 ft.

special Attacks flurry of blows, rock throwing (140 feet),
stunning fist (9/day, DC 25)

spell-Like Abilities (CL 16th; concentration +17)
At will—/evitate (self plus 2,000 Ibs.), obscuring mist
1/day—fog cloud

<€

magic), maneuver training, oversized weapon, slow fall
20 ft.

Gear amulet of natural armor +1, cloak of resistance +3,

winged boots

A37. Dormiory CeLLs

Once used by monks and priests of the Order of the
Godclaw, and by Glorious Reclamation chaplains and
their aides in the early days after the citadel’s fall, these
bare chambers now lie empty. Each contains a single bed,
a basin, and a chamber pot, but little else of interest.

A38. Tue Aroant Fist (CR 14 or 15)

TACTICS

Before Combat The Fist activates her winged boots before
combat if she can. Knight Commander Graxus Phand
maintains a status effect on the Fist as well.

During Combat Numerous rocks lie around the cloister
should the Fist need ammunition to throw, but she
greatly prefers to use her fists in combat. She often
utilizes Stunning Fist, and makes use of Improved
Overrun to get through opponents and block progress
into the main cathedral. Note that as soon as the Fist
takes damage or suffers an ailment, the status effect
alerts Knight Commander Graxus Phand, who drops
everything to come to area A36 to provide aid (assume
that Phand can arrive in this room 1d4+4 rounds after
the first alert during the day or in 4 minutes during the
evening—this includes the time he takes to cast short-
duration defensive spells such as bull’s strength).

Morale The Fist fights to the death, but does not pursue
foes out of Bastion Devotio.

STATISTICS

Str 38, Dex 18, Con 21, Int 15, Wis 20, Cha 12

Base Atk +15; CMB +33 (+35 bull rush, +35 overrun);
CMD 52 (54 vs. bull rush, 54 vs. overrun)

Feats Awesome Blow, Cleave, Combat Reflexes,
Critical Focus, Dodge, Great Cleave, Improved

Bull Rush, Improved Critical (unarmed strike), 4

Improved Overrun, Improved Unarmed Strike, /
Intimidating Prowess, Iron Will, Power
Attack, Staggering Critical, Stunning Fist
Skills Acrobatics +22, Climb +23, Craft
(stonemasonry) +9, Diplomacy +9,
Intimidate +28, Knowledge (religion) +13,
Perception +25, Perform (string
instruments) +11, Sense Motive +25
Languages Celestial, Common, Giant
$Q fast movement, high jump, ki pool (7 points

The towering vaulted ceiling of this cathedral-like space rises
just over a hundred feet in height. Numerous stone pillars
support a gallery with iron railings above, but the bulk of
the chamber’s floor is open, giving a sense of overwhelming
vastness to the space. To the south, a few steps rise up to a

pulpit on which sits an altar of
gray marble flecked with
bits of gold. At the
opposite end of
the hall, a desk,
several chairs,
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ASHELESVE

and some cupboards have been installed. Several of the
walls are decorated with immense tapestries adorned with
the insignia and heraldry of the Glorious Reclamation.

The Ardant Fist is Citadel Dinyar’s fortified
chapel-keep. A wide gallery (area A38a) overlooks
this area at a height of 20 feet. The secret door
to the corridor connecting this gallery to the h
balcony above the cloister (area )
A36a) can be found with a
successful DC 40 Perception
check (the PCs gain a +20
circumstance bonus on this
check if they have spoken
with Lictor Ountor).

Creatures: During the day,
the Glorious Reclamation
officer in command of
Citadel Dinyar, Knight
Commander Graxus Phand,
can be encountered here, seated at the desk to the north
and planning the next supply train into Cheliax to help
reinforce Westcrown. At night, Phand can be found
resting in his bedchamber in area A4s. If the citadel is
placed on high alert, Phand is encountered here day or
night, and has called an additional patrol of knights
inheritor (increasing the number present here from 3
to 7) to aid him in defending the Ardant Fist. Regardless
of where the Knight Commander is, he is never without
his personal bodyguard of three Glorious Reclamation
knights inheritor. Graxus Phand is fully detailed in the
NPC Gallery on page 56.

GRAXUS PHAND CR 13

XP 25,600
hp 150 (see page 56)

GLORIOUS RECLAMATION KNIGHTS INHERITOR (3 OR 7) (R 8

XP 4,800 each
hp 90 each (see page 7)

A39. ConsuLtation BootHs

A thick curtain bisects this small room, on one side of which
is a plush bench.

Order of the Godclaw priests used these booths to
offer private advice to Hellknight armigers and other
supplicants. The Glorious Reclamation has no use for
these chambers, and has left them alone.

A40. Apse

Several mosaics of interlocking sheets of metal, both
precious and dross, blanket the walls of this domed chamber

in scenes of iron-clad knights battling back the denizens of
Hell. A central altar of pale marble flecked with gold sits in

a prominent location, the symbol of lomedae carved
into its sides.

The altar once bore several magical wards
along with the symbols of the five deities of
the Godclaw, but the Glorious Reclamation
reconsecrated the altar and used stone shape to
repurpose it to the worship of only Iomedae.
The altar bears the effects of a hallow spell
placed a few months ago by Graxus Phand,
which fills an area around the altar to a
radius of 40 feet with both its effects
and the effects of a death ward spell
tied to it—this effect applies to all
who worship Iomedae (and Iomedae
alone—adherents of the Godclaw

are excluded).
The stairs to the west lead up to

area As1.

A41. Empty CHapELS

Each of these smaller chapels once contained shrines
devoted to the five deities of the Godclaw, but the
contents of each have been removed and destroyed
or (in the case of the Iomedaean shrine) relocated to
the converted chapel in Bastion Fanaticus to the south
(area A23).

A42. Map Room

A diorama of Cheliax sprawls across a large rectangular
table in this chamber. Several wooden markers are placed
atop the map highlighting troop movements, mostly
surrounding Westcrown.

Knight Commander Phand is in regular contact with
his superiors in Westcrown, primarily through the use
of sending spells cast by spellcasters stationed in that
city. He visits this map room daily as needed to update
the details on the map to reflect the latest intelligence
about troop strengths on both sides of the conflict. The
information here is quite accurate, and while the PCs
may be startled to learn just how much intelligence
the Glorious Reclamation has on House Thrune’s
forces, the information on this table about the Glorious
Reclamation itself could be of great interest and use to
Queen Abrogail.

The stairs at the northwest end of this room ascend to
the Spire of Torag (area Aso).

Treasure: If the PCs pass on the intelligence here
to Queen Abrogail, she is pleased with the unexpected
source of information and awards each PC a payment of
1,000 pp.




Story Award: If the PCs relay this valuable information
to House Thrune, award them 19,200 XP.

A43. Guest QuarTERs
These lavish bedrooms are reserved for visiting
dignitaries, but they are currently unoccupied.

A44. Guarorooms

There’s a 25% chance of encountering a patrol of
Glorious Reclamation knights inheritor in either of
these guardrooms. This chance increases to 100% if the
citadel is on high alert.

A45. Graxus Puanp’s Beproom

A simple oak bed rests in the center of this stark chamber.
Thick curtains run along the east and west walls, blocking
any light from seeping through the jams of pairs of double
doors that sit opposite one another.

Knight Commander Graxus Phand uses this room
as his personal quarters, and he can be encountered
here during the night when the citadel is not on high
alert. The eastern doors lead to a balcony that overlooks
Bastion Fanaticus’s inner ward (area A18), while the doors
to the west open to a crenellated balcony that offers a
commanding vista of the mountainous countryside for
miles to the west. A small closet sits behind a door to
the north, next to which is an empty armor stand. The
door to the south opens onto a stairway that descends
to area A26.

A46. Spire oF IroRi

Citadel Dinyar’s northernmost spire was attuned to the
worship of Irori. Order of the Godclaw Hellknights used
this slender tower to meditate and focus on their inner
selves. The Spire of Irori reaches a full 200 feet in height
over the chamber of self-perfection in its base (area A33),
making it the tallest of the citadel’s five spires.

A47. Spire of lomenae (CR 13)

The Spire of Iomedae, a three-story tower once used by
the Order of the Godclaw to hold trials and ceremonies
of succession, anchors Bastion Devotio’s southern
facade. The spire stands atop the Devotio watchpost
(area A3z1).

Creature: A monadic deva called to this realm from
Iomedae’s court stands vigil here as a sort of honor guard
to help bolster morale and to aid in the citadel’s defense
as needed. Named Muzanesha, the deva is quiet and
stoic—the androgynous figure does not interact with the
citadel’s current occupants, and they do not pester the
deva with adulations or prayer. The same dispassion does
not apply to the PCs—as soon as the citadel goes on high
alert, Muzanesha leaves the spire and begins patrolling

the skies above the castle, swooping down to attack the
PCs in the fortress below if the deva notices them.

Note that since Knight Commander Phand casts status
on Muzanesha every day, as soon as the deva takes any
damage or suffers an ailment, the status effect alerts Phand,
who drops everything to come to area A47 (or wherever
the status indicates Muzanesha is located) to provide aid
(assume that Graxus can arrive at area A47 2 minutes after
the first alert during the day or in 3 minutes during the
evening—this includes the time he takes to cast short-
duration defensive spells such as bull’s strength).

MUZANESHA CR 13

XP 19,200
Advanced monadic deva (Pathfinder RPG Bestiary 2 292, 27)
hp 175

A48. Spire oF ABADAR

Rising out of the Akramis River, this spire connects the
two bastions via a bridge before rising a further 8o feet
to a rooftop aerie. This spire is painted gold, symbolizing
how the Order of the Godclaw, with Abadar’s grace,
managed to form and maintain a society of outwardly
disparate faiths and beliefs. The armory guardpost (area
A30) fills the spire’s lowermost level.

A49. Spire oF Asmobeus

While the Order of the Godclaw venerated all five of its
deities equally, each lictor’s personal beliefs traditionally
influenced the direction of the order’s devotion. For
the past several years, under Lictor Resarc Ountor’s
command, Asmodeus’s faith can be said to have been
in ascendance. His spire looms highest over Bastion
Fanaticus and the Fanaticus watchpost (area A2g),
towering nearly 140 feet high.

A50. Seire oF Torae

The Spire of Torag consists mostly of a winding inner
stairwell. The spire’s uppermost floor is 70 feet high, half
the height of the neighboring Spire of Asmodeus, yet
its balcony provides the grandest view of the southern
mountains. The tower is accessible from the map room
at its base (area A42).

A51. Warcuers oF THE GobcLaw

Four statues stand vigil in this room. What appears to have
once been a fifth statue to the south is now nothing more
than a heap of rubble.

The statues in this room once depicted the five deities
of the Godclaw: Abadar, Asmodeus, Iomedae, Irori, and
Torag. Intact, these statues provided high-ranking
members of the Hellknight order the ability to enhance
various magical rituals, and it was here that the sacrifice
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of Jelena Asteren’s son was carried out. The Glorious
Reclamation destroyed the statue of Asmodeus when
they captured the citadel, and the magic once intrinsic to
this chamber has now vanished as a result.

To the northwest, a flight of stairs leads down to the
Ardant Fist’s apse (area A40). A second stairway to the
northeast ascends to the citadel’s bell tower and the den
of the gold dragon Parnoneryx (areas As3—-Asg).

AS52. Meitation CHAMBERS

Each of these rooms contains a prayer mat on the floor
in front of a small shrine. A single figurine depicting the
goddess Iomedae sits in a recess in each shrine. Four
more recesses once held other figurines (the four other
deities of the Godclaw), but little of value remains in any
of these rooms today.

“,“..h" A
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A53. Parnoneryx’s Den (CR 15)

A great terrace surrounds Citadel Dinyar’s bell tower, just
beneath the chamber holding the citadel’s famous chapel
bells. Numerous bits of rubble and debris litter the terrace
from a breach in the tower’s eastern wall.

The flight of stairs in the northern antechamber leads
down to area As1, while a trap door in the ceiling leads up
to the bell tower above (area Asg).

Creature: The Order of the Godclaw used this area as
another watchtower and a mustering hall for officers, but
southern and eastern portions of the central structure
were destroyed during the fight for the citadel, and the
gold dragon Parnoneryx has now claimed this area for
his den. Parnoneryx enjoys his idle time here, basking
in the sun or engaging in stimulating conversation with
various members of the Glorious Reclamation. The
dragon ventures out every evening at sunset to hunt for
1d6 hours, but can otherwise be found here. If Citadel
Dinyar is on high alert, the dragon perches at the edge

of his den, keeping a watchful eye out for the source of’
the alarm and prepared to swoop down and attack at a
moment’s notice.
Parnoneryx is an adult gold dragon, and while most
of his stats are the same as those on page 108 of the
Pathfinder RPG Bestiary, he knows different spells from
those listed there. Details on Parnoneryx’s history
and personality can be found in the entry for his
ghost (who the PCs are destined to face at the end
of the adventure) in the NPC Gallery on page 58.
Note also that since Knight Commander Phand
casts status on Parnoneryx every day, as soon
as the dragon takes any damage or suffers an
ailment, the status effect alerts Phand, who drops
everything to come to area As3 (or wherever
the status indicates Parnoneryx is located) to
provide aid (assume that Graxus can arrive in
area As3 1 minute after the first alert during the
day or in 5 minutes during the evening—this
includes the time he takes to cast short-duration
defensive spells such as bull’s strength).

1/ XP 51,200

i/ Male adult gold dragon (Pathfinder RPG Bestiary 108)
hp 225
Sorcerer Spells Known (CL 7th; concentration +12)
3rd (6/day)—haste, suggestion (DC 22)
2nd (8/day)—cure moderate wounds, eagle’s splendor,
mirror image
1st (9/day)—alarm, command (DC 20), cure light
wounds, mage armor, shield
0 (at will)—detect magic, guidance, light, mage hand,
mending, open/close (DC 19), stabilize




TACTICS

During Combat If roused by an alarm, Parnoneryx casts
eagle’s splendor, mage armor, and shield before
venturing out to investigate. The dragon casts mirror
image on himself on the first round of combat, then
follows that in the second round with a breath weapon
before switching over to melee combat. If fighting
alongside allies, he casts haste on them and himself
early in the battle.

Morale Parnoneryx adheres to the code of the Glorious
Reclamation, and does not consider abandoning the
citadel he’s sworn to defend as an option. Thus, the gold
dragon fights to the death defending Citadel Dinyar.

Treasure: Parnoneryx keeps his hoard at hand in the
sheltered area along the still-standing western wall of
what was once the mustering hall. The treasure consists
of the following, split among chests, ceramic pots,
and looses piles of coins: 783 pp, 8,200 gp, 17,700 sp,
94,330 cp, an engraved platinum gauntlet worth 700 gp,
a gold bejeweled orb worth 7,000 gp, a platinum bowl
with infernal engravings worth 8co gp; a masterwork
darkwood lute worth 300 gp, a belt of incredible dexterity +6,
a +3 heavy steel shield with a gauntleted fist emblazoned
on its surface, a +2 merciful distance composite longbow (+5
Str), a +4 sling that sheds light to 6o feet when loaded, a
staff of swarming insects, and a bejeweled scroll tube worth
4,500 gp that contains a scroll of vision, a scroll of commune,
and a scroll of delayed blast fireball.

A54. BeLL Tower

This gothic bell tower is home to Citadel Dinyar’s
five great bells, known as the Empyrean Edicts, each
dedicated to one of the five deities of the Godclaw.
These immense instruments bear a minor but effective
magical effect that causes them to ring when any of
the smaller alarm bells spread throughout the citadel
are activated. The tower holding the bells took damage
during the fight for the citadel, and much of its lower
eastern and southern facade have fallen away, but the
remaining structure continues to support the bells... at
least for now.

Event 1: RaLLyiNG THE GopcLaw
Lictor Resarc Ountor and the 24 Order of the Godclaw
Hellknights imprisoned in Citadel Dinyar’s stockades
(areas A7—A8) are eager to rise up against their captors,
but until they sense the time is right and their chances
of success are excellent, they’re hesitant to take action.
In order to compel the lictor to order his Hellknights to
rise up against the Glorious Reclamation, the PCs must
accomplish at least three of the following six conditions.
+ Defeat Three Champions: The PCs must kill at least
three of the following minor champions of the
Glorious Reclamation: Caraniel Glintleaf (area AG),

the Fist of Tomedae (area A36), Isovon (area A8), Jelena

Asteren (area A2y, but only if the PCs don't try to recruit

her), Kazakador (area A23), Muzanesha (area A47), or

Shamagheul (area Ais). Knight Commander Graxus

Phand (area A38) counts as three minor champions

and his defeat lets the PCs qualify for this requirement

without defeating any other champions.

+ Godclaw Gauntlets: The PCs must recover these
artifacts from the armory (area Ais) and give them
to Lictor Ountor (area A8) to wear (see the sidebar on
page 16 for more about these minor artifacts).

+ Jelena’s Fall: The PCs must convince Knight Banneret
Jelena Asteren to sign away her soul and to provide
intelligence about her order and their tactics (see
area A2y and Event 2 below for more details).

o Lilanna’s Aid: The PCs must secure the cooperation of’
the handmaiden devil Lilanna (see area A14).

« Provide Arms and Armor: The armory (area A1s) has
enough gear to outfit all of the Hellknights in area Ay;
alternatively, the PCs can purchase 24 suits of heavy
armor and 24 weapons or simply loot them from slain
knights of the Glorious Reclamation.

Launching the Assault: Once the PCs have rallied the
Hellknights of the Godclaw and give the order to attack,
you can assume that Lictor Ountor and his Hellknights
spread throughout Citadel Dinyar and thus keep all of
the Glorious Reclamation knights inheritor busy for 24
hours. During this time, the PCs won’t have to directly
face any of these knights in any of the locations they're
normally encountered in, nor will they have to deal with
any patrols. In effect, this limits the foes the PCs have
to fight for those 24 hours to named NPCs only. At your
discretion, Lictor Ountor, the handmaiden devil Lilanna,
or a fallen Jelena Asteren can support the PCs in their
fights against those named NPCs.

Lictor Ountor warns the PCs that once the Hellknights
go on the attack, there’ll be no turning back. If the PCs can’t
rout the Glorious Reclamation, the remaining Hellknights
will fight to the death, and further attempts to defeat the
Iomedaeans will be solely the PCs’ responsibility.

Story Award: If the PCs successfully rally the
Hellknights of the Godclaw, award them 38,400 XP.

EVeNT 2: JELENA'S FaLL FrRom GRACE

If the PCs track down Knight Banneret Jelena Asteren
and convince her to agree to Lictor Ountor’s offer (see
area A27), they should report their success to Ountor. The
Hellknight lictor informs the PCs that the next step is
to secure an infernal contract to officially swap Jelena’s
soul upon her death for the immediate release of her
son from the ranks of the damned—the simplest way
to achieve this goal is via a greater planar ally or greater
planar binding spell cast to conjure a contract devil. It'’s
unlikely that any of the PCs will be able to cast 8th level
spells yet, but Lictor Ountor points out that scrolls of
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these spells exist in the conjuration library (area A14) of

the secret wing of the dungeon. The summoning chapel

(area A13) in the same wing is the best place to perform

the ritual, which requires the PCs to smuggle both Jelena

and Ountor into the area without alerting the Glorious

Reclamation. Ountor hopes Paravicar Dominita still lives

so she can cast the spells from these scrolls, but once he

learns of her fate (see area A14 for details), the task falls
to the PCs. If no PC can cast these spells, they’ll need to
find someone who can, perhaps recruiting an ally from

Egorian or elsewhere and teleporting them back here for

this purpose.

Of course, before Jelena signs over her soul in exchange
for her son, there’s the matter of her preliminary payment
to Lictor Ountor to seal her fate and ensure she can’t
back out of the bargain—he wants her aid in reclaiming
Citadel Dinyar for the Order of the Godclaw. Jelena can
supply him (and thus the PCs) with several key bits of
information, as summarized below.

+ Passwords: She can tell the PCs that “Ilnea” is a
password they can use to avoid the forbiddance warding
the armory (area Ais), and that the golem in area
Ao won't attack intruders if they dress as Glorious
Reclamation knights (or are at least accompanied
by one person dressed thus who proclaims the
passphrase, “True Cheliax shall rise again!”).

+ Schedules: She can give the PCs information about
guard schedules. Not only does this halve their chances
at encountering guards during their exploration of
the citadel, but it also informs them when Knight
Commander Phand and the dragon Parnoneryx leave
their chambers and where they may be found.

« Strategy: Finally, she can not only tell the PCs about the
important information they can recover from the map
room (area A42), but also much about the tactics the
Glorious Reclamation uses in defend