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CONFESSIONS OF A GUY WHO USES HIS 
MIDDLE INITIA L IN HIS SIGNATURE 

M
y name is Greg, and I 'm an AP addict. 

Hi, Gre,g! 

You may have seen my name before on an 

occasional Paizo product. It usually appears as with my 

middle initial "/\' in it. Why the "A," you ask? Well, that's 

a good question. It just so happens that there's an actor 

named Greg Vaughan (same spelling and everything); 

he's a month younger than me and is from my neck of the 

woods, having grown up just down the interstate from 

me. He's also been an underwear model and at least once 

replaced Fabio as the spokesman for I Can't Believe It's Not 

Butter! (and maybe still is, I can't say that I 've kept track). 

Anyway, obviously the physical resemblance is uncanny as 

well (I kid, I kid). But unless I want to be mistaken for a 

super-successful, handsome-as-the-devil, butter-peddling, 

underwear-modeling star of stage and television, I figured 

I 'd better do something to distinguish myself. I 'm trying to 

remember why I wanted to do that now. But there it is, the 

most frequently asked question I ever get. 

Back to my addiction, though. It's true that I 've written 

in every AP that Paizo has produced after Shackled City. No 

seriously, look in all of them. I 'm there, like a stubborn rash 

or that weird neighbor peeking over your fence that you just 

can't get rid of and even bought the house next to you again 

after you moved just because you have all the fake-butter 

groupies and are a member of the Mankini-of-the-Month 

Club. Yes, that's a thing; no, I don't know anything about it. 

As I was saying, I am in all of them. 



So as you can see ,  I have a problem. In fact, the streak has 

gotten so long that it has almost become a dare between 

me and the good folks at Paizo as to who would flinch 

first. I 've thought about retyping the first three chapters 

of Fifty Shades of Grey in Pig Latin and throwing in a few 

stat blocks as my turnover just to see if they'd break first, 

but decided maybe that wasn't the best idea after all. You're 

welcome. Besides, I figure Nick Logue will get around to it 

anyway with his Hook Mountain ogres (zing!). 

I 've had this The Good, the Bad, and the U,gly standoff going 

on with Paizo and the other Greg Vaughan (I consider the 

underwear guy to be "The Ugly," though YMMV), for a full 

7 years. Quite simply something had to give , and it turns 

out it was me. 

Some of you may already know this, but for those of you 

who don't and are still awake, I'll explain my reasons for 

ending "The Streak" as I call it, or "The Time ofTroubles" 

as I think I heard James Jacobs mutter under his breath 

once. Somewhere along the road oflife, I asked myself what 

else a guy with a wife, three kids, a career in insurance 

claims, a sweet writing gig, and a hobby as a butter salesman 

impersonator needs in his life. Why, medical school, of 

course! So I applied to the University of Oklahoma's College 

ofMedicine, paid some hefty bribes, stalked a few members 

of the applicant review board, gave out some free fake 

butter samples, threatened to pose on campus every day in 

underwear, and somehow miraculously got accepted. I also 

received a court order against wearing anything less than a 

full ghillie suit within a thousand feet of campus, but that's 

another matter. 

I started in the Fall of 2012 and actually managed to 

complete the first year while writing an AP adventure for 

Reign ofWinter and one for Wrath of the Righteous (though 

James had mercy on me and teamed up with me on the 

latter-thanks James!) , but I finally had to admit that I 

simply wasn't smart and/or talented enough to keep this up 

for long. I think I probably named half-a-dozen villains in 

my latest AP turnovers after assorted enteric bacteria before 

they were thankfully caught by the pens ofJames and Rob, 

and I don't think the professor in my Blood-Hematopoiesis­

Lymphopoiesis course was amused when she asked what the 

number one cause of death has been among adults in the 

Western Hemisphere, and I said, "Ores, if you don't count 

Casmaron." It was starting to get to me. 

I was fortunate to be able to sit down with James, Rob, 

Wes, Adam, and a bunch of the other guys and gals ofPaizo 

this last summer and talk to them about my future in 

writing for them. They knew I was in school and had been 

very supportive , and their attitude did not change. They 

understood the conflicting demands upon my time and 

recognized that I had to prioritize my family and school. 

In fact, they couldn't have been more gracious in their 

support and encouragement. 

ON THE COVEil 
Th i s  month's cover b r i ngs  us the eponymous leader  of the 

Cu l t  of the Fo rgotten Pha raoh ,  whom the PCs w i l l  f i n a l l y  

confront as  t hey  seek  the sto len  body  of the a rch itect 

Ch i s i sek i n s i de  the a nc ient  h a l l s  of the S ig ht less Sph i nx .  The 

cu l t has  been a thorn i n  the PCs'  s ide s i nce the beg i n n i ng­

but  defeat i ng  the Fo rgotten Pha raoh may not be the v ic tory 

the PCs were hop ing for. 

So here I sit as the Mummy's Mask Adventure Path makes 

its run with nary an adventure in it to call my own. For 

many of you that might be a relief, a chance for new blood 

to break into the APs or even (and I shudder at the thought) 

to let Richard Pett begin to catch up to me in the number 

of AP adventures written. But for me, at least, it 's the end of 

an era, and I 'm not ashamed to say I'm a little bit sad. I 'm 

going to miss the old streak and the unbearable pressure of 

it weighing down on me every day. Okay, maybe not that, but 

you know what I mean. 

However, in the immortal words of Hubert J. Farnsworth, 

"Good news, everyone!" Though my streak of writing AP 

adventures officially ends with The Midni,ght Isles, my streak 

of appearing in APs for Paizo will continue, as Rob asked me 

to pen a foreword and Adam said I could wash his car and 

"stuff." Sort oflike a methadone clinic for my AP addiction. 

So I get to appear in Mummy's Mask, as well as in Adventure 

Paths to follow, ifin a reduced capacity, and hopefully in a few 

years when some classes and clinical rotations are out of the 

way, I'll be able to take up the adventure pen once more. Yeah, 

the streak isn't quite the same without writing the adventures, 

but honestly I'll take what I can get. I owe everyone at Paizo a 

big "Thank you!" and I owe one to all of you as well. 

Whether I 've deserved to or not (debatable, I know), I 've 

gotten to share each and every Adventure Path with you 

since Age of Worms. I 've put so much of my own home 

game, ideas, and characters in them over the years that I feel 

like I 've had a chance to sit at the table and roll the bones 

with each of you to some extent, and that's a big deal to me. 

I 've made friends with people I never would have met and 

gotten to talk to them about this shared hobby, and in the 

final tally, I think that's what it's been all about. 

So to all of you who have patiently endured The Streak 

all this time-thanks! It wouldn't have been the same 

without you. 

Greg A. Vaughan 

Pathfinder Adventure Path Addict 





SECR..ETS OF IBE SPHINX 

ADVENTIJRJ BACK.GROUND 
Centuries ago, cultists of Areshkagal, the demon lord of 

greed, portals, and riddles, built a temple to their demonic 

patron in the desert wastes of Osirion. Mimicking 

Areshkagal's own form, the temple was constructed as a 

colossal statue of a six-legged, faceless sphinx that became 

known as the Sightless Sphinx. The cult inhabited the 

Sphinx for many decades ,  but a band of templars devoted 

to Sarenrae breached the temple's defenses 150 years 

ago to eradicate the cult. The beleaguered cultists even 

summoned a powerful glabrezu ally named Ninureset to 

help defend the Sphinx, but they were defeated. All of the 

cultists were slain, and the glabrezu was banished back to 

the Abyss. Their work done, the paladins left, leaving the 

Sightless Sphinx empty and abandoned. 

Decades later, a tribe of maftets settled near the 

Sightless Sphinx. Obeying their racial imperative to guard 

sites of importance ,  the maftets established their camp in 

the shadow of the Sightless Sphinx but never dared enter 

the structure. The elder maftets sensed the ruins' foul 

history, and the tribe knew better than to take a chance 

at stirring up old evils. Eventually, however, some of the 

younger members of the tribe grew curious, and in recent 

months, a group led by a charismatic maftet named Userib 

eventually found a way into the Sphinx. 

But as the maftet elders had warned, evil still lingered 

within the Sightless Sphinx. For the first time in 150 
years, living creatures had set foot inside the Sphinx, 

and Areshkagal herself sensed the presence of the young 

maftets in her ancient temple. Once more, Areshkagal sent 

the glabrezu Ninureset to the Sightless Sphinx, charging 

him to make up for his earlier failure by rebuilding her 

cult. As Userib and his companions explored the Sphinx's 

empty rooms, a portal appeared before them and Ninureset 

stepped through, accompanied by a wash of Abyssal energy. 

This profane energy amplified the chaotic, somewhat selfish 

natures of the maftets, and when Ninureset offered them 

power and guidance ,  Userib and most of his companions 

gave into temptation and swore their fealty to Areshkagal. 

Only one of the maftets was able to resist the lure of the 

glabrezu's power and fled the Sphinx. 

The maftet who returned to camp gave her elders a 

garbled version of events. Some of the maftet elders were 

wary of the glabrezu's power, but others were committed 

to rescuing their lost tribespeople and called for the 

tribe's strongest warriors to assault the temple. Before 

the maftets could take action, however, Userib and those 

maftets loyal to him emerged from the Sphinx with their 

new demonic allies. Maftet fought maftet in the skies 

above the Sightless Sphinx until the original members 

of the tribe,  recognizing themselves outnumbered and 

outmatched, retreated to avoid losing any more of their 

number. The maftets abandoned their ancestral home, 

fleeing to an old ruin in the Parched Dunes where they 

established a makeshift camp. 

More recently, a Nethysian priestess named Serethet 

discovered the heart of Hakotep, which contained another 

piece of the soul ofHakotep I-his ib, the seat ofhis emotion, 

thought, and will-beneath Azghaad's Spire in Sothis. 

Hakotep's ib possessed Serethet, replacing the cleric's 

consciousness with his own. After spending millennia 

neither alive nor dead, Hakotep finally had a body, but with 

the pieces of his soul still separated, the ancient pharaoh 

did not know the location of his flying tomb, which still 

held his ba and his body. Now calling himself the Forgotten 

Pharaoh, Hakotep formed a cult devoted to finding and 

reuniting the lost fragments of his soul so he could return 

to life and resume his rule over his ancient kingdom. 

During her researches in the Nethysian archives, Serethet 

had learned of the Sightless Sphinx, and with access to her 

memories, the Forgotten Pharaoh decided the ancient temple 

would be the perfect base for her cult while her followers 

searched for the Mask of the For[jotten Pharaoh and Hakotep's 

tomb. To ensure success, the Forgotten Pharaoh secured 

the services of girtablilu mercenaries to help defend the 

cult's new headquarters. But when the Cult of the Forgotten 

Pharaoh entered the Sightless Sphinx, its members found it 

already inhabited by Userib's new cult of Areshkagal. 

The two cults immediately clashed-the Forgotten 

Pharaoh, in her hubris, could not conceive of yielding a site 

in what should be her own kingdom. In an early conflict, 

the maftets kidnapped several cultists of the Forgotten 

Pharaoh and sacrificed them to summon several vrocks and 

shadow demons to reinforce their numbers. The maftets 

also captured an ornate lacquered chest containing the royal 

thriae larva stolen by the Cult of the Forgotten Pharaoh. 

Ninureset met the Cult of the Forgotten Pharaoh head­

on in combat and only narrowly escaped death at the hands 

of a skilled group of girtablilu mercenaries. Since then, the 

glabrezu has been more circumspect in his interactions 

with the cult. Using his veil ability, Ninureset has infiltrated 

the Cult of the Forgotten Pharaoh to sow discord among its 

members. The demon even tricked one of the Forgotten 

Pharaoh's lieutenants into wishing for great strength, then 

twisted the wish and transformed the cultist into a hideous 

half-crocodile monstrosity with stone arms. 

Now the two cabals maintain an uneasy ceasefire, 

punctuated by the occasional skirmish when the cultists 

run into each other. Userib plans to capture more Forgotten 

Pharaoh cultists to sacrifice, hoping to eventually destroy 

the cult and return Areshkagal to glory in the region. The 

Cult of the Forgotten Pharaoh, meanwhile, continues to 

push against the maftets, scheming on how to destroy 

the Areshkagal cultists and their demon allies while the 

Forgotten Pharaoh continues her search for the Mask of the 

For[jotten Pharaoh and Hakotep's tomb. 
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PART I: DEEPER. INfO lHE DUNES 
After defeating the Cult of the Forgotten Pharaoh at 

Chisisek's tomb in the previous adventure, the PCs 

learned that the cult stole the architect's body and took it 

to a place called the Sightless Sphinx. If the PCs rescued 

the gynosphinx Tetisurah, she knows the approximate 

area where the Sphinx can be found-the Parched Dunes 

north of Chisisek's tomb-but not its exact location. To 

find the Sightless Sphinx and finally defeat the Cult of the 

Forgotten Pharaoh, the PCs will have to scour the desert. 

The first part of this adventure continues the PCs'  

exploration of the Parched Dunes begun in "Shifting 

Sands," this time in the northern reaches of the region. 

As in the previous adventure, this sandbox-style hex-crawl 

uses the exploration rules detailed on pages 154-159 of 

Patlifinder RPG Ultimate Campai,gn (also available online 

at paizo.com/prd). You should familiarize yourself with 

these rules before running this section, as well the rules 

on desert terrain on pages 430-431 of the Pathfinder 

RPG Core Rulebook. Temperatures in the Parched Dunes 

fluctuate between very hot (above 90° F) and severe heat 

(above 110° F) during the day. The Core Rulebook also details 

rules for heat dangers, starvation, and thirst, though at 

this point in their careers, the PCs are likely to be able to 

easily overcome such problems with spells such as create 

water and endure elements, and the focus in this part of the 

adventure should be on exploration and adventure, not 

bookkeeping and resource tracking. 

The PCs can track their exploration on a piece of hex 

paper, such as the blank sheet ofhex paper provided in the 

Mummy's Mask Player 's Guide, but it would be best to continue 

using the same hex map from the previous adventure. The 

direction and speed of the PCs' exploration is left to the 

them; not every hex contains an encounter or treasure, but 

there's no way to know whether a hex will prove valuable 

without exploring it first! 

Story Awards: Award the PCs lOO XP for each hex they 

fully explore. 

HEX TERRAIN TYPES 

The vast majority of hexes within the northern Parched 

Dunes are considered desert terrain-this includes areas 

of dunes, rocky plains, and sand flats. Badlands hexes are 

also desert, but they contain difficult terrain elements. To 

the northeast are hexes that incorporate hill and mountain 

terrain. All of the hexes in the Parched Dunes are considered 

trackless. If more than one terrain type is present in a hex, 

treat it as ifit were a hex of the dominant terrain type. 

Travel time through the Parched Dunes is determined by 

the slowest member of the party, but assuming a base speed 

of 30 feet, it takes 8 hours to travel through a desert, hill, or 

mountain hex. It takes 2 days to explore a desert hex, l day 

to explore a hill hex, and 3 days to explore a mountain hex. 

RANDOM HAZARDS AND WANDERING MONSTERS 

As the PCs explore the northern Parched Dunes, you can 

liven things up with random encounters. Roll once per day 

(or once per hex, ifthe PCs enter multiple hexes in a single 

day) on the random encounters table on page 155 of Ultimate 

Campa(gn. If the result is a hazard, you can use the sample 

hazards on page 159 of Ultimate Campai,gn. Other possible 

hazards include dry quicksand (Core Rulebook 427) and 

duststorms (Core Rulebook 438). If the result is a monster, 

you can randomly generate it using the table on page 83 

of this book, page 324 of the Pathfinder RPG Bestiary, or 

the Osirian Desert table on page 53 of Pathfinder Campai,gn 

Settin9: Osirion, Le9acy of Pharaohs. 

NORTHERN PARCHED DUNES LOCATIONS 

The following section presents specific, planned 

encounters the PCs might come across as they explore 

the Parched Dunes. Unless otherwise noted, the PCs 

must explore a hex to encounter the creature or location 

there; simply traveling through a hex does not trigger 

the encounter. Assuming that the PCs continue their 

explorations from Chisisek's Tomb, they should start in 

that hex, on the western side of the Parched Dunes, about 

halfway up the map. 

A. THE  SLA IN  SCOUT (CR 9) 

A sunbaked corpse l i e s  ha l f- bu r i ed  i n  a sand dune .  The body's 

uppe r  torso resemb le s  that of a h uman  man, but it 's jo i ned  to 

the body and cu r l i n g  tai l of a g i an t  sco rp i on .  

Creature: A second figure, equally parched and withered 

but much more animated, crouches over the corpse, tearing 

off strips of flesh and stuffing them greedily into its 

mouth, slurping and chomping with disgusting glee. The 

corpse is that of a girtablilu, one of the mercenaries from 

the Sightless Sphinx (area J). He was out scouting when 

he ran afoul of a baykok. After stalking its prey across the 

sands, the baykok killed the girtablilu and is now settling 

down to feed on the corpse and devour the girtablilu's 

soul. The baykok snarls and attacks the moment it notices 

the PCs. 

BAYKOK CR 9 

XP 6,400 

hp 97 (Pathfinder RPG Bestiary 3 35) 

TACTICS 

During Combat The baykok opens combat with i ts d read 

howl ,  t ry ing to pa ra lyze as  many opponents as  poss i b l e .  

I t  then takes to the a i r  a nd  u n l eashes a bar rage of a r rows 

at mu l t i p l e  ta rgets, aga i n  t ry ing to keep as  many foes 

para lyzed a s  i t  can .  

Morale The baykok fi g hts un t i l  dest royed to p rotect i ts k i l l .  





FINDING THE SIGHTLESS SPHINX WITH MAGIC 
The PCs m ight  try to use mag ic  to l ocate the S ig ht l ess Sph i nx, 

but the un i que  mag ica l  wards p l aced on the Sph inx by the 

cu l t  of Areshkaga l  years  ago sh ie l d  i t from detect ion by 

means such as  find the path or  legend lore. However, i f  the 

PCs learn about  the g i rta b l i l u  mercenar ies serv ing the Cu l t  

of the Forgotten Pha raoh, they can c i rcumvent the wards  by 

us ing find the path to search for "the g i rta b l i l u  camp" o r  " the 

mercenary camp." S im i l a r ly, i f  the PCs i nterrogate any of the 

cu l t ists and  learn the name and  a deta i l ed  desc r ip t ion of one 

of the p rom inent cu l t  members, the PCs m ight  be ab l e  to  use 

locate creature to na rrow down the locat ion of the Sph inx 

when they a re wi th in  the spe l l 's range .  

Treasure: In addition to the baykok's + I  composite lonJJbow, 

the girtablilu corpse carries a few items of value: a scorpion 

tail whip (see page 63), a composite longbow (+2 Strength) ,  

a quiver with 20 arrows and two + I  ar rows, a small pouch 

containing 43 gp, and a decorative golden amulet engraved 

with a spiraling scorpion's tail (worth 85 gp). 

Development: The girtablilu, whose name was Dakuri, 

was the nephew of the mercenary leader Rubila (see area K12). 

Dakuri was a fine scout and the girtablilus anxiously await 

his return. A successful DC 25 Knowledge (religion) check 

allows a PC to recall the burial customs of the girtablilu. To 

respect the body, the PCs should cover it with sand and place 

a stone engraved with a simple rune over the body. A PC who 

succeeds at a DC 20 Knowledge (nature) check knows that 

the amulet Dakuri wears is a personal effect that his family 

would likely appreciate having returned. 

B. LA IR  OF THE  K ING  (CR 1 1 )  

The facade of a once-g rand temp le  extends  from a rocky s l ope  

among  the d u nes .  The s l ende r  go l d  co l umns  and  cupo l a  of the 

temp le  suggest the image  of a n  e legant  g i l ded cage .  Pa tches  o f  

ba re rock  show th rough  where the go l d  leaf has  f l aked  away, 

however, a nd  cra cked steps worn from the passage of count less 

feet show the temp l e's age. Desert sand l ies th i ck ly  on  the 

temp l e's ba l u st rades, but  the steps seem fresh l y  swept. 

A PC who succeeds at a DC 15 Knowledge (religion) 

check recognizes the structure as a temple of Sarenrae. 

With a successful DC 25 Knowledge (religion) check, a PC 

can identify small religious glyphs carved on the pillars 

indicating that the temple's residents deconsecrated the 

temple in a formal ceremony, probably as part of moving 

to another holy site. In such a ceremony, the temple relics 

would have been removed, along with any items of value 

that could be of use at the new site. 

Use the map on page 12 for this location. 

Creature: A broad-shouldered human man with sun­

darkened skin, white hair, and a dignified bearing is 

exploring the temple, and approaches the PCs if they 

enter. He introduces himself as Zaid Faad, an explorer of 

many years who specializes in investigating old temples. 

Faad seems interested in the PCs'  adventures but says he 

has already claimed this temple for his own and he "can't 

possibly allow others to come tromping in, knocking 

into walls and tracking sand all over the place" until he's 

finished his research. He assures them, "It shouldn't be 

more than a month or so now. Do come back then-I'm 

sure you'll be interested in my notes." 

In truth, Faad is neither a human nor an explorer; he 

is one of the five humanoid forms of a royal naga named 

Zereletan who lairs within the temple. Though he considers 

it beneath him, Zereletan takes on his humanoid forms in 

an effort to discourage the curious instead of resorting to 

more violent methods. If the PCs demand to investigate the 

temple or threaten "Zaid Faad," the naga resumes his normal 

appearance, rearing up in a terrifying display above the 

PCs. Zereletan orders the PCs out of his temple, warning 

them that he has the patience of a mountain but the ferocity 

ofthe burning sun itself, and says, "Ifit comes to violence, I 

will not be the one to bleed out upon the desert sands." 

If the PCs try to deal diplomatically with the naga, they 

discover Zereletan is a proud and noble creature. He often 

unintentionally insults those with whom he speaks, noting 

that his "alternate forms serve to chase away those with 

duller senses than nagas" and how he "rightfully claims this 

treasure as one of the few beings cultured and intelligent 

enough to appreciate it." He seems baffled by any offense 

the PCs take and quickly grows irritated with any of their 

attempts to convince him that they are his equals (much less 

his superiors). If the PCs act deferential and flatter the naga, 

however, he becomes much more congenial toward them. 

Zereletan's initial attitude is unfriendly; if made friendly 

with a successful DC 29 Diplomacy check, Zereletan asks 

the PCs to do him a small service. Several days ago, the 

naga was bathing in a nearby river (area C) when his crown 

slipped off one of his heads and was lost in the fine silt. If 

the PCs return with his crown, Zereletan will give them a 

fine prize from his personal hoard, "worthy of those who 

serve nobility." 

If the PCs choose to fight Zereletan or persist in their 

"uncultured" behavior, the naga demands once again 

that they leave and retreats into the temple, meeting any 

further incursions with violence. 

ZERELETAN CR 1 1  

X P  1 2,800 

Male roya l naga (Pathfinder RPG Bestiary 3 1 98) 

hp 1 33  
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TACTICS 

Before Combat Zere letan casts mage armor before a pp roach i ng  

the PCs. 

During Combat Zere letan act ivates h i s  deafen ing  gaze and  casts 

blink on the first round of combat. On  subsequent rounds, 

he switches to h i s  b l i nd i ng  gaze and  casts spe l l s  at those 

unaffected by h i s  dua l  gaze. I f  forced i nto me lee combat, he  

f irst targets me lee f ig hters f i rst with mu l t i p le  b ites. 

Morale A l though  a rrogant, Zere l etan  has  no  des i re to 

d i e  for h i s  treasu re hoa rd .  I f  reduced to fewer 

than 30 hit po i nts, h e  casts invisibility and  

f lees the temp le .  

Treasure: Zereletan keeps his treasure 

hoard in a tiny secret compartment 

behind the temple's altar (Perception 

DC 20 to locate). The eight art pieces in 

the hoard-statues, paintings, pottery, 

and the like-are worth between 900 

and i ,200 gp individually (8,ooo 

gp altogether). In addition, there is 

a strange triangular piece of iron 

with a gold feather engraved along 

each surface. A detect ma[Jic spell reveals 

STYMPHALID IES (4) CR 8 

XP 4,800 each 
hp 94 each (Pathfinder RPG Bestiary 3 257)  

TACTICS 

During Combat The stympha l i d ies use the i r  g l a re attacks to 

attempt to b l i nd  attackers . The stympha l i d i es  then f l i ng  w ing 

razors at app roach ing combatants before cha rg i ng  i nto me lee .  

Mora le I f  two o r  more stympha l i d i e s  a re s l a i n, any  

su rvivors attempt to f lee .  

Treasure: The PCs can search the river 

for Zereletan's lost crown (see area B) 

once the stymphalidies are defeated. 

Searching the river takes id3 hours and 

requires a DC 25 Perception check. With 

a successful check, the PCs find a small 

golden circlet dotted with teardrop-

shaped diamonds, sized for the naga's 

main head. The crown is worth 350 gp. 

D. SCORCHED  OBEL ISK  (CR 1 0} 
PCs entering this hex automatically 

discover this location. In addition, a PC in 

an adjacent hex who spends i hour studying 

this hex from afar can attempt a DC 10 the object's moderate evocation aura; a 

successful DC 25 Spellcraft check reveals that 

the object is a power source for an automaton or 

construct of some sort (the bronze sentinel at area I). 

ZER.ELETAN Survival check to discover this location. 

Development: If the PCs find Zereletan's crown at 

area C and return it to the naga, he offers them gold and 

gems or an art object (including the bronze sentinel's power 

source) worth 3 ,000 gp in total from his hoard. 

Story Award: If the PCs strike a deal with Zereletan and 

return his crown, award them XP as if they had defeated 

the naga in combat. 

C. STEEL-FEATHERED  I B ISES (CR 1 2} 

The desert  sands  run  r i gh t  to the edge of a na r row, w i nd i ng  

r ive r. The oppos i te r iverban k  i s  rock ier, a nd  a f ew t h i n  reeds 

g row he re and there a long the banks .  Though  na r row, the r iver 

seems coo l  and  deep and  swir l s by at a l azy pace .  C louds of 

h umm i ng  i n sects hover a bove the su rface of the water. 

The headwaters of the Scarab River wind through the 

Parched Dunes in this hex. 

Creatures: A flock oflarge, long-legged ibises with steely 

gray feathers cluster near the reeds, ruffiing their feathers 

whenever the insects draw too near. The "ibises" are actually 

an Osirian strain of stymphalidies, and can be identified as 

such with a successful DC i8 Knowledge (arcana) check. The 

territorial and ravenous birds attack the moment the PCs 

come within 40 feet of the flock. 

An obe l i s k  of b l a ck  stone sta nds a l o ne  on the rocky 

desert p l a i n .  No  mark i ngs  ado rn  i ts perfect ly smooth s ides .  

At  the base of the obe l i sk  l i e s  a st i l l  h umano i d  form.  I ts  sk in  

i s  cha rred b l a ck  a nd  f l ak ing  from i ts bones, and  the tattered 

rema i ns of i t s  c lothes f lutter i n  the gent le breeze. 

The obelisk is nearly 30 feet tall, and once marked a long­

forgotten border of Ancient Osirion. The stone from which 

the obelisk is made has the unusual property of conducting 

and storing electricity, which the Ancient Osirians used to 

defend this border. The corpse is that of a human trader 

named Marik who became separated from his caravan and 

sought shelter from a recent desert storm in the shadow 

of the obelisk, only to be incinerated by a lightning strike, 

which also charged the obelisk with electricity. 

Trap: A creature who touches the obelisk with bare skin or 

a metal weapon triggers a release of the stored electricity in a 

manner akin to a trap-lightning arcs out from the obelisk 

in all directions. The obelisk can be detected and disabled as 

a normal magic trap. If the PCs successfully disable the trap, 

they realize that the energy stored within the obelisk can 

be used to temporarily charge metal melee weapons with 

magical electricity. There is enough electricity within the 

obelisk to give up to three weapons the shock special ability 

for i week. Alternatively, the energy can be used to charge 

a single weapon, giving it the shockin[J burst special ability 



for i week. Triggering the trap or charging weapons depletes 

the obelisk of energy; it only resets after being struck by 

lightning in a naturally occurring desert storm. 

SCORCH ED OBEL ISK CR 10 

XP 9,600 

Type mag i c; Perception DC 31; Disable Device DC 3 1  

EFFECTS 

Trigger touch; Reset spec ia l ; Bypass spec ia l  

Effect spe l l  effect (chain lightning, u p  to 13  bo l t s  at  sepa rate 

ta rgets, 1 3d 6  e l ect r i c i ty damage, Ref lex DC  24 ha l f  for 

p r imary  bo lt, Ref lex DC  22 ha l f  for secondary bo l ts); mu l t i p l e  

targets (u p  to 1 3  ta rgets, a l l  of wh i ch  must be with i n  30  f t .  o f  

p r imary  target) 

Story Award: If the PCs disable the obelisk and use it 

to charge their weapons, award them the full XP value for 

the trap. 

E. GARDEN OF  SYMMETRY (CR 1 1 )  

From a d i sta nce, a l ong l i ne  of pa le  rocks set appear  to be some 

sort of low wa l l  o r  perhaps tra i l  ma rkers. Neare r, though, the rocks 

become pa rt of an e l abo rate des i gn  traced out on the g round .  

Each rock  i s  rough l y  the s i ze  of a human head,  po l i s hed and  

s h aped  un t i l  t he  rocks a re a lmost i dent ica l .  The  pa l e  g r ay  c o l o r  

of the stones g ives them the d i squ ie t ing a ppearance of sku l l s .  

The rocks form a geometric pattern over 100 feet across, 

though it's impossible to gain a complete view ofthe design 

from the ground. Use the map above for this location. 

Creatures: These rocks were carefully shaped, polished, 

and individually placed by a young blue dragon named 

Keferuzagra. The dragon's obsessive nature led him to 

create this elaborate rock garden; the symmetry and order 

of the lines soothe the dragon and he often spends hours 

gliding over the pattern and meditating on its perfection. 

When the PCs approach, there is a 20% chance that 

Keferuzagra is flying above the rock garden; the dragon's 

coloring blends into the sky and he flies several hundred 

feet in the air, imposing a -10 circumstance penalty on 

Perception checks to spot him. Keferuzagra keeps an eye 

on the PCs to see what they do. If creatures move within 

30 feet of the garden or take to the air, the dragon attacks, 

fearing that the intruders will disturb his creation-and 

thinking they might make a tasty dinner. If Keferuzagra 

is not in the air, he is coiled in his lair beneath the garden 

(area EI). 
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Keferuzagra also uses a clay golem to guard the garden. 

The golem stands in the center of the garden. If any 

creatures approach within 30 feet of the garden, the clay 

golem moves to intercept them. If Keferuzagra is in his 

lair, he emerges 2 rounds later to join the fight, alerted 

by the sounds of combat. Together the dragon and golem 

make for a formidable combat, but the PCs can use the 

terrain to their advantage, as both foes go to great lengths 

to avoid disturbing the rock garden. 

CLAY GOLEM CR 1 0  

X P  9,600 

hp 1 01 (Pathfinder RPG Bestiary 1 59) 

TACTICS 

During Combat The c lay go l em attacks any i nt ruders who 

come w i th i n  20 fee t  of the ga rden .  I t  has  been exp l i c i t l y  

o rde red to not d i s tu rb the g a rden  unde r  any  c i r cumsta nces, 

and does not p u rsue opponents ac ross the rocks. I f  i n t rude rs 

move mo re than 60 feet away from the ga rden, the go l em 

ceases to pu rsue  them .  

Morale The go l em fi g hts un t i l  destroyed .  

KEFERUZAGRA CR 9 

XP 6,400 

Male young b lue d ragon  (Pathfinder RPG Bestiary 94) 

hp 95 

TACTICS 

During Combat Kefe ruzag ra has  a patho l og i c a l  fea r of 

d i s tu rb ing  his rock g a rden  and refuses to engage i n  me lee  

with enemies  who s tand among  the rocks (t hough  he  

cont i nues  t o  fi gh t  from the a i r) . H e  a l so  refra i ns  f r om u s i n g  

h i s  b reath weapon i f  do i ng  so wou l d  scorch the rocks .  

Morale I f  reduced to fewer than 25  h i t  po i nts, Kefe ruzag ra 

takes w ing  and  shouts  down at the PCs to l eave h i s  terr i tory 

with the i r  l i ves .  I f  they press the attack, he  uses h i s  desert  

t h i rst a b i l i ty before f ly ing away at top speed to h ide i n  the 

desert, retu rn i ng  6 hou rs later to take stock of h i s  l a i r. 

E l .  Keferuzagra's La ir  
The entrance to  Keferuzagra's lair lies in a low pile of 

boulders west of the garden, as the dragon doesn't want 

to risk disturbing his carefully crafted patterns. The 

entrance is well concealed, but it can be found with a 

successful DC 25 Perception check (the DC drops to 15 if 

the PCs see Keferuzagra emerge from the sands). A lO-foot­

wide passage, lined with smoothly polished rocks, leads to 

an egg-shaped chamber beneath the desert. 

Sand  fi l l s  t he  bowl  of t h i s  s ubterra nean  c h amber, p rov i d i n g  a 

soft and  sh i f t i ng  su rface to wa l k  upon .  A heat less f lame bu rns  

i n  a b l u e  g l ass l a ntern hang i ng  f rom the ce i l i ng ,  fi l l i n g  the 

room wi th a pa l e  azu re g l ow. On  the other  s i de  of the chamber, 

a nothe r  da rk  passage st retches away. 

Keferuzagra sleeps in this chamber; he keeps his hoard 

in the treasure chamber at the end of the passage on the 

other end of the room. 

Treasure: An iron bracket inside the blue lantern 

burns with a continual flame. The bracket can be removed, 

allowing it to be placed within a lantern. 

E2 .  Keferuzagra's Hoard (CR 9) 

S h i n i n g  g o l d  g l i t ters i n  t he  depths  of th is c h ambe r. Heavy go l d  

s tatues d ep i c t i n g  d ragons  i n  fl i g h t  r i s e  f r om  t he  sandy  f l o o r  o f  

t he  room .  A s i l v e r  b ox  s i t s  a t o p  a na rrow sto ne  pedesta l .  A n  

i r on  c h e s t  s i t s  a t  t he  fa r end  of t he  c hambe r, a l most  en t i re l y  

e ng u l fed i n  sand .  

Trap: The iron chest is unlocked but is warded with a 

trap that targets every creature in the room with arcs of 

electricity when the chest is opened. 

SHOCKING CHEST TRAP CR 9 

XP 6,400 

Type mag i c; Perception DC 26; Disable Device DC  26 

EFFECTS 

Trigger touch; Duration 1 d 6  rounds; Reset none 

Effect spe l l effect (shocking grasp, Atk  +1 0 ranged touch ,  4d6  

e l ect r i c i ty damage); mu l t i p l e  targets (a l l  targets i n  a rea E2) 

Treasure: Six large gold statues of dragons stand in 

various poses in the room. Although impressive at first 

glance ,  they are just gilded wood, worth only 150 gp each 

and weighing 70 pounds each. The box on the pedestal is a 

silver-and-jade jewelry box (worth 125 gp) holding 10 rough­

cut emeralds worth 50 gp each. The iron chest contains 

186 pp, 3 ,380 gp, and 4 ,000 sp. In addition, a yellow leather 

quiver decorated with the holy symbol of Sarenrae-an 

efficient quiver-hangs from a peg on the wall. 

F. RUI NS OF KHER-MA 
This area is detailed in Part 2 .  

G .  NOMAD CAMP (CR 1 0) 

Campfire smoke cu r l s  u p  from th i s  rocky de l l , wh i ch  conta i n s  

seve ra l  sma l l, d u n -co lo red tents .  A hand fu l  of came l s  a nd  mu l es 

sta nd nearby in a makesh i f t  pen of wooden sta kes and  hemp  

ropes .  A sma l l  poo l  of water r i p p l e s  between the tents and  

l ivestock pen .  

Use the map on page 12 for this encounter. 

Creatures: A tribe of desert nomads has set up camp in 

this hex. These nomads make their living crisscrossing 

the desert, hunting wild animals and preserving the 

hides ,  teeth, claws, and certain salable organs for trade , 



as well as combing through ruins for trinkets and bits of 

pottery to sell. In all, there are 22 nomads in the camp, 

including their leader, a tall, dark-skinned woman named 

Naheeba. The nomads are cautious ,  but they make their 

livings trading with strangers, so the moment they spot 

the PCs ,  a cry of "Naheeba! " goes up around the camp. 

Naheeba emerges from one of the tents and greets the 

PCs in both Taldane and Osiriani. She is a friendly 

woman who wears a brightly colored tunic over 

loose linen trousers. She knows a smattering 

of many languages and tries to put people at 

ease by inserting slang phrases from other 

cultures in her conversation. 

If the PCs are interested in trading with 

the nomads, Naheeba is willing to do so. 

While most of the nomads' trade goods are 

of little use to adventurers, they do have a 

few exceptional items available for sale 

(see Treasure, below). If the PCs are 

interested in purchasing mounts, 

Naheeba explains that the nomads 

need all the animals they have. If the 

PCs succeed at a DC 25 Diplomacy check, 

Naheeba agrees to sell either a mule or 

a camel at double its normal price. If the 

PCs succeed at a DC 30 Diplomacy check, 

Naheeba agrees to sell at most one mule and 

one camel at 150% of the normal cost. 

If the PCs ask the nomads for information or seek to 

share the nomads' camp for the night, Naheeba welcomes 

them to spend the night, but the nomads are more reticent 

with information. Everything in the desert is valuable, 

after all. Naheeba invites the PCs to join the nomads for 

a meal so that they can get to know each other and decide 

whether they wish to share information. During the meal, 

the nomads invite the PCs to tell stories ,  sing songs, or 

otherwise entertain the camp. In exchange, the nomads 

entertain the PCs with their own tales of Ancient Osirion 

and with some local dances that feature a great deal of 

spinning. If the PCs provide entertainment and succeed 

at a DC 20 Perform check, the nomads become much more 

friendly and agree to share information. 

Though the nomads don't know the location of the 

Sightless Sphinx, they did encounter a displaced maftet tribe 

several weeks ago. One of the maftets mentioned previously 

living "in the shadow of the Sphinx." The nomads can direct 

the PCs to the maftet camp in the ruins ofKher-Ma (area F), 

and can warn the PCs of the dangerous stymphalidies that 

gather near the river at area C. In addition, they know ofthe 

scorched obelisk in area D, but they superstitiously avoid it 

and know nothing ofits abilities. 

If the PCs make camp with the nomads, they are 

awakened in the middle of the night by screams and sounds 

of panic, as a pair of powerful bulettes tears up through the 

ground in search of dinner. The quick movements of the 

fleeing nomads attract the bulettes' attention, and each 

bulette has a 50% chance each round of veering off to chase 

down and attack the nearest nomad. A PC can redirect a 

bulette's attention toward the PCs instead of the nomads 

by dealing at least 10 points of damage to the creature in a 

single attack, by succeeding at a DC 19 Bluff check 

to attract the bulette's attention, or by using an 

ability that compels an enemy to attack, such as 

a cavalier's challenge. 

The nomads are no match for the bulettes 

and scatter immediately to flee in various 

directions. Naheeba is woefully outmatched, 

but she considers it her duty to try to distract 

the bulettes and protect her people. She 

attacks and makes as much of a distraction 

as she can, potentially leading the bulettes 

into range of the PCs'  attacks. 

NAHEEBA CR 5 

XP 1,600 

Trave l i n g  merchant (Pathfinder RPG 

GameMastery Guide 285) 

hp 31  

TACTICS 

During Combat Naheeba has  no wish to fi gh t, but  she  

takes u p  a rms to p rotect he r  peop le  i f  necessa ry. 

Morale Naheeba fi g hts to the death to defend her peop le .  

NOMADS (21) CR 1 

XP 400 each 
Vagabond  (Pathfinder RPG GameMastery Guide 29 1 )  

hp 1 5  each 

ADVANCED BULETTES (2) CR 8 

XP 4,800 each 
hp 1 00 each (Pathfinder RPG Bestiary 39, 294) 

TACTICS 

During Combat A bu l ette makes a l eap  attack aga i n st the 

nea rest nomad with i n  range of i ts cha rge .  I f  no nomads a re 

in range, the bu l ettes e i the r  l eap  on the nea rest PC or take a 

doub l e  move ac t ion toward the nearest nomad .  

Morale A bu l ette bu r rows i nto the sand  and  f l ees  i f  r educed  to  

fewer than 25  h i t  po in ts .  

Treasure: Among the wares carried by the nomads are the 

following (their prices are in parentheses): a +2 khopesh of 

ancient Osirian design, its blade decorated with hieroglyphs 

ofbirds (Pathfinder RPG Ultimate Equipment 30; 8,320 gp); six 

+I.frost bolts (166 gp each); a dusty rose ioun stone (5,ooo gp); an 

iron spike of safe passaf1e (Ultimate Equipment 306; 2 ,000 gp); four 

hot weather outfits (Ultimate Equipment 89; 8 gp each); and 
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25 feet of"fine silk cord" (actually a piece of spider's silk rope, 

unfamiliar to the nomads, Ultimate Equipment 7J; 1 gp). 

Ifthe PCs slay the bulettes and at least half the nomads 

survive, the grateful Naheeba offers the PCs her personal 

treasure, an eye of Horus amulet (see page 62). 

H .  WALLED OAS IS  
This area i s  detailed in  Part 2. 

I .  BRONZE SENT INEL  (CR 1 0) 
Finding this ravine while exploring the hex requires a 

successful DC 25 Perception check, or a successful DC 20 

Survival check to notice the tracks of the cultists going 

into the ravine. Use the map on page 12 for this location. 

A na rrow ravi ne d i ps down beneath the level of the sands .  Loose 

c h i ps of red sha l e  cover the g round,  and var iegated streaks of 

c r imson and pu rp l e  r i pp l e  ac ross the wa l l s  of the ravi ne .  What 

looks l i ke a l a rge  humano i d  fi g u re o r  statue of burn i shed meta l  

sta nds i n  the center of the rav ine, reflec t i ng  the l i g ht of the sun 

overhead .  S i l ence hangs over the dep ress i on .  

Hundreds of years ago, a small cabal of arcane 

researchers built an outpost and laboratory in this area. 

The outpost has long since collapsed and been reduced to 

dust, but one of the researchers' creations remains. The 

statue in the center of the ravine is actually a magical 

automaton called the bronze sentinel. It is 15 feet tall, made 

of magically treated bronze, and crafted in the shape of a 

muscular man with an impassive countenance, wearing a 

silver headband resembling two serpents twined together. 

The sentinel is magical, and a detect ma[jic spell reveals 

the object's moderate evocation and transmutation aura. A 

PC who succeeds at a DC 34 Spellcraft check can identify 

the sentinel as some sort of automaton bears similarities 

to golems and other constructs. 

With a successful DC 25 Perception check, a PC can find a 

secret 2-foot-square hatch in the statue's back. Opening the 

hatch reveals an inner chamber, large enough for a Medium 

humanoid to sit inside, containing a number of pedals and 

levers. The pedals and levers are stiff and immobile. A PC 

in the inner chamber who succeeds at a DC 20 Perception 

check notices two triangular holes in the sentinel's control 

panel; with a successful DC 25 Knowledge (arcana) check, 

a character realizes that two components are missing 

from the sentinel. Without these components, the sentinel 

remains deactivated and nothing short of a miracle or wish 

can restore it. One of these components is in the hoard of 

the royal naga Zereletan in area B, while the other may be 

found in the shrine ofSekhmet in the walled oasis (area H9). 

Creatures: A group of cultists serving the Cult of the 

Forgotten Pharaoh has also discovered the sentinel and 

have set up camp here while investigating the strange 

statue. These wardens have been sent out to scout the 

desert surrounding the Sightless Sphinx for anyone­

such as the PCs-who might get too close to the cult's 

headquarters. Three of the cultists are examining the 

statue curiously while one member of the band stands on 

the edge of the ravine above, keeping watch for threats. 

The cultists immediately attack any strangers. 

WARDENS OF THE FORGOTTEN PHARAOH (4) CR 6 

XP 2,400 each 
Human  f ighter 5/ra nge r  2 

LE Med i um  humano i d  ( human) 

l n it +S; Senses Percept ion  +9 

DEFENSE 

AC 1 9, touch  1 2, f la t-footed 1 7  (+6 a rmo r, +1 Dex, +1 dodge, 

+1 s h i e l d )  

hp 73 ea ch  (7d 1 0+30) 

Fort +1 0, Ref +S, Wil l  +O (+1 vs. fea r) 

Defensive Abil ities b ravery +1 

OFFENSE 

Speed 30 ft .  

Melee +1 scimitar +1 3/+8 ( 1d6+7/1 8-20) 

Ranged mwk composite l ong bow 

+9/+4 (1 d8+3/x3) 



Special Attacks combat sty le (a rche ry), favored enemy 

(humans  +2), weapon t ra i n i n g  (heavy b l ades  +1)  

TACTICS 

During Combat The cu l t i s ts use Stea l th  to h i de  beh i nd  cover 

before fi r i ng  flaming arrows at opponents .  Once opponents 

a re wi th i n  60 feet ,  a cu l t ist d rops he r  bow and d raws her 

sc im ita r and  sh ie ld ,  c ha rg i n g  i nto melee to take advantage 

of he r  Open ing Vo l l ey feat  a nd  make Power Attacks .  

Morale The cu l t i s ts a re fanat i ca l l y  devoted to the Forgotten 

Pha raoh and fi gh t  to the death, which t r i gge rs their Troth 

of the Fo rgotten Pha raoh feat, destroy i ng  their bod ies .  

I f  a cu l t i s t  i s  knocked u nconsc ious o r  he r  captu re seems 

i nev i ta b l e, he r  Troth of the Forgotten Pha raoh feat  act ivates 

as  a n  immed iate act ion to p revent capture .  

STATISTICS 

Str 1 6, Dex 1 3, Con 1 6, Int  1 0, Wis 8, Cha 1 2  

Base Atk +7; CMB +1 0; CMD 2 1  

Feats Dodge, Imp roved I n i t ia t ive, Open i ng  Vo l l ey"', Po i nt­

B l a nk  Shot, Power Attack, Tough ness, Troth of the Forgotten 

Pha raoh (see page 1 7), Weapon Focus (sc im i ta r), Weapon 

Spec ia l i zat ion (sc im i ta r) 
Ski l ls C l imb  +6, Knowledge (nature) +5, Knowledge (re l i g i on) +2, 

L i ngu i st i cs  +1 ,  Percept ion +9, Stea l th  +8, Su rv iva l  +9 

Languages Anc ient  Os i r i a n i, Common, Os i r i a n i  

SQ a rmo r  t ra i n i n g  1 ,  t r a ck  +1 , wi l d  empathy +3  

Combat Gear  +1  flaming arrows (8), potion of cure moderate 

wounds; Other Gear +1 scale mail, mwk l i g ht wooden 

qu ickdraw sh ie ld"', +1 scimitar, mwk composite longbow (+3 Str) 
with 1 2  arrows, g i l t  wooden funerary mask (worth 25 gp), 4 gp  

Treasure: If the PCs recover both of the bronze sentinel's 

missing components and insert them into their proper 

receptacles ,  the sentinel's eyes glow green and the eyes 

of the serpents around its brow glow yellow. Silver runes 

form a glowing triangle of arcane sigils on its chest. All of 

the controls in the sentinel's inner chamber move easily, 

and the bronze sentinel becomes fully functional. The bronze 

sentinel is a modified, variant apparatus of the crab. Unlike 

an apparatus of the crab, the sentinel cannot swim, and 

instead of pincers and feeler, it has arms and hands. See 

page 62 for full details of the bronze sentinel. 

J. THE  S I GHTLESS SPH INX  
This area i s  detailed i n  Part 3. 

PAR..T 2: PRJDE OF lHE DISPOSSESSED 
The tribe of maftets who once lived "in the shadow of 

the Sightless Sphinx" has inhabited the Parched Dunes 

for generations. After being driven from the Sightless 

Sphinx by the Areshkagal-worshiping maftets under the 

leadership of Userib, the remainder of the tribe took up 

residence among the fallen walls of a ruined village called 

Kher-Ma. Though the site has been picked over countless 

times by explorers and tomb robbers, its sense ofantiquity 

remains, and the maftets feel comfortable in the ruins. 

In the mountains to the east ofKher-Ma stands an outpost 

that contains a shrine to Sekhmet, the Ancient Osirian 

goddess of war and healing. The maftets would like to 

receive Sekhmet's blessing at the shrine, believing it would 

help them reclaim their former home and heal the rift in 

their tribe, but the outpost's current residents-a group of 

efreet-aggressively defend their territory and repelled the 

maftets when they attempted to visit the shrine. 

F. RUI NS OF  KHER-MA (CR 1 2) 

Broken rock wa l l s  offer scant shade from the bu rn i ng  desert sun,  

but c loth sheets pa i nted with t r i ang les and  ye l low and  b l ue  st r ipes 

stretch between the crumb l i ng  wa l ls, afford i ng  some she lter. He re 

and  there, the wa l l s  rema in  i ntact enough to suggest the frame of 

a bu i l d i ng, but the ru ins  otherwise appear ravaged by t ime .  Sti l l , 

the ru ins  show some s igns  of hab itat i on .  Wooden barre ls topped 

with wh ite marb le l i d s  sta nd i n  a shady a rea next to a wa l l .  On 

the outsk i rts of the ru i ns, wooden racks  ho ld  st retched and  dry ing 

an ima l  h i des .  The h um of conversat ion d r ifts on the dry b reeze. 

Creatures: A pride of13 maftets is all that remains of the 

tribe that once dwelled near the Sightless Sphinx. Having 

recently suffered such terrible losses, the maftets are wary 

of strangers. Two adults always stand guard on the outskirts 

of the ruins; the other seven adults of the tribe remain 

inside the ruins with the tribe's four children. The guards 

look like 7-foot-tall, dark-skinned humans with the lower 

limbs of lions and gold-feathered wings stretching from 

their backs,. The guards challenge anyone who approaches, 

demanding to know their business with the tribe. 

If the PCs wish to talk or ask to trade or purchase 

supplies, the maftets require the characters to lay down 

their weapons as a show of good faith. Because of the recent 

troubles that have plagued the tribe, reluctance or attempts 

at negotiation on the part of the PCs stokes the fire of the 

maftets' suspicion, making them hostile. A successful DC 

25 Diplomacy check is required for the PCs to convince the 

maftets they are not hostile and should be allowed to keep 

their weapons for safety's sake. A request to speak to the 

leader of the tribe is likewise met with suspicion, but the 

maftets agree to bring their leader out for negotiations if 

the PCs lay down their weapons first. 

If the PCs make any mention of the Cult of the Forgotten 

Pharaoh or the Sightless Sphinx, the maftets order the PCs 

to wait where they are. One maftet remains on guard while 

the other leaves to fetch their leader, Erayu. See Meeting 

Erayu on page 17 for details of this encounter. 

Ifthe PCs are accompanied by the gynosphinx Tetisurah, 

they gain a +S circumstance bonus on any Diplomacy 

checks to befriend the maftets. 
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Ifthe PCs attack, they find themselves facing almost the 

entire pride of angry maftets-all the adults save Erayu. 

Though quick to defend their home, the maftets are not 

cold-blooded murderers. They first try to reduce a PC to 

unconsciousness before ordering the rest to leave. If the 

PCs attempt to negotiate during combat, the maftets are 

willing to call offhostilities but insist only one PC remain 

to talk while the rest must retreat at least ioo feet away. 

MAFTETS (8) CR 6 

XP 2,400 each 
hp 68 each (Pathfinder RPG Bestiary 3 1 88) 

TACTICS 

During Combat The maftets a re p rac t i ced war r io rs a nd  

immed i ate l y  take to the sky, then use the i r  r un i c  tattoos to 

act ivate cat 's grace and  magic weapon as a standa rd ac t ion .  

The maftets b rea k i n to two g roups  of fou r, a nd  each g roup  

targets a s i ng l e  opponent  wi th r ap to r  d ives. Each g ro up  then 

a r ranges i ts members i n to a d i amond-shaped fo rmat ion  

a round i ts t a rget to ga i n  fl a nk i ng  bonuses, focus ing attacks 

unt i l  t he  g roup's target i s  u nconsc ious o r  dead .  

Morale I f  t h ree  o r  more maftets a re s l a i n ,  the res t  take w ing  

and  retreat i n to the r u i n s  to fetch t he i r  young and  any 

supp l ies they can g r ab  before f l ee i ng .  

Meeting Erayu (CR 1 0) 
The pride's current leader, a maftet elder named Erayu, 

oversees the rearing of the young maftets, teaching them 

geography, desert survival, and their people's history. 

Over the years, Erayu has helped defend the tribe against 

bulettes, giant scorpions, sandstorms, and other threats, 

and the maftets have survived and even flourished. When 

Userib led his group of young maftets into the Sightless 

Sphinx, it came as a great shock to the tribe, especially to 

Erayu. This was a challenge unlike any the maftet leader 

had faced before. Erayu instinctively knew that the Sphinx 

was an evil place, but he could not bring himselfto abandon 

U serib and the others to their grim fate. But before he could 

formulate a solid plan for extricating the lost ones ,  Userib 

and the demon-worshiping maftets emerged and attacked 

their former tribespeople. After a pitched battle in which 

several maftets died, the tribe was forced to withdraw. 

Creatures: Assuming the PCs make peaceful contact with 

the maftets, Erayu emerges from the ruins to speak with 

them. Erayu is an aged maftet; his hair is white, his fur is 

streaked with gray, and his wing feathers are tipped with 

white, but he still carries himself with an inner strength. 

Erayu is cautious, but willing to talk to the PCs. He keeps 

two guards with him at all times and is alert for any signs 

of aggression on the PCs' part. Erayu is an even-tempered 

but protective maftet. The safety of his pride comes first, 

and any interactions with the PCs always lead back to the 

well-being of his people. Erayu has the habit of growling 

NEW FEAT 
Many cu l t ists of the Forgotten Pha raoh take pa rt i n  a 

pa i n fu l  r i tua l in wh i ch  they ca rve the cartouche of Hakotep 

i nto their f lesh to demonstrate their devotion to the cu l t .  

Th i s  r i t ua l  takes the form of a new feat . 

TROTH OF THE FORGOT TEN P HARAOH 

You 've p ledged you r  body to the Forgotten Pha raoh, and  a re 

w i l l i n g  to sacr i f ice yourse l f  to keep h i s  secrets even in death .  

Prerequ isite: Must be  a member of the Cu l t  of the 

Forgotten Pha raoh .  

Benefit :  Upon  tak ing  th i s  feat, you unde rgo  a r i t ua l  

where in  the car touche  of Pha raoh  Hakotep I i s  ca rved 

i nto your f lesh (typ ica l l y  on the chest o r  back), and then 

embe l l i shed wi th pa in fu l  c r imson and  ocher  ta t toos .  The 

r i t ua l  takes 1 hou r  to comp l ete, a nd  you take 3 po in ts  

of damage from the wound (see Spec ia l ,  be l ow). Upon  

comp le t i on  of the r i t ua l ,  you ga i n  the feat's benef i ts .  

As a n  immed iate ac t ion, o r  when you d i e, you can cause 

wh i te-hot f i re to bu rst f rom the tattooed car touche on  your 

f lesh ,  immo la t i ng  your  body i n  a br ight f l a sh  and  i nstant ly 

reduc i ng  i t  to ash .  I f  you a re st i l l  a l ive, you are immed iate l y  

s l a i n .  Spe l l s  such  a s  raise dead o r  speak with dead cannot 

be used on  you r  rema i ns, but  you r  equ i pment  i s  unaffected .  

As the f i re consumes you ,  f i e r y  snakes wh i p  out  of you r  

body  i n  a s-foot- ra d i u s  bu rst, dea l i n g  1 d6 po i n t s  of f i re 

damage + 1 po in t  per cha racter leve l .  Creatu res in the a rea 

can attempt a Reflex save to negate the damage (DC 10 + 

1/2 your  cha racter l evel + your  Const i tut ion mod i f i e r) .  I n  

add i t i on, creatures wi th i n  a 1 0 -foot bu rst mu s t  succeed a t  

a For t i tude save ( D C  1 0  + 1/2  yo u r  cha racter level + you r  

Const i tut ion mod i f i e r) o r  be  b l i nded  for 1 rou nd .  B l i nd  o r  

s ig ht l ess creatu res a re una ffected by th i s  b l i nd i ng  effect . 

Specia l :  You permanent ly  lose 3 h i t  points when you 

take th is feat . Th is damage can be hea led  only wi th a 

miracle or wish spe l l , bu t  do i ng  so causes you to lose a l l  

benef i ts  o f  t h i s  feat . 

softly when he thinks, a trait that can be off-putting to those 

he negotiates with. When he learns the PCs are seeking the 

Sightless Sphinx, Erayu thinks hard before replying. 

"Un t i l  recent ly, my peop le  l ived in the shadow of the S ig ht less 

Sph i nx .  C i rcumstances d rove us  from our homes, wh ich have 

now fa l l e n  i nto the c l utches of evi l .  I am  loath to d i rect you to the 

Sph inx wi thout  knowing mo re about  you .  Not on l y  i s  i t  a p lace 

of dange r, bu t  you cou l d  u n knowing ly  do  g reat ha rm .  I reg ret I 

cannot say more un t i l  I am  reassu red of your  a b i l i t ies .  Wou l d  you 

be w i l l i n g  to prov ide a serv ice to us  i n  exchange for  in format ion 

on  the S i gh t l ess Sph i nx?" 



RU INS  OF KHER-MA 

N thorp  

Corruption -4 ;  Cr ime -5 ;  Economy -4 ;  Law -3; Lore -2; 

Society -4 

Qual ities i n s u l a r  

Danger -1 0 

DEMOGRAPHICS 

Government a utocracy 

Population 13 (9 adu l t  maftets, 4 c h i l d ren) 

Notable NPCs 

Pride Leader Erayu (N ma l e  o l d  mallet f ighter  4) 

Shaman Sibri (N fema l e  mallet o rac le  3) 

MARKETPLACE 

Base Value SO gp; Purchase Limit 500 gp; Spellcasting 1 st 

Minor Items +1 banded mail, potion of cure moderate 

wounds; Medium Items -; Major Items -

If the PCs seem open to the idea, Erayu continues. 

"We chose to sett l e  in these r u i n s  because my peop le  a re 

most comforta b l e  in a nc ient  p l a ces, but  a l so  because a nearby 

outpost-though  otherwise too new to be of i n terest to us­

ho lds a shr ine to Sekhmet, our  patron of batt le .  

"Upon sett l i n g  he re, we jou rneyed to the outpost to make 

o u r  offe r i ngs  to the Lady of S l a ug hter, bu t  as we app roached,  

monstrous c reatures emerged from the outpost to d r ive us back." 

Erayu scratches the sand at his feet and spits to the s i de .  "Red­

sk i nned h umano id s  wi th cu rv ing  horns  sp rou t i ng  from the i r  

b rows and  f i re i n  t he i r  hea rts .  They attacked wi thout  warn i ng, 

and  we were forced to retreat before we lost even more from 

our pr ide. I d a re not r i sk a l l  of us  i n  a d i rect assa u l t .  Perhaps you 

cou l d  i nvest igate the outpost and c lear a path for us  to the sh r i ne  

of Sekhmet? Wi th Sekhmet 's b l ess ing, I wou ld  fee l  confident  i n  

s how ing  you the way  to the S i gh t l ess Sph i nx." 

Erayu does not know what manner of creatures guarded 

the outpost, but he can describe them as i2-foot-tall, red­

skinned humanoids with horns. They carried falchions 

and heat radiated from their bodies. Upon hearing Erayu's 

description, a PC who succeeds at a DC 23 Knowledge 

(planes) check can identify the creatures as efreet. If the 

PCs agree to visit the outpost and defeat the efreet within, 

Erayu gives them directions to the walled oasis (area H), 

which he describes as a solidly built outpost that has 

weathered years of abandonment well. 

ERAYU CR 1 0  

X P  9,600 

Ma le  o l d  maftet f ighter 4 (Pathfinder RPG Bestiary 3 1 88) 

N Med i um  monstrous humano i d  

l n i t  +4; Senses da rkvis ion 60 ft., low- l i g ht v is ion; Percept ion +1 6 

DEFENSE 

AC 2 5, touch  1 4, f la t-footed 2 1  (+7 a rmo r, +4 Dex, +3 na tu ra l ,  

+1 s h i e l d )  

hp 1 05 ( 1 2  H D; 8d 1 0+4d1 0+39) 

Fort +9, Ref +13 ,  Wil l  +9 (+1 vs. fea r) 

Defensive Abil ities b ravery +1 

OFFENSE 

Speed 40 ft . , f ly 60 ft .  (poor) 

Melee scimitar of the striking wing +1 7/+1 2/+7 (1 d 6+8/1 8-20), 

mwk sc im i ta r  +1 6/+1 1 ( 1 d6+6/1 8-20) 

Special Attacks pa i red  weapons, raptor d ive 

Spel l -L ike Abil ities (CL 8th; concentrat ion +9) 

Constant-mage armor 

3/day-magic weapon 

1/day-cot 's grace, protection from evil 

TACTICS 

Before Combat Before meet ing the PCs, Erayu casts protection 

from evil on h imse l f .  

During Combat Erayu casts magic weapon on  h i s  off- hand  

sc im ita r and  takes f l i g h t .  Once i n  the a i r, h e  raptor d ives 

at  the most heav i ly a rmored enemy, t ry ing to take down 

power fu l  war r i o rs before they can do  too much  damage .  

Morale E r ayu  fi g hts to the dea th  to de fend  h i s  p r i de .  

STATISTICS 

Str 1 8, Dex 1 8, Con 1 6, Int  1 4, Wis 1 4, Cha 1 2  

Base Atk +12 ;  CMB +1 6; CMD 3 0  

Feats Combat Ref lexes•, Doub l e  S l i ce, Imp roved Two-Weapon 

F i ght ing ,  L ightn ing Ref lexes, Two-Weapon Defense, Two­

Wea pon F i ght ing ,  Two-Weapon Rend, Wea pon Focus 

(sc im i t a r), Wea pon Spec i a l i zat ion (scim i ta r), W ingover 

Ski l ls  D i p lomacy +1 0, F l y  +1 0, Knowledge (geography) +8, 

Knowledge (h istory) +1 2, Knowledge (local) +8, Perception +1 6, 

Stea l th  +1 8, Su rv iva l +1 0 

Languages Anc ient  Os i r i an i ,  Common, Os i r i a n i, Sph i nx  

SQ a rmo r  t ra i n i n g  1 ,  r un i c  tattoos 

Gear +1 breastplate, scimitar of the striking wing (+2 scimitar, 

see page 63), mwk sc im i ta r, 1 70 gp  

MAFTETS (2) CR 6 

XP 2,400 each 
hp 68 each (Pathfinder RPG Bestiary 3 1 88) 

Development: If the PCs return to the ruins of Kher-Ma 

with the outpost cleared ofthe efreet and their allies and the 

shrine of Sekhmet accessible to the maftets, Erayu thanks 

them for their help. 

"You have i ndeed p roven your  worth .  It takes strength a nd  

pu rpose t o  su rvive the Parched Du nes, a nd  I s ee  now t h a t  you 

have both .  I t hank  you, and I wi l l  he lp you i n  your  q uest ." 

Erayu ruff les his w ings  and leans forwa rd to tel l  h is story. 

"We l ived for many generat ions i n  the shadow of the S ig ht less 

Sph i nx, g u a rd i n g  and  preserv i ng  it, though never enter ing it, for  
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anc ien t  ev i l  l i n gered wi th i n  i ts c rumb l i n g  wa l l s .  But  seve ra l  of 

our younger  k in ,  l ed  by a rash youth named User ib, dec ided to 

exp lo re the Sph i nx .  Of the dozen who ventu red  w i th i n, on l y  one 

retu rned, he r  face wh ite wi th fea r. She  to ld  us  that  Use r i b  had 

awakened the ev i l  with i n  the Sph i nx  and  that  i t  had  corru pted 

him and the others. Her words he l d  truth, for before we cou l d  

i n i t i ate a rescue, Use r i b  a nd  h i s  fo l l owers attacked .  Many  o f  

my t r i b e  f e l l  u n de r  t h e i r  assa u l t, leav i ng  us  no  cho i ce bu t  to 

abandon  the Sph i nx." 

A so l emn look sp reads  over Erayu's 

face. "I cou l d  say that i n  ou r  weakened 

cond i t i on, and  wi th the c h i l d ren to  

cons ider, we cou l d  not expec t  to w in  the 

day i n  a n  attack on the Sph i nx .  Th i s  wou l d  

be t r u e .  But  i t  i s  a l so  t rue t h a t  ou r  own 

k in  st i l l  res i de  w i th i n  the Sph i nx .  Can they 

be saved and retu rned to the p r i de? I do  

not know. I cannot  imag i ne  fac ing those 

we have ra i sed from b i rth  and mak ing the 

dec i s i on  to end  the i r  l ives. You a re s t rong and  I 

be l i eve you a re worthy sou l s .  We sha l l  d i rect you 

to the S i gh t l ess Sph i nx .  May Sekhmet g ran t  you 

power i n  batt le, and  Thoth g ive you the w isdom 

to do  what i s  necessa ry." 

Erayu gives the PCs directions to the 

Sightless Sphinx (area J), though he can't spare 

any ofhis maftets to accompany the PCs. 

Story Award: Award the PCs 9 ,600 XP for learning the 

location of the Sightless Sphinx from the maftets. 

H .  WALLED OAS IS  (CR VAR I ES) 
A successful DC 30 Perception check is required to discover 

this outpost while exploring the hex. If the PCs are 

following the directions of the maftets, they can find this 

location automatically. 

Weathe red stone wa l l s, st i l l  so l i d  desp i te obv ious years of wea r, 

sta nd strong and  t a l l  among  the desert  mounta i n  peaks .  The 

t ips  of g reen pa lm f ronds  j u st show over the top of the wa l l s, 

suggest ing a cou rtya rd w i th i n, a nd  a t h ree-story c i rcu l a r  tower 

r i ses from one corner of the compound .  An air of empt i ness 

hangs  over the outpost .  

This outpost was built around an oasis in a secluded 

valley where the peaks of the Pillars of the Sun extend into 

the Parched Dunes. The oasis still remains viable, and this 

guaranteed access to water, along with the good condition 

of the structures ,  makes the outpost a valuable site that 

has been fought over repeatedly. The stone masonry walls 

of the compound are 3 feet thick and stand 15 feet tall. 

Currently, a fierce noble efreeti named Kixexa and her 

small band of genies control the outpost. Kixexa's company 

includes two efreeti allies and a shaitan named Picasi. Kixexa 

and Picasi have been friends for decades and the efreet take 

orders from either genie. In addition, Picasi managed to 

make peaceful contact with a desert drake named Kjef-kadeq, 

who now serves as a guardian for the outpost in exchange for 

a portion of the genies' treasure. Kixexa's long-term goals 

involve gathering sufficient resources to return to the Plane 

of Fire and secure a small domain, but in 

the short term, she is content to maintain 

her position here while scouring the 

desert for treasure-laden ruins. 

One efreeti in human form always 

stands guard on the battlements 

(area Hs) above the provisionary, 

patrolling the walls of the outpost 

once every hour. If the efreeti spots 

anyone approaching the compound, 

it calls down a warning to the drake 

in area Hz. If intruders get within 

lOO feet of the outpost, the efreeti 

encircles them in a wall of fire to deter 

any closer approach. 

If the lookout alerts the compound, 

the second efreeti in area H4 joins him 

on the battlements. The lazy desert drake 

Kjef-kadeq remains in the courtyard, waiting to see 

whether the efreet really need his assistance. Only 

after the efreet call for aid several times does the 

drake stir itself, joining the combat ld4 rounds later, letting 

out a terrific roar to alert the rest of the inhabitants. 

H l .  Front Gate 
A 7-foot-tall gate of 2-inch-thick wood stands in the middle 

of the south wall. The gate is locked and the lock is rusted 

shut (hardness 5, hp 20, break DC 25, Disable Device DC 40); 

the genies fly over or stone glide through the walls. Climbing 

the walls requires a successful DC 20 Climb check. 

H2 .  Courtyard Oas is (CR 8) 

A p l a c i d  pond s i ts  in the center of the cour tyard, su r rounded  by 

seve ra l  l u s h  g reen pa lm trees and  p i l e s  of b leached bones .  S un ­

wa rmed  sand  fi l l s  the  rest of the cour tyard .  I n  the no rthwest 

corner, a stretch of b l ue -and -wh ite str iped canvas casts a 

patch of shade over a coup l e  of wooden cha i rs beneath i t .  A 

recta ngu l a r  b u i l d i n g  s i ts in the nor theast corner, a nd  a c i rc u l a r  

tower r i s e s  over the southeast corner. 

Creature: The desert drake Kjef-kadeq spends most of 

its time here baking in the sun. It leaves the outpost at 

night to hunt-the remains of its prey lie scattered around 

the edge of the oasis. Kjef-kadeq eagerly attacks anyone 

other than its allies who enter the compound, but it is lazy, 



and it waits id4 rounds before responding to calls for aid 

from the efreeti lookouts. 

KJ EF-KADEQ CR 8 

XP 4,800 

Desert d rake (Pathfinder RPG Bestiary 3 1 05) 

hp 1 03 

TACTICS 

During Combat Kjef-kadeq t r ies to catch as many enemies  

as  poss i b l e  wi th i ts sandstorm breath i n  the f i r s t  round  of 

combat (even i f  a n  efreet i i s  the a rea of effect, but  not i f  two 

of them a re). I t  then moves to attack the enemy who seems 

the most bad ly wounded from i ts breath ,  attack i ng  wi th b i te 

and ta i l  s lap .  I f  Kjef- kadeq fa l l s  to be low 40 h i t  po in ts, i t  r i ses 

i n to the a i r  and  attempts to stay out  of me lee, exc l us ive ly 

us ing i ts breath wea pon .  

Morale I f  r educed to 20  h i t  po i nts o r  fewer, Kjef- kadeq 

abandons  i ts a l l i es  and  attempts to f ly away. 

Treasure: Kjef-kadeq has buried its treasure beneath 

the sand in the courtyard. A successful DC 30 Perception 

check or DC 20 Survival check reveals a slightly grainier 

patch of sand in the courtyard, indicating the area has 

been dug up and smoothed down again. Buried beneath 

this patch of sand is a +i khopesh (Ultimate Equipment 30), a 

water elemental .!Jem (which Kixexa wanted to destroy and 

the drake managed to salvage) , a string of amber beads 

(worth 400 gp) ,  a silver circlet set with a pearl (worth 250 

gp) , and 2 ,000 gp in loose coins in a wooden chest. 

Development: If the PCs engage in combat in the 

courtyard, the efreeti in area H4 can attempt a DC 20 

Perception check to hear the battle ; if successful, it joins 

in on the following round. The DC reflects the thick stone 

walls of the tower and its distance from the battle. 

HJ .  Prov is ionary (CR 1 0} 

The th i ck  stone wa l l s  a nd  f loor  of th i s  chamber  keep the room 

coo l  even beneath the m idday sun. Wax-sea led c lay vesse l s  l i n e  

one  wa l l , a nd  a stack of crates s i t s  i n  a co rner. A f ew d ron i ng  

f l i es  b umb l e  a round i n  the da rk  room,  and  the sme l l  of r anc i d  

o i l  l i nge rs i n  the a i r. A wooden l adde r  c l imbs  u p  to a t rap doo r  

i n  the ce i l i n g .  

This provisionary holds old supplies, most of  which are 

unnecessary to the outpost's current denizens. The clay 

vessels were used to make olive oil and the spoiled remains 

of the oil coats the inside of the vessels. The crates hold 
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bundles of arrows, candles, linen sheets, and tools, and a few 

desiccated bits of dried rations. The trap door in the ceiling 

leads to area H5. 

Trap: The crates in the corner conceal a second trap door 

in the floor, which the PCs can discover with a successful 

DC 15 Perception check. The shaitan Picasi has made the 

rooms below (areas H8 and H9) her domain, and as she can 

stone glide through the floor, she's locked the trap door 

(hardness 5 ,  hp 15, break DC 18, Disable Device DC 25) and 

repaired an old trap in the walls that shoots razor-tipped 

arrows at anyone opening the door. 

BURST OF ARROWS TRAP CR 1 0  

X P  9,600 

Type mechan i ca l; Percept ion DC  25; Disable Device DC  25  

EFFECTS 

Trigger touch; Reset repa i r  

Effect Atk +20 ranged (8d6); mu l t i p l e  targets (a l l  targets i n  a 

20-f t .  r ad i us) 

Treasure: A successful DC 20 Perception check reveals 

three +2 ar rows tucked within one of the arrow bundles in 

the crates. 

H4.  Tower Main  F loor (CR 1 0) 

Arrow s l i ts in the wa l l  of th i s  rou nd  chamber  revea l s l ivers of the 

desert  outs ide .  I n  the cente r  of the room,  fou r  cane-back cha i rs 

su r round a tab le .  A cu rved stone sta i rcase a l ong  one  wa l l  l eads 

to a t rap doo r  i n  the cei l i n g .  

A wooden box underneath the table holds dusty tin 

plates ,  mugs ,  and cutlery. The trap door in the ceiling leads 

to area H6 and is barred from the other side (hardness 5 ,  

hp 15 ,  break DC 25). 

Creature: One efreeti resides in this room, unless  the 

compound has been alerted and it has joined its allies 

elsewhere. The efreeti attacks any intruders who enter 

the tower. 

EFREETI CR 8 

XP 4,800 

hp 95 (Pathfinder RPG Bestiary 1 4 0) 
TACTICS 

During Combat The efreeti casts wall of fire to sepa rate 

opponents as much as poss ib le and scorching ray to wear them 

down (watch ing  for s igns of f i re resistance) . I n  me lee, the 

efreeti uses its fa lch ion, tak ing 5-foot steps whenever possi b le  

to  fo rce enemies  to p rovoke attacks of opportun ity as they 

move to attack the efreet i .  The efreet a re used to fi gh t ing in 

tandem and ant ic i pate each other's moves if working together. 

Morale If reduced to 30 or fewer h i t  po i nts, the efreet i casts 

gaseous form and retreats to a rea H6 to reg roup .  

Trap: To prevent intruders from accessing her chamber 

above, Kixexa granted a wish to the desert drake Kjef­

kadeq to create a magic trap on the trap door to area H6. 

Attempting to open or even touching the trap door triggers 

the trap and launches a fireball into the center of the room, 

where it explodes, filling the entire room with flame. When 

necessary, the genies use a hidden switch to bypass the trap. 

F IREBALL TRAP CR 8 

XP 4,800 

Type mag i c; Perception DC 28; Disable Device DC  28 

EFFECTS 

Trigger touch (alarm); Reset none; Bypass h i dden  switch 

(Percept ion DC 2 5  to l ocate) 
Effect spe l l effect (fireball, 1 0d6  fi re damage, Ref lex DC 1 9  

ha l f); m u l t i p l e  targets (a l l  targets i n  a 20-f t . - r ad i u s  bu rst) 

Treasure: A wax-sealed tin casket in the box beneath 

the table contains pungent spice that still maintains its 

potency (worth 75 gp). 

H5 .  Battl ements (CR 8) 

A crene l l ated stone wa l l  edges th is roof, t hough  cutouts a l low 

access to the top of the compound 's wa l l s .  B l ow ing  sand  has  

scoured the edges of the defens ive wa l l  i n to smoothness, and  

fi ne g r i t  coats the roof, mak ing  footsteps c runch .  A wooden  t r ap  

doo r  s i t s  nea r  the center of the roof. 

The trap door leads to area H3 below. 

Creature: One efreeti spends most of its time on this 

roof, which gives it an excellent view of the surrounding 

desert. The efreeti normally takes human form while on 

lookout duty, and makes a circuit of the compound's walls 

once every hour. The efreeti engages anyone approaching 

the outpost (see area H). Its tactics in combat are identical 

to those of the efreeti in area H4. 

EFREETI CR 8 

XP 4,800 

hp 95 (Pathfinder RPG Bestiary 1 4 0) 

HS .  Chamber  of F lame (CR 1 1 )  

Sheets of roa r ing f lame form a c i rcu l a r  chamber  of so rts, with a 

cei l i n g  of crack l i ng  fi re overhead and  a f loor of s l ugg ish ly  moving 

lava .  More lava f lows down a curv ing sta i rcase of da rk  stone a long 

one f lam ing  wa l l .  To  the no rth, a huge  p i l e  of cush ions  l i es  upon 

a stone p latform a bove the lava f loor. Heat rad iates f rom every 

su rface, and the air i s  sharp with the tang of su l f u r  and ash .  

All of the flames and furnishings in this chamber are 

permanent ima.[Jes created by the room's occupant. Beneath the 



illusions are bare stone walls marked with graffiti carved by 

bored guards and a simple wooden table. The illusions also 

conceal a trap door in the floor that leads to area H4. The 

stairs are normal stone stairs leading up to a trap door in the 

ceiling that opens into area H7. Both trap doors are barred 

from this side, but the bars can be easily removed from 

within this room. Anyone interacting with the illusions can 

attempt a DC 20 Will save to disbelieve them. Because this 

room has no windows, the outpost's defenders retreat here if 

necessary during an assault on the compound. 

Creature: The leader of the genies at the outpost is a noble 

efreeti, a malikah named Kixexa. She spends most of her 

time in this chamber, which she has claimed as her personal 

quarters, working on her plans and maps ofthe desert. Kixexa 

values the strategic location of the compound highly and she 

immediately attacks intruders. Like many efreet, Kixexa has 

an inflated sense of self-worth and an arrogant confidence, 

but her intelligence keeps her from being too cocky. She curtly 

orders intruders away even as she unleashes fireballs in their 

faces. She maintains a terse, focused silence during combat, 

speaking only after particularly effective attacks or when an 

enemy falls: "As you can see, you are outmatched. Flee now 

and you may escape with your lives." Kixexa is content to let 

survivors flee from battle, but only after demonstrating her 

power by killing one or two opponents. 

KIXEXA CR 1 1  

X P  1 2,800 

Female advanced nob le efreeti (Pathfinder RPG Bestiary 1 40, 294) 

LE Large outs ide r  (extra p l a na r, fi re) 

l n it +9; Senses da rkvis i on  60 ft., detect magic; Percept ion +20 

DEFENSE 

AC 25, touch 1 5, f lat-footed 1 9  (+S Dex, +1 dodge, +1 0 natura l ,  

-1 s i ze) 

hp 1 49 ( 1 3d 1 0+78) 

Fort +1 0, Ref +13 ,  Wil l  +1 4 

Immune f i re 

Weaknesses vu l ne rab le  to co ld 

OFFENSE 

Speed 20 ft . , f ly 40 ft .  (perfect) 

Melee 2 s l ams +20 (2d6+8 p l u s  1 d 6  fi re) 

Space 1 O ft.; Reach 1 O ft .  

Special Attacks change s ize (DC 1 6), h eat (1d6 fi re) 

Spel l -L ike Abil ities (CL 1 5th; concentrat ion +1 9) 

Constant-detect magic 

At w i l l-plane shift (wi l l i n g  targets to e l ementa l  p l anes, 

Astra l P l ane, o r  Mater ia l  P l ane  on l y), produce flame, 

pyrotechnics (DC 1 6), scorching ray 

3/day-qu i ckened fireball (DC 1 7), heat metal (DC 1 6), 

invisibility, q u i ckened scorching ray, wall of fire (DC 1 8) 

1/day-grant up to 3 wishes (to non-genies on ly), gaseous form, 

greater invisibility, permanent image (DC 20), pyroc/astic 

storm (as ice storm, with fi re i nstead of co l d  damage) 

TACTICS 

During Combat K ixexa casts greater invisibility on he rse l f  

r i gh t  away and  fi l l s  the  room wi th q u i ckened fireballs and  

scorching rays i n  q u i c k  success i on .  When she  has expended 

he r  fireballs, K ixexa l a u nches q u i ckened scorching rays at 

those who seem most i n ju red by the f i re wh i l e  target i ng  

o the r s  wi th he r  a rea effect spe l l - l i ke a b i l i t ies .  K ixexa p refers 

to fi gh t  with her mag i c, but she attacks with her s l am attack 

i n  melee i f  she has  no other  cho i ce .  

Morale I f  reduced to fewer than  50 h i t  po i nts, K ixexa casts 

gaseous form and attempts to f lee, j o i n i ng  P icas i i n  a rea H9. 

STATISTICS 

Str 27, Dex 2 1 ,  Con 22,  Int  1 6, Wis 1 8, Cha 1 9  

Base Atk +13;  CMB +22; CMD 3 8  

Feats Combat Cast ing ,  Combat Refl exes, Dodge, Imp roved 

I n i t ia t ive", Imp roved Natu ra l  Attack (s l am), I ron W i l l , 

Qu i c ken Spe l l - L i ke Ab i l i t y  (fi reba l l ), Qu i c ken Spe l l - L i ke Ab i l i ty 

(sco rch i n g  ray) 

Ski l ls  B lu f f  +20, Craft (t raps) +1 8, D i sgu i se  +1 6, Fly +20, 

I n t im idate +20, Knowledge (geography) +12, Knowledge 

(p l anes) +12, Percept ion +20, Sense Motive +20, Spe l l craft +1 9, 

Stea l th  +1 7 

Languages Aquan, Auran,  Common, Dracon i c, l g nan, Os i r i an, 

Te rran; te lepathy 1 0 0  ft .  

SQ change shape ( humano i d  o r  g i a nt; alter self o r  giant form I ) 

Treasure: Kixexa wears jewelry worth a total of i ,ooo gp. 

In addition, a brass strongbox engraved with flames and 

set with a false ruby in its lid sits beneath the table. The 

strongbox is unlocked. It contains a handful of old coins 

from various kingdoms, a few chips of semiprecious stones ,  

a small length of brass chain, a key, and other sundries ,  

worth 25 gp in all. These items were claimed during the 

group's expeditions and weren't valuable enough on their 

own to keep for trade, but nonetheless caught Kixexa's eye. 

The key opens the chest in area H9. 

The strongbox also holds six maps of the Parched Dunes, 

crated by Kixexa based on reports from her efreeti allies and 

Picasi. Drawn on fine parchment in colored ink, the maps 

are both gorgeous works of art and accurate representations 

of the region. The maps grant a +S competence bonus on 

any Survival checks to navigate within the Parched Dunes. 

While the Sightless Sphinx does not appear on the maps, 

they do detail the locations of an abandoned temple of 

Sarenrae (the Lair of the King, area B), the obelisk in 

area D, and the Garden of Symmetry (area E), though they 

contain no clues as to what those locations are. In total, the 

beautifully drawn maps are worth 600 gp. 

H7. Unused Tower Room 

A l aye r  of sand  on  the f loor  he re g ives the impress i on  that  no  

one  has  used th i s  r oom for some t ime .  Ar row s l i ts i n  the c i rc u l a r  
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wa l l  afford a comp l ete v iew of both the cou rtya rd and  the 

desert  outs ide .  A wooden t rap doo r, ha l f  obscu red by sand, l i e s  

i n  the f loor. 

Kixexa and her allies have had no need to use this room, 

so they barred the trap door, which leads to area H6, from 

the other side (hardness 5 ,  hp 15 , break DC 25), cutting off 

this room as an access point. The PCs may be able to enter 

the tower this way via magical means (such as using 9aseous 

form to pass through the arrow slits) , but breaking through 

the trap door almost certainly alerts Kixexa in area H6. 

H8 .  Subterranean Storeroom (CR 9) 

The scent of coo l  water r i ses f rom a low stone c i rc l e  in one 

corner  of th i s  room,  a nd  a s tack  of wooden crates s tands i n  the 

oppos i te corner. A stone doo r  sta nds  i n  the west  wa l l .  

This chamber held stores for  the outpost's defenders 

in the event of a siege. The provisions once stored in the 

crates turned to dust years ago, but the well in the corner 

taps into the same underground reservoir as the oasis in 

the courtyard, and the water is still fresh. 

Creature: Once Picasi claimed these rooms as hers, she 

returned to the Plane ofEarth and bartered for the services 

of a greater earth elemental. The elemental remains in 

this room, guarding it from intruders. 

GREATER EARTH ELEMENTAL CR 9 

XP 6,400 

hp 136 (Pathfinder RPG Bestiary 1 23) 

TACTICS 

During Combat On  the f i rst round  of combat, the e l ementa l  

stomps heav i ly  on the g round  to warn P i cas i  i n  a rea H9 

of i n t ruders .  The e lementa l  stays away from the wel l  but  

otherwise uses i ts earth g l i de a b i l i ty to move i nto the f loor  

a nd  wa l l s  a nd  s t r ike from the re, g a i n i n g  cover  wh i le  i t  i s  

par t i a l l y  me lded  i nto the rock .  I t  pummels  a nyone i n  reach 

but  focuses on  i n d iv i dua l s  a pproach i ng  the door to a rea H9. 

Morale I f  the  e l ementa l  fa l l s  to 25  h i t  points o r  fewer, i t  s i nks  

i n to the g round and  wa i ts  for a day before resu rfac ing to  

l ook  for P i cas i  a nd  have he r  retu rn  i t  to the P l ane  of Ea r th .  

H9 .  Shr ine of Sekhmet (CR 1 0) 

A ta l l  warr io r  with the head of a snar l i n g  l i oness and  wea r ing a 

long red d ress l ooks out from the far wa l l  of th is  long chamber, 

seem ing ly  po ised to step out of the wa l l .  The go lden l i gh t  of 

f l i cker ing torches casts shadows over the fi ne ly  ca rved image, 

a lmost g iv ing it the appearance of l i fe. The carv ing stands 

beneath a stone a rch inscr ibed with h ie rog lyphs .  A 

sma l l  a l ta r  emb lazoned with seven crossed a rrows s its 

on a ra ised semic i rcu l a r  dais beneath the arch. 

The hieroglyphs on the arch are in Ancient Osiriani, and 

read, "Lady of Slaughter, Mistress of Red Linen, Mistress 

of Life, She-Who-Makes-the-Mighty-Tremble, hear our 

battle cry. Unfurl your banner beneath the sun and we shall 

follow your steps in the sand to victory." With a successful 

DC 20 Knowledge (religion) check, a character identifies the 

lioness-headed woman on the wall as Sekhmet, the Ancient 

Osirian goddess of fire, healing, vengeance, and war; the 

titles in the arch's inscription refer to her as well. 

Two everburning torches illuminate the room. 

Creature: The shaitan Picasi lives in this chamber. 

Although Picasi is not a worshiper ofSekhmet, the goddess's 

strength and warlike nature appeal to her and the stone 

walls and sandy floor make this chamber feel like home. 

If warned of intruders by the earth elemental in area H8, 



Picasi melds into the wall with meld into stone to hide and 

wait for a good ambush opportunity. Picasi is a determined 

opponent but has a more temperamental personality than 

her friend Kixexa. The shaitan attacks relentlessly and 

taunts her opponents about their weaknesses, pointing 

out every missed attack and laughing at their failures: 

"Who are you to think you can resist the strength of the 

mountains and the power of the earthquake?" 

PICASI CR 10 

XP 9,600 

Female sha i tan monk 6 (Pathfinder RPG 

Bestiary 1 43) 

LN  Large outs ide r  (ea rth, extra p l a na r) 

l n it +7; Senses da rkv i s ion  60 ft . ,  

t remo rsense 60 ft . ;  Percept i on  +20 

DEFENSE 

AC 26, to uch 1 6, f lat-footed 23  

(+3 Dex, +1 monk, + 3  Wis, 

+1 0 natu ra l, -1 s i ze) 

hp 1 27 (1 5 H D; 9d 1 0+6d8+51 )  

Fort +1 4, Ref  +1 1 ,  Wil l  +1 4; +2  vs. 

enchantments 

Defensive Abi l i t ies evas ion ;  DR 1 0/ 

adamant i ne  (1 20  po i nts); Immune d isease, 

e l ec t r i c i ty  

OFFENSE 

Speed 40 ft . , bu rrow 60 ft . , c l imb  20 ft . 

Melee f l u r ry of b l ows +1 9/+1 9/+1 4/+9 (2d6+7/1 9-20) 

Space 1 O ft.; Reach 1 O ft .  

Special Attacks ear th maste ry, f l u r ry of b l ows, meta lmo rph ,  

stone cu rse (DC 2 1 ), stu nn i n g  f ist (8/day, DC  1 6) 

Spel l -L ike Abi l ities (CL 1 2 th; concentrat ion +15)  

At w i l l-meld into stone, plane shift (wi l l i n g  targets to 

e lementa l  p l anes, Astra l P la ne, o r  Mater ia l  P l ane on ly), 

soften earth and stone, stone shape, veil (DC 1 9; se l f  on ly) 

3/day-qu i ckened glitterdust (DC 1 5), stoneskin, rusting 

grasp, stone tell, wall of stone 

1/day-transmute mud to rock (DC 1 8), transmute rock to 

mud (DC 1 8) 

TACTICS 

Before Combat P icas i  uses meld into stone to merge  wi th a 

wa l l  or the f loor  a nd  then casts stoneskin on he rse l f. 

During Combat P icas i  b u l l  rushes the c l osest ta rget to he r  

h i d i n g  p l a ce, attempt i ng  to d r ive the target i n to a wa l l  a nd  

t r a p  i t  w i t h  he r  stone cu rse a b i l i ty. Otherwise, she  l a s he s  ou t  

w i t h  a f l u r ry of b l ows at a nyone wi th i n  reach .  I f  p ressed, she  

uses  wall of stone to sea l  away some of he r  opponents .  

Morale I f  reduced to 30  h i t  po in ts  o r  fewer, P i cas i  bu r rows i nto 

the sandy f loor  and attempts to esca pe .  

STATISTICS 

Str 25, Dex 1 6, Con 1 7, Int  1 4, Wis 1 7, Cha 1 6  

Base Atk +1 3; CMB +23 (+27 bu l l  rush); CMD 38  (40 vs. b u l l  rush) 

Feats Awesome B low, Combat Cast ing ,  Combat Refl exes, 

C r i t i ca l  Focus, Go rgon's F i st, G reater B u l l  Rush, Imp roved 

B u l l  Rush, Imp roved Cr i t i ca l (u na rmed str i ke), Imp roved 

I n i t ia t ive•, Imp roved Una rmed Str i ke, Power Attack, Q u i cken 

Spe l l - L i ke Ab i l i t y  (g l i t terdu st), Scorp ion Sty le, Stu nn i ng  F i s t  

Ski l ls  Acrobat ics +20 (+30 when j ump i ng), Appra i se +1 4, 

B l uf f  +1 5, C l imb  +27, Craft (gemcutt i ng) +1 4, Knowledge 

(eng i nee r i ng) +1 4, L i ngu i st i cs  +3 ,  Percept ion +20, Sense 

Mot ive +1 6, Spe l l craft +1 4, Stea l th  +1 7 

Languages Aquan, Auran,  Common, l g nan, 

Os i r i a n i, Te rran; te lepathy 1 0 0  ft .  

SQ fast movement, h i g h  j ump, k i  poo l  (6 po in ts, 

mag i c), maneuver tra i n i ng, s l ow fa l l  30 ft . ,  

s tone g l i d e  

Gear potions of cure serious wounds (3) 

Treasure: Kixexa has secured most 

of the treasure that her group has 

found in the desert in a vault on the 

Plane of Fire. However, the efreeti 

malikah has not yet transported 

their latest haul, which remains in 

this chamber in an iron chest bound 

in brass bands with a lock shaped like 

a grinning efreeti. A successful DC 30 Disable 

Device is required to open the chest (Kixexa in area 

H6 has the key). The chest contains a necklace of fireballs 

type III, a set of six silver cups engraved with river scenes 

(worth 450 gp as a set), a heavy gold ring set with chips of 

lapis lazuli (worth i85 gp) , i5 pp, and 280 gp. The chest also 

holds a triangular iron bar engraved along each side with 

a stylized silver eye. A detect ma_gic spell reveals the object's 

faint transmutation aura; with a successful DC 20 Spellcraft 

check, a character identifies the object as a control rod 

containing the sentience and programmed responses for a 

type of automaton or construct (the bronze sentinel at area I). 

Development: If Kixexa flees from battle in area H6, 

she retreats here and drinks all of Picasi's potions of cure 

serious wounds to bring herselfback to fighting strength. 

PART 3: IN lHE SHADOW OF lHE 
SIGHILESS SPHINX 
The Sightless Sphinx is a colossal statue of a six-legged, 

faceless sphinx that represents Areshkagal, the demon lord 

of greed, portals ,  and riddles. The Cult of the Forgotten 

Pharaoh recently attempted to seize the Sphinx to use 

as a base of operations, and is still struggling with the 

complex's previous inhabitants ,  a group of Areshkagal­

worshiping maftets, for control of the structure. 

J. ENV IRONS OF THE  S I G HTLESS SPH INX  
The girtablilu mercenaries allied with the Cult o f  the 

Forgotten Pharaoh have set up a perimeter around the 
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Sightless Sphinx. While the main force resides inside the 

Sphinx and works with the cultists there, a small group 

camps outside the Sphinx, patrolling the perimeter and 

serving as a first line of outer defense. 

The girtablilus are fierce and ruthless mercenaries who 

attack without hesitation when the perimeter is breached. 

The PCs may attempt to gain access to the Sphinx through 

stealth, but the girtablilus are alert and perceptive , and the 

unusual properties of the Sphinx make magical attempts 

to enter the structure difficult (see area K for details). Use 

the map on page 32 for the following encounters. 

J l .  Avenue of Sph inxes (CR 1 2) 

A wide avenue  leads u p  to a co lossa l  statue of a seated sph i nx. 

Though  the sph i nx's s l oped shou l de rs, powerfu l  l eon i ne  body, 

and  c lawed l imbs were ski l l f u l l y  crafted, i ts face is an ob l i terated 

and jagged mass of stone. The scou r i ng  fo rce of eros ion seems 

absent here; a de l i berate rawness has been i nfused i n  the 

deg raded face, a tormented, a lmost ma l i c ious devastat ion that 

g ives the st i l l  f ig u re a n  ominous  a u ra .  Huge paving stones m igh t  

once have fo rmed a path to the statue, but  now a ca rpe t  o f  

sand b lows ac ross the b roken s labs .  Two rows of sma l l e r  sph i nx  

statues, the i r  faces f l a t  and  feature less, b l i nd ly  gaze at each o the r  

ac ross the avenue  f rom atop s tone pedesta l s .  A r i ng  of heavy 

stone b locks enc i rc les the l a rge  sphinx beyond  the avenue, a 

rough  per imeter ma rred by f requent gaps and  miss ing stones .  

The sphinx statues lining the avenue are approximately 

15 feet tall. The stone blocks ringing the Sightless Sphinx 

are of various sizes, but they average 30 feet in length and 

10 feet tall. 

Creatures: A strong contingent of girtablilu mercenaries 

always wards the direct approach to the Sightless Sphinx. 

Three girtablilus remain on guard beyond the stone ring, 

trading shifts with the girtablilus at area J5. The girtablilus 

stay out of direct line of sight behind the stone blocks, 

waiting for intruders to trigger the steel scorpion traps 

buried beneath the sand (see Traps, below) before attacking. 

G IRTABLILUS (3) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 

TACTICS 

During Combat The g i rta b l i l u s a re sk i l l ed  and  ca l cu l a t i ng  

war r io rs .  They focus  t he i r  attacks on  me lee  f ig hters who dea l  

s i gn i f i cant damage o r  on  spe l l casters whose spe l l s  affect 

the g i r ta b l i l u s .  I n  the f i rst round  of combat, two g i rt ab l i l u s  

c a s t  summon nature 's ally to conj u re g i an t  scorp ion 

re inforcements, wh i le  the t h i rd s t r ikes a gong  to a l e r t  the 

c u l t ists and  g i rt ab l i l u s  i n  a reas J2 and  JS .  

Morale I f  two of the g i rta b l i l u s  at th i s  locat ion a re k i l l ed, the 

su rv ivor retreats to a rea JS .  

Traps: The girtablilus have buried three steel scorpion 

traps in the sandy area between the stone blocks beyond 

the avenue of sphinxes. Similar to an oversized bear trap, 

a steel scorpion trap looks like an upside-down metal 

scorpion. When stepped upon, the sharpened legs of the 

scorpion snap closed around the triggering creature's 

ankle, hindering its movement. At the same time, a hinged 

arm like a stinger flips up, injecting the victim with 

scorpion venom. 

STEEL SCORPION TRAPS (3) CR S 

XP 1,600 each 
Type mechan i ca l; Percept ion DC 20; Disable Device DC 20 

EFFECTS 

Trigger l ocat ion; Reset manua l  

Effect sha rp  j aws  sp r i n g  shu t  a round  the creatu re's ank l e  (3d6 

damage); s t i nger  (Atk +1 5 me lee [1 d4  damage p l u s  Large 

scorp ion venom]); Ref lex DC 20  negates; the creatu re's base 

speed i s  ha lved (o r the creatu re is he ld immob i l e  i f  the  t rap 

is attached to a so l i d  object); the creat u re can escape wi th 

a successfu l  DC 20  D i sab le  Device check, DC 22  Escape Art ist 

check, o r  DC  26 Strength check .  

Development: If a defender rings the gong, the sound 

alerts the cultists in area Jz , who prepare for battle but allow 

the girtablilus to handle the intruders-that's what they 

were hired for, after all. A single warden of the Forgotten 

Pharaoh crawls along the wall to spy on the combat, and 

returns to alert his companions ifthe PCs clearly have the 

upper hand (and to report on any obvious PC tactics). 

J2 .  Bone Forest (CR 1 1 )  

A g rove of stra nge  pa lm trees stretch toward the sky to the 

south of the Sph i nx .  The i r  b leached-wh ite, c ha l ky t r unks su ppo rt 

b l ade l i ke f ronds  of d u l l  ivory, as if some g i a nt hand  set cu rved 

and serrated bones atop the trees . A gent le  breeze b l ows, bu t  

the g rove rema i n s  immob i l e  as  the Sph i nx  bes ide i t .  

Cultists of Areshkagal built these bone trees hundreds 

of years ago, though their reasons for doing so remain 

a mystery. A successful DC 24 Knowledge (arcana) check 

reveals that the tree trunks are magically shaped stone 

and the palm fronds are actually crafted from sphinx 

bones. Three small canvas tents sit in the shade cast by 

the bone forest. 

Creatures: Six cultists of the Forgotten Pharaoh-three 

wardens and three zealots-are stationed in the grove to 

help maintain the perimeter. One of the warden crouches 

atop the ring wall surrounding the Sightless Sphinx and 

uses ranged attacks against intruders; the others fight 

from within the bone forest, using the trees for cover 

whenever possible. 



WARDENS OF THE FORGOTTEN PHARAOH (3) CR 6 

XP 2,400 each 
hp 73 each (see page 1 5) 

TACTICS 

During Combat The cu ltists take cover beh ind trees or stone b locks 

and fire flaming arrows at opponents. I f at least two zea lots a re 

s l a i n, the surv iv ing wardens d rop  the i r  bows and  cha rge i nto 

me lee to take advantage of the i r  Open ing  Vo l l ey feat. 

Morale The sta l k i ng  cu l t i s ts fi g ht to the death, t r i gge r i ng  t he i r  

Troth of the Forgotten Pha raoh feat . 

ZEALOTS OF THE FORGOTTEN PHARAOH (3) CR 6 

XP 2,400 each 
Human  ba rba r i an  (e lementa l  k i n) 7 (Pathfinder RPG Advanced 

Player's Guide 78) 

CE  Med i um humano i d  ( h uman) 

l n it +3; Senses Percept ion +1 1 

DEFENSE 

AC 1 8, to uch 1 1 ,  f lat-footed 1 5  (+7 a rmor, +3 Dex, -2 rage) 

hp 76 each (7d 1 2 +25) 

Fort +1 0, Ref +5, Wil l  +5 

Defensive Abil ities imp roved uncanny  dodge; DR 1/-; Resist 

e l ect r i c i ty 3 

OFFENSE 

Speed 30 ft .  

Melee +1 longspear +1 4/+9 (1 d8+8/x3) or 

mwk warhammer  +1 3/+8 (1 d8+7/x3) 

Ranged mwk jave l i n  +1 1 (1 d 6+5) 

Special Attacks e lementa l  fu ry (+2 rounds), rage ( 17  ro unds/ 

day), rage powers (energy res ista nceAP0 [e lect r i c i ty] ,  lesser  

e lementa l  rageAP0 [e l e ct r i c ity], qu i ck ref lexes) 

TACTICS 

During Combat The zea l ots f ly i nto a rage  on the f i rst round  

of combat, cha rg ing  the nea rest foes w i t h  the i r  l o ngspears .  

Once i n  me l ee, they a ct ivate the i r  lesser  e lementa l  rage 

power a nd  make Power Attacks every round ,  rega rd l ess of 

the accuracy of t he i r  attacks. I f  a n  opponent  gets w i th i n  the 

reach of a zea l ot 's l ongspear, the zea lot d rops his spea r and  

attacks w i t h  h i s  wa rhammer. 

Morale Devoted to the Forgotten Pha raoh, the zea lots f ight to 

the death, t r igger ing the i r  Troth of the Forgotten Pharaoh feat. 

STATISTICS 

Str 20, Dex 1 6, Con 1 7, Int 1 0, Wis 1 2, Cha 8 

Base Atk +7; CMB +12 ;  CMD 23  

Feats C leave, G reat Fort i tude, Power Attack, Troth of t he  

Forgotten Pharaoh (see page  1 7), Weapon Focus ( longspear) 

Ski l ls  Acrobat i cs  +1 0, C l imb  +1 2, I n t im idate +9, Percept ion +1 1 ,  

Su rv iva l + 1 1  

Languages Common, Os i r i an i  

SQ f a s t  movement 

Combat Gear potions of cure moderate wounds (2 ) ;  Other 

Gear +1 breastplate, +1 longspear, mwk jave l i n s  (3), mwk 

wa rhammer, g i l t  wooden funera ry mask (worth 25  g p), 5 gp 

JJ. Rear Guard (CR 1 0) 

A pav i l i o n  tent, i t s  ca nvas wa l l s  p a i nted i n  sw i r l i n g  red a n d  go l d  

des i g ns, sta nds  nea r  t he  sou thwestern c o r n e r  of t he  s p h i nx .  

Eas t  of  t he  sma l l  cam p, a ba r r i c ade  of s tone b l ocks  fo rms a 

defens i b l e  b l i n d .  

Creatures: A single girtablilu mercenary guards the rear 

perimeter around the Sphinx, accompanied by a giant dust 

scorpion native to the Parched Dunes. If trouble occurs, 

the girtablilu sounds a gong to alert its allies in areas 

J1 and Jz and uses its vermin empathy to order the dust 

scorpion to attack. 

DUST SCORPION CR 8 

XP 4,800 

Deadfa l l  scorp ion (Pathfinder RPG Bestiary 3 237) 

hp 95 

G IRTABLILU CR 8 

XP 4,800 

hp 1 05 (Pathfinder RPG Bestiary 3 1 3 0) 

TACTICS 

During Combat The g i rta b l i l u  focuses on ho l d i n g  off i nvaders 

unt i l  he lp a rr ives .  

Morale The g i rta b l i l u  fi g hts to the death .  

Development: If a defender rings the gong, the sound 

alerts the cultists in area Jz , who prepare for battle but 

allow the girtablilus to handle the intruders alone­

that's what they were hired for, after all. A single warden 

of the Forgotten Pharaoh crawls along the wall to spy on 

the combat, and returns to alert his companions if the 

PCs clearly have the upper hand (and to report on any 

obvious PCs tactics). The gong also alerts the girtablilus 

in area J1, who send two of their members to help defend 

the area. 

J4 .  Scaffo ld  Lookout (CR 1 0) 

A wooden scaffo l d  s tands aga i nst the cu rved haunch  of the 

sph i nx .  A spyg lass wi th a shaded lens  a nd  a sma l l  b rass gong  

are mou nted on  a w ide p l a tform at the top of the scaffo ld ,  

s upported by ang led beams. 

Creatures: Two girtablilus are always posted atop the 

scaffolding, using the spyglass to watch for intruders. If 

the lookouts notice a potential threat, they strike the gong 

to alert the camp. 

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 



TACTICS 

During Combat The g i rta b l i l u s use summon nature 's ally to 

conj u re g i a nt sco rp ions  to he l p  them fend off i n t ruders .  

Morale The g i rta b l i l u s fi gh t  to the death .  

J5. The Shadow of the Sphinx (CR 1 2) 

A vast, da rk  shadow stretches ac ross the sand  nor th  a nd  east 

of the sph i nx .  Based on  the pos i t ion of the sun overhead, the 

mono l i t h i c  statue shou l d  cast a shadow i n  a comp l ete ly d i fferent 

a rea, one  that i s  f u l l y  i l l um i nated i n  s u n l i g ht . Even more 

strange ly, the patch of da rkness rema ins  constant as the sun  

moves ac ross the sky. Fou r  pavi l i on  ten t s  pa i nted with red and  

go l d  sw i r l s  s i t  w i t h i n  the shadow. 

Before being driven from the area, the maftet tribe lived 

"in the shadow ofthe Sightless Sphinx," and the description 

is quite literal. Centuries ago, the cultists of Areshkagal who 

erected the Sphinx thinned the boundaries between the 

Material Plane and the Shadow Plane in this area, creating 

a magical portal that allowed creatures to easily travel 

between the two planes. During the battle with the templars 

of Sarenrae, the portal was destroyed, but the resulting 

magical backlash locked the shadow of the Sightless Sphinx 

in place, creating this area of permanent shade that never 

moves, regardless ofthe sun's position in the sky. As a result, 

this area remains pleasant and cool, even in the blazing heat 

of afternoon. After the maftets left, the girtablilus set up 

camp in the same spot. 

Creatures: Three girtablilu mercenaries relax in the 

camp, preparing meals and sleeping when off-duty. The 

mercenaries' second-in-command, Orchamus, remains 

in this area too, receiving reports and planning defense 

strategies. Orchamus and his mercenaries hold this area 

if an alarm is sounded, knowing that survivors from 

besieged areas will regroup in the shadow. 

Orchamus is a levelheaded and intelligent fighter and 

tactician, acting as a calming counterpart to the hot­

tempered mercenary leader, Rubila, who commands the 

mercenaries inside the Sphinx. Orchamus's focus is on 

honoring the contract the girtablilus have with the Cult 

of the Forgotten Pharaoh. Even if obviously outnumbered 

and overpowered, he orders his remaining mercenaries 

to attack. In battle , he issues commands in a strong voice,  



periodically addressing his enemies with exhortations 

to leave: "You are forcing me to execute my orders. Turn 

back lest we both lose warriors. Nothing within can be so 

valuable as to warrant this loss oflife." 

If the PCs request or demand negotiations, Orchamus 

is willing to temporarily suspend violence. He allows the 

PCs only a minute or 2 to make their case, though, before 

resuming the battle. Years of experience have taught 

Orchamus the value of reputation and reliability, even in 

the face of death, and no amount of persuasion or bribery 

can convince the girtablilu to abandon the contract. 

The girtablilus care deeply for their culture and 

tradition, however, and one topic that can sway Orchamus 

is knowledge of the dead girtablilu, Dakuri, whose body 

lies in area A. After Dakuri went missing, Orchamus tried 

to find him, but the scout's skill in covering his tracks 

foiled even Orchamus's best efforts. Orchamus has been 

deeply disturbed ever since Dakuri's disappearance, 

especially considering the young 

scout is Rubila's nephew. If the 

PCs bring up their discovery of 

Dakuri's body, Orchamus 

tries to hide his 

interest in their 

claim, but a PC who succeeds at a DC 20 Sense Motive 

check senses the girtablilu's curiosity. If the PCs describe 

their findings and offer to return Dakuri's scorpion tail 

amulet, they can attempt a DC 31  Diplomacy check. If 

the PCs respectfully buried Dakuri's body according to 

girtablilu custom and inform Orchamus of their actions, 

the DC of the Diplomacy check is reduced to 26. If the 

check is successful, Orchamus agrees to let the PCs enter 

the Sightless Sphinx without further interference from 

his troops ,  and suggests that the PCs return Dakuri's 

amulet to his aunt Rubila, the mercenaries '  commander. 

Orchamus cannot, however, promise that Rubila, who is 

notoriously aggressive , will honor the deal. 

G IRTABLILUS (3) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 

TACTICS 

During Combat The g i rta b l i l u s obey Orchamus's i n st ruc t ions 

unq uest i on i ng l y. 

Morale The mercenar ies  fi gh t  to the death .  

ORCHAMUS CR 9 

XP 6,400 

Male g i rta b l i l u  ra nger  1 (Pathfinder RPG Bestiary 3 1 3 0) 

LN Large monstrous humano i d  

l n it +8 ;  Senses da rkv i s ion  60 f t . ,  t remo rsense 3 0  ft . ;  

Percept ion +1 6 

DEFENSE 

AC 24, touch  1 4, f la t-footed 1 9  (+2 a rmo r, +4 Dex, +1 dodge, 

+8 natura l ,  -1 s i ze) 

hp 1 1 6  (1 1 d 1 0+56) 

Fort +1 0, Ref +13 ,  Wil l  +1 0 

OFFENSE 

Speed SO ft .  

Melee mwk bard i che"' 

+1 8/+1 3/+8 (1 d 1 0+1 0/1 9-20) or 

2 c l aws +1 7 ( 1d6+7 p lus g ra b), 

s t i ng +1 7 (1 d6+7 p l u s  po i son) 

Space 1 0  ft . ;  Reach 1 0  ft .  ( 1 5  ft .  

w i th  ba rd i che) 

Special Attacks constr i c t  (1 d6+7), 

favored enemy (monstrous 

h umano ids  +2), po ison 

Spel l -Like Abil ities (CL 1 0th; 

concentrat ion + 1 1 )  

1/day-summon nature 's ally V 
( 1 d3  g i an t  scorp ions) 

TACTICS 

During Combat Orchamus 

o rde rs the g i rta b l i l u s  unde r  h i s  

command to engage foes  i n  
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with h i s  bard iche .  If opponents get wi th in  the reach of h i s  

weapon, he i n stead uses  h i s  na tu ra l  attacks. 

Morale Hono r  i s  pa ramount  to Orchamus, and he  fi g hts to the 

death to upho l d  h is contract .  

STATISTICS 

Str 25, Dex 1 8, Con 20, Int  1 2, Wis 1 2, Cha 1 3  

Base Atk +1 1 ;  CMB +1 9 (+23 g rapp l e); CMD 34  (46 vs. t r i p) 
Feats Dodge, Imp roved I n i t ia t ive, Imp roved V i ta l  Str i ke, 

I ron W i l l , Mob i l i ty, V i ta l  St r ike 

Ski l ls  C l imb  +1 9, Craft (c l oth) +9, Knowledge (geography) +8, 

Knowledge (h istory) +6, Knowledge (nature) +8, Perception +1 6, 

Sense Mot ive +6, Stea l th  +1 8, Su rviva l +1 4 

Languages Common, G i rta b l i l u, Os i r i a n i  

SQ scorp ion empathy +1 1 ,  t rack + 1 ,  unde rs ized wea pons, w i l d  

empathy +2 

Combat Gear restorative ointment; Other Gear l ea ther  a rmo r, 

mwk bard i che"', ivory dagge r  pendant  (worth 2 5  gp), 52 g p  

Story Award: If the PCs  successfully negotiate with 

Orchamus to enter the Sightless Sphinx, award them 

20,800 XP, as if they had defeated the girtablilus in combat. 

J6 .  The Arms of the Sph inx  (CR 1 0) 

A b road path leads between the outstretched fore l imbs of the 

g i a nt statue, one  of wh i ch  has  co l l a psed i nto a tower i ng  heap o f  

r ubb l e .  At  th i s  c lose p rox im i ty, the sph i nx  l ooms l i ke a mounta i n  

above, i ts fea tu re l ess v i sage sta r i ng  b l i nd l y  ou t  i nto the desert .  

A set of doub l e  doo rs, made  of the same d u n -co lo red sandstone 

as  the sph inx i t se l f, a re ca rved i nto the sph i nx's chest .  I n l a i d  

h i erog lyphs of ivory and  l a  p i s  l a z u l i  on  the doo rs catch wha t  l i t t l e  

l i g ht makes i ts way i nto the shadowed avenue .  

The doors are sealed with an arcane lock (hardness 8 ,  

hp 60, break DC 38; Disable Device DC 50) and are trapped. 

If the PCs search the collapsed left front leg of the 

Sphinx, a successful DC 25 Perception check enables them 

to find a secret door in the rubble that leads to area KJo. 

Trap: Any attempt to open the double doors triggers the 

trapped glyphs on the doors. The Cult of the Forgotten 

Pharaoh lost three members to the trap before Serethet 

herself arrived and deciphered the meaning of the glyphs 

and how to open the doors. 

A character who succeeds at a DC 15 Perception check 

notices that the inlaid hieroglyphs are loosely set in 

the doors. The hieroglyphs act as "buttons" to open 

the doors, provided the correct combination is known. 

The hieroglyphs are Ancient Osiriani representations 

of Golarion's solar system. Anyone who reads Ancient 

Osiriani or who succeeds at a DC 30 Linguistics check 

(DC 20 if the character speaks contemporary Osiriani) can 

attempt a DC 15 Knowledge (arcana) or Knowledge (nature) 
check to identify the 12 planets: Aballon, Castrovel, 

Golarion, Akiton, Verces, the Diaspora, Eox, Triaxus ,  

Liavara, Bretheda, Apostae, and Aucturn. 

A character who succeeds at a DC 15 Knowledge (planes) 
or Knowledge (religion) check recognizes the Sightless 

Sphinx as a representation of Areshkagal, the demon lord 

of greed, portals, and riddles. Once the hieroglyphics 

representing the planets and Areshkagal have been 

identified, a character can work out which buttons to 

press to open the door by attempting a DC 25 Knowledge 

(arcana) or Knowledge (planes) check to know which 

planets are associated with Areshkagal's areas of concern. 

On a success, a character knows that Eox represents greed, 

Castrovel represents portals, and Aucturn represents 

riddles. Pressing the hieroglyphs representing those three 

planets bypasses the trap and opens the doors. 

Pressing the wrong hieroglyphs or attempting to 

break down the doors triggers the trap. In this case, any 

creatures standing between the forelegs of the sphinx 

suffer a hallucination of the faceless head of the sphinx 

toppling forward to crush and bury them under tons of 

rock. A successful DC 23 Will save identifies the vision 

as a hallucination; otherwise, an affected creature must 

succeed at a DC 23 Fortitude save or die of fright. 

A rogue who succeeds at a DC 34 Disable Device check 

can disable the trap, but the doors remain sealed. 

COLLAPSING SPHINX TRAP CR 1 0  

X P  9,600 

Type mag i c; Perception DC 34; Disable Device DC  34  

EFFECTS 

Trigger touch (alarm); Reset a utomat ic; Bypass see a bove 

Effect spe l l  effect (weird, death, Fort DC 23  for 3 d6  po i nts of 

damage, 1 d 4  po ints  of Strength damage, and stu nned for 

1 ro und ); W i l l  DC 23  negates; mu l t i p l e  ta rgets (a l l  creatu res 

i n  the a rea between the S ig ht less Sph i nx's fore l imbs) . 

K. S I GHTLESS SPH INX  
The imposing statue o f  the Sightless Sphinx i s  over 600 

feet long and rises almost 200 feet high. The Sphinx's 

walls are made of2-foot-thick stone blocks. The blocks are 

not mortared in place, but have been formed so smoothly 

and laid together so perfectly that they have almost fused 

together over the years from the weight of the structure. 

When the original cult of Areshkagal inhabited the 

Sphinx, the cultists performed a number of bloody and 

corrupt rituals to their demonic patron. In exchange, 

the Sphinx was imbued with protective wards that have 

only now begun to wear thin. In general, the Sphinx's 

outer walls block any sort ofteleportation or dimensional 

travel spells, including dimension door, etherealness, teleport, 

and similar spells. They also block any divination spells 

attempting to locate the Sphinx or anything inside it, 

including clairaudience/clairvoyance,find the path, leJJend lore, 



locate creature, scryin!J, or similar spells. These spells work 

normally inside the Sightless Sphinx, but their effects 

cannot pass through the structure's outer walls. 

With these wards in place , the front doors are the most 

obvious way into the Sphinx's interior, but the PCs may 

be able to find other routes. In addition, the protective 

barrier has worn thin in some spots. Anyone within 30 feet 

of the Sphinx can attempt a DC 30 Spellcraft check to note 

a weak spot where teleportation and scrying are possible. 

These weak spots change constantly, however, and further 

attempts at scrying or teleportation, even in the same area, 

require new Spellcraft checks. 

If the PCs have acquired the bronze sentinel (see area I), 

they might choose to bring it inside the Sphinx, though it 

must squeeze through many of the Sphinx's doorways. The 

bronze sentinel also interacts with some areas of the Sphinx 

in specific ways. The effects of these interactions are noted 

in the descriptions of the individual rooms. 

Once inside the Sightless Sphinx, the PCs face danger 

from all sides. Near the front and on the upper level, the Cult 

of the Forgotten Pharaoh holds sway. In the rear section, the 

maftet cult of Areshkagal and its glabrezu ally Ninureset 

control the halls. Between the two is a contested zone full 

of skirmishes and subterfuge. The PCs can find some 

assistance in the form of a long-dead paladin of Sarenrae 

whose spirit lingers in the ruin, as well as an ancient vault 

beneath the Sphinx that still holds weapons of power. 

Unless otherwise noted, the ceilings within the Sphinx 

are 20 feet tall and the rooms and corridors are dark. The 

doors are stone and usually unlocked (hardness 8 ,  hp 60,  

break DC 28). 

Kl . Entrance Ha l l  (CR  1 2) 

A g rand  entrance h a l l  s t retches forth beyond the doub l e  doo rs .  

F lames f l i cke r  atop ten -foot-ta l l  stone p i l l a rs ma rked wi th g raven 

eyes, fi l l i n g  the h a l l  with r i p p l i n g  shadows. Though  an  a u ra of 

anc ien t  st i l l ness hangs  i n  the room, the smooth stone  f loor  

shows no dus t  o r  ma rks of age .  Woven reed cu r ta i ns  cover  the 

wa l l s  to the no rth and  south .  I n  the cente r  of the room,  a wh ite 

stone statue of a s ix- l egged ,  faceless sph i nx  with d ragon w ings  

and  a v ipe r  ta i l , i ts f a ce  a refl ect ion of the jagged v i sage outs ide, 

faces the front doo rs f rom atop a stone pedesta l .  

The flames atop the two pillars are continua! flames. 

A successful DC is Knowledge (religion) or Knowledge 

(planes) check reveals that the statue is a likeness of 

Areshkagal, the demon lord of greed, portals, and riddles. 

Creatures: The Cult of the Forgotten Pharaoh always 

leaves two of its disciples, along with two girtablilu 

mercenaries ,  in this hall as guards. The guards stand in 

the alcoves behind the woven reed curtains on either side 

ofthe hall, watching through the slits in the reed curtains. 

When any unknown creatures enter the hall, the cultists 

and mercenaries step past the curtains and attack. 

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8 

XP 4,800 each 
Human  monk  9 

LE Med i um  humano i d  ( human) 

l n it +S; Senses Percept ion +1 3 

DEFENSE 

AC 2 1 ,  touch 2 1 ,  f lat-footed 1 5  (+2 def lect ion ,  +S Dex, +1 dodge, 

+2 monk, +1 Wis) 

hp 95 each (9d8+51 )  

Fort +1 1 ,  Ref  +1 2, Wil l  +1 0; +2  vs. enchantments 

Defensive Abil ities imp roved evas ion; Immune d i sease 

OFFENSE 

Speed 60 ft .  

Melee +7 unarmed strike +1 2/+7 (1 d 1 0+5) or 

+7 flurry of blows +1 3/+1 3/+8/+8 (1 d 1 0+5) 

Ranged mwk l i g ht c rossbow +1 2 ( 1 d8/19-20) 

Special Attacks f l u r ry of b l ows, stu nn i n g  f ist (9/day, DC 1 5) 

TACTICS 

Before Combat The d i s c i p l e s  d r i n k  t he i r  potions of beor's 

endurance, cot 's grace, and  shield of faith before combat .  

During Combat The d i sc ip les beg in  by fi r i ng bo l ts from the i r  

crossbows, then move i nto melee to make the best use of the i r  

f lu rry of b l ows, us ing Stunn i ng F ist to incapacitate opponents . 

Morale I f  reduced to fewer than 50 h i t  po i nts, the d i s c i p l e s  

shout  warn i ngs  to the gua rds i n  a rea K3. The fanat i ca l  

d i sc ip les  fi g hts to the death, t r igger ing the i r  T roth of the 

Forgotten Pha raoh feat . 

STATISTICS 

Str 1 8, Dex 20, Con 1 8, Int  1 0, Wis 1 2, Cha 8 

Base Atk +6; CMB +13;  CMD 3 1  

Feats Combat Refl exes, Dodge, Gorgon 's F i st, Imp roved 

Una rmed St r ike, I ron  W i l l , Scorp ion Sty l e, Step U p, Stu nn i n g  

F ist, Toughness, Troth of the Forgotten Pharaoh (see page  1 7), 

Weapon Focus (u na rmed st r ike) 

Ski l ls  Acrobat ics +1 7 (+38  when j ump i ng), C l imb  +1 6, 

Knowledge (h i story) +7, Knowledge (re l i g ion) +7, L ingu ist ics +1, 

Percept ion +13 ,  Stea l th  +1 7 

Languages Anc ient  Os i r i an i ,  Common,  Os i r i a n i  

SQ f a s t  movement, h i g h  j ump, k i  poo l  ( 5  po i nts, co ld  i ron/ 

mag i c), maneuver t ra i n i ng ,  s low fa l l  40 ft . , who l eness of 

body (9 hit po i nts) 

Combat Gear potion of beor's endurance, potion of cot 's grace, 

potion of shield of faith; Other Gear mwk l i g ht crossbow 

with 1 O bo l ts, amulet of mighty fists + 7, belt of giant 

strength +2, cloak of resistance +7, g i l t wooden f unerary 

mask (worth 25  g p), 40 gp  

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 
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TACTICS 

During Combat The g i rta b l i l u s try to f l a n k  the most a ccess i b l e  

ta rget, focus i ng  the i r  attacks on  t ha t  f oe  un t i l  t he i r  enemy 

is dead .  

Morale The g i rta b l i l u s fi g hts to the dea th .  

K2. Chamber of Eyes (CR 8) 

The ce i l i n g  of th is roof l ess room i s  open to a l a rge r  c h ambe r  

t h a t  s u r ro und s  i t ,  l eav i ng  a l a rg e  g ap  between the  top of t he  

wa l l s  a n d  t he  ce i l i n g  of t he  l a rge r  c h ambe r. O n  e i t he r  s i de  o f  

t he  room,  a g raven eye  s ta res  at  i t s  tw in  on  t he  oppos i te wa l l .  

A ca rved i m a g e  o f  a feroc i ous l y  s n a r l i n g  s i x- l e gged  s p h i n x  w i th  

d ra gon  w ings  deco rates t he  doo r  at  t he  fa r end  of t he  room,  

ca rved so rea l i s t i ca l l y  i t  seems ready  to l eap  off t he  doo r  a t  

any  moment .  

The walls surrounding this chamber are 10 feet tall. 

The gap between the walls and the ceiling of area K3 is 5 
feet high. 

Trap: Anyone passing between the graven eyes at their 

level (3 feet up the wall) triggers a trap that summons 

fiendish hieracosphinxes into the room to attack 

intruders. Those who succeed at a DC 30 Knowledge 

(religion) or Knowledge (planes) check know that the 

faithful were required to kneel before this particular 

image of the demon lord Areshkagal, and approach the 

door on their hands and knees. Worshipers of Areshkagal 

know this automatically. 

F I ENDISH SPHINX TRAP CR 8 

XP 4,800 

Type mag i c; Percept ion DC 32; Disable Device DC  32 

EFFECTS 

Trigger v i sua l  (true seeing); Reset a utomat ic  (1 O m i n utes) 

Effect spe l l  effect (summon monster VII, summons  1 d4+1 

fi end i sh  h i e racosph i nxes for 13 ro unds) 

F I ENDISH H I ERACOSPHI NXES (1 D4+1) CR -

hp 60 each (Pathfinder RPG Bestiary 3 2 53, 290) 

Development: If the cultists in area K1 shouted a 

warning, the disciples in area K3 are standing on the 

platforms overlooking this hall, and fire their crossbows 

at intruders fighting the summoned sphinxes. 

K3 . Redoubt (CR 1 0) 

Th i s  U - shaped chamber  wraps a round the sma l l e r  room 

prot rud i ng  into the a rea from the east .  Short sta i rs on  e i the r  

s i de of the roof less room lead to sma l l  p l at forms ove r l ook i ng  

the enc l osed a rea .  A s i ng l e  f l ame f l i ckers f rom the top of a n  

unma rked stone p i l l a r  aga i nst the western wa l l .  

MOVING ENCOUNTERS 
As the PCs exp lo re the S ight less Sph i nx, they may encounter 

severa l den izens who can move more freely throughout the 

comp lex, i n c l ud i ng  the shadow demon Sargota i n  a rea K15, 

the oracu l a r  Forgotten Pharaoh cu lt ist Thme i  in a rea K1 6, the 

maftet cu l t ists of Areshkaga l  i n  a rea K26, and the ha l f-f iend 

d iv ine gua rd i an  gynosph i nx  Areshkhesbed i n  a rea K39. 

These i n ha b i tants a re p resented in the locat ions where 

they a re most l i ke l y  to be encou ntered, but  you shou l d  fee l  

free to move them around and have them encounter  the 

PCs e l sewhere i n  the Sph inx and at a ny t ime. Use these 

encounters at  d ramat ica l l y  app rop r iate moments, bu t  

be ca re fu l  not to overwhe lm the PCs by add i ng  them to  

combats  a l ready i n  p rog ress, as  a ny one  of these encounters 

can turn a n  easy f ight i nto a d i f f i cu l t  one o r  turn a d i f f i cu l t  

f i gh t  i nto one  that l eaves dead cha racters on  the g round .  

A continual flame burns atop the pillar. 

Creatures: Two disciples of the Forgotten Pharaoh stand 

guard in this room. 

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8 

XP 4,800 each 
hp 95 each (see page 30) 

TACTICS 

During Combat The d i s c i p l e s  fi re t he i r  crossbows at a s i ng l e  

PC un t i l  engaged  i n  me lee  combat, at  wh i ch  po in t  t hey  fi gh t  

back to back .  

Morale The d i sc ip les fi gh t  to the death, t r igger ing the i r  T roth of 

the Forgotten Pha raoh feat . 

Development: If alerted by the cultists in area K1, the 

disciples take positions on the platforms overlooking area 

Kz while the two girtablilu mercenaries from area K4 

stand by the pillar, ready to attack intruders that make it 

into this room. The girtablilus also emerge from area K4 

if they hear the sounds of combat in this room. 

K4. Armory (CR 1 0) 

A c l ay  l amp  atop a wooden t ab l e  l i g hts t h i s  room.  Aga ins t  t he  

wa l l  sta n d  wea pon  racks ho l d i ng  on l y  a few warped a n d  rusted 

b l a des .  Rotten q u ivers hang f rom sp i kes d r iven i n to t he  wa l l .  

Two sma l l  wooden casks sea l ed  w i t h  w a x  sta nd  beneath  t h e  

q u ivers .  The  smashed  rema i n s  o f  a t h i rd c a s k  l i e  i n  a p u dd l e  

of o i l .  

Creatures: Two girtablilu mercenaries rest in  this room, 

unless they're alerted by the cultists in areas K1 or KJ , in 

which case they move into area KJ to assist. 





SECR..ETS OF 1HE SPHINX 

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 

Treasure: The cultists split one cask open to see what 

it contained, and discovered it held lamp oil for igniting 

flaming arrows. They left the other two intact in case they 

were needed. Both casks contain 4 pints of lamp oil, but a 

successful DC 20 Perception check reveals a ruby worth 250 
gp in one cask that a cultist hid here many decades ago. 

K5. Cu lt ists' Quarters (CR 8 or 1 0) 

Th i s  sma l l  room conta i n s  fou r  wooden cots wi th legs  ca rved 

to resemb l e  l i ons '  paws. A padded neck rest and a t h i n  cotton 

sheet rest atop each cot . Above each cot, a n i c he  cut  in the wa l l  

serves as  a s ha l l ow she l f, a nd  i s  ado rned w i t h  a carved fi g u re of 

a sna r l i n g  sph i nx  l ook i ng  out i nto the room .  Fou r  w icke r  stoo ls s i t  

i n  a co rner  of the room next to a sma l l  wooden chest .  

The cultists of the Forgotten Pharaoh have taken over 

these rooms as their own. 

Creatures: Two wardens ofthe Forgotten Pharaoh rest in 

area Ksa, and two zealots rest in area Ksb. Ifbattle is joined 

with the cultists in one room, the sounds of combat alert 

the cultists in the adjoining room, who join the combat in 

ld3 rounds. All of the cultists fight to the death, triggering 

their Troth of the Forgotten Pharaoh feat. 

WARDENS OF THE FORGOTTEN PHARAOH (2) CR 6 

XP 2,400 each 
hp 73 each (see page 1 5) 

ZEALOTS OF THE FORGOTTEN PHARAOH (2) CR 6 

XP 2,400 each 
hp 76 each (see page 26) 

Treasure: The chest in each room contains cultists' 

clothes ,  valueless personal items, and 4d6 gp. A PC who 

succeeds at a DC 20 Perception check can find a spare gilt 

funerary mask (worth 25 gp) under a cot in area Ksa and a 

potion of invisibility hidden behind a loose brick in area Ksb. 

KS. Hot Spring (CR 1 1 )  

C louds  of steam fi l l  t h i s  room, a nd  r ivu l ets of water d r i p  down 

the rough  stone wal l s .  I n  the southwest co rner  of the room, 

ca rved stone  seats r i ng  a r i p p l i n g  poo l  of water-the sou rce of 

the h um i d  m i st co i l i n g  th rough the a i r. A l ump  of rock rises a bove 

the wate r l i ne  in the center of the poo l ,  i ts s i l h ouette d i s t u rb i ng l y  

o rgan i c, as  i f  a g reat beas t  were  po i sed  to e rupt f rom the water. 

On  the wa l l  beh i nd  the pool, ca rv ings of c l awed tentac les reach  

u p  f r om the m i st . 

A natural hot spring has been tapped to feed the pool in 

this room. 

Creatures: Two girtablilu mercenaries relax here, 

sweating out their stresses before returning to duty. 

But the mercenaries are not alone. Years ago, the cult 

of Areshkagal summoned a guardian from this pool to 

help protect the Sphinx-a fiendish mihstu. When the 

last cultists died, the mihstu returned to the pool and 

has been dormant ever since. If any blood is shed in this 

room, the act of violence awakens the guardian, which 

bursts forth from the pool and attacks anyone not devoted 

to the worship of Areshkagal. The mihstu has detect [Jood 

as a constant spell-like ability, and targets good-aligned 

creatures first. 

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 

GUARDIAN OF ARESH KAGAL CR 9 

XP 6,400 

CE  fi end i sh  m i hstu (Pathfinder RPG Bestiary 2 1 9 0, 292) 

hp 92 

Spel l -L ike Abil ities (CL  8th, concentrat i on  +9) 

Constant-detect good 

TACTICS 

During Combat The gua rd i a n  attacks good -a l i gned  creatures 

fi rst; i t  uses i t s  sm ite good a b i l i ty on  such a foe before 

attempt ing to g rapp le  and  p i n  its v ict im i n  i ts deadly embrace. 

Morale The gua rd i a n  fi g hts to the death .  

Treasure: The cult of Areshkagal threw valuable items 

into the pool as offerings to the guardian when it was 

originally summoned. Almost all have deteriorated away 

in the water, but a platinum circlet set with a brilliant oval 

diamond (worth 1 , 150 gp in total) still lies intact within 

the hot spring. In addition, one of the mercenaries wears a 

gold armband shaped like a serpent with emerald chips for 

eyes ,  worth 245 gp in total. 

K7. Sanctum of the Stone Warr ior (CR 1 0) 

Wh ite a nd  g reen f lagstones cover the f loor  of th i s  opu lent  

chamber  i n  a n  in ter lock i ng patte rn .  T i l e s  of sem ip rec ious  s tone 

decorate the no rth wa l l  i n  a n  e l abo rate mosa i c  dep i c t i ng  a 

feroc ious  l i o n  devou r i ng  a mu l t i - headed serpent .  A fi ne  l i n en  

c u r t a i n  cu rves a round the no rtheastern co r ne r  of the room; the 

form of a l a rge  bed shows th rough the de l i cate fabr i c .  On  e i the r  

s i de of a cu r ta i ned  a rchway l ead i ng  south ,  g reen f l ames bu rn  

atop wh ite s tone p i l l a rs that reach a lmost to the ce i l i n g .  

A successful DC 2 5  Perception check allows a PC to  notice 

a small vent cunningly concealed above the bed. The vent 



connects to area Ki and allows anyone in this room to hear 

what transpires in the entrance hall. The flames atop the 

pillars are continual flames. 

These are the quarters of the leader of the cultists on 

the main level of the Sightless Sphinx-a man named 

Rathos-but he now spends most of his time in the 

chamber of scrying next door (area KS). 

Creatures: Rathos has posted two disciples of the 

Forgotten Pharaoh here as guards. He leaves them to face 

any intruders alone. 

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8 

XP 4,800 each 
hp 95 each (see page 30) 

KB. Chamber  of Scrying (CR 1 2) 

A g l ow ing  poo l  occup ies the center of th i s  chamber, i l l um i na t i ng  

the room wi th a r i pp l i ng  g reen l i g ht rem i n iscent of be i ng  

unde rwater. S i l k  p i l l ows cover a ra i sed da i s  next  to the we l l .  

On  the western s i d e  of the room, a wh ite stone statue of a s ix­

l egged, faceless sph i nx  gazes unsee i ng l y  toward the we l l .  

The high priests of  Areshkagal used the pool in  this 

chamber to spy on other rooms of the Sightless Sphinx 

containing specific white stone statues of Areshkagal. The 

pool has a strong divination aura (caster level 20th). If a 

character identifies the powers of the pool with detect maiJic 

and a successful DC 35 Spellcraft check, the pool can be 

used to view the entrance hall (area Ki) with clairaudience/ 

clairvoyance, centered on the statue of Areshkagal there. 

Alternatively, a PC can attempt a DC 25 Use Magic Device 

check to blindly activate the pool. Once activated, the pool 

displays an image of the area for up to 20 minutes. After 

activation, the pool must recharge for i hour before it can 

be used again. 

The Forgotten Pharaoh deciphered the nature of the 

scrying pool and statue and instructed Rathos (see below) 
on their use, but neither is aware that the Sightless Sphinx 

contains other such scrying devices, which allow the 

maftet Userib in area KJ7 and his glabrezu ally Ninureset 

to monitor the cult's activities by spying through the 

statue in this chamber. 

Creature: An unfortunate man named Rathos inhabits 

this room. Formerly the Forgotten Pharaoh's second­

in-command, Rathos was demoted when he ran afoul of 

the glabrezu Ninureset. The glabrezu offered a wish to 

Rathos ,  who foolishly wished to be the strongest warrior 

for a hundred miles. Ninureset granted the wish by 

transforming Rathos into a pain-wracked mockery of a 

strong warrior-a crocodile-headed monstrosity with 

massive stone arms. Although Rathos used to make regular 

patrols of this level, his transformation has left him in 

constant agony, and he rarely stirs from this chamber, 

leaving the defense of the Sightless Sphinx's entrance in 

the hands of cultists and the girtablilu mercenaries. 

If the PCs do nothing to hide their movement through 

area Ki, Rathos becomes aware of their presence through 

the vent in area K7. He activates the scrying pool to watch 

the PCs fight there, taking note of their tactics and advising 

his guards in area K7 accordingly. He then retreats to this 

chamber to wait for the intruders, and attacks them as 

soon as they enter, roaring in rage and pain. 

RATHOS CR 12 

XP 1 9,200 

Male broken sou l  human f ighter 11  (Pathfinder RPG Bestiary 4 24) 

NE Med i um  humano i d  ( h uman) 

l n it +2; Senses Percept ion +9 

DEFENSE 

AC 27, touch  1 3, f la t-footed 24 (+1 0 a rmo r, +2 Dex, +1 dodge, 

+4 natu ra l )  

hp 150 (1 1 d 1 0+85) 

Fort +1 5, Ref +5, Wil l  +1 (+3 vs. fea r) 

Defensive Abil ities b ravery +3; DR 5/-; Resist ac id  5, co ld  5, 

e l ect r i c i ty 5, fire 5, son i c  5 

OFFENSE 

Speed 20 ft .  

Melee +1 bite +22 (1 d8+1 1 ), 2 +1 slams +22 (2d6+1 1/1 9-20) or 

torturous touch +1 7 touch (2d6 p lus 1d6 Dex damage and  

convu l s io ns) 

Special Attacks agon ized wa i l  (DC 1 9), ba le fu l  gaze (DC 1 9), 

tor turous touch (DC 1 9), weapon tra i n i n g  (natu ra l  +2, heavy 

b l ades  +1 ) 

TACTICS 

Before Combat Rathos d r i n ks a potion of greater magic fang 

before combat .  

During Combat Rathos beg ins  combat by u n leash i ng  h i s  

agon i z i ng  wa i l .  He  wades  i nto me lee  combat mak i ng  

Power  Attacks wi th h i s  s tone  fists, focus i ng  h i s  attacks on  

opponents who fa l l  v i c t im  to h i s  ba le fu l  gaze .  

Morale Rathos fi g hts to the death, i f  on ly to end  h i s  shamefu l 

and  to r tu red existence, wh i ch  t r i gge rs h i s  Troth of the 

Forgotten Pha raoh feat . 

STATISTICS 

Str 22,  Dex 1 4, Con 22,  Int 1 0, Wis 6, Cha 6 

Base Atk +1 1 ;  CMB +1 7 (+1 9 sunde r); CMD 30 (32 vs. s unde r) 

Feats C r i t i c a l  Focus, D i e h a rd •, Dodge, E n d u ra n ce•, G reat 

Fo r t i t ude•, G reater Wea pon  Focus  (b i te), G reater Wea pon  

Focus  (s l am), Im p roved C r i t i c a l  (s lam), Imp roved S unde r, 

Power Attack, To u g h ness•, Troth of t he  Fo rgotten Pha raoh  

( see  page  1 7), V i ta l St r i ke, Wea pon  Focus  (b i te), Wea pon  

Focus  (s l am), Wea pon  Spec i a l i za t i on  (b i te), Wea pon  

Spec i a l i za t i on  (s l am) 

Ski l ls  C l imb  +1 7, I n t im idate +20, Percept ion +9; Racial 

Modifiers +8 I n t im idate 



SECR..ETS OF 1HE SPHINX 

Languages Common, Os i r i an i  

SQ a rmo r  t ra i n i n g  3, twisted wish 

Combat Gear potions of greater magic fang (2) ;  Other Gear 

+2 half-plate, belt of physical might +2 (Str, Con), 100 gp 

SPECIAL ABILITIES 

Twisted Wish (Su) Rathos is the v i c t im of a g l a b rezu 's twisted 

wish . The wish transformed h im i nto a crocod i l e - headed 

monstros ity wracked wi th pa in ,  g ran t i ng  h im  the broken 

sou l  temp late and  natu ra l  b i te a nd  s l am at tacks .  I n  add i t ion ,  

i t  g ra nts h im a +4 rac ia l  bonus  to the sav ing th row DCs of h i s  

spec ia l  a t tacks .  

K9. The Pyramid  Within (CR 1 2) 

Th i s  l a rge  chamber  a ppears to have been ho l l owed out  of the 

sph i nx's r i gh t  front leg and  paw. A sma l l  pyram i d  sta nds  near  

the cente r  of the room .  S teep sta i rs  c l imb the pyram id 's western 

face to reach i ts f lattened top .  The pyram id  a buts the southern 

wa l l  of the chamber, creat i ng  a cor r ido r  a round the pyram i d  

t o  the no r t h .  B a l l s  of g reen f i re at e a c h  corner  o f  the pyram i d  

i l l um i nate the room. 

The pyramid is 20 feet tall, and the ceiling 

curves almost 50 feet overhead. The pyramid's 

stairs are steep enough to be considered difficult 

terrain. The balls of green fire at the pyramid's 

corners are continual flames. 

Creatures: Two girtablilu mercenaries stand guard 

here , backed by two wardens of the Forgotten Pharaoh 

positioned atop the pyramid. Both mercenaries and 

cultists fight to the death. 

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG Bestiary 3 1 3 0) 

WARDENS OF THE FORGOTTEN PHARAOH (2) CR 6 

XP 2,400 each 
hp 73 each (see page 1 5) 

TACTICS 

During Combat The wardens f i re flaming arrows at opponents, 

switc h i ng  to me lee wea pons on l y  if i nt rude rs reach the top 

of the pyram i d .  

Morale The wardens fi gh t  t o  the death, t r i gge r i ng  t he i r  Troth o f  

the Forgotten Pha r aoh  feat . 

Treasure: A successful DC 20 Perception check reveals 

a secret door in the pyramid's eastern face. The door 

leads to a small chamber (area K9a) where a cultist of 

the Forgotten Pharaoh has stored a few valuables in a 

woven reed basket, consisting of a .9olembane scarab in the 

shape of a scarab beetle with inlaid carnelian wings, two 

pearls worth 100 gp each, and a pouch containing 85 gp. 

Kl O. Ha l l  of Sekhmet (CR 1 0) 

G reat rents ma r  the wa l l s  at e i the r  end of th i s  chamber. Sha rds  

of s tone j u t  f rom the wa l l s  l i ke jagged b l ades, somehow h u r l ed  

w i t h  enough  force to s i nk  i n ches  i n to the so l i d  stone wa l l s .  Two 

f l i cke r i ng  images  hover in the s ides  of the room, one  of a go l den  

l i o ness, the other  of a f ie rce, l i o n - headed woman wea r i ng  a 

b l ood -soa ked d ress .  I n  the space of a hear tbeat, the images  

morph f rom one  fo rm to the other  a nd  back aga i n .  

In addition to their demonic patron, the original 

cultists of Areshkagal also venerated Sekhmet, the Ancient 

Osirian goddess of fire, vengeance, and war. Statues of the 

warrior goddess once stood at either end of the hall, but 

disgusted with the evil actions of the cult, 

Sekhmet destroyed her own statues. 

The echoes of her fury linger in this 



hall as illusory manifestations of the goddess and a curse. 

Any living creature that enters the room must succeed at 

a DC 22 Will save or fall victim to Sekhmet's curse. Those 

afflicted by the curse momentarily feel as iflarge claws are 

raking their bodies, and take a -4 penalty on attack rolls, 

saving throws, and weapon damage rolls until the curse is 

removed. Once a creature is afflicted by the curse, it cannot 

be affected again until the curse is removed. 

With a successful DC 20 Knowledge (religion) check, a 

character identifies the shifting images as representations 

of Sekhmet. The PCs might remember the prayer to 

Sekhmet written on the wall ofher shrine in area H9; a PC 

who worships Sekhmet and succeeds at a DC 25 Knowledge 

(religion) check also recalls the prayer. If a character recites 

the prayer in this chamber, the illusory figures resolve 

into two stable images: a lioness and a lion-headed woman. 

Both figures roar their approval before vanishing. The 

room's curse is removed from any PC or ally afflicted by it, 

and each PC and ally receives Sekhmet's blessing, gaining a 

+2 sacred bonus on attack rolls ,  saving throws, and weapon 

damage rolls for the next 24 hours. Thereafter, neither the 

curse nor the blessing manifests in this chamber. 

Creatures: Two disciples ofthe Forgotten Pharaoh patrol 

the hallway beyond this area. They wait for intruders to 

pass through the cursed area before attacking. 

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8 

XP 4,800 each 
hp 95 each (see page 30) 

SPECIAL ABILITIES 

Sekhmet's Curse The c u l t ists have a l ready fa l l e n  v i c t im to 

Sekhmet's c u rse a nd  ta ke a -4 pena l ty  on  attack ro l l s, sav i ng  

th rows, a nd  wea pon damage ro l l s .  

Kl 1 .  Mad Pa i nter's Ce l l  {CR 1 3) 

The d ust of centu r ies  l i e s  heav i l y  over everyth i ng  in th i s  room .  

Th ree ba re wooden  ease l s  sta nd  ang led  toward each other. A 

sma l l  ta b l e  nearby ho l d s  the rema i n s  of seve ra l  d r i ed -up  pa i n t  

po t s  a nd  a few wooden b rush hand l es, t he i r  b r i s t l e s  eaten away 

by t ime. The moan i ng  wh i spe r  of the wind seems to fi l l  t he  room .  

Creature: This room was once the studio of a cultist of 

Areshkagal named Ausetitha, an elven artist whose fanaticism 

led her to create great works of art in her demonic patron's 

name. As Ausetitha's skill and madness grew, Areshkagal 

rewarded the troubled artist with a profane gift, granting 

her the ability to paint the secrets within an individual. Her 

fellow cultists grew wary ofher power, and when she revealed 

her greatest work-a painting that revealed the hidden truth 

within the soul of whoever beheld it-their distrust proved 

fatal, and they slew Ausetitha and destroyed her paintings. 

Ausetitha's spirit still lingers in her studio, however, and 

when she senses the heartbeats of any living creatures 

entering this chamber, she wakes and springs through the 

southern wall, shrieking madly and ready to kill. 

AUSETITHA CR 13 

XP 25,600 

Banshee (Pathfinder RPG Bestiary 2 41 )  

hp 1 61 

TACTICS 

During Combat Auset i tha beg i n s  combat with he r  wa i l ,  a nd  

then targets the nea rest f oe  w i t h  he r  t o u c h  attack .  

Morale Auset i tha chases down he r  enemies th roughout  

the S ig ht less Sph i nx, fo l l ow ing them th rough  the wa l l s  i f  

necessary to s lay them a l l .  She  fi g hts un t i l  d estroyed .  

Treasure: One of  the paint pots on  the table contains 

marvelous p(gments that have survived through the centuries. 

K1 2 .  The S i lver Forge {CR 1 2) 

A s i lver bonf i re bu rns wi th in  a wide recta ngu l a r  p it in th i s  chamber, 

g iv ing off a cons iderab l e  amount  of heat and  shedd ing  d im  wh ite 

l i gh t  that refl ects off of po l i shed sh ie lds  aff ixed to the vau lted 

cei l i n g .  Stone workbenches form a ha l f -c i rc l e  around the p i t  next 

to long stone troughs .  A br ick ki ln s i ts on the far s ide of the p it .  

Aga inst the wa l ls, more tab les ho ld var ious too ls and  imp lements . 

The original cultists of Areshkagal constructed this 

everburnin,g for,ge to craft their own armaments, armor, 

and other items to use in the temple's defense. A complex 

enchantment created the forge, which is fixed permanently 

in place and has no effect other than to provide a continually 

hot but smokeless forge. The cultists fired pottery in the 

kiln, and crafted magic items at the workstations against 

the walls. The ceiling is 30 feet high in this chamber. 

Creatures: The girtablilu leader Rubila has claimed 

this room as her personal quarters and command center, 

where she organizes mercenary and receives reports on the 

ongoing skirmishes with the maftet cultists of Areshkagal 

and their demon allies. Two girtablilu mercenaries are 

also present here. The guards shout a warning and prepare 

to attack the moment anyone other than a cultist of the 

Forgotten Pharaoh or a girtablilu enters the room. 

The PCs can temporarily stave off an attack either 

by disguising themselves as cultists of the Forgotten 

Pharaoh or by immediately displaying Dakuri's scorpion 

tail amulet (found in area A). Either method works for 

only a short time, just long enough for Rubila to spot the 

disguises or for her to gruffly demand what the PCs mean 

by displaying the amulet: "My nephew would never give up 

his sigil willingly. Whether he gave it to you freely or you 

stole it from his corpse after slaying him, speak quickly 

before I sheathe my sword in your bodies." 
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The PCs can attempt to influence Rubila however they 

wish, but the girtablilu is difficult to sway. Like the rest 

of her mercenaries ,  she places a great deal of stock in her 

reputation. She also highly values honor and the glory 

of combat. The PCs will have the most success by giving 

examples of their own honor, such as how they treated 

Dakuri's body, and by trying to persuade Rubila that the 

girtablilus' reputation will suffer if word gets out that they 

served an evil cult. 

Rubila begins the negotiation with an initial attitude 

of hostile. With a successful DC 27 Diplomacy check, 

a character changes her attitude to unfriendly, or to 

indifferent if the result is 32  or higher. The PCs take a -5 
penalty on this check to reflect Rubila's stubbornness ,  

pride, and reliance on reputation. The PCs gain a +S 
bonus on this Diplomacy check if they make a convincing 

argument regarding their own honor or return Dakuri's 

amulet to Rubila. They gain an additional +S bonus if they 

argue that the mercenaries' reputation could be harmed 

by their agreement with the Cult of the Forgotten Pharaoh. 

If the PCs change Rubila's attitude to indifferent, they 

can make further requests of her, such as asking her to 

withdraw her mercenaries and leave the Forgotten Pharaoh 

cultists on their own, by attempting an additional DC i7 
Diplomacy check, modified as appropriate. 

If the PCs somehow make Rubila friendly or helpful, she 

might even agree to assist in the fight against the glabrezu 

or the Forgotten Pharaoh, but she will not risk her people 

in the combat unless the odds are more or less even-to do 

otherwise would be dishonorable in her eyes. She also will 

not help the PCs in lesser battles. "Can't you handle such 

enemies on your own?" she asks disdainfully. "What sort 

of warrior needs allies for such a small skirmish?"  

If negotiations fail, Rubila and her guards immediately 

attack, ignoring further pleas for parley. 

G IRTABLILUS (2) CR 8 

XP 4,800 each 
hp 1 05 each (Pathfinder RPG 

Bestiary 3 1 30) 

RUBILA CR 1 2  

XP 1 9,200 

Female g i rtab l i l u  rog ue  8 

(Pathfinder RPG Bestiary 

3 1 3 0) 

N Large monstrous humano i d  

l n it +9 ;  Senses da rkv i s i on  60 ft . ,  

t remo rsense 30  ft . ;  Pe rcept i on  +20 

DEFENSE 

AC 27, touch 1 5, f lat-footed 2 1  (+4 a rmor, +S Dex, 

+1 dodge, +8 natu ra l, -1 s i ze) 

hp 1 63 (1 8 H D; 1 0d 1 0 +8d8+72) 

Fort +9, Ref +1 8, Will +1 1 

Defensive Abil it ies evas ion ,  imp roved uncanny dodge, t rap 

sense +2 

OFFENSE 

Speed 50 ft .  

Melee +2 short sword +22/+1 7/+1 2/+7 ( 1 d6+8/1 7-20), 2 c l aws 

+1 5 (1 d 6+3 plus g ra b), st ing +1 5 ( 1 d6+3 p l u s  po i son) 

Ranged mwk dagge r  +2 1 ( 1d4+6/19-20) 

Space 1 o ft . ; Reach 1 o f t .  
Special  Attacks constr ict (1 d 6 +5), po ison (DC 1 9), sneak  

a t t a ck  +4d6  

Spel l -L ike Abi l ities ( C L  1 0th; concentrat ion + 12 )  

1/day-summon nature 's ally V ( 1 d3  g i a nt scorp ions) 

TACTICS 

During Combat Rub i  la fl a n ks wi th 

the other  mercenar ies  to 

make sneak at tacks .  I f  

u nab l e  to fl a n k, she  uses 

G reater Fe in t  to make 

sneak attacks .  



Morale Rub i l a  fi g hts to t he  death  to u p ho l d  he r  cont ract  a n d  

he r  reputa t i on .  

STATISTICS 

Str 22,  Dex 2 1 ,  Con 1 8, Int  1 3, Wis 1 4, Cha 1 4  

Base Atk +1 6; CMB +23 (+27 g rapp l e); CMD 39 (51 vs. t r i p) 

Feats Combat Expert i se, Dodge, G reater Fe i nt, Imp roved Cr i t i ca l  

(sho rt sword), Imp roved Fe i nt, Imp roved I n i t ia t ive, Mob i l i ty, 

Sp r i ng  Attack, V i ta l Str i ke, Wea pon F i nesse 

Skil ls Acrobat i cs  +1 6, B l u f f  +23, C l imb  +1 8, Craft (t raps) +9, 

D i p l omacy  +23, D i s a b l e  Dev ice +20, Know ledge  

(d u ngeonee r i ng) +1 0, Know ledge  ( h i s tory) +6, 

Percept ion +20, Sense Mot ive +23, Stea l th  +26, Su rv iva l  +1 5 

Languages Common, G i rta b l i l u, Os i r i a n i  

S Q  rogue  ta lents (combat tr i ck, f inesse rogue, honeyed wordsAP6, 

su rp r i se  attack), scorp ion empathy +1 0, t rapfi n d i n g  +4, 

unde rs ized weapons 

Combat Gear potions of cure serious wounds (2), potions of 

spider climb (3); Other Gear +2 leather armor, +2 short 

sword, mwk daggers (4), 272 g p  

Treasure: Among the mundane tools on  the tables 

are two sets of masterwork artisan's tools, one for 

armorsmithing and one for weaponsmithing. 

K1 3 .  Stone Sta i rs 

A stone sta i rcase leads u pward at a steep ang l e .  

These stairs climb up to  the Sphinx's upper level, ending 

in a long passage that leads to the head of the Sightless 

Sphinx (area K4o). 

K1 4. B locked Ha l lway 

A stone wa l l  ba rs fu r the r  passage down this long h a l lway. 

Cu r ious ly, the stone  doesn 't match the sandstone used to b u i l d  

the rest of the Sph i nx, a nd  j u dg i ng  by i t s  smooth su rfa ce, t he  

wa l l  m ust h ave  been  p l aced he re de l i berate l y. 

Clerics accompanying the Sarenite templars who 

cleansed the Sphinx i50 years ago sealed off key areas of 

the temple with walls of stone while the paladins eradicated 

the cultists. The Areshkagal-worshiping maft:ets and the 

Cult of the Forgotten Pharaoh have removed the other walls 

of stone, but left: this one in place to reduce the number of 

fronts the cults must fight on. 

A character can identify the wall as a magical wall of 

stone with a successful DC 25 Knowledge (arcana) check. 

The only way through the 2 -inch-thick wall is to batter it 

down (hardness 8, hp 30,  break DC 24). 

In the corridor beyond the wall is a secret door that 

leads into area K25; it can be found with a successful DC 25 

Perception check once the wall has been breached. 

K1 5 .  Shadowy Rooms (CR 1 1 )  

Th i s  sma l l  room conta i n s  fo u r  b a re wooden cots w i th  l eg s  

ca rved to resemb l e  l i ons '  paws .  Above  each cot, a n i c he  cu t  i n  

the wa l l  se rves as  a s ha l l ow she l f, ado rned wi th a ca rved fi g u re 

of a s n a r l i n g  s ph i n x  l ook i ng  ou t  i n to t he  room .  

These rooms once provided quarters for  the Areshkagal 

cultists who lived within the Sightless Sphinx. Separated 

from the rest ofthe rooms in the Sphinx by the stone block 

in area K14, these rooms lie empty and abandoned-with 

the exception of a single shadowy explorer. 

Creature: The maft:et cult of Areshkagal has been 

concentrating its efforts against the cult of the Forgotten 

Pharaoh, but a shadow demon named Sargota has taken 

it upon itself to explore the ruined areas of the Sightless 

Sphinx. The demon hopes to prove itself to Ninureset 

by bringing back valuable information and perhaps a 

prisoner to sacrifice. The PCs can encounter Sargota in 

any of these rooms, but if they don't immediately detect 

the demon, it sizes up their power and decides they are 

too much for it to handle at once. Instead, Sargota follows 

them, keeping to the shadows, striking at a time when 

they are weak or already dealing with an enemy, such as 

the mud elementals in area K18. 

SARGOTA CR 1 1  

X P  1 2,800 

Adva nced shadow demon (Pathfinder RPG Bestiary 67) 

CE Med ium outs ider (chaotic, demon, ev i l ,  extrap lanar, i ncorporeal) 

l n it +8; Senses da rkvi s ion  60 ft . ;  Percept ion  +27 

DEFENSE 

AC 20, touch 20, f lat-footed 1 5  (+5 def lect ion, +4 Dex, +1 dodge) 

hp 1 1 9  ( 14d 1 0+42) 

Fort +7, Ref +13 ,  Wil l  +1 1 

Defensive Abilities i n corporea l; DR 1 0/co ld i ron or good; 

Immune co ld, e lectr ic ity, po ison; Resist ac id 1 0, fi re 1 0; SR 22 

Weaknesses s un l i gh t  power lessness 

OFFENSE 

Speed f ly 40 ft .  (perfect) 

Melee b i te +1 8 touch (2d 6  p l u s  1 d 6  co ld ), 2 c l aws +1 8 touch 

(1 d8  p lus 1d6 co ld )  

Spec ia l  Attacks pounce 

Spell-Like Abil ities (CL  1 Oth; concentrat ion + 1 5) 

At wi l l-deeper darkness, fear (DC 1 9), greater teleport (se l f  

on l y), telekinesis (DC 20) 

3/day-shadow conjuration (DC 1 9), shadow evocation (DC 20) 

1/day-magic jar (DC 20), s ummon ( l evel 3, 1 shadow 

demon 50%) 

TACTICS 

During Combat If it g ets the chance, Sa rgota attempts to 

possess one  of the PCs wi th magic jar to make use of a 

phys i ca l  body. If unsuccessfu l  or prevented from possess i ng  
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an opponent, Sa rgota l ashes out  wi th i t s  i n co rporea l touch 

at tacks a nd  spe l l - l i ke a b i l i t i es .  

Morale I f  reduced to fewer than  60 h i t  po i nts, Sa rgota 

attempts to f lee .  The S ig ht less Sph i nx's wa rds, however, 

p revent it f rom us i ng  greater te/eport, so it f lees th rough the 

wa l l s  back to the maftet- he l d  a reas of the Sph i nx .  

STATISTICS 

Str -, Dex 1 8, Con 1 7, Int  1 4, Wis 1 4, Cha 20 

Base Atk +1 4; CMB +1 8; CMD 34  

Feats B l i nd - F i g ht, Comba t  Refl exes, Dodge, Imp roved I n i t iat ive, 

Imp roved Natu ra l  Attack (b i te), Imp roved Natu ra l  Attack 

(c law), Mob i l i ty 

Ski l ls  Acrobat ics +2 1 ,  B luff +22, F l y  +29, Knowledge ( loca l )  +1 9, 

Knowledge (p l anes) +1 9, Percept ion +27, Sense Motive +1 9, 

Stea l th  +2 1 

Languages Abyssa l ,  Common; te lepathy 1 00 ft .  

SQ shadow b l end,  sp r i n t  

K1 6 .  Scr iptor ium (CR 1 2) 

Remarkab l y  we l l  preserved wooden racks l i n e  the wa l l s  of 

th is room, bu t  the scro l l s  s l otted i nto the racks have fared less 

wel l  over the years .  Most a re l i t t le  more than bund l es of b r i t t le  

papyrus bare ly he ld  together  by rotted r ibbons .  He re and  there, 

however, an i ntact scro l l  or ca rved sc ro l l  case ju ts  ou t  f rom 

the smooth ly cu rved racks .  I n  the center of the room, 

warped and wi thered cha i rs su r round a f lat stone tab le .  

The cult of Areshkagal stored its written 

works and copied holy texts in this chamber, 

though most have suffered from the ravages 

of time. 

Creature: A Forgotten Pharaoh cultist and 

oracle named Thmei has been exploring the 

Sphinx in her spare time. These unexplored 

areas intrigue the oracle, and she has been 

using her spirit walk ability to access them. 

Have Thmei attempt a Perception check as the 

PCs' approach this room. If she detects them, she 

drinks one ofher potions ef invisibility and resolves to follow 

them to learn more about their purpose here. Thmei 

hopes that if she is able to destroy the PCs, the Forgotten 

Pharaoh might make her a personal lieutenant and 

bring her upstairs , where she will no longer have to 

serve Rathos ,  whom the oracle considers to be idiotic 

and embarrassing. If she remains undetected, Thmei 

waits for a time when the PCs are resting or have 

divided their numbers before she attacks. She prefers 

not to join a combat in progress ,  wary ofhaving to face 

both the PCs and another creature if things go poorly 

for her. However, ifthe PCs detect Thmei and she has 

no other choice, she attacks, even if the situation is 

not as favorable to her as she would like. 

THMEI  CR 12 

XP 1 9,200 

Female h uman  orac le  13 (Pathfinder RPG Advanced Player's 

Guide 42) 

L E  Med i um  humano i d  ( human) 

l n it +7; Senses Percept ion +9 

DEFENSE 

AC 28, touch 1 8, f lat-footed 24 (+8 a rmor, +4 def lect ion ,  +3 Dex, 

+1 dodge, +2 natu ra l )  

hp 1 1 1  ( 1 3d8+49) 

Fort +8, Ref +9, Will + 1 1  

Immune d isease, s i ckened cond i t ion 

OFFENSE 

Speed 30 ft .  

Melee +1  ghost touch spear +1 0/+5 

( 1 d8+1/x3) 

Oracle Spel ls Known (CL 1 3th; 

concentrat ion + 1 8) 



6th (4/day)-antilife shell, greater heroism, harm (DC  2 1 ), 

mass cure moderate wounds 

5th (7/day)-f/ome strike (DC  20), greater command (DC 20), 

mass cure light wounds, slay living (DC 20), telekinesis 

(DC  20) 

4th (7/day)-cure critical wounds, divine power, freedom 

of movement, order's wrath (DC  1 9), poison (DC  1 9) , 

spiritual allyAPG 

3 rd (7/day)-bestaw curse (DC 1 8), barrow fartuneAPG, cure 

serious wounds, heroism, inflict serious wounds (DC  1 8), 

searing light 

2nd (7/day)-oid, bull's strength, cure moderate wounds, 

death knell (DC 1 7), hold person (DC 1 7), silence (DC  1 7), 

spiritual weapon 

1 st (8/day)-command (DC  1 6), cure light wounds, divine 

favor, inflict light wounds (DC  1 6), obscuring mist, shield 

of faith, unseen servant 

O (at w i l l )-bleed (DC 1 5), create water, detect magic, 

guidance, light, mending, purify food and drink, read 

magic, resistance 

Mystery an cestor"M 

TACTICS 

Before Combat Thme i  casts shield of faith and  keeps he r  sp i r i t  

sh ie ld act ive wh i l e  exp lo r i ng  the Sph i nx .  

During Combat Thme i  casts antilife shell to keep melee 

attackers at bay, then summons her  ancestra l  weapon .  She 

casts  spiritual ally to a id  he r  i n  combat, and  cont i nues to cast 

damag ing  spe l l s  such as  harm and poison from the safety of 

her antilife shell. She targets tight g roups of enemies with 

flame strike or  order's wrath. I f  forced i nto me lee combat, 

Thme i  casts divine power and greater heroism on herse l f  and  

attacks opponents w i t h  slay living or  inflict serious wounds. 

Morale Unwi l l i n g  to retu rn  to Rathos defeated, Thme i  fi g hts to 

the death, t r i gger i ng  he r  Troth of the Forgotten Pha raoh  feat . 

STATISTICS 

Str 1 0, Dex 1 6, Con 1 4, Int  1 0, Wis 1 3, Cha 20  

Base Atk +9 ;  CMB +12 ;  CMD 27  

Feats Ag i l e  Maneuvers, Comba t  Cast ing ,  Comba t  Refl exes, 

Dodge, Imp roved I n i t ia t ive, Mob i l i ty, To ughness, Troth of the 

Forgotten Pha raoh (see page 1 7) 

Ski l ls  D i p lomacy +9, Hea l  +8, Knowledge (h i story) +1 0, 

Knowledge (re l i g i o n) +1 0, L i n gu ist ics +6, Percept ion +9, 

Sense Mot ive +9, Spe l l craft +1 6, Stea l th  +1 6 

Languages Anc ient  Os i r i a n i, Common, Ke l i s h, Os i r i an i  

SQ orac l e's c u rse (wast ing), reve la t ions  (ancestra l weapon 

[+1 ghost touch, 1 3  m i n utes/day] , sp i r i t  s h i e l d  [+6 AC ,  50% 

ranged miss  chance, 1 3  hou rs/day] , s p i r i t  wa l k  [1 3  rou nds, 

1/day] , storm of sou l s  [6d8, Fort ha l f  DC  2 1 ,  2/day) )  

Combat Gear  potions of invisibility (2); Other  Gear  amulet of  

natural armor +2, belt of physical might +2 (Dex, Con), cloak 

of resistance +2, headband of alluring charisma +2, p l a t i n um 

brace let (worth 300 g p), g i l t wooden  f unerary mask (worth 

25  g p), 75 gp 

Treasure: The scroll racks hold four intact magic scrolls: 

a scroll ef ball li!]htnin!J (Patlfinder RPG Advanced Player 's Guide 

204), a scroll of mass bear's endurance, a scroll of waves offati!]ue 

in a bone scroll case worth 75 gp, and a scroll of word of chaos 

in an ivory scroll case inlaid with turquoise worth 220 gp. 

In addition to her personal effects, Thmei carries a 

ceramic tile marked with the image of an armored warrior. 

This tile is one of the keys that opens the hidden vault in 

area K18. 

K1 7. H igh Scr ibe's Quarters 

A withered heap of wood and  tattered c l oth  i n  the corner  of th i s  

chamber  i s  a l l  that rema i n s  of a bed .  Wooden f rames hang  on 

the wa l l s, ho ld ing b r i t t le  a nd  faded sheets of pa pyrus that seem 

on  the verge of c r umb l i n g  away. 

The Areshkagal cult's keeper of records occupied this 

room. The scrolls on the walls depict brightly painted 

scenes of battle against different Osirian creatures ,  

including a swarm of asps ,  a crocodile, a giant scorpion, 

and a stone golem. 

Treasure: The high scribe used alchemical means to 

preserve the scrolls on her wall, but time has worn away 

that protection. Touching or moving the scrolls causes 

them to collapse into dust, but a make whole spell or the 

application of unJJuent of timelessness restores the scrolls to 

their original form. If restored, the scrolls are worth 500 

gp each to an art collector or historian. 

K1 8 .  Mud  Baths (CR 1 3) 

A r ich, earthy sme l l  pervades the tendr i l s  of steam that d r ift 

through the air i n  th is room. The eastern wa l l  of th is long chamber 

is a sunken p i t  of redd i sh  mud.  Lazy cu rrents r ipp le th rough  the 

mud, with an  occas iona l  s l ow-forming bubb le  r i s ing to the su rface. 

Three stone carv ings protrude from the wa l l  beh ind the mud pit at 

even ly  spaced i nterva l s  a bove squa re recesses about the size of a 

human hand .  T iny h ierog lyphs deco rate each carv i ng .  

Only the highest-ranking priests of Areshkagal were 

permitted to relax in this warm mud bath. Fed by the 

same underground hot spring as the pool in area K6, the 

3-foot-deep mud baths are rich in minerals and soothing 

to the skin. 

A slab in the floor in the center of the chamber leads to a 

hidden vault beneath the Sightless Sphinx, but a successful 

DC 30 Perception check is necessary to notice the secret 

portal. However, opening the slab requires the placement 

of three specific tiles in the recesses beneath the stone 

carvings on the eastern wall. One tile depicts a ferocious 

sphinx, one depicts an armored warrior-cultist, and one 

depicts a coiling serpent, but the tiles have been scattered 
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throughout the Sightless Sphinx. The sphinx tile lies in 

Userib's treasure trove in area KJ7. The Forgotten Pharaoh's 

oracular lieutenant, Thmei, found the warrior tile in her 

explorations and carries it with her (see area K:i6). The 

serpent tile was placed in a secret compartment behind the 

sacrificial altar in the Grand Temple (area Kz4b). 

Each of the carvings on the east wall displays the same 

hieroglyphs-prayers to the demon lord Areshkagal-but 

a successful DC 20 Perception check allows a PC to notice 

that one small hieroglyph is different on each carving. The 

left carving displays the hieroglyph for "four," the center 

carving the hieroglyph for "two," and the right carving 

has no hieroglyph at all in that space. These hieroglyphs 

are clues to the proper placement of the tiles to open the 

hidden vault. The hieroglyphs on the carvings refer to the 

number of legs in each tile-four for the sphinx, two for 

the warrior, and none for the serpent. 

Creatures: The high priests of Areshkagal bound a pair 

of elder mud elementals to the bath to guard the stone 

carvings on the wall. Any living creature that enters the 

mud baths without invoking Areshkagal in a specific 

prayer rouses the mud elementals , as does placing the tiles 

in the wrong spaces. 

If the PCs use the bronze sentinel to enter the mud baths ,  

the elementals do not attack, as the sentinel is not a living 

creature, but they still attack if the tiles are placed in the 

wrong order, even ifthe bronze sentinel placed the tiles. 

ELDER MUD ELEMENTALS (2) CR 13 

XP 1 2,800 each 
hp 1 52 each (Pathfinder RPG Bestiary 2 1 2 1 )  

TACTICS 

During Combat The mud  e l ementa l s  attack any creatures 

with i n  the mud baths f i rst before moving to the nea rest 

creatures i n  the room .  Bound  to this chamber, the mud  

e lementa l s  do  no t  pu rsue enem ie s  outs ide th i s  room .  

Morale The mud  e lementa l s  fi gh t  t o  the death .  

Treasure: As in the hot spring, cultists of Areshkagal 

occasionally threw offerings into the mud bath here. One 

of these offerings, a mythopoeic sphinx (see page 63) can be 

discovered deep beneath the mud with a successful DC 30 

Perception check. 

Development: If the PCs find all three tiles and place 

them in their correct recesses ,  the stone slab concealing 

the entrance to the hidden vault opens with a grinding of 

stone on stone. A cloud of dust and dried mud rises from 

the floor as a 10-foot-square slab of stone in the center 

of the room drops several inches and slides to the side, 

revealing a set of stone stairs leading down to area KJ8. 

Opening the secret entrance alerts the half-fiend divine 

guardian gynosphinx Areshkhesbed in area KJ9,  who has 

placed an alarm on the slab. 

K1 9 .  Antechamber 

A round  stone d i sk  hovers two  feet o f f  of the s andy  f l o o r  i n  t he  

center of th i s  room .  A go l den  g l ow rad iates f r om beneath t he  

d i s k, g i v i ng  i t  the  appearance of f loat ing on  a l um i nou s  c l o ud .  

The image  of a sna r l i ng  sph i nx  st retches i t s  eng raved w i ng s  

ac ross a stone door  i n  the western wa l l .  Beneath the sph i nx's 

outstretched w ings, ho rdes of t iny, twisted demons  a re ca rved 

upon the doo r. 

Both the floating disk and the stone door have moderate 

transmutation auras. The glow beneath the disk sheds 

dim light in the room. The door contains no handles or 

other visible mechanisms to open it and weighs over i ,600 

pounds. If a living creature weighing at least 100 pounds 

stands on the floating disk, the door slides upward into 

the wall and reveals the chamber beyond (area Kzo). When 

the creature steps off the platform, the door closes again. 

The only other way through the door is by breaking it 

(hardness 8, 60 hp, break DC 28) or lifting it with brute 

force, which requires a minimum Strength score of26. 

K20.  Chamber  of the I nvis ib l e  Step (CR 1 1 )  

A round  stone p l atfo rm s i ts i n  the center of th i s  room, i ts edge 

traced wi th g racef u l  runes etched i n  s i lver. A bas- re l i ef of a 

fema l e  head wea r i ng  a pha raoh's headd ress, i ts b l a n k  face 

emb lazoned wi th a sp i ky r une, deco rates the wal l  o ppos ite the 

p la t fo rm .  The lower t h i rd of each wa l l  i s  i n l a i d  wi th count less 

c l ea r  crysta l s, form i ng  a rough  and dazz l i n g  pe r imeter a round  

the room .  A s tone  doo r  ex i t s  the room to the east .  

This chamber provided a means for the cultists of 

Areshkagal to teleport into or out of the Sightless Sphinx. 

The platform here is exempt from the Sphinx's protective 

wards that block extradimensional travel and has a strong 

conjuration aura. Anyone standing on the platform can use 

dimensional travel spells such as dimension door, teleport, 

and 11reater teleport normally. Up to six Medium creatures 

or one Large creature can stand on the platform at once. 

The carving on the wall represents Areshkagal, as does 

the rune on the carving's face; recognizing either requires 

a successful DC is Knowledge (religion) or Knowledge 

(planes) check. The cultists used the bas-relief as a memory 

touchstone, allowing them to accurately picture this room 

when teleporting in. 

The stone door to area K:i9 cannot be opened from this 

side. Cultists returning to the Sphinx using teleport had to 

do so at designated times, when another cultist would be 

available to stand on the floating disk in the antechamber 

to open the door. The PCs can use this chamber to teleport 

out of the Sphinx and return to a city to resupply or heal, 

but they must leave someone behind to open the door if they 



wish to come back via this route (they may of course destroy 

the door or find some other way around this limitation). 

Creature: A large clay statue of a cat-headed humanoid 

stands in the northeast corner of the room. Such variant clay 

golems, called panthereons, were popular guardians during 

Osirion's First Age. The original cultists of Areshkagal 

placed this panthereon here to guard against incursions 

into the sphinx via teleportation. The panthereon attacks 

any creature entering the room, whether through the 

door to area K19 or the teleportation platform, unless the 

creature strongly presents an unholy symbol of Areshkagal. 

The panthereon pursues intruders throughout the Sightless 

Sphinx, and fights until destroyed. 

PANTHEREON GOLEM CR 1 1  

X P  1 2,800 

hp 1 1 8  (see page 88) 

K2 1 .  Old Batt leground 

The s i g n s  of a n  anc ien t  batt le st i l l  l i n ge r  i n  th i s  room .  Sha rds of 

b r i t t le  bone l ie scattered among  bits of masonry hacked from 

the wa l l s, and d r i ed  sp l a shes of b l ood mar the wa l l s .  In the 

m idd le  of the f loor, loose s tones  have been a r ranged i n  a pattern 

that resemb le s  the holy symbol of Sa ren rae .  

Cultists of Areshkagal retreating from the battle in the 

Grand Temple fled to this room, but Sarenrae's paladins 

cut them down before they could reach the safety of 

the adjoining siege room (area Kzz) . A successful DC 25 
Perception check reveals a secret door to area Kzz hidden 

in the east wall. 

K22. S iege Room (CR 8) 

Th i s  sma l l  chamber  has the look of a redoubt or  fort i f ied retreat. 

Two na rrow wicker-framed beds, the i r  bedd i ng  long s i nce rotted 

away, sta nd aga i nst the wa l l s .  The she lves l i n i n g  the wa l l s  l i ke ly  

once he ld  n umerous supp l i es, but a re now bur ied beneath a th ick 

layer of d ust . A tarn i shed meta l  box s i ts next to one of the beds .  

When the templars of Sarenrae cleansed this area of the 

temple, they discovered the secret door and used the chamber 

beyond to stockpile supplies for an extended battle. 

Trap: A cleric accompanying the templars placed a ward 

on the door that remains to this day, triggering a holy word 

spell ifthe door is opened. 

HOLY WORD TRAP CR 8 

XP 4,800 

Type mag i c; Percept ion DC 32; Disable Device DC  32 

EFFECTS 

Trigger touch; Reset none 

Effect spe l l  effect (holy word [caster l evel 1 3th] , W i l l  DC  20  

pa r t i a l ); mu l t i p l e  targets (a l l  nongood creatu res i n  a 40-ft . ­

rad ius sp read centered on  the doo r) 

Treasure: The tarnished silver box is marked with the 

holy symbol of Sarenrae and contains three +I holy bolts, 

a scroll of raise dead, a wand of cure moderate wounds with 

20 charges ,  and 6 flasks of holy water. If cleaned up, the 

silver box itself is worth 250 gp. 

K23.  Sp i r i t  of the Past (CR 1 2) 

Although  th i s  chamber  bears batt le  sca rs, it is in better cond i t ion 

than others i n  th i s  a rea .  Some ef fo r t  has been made to c l ea r  

the f loor  of deb r i s, t hough  dust st i l l  b l a nkets much  of the room .  

A s i l ve r  ho l y  symbo l  of Sa ren rae, a lmost ent i re ly  obscu red by  

ta rn i sh ,  hangs  on  one wa l l .  Beneath i t, seve ra l  r usted l o ngswords 

l ie i n  a fan, the i r b lades po i nted outward .  

Creature: During the battle between the Sarenites and the 

cultists of Areshkagal, a powerful paladin died in this room, 

slain by the glabrezu demon Ninureset. Lady Sophronia 

presented a shifting array of masculine and feminine 

qualities in daily life, but adopted a priestess's raiments 

when performing holy duties to honor Sarenrae. She was 

a talented and well-respected warrior among the templars, 

and her death was greatly mourned. Since her death, 

Sophronia's spirit has lingered in this area, wandering the 

empty halls of the Sightless Sphinx in search of the demon 

who killed her, but unable to find him. She exists in a 

cloudy mental state, lost in reveries of glorious deeds and 

old battles ,  mingled with painful memories of her death, 

and takes little notice of present events within the Sphinx. 

If the PCs fight any of the evil creatures in this area of 

the Sphinx, such as the shadow demon in area K15 or the 

spectres in area Kz4a, Sophronia reveals herself to the 

group. She appears as she did in life, though translucent 

and ghostly: a muscular figure with long black hair, dressed 

in shining plate and wearing a fluttering tabard ofSarenrae 

that constantly furls and unfurls in an invisible wind. 

Lady Sophronia congratulates the PCs on their actions 

and commends them for their bravery. She is happy to talk 

about her life as a paladin and the assault on the Sightless 

Sphinx, but she tends to lose her focus and drift away mid­

sentence, only to return a moment later with apologies and 

explanation: "Please forgive me. I exist now without time 

and direction, and I 've forgotten what it 's like to live from 

one moment to the next. My existence is one long moment 

now, an endless search for a powerful demonic enemy who 

forever eludes justice. I can only wait until the Dawnflower 

deems me ready, when she shall bring me to her glory." As 

she speaks with the PCs, Lady Sophronia asks them about 

their quest and their faiths, showing particular interest in 



SECR..ETS OF 1HE SPHINX 

PCs who worship Sarenrae, and using zone of truth to verify 

the group's answers. 

Sophronia's starting attitude is indifferent. If the PCs 

impress her with a successful DC 26 Diplomacy check to 

make her helpful, she chooses to ally with them. Sophronia 

can offer little in the way of direct assistance to the PCs,  as 

her movement is limited to the rooms in which she fought 

and died-areas Ki8 through Kz4-but ifthe PCs engage 

any evil creatures in those rooms, Sophronia can manifest 

and assist in the battle. She also knows much about demons 

and cults and can help the PCs with her Knowledge skills. 

Lady Sophronia also volunteers her healing abilities to 

the PCs if needed, and offers to keep watch over the PCs 

while they rest ,  making this chamber a safe retreat in the 

otherwise dangerous Sightless Sphinx. 

If the PCs inform Lady Sophronia that the cult of 

Areshkagal is on the rise once more, or that Ninureset is 

present inside the Sightless Sphinx, she flares in furious 

anger. Her apparition takes on a red tint and appears lit 

from behind as if by flames. "My greatest fear has come 

to pass. This, then, is why I have remained here all this 

time. I always thought my talents would be needed again. 

The cult must not be allowed to rise. With your assistance, 

perhaps I can make another strike against this nest of 

vipers corrupting the land." Although she cannot leave 

the area of her death to personally face Ninureset, Lady 

Sophronia offers to imbue one of the PCs' weapons with 

divine power using her divine endowment ability. 

LADY SOPHRONIA CR 12 

XP 1 9,200 

H u m a n  g host  p a l a d i n  of Sa ren r ae  11 (Pathfinder RPG 

Bestiary 1 44) 

LG Med i um  u ndead (a ugmented h umano id ,  h uman, 

i n co rpo rea l )  

l n it +5 ;  Senses da rkvi s ion  60 f t . ;  Percept ion +23 

Aura courage (1 0 ft .), j u st i ce (1 0 ft .), reso lve (1 0 ft .) 

DEFENSE 

AC 27, touch 1 7, f lat-footed 26 (+1 0 a rmor, +6 def lect ion, +1 Dex) 

hp 1 53 (1 1 d 1 0+88) 

Fort +1 9, Ref +1 0, Wil l  +1 5 

Defensive Abil ities channe l  res ista nce +4, i nco rporea l ,  

rejuvenat ion; Immune cha rm, d i sease, fea r, undead t ra i ts  

OFFENSE 

Speed f ly 30 ft .  (pe rfect) 

Melee +1 ghost touch longsword +20/+1 5/+1 0 (1 d8+7/1 9-20) o r  

corru pt i ng  to uch  +1 2 ( 12d6, F o r t  DC  2 1  ha l f )  

Special Attacks champ ion  of the Dawnf lower, channe l  pos i t ive 

ene rgy  (DC 21 ,  6d6), d i v i n e  endowment, sm ite evi l 4/day 

(+6 attack, +1 1 damage), te lek ines i s  (DC 21 )  

Palad in  Spel l -Like Abil it ies (CL  1 1 th; concentrat ion +1 7) 

At w i l l-detect evil 

Paladin Spel ls  Prepared (CL 8th; concentrat i on  + 1 4) 

3 rd-holy whisperAPG (DC 1 9), prayer 

2nd-paladin 's sacrificeA•G, weapon of aweAPG, zone of truth 

(DC 1 8) 

1 st-bless weapon, divine favor, lesser restoration, rally pointAPG 

TACTICS 

During Combat Lady Sophron ia  casts spe l l s  to ass is t  he r  a l l i es 

and uses her sm ite evi l a b i l i ty to attack ev i l  foes wi th her 

ghost touch longsword. Aga ins t  l i v i ng  ev i l  creatu res, she 

uses he r  cor rupt ing touch as we l l .  

Morale L a d y  Sophron ia  fi g hts t o  defeat evi l u n t i l  she's 

destroyed, t hough  she rej uvenates 2d4 days la ter. 

STATISTICS 

Str -, Dex 1 2, Con -, Int 1 4, Wis 1 4, Cha 22  

Base Atk +1 1 ;  CMB + 1 2 ;  CMD 28  

Feats A l i gnment Channe l  (ev i l ), B l i n d - F i g ht, Channe l  Sm ite, 

Combat Expert ise, Imp roved I n i t i a t ive, Toughness, Wea pon 

Focus ( l ongsword) 

LADY SOPHRONIA 



Ski l ls  D i p lomacy +1 8, F l y  +4, Hea l  +1 4, Knowledge (p l a nes) +1 1 ,  

Know ledge  (re l i g i o n) +1 4, Percept ion  +23, Sense  Motive +1 4, 

Stea l th  +4 

Languages Ce lest ia l ,  Common,  Os i r i a n i  

SQ d iv i ne  b o n d  (weapon +3, 2/day), l a y  on  h a n d s  1 1/day (5d6), 

merc ies (c u rsed, d i seased, s i ckened ) 

Gear + 1 ghost touch full plate, +1 ghost touch longsword, s i lver  

ho ly  symbo l  of Saren rae 

SPECIAL ABILITIES 

Champion of the Dawnflower (Su) Lady Soph ron ia's devotion 

to Sarenrae empowers he r  a t tacks .  She adds  he r  Char i sma 

mod i fi e r  as  a bonus  to a t tack ro l l s  a nd  damage ro l l s  made 

with a ghost touch weapon .  Th i s  bonus  on  a t tack  ro l l s  stacks 

with the bonus ga i ned  from he r  sm ite ev i l  a b i l i ty. 

Divine Endowment (Su) Lady Sophron ia  can touch a weapon to 

imbue it with a measure of d iv ine power. The weapon then 

sheds l i g ht as a torch, ga ins  a n  add i t iona l  +1 enhancement 

bonus (to a maximum of +5), and  ga ins the holy weapon 

spec ia l  a b i l i ty. These effects end i f  the weapon l eaves the 

S ig ht less Sph inx o r  i f Lady Sophron ia i s  permanent ly destroyed 

o r  put to rest. Wh i l e  a weapon i s  i nfused with this power, Lady 

Soph ron ia  loses the use of he r  d iv ine bond c lass feature .  

Rejuvenation (Su) Lady Sophron ia  pers ists as  a g host so l ong  

as  the g l a brezu N i n u reset i s  a l ive. I f  N i n u reset i s  k i l l e d  o r  

ban i shed back to the Abyss, Lady Sophron ia  i s  put  to rest a nd  

he r  sou l  passes on  t o  the after l i fe .  

Treasure: The eight longswords on the ground represent 

Lady Sophronia's fallen comrades. Rusted and ancient, they 

have no monetary value. If Lady Sophronia is put to rest, she 

leaves behind her +i .!Jhost touch full plate and +I .!Jhost touch 

lon.!Jsword. Her silver holy symbol hangs on the wall. 

Story Award: If the PCs befriend Lady Sophronia and 

slay Ninureset, thereby putting the paladin to rest, reward 

them XP as if they had defeated her in combat. 

K24a.  G rand  Temp le  (CR 1 2) 

Dust  a nd  fi ne  sand  cover the f loor  of th i s  g rand  h a l l , as if decades, 

maybe even centu r i es, had passed s i n ce any l i v i ng  creatu re 

set foot he re .  Sconces carved i nto the stone wa l l s  ho l d  the 

wi thered stems of a nc ient  torches, the i r  b l a ckened heads co ld 

a nd  c r umb l i n g .  He re and  the re, ye l l ow bones mo lder  among the 

d r i fts of sand .  

At the far end of the ha l l , a na rrow sta i rcase leads u p  to a ra i sed 

p la t fo rm.  The f ront  of the p latform d i sp lays h ideous images of  

l i on -headed f igu res, feroc ious sph inxes, and  horned demons 

tea r ing screaming morta l s  apa rt. A wh ite stone statue of a faceless 

demon i c  sph inx with s ix legs g l a res down from atop the dais. The 

sph i nx's wide dragon wings sp read to either s ide, form ing  two flat 

a l ta rs sta ined with the blood of count less sacr i fices. On the cu rved 

wa l l  beh ind  the sph i nx, the f ragmented rema ins  of th i rteen 

humano id  ske letons have been p inned u ps ide-down aga i nst the 

wa l l  with rusty metal sp i kes . A tarn i shed ova l m i rror hangs f lat 

aga i nst the wa l l  a bove the m idd le  ske leton . 

A pitched battle between the paladins of Sarenrae and 

the cultists of Areshkagal took place here. After the dead 

had been counted, the templars took away their fallen 

and consecrated them properly, but they left the cultists' 

bodies here to rot. 

A PC who succeeds at a successful DC 25 Perception 

check discovers a secret door in the north wall just past 

the entrance. The door leads to area Kz5.  The ceiling is 

50 feet high in this chamber. 

Creatures: The angry spirits of three dead cultists linger 

in the room as spectres, hiding in the walls until living 

creatures enter the room. The spectres have been here a 

long time and are desperate for the warmth of the living. 

ADVANCED SPECTRES (4) CR 8 

XP 4,800 each 
hp 68 each (Pathfinder RPG Bestiary 256, 294) 

TACTICS 

Dur ing Combat The  spectres t a rget  i n d i v i d u a l s  wea r i n g  ho l y  

symbo l s  o r  o the r  i dent i f ie rs  of S a re n rae  f i rst .  I f  no  one  

wea r s  su ch  symbo l s, t he  spect res scatter, each at ta ck i ng  

sepa rate ta rgets .  

Morale The spectres fi gh t  un t i l  destroyed .  

K24b .  Sacr ific ia l  A l tar 
The dais at  the eastern end of the Grand Temple rises 

5 feet above the floor of the rest of the chamber. The stone 

sphinx statue atop the dais represents Areshkagal, which 

a character recognizes with a successful DC 15 Knowledge 

(religion) or Knowledge (planes) check. 

The outspread wings of the sphinx form an altar where 

the cultists of Areshkagal made living sacrifices to their 

demonic patron. The partial skeletons spiked to the 

wall behind the altar are the aged remains of the cult's 

sacrificial victims. 

The statue and the bronze mirror behind it are part of 

the Sightless Sphinx's scrying network. The mirror has a 

strong divination aura (caster level 20th). If activated, the 

mirror can be used to view the Chamber of the Sky (area 

K37), where Userib now dwells. The statue and mirror 

here have not been used in over a hundred years, and 

since the current occupants of the Sightless Sphinx have 

not explored the Grand Temple, neither Userib nor his 

demonic ally Ninureset realize that these objects can be 

used to look into their headquarters. See area K8 for full 

details on using the scrying chambers and statues. 

Treasure: The templars of Sarenrae missed a secret 

cache here when they cleared the temple and eradicated 

the cult. A PC who succeeds at a DC 25 Perception check 

discovers a secret panel in the floor behind the sphinx 
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statue. The compartment beneath holds a ba9 of ho!din9 

type II containing a +1 9reatsword, a potion of displacement, 

a potion of fly, a potion of ra!Je, and a square ceramic tile 

painted with the image of a coiled snake. This tile is one of 

the keys that opens the hidden vault in area Ki8. 

K25. Observati on Post 

Ho r izonta l s l i ts i n  the eastern wal l  of th is sma l l  c hamber  a l low 

a v iew i nto the g rand  ha l l  beyond .  A l ayer of dus t  on  the f loor  

i nd icates that  no one  has l i ke l y  used th i s  observat ion post for  

many years .  

Initiates of the cult of Areshkagal who were not yet 

considered worthy to actually participate in ceremonies 

in the Grand Temple were allowed to observe the 

cult's rituals from this room, where they also provided 

additional security against interruption. The secret 

doors in the north and south walls are easily visible from 

within this room. 

K26.  Ha l l  of the Dead (CR 1 3+) 

A w ide  h a l l  stretches from a pa i r  of stone  doub l e  doo rs to the 

south to a n  overs ized a rchway to the nor th .  E ng raved s ig i l s  of  

eyes, su ns, swords, a nd  water b i rds mark  the l a rge  stone b l ocks 

that pave the f loor. S ix  a l coves l ine the h a l l , th ree on  each s i de .  

W i th i n  each a l cove sta nds  a n  up r i gh t  stone sa rcophagus  ca rved 

i n  the l i keness of a h uman  man, his arms crossed over h i s  

c hes t .  T h i n, fou l - sme l l i n g  smoke emanates f r om the eyes of the 

sa rcophag i, crea t i ng  a d ank  haze i n  the room .  

The first sarcophagus to  the southeast stands open 

and empty; a small pile of charred bones lie heaped 

on the floor in front of it. A PC who succeeds at a DC 23 

Knowledge (planes) check can identify the foul-smelling 

smoke issuing from the sarcophagi as a characteristic of 

the extraplanar undead creatures known as bodaks. The 

ceiling is 30 feet high in this chamber. 

Creatures: Through horrific torture and exposure to the 

supernatural evil of Areshkagal, the cultists of Areshkagal 

transformed six captured innocents into bodak guardians 

and sealed the undead within the sarcophagi lining the 

walls. If a living creature steps anywhere within the 

30 -foot-square space in front of a sarcophagus ,  the lid of 

the sarcophagus flies open, releasing the bodak within to 

attack. This leaves a 10-foot-wide corridor down the center 

of the chamber where creatures can safely pass through 

the room without releasing the trapped bodaks. 

When Userib and the maftets first entered the Sphinx, 

they accidentally released the first bodak near the door. 

Userib quickly realized that proximity triggered the 

release of the undead, so after burning the corpse of the 

creature, the maftets moved straight down the center 

of the room and into the next chamber, leaving the five 

remaining bodaks still trapped in their sarcophagi. 

If the PCs realize how to release the bodaks from their 

sarcophagi, they can gain a strong advantage against 

the undead by taking care to release only one bodak at a 

time. Clever PCs may even attempt to ambush unwitting 

opponents by maneuvering them into releasing the bodaks, 

though the undead make no distinction between the PCs 

and their enemies once released. Note, however, that the 

maftet cultists and their allies know of the bodaks and avoid 

releasing them if possible. In addition, the PCs have no way 

ofknowing that every bodak that dies here strengthens the 

zombie lord Heqet in area K28, and thus their bravery (or 

greed) may come back to haunt them in the near future. 

BODAKS (5) CR 8 

XP 4,800 each 
hp 85 each (Pathfinder RPG Bestiary 2 48) 
TACTICS 

During Combat A bodak uses i ts death gaze to try to s lay 

any enemies  i t  sees .  Once i n  me l ee, i t  a t tacks the nea rest 

creat u re with i ts s l am attacks .  

Morale The tormented, rage-fi l l ed bodaks f ight unt i l  destroyed .  

Development: This chamber lies between the territories 

claimed by the cult of Areshkagal and the Cult of the 

Forgotten Pharaoh, and the two cults have clashed here on 

numerous occasions. 

Creatures: Two maftet cultists of Areshkagal are under 

orders to cause as much damage as possible to the Cult of 

the Forgotten Pharaoh and any other potential threats 

they find inside the Sightless Sphinx. The maftets have 

defaced their runic tattoos with ritualistic scars and dyed 

the fur on the lower halves of their bodies blue in honor 

of their demonic patron. Red dye streaks their wings, as if 

their trailing feathers had been dipped in fresh blood. The 

maftets burst through the archway from area K27 at an 

opportune moment, such as when the PCs are fighting the 

bodaks. If any Forgotten Pharaoh cultists (or PCs disguising 

themselves as cultists) are present, one of the maftets focuses 

its attacks on the cultists while the other attacks the PCs. 

CULTISTS OF ARESHKAGAL (2) CR 9 

XP 6,400 each 
Maftet rog ue  6 (Pathfinder RPG Bestiary 3 1 88) 
CE Med i um monstrous humano i d  

l n it +6; Senses da rkvis ion 60 ft. , low- l i gh t  v is ion; Percept ion +1 8 

DEFENSE 

AC 23, touch 1 6, f lat-footed 1 7  (+4 a rmor, +6 Dex, +3 natu ra l ) 
hp 1 1 3  each (1 4  H D; 8d 10+6d8+42) 
Fort +7, Ref +1 7, Wil l  +9 

Defensive Abil ities evas ion, t rap sense +2, uncanny dodge 



OFFENSE 

Speed 40 ft . , f ly 60 f t .  (poor) 

Melee +1 scimitars +1 7/+1 7/+1 2/+1 2/+7 (1 d 6+6/1 5-20) 

Special Attacks pa i red weapons, ra ptor d ive, sneak attack +3d6  

Spel l -L ike Abil it ies (CL  8 th ;  concentrat ion +9) 

Constant-moge armor 

3/day-mogic weapon 

1/day-cot 's grace, protection from evil 

Rogue Spel l -Like Abil it ies (CL  6th, concentrat i on  +7) 

3/day-roy of frost 

2/day-vonishAPG 

TACTICS 

Before Combat The mallets cast magic weapon on 

the i r  sc im i ta rs before combat, and  cas t  vanish 

just before enter ing the room.  

Dur ing Combat The mallets take advantage of the h i g h  ce i l i ng 

to make raptor d ives coup l ed  with sneak attacks .  The cu l t i s ts 

attempt to fl a n k  wi th a nother to cont i n ue  making sneak 

attacks, keep i ng  to the a i r  as  much as  poss i b l e .  

Morale Zea lous  converts to Aresh kaga l 's worsh i p, the mallets 

fi gh t  to the death .  

STATISTICS 

Str 20, Dex 22 ,  Con 1 6, Int  1 2, Wis 1 2, Cha 1 3  

Base Atk +12 ;  CMB +1 7; CMD 33 

Feats B l eed i n g  Cr i t i ca l ,  Combat Ref lexes8, Cr i t i ca l  Focus, 

Doub l e  S l i ce, Im p roved C r i t i ca l (s c im i t a r) , I m p roved Two ­

Wea pon  F i g h t i n g ,  Two-Weapon  F i g h t i ng ,  Wea pon  Focus  

(s c im i t a r), W i n gover 

Ski l ls Acrobat ics +22, D isab le Device +14, F ly +1 8, I n t im idate +1 8, 

Knowledge (h istory) +9, Knowledge ( l o ca l ) +12 ,  Knowledge 

(p l anes) +4 ,  Knowledge (re l i g i o n) +4 ,  Percept ion +1 8, 

Stea l th  +27, Su rviva l +1 2 

Languages Abyssa l ,  Common, Sph i nx  

SQ rog ue  ta l ents (combat t r i ck, majo r  mag i c, m ino r  

mag i c), r un i c  tattoos, t rapfi n d i n g  +3  

Gear  mwk sc im i tars (2), aegis of recovery"', s i lver unho l y  

symbo l  of Areshkaga l  

K27. Chamber  of R itua l  Pur ificat ion (CR 1 1 )  

Low stone tab les  covered i n  b rown i sh  sta i n s  r i ng  the center of 

th is chamber, w i th p i l es of rusted cha i n s  heaped next to them .  

The tab les  su r round a red  s tone  a l t a r. Obs i d i an  ch ips  embedded 

on  each face  of the a l t a r  fo rm po i nted runes  that sta b down 

toward the g round,  and  seve ra l  b l a ck  i ron kn ives l i e  atop the 

a l t a r  i n  a pudd le  of f resh  b lood .  

The cult of Areshkagal prepared their dead for burial 

in this room, which they also used to torture prisoners 

and engage in bloody rituals in honor of their demonic 

patron. A PC who succeeds at a DC 15 Knowledge (religion) 

or Knowledge (planes) check recognizes Areshkagal's rune 

on the altar. Anyone investigating the stone tables can 

attempt a DC 10 Perception check to notice that two of the 

slabs bear fresh blood stains and deep score marks, as if 

from sharp blades. A PC who succeeds at a DC 25 Survival 

check finds a dried but relatively recent blood trail 

leading from the bloodstained table to the eastern door. A 

successful DC 25 Perception check reveals the presence of 

a secret door in the northeast wall. 

The newly converted maftet cultists of Areshkagal 

recently resurrected the use of this chamber. When the 

hostilities initially began, the maftets captured two 

cultists of the Forgotten Pharaoh and brought them 

here. After torturing the cultists for information, the 

maftets gruesomely sacrificed them as part of a demon­

summoning ritual, then scattered their bones far and 

wide in the desert. 
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Creatures: The Forgotten Pharaoh cultists sacrificed in 

this room have returned as vengeful guecubus, forming 

undead bodies from the sand and stone of the Sightless  

Sphinx itself. The guecubus hide beneath the floor using 

their earth glide ability until their tremorsense detects 

movement in the room above. Remembering well their 

torture at the hands of the maftet cultists , the guecubus 

emerge from the floor to attack any living creatures in 

the room. 

ADVANCED GUECUBUS (2) CR 9 

XP 6,400 each 
hp 1 26 each (Pathfinder RPG Bestiary 3 1 45, 290) 

TACTICS 

During Combat The guecubus  cast spike stones to h i nde r  

opponents i n  the room, then ea ch  targets a s i ng l e  enemy 

with i ts me lee  at tacks  and  m isfo r tune ab i l i ty. 

Morale The guecubus  fi gh t  un t i l  destroyed .  

Treasure: The four black iron knives atop the altar, 

each a masterwork cold iron dagger, were used to torture 

and kill the Forgotten Pharaoh cultists. In addition, the 

cultists' bloodstained gilt wooden funerary masks (each 

worth 25 gp) lie discarded behind the altar. 

Development: !fall of the bodaks in area Kz6 have been 

destroyed, the zombie lord Heqet in the secret room (area 

Kz8) gains enough strength to burst through the secret 

door and attack the PCs as soon as they enter this room. 

K28.  The Re l ict's Tomb (CR 1 3) 

A stone sa rcophagus  rests in the center of th i s  room .  Ca rved 

from pa l e  sandstone, the sa rcophagus  dep icts the fi g u re of a 

woman ho l d i ng  a serpent in each hand .  Though  the fi g u re's body 

has been ca ref u l l y  ca rved to appea r  young and  vo l u ptuous, her  

face i s  b lank and  feature less .  Sma l l  s tone p l i nths sta nd at the 

head and  foot  of the sa rcophag us, each one  ho ld i ng  a sma l l  

go l den  box. 

Creature: One of Areshkagal's most faithful cultists, 

a cleric named Heqet, was interred in this tomb, but she 

has not rested in her sarcophagus for some time. Shortly 

after her entombment, she rose as an undead zombie lord 

and now stands ,  silent and watchful, in this dark room. 

Heqet is magically bound to the bodaks in area Kz6 and 

can sense their movements and general condition. For 

each bodak that is destroyed, Heqet grows stronger. If all 

six bodaks are destroyed, Heqet becomes strong enough to 

break through the secret door to this chamber, which was 

not designed to open from this side. If Heqet can break 

through the door, she does so as soon as the PCs enter area 

Kz7. Otherwise, she waits here , and anyone who opens the 

door and enters the room faces her wrath. 

HEQET CR 13 

XP 25,600 

Fema le  h uman  zomb ie  l o rd c l e r i c  of A reshkaga l  13 (Pathfinder 

RPG Bestiary 4 286) 

CE Med i um undead  

l n it +6 ;  Senses da rkv i s ion  60 f t . ;  Percept ion +20 

DEFENSE 

AC 3 1 ,  to uch  1 6, f lat-footed 29 (+8 a rmor, +4 def lect ion ,  +2 Dex, 

+2 natura l ,  +5 sh i e l d ) 

hp 1 5 4  (1 5d8+83) 

Fort +1 4, Ref +1 1 ,  Wil l  +1 8 

Defensive Abil ities channe l  res ista nce +5; DR 5/s l a sh ing ;  

Immune undead t ra i ts; Resist e lect r i c i ty 20; SR 25  

OFFENSE 

Speed 20 ft .  

Melee rad of the viper +1 7/+1 2 (1 d8+6/1 9-20) or 

s lam +1 4 (1 d6+6) 

Special Attacks channe l  negat ive ene rgy  8/day (DC 2 1 ,  7d6), 

fu ry  of the Abyss (+6, 7/day), scythe of ev i l  (6 ro unds, 2/day) 

Domain Spel l -Like Abil it ies (CL  1 3th; concentrat ion +1 7) 

?/day-l i gh tn i ng  a rc (1 d 6+6 e lect r i c i ty) 

Cleric Spel ls Prepared (CL  1 3th; concentrat ion + 1 7) 

7th-blasphemy0 (DC 2 1 ), destruction (DC  23) 

6th-chain lightning0 (DC 20), harm (DC  22), summon 

monster VI 
5th-dispel gaad0 (DC 1 9), major curse"M (DC 2 1 ), slay living 

(DC  2 1 ), spell resistance 

4th-divine power, freedom of movement, inflict critical 

wounds (DC 20), spell immunity, spit venam"M (DC  1 8), 

unholy blight0 (DC 1 8) 

3 rd-blindness/deafness (DC  1 9), gaseous farm0, inflict 

serious wounds (DC  1 9), invisibility purge, magic 

vestment, wrathful mantleAPG 

2nd-dread bolt"M (DC 1 6), hold person (DC  1 6), resist energy, 

shard of chaos"M (DC 1 6), silence (DC 1 6), wind wall0 

1 st-deathwatch, daam0 (DC  1 7), entropic shield, 

murderous cammand"M (DC 1 5), ray of sickening"M 

(DC  1 7), shield of faith 

O (at w i l l )-bleed (DC 1 6), detect magic, guidance, read magic 

D doma i n  spe l l ; Domains A i r, Ev i l  (Demon subdoma i nAPG) 

TACTICS 

Before Combat Heqet  can sense what the bodaks in a rea K26 

exper ience and see th rough their eyes. As soon as  they fa l l  

u n d e r  attack, she  casts magic vestment on  he r  s h i e l d  a nd  

freedom of movement. Ba sed  on the PC s '  tact ics, she  a l s o  

casts resist energy aga i nst a su ita b l e  ene rgy t ype  and  spell 

immunity aga ins t  app rop r iate spe l l s  (such as holy smite, 

searing light, and  undeath ta death) . Once a l l  of the boda ks 

have been dest royed o r  the PCs appea r  to be head i ng  toward 

he r  tomb, Heqet casts shield of faith, spell resistance, and  

wrathful mantle. 

During Combat Heqet casts summon monster VI just before 

b rea k ing th rough the secret door (or  on the f i rst round  of 



combat) to summon 1 d 3  babau  a l l ies .  She  immed iate ly 

targets the nearest enemy (o r a nyone open ly d i sp l ay i ng  

the ho ly  symbo l  of a good-a l i g ned  de ity) wi th destruction, 

fo l l owed by he r  most power fu l  spe l l s, i n c l u d i n g  blasphemy, 

chain lightning, and  unholy blight. If p ressed i nto me lee  

combat, Heqet cas t s  divine power and  t ransforms he r  rod of  

the viper i nto a serpent .  

Morale Heqet fi g hts unt i l  d estroyed .  

STATISTICS 

Str 1 8, Dex 1 4, Con -, Int  1 0, Wis 1 8, Cha 1 6  

Base Atk +1 0; CMB +1 4; CMD 3 0  

Feats Combat Cast ing ,  Extra Channe l ,  G reater Spe l l  Focus 

(necromancy), Imp roved Channe l ,  Imp roved Cr i t i ca l  ( heavy 

mace), Imp roved I n i t iat ive, L i gh tn i ng  Refl exes, Spe l l  Focus 

(necromancy), Toughness", Wea pon Focus (heavy mace) 

Ski l ls  Knowledge (h i story) +8, Knowledge (p l anes) +8, 

Knowledge (re l i g i on) +8, L i ngu ist ics +4, Percept ion 

+20, Sense Mot ive +12 ,  Spe l l c raft +1 6 

Languages Abyssa l, Common, Os i r i a n i  

SQ l o s t  sou l  bond  

Combat Gear scroll of blade barrier; Other Gear +2 breastplate, 

mwk heavy steel sh ie l d, rod of the viper, adamant ine and  

p la t i num unho ly  symbo l  of Aresh kaga l  (worth 500 gp) 

SPECIAL ABILITIES 

Lost Soul Bond (Su) Heqet is mag ica l l y  bound to the bodaks i n  

a rea K26  and  c an  sense t he i r  p resence and  genera l  cond i t ion 

as  i f  she were cast i ng a status spe l l .  By concentrat ing, Heqet 

can see th rough the eyes of any of the bodaks .  I n  add i t ion, 

she is empowered whenever one of the bodaks is destroyed, 

ga i n i ng  10 temporary hit po i nts, a +2 p rofane bonus to 

her Strength score, and  a + 1 profane bonus to her channe l  

resistance. Cu rrent ly, one of the bodaks  has been destroyed 

(the  bonuses she received from that bodak's destruct ion a re 

a l ready inc l uded in her  statist i cs). If the other five bodaks a re 

destroyed, she ga ins  50 add i t iona l  temporary h i t  po i nts, a n  

add i t iona l  +1 0 bonu s  t o  her  Strength (g iv ing her  a +5  p rofane 

bonus on her  me lee attack ro l l s  and  damage ro l l s), and  an 

add i t iona l  +5 profane bonus to her  channel resistance. 

Treasure: The two golden boxes (each worth 

250 gp) flanking Heqet's sarcophagus hold personal 

possessions that Heqet treasured in life and did not 

want to despoil with her own moldering corpse. The 

one at the head of the sarcophagus contains a headdress 

made of delicate gold chain links and set with a turquoise 

serpent over the brow, worth 2 ,800 gp. The box at the feet of 

the sarcophagus holds a pair ofleather-soled slippers with 

gold chains that wrap up to the knees, worth l ,ooo gp. 

K29.  Altar of R idd les  (CR 9) 

A shor t  h a l lway leads i nto a w ide, dark room .  An e l a bo rate mu ra l  

of moons  waxi ng  and  wan i ng  th rough the i r  va r i ou s  phases 

dom i nates the cu rv ing  wa l l  at  the fa r  end of the chamber. A 

p i tch -b l a ck  a l t a r  decorated wi th cu rved b l a ck  horns  s i t s  in a n  

a l cove i n  the m i dd l e  of the mu ra l .  A l ow, keen i ng  wa i l  echoes 

th rough the room .  

The blood trail from area K27  leads into this room. 

Creature: One of Userib's friends ,  a maftet named 

Ligash, was more reluctant than the others to enter the 

Sightless Sphinx, and he fell less under Ninureset's sway 

than his companions. Ligash longed to flee the Sphinx 

but saw no way to break ties with Userib's newly formed 

cult without losing his life. Instead, Ligash decided to 

play along with the others until an opportunity arose 

for escape. Unfortunately, he found himself trapped in 

the Chamber of Ritual Purification while Userib and the 

others, under the guidance of the glabrezu, hideously 

tortured two cultists of the Forgotten Pharaoh to death and 

sacrificed them to summon a host of monstrous fiends. 

The sight shattered Ligash's sanity, and suffering from 

schizophrenia (Pathfinder RPG GameMastery Guide 251) ,  
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the maftet now lurks in this room, hopelessly mad and 

shunned by his former companions. 

When the maftets first swore allegiance to Areshkagal, 

they studied a series of ancient scrolls depicting the 23 
Riddles of the Flesh, an interlocking series of puzzles 

that no mortal has ever been able to comprehend. In his 

madness, Ligash has become obsessed with the 23 Riddles ,  

and he spends his time here gnawing on his own hands and 

crafting his own riddles in homage to Areshkagal. 

When he spots the PCs, Ligash begins snarling out his 

homemade riddles (see the sidebar) and demands that the 

PCs answer them. A PC who succeeds at a DC 20 Sense Motive 

check gets the sense that Ligash is suffering from some sort 

of metal affiiction. If the PCs successfully answer all three 

riddles, Ligash becomes quiet and docile to the point of 

catatonia. If the PCs do not or cannot answer them correctly, 

Ligash roars in frustration and attacks. 

LIGASH CR 9 

XP 6,400 

Cu l t ist of Areshkaga l  (see page 45) 

hp 1 1 3  

TACTICS 

During Combat On  the f i rst round  of combat, L i gash must  

succeed at a DC 16 Wi l l  save o r  become confused for 1 d 6  

rounds .  I f  a b l e  t o  a c t  no rma l l y, h e  attacks t h e  c l osest 

opponent wi th a l l  of h i s  attacks, i gno r i ng  other  combatants 

for the most par t  un t i l  h i s  target i s  dead .  

Morale The insane mallet fi g hts to the death .  

SPECIAL ABILITIES 

Schizophrenic (Ex) L igash suffers from sch izophrenia 

(GameMastery Guide 251) .  He takes a -4 pena lty on a l l  Wisdom 

and Cha r isma-based ski l l  checks, cannot take 10 o r  take 20, and 

must succeed at a DC 16 Wi l l  save when i n  a stressfu l  s i tuat ion 

(such as combat) or  become confused for 1d6 rounds. 

Development: If the PCs want to try to cure Ligash ofhis 

insanity, they may do so, but it is a lengthy process unless 

powerful magic such as _greater restoration, heal, limited wish, 

miracle, or wish is used. Otherwise, Ligash may attempt a DC 

i6 Will save to reduce the insanity's DC by i once per week. 

Ifthe PCs return Ligash to Erayu and the maftet tribe, years 

of safety among his family in the sun may also restore some 

modicum of sanity and peace to the troubled maftet. 

Story Award: If the PCs answer Ligash's riddles and 

render him docile , award them 6,400 XP, as if they had 

defeated the maftet in combat. 

K30 .  Quartermaster's Chamber  

The doo r  t o  t h i s  r o om sta nds o pen .  B l oody streaks smea r  t h e  

wa l l s, a nd  b roken sp l i nters o f  wood t h a t  may  on ce  have been 

fu rn i t u re l i e  s t rewn abou t  th i s  chamber. The head l ess bod ies 

LIGASHS RIDDLES 
The i n sane  maftet L i gash p resents the PCs wi th the 

fo l l ow ing th ree r i dd l es, crafted i n  the tw i s ted cor r ido rs o f  

h i s  de ranged m i nd .  

" T he  s ky  b reathes aga i nst moun t a i n s  t a l l ,  a nd  makes 

their stony hea rts to fa l l .  F l ame heats the mounta ins '  

broken domes and  makes a w indow of t he i r  bones .  What 

l i e s  wi th in  the mounta i n 's g rave?" 

Answer: Sand,  o r  sand  forged i nto g l ass .  

"They have no  weig ht, no  sha pe, no  s ize, yet a l l  

w e l l  know w h e n  they a r i se .  Though  word l ess, t une less, 

tongue less too, they s i ng  a song of pa i n  f u l l  t rue ." 

Answer: Screams .  

" Fou r  awls  have I for  punch ing th ro ugh .  Fou r  kn ives have 

I for cutt i ng  true. Ten f r iends above and ten be l ow, to g r i n d  

u p  p ieces of my foe .  Wha t  am I ? "  

Answer: A l i on, wh i ch  has fou r  can i ne  teeth, f ou r  

ca rnass ia l  teeth, a nd  a pp rox imate ly 20  more teeth i n  i ts 

mouth .  (A success fu l  DC  23  Knowledge [natu re] check can 

prov ide the cor rect  a nswer to th i s  r i dd l e.) 

of ha l f  a dozen snakes, t he i r  ca rcasses torn and sh redded, l i e  

rot t i ng i n  sma l l, sad  heap s  a r o und  the room .  

The insane maftet Ligash in area Kz9 has taken to 

catching, violently killing, and half-devouring harmless 

snakes that make their way into the Sphinx in this chamber. 

With a successful DC 20 Perception check, a character 

discovers a secret door in the eastern wall of the room. The 

door once led to other chambers in the Sightless Sphinx's 

left front leg, but following the collapse of that portion of 

the structure, it now exits outside the Sphinx. Neither the 

cult of Areshkagal nor the Cult of the Forgotten Pharaoh is 

aware of the existence of the door, which can provide the 

PCs with the means to secretly enter and exit the Sphinx. 

Treasure: A PC who succeeds at a DC 25 Perception 

check uncovers a sturdy bronze ring in the shape of a ram's 

head with two small rubies for eye. This rin_g of the ram was 

hidden in one of the old bedposts in the room and freed 

during Ligash's rampage. 

K3 1 .  Crossroads 

Fou r  doo rs ex i t  th i s  octagona l  room .  A symbo l  i s  eng raved i n  the 

wa l l  a bove each doo rway-a sh i e l d  to the no rth, a sku l l  to the 

east, a n  eye to the south ,  and  a b lank fema l e  face wea r i ng  a 

pha raoh's headd ress to the west .  

The symbols on the walls in this chamber identify 

the rooms beyond the doors. The shield represents the 



armory (area KJz), the skull symbolizes the Chamber of 

Ritual Purification (area Kz7), the eye indicates the way to 

the Chamber of the Sky (area KJ7), and the blank female 

face (Areshkagal's symbol) designates the Chamber of the 

Faceless Sphinx (area KJ5). 

K32 .  Armory of the Faceless (CR 1 2) 

Along the no rthern wa l l  of th is  room, s ix wooden dummies sag and  

lean under  the we igh t  of the armor they ca rry. E ight  steel he lmets, 

each one carved with an e laborate go lden face mask, hang on 

the eastern wa l l .  The facep lates of the he lmets a re d i storted and  

defaced, as i f  me lted by ac id or  f ire. Th i ck, s i ck l y  g reen v i nes  twine 

throughout the room, and  b lack feathers l i tter the f loor. A fou l  

stench h a n g s  i n  t h e  a i r, as i f someth ing  recent ly d i e d  here .  

The highest priests of the old cult of Areshkagal kept 

their personal armor in this room. 

Creatures: A trio of vrocks summoned by the new cult 

chose this room as its lair. The vrocks' spores are the 

source ofboth the vines and the foul smell here. 

VROCKS (3) CR 9 

XP 6,400 each 
hp 1 1 2  each (Pathfinder RPG Bestiary 69) 

TACTICS 

During Combat The vrocks immed iate ly cast mirror image 

before beg i n n i n g  a jo i n t  dance of ru in ,  in the hopes that the 

i l l usory doub l es w i l l  g ive them t ime to comp l ete the dance .  

Afterwa rd, o r  i f  the  dance i s  i nter ru pted, the vrocks screech 

i n  a n  attempt to s tun as  many enemies  as  poss i b l e, then 

cast heroism and  re lease the i r  spo res before fi n a l l y  engag i ng  

opponents i n  me lee .  

Morale I f  one of the vrocks is k i l l ed, the two su rvivors attempt 

to summon more vrocks jo in  the batt le .  If two of the o r i g i na l  

vrocks a re s l a i n, the th i rd f l ees  to a rea K35 to  warn  N i n u reset. 

Treasure: Neither the maftets nor the demons wear 

armor, and so the high priests' bounty remains here. Four 

of the suits of armor are ruined beyond repair, but the 

other two remain intact: a set of +I poison-resistant parade 

armor (Ultimate Equipment 121 ,  13) plated with gold and 

inlaid with a bejeweled lotus flower, and +2 silken ceremonial 

armor (Ultimate Equipment i4) made of gold-trimmed white 

linen with a heavy tore set with la pis lazuli. Each of the 

eight helmets is worth 350 gp. A successful DC zo Appraise 

check reveals that the helmets' melted faceplates were 

deliberately crafted, likely in honor of Areshkagal. 

K33 .  Maftet Quarters (CR 1 2) 

P i l e s  of un cu red fu rs  a nd  h i des  make c rude pa l l ets on the f loo r  

of th i s  chamber, a nd  d r i ed  b lood and  soot smears obscu re the 

wa l l s .  A ra nk  sme l l  hangs  i n  the a i r, l i ke that of a wet  a n ima l  

b a k i n g  i n  the sun .  

Creatures: The maftet cultists of Areshkagal have taken 

these chambers as their own. One maftet is currently 

resting in area KJ3a and two more rest in area KJ3b. If the 

PCs disturb any of the maftets, they scream a warning and 

attack. The other maftets next door join the combat on 

the following round. If two of the maftets are slain, the 

survivor attempts to flee to area K37 to warn Userib and 

the others. 

CULTISTS OF ARESHKAGAL (3) CR 9 

XP 6,400 each 
hp 1 1 3  each (see page 45) 

Treasure: A PC who succeeds at a DC 20 Perception 

check finds a semiprecious gemstone worth 50 gp and 3d10 

gp in assorted coins amid the debris in each room. 

K34. Ha l l  of L ightning 

A shor t  co r r i do r  extends  beyond the doo r, end i ng  at a crack l i n g  

shee t  of l i g htn i ng  that  b l ocks the end of the h a l lway. The sme l l  

of a s ummer  storm fi l l s  the  a i r, a nd  the s i zz l i n g  of the l i g htn i ng  

makes no rma l  conversat ion imposs i b l e  nea r  the bar r i er. 

Ninureset created this lightning barrier by means of 

an unholy ritual. The barrier protects the glabrezu's lair 

but the demons can freely pass through it, as they are 

immune to electricity. Any creature walking through the 

barrier takes i4 points of electricity damage (Reflex DC 

21 half); effects that protect against electricity damage 

work normally against the barrier. The barrier can be 

dispelled, suppressed, or destroyed with dispel manic, 

mane's disjunction, antimanic field, or similar effects (caster 

level i4th) ,  but it is not a trap and cannot be disarmed. 

If the PCs attempt to bring the bronze sentinel through 

the barrier, an enormous thunderclap booms through the 

hallway. All the electricity redirects through the sentinel's 

metal body and courses down into the earth, instantly 

destroying the barrier. Anyone inside the bronze sentinel 

is insulated from the attack and takes no damage, but 

the sentinel takes 84 points of damage, gains the broken 

condition, and is rendered immobile. 

Development: The bronze sentinel can be repaired enough 

to make it move again by casting make whole and succeeding 

at a DC 24 Spellcraft check, but the item retains the broken 

condition. While broken, the bronze sentinel takes a -2 penalty 

on attack and damage rolls and its natural armor bonus is 

reduced to +5. Further repair of the bronze sentinel to remove 

the broken condition requires a mendinn or make whole spell 

with a minimum caster level of i9th. 
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K35 .  Chamber  of the Faceless Sph inx (CR 1 3) 

A wide squa re stone p latform sta nds in the center of the room.  

Sha l low stone steps lead up  to the p latform on each  s ide of the  

squa re .  A stone s l ab  hangs f rom the cei l i n g  on th i ck  i ron cha i ns, 

m i r ro r i ng the p latform on the f loor, but with a ba l l  of g reen fi re at 

each corner. Beyond, the massive stone head and shou lders of a 

sph inx protrude from the fa r  wa l l .  The carv ing stretches from f loor 

to ce i l i ng, and  its face i s  a feature less mass of jagged edges and 

ch i pped stone .  L i fe-s ized ca rved images of knee l ing supp l icants 

on the wal ls r ing the chamber, fa c ing the sph inx .  

This was the private temple and meditation chamber for 

the high priests of the old cult of Areshkagal, and lower­

ranking priests and initiates were strictly forbidden from 

entering. The ceiling is 50 feet high in this room. The 

stone platform is 5 feet high; the slab of stone hangs 40 feet 

above. The balls of green fire are continual flames. The 

hanging slab is studded with invisible iron spikes. Once an 

elaborate trap, the slab was designed to drop on its chains, 

but rust and time have disabled the ancient mechanism. 

The sphinx carving on the far wall can be identified as 

Areshkagal with a successful DC 15 Knowledge (religion) 

or Knowledge (planes) check. 

Creature: The glabrezu Ninureset makes his lair here 

now, under the pitiless visage ofhis mistress Areshkagal. 

If the PCs use the bronze sentinel to bypass the lightning 

barrier in area KJ4,  the noise instantly alerts Ninureset 

that the room has been breached. 

If aware of the PCs, Ninureset uses veil to appear to appear 

as a relatively harmless human or friendly marid, perhaps 

posing as a prisoner of the cult. The glabrezu willingly 

talks with the PCs, spinning a sad tale ofhis imprisonment 

(using Bluff), and offering the PCs a wish in exchange 

for his freedom. This is a trick, of course, and if the PCs 

accept, Ninureset does everything he can to twist the wish 

in creative and destructive ways. If the PCs refuse to accept 

his wish or they see through his illusion, Ninureset tries to 

lure them up onto the platform where he can use his reverse 

nravity spell-like ability to deadly effect (see Tactics , below). 

N INURESET CR 13 

XP 25,600 

G l a b rezu (Pathfinder RPG Bestiary 61) 

hp 1 86 

TACTICS 

Before Combat If N i n u reset is awa re of i n t ruders, he casts 

mirror image before combat .  

During Combat N i n u reset wa i ts  on  the fa r  s i de  of the p lat form 

and  casts chaos hammer o r  unholy blight at t i ght ly  g rouped 

foes  a nd  confusion on a n  obv ious war r io r. I f  any  opponents 

set foot on  the p l atform, he  casts reverse gravity to cause 

them to "fa l l "  i n to the i nv i s i b l e  sp i kes on  the s l ab  a bove 

(dea l i n g  4d6 po in ts  of fa l l i n g  damage p l u s  an add i t i ona l  4d6  

po i n t s  of damage f rom the sp i kes). Once opponents reach 

h im, the g l a b rezu makes melee attacks, saving power word 

stun for use aga i nst a par t i c u l a r ly  dangerous foe. 

Morale N i nu reset is bound to the S ig ht l ess Sphinx and knows 

he cannot escape, but i f  reduced to 45 hit po ints o r  fewer, 

he te leports to a rea K32 to ra l l y  the vrocks there .  If a l l  of the 

vrocks have been k i l l ed, he te leports to a rea K37 to jo in  User ib .  

Development: If the PCs slay Ninureset, the act puts 

the ghostly paladin Lady Sophronia (see area Kz3) to rest. 

Before passing on, her spirit briefly appears before the 

PCs and gives them a beatific smile before rising into the 

ceiling, engulfed in translucent flames. 

K36 .  Ha l l  of Honor  (CR 1 3) 

A go l den  g l ow emanates from the vau lted cei l i n g  of th i s  h a l l , 

g i v i ng  the i l l u s ion of warm sun l i g h t  s h i n i n g  down .  Low stone 

wa l l s  c reate a path through the center of the ha l l  between 

o rnate statues p l a ced  a long the way. Ca rved from the same 

ye l l ow i sh  sandstone, the statues dep i c t  humano i d  fi g u res i n  

rega l  d ress, the i r  express ions p roud  and  haughty. Stone crowns 

and pha raon i c  headd resses s i t  upon their b rows, and stone 

robes ado rned wi th b i ts  of jewe l ry  that  g l i t ter i n  the l i g h t  bedeck 

them.  On  the southern s i de  of the ha l l  sta nds  a n  immense s tatue 

of a go lden sco rp ion  that  a ppears to have been c rushed .  The 

scorp ion's ca rapace has  been cracked from some m i g hty b l ow, 

a nd  i ts  c laws are twisted and  shattered .  

The walls that line the path are only 2-1/2 feet tall and 

provide cover, but they also impede progress ;  crossing one 

requires 2 squares of movement. The ceiling is 50 feet high 

in this chamber. The "sunlight" shining down from the 

ceiling is a permanent imane that produces normal light in 

this chamber. 

The 23 statues in the room, one for each of Areshkagal's 

riddles, depict influential priests of the demon lord's cult. 

Close examination reveals something subtly wrong about 

each statue. For example, one figure's eyes are oddly spaced, 

and the tip of a forked tail shows at the hem of another's 

robe. A few of the statues just seem subtly warped, with no 

such overt signs of wrongness. 

The golden scorpion represents Areshkagal's hated 

sister, the demon lord Aldinach, which a character who 

succeeds at a DC 15 Knowledge (religion) or Knowledge 

(planes) check recognizes. The statue is actually the gilded 

carapace of an immense black scorpion. Areshkagal's 

cultists placed the scorpion's carcass here as a trophy in 

honor of Areshkagal and an insult toward Aldinach. 

Creatures: Two maftet cultists patrol this hall, aided in 

their task by a shadow demon servitor of Areshkagal that 

hides itselfin the shadows among the statues. 



CULTISTS OF ARESHKAGAL (2) CR 9 

XP 6,400 each 
hp 1 1 3  each (see page 45) 

SHADOW DEMON SERVITOR OF ARESH KAGAL CR 1 1  

X P  1 2,800 

hp 1 1 9  (use the stats for  Sa rgota on page 38) 

TACTICS 

During Combat The shadow demon f l i t s  i n  

and  o u t  of t h e  wa l l s  t o  d i sor ient  foes .  I t  

par t i c u l a r l y  enjoys popp i ng  u p  beh i nd  

targets t ha t  a re a l ready engaged i n  

me lee  w i t h  the maftets . 

Morale I f  red uced to fewer then 30 hit 

po i nts, the shadow demon attempts to 

f lee to a rea K35 to warn N i n u reset. 

Treasure: Most of the jewelry worn 

by the high priest statues is just colored 

glass, but a successful DC 25 Appraise 

check or DC 30 Perception check reveals 

that a ruby in one statue's bracelet is 

real and worth 150 gp. The golden giant 

scorpion is coated in a thin layer of solid 

gold. The carapace is over 30 feet long and 

weighs thousands of pounds, including 150 pounds 

of gold. The gold alone is worth 7,500 gp, but the 

gilded carapace would be worth up to 15 ,000 gp to a cultist 

of Aldinach or Areshkagal, or a collector of demonic relics. 

K37. Chamber  of the Sky (CR 1 3} 

The ce i l i n g  of th i s  vast h a l l  a rches u pwa rd to a he igh t  of a lmost 

f ifty feet . The ce i l i n g  has  been pa i nted dark b l u e, and  t iny l i g hts 

tw ink le  i n  the darkness l i ke count less stars. Near the center of 

the room, p i l l ows overf low from a sha l l ow p i t .  A po l i shed bronze 

sh i e l d  l i e s  atop a round  stone tab le  r i s i ng  from the center of the 

p i t .  Beyond the p i t, a wh ite stone s ta tue of a s ix- l egged, face l ess 

sph i nx  faces the room .  On  e i the r  side of the statue, l ong  brass 

po les  st retch from f loor  to ce i l i n g .  

A character who succeeds at a DC 1 5  Knowledge (religion) 

or Knowledge (planes) check recognizes that the sphinx 

statue is another representation of Areshkagal. The statue 

and the bronze shield on the table are part of the Sightless 

Sphinx's scrying network. The shield has a strong divination 

aura (caster level 20th). The shield is linked to the statue 

in the Chamber of Scrying (area KS), allowing Userib and 

Ninureset to spy on the Cult of the Forgotten Pharaoh and 

discern some of the cultists' movements. However, neither 

Userib nor Ninureset is aware that the mirror and statue in 

the Grand Temple (area Kz4) look into this room. See area 

KS for details on using the scrying chambers and statues. 

The two bronze poles on either side of the statue are 

actually periscopes cunningly built into the Sightless 

Sphinx. The southern periscope can be turned to view 

south and west of the Sphinx, and the northern periscope 

looks to the north and east of the Sphinx. 

The twinkling "stars" on the ceiling are a permanent 

dancin13 li13hts variant that illuminate the 

chamber in dim light. 

Creatures: Userib, leader of the 

maftet cultists of Areshkagal, 

resides in this room with two 

maftet cultists as guards. The 

thoroughly corrupted and slightly 

maddened maftet reclines m 

the pillow pit, plotting his next 

attack on the Cult of the Forgotten 

Pharaoh. He lets out a mighty roar 

at the sight of intruders. "Why have 

you trespassed in our home? This 

place may seem abandoned, but our 

blood and our faith have reawakened it! 

Perhaps my old tribe sent you to retrieve 

me? Know this: I shall never return to 

that hollow pride of mewling weaklings. 

My new tribe is here, bought and paid for 

with my very soul. Join us in the worship 

of the Faceless  Sphinx or you shall not live to tell 

others of this place ! "  

The PCs  can try t o  negotiate with Userib, but the 

maftet's fanaticism and corruption make him almost 

impossible to deal with. His starting attitude is hostile , 

and a successful DC 27 Diplomacy check and a promise to 

listen to his doctrine of Areshkagal are required to alter 

his attitude. Userib can be stalled for several minutes as 

he proselytizes on the worship of the Faceless Sphinx and 

urges the PCs to pledge their lives to her faith. Userib 

means this literally-he wants the PCs to offer themselves 

as sacrifices to Areshkagal. A successful Bluff check is 

required to convince Userib that the PCs are willing to do 

so (Userib receives a +10 circumstance bonus on his Sense 

Motive check, given the unlikeliness of random strangers 

offering themselves up as sacrifices). IfUserib suspects he 

is being misled or the PCs refuse or attempt to bring him 

back to his tribe by force, Userib attacks. Userib's full stat 

block appears in the NPC Gallery on page 60. 

CULTISTS OF ARESHKAGAL (2) CR 9 

XP 6,400 each 
hp 1 1 3  each (see page 45) 

USERIB CR 12 

XP 1 9,200 

h p  1 61 (see page 60) 
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Treasure: Scattered within the shallow pillow pit are 

the collected treasures the maftets have liberated from 

the Sightless Sphinx. These valuables include a wooden 

wand of vision of hell wound with silver thread (12 charges ,  

Pathfinder RPG Ultimate Ma.fjic 248), a silver bowl almost 

a foot in diameter engraved with hieroglyphs around its 

lip extolling Sekhmet's glory (worth 270 gp) , a matching 

silver pitcher (worth 210 gp) , and two pillowcases stuffed 

full of gold pieces (855  gp in total). In addition, a lacquered 

wooden box inlaid with topazes arranged in the shape of 

a rising sun (worth 120 gp) holds 150 pp and a pouch of 

six small sapphires that are worth 200 gp each. A PC who 

succeeds at a DC 10 Perception check discovers a ceramic 

tile depicting a roaring sphinx stuffed inside a pillow. 

This tile is one of the keys that opens the hidden vault 

in area Ki8. 

Lastly, a large, embossed wooden chest holds the royal 

thriae larva that the Cult of the Forgotten Pharaoh stole 

from the thriae hive in the Parched Dunes (Pathfinder 

Adventure Path #81: Shiftin.fJ Sands 42). Userib stole the 

chest from the cult, and though he has no idea what the 

larva is, he knows the Forgotten Pharaoh cultists value it, 

and so he keeps the chest here , hoping to eventually find 

some use for its contents. 

K38 .  Vau lt  Guard ian (CR 1 0) 

The sta i rs open u p  i n to a su bterra nean chamber  wi th a i r  as  

sta l e  a s  a mummy's breath .  The tempera tu re i s  ma rked ly  coo le r  

and  more humid i n  th i s  room than i n  the res t  of Sph i nx .  A poo l  

of water, pe rhaps  fo rmed from seepage from the mud  baths  

above, g l immers aga i nst one wa l l .  The f loor  is a n  expanse of  

damp sand .  On  the wa l l  a c ross f rom the sta i rs, l a rge  doub l e  

doo rs prov ide an  ex i t  f r om the chamber. 

The stairs beneath the secret entrance in area Ki8 

descend 40 feet into this chamber. 

Creature: During a short excursion to the headwaters of 

the Scarab River south of the Sightless Sphinx, the original 

cultists of Areshkagal encountered a large crocodile in the 

river. The cultists killed the beast, brought its carcass back to 

the Sightless Sphinx, and animated it as an undead guardian 

for their hidden vault. The mummified crocodile remains 

here to this day, attacking any creatures that enter this room. 

G IANT MUMMI F IED CROCODILE  CR 10 

XP 9,600 

Mumm if ied d i re crocod i l e  (Pathfinder RPG Bestiary 4 1 96, 

Pathfinder RPG Bestiary 5 1 )  



N E  Ga rgan tuan  undead  (a ugmented an ima l )  

ln i t  +4; Senses da rkvi s ion 60 ft . ; Percept ion +1 4 

Aura f r i gh t fu l  presence (30 ft . , DC 2 1 ,  1 d 6  rounds) 

DEFENSE 

AC 25, touch 6, f lat-footed 25 (+1 9 natu ra l, -4 s ize) 

hp 1 26 ( 12d8+72) 

Fort +1 3, Ref +8, Will +8 

DR 5/-; Immune undead  tra its 

Weaknesses vu l ne rab le  to son i c  

OFFENSE 

Speed 1 0  ft . , swim 20 ft . ; sp r i n t  

Melee b i te +20 (4d6+1 5/1 9-20 p l u s  g ra b), ta i l  s l a p  +1 5 (6d8+7) 

Space 20  ft . ;  Reach 15 ft .  

Special Attacks bu rst of vengeance, death ro l l  (4d6+22 p lus  t r ip), 

dust  stroke, swa l l ow who le  (4d6+1 5  damage, AC 1 9, 1 2  hp) 

STATISTICS 

Str 41 ,  Dex 1 0, Con -, Int  1, Wis 1 4, Cha 20  

Base Atk  +9 ;  CMB +28 (+32 g rapp l e); CMD 38  (42 v s .  t r i p) 

Feats I mp roved Cr i t i ca l  (b i te), Imp roved I n i t i a t ive, Imp roved 

Natu ra l  Attack (b i te)", Imp roved Natu ra l  Attack (ta i l  

s l a p)", I ron  W i l l , R u n ,  Ski l l  Focus (Percept ion), Ski l l  

Focus (Stea l th), Toughness" 

Skil ls Percept ion +1 4, Stea l th  +4 (+1 2 i n  wate r), Sw im +23 

SQ b less i ng  of Areshkaga l  

SPECIAL ABILITIES 

Blessing of Areshkagal (Su) When the crocod i l e  was 

mumm if ied, Aresh kaga l  b l essed the cu l t 's creat ion, g ran t i ng  

the mumm if ied crocod i l e  a +1 8 p rofa ne  bonus  to i t s  

Cha r i sma score. 

K39 .  Secret Vau lt  (CR 1 2} 

Squat  i do l s  s i t  in shadowed a l coves on e i ther  s i de  of th i s  room, 

and f ist-s ized gemstones g l i tter atop tattered velvet p i l l ows on 

two pedesta l s  aga i nst the fa r  wa l l .  Open chests s p i l l  forth go l d  

co ins  t ha t  s h immer  i n  the l i g ht of two s i lver-b racketed torches .  

This chamber's door is warded by a symbol of persuasion 

(DC 23) that triggers when a creature passes through the 

door. The ceiling is 30 feet high in this chamber. 

Creature: All of the wealth in this chamber lies beyond 

the crouching figure of a magnificent but terrifying 

sphinx. Its muscled form and six leonine legs are covered 

in midnight-blue fur, and two blood-red feathered 

wings sprout from its shoulders. In hideous contrast to 

its otherwise perfect body, the sphinx's face is a nearly 

featureless mask, with two gleaming red eyes and a slit of a 

maw containing rows of sharp black fangs. The spiky rune 

of Areshkagal glows in the center of the sphinx's chest. 

The daughter of a nalfeshnee and a gynosphinx, the 

half-fiend sphinx Areshkhesbed was a faithful 

worshiper of Areshkagal for hundreds of years 

before the construction of the Sightless 

Sphinx. When the Sphinx was completed, 

Areshkhesbed made a pilgrimage to the 

temple and begged Areshkagal for the 

chance to serve the faith in some 

capacity. Areshkagal granted the 

sphinx's wish, transforming 

Areshkhesbed's body into a 

replica of the demon lord's 

own form and damning her 

to eternal life as a divine 

guardian of the Sightless 

Sphinx. She is bound to 

defend the Sightless Sphinx, 

and attacks any creatures that 

intrude into her domain. 

If any of the PCs are charmed by her symbol of 

persuasion, Areshkhesbed suggests they focus their 

efforts on defeating the Cult of the Forgotten Pharaoh-a 

reasonable request, since the PCs are likely inclined to 

do that anyway. Once the threat of the Forgotten 

Pharaoh is removed, Areshkhesbed has no more 

use for the PCs ,  and treats them as she would any 
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SECR..ETS OF 1HE SPHINX 

other intruder-she attempts to slay them and bathe in 

their blood. 

If the gynosphinx Tetisurah is accompanying the PCs ,  

she immediately attacks Areshkhesbed with a fierce roar, 

determined to destroy the abomination. 

ARESH KHESBED CR 12 

XP 1 9,200 

Female ha l f-fi end  d iv ine g ua rd i a n  gynosph inx  (Pathfinder RPG 

Bestiary 1 71 ,  257; Pathfinder RPG Bestiary 4 60) 

CE Large outs ide r  (a i r, chaot i c, ev i l ,  nat ive) 

l n it +7; Senses da rkv is ion 60 ft . , see invisibility; Percept ion +28 

DEFENSE 

AC 27, touch 1 2, f lat-footed 24 (+3 a rmor, +3 Dex, +1 2 natu ra l ,  

-1  s i ze) 

hp 1 3 8  (1 2 d 1 0+72); fast hea l i n g  5 

Fort +1 5, Ref +1 1 ,  Wil l  +1 4 

Defensive Abil ities ab i l i ty hea l i ng;  DR 1 0/mag i c; Immune 

d isease, m ind -affect i ng effects, poison; Resist ac id 1 0, co l d  1 0, 

e l ectr ic i ty 1 0, f ire 1 0; SR 23 

OFFENSE 

Speed 80 ft . , f ly 1 6 0  ft .  (perfect) 

Melee b i te +1 9 (1 d8+8), 2 claws +1 9 (3d6+8/1 9-20) 

Space 1 O ft.; Reach 5 ft .  

Special  Attacks sm ite good 1/day (+7 at tack and AC, 

+1 2 damage), pou nce, ra ke (2 c l aws +1 9, 3d6+8/1 9-20) 

Spel l -L ike Abil it ies (CL 1 2 th; concentrat ion +1 9) 

Constant-comprehend languages, detect magic, read 

magic, see invisibility 

At wi l l-dimension door (wi th i n  S i gh t l ess Sph i nx  on ly) 

3/day-alarm, c/airaudience/c/airvoyance, darkness, knock, 

poison (DC 2 1 )  

1/day-arcane lock, augury, blasphemy ( D C  24), commune, 

contagion (DC 2 1 ), desecrate, dismissal (DC 22), dispel 

magic, guards and wards (DC 23), hold portal, locate 

abject, remove curse, legend lore, unholy blight (DC 2 1 )  

1/week-any one  o f  the fo l l ow i ng :  symbol of fear ( D C  23), 

symbol af pain (DC 22), symbol of persuasion (DC 23), 

symbol of sleep (DC 2 2), symbol of stunning (DC 24); a l l  

symbo l s  last  1 week  max imum  

TACTICS 

Before Combat Areshkhesbed p l a ces alarms on the doo rs i n  

a reas K18 and  K38, and  a symbol of persuasion on the doo r  

to th i s  chamber  f rom a rea K38 .  

Dur ing Combat Areshkhesbed attacks i nt ruders wi th he r  spe l l ­

l i ke ab i l i t i es, mak ing  use of blasphemy, contagion, poison, 

and  unholy blight. I f  a l l  e l se fa i l s, the ev i l  s ph i nx  i s  more 

than happy to pounce upon  he r  foes, sm i t i ng  good and  

tea r i ng  them l imb  from l imb  w i t h  he r  c l aws and  f a nged  b i te .  

Morale Bound for etern i ty to the S ig ht less Sph i nx, 

A reshkhesbed has no  cho i ce but to fi gh t  to the death to 

defend the temp le .  However, i f  reduced to fewer than  35 h i t  

po in ts, the sph i nx  u ses  dimension door to retreat to a nother 

room, whe re she  wai ts  for  he r  fast hea l i n g  ab i l i ty to hea l he r  

before retu rn i ng  to a t tack  i n t ruders .  

STATISTICS 

Str 26, Dex 1 7, Con 20, I nt 20, Wis 27, Cha 25  

Base Atk + 1 2 ;  CMB +2 1 ;  CMD 34  (42 v s .  t r i p) 

Feats Combat Cast ing ,  G reat For t i tude, Imp roved Cr i t i ca l (c l aw), 

Imp roved Natu ra l  Attack (c law), I ron  W i l l , Tough ness 

Ski l ls  Acrobat ics +1 8, B l uf f  +1 9, D i p l omacy +1 9, F ly  +24, 

I n t im idate +1 9, Knowledge ( p l a nes) +1 7, Knowledge 

(re l i g i on) +1 7, Percept ion +28, Sense Motive +25, Spe l l craft +17, 

Stea l th  +1 4 

Languages Abyssa l ,  Anc ient  Os i r i an i ,  Auran,  Common, 

Dracon i c, Os i r i an i ,  Sph i nx  

SQ b lessed l i fe, d i v i ne  swiftness, sac red s ite 

Gear bracers of armor +3, headband of inspired wisdom +2 

Treasure: The significant wealth of the cult of Areshkagal 

lies in this chamber. Each of the four statues in the alcoves 

depicts a different demon in a different medium: a brass 

babau (worth i25 gp) , a silver marilith (worth 280 gp) , a gold 

glabrezu (worth 450 gp) , and a platinum balor (worth i ,800 

gp). The gemstone atop one pedestal is an emerald worth 

600 gp, and the other is a sapphire worth 900 gp. One chest 

contains a +2 anarchic sickle engraved with Areshkagal's 

rune and an ea[Jle cape (Ultimate Equipment 266) made of soft 

golden sphinx wing-feathers atop a thin layer of 200 sp. The 

other three chests in the room hold a total of6 ,450 gp. The 

two silver torches are everburning torches. 

Development: As the divine guardian of the Sightless 

Sphinx, Areshkhesbed can view any area within the temple 

with clairaudience/clairvoyance and freely travel inside with 

dimension door. As a result, she may take it upon herself to 

seek out intruders and can encounter the PCs anywhere 

within the Sightless Sphinx. 

K40 .  Guardroom 
This small, featureless room possibly served as  a guard post, 

but is currently unoccupied. With the mercenary leader 

Rubila stationed in the Silver Forge below, the Forgotten 

Pharaoh saw no need to post additional guards here. The 

door to the west, however, is locked (hardness 8 ,  hp 60,  

break DC 28 ,  Disable Device DC 30). The closed door and 

thick walls muffle sound somewhat, but a successful 

DC 25 Perception check allows a PC to hear the sound of 

something large moving in the chamber beyond. 

K41 . Sph inx's C rown (CR 1 1 )  

A vast, echo ing  chamber  forms the head of the S i gh t l ess Sph i nx. 

W indows of t ransparent red crysta l  located where the Sph i nx's 

eyes wou l d  be f lood the room wi th c r imson l i g ht .  S ix stone 

p i l l a rs st retch from f loor  to ce i l ing ,  covered i n  count less t iny 

h i e rog lyphs .  Doub l e  doors fash ioned i n  the shape of a perch i ng  



fa l con, i ts w ings  cu rv ing  down to form each ha l f  of the doo r, 

g l eam ing  go l d  aga i nst the western wa l l .  

Creature: When the Forgotten Pharaoh hired the services 

of the girtablilu mercenaries ,  she also bargained for this 

enormous emperor scorpion to serve as a guardian. The 

girtablilus fed the scorpion a potion of.gaseous form and used 

their scorpion empathy to guide the beast up the narrow 

stairs from area K12 to this chamber. The scorpion attacks 

any creature other than a girtablilu or the Forgotten 

Pharaoh that enters the room. Any sounds of combat with 

the scorpion alert the Forgotten Pharaoh in area K42 that 

her sanctum has been breached. 

G IANT EMPEROR SCORPION CR 11 

XP 9,600 

hp 1 42 (Pathfinder RPG Bestiary 4 232) 

Treasure: The gold on the double doors is just thin gold 

leaf, worth only 100 gp at most if stripped off the doors. 

K42.  Sanctum of the Forgotten Pharaoh (CR 1 4) 

A ra ised,  ova l p l atfo rm beneath a canopy of de l i cate go l den  

feathe rs s t ands  i n  the center of the room .  S i l k  p i l l ows and  l i n en  

sheets l i e  i n  a c r ump led  hea p upon  the p l atform, and  four  s i lver 

o rbs f loat at  each corner  of the bed, fi l l i n g  the room with soft  

l i g ht .  The cei l i n g  i s  pa i nted wi th v iv id mu ra l s  of fea rsome, b l a nk­

faced, s ix- l egged sph i nxes str i d i ng  th rough the desert, c rush i ng  

g i a nt scorp ions, devou r i ng  h umano ids, and  r u t t i ng  wi th a 

stagge r i ng  va r iety of creatu res both morta l  a nd  demon i c .  A ha l f­

comp l eted pa in t i ng  on the fa r  wa l l  dep i cts a w inged pyram i d  

f ly ing over a c i ty. 

This chamber was the quarters of the high priest of the 

Sightless Sphinx, but the Forgotten Pharaoh has claimed 

it as her personal sanctum. The floating silver orbs are a 

permanent dancin.fJ li.fjhts variant. 

Creatures: The former Nethysian priestess Serethet­

possessed by the ib of Hakotep I and calling herself the 

Forgotten Pharaoh-waits in this chamber along with 

three cultists. She addresses the PCs as they enter, her 

voice echoing weirdly from behind her golden funerary 

mask, filling the room with a dual-toned voice that seems 

both masculine and feminine at the same time. 

"You have been a thorn in the side of my faithful for too 

long. This ends here and now. You will give the mask to me 

and prostrate yourselves at my feet. The Forgotten Pharaoh 

will be forgotten no more! I live and breathe and shall not 

lie down again!"  

Assuming the PCs refuse, the Forgotten Pharaoh 

orders her disciples to kill the PCs quickly. The Forgotten 

Pharaoh is fully detailed in the NPC Gallery on page 58. 

DISCIPLES OF THE FORGOTTEN PHARAOH (3) CR 8 

XP 4,800 each 
hp 95 each (see page 30) 

TACTICS 

Before Combat The d i s c i p l e s  d r i n k  t he i r  potions of beor's 

endurance, cot 's grace, and  shield of faith before combat .  

During Combat At the Forgotten Pha raoh's d i rect ion,  the 

c u l t ists attempt to i nterfere wi th a ny spe l l c aste rs, mak i ng  

use of f l u rry of b l ows and  Stu nn i n g  F i s t .  

Morale The d isc ip les fi gh t  to the death to defend the Forgotten 

Pha raoh ,  t r i gge r i ng  their Troth of the Forgotten Pha raoh feat . 

THE FORGOTTEN PHARAOH CR 13 

XP 25,600 

hp 1 79 (see page 58) 

Development: When the Forgotten Pharaoh dies ,  

Hakotep's ib abandons Serethet's body. The masked cult 

leader falls silently to the ground, the life drained from 

her body. Her golden funerary mask tumbles from her 

face , revealing her ordinary human features frozen in 

an expression that's equally defiant and terrified. From 

her open mouth slips a glowing, ethereal winged heart 

that soars up toward the ceiling and passes through it, 

vanishing from sight. 

If one of the PCs is wearing the Mask of the For.fjotten 

Pharaoh containing Hakotep's ka, that character feels a 

slight mental "tugging" as the winged heart soars away, as 

if something within the mask wants to join the heart in its 

flight. A PC who succeeds at a DC 25 Knowledge (religion) 

check can identify the spectral winged heart as an ib, a 

piece of the soul in ancient Osirian tradition. Embodied 

in the heart, the ib was considered an individual's seat of 

emotion, thought, will, and intention. The PCs cannot 

interfere with the ib in any way; it is a representation of an 

intangible concept, not a physical item. 

K43 .  Ch is isek's Sarcophagus 

A magn i f icent wooden sa rcophagus  l i e s  atop a stone b ie r  i n  th i s  

chamber. The coffi n 's l i d  i s  ca rved i n  the image  of a human man 

i n  repose, stone  ca rv ing too l s  c l u tched i n  h i s  hands .  A i n l a i d  

car touche  conta i n i n g  h i e rog lyphs  of a n  owl i n s i de  a house i s  

insc r ibed i n  ca rne l i an  and  lap i s  l azu l i  on  the fi g u re's b row. 

The Cult of the Forgotten Pharaoh brought Chisisek's 

sarcophagus here after removing it from his tomb. 

Chisisek's mummified remains lie within the coffin. If 

Tetisurah is with the PCs,  she can immediately confirm 

the architect's identity, as does the cartouche inscribed on 

the sarcophagus. 

Story Award: Award the PCs i9 ,200 XP for recovering 

Chisisek's body. 



CONCLUDING lHE ADVENIURE 
With the death of the Forgotten Pharaoh, Hakotep's ib 

is freed from Serethet's body and journeys to the Sky 

Pharaoh's flying pyramid to join with his ba. With two 

pieces of his soul reunited, Hakotep rises as an undead 

mummy lord and begins making plans to reclaim his 

throne. Even though they have defeated the Cult of the 

Forgotten Pharaoh, the PCs should be well aware that they 

have not seen the last of the Sky Pharaoh Hakotep, who 

may now pose an even greater threat than his cult did. 

Once the PCs have secured the Sightless Sphinx, they 

have the time to tie up any remaining loose ends. If the 

PCs return to the ruins of Kher-Ma with news of the cult 

of Areshkagal's destruction, they earn the gratitude of the 

mafiets. Erayu is pleased to learn that the mafiets can 

return to the shadow of the Sightless Sphinx and begins 

making plans for the tribe's return, though he deeply 

mourns the deaths of Userib and the other mafiets. As a 

reward for their assistance, Erayu presents the PCs with 

his scimitar of the strikin[J win[J (see page 63). 

If the PCs managed to recover the royal thriae larva in 

area K37 and return it to the thriae hive in the Parched 

Dunes (Path.finder Adventure Path #81: Shiftin[J Sands 42), the 

thriae are overjoyed and hail the PCs as heroes. The thriae 

seer Zizzira pledges the colony's assistance to the PCs,  be 

it in combat or by offering them a safe place to rest and 

research between adventures. In addition, she gives them 

a swarmbow (Path.finder Adventure Path #81 59) as a token of 

her thanks. 

Having recovered Chisisek's body, the PCs can also 

make plans to commune with the architect's spirit. His 

knowledge ofHakotep's pyramid and the technology used 

to create it will be instrumental in the PCs' quest. The 

information they gain from the deceased architect and 

what it means for them are just the first of many secrets 

the PCs will uncover in the next adventure, "The Slave 

Trenches ofHakotep." 

Story Award: If the PCs find the royal thriae larva and 

return it to the thriae colony, award them an additional 

i2 ,800 XP. 



THE FORGOTTEN PHA RAOH 
Serethet was a devoted cleric of N ethys until she was possessed by a piece of the Sky Pharaoh Hakotep's 
soul. N ow calling herself the Forgotten Pharaoh, she is a person divided, with the impulses of an ancient 
pharaoh trapped in the body of the young priestess. 

THE FORGOTTEN PHARAOH CR 1 3  

X P  25,600 

Fema le  i b - possessed h uman  ex-c le r i c  of Nethys 1 4  

L E  Med i um  humano i d  ( human) 

l n it +6; Senses Percept ion +1 9 

DEFENSE 

AC 27, touch 1 9, f lat-footed 25 (+4 a rmor, +S def lect ion,  +2 Dex, 

+2 i n s i g ht, +4 sh i e l d )  

hp 1 79 ( 14d8+1 1 3) 

Fort +1 9, Ref +1 2, Wil l  +1 8 

DR 1 0/adamant i ne  (1 40 po i nts); Immune fea r; Resist f i re 1 0  

OFFENSE 

Speed 30 ft . , f ly 60 ft .  (good) 

Melee +7 quarterstaff +1 7/+1 2 (1 d6+4) 

Ranged ray +1 6 touch (by spe l l )  

Sorcerer Spe l l s  Known (C L  1 4th; concentrat ion +1 9) 

7th (3/day)-prismatic spray (DC 23) 

6th (5/day)-chain lightning (DC 22), greater heroism 

5th (7/day)-cone of cold (DC 2 1 ), dominate person (DC 20), 

feeblemind (DC 20) 

4th (7/day)-enervation, shout (DC 20), staneskin, wall of fire 

3 rd (7/day)-fireball (DC 1 9), fly, slow (DC 1 8), vampiric touch 

2nd (7/day)-false life, ghoul touch (DC 1 7), glitterdust (DC 1 7), 

mirror image, scorching ray 

1 st (8/day)-moge armor, magic missile, ray of 

enfeeblement (DC 1 6), shield, shocking grasp 

O (at w i l l )-ocid splash, arcane mark, detect magic, detect 

poison, light, mending, ray of frost, read magic, touch of 

fatigue (DC 1 5) 

TACTICS 

Before Combat The Forgotten Pharaoh casts false life and mage 

armor every day. When a l e rted to the a pproach of in t ruders, 

she casts fly, greater heroism, shield, and stoneskin. 

Du ring Combat T he  Fo rgot ten P h a r aoh  cas ts  mirror image 

on the fi rst r o und  of com bat ,  t h en  cas ts  haste f rom he r  

wand  o n  h e r  c u l t i s t  g u a rd s .  S he  cont i n u e s  w i t h  h e r  mos t  

d evasta t i n g  s pe l l s, i n c l u d i n g  dominate person cas t  o n  t he  

s t ro nge st- l o ok i n g  wa r r i o r  among  h e r  o pponen ts, prismatic 

spray, chain lightning, a n d  cane of cold. If an enemy 

s pe l l ca s te r  s t a r t s  to cas t  a s p e l l , s h e  uses  t h e  falcon crown 

to f i re a ray a n d  a t te m pt to i n te r r up t  t h e  s p e l l .  I n  me l ee, 

t he  Fo rgot ten P h a r aoh  uses  h e r  armband of the golden 

serpent to cas t  t ou ch  s p e l l s  s u c h  as vampiric touch o r  

ghoul touch. 

Morale The Forgotten Pha raoh fi g hts to the death to recover 

the piece of Ha kotep's soul conta i ned  i n  the Mask of the 

Forgotten Pharaoh. 

STATISTICS 

Str 1 4, Dex 1 4, Con 1 9, Int  1 0, Wis 1 2, Cha 20  

Base Atk +1 0; CMB +12 ;  CMD 35 

Feats Combat  Cas t i ng ,  Defens ive Combat Tra i n i ng ,  Eschew 

Mate r i a l s", Imp roved Counterspe l l ,  Imp roved I n i t i at ive, 

Imp roved I ron W i l l , I ron W i l l , Spe l l  Focus (evocat ion), Toughness 

Skills F ly +1 3, Knowledge (a rcana) +1 4, Knowledge (h i story) +1 4, 

Knowledge (re l i g i on) +1 4, Percept ion  +1 9, Spe l l craft +1 4 

Languages Anc ient  Os i r i an i ,  Common,  Os i r i a n i  

SQ i b  of the pha raoh  

Combat Gear  potions of cure serious wounds (2), wand of  

haste (20 cha rges); Other  Gear  +7 quarterstaff, armband 

of the golden serpent (see  page 62), belt of physical 

might +6 (Str, Con), cloak of resistance +2, falcon crown 

(see page  63), ring of energy shroud"' (fi re), asso rted 

jewe l ry (wo rth 200 g p), d i amond  dust (wo rth 500  g p), g o l d  

f une ra ry  mask  (wo rth 500  g p) 

SPECIAL ABILITIES 

lb of the Pharaoh (Su) The  Fo rgotten Pha r aoh  i s  possessed 

by Ha kotep's i b, and ga ins seve ra l u n i q u e  a b i l i t i e s  a s  

a resu l t .  H a kotep's consc iousness has  overwhe lmed  

Se rethet 's i n na te menta l  f a cu l t i es, i n  effect t r a n spo s i n g  he r  

W i s dom a nd  Cha r i sma sco res, a n d  t hough  she  has  l ost a l l  of  

he r  c le r i c  s pe l l s  and c l a s s  featu res, t he  Fo rgotten Pha r aoh  

now ca s t s  s pe l l s  as  a 1 4t h - l eve l  so rcerer a n d  g a i n s  Eschew 

Mater i a l s  a s  a bonus feat .  I n  a dd i t i on ,  t he  fo rce of Ha kotep's 

w i l l  g ran t s  the Fo rgotten Pha r aoh  a d ef lec t ion  bonu s  to he r  

A rmor  C l a s s  e q u a l  to he r  Cha r i sma  mod i fi e r. As l eade r  o f  

t he  Cu l t  of  t he  Forgotten P h a raoh ,  s he  a l s o  has  a ccess t o  

g reater resou rces (eq u iva l en t  to PC  wea l th ) .  

The young girl named Serethet always knew that her 

destiny lay in the priesthood ofNethys. A native of Sothis, 

she was a curious child with a quick intellect and a gift 

for putting seemingly disparate pieces of information 

together. Her parents saved and scrimped in order to send 

her to a school in the city run by the priesthood, and there 

Serethet thrived. 

When Serethet was i7, tragedy struck her family. Her 

mother died suddenly of a wasting disease and her father, 

in his grief, spent the family's savings on an elaborate 



funeral for his deceased wife ,  leaving Serethet without 

the funds for her final year at seminary school. A friend 

in her class recommended that Serethet sign up for an 

expeditionary year-a sort of internship where instead 

of learning in a classroom, she could pay her tuition 

by serving on an archaeological dig for the church of 

Nethys. Desperate to stay in school, Serethet signed 

up for the expedition, though she was never an overly 

athletic individual. 

Serethet proved to be an asset on the expedition, and 

her knowledge and intuition were a great help to its 

leaders. She made several valuable discoveries as the 

team excavated an ancient ruin in the Osirian desert, 

including uncovering a stone scarab engraved with 

arcane formulas developed by a researcher over 3 , 0 0 0  
years in  the past. Powerful emotions stirred within 

Serethet at the sight of the piece of Ancient Osirian 

history resting in her hands,  of the knowledge that could 

have been lost forever now brought to light. She took 

her vows and entered the priesthood immediately 

upon returning to school. 

Serethet rose quickly in the ranks of the 

priesthood. The expedition had awakened a 

fire within her, a passion to merge exploration 

and action with academia. She embarked on a 

number of expeditions over the next io years 

and made several important archaeological 

and historical discoveries ,  though it was 

the discoveries themselves that fascinated 

her, and she never sought fame or 

recognition for her work. 

In retrospect, it seems inevitable that 

Serethet's curiosity would lead 

her into danger. Her years of 

experience lent the priest a 

confidence in her own 

abilities that sometimes 

led her to make 

reckless decisions. 

When Serethet first 

descended into the 

record rooms below Azghaad's Spire, she moved 

slowly, checking for forgotten traps and wards and 

examining items thoroughly before disturbing 

them. As she progressed without incident, 

however, Serethet grew bolder and failed to take 

every precaution she could. When she saw the heart 

of Hakotep, wonder and curiosity overwhelmed her. 

Without thinking, she picked up the relic and was 

instantly lost, possessed by a fragment of the soul of 

the Sky Pharaoh Hakotep I. 

Serethet's consciousness was replaced 

with that of Hakotep's-or more 

accurately, with his ib, the embodiment of his emotions, 

thoughts ,  will , and intent. Serethet became the Forgotten 

Pharaoh-neither Serethet nor Hakotep, but a confused 

amalgam of the priestess 's memories and knowledge 

with the pharaoh's thoughts and desires. The Forgotten 

Pharaoh is clear on what she wants to do and why-find 

the Mask of the ForJJotten Pharaoh and reunite the scattered 

fragments ofHakotep's soul so the Sky Pharaoh can return 

to life-but that knowledge is overlaid with confusing 

memories and misguided motivations. Sometimes she 

thinks ofherself as Serethet, assisting a powerful force in 

her mind, and sometimes as Hakotep, making use of the 

vessel he now inhabits. In general, the Forgotten Pharaoh 

thinks of herself as the woman Serethet, but she could 

quickly change to Hakotep, especially in times of stress. 

CAMPAIGN ROLE 

Serethet's true selfis all but lost, replaced by Hakotep's 

ib, and the only way to separate Hakotep from 

Serethet is through death. However, 

if Serethet's body is brought to the 

Sanctuary of Nethys in Tephu or 

the Temple of the All- Seeing Eye 

in Sothis, the priests there can begin 

research on bringing the cleric back 

to life. A simple raise dead spell cannot 

restore Serethet's shattered soul, but a 

complex religious ritual culminating in 

a resur rection might be successful. 

If the PCs are interested in 

helping, the priests of Nethys 

might ask them to seek out 

specialized arcane reagents or 

a powerful magic item to be 

used in the ritual. 

If Serethet is returned 

to life, she is grateful 

to the PCs for helping 

to free her from Hakotep's influence. 

However, her actions have left her bereft 

of her connection to her god, and she 

remains an ex-cleric. A quest of atonement, 

likely involving the recovery of ancient 

knowledge from a dangerous area, is 

required for Serethet to regain her 

clerical abilities. She may turn to 

the PCs for help in this endeavor 

as well, and might even ask 

to join the PCs  on their 

excursion into Hakotep's 

pyramid to regain her 

status and seek her own 

vengeance on the Sky Pharaoh. 
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USERJB 
Against all the wisdom of his tribe, Userib chose to lead a small group of followers into the taboo 
Sightless Sphinx. When he encountered the glabrezu Ninureset, the darkness within Userib's soul 
was amplified and corrupted, converting him to the worship of the demon lord Areshkagal.  

USERIB CR 12 

XP 1 9,200 

Male maftet c ler ic of Areshkaga l 9 (Pathfinder RPG Bestiary 3 1 88) 

CE Med i um monstrous humano i d  

l n it +S ;  Senses da rkvis ion 60 ft . , low- l i g ht v is ion; Percept ion +1 6 

DEFENSE 

AC 26, to uch 1 8, f lat-footed 20 (+4 a rmo r, +2 def lect ion ,  +S Dex, 

+1 dodge, +3 natura l ,  +1 sh i e l d )  

hp 1 61 ( 1 7  H D; 8 d 1 0 +9d8+77) 

Fort +1 1 ,  Ref +1 4, Will +1 7 

Resist e l ect r i c i ty 1 0  

OFFENSE 

Speed 40 ft . , f ly 60 ft .  (poor) 

Melee +7 sickle +1 8/+1 3/+8 (1 d6+7/1 9-20), +7 sickle 

+1 8/+1 3/+8 (1 d6+7/1 9-20) 

Special Attacks channe l  negat ive energy 5/day (DC 1 6, Sd6), 

master's i l l u s ion, pa i red weapons, raptor d ive 

Spel l -L ike Abi l ities (CL 8th; concentrat ion +1 0) 

Constant-mage armor 

3/day-magic weapon 

1/day-cat 's grace, protection from evil 

Domain Spel l -L ike Abil ities (CL 9th; concentrat i on  +1 4) 

8/day-sudden  sh i ft, w ind  b las t  

C ler ic  Spel ls Prepared (CL 9th; concentrat ion +1 4) 

5th-false vision°, flame strike (DC 20), slay living (DC 20) 

4th-confusion° (DC 1 9), cure critical wounds, divine power, 

unholy blight (DC 1 9) 

3 rd-blindness/deafness (DC 1 8), dispel magic, invisibility 

purge, nondetection°, prayer 

2nd-dread bo/t"M (DC 1 7), hold person (DC 1 7), mirror 

image0, resist energy, weapon of aweAPG (2) 

1 st-command (2, DC 1 6), doom (DC 1 6), entropic shield, 

obscuring mist, protection from good, whispering wind0 

O (at w i l l )-create water, detect magic, purify food and 

drink, resistance 

D doma i n  spe l l; Domains A i r  (Wi nd subdoma i nAPG), Tr ickery 

(Decept ion subdoma i nAPG) 

TACTICS 

Before Combat User i b  casts weapon of awe on h i s  s i ck les  

before combat .  

During Combat User ib  takes to the a i r, le t t ing h i s  cu l t i s t 

g u a rds engage opponents i n  melee wh i l e  he  ta rgets foes 

with h is more powerfu l spe l l s, such  as  flame strike, slay 

living, or unholy blight, or channe l s  negat ive energy us i ng  

h i s  malleable symbol. I f  one  of the maftet cu l t i s ts is k i l l ed, 

Use r i b  casts divine power and jo i n s  the me lee, mak i ng  a 

raptor d i ve aga ins t  the most dangerous foe. 

Morale User ib has fu l ly embraced the worsh i p  of Areshkaga l  and 

f ights to the death to show h i s  devot ion to h i s  demonic patron .  

STATISTICS 

Str 1 8, Dex 20, Con 1 6, Int  8, Wis 20, Cha 1 4  

Base Atk +1 4; CMB +1 8; CMD 3 4  

Feats Combat Ref lexes•, Dodge,  Doub l e  S l i ce, G reater Two­

Wea pon F i ght ing ,  Imp roved C r i t i c a l  (s i ck le), Imp roved Two­

Wea pon F i ght ing ,  Toughness, Two-Weapon Defense, Two­

Wea pon F i ght ing ,  Wea pon Focus (s i ck l e) 

Ski l ls B lu f f  +1 0, F ly +1 0, Knowledge (h i story) +8, Percept ion +1 6, 

Sense Mot ive +1 0, Stea l th  +1 6, Su rviva l +1 0 

Languages Common,  Sph i nx  

SQ r un i c  tattoos 

Combat Gear potions of cure serious wounds (2); Other 

Gear +7  sickles (2) , malleable symbol (u nho l y  symbol of 

Areshkaga l, Ultimate Equipment 309), ring of protection +2, 

c rushed jade worth 250  gp, d i amond  dus t  worth SO  gp  

Userib learned at an  early age the benefits that come with 

power. Gifted with brawny strength, natural grace, and 

a cunning wisdom, Userib gained friends and influence 

among his tribe, and in such a small group, he was able to 

wield that influence like a club. As he grew older, Userib 

developed the magical powers of an adept, tied to his 

uncommon wisdom, and this garnered him even more 

respect. His growing prestige exacerbated a streak of 

natural selfishness in his nature, and soon his pride turned 

to arrogance. Userib began to chafe at the limitations placed 

on him by the elders of the maftet tribe. He saw himself 

as Pride Leader Erayu's natural successor, and grumbled 

whenever the elders gently pointed out that the rules of 

succession were set long ago and could not be changed. 

But some of the blame for Userib's bent development 

could be placed on the shoulders of Erayu himself The 

elder maftet fell as much under Userib's sway as any of the 

other members of the tribe. Erayu felt uncommonly proud 

of Userib, as if his leadership had somehow led the tribe 

to produce such a fine individual. He encouraged and 

spoiled Userib, letting many infractions slide and holding 

the young maftet to a lesser standard of responsibility 

than others. 



As Userib matured, however, Erayu began to see the 

damage he had inadvertently done. Erayu realized that 

Userib no longer looked to him as a leader. In fact, the 

young maftet now saw himself as the de facto leader of 

the group, viewing Erayu as an elder whose time had 

passed long ago. The two maftets clashed often- never 

physically, but in battles of words and will. 

The conflict between the two maftets came to a head 

when Userib led a group of scouts into the desert without 

gaining Erayu's permission first. The scouts returned 

with fresh supplies-meat, leather, and some excavated 

treasure-but one of the scouts had been injured in 

a battle with a desert giant. The maftet's leg was badly 

crushed, and only its removal allowed the maftet to 

survive. Erayu laid the blame for the scout's injury solely 

at the feet ofUserib, finally realizing that he had to put a 

stop to Userib's influence before the arrogant maftet led 

the tribe to ruin. 

Erayu was considering how best to deal with the 

maftet-exile loomed prominently in his mind­

when Userib took the matter into his own hands. 

Partly out of curiosity and partly as an act of 

rebellion, Userib broke the tribe's long-held 

taboo and led his friends into the Sightless 

Sphinx. Userib was convinced that 

when he re-emerged from the Sphinx 

with all of the treasures and secrets 

it contained, the tribe would finally 

recognize his leadership and elevate him 

above doddering old Erayu. 

When the glabrezu Ninureset appeared 

before Userib and his companions 

inside the Sightless Sphinx, the 

Abyssal energies the demon exuded 

felt good. The energies amplified 

Userib's already evil tendencies ,  and when 

the maftet surrendered himself to them, 

his adept powers instantly matured 

into full-fledged cleric abilities. Now 

he worships Areshkagal with all his 

black soul, and though he's somewhat 

unhinged by the experience, the 

danger he poses comes as much 

from his willingness to embrace evil 

as it does from his powers themselves. 

Userib is a muscular, powerful-looking maftet, but 

possesses grace and a compelling personality as well. 

Since his transformation, Userib's once-golden fur and 

wings have taken on a sable tone. Userib wears no armor, 

and he has traded his scimitars for twin sickles and wears 

a striped crimson nemes headdress in honor of his new 

patron. The runic tattoos on his face have twisted subtly, 

giving him a permanently malevolent look. 

CAMPAIGN ROLE 

Userib is determined to remain within the Sightless 

Sphinx and return Areshkagal's worship to its former 

glory. Leading a newly ascendant cult of Areshkagal 

would give him greater power than he could have ever 

hoped for among his isolated tribe,  and he will not give up 

that dream of power easily. Even ifthe PCs spare Userib's 

life and deliver him back to Erayu and the tribe ,  Userib 

will never return to his old ways. Evil has taken firm 

root in Userib's soul, and he craves the power it offers. 

Returning Userib alive to his tribe earns the PCs honor 

and respect in the eyes of the maftets, but leads to the 

tribe's eventual downfall. Inevitably, Userib slaughters 

his former tribespeople , starting with Erayu. Once that 

is accomplished, he relentlessly tracks down 

the PCs ,  considering them 

his mortal enemies. 



MUMMY'S MA SI\ TREA SURES 
The following unique treasures can be found in "Secrets of the Sphinx." Pla-yer-appropriate handouts 
appear in the Pathfinder Cards: Mummys Mask Item Cards. 

PRICE 
20,000 GP 

WEIGHT 3 l bs .  

H eavy go l den  co i l s  form th i s  serpent i ne  

a rmband .  I t  w raps  snug l y  a round  the 

uppe r  a rm of i ts weare r  a nd  stays fi rm ly  

i n  p l a ce once donned .  

An armband of the golden serpent 

a l l ows i ts  wearer to cast spe l l s  with the 

range of touch i n  me lee  combat w i thout  p rovok ing  attacks 

of oppo rtu n i ty. Spe l l s  w i th ranges other  than  touch p rovoke 

attacks of oppo rtu n i ty as norma l-even spe l l s  w i th a range 

of persona l .  When the weare r  of a n  armband of the golden 

serpent casts a touch spe l l  in me lee  combat, the a rmband  

an imates, s l i t he r i ng  down the wea rer's a rm and  s t r i k i ng  to  

de l iver the touch  attack .  A l t hough  the a rmband  de l ivers the 

spe l l , the  weare r  i s  st i l l  req u i red to take the necessa ry  ac t ions  

and  make the requ i red  attack ro l l ; the  wearer  does not ga in  

any  add i t i ona l  ac t ions .  

CONSTRUCTION REQUIREMENTS I COST 1 0,000 GP 

Combat Cast ing ,  Craft Wondrous Item, spectral hand 

AURA strong evocat ion and transmutat ion 

PRICE 
90,000 GP 

WEIGHT 500 l bs .  

Bu i l t  by a group of forgotten 

a rcan ists and  resea rchers i n  a 

secret outpost deep w i th i n  the 

Os i r i an desert, the bronze sentinel 

is a mag i ca l  veh i c le  shaped as  

a 1 5 -foot-ta l l  b ronze humano i d  

statue, crafted i n  the shape of a 

muscu l a r  man  wea r i ng  a s i lver 

headband  that  resemb les  two 

serpents tw ined together. When 

the sent i ne l  i s  act ive, i t s  eyes  sh ine wi th g reen l i g ht and  a 

t r ia ng l e  of runes  on i ts chest g l ows s i lver. 

C lose exam i nat ion and  a successfu l  DC 25 Percept ion check 

revea l  a secret ca tch that  opens a hatch i n  the statue's back .  

Anyone who crawls ins ide fi nds  seat i ng  for  one  Med ium o r  

Sma l l  occupant  a nd  e i gh t  u n l abe led  l evers and  peda l s .  These 

contro l s  a l l ow a cha racter ins ide to a ct ivate a nd  contro l  the  

sent i ne l 's movements and  ac t ions .  Operat ing a l ever i s  

no rma l l y  a move ac t ion, bu t  operat ing the l ever to extend o r  

retract the sent i ne l 's a rms (such  as  t o  atta ck) i s  a sta nda rd 

ac t i on .  No l ever can be ope rated more than  once pe r  rou nd .  

Lever (ds) Lever Function 

Uncover/cover forwa rd por tho le  

2 U ncover/cover s ide por tho les  

3 Extend/retract a rms 

4 C lose/open hands  

5 Move forwa rd/backwa rd 

6 Turn l eft/r i gh t  

7 Open/close eyes with continual flame i ns ide 

8 Open/c lose hatch 

The sent i ne l 's hands can grasp objects as  smal l  as  F i ne  i n  s ize, 

and  can make s l am attacks. A l though the sent ine l  cannot swim, 

it can funct ion i n  water u p  to 900 feet deep .  I f  i ts portho les a re 

covered, it ho lds  enough a i r  for a Med i um operator to su rvive 

1 d4+1 hou rs .  

When act ive, a bronze sentinel has the fo l l ow ing stat ist ics : 

Size La rge; AC 20 (-1 s ize, +1 1 natura l ); hardness 1 5; hp 1 50; 

Speed 20 ft.; Melee 2 s l ams +12 (2d6); CMB +1 4; CMD 24. 

CONSTRUCTION REQUIREMENTS I COST 45,000 GP 

Craft Wond rous Item, animate objects, continual flame, creator 

must have 8 ranks i n  Knowledge (eng i neer ing) 

PRICE 
23 ,000 GP 

WEIGHT -

Th i s  tr ia ngu l a r  amu let of go ld  and  l ap i s  

lazu l i  dep icts a sty l ized eye-the symbo l  

of the Anc ient  Os i r i an de i ty Horus, god 

of ru le rsh ip, the sky, and  the sun .  Pr iests 

of Horus fash ioned the first eye of 

Horus amulets centur ies ago to p rotect 

members of the i r  order, part i cu la r ly  from m in ions  of the god 

Set .  Now, the occas iona l  eye of Horus amulet tu rns up  i n  a 

marketp lace or in the hands of nomad ic  t raders or adventurers . 

An eye of Horus amulet g rants its wearer a +2 resistance 

bonus on al l  saving th rows. I n  add it ion, once per day, the wearer 

can su rround herself with an  au ra of sh immer ing sun l i ght that 

protects her as dispel evil. Us ing th is effect to d rive an  evi l  
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extrap lanar  creature back to its home p lane or to end e ither an  

ev i l  spe l l  o r  an  enchantment spe l l  cast by an  evi l  creature cancels 

th is effect. 

Last ly, i f  the wearer of an eye of Horus amulet i s  ta rgeted 

by a n  effect that  causes b l i n d ness, she can, as  a n  immed iate 

ac t ion, cause the amu let to a bsorb the effect . The wearer 

suffers no harm from the effect, but  the amu let cracks i n  ha l f, 

render i ng  it forever use less thereafter. 

CONSTRUCTION REQUIREMENTS I COST 1 1,500 GP 

Craft Wondrous I tem, dispel evil, remove blindness/deafness, 

resistance 

PRICE 
42,000 GP 

WEIGHT 2 lbs .  

AURA moderate transmutat ion 

This metal headd ress i s  shaped l i ke a 

fa l con 's head and  ename led  in b r i l l i a n t  

co lo rs .  O r i g i n a l l y  crafted for  a wiza rd 

ded icated to Horus  as a rewa rd from h i s  

pha raoh  for h i s  p rowess on the batt lefie ld ,  

the falcon crown was be l i eved lost when 

the w iza rd was st ruck down by an  anc ient  

b l u e  d ragon .  Centur ies later, however, 

a rchaeo log ists d i scovered the falcon crown among  the r u i n s  

of lumen .  Researcher- p r iests of Nethys a cq u i red the crown 

shor t ly  after, and when the Nethys ian p r i estess Serethet 

became the Forgotten Pha raoh, she  c l a imed the falcon crown 

for he rse l f. 

The wearer of the falcon crown ga i n s  a +2 i n s i gh t  bonus  to 

her Armor Class. In add i t ion ,  u p  to t h ree t imes per day as an 

immed iate act ion ,  the wearer of the falcon crown can sac r i fi ce 

a p repa red  spe l l  o r  u n used spe l l  s l ot of 1 st leve l  o r  h i g he r  and 

t ransform i t  i n to a damag i ng  ray, target i ng a ny foe wi th i n  30 

feet  as  a ranged touch  at tack .  Th i s  ray dea l s  1 d4 po in ts  o f  

damage for every l evel of the spe l l  o r  spe l l  s l ot sac r i f i ced .  A 

non - spe l l caster cannot create rays wi th the falcon crown, but  

can st i l l  g a i n  the AC bonus .  

CONSTRUCTION REQUIREMENTS I COST 21 ,000 GP 

Arca ne B l a stA•G, Craft Wondrous I tem, foresight, haste 

AURA moderate d iv inat ion 

PRICE 
1 3,000 GP 

WEIGHT 2 l bs . 

Ca rved from sandstone, th is sma l l  

s t one  statuette dep i cts a fema l e  

s p h i n x  and  i s  a powerfu l t o o l  for 

d iv i nat ions .  Once per  week, the 

possessor can ask the mythopoeic 

sphinx about  an important person, 

p l a ce, o r  t h i ng .  The sph i nx  then a n imates and re lates l egends  

about  the s ubject  i n  e i the r  Common, Dracon i c, o r  Sph i nx, as  

i f  w i th legend lore. I n  add i t ion, a mythopoeic sphinx can be  

used a s  a focus  component  that  rep laces the no rma l  focus  o r  

mater ia l  components for the augury, divination, and  legend 

lore spe l l s .  Last ly, the possessor of a mythopoeic sphinx ga i n s  

a +4 bonus  on  D i p l omacy checks  to i n f l uence sph i nxes. 

The possessor of a mythopoeic sphinx can a lso use the 

fi g u r i ne  to ca l l  a gynosph inx to h is p resence and ba rga i n  for 

he r  serv ices as  i f  us ing planar ally to ca l l  upon a n  outs ide r. 

A mythopoeic sphinx permanent ly  loses a l l  of i ts mag i ca l  

a b i l i t ies when used to c a l l  a sph i nx  i n  th i s  way, becom ing  a 

mundane  stone statuette, rega rd l ess of whether  or not the 

ca l l ed  sph i nx  ag rees to se rve the possessor. 

CONSTRUCTION REQUIREMENTS I COST 7,250 GP  

Craft Wondrous I tem, legend lore, planar ally 

PRICE 
27,000 GP 

WEIGHT 4 l bs . 

AURA moderate transmutat ion 

This b ronze +2 scimitar bears an 

eag l e  mot i f  on  i ts pomme l ,  a nd  

a l lows the u se r  t o  s oa r  t h rough  

the a i r  t o  de l iver h i s  attacks .  A s  

a free act ion ,  the w ie l de r  c an  

f l y  w i t hou t  h av i ng  t o  ma in ta i n  

concentrat ion,  as  i f  affected by  

the fly spe l l  for u p  to 20 rounds  

each day, wi th a +5 bonus  on F ly  

checks .  These rounds  need not be consecut ive. I n  add i t ion ,  as  

l ong  as  the sc im i ta r  i s  i n  hand, the wie lder  can use feather 

fall at w i l l .  

CONSTRUCTION REQUIREMENTS I COST 1 3,500 GP 

Craft Mag i c  Arms and Armor, feather fall, fly 

AURA moderate d iv inat ion 

PRICE 
1 2,305 GP 

WEIGHT 3 l bs . 

The lash of th is wh i p  i s  made of 

count less t i ny ch i t i nous  p l ates 

in ter locki ng to form a n  a r t i cu lated 

cord, t ipped wi th sharp b l ades .  

A scorpion tail whip i s  a +2 

scorpion whip that can str i ke with 

i n c red i b l e  speed .  When attack i ng  

w i th  t he  scorpion tail whip, 

the w ie l de r  ga i n s  a +2 i n s i gh t  bonus  on h i s  i n i t iat ive check, 

prov ided h i s  f i rst attack on the f i rst round  of combat is made 

with the scorpion tail whip. I f  the  w ie l de r  switches wea pons o r  

makes an  attack w i t h  a nother  weapon before attack ing with 

the scorpion tail whip, he  does not ga in the i n i t iat ive bonus .  

CONSTRUCTION REQUIREMENTS I COST 6,305 GP  

Craft Mag i c  A rms  and  Armor, anticipate peril"M 
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IBE PERJLOUS WASI'ES 

O
n most maps,  the windblown dunes of Osirion's 

deserts appear to be nothing more than barren 

expanses. Desolate they may truly be,  but they are far 

from empty. The great sand dunes slowly migrate across the 

desert, pushed by the ceaseless winds, alternately exposing 

and covering lost ruins. At night, the desert comes alive 

with thousands of insects and small predators searching 

for food in the coolness ofthe night air. A rainstorm in the 

distant mountains can cause a flash flood in a dry wadi, 

which will spring to life with sudden growths of flowers 

and other plants. Just as quickly, the waters recede, the 

plants die, and the wadi turns arid again. The emptiness 

of the desert is only an illusion, and a traveler never knows 

what might await just over the next dune. 

Presented here are four plot hooks and two complete 

encounters that can be altered, expanded, and adapted to 

your Mummy's Mask Adventure Path campaign. These 

encounters can be used to help the PCs explore the 

desert or they could be locations the GM can use to seed 

particular items or plot twists into the campaign. These 

encounters could also be used to let the PCs earn some 

additional experience points if they have fallen behind in 

the course of the Adventure Path, or they simply could be 

woven into any Osirion-based campaign. 

PLITT HOOl\.S 
As the PCs travel back and forth across the endless dunes 

of Osirion, use the following plot hooks to spice up the 

journey or provide some much needed XP or treasure. You 

can drop these encounters and plot hooks into a hex (if you 

are using the exploration rules), or you may simply add 

them into the campaign as a break from the monotony of 

travel. In addition, these encounters can help a GM insert 

a particular treasure into the campaign or introduce a new 

or replacement character. 

Battle for the Sea Beast: The skeletal ribcage of 

some colossal sea beast emerges from the sands. Living 

in a crude shelter among its ribs is an Osirian hermit 

(Pathfinder RPG NPC Codex 247) named Kephu. He 

beseeches the PCs to protect him from a group ofbrigands 

who are trying to evict him from his home. That evening 

the "brigands"  approach. In fact, they are a mercenary 

band led by a Garundi mud shaman (NPC Codex 68) with 

a bloodfire sorcerer (NPC Codex 164), a freelance thief 

(NPC Codex 147) ,  an expert bodyguard (NPC Codex 269) ,  

two border guards (NPC Codex 129) ,  and three grizzled 

mercenaries (NPC Codex 268). The mud shaman claims 

that the skeleton is from a prehistoric sea creature that's 

sacred to his tribe and that he gave the hermit 24 hours 

to vacate the site so that it could be made into a proper 

shrine. The hermit has refused to leave , and the PCs must 

take a side before or when the situation turns violent. 

Hidden in the sand under the hermit's home is a treasure 

worth 7 ,000 gp that he has been keeping secret these 

many years. 

Lost Legionnaire: Looking far in the distance, the party 

sees what appear to be vultures circling something on the 

ground below, a sight not all that unusual in Osirion's 

deserts. Upon drawing nearer, however, they discover 

that the vultures are actually manticores ,  and the thing 

struggling on the ground beneath them is an enormous 

humanoid. It is actually a badly wounded desert giant 

(Pathfinder RPG Bestiary 3 128) beset by five manticores 

(Pathfinder RPG Bestiary 199). If the PCs assist the giant, 

they find him disoriented and dressed in an antiquated 

bronze breastplate. He identifies himself as Agrimius 

Decius of the Eighth Calpurnian Legion and asks if the 

party has seen the Blue Wyrm standard. None ofthe names 

or things he mentions are recognizable to the PCs,  and they 

get the sense that he has been wandering this desert for a 

very long time. The giant himself is fairly muddled in his 

own mind and can give little explanation for his condition. 

If the PCs heal the giant and allow him to accompany 

them, he is of great help the next day when an adult blue 

dragon (Bestiary 94) attacks them. If the giant survives ,  he 

takes the dragon's hide and fashions it into a standard atop 

his broken longspear before marching off alone into the 

trackless dunes to seek his missing legion. If the giant is 

not healed, then a young blue dragon attacks the party the 

next day instead. 

Night Visitors: When night falls over the desert, great 

clouds of insects emerge from burrows in the sand and 

begin their nightly hunt for water and breeding partners, 

their incessant buzzing and chirping filling the air. 

Dealing with all the swarming insects is irritating, but 

a good tent or even a bedroll provides adequate shelter 

from them. Perhaps more distracting are the bats that 

emerge from desert rock shelters and flap through the 

night while feasting on the insects. On some nights, the 

PCs hear strange shrieking calls in the distance, though 

they can't identify their source. After a few days, they enter 

the territory of a colony ofhunting mo bats (Pathfinder RPG 

Bestiary 2 42), which emerge from a nearby cave each night 

to feast on humanoid meat. 

The Screaming Mine: As the desert sands give way to 

the rocky badlands, a gaping cave mouth is spotted on a 

low ridge. This copper mine played out long ago and was 

afterward abandoned, and now it serves as the home base for 

a band ofhalf-orc raiders. Gerlutak is a desert stalker (NPC 

Codex 137) and leads a group made up of axe warriors (NPC 

Codex 11) and traitorous brigands (NPC Codex 81) to prey 

upon caravans passing through the badlands. Aside from 

the excellent location of the mine, the group's real prize is a 

captured yrthak (Bestiary z 290). The creature's devastating 

sonic attack gives the mine its name, and the half-ores use 

the beast to hunt those that get away. 



TROUBLED WATERS (CRJ1) 
The PCs are awoken from their sleep one night as a minor 

earthquake rocks the desert near where they are traveling. 

It appears to do no damage other than to startle any pack 

animals in camp, and after an hour the hushed sounds 

of the night return to normal. The next day as the PCs 

continue their travels, they come across an isolated oasis 

that lies near the epicenter of the previous night's quake. 

BACKGROUND 

The earthquake that rocked this portion of the desert was 

wholly natural in origin and fairly minor, but it did cause 

damage to an isolated oasis. A fissure formed in one of 

the basins of the oasis, causing half of the pool to drain. 

It also opened a sinkhole that descends into Nar-Voth in 

the Darklands below. A trio of araneas and their loyal gug 

servant lived in the series of caverns lying far beneath the 

oasis. When the deluge from the draining oasis pool swept 

into their lair, one of the araneas was drowned, and the 

others were forced to flee. Once the deluge had passed, 

they emerged from their place of retreat to seek revenge 

against whatever had attacked them from above. 

They found the fissure that had opened in the ceiling of 

their lair, and clambered upward into the natural tunnels 

below the pool that were once filled with water. They also 

found openings leading up into the partially drained pool 

itself The araneas emerged into the darkness of night to 

find a camp of desert nomads beside the damaged pool. 

The earthquake and the sudden draining of the oasis 

pool had shocked the nomads, but they were otherwise 

unharmed. However, they didn't expect a pair of enraged 

araneas to erupt from the muddy pool and attack. 

Some of the nomads were slain quickly, while the others 

were subdued and dragged into the tunnels below-along 

with some of their livestock-to serve as food for the gug. 

The araneas then looted the encampment, and got a good 

look at their surroundings. They realized that in this 

desolate area the oasis pool must serve as a stopover for 

many travelers, so they erased the traces of their attack, 

and began to keep a nightly watch over the oasis to see 

what other victims it might bring to them. 

1 NTRODUC TION 

The location sits along the PCs'  path of travel the day 

following the earthquake, and they arrive before nightfall 

to find the abandoned nomad camp. If the PCs make 

camp at the oasis, the araneas' tactics are described in the 

Encounter section. 

DESCRIP TION 

The PCs arrive at the oasis as evening falls. They can arrive 

from any direction you choose, but the remains of the 

nomad camp at area A1 are immediately visible, and possibly 

what attracts their attention. The oasis itselfis surrounded 

by date palms, though several of them have been uprooted 

and toppled over by the previous night's earthquake. 

Ai. Abandoned Camp: Three hide tents stand around the 

barely smoldering remains of a campfire. The earthquake 

knocked down a pole of one of the tents, leaving it 

partially collapsed, but other tents are otherwise intact. 

The remains of a picket line can be found between two 

date palms where a group of camels were once tethered­

though they are no longer present-and a half-dozen goats 

wander the remains of the camp munching on the tufts 

of grass in the area and occasionally sniffing at the tents. 

A search of the camp reveals it was certainly the home of a 

group of desert nomads who apparently kept a small herd of 

goats. The tracks show that there were once many more goats, 

though only the six remain. There are no visible tracks to 

suggest to where the others may have wandered off, or where 

their minders could have gone. The tents hold the bedrolls 

and possessions of seven nomads, though they appear to have 

been abandoned recently, and no valuables remain. 

A2. Drained Pool: A portion of the oasis pool has drained 

and become a giant mud pit 20 feet deep at its center. The 

contour of the pool's bed is raised on the north side, so that 

a portion of the pool remains filled at area A3. The sides of 

the drained portion are slick with muddy silt, requiring 

a successful DC 12 Acrobatics check to descend without 

slipping and falling. At the very bottom, the floor of the pool 

is actually a large, 10 -foot-thick plug of mud. Anyone stepping 

on it will sink through and be deposited into area A4 below. 

Digging it out requires 16 hours oflabor, but it slowly reseals 

with thick mud from drainage after 6 hours, requiring the 

process be repeated twice to clear it permanently. 

A3. Silted Pool: This portion of the pool still holds water 

10 feet deep, though it is now cloudy with mud and silt from 

the previous night's temblor. The water level is down at 

least 5 feet from its original level, and the banks above the 

new waterline have already begun to dry in the desert heat. 

Despite the state of the pool, the water is still potable. Five 

feet below the water level at the northwest edge is a small 

cave opening (Medium creatures must squeeze to enter) that 

leads 15 feet through a water-filled tunnel to area A6. 

A4. Mud Hole: The mud plug in area A2 lets out into 

the 20 -foot roof of this cavern. Its floor is filled to a depth 

of 3 feet with the mud that drained from above, making 

the whole cavern difficult terrain. A side cavern is filled 

with water to a depth of 15 feet where it drained as the pool 

above cracked. A gug (Bestiary 2 151) wallows here in the 

mud, along with the dismembered, partially consumed 

corpses of desert nomads ,  camels, and goats. 

As . Central Cavern: Water from the pool drained into 

this cavern before rising to a depth of 4 feet to the south 

and subsequently draining out into area A1. Here, three 

Osirian nomads are bound in webbing while two araneas 



IBE PERJLOUS WASI'ES 

(Bestiary z 30) question them to find out where they can 

obtain more victims and treasure. 

A6. Pool Entrance: A low ledge overlooks a 10 -foot-deep 

pool of silt-laden water here. A tunnel in the base of this 

pool leads to the opening in the pool at area AJ. Sitting on 

the ledge are six darkmantle-skin flasks, each holding a 

dose of potion of water breathing. 

A1. Sinkhole: A sinkhole on one side of this cavern drops 

100 feet into tunnels leading into Nar-Voth below where the 

araneas once lived. Anyone descending can continue their 

adventures in the Darklands beneath Osirion if they choose. 

The araneas have deposited a small hoard of treasure here 

worth 5,500 gp, including several minor valuables taken 

from the goatherds above. 

ENCOUNTER 

The gug spends most ofits time rooting around in area A4 

and feasting on the carcasses of the goatherds' camels. The 

araneas remain holed up in area As for the most part. If the 

PCs enter the tunnels beneath the oasis, the araneas take 

a stand in the entrance to area A1, using webs and spells 

to try to overcome the intruders. If nearing defeat, they 

retreat down the sinkhole in area A1 and flee back into the 

Darklands. Sounds of combat in area As draw the gug from 

its feasting to fight for the araneas. If the PCs encounter 

the gug in area A4, the araneas respond to the sounds of 

fighting there, providing spell support and attacking with 

their webs from the tunnel from area As. They retreat to 

area A1 as described above ifthe gug is defeated. 

If the PCs do not immediately enter the tunnels 

beneath the oasis, then the araneas spy on their camp after 

nightfall from the water at area AJ while shapechanged 

into humanoid form as drow elves. They use potions of water 

breathing to remain beneath the waters of the pool. After 

the PCs retire for the evening, one aranea uses silent image 

to make what appears to be a desert nomad appear in the 

camp, so that whoever is on guard will find the nomad 

suddenly, silently standing nearby. The other aranea uses 

ghost sound to distract the guard and lure them closer to 

attempt to charm them. If successful, the araneas silently 

steal into camp and attempt to capture everyone in their 

webbing before dragging them down to area A4 where the 

gug can deal with them while the araneas loot the PCs' 

camp itself, turning to the bodies after the gug has finished 

with them. If the sleep spell is unsuccessful (which is likely), 

the first aranea causes the silent image to walk down to the 

base of area Az and appear to sink into the mud in order to 

draw the PCs to the gug waiting below. 



1HE 1HR.ESHING FLOOR.. OF TAHl\ET-IBEY (CRJ3) 
While exploring, the party comes upon an ancient ruin 

where a team of scholars digs for lost secrets of old Osirion. 

Unfortunately, the scholars are more sinister than they 

appear, and the innocuous ruin is more than it seems. 

BACKGROUND 

The vast desert of Osirion is not entirely devoid of life ,  

and around various watering holes ,  oasis pools, and 

semipermanent rivers, isolated groups of desert natives 

have been able to eke out an existence and even raise 

small crops of hardy grains in the arid environment. For 

centuries these tribes would bring barley to the stone 

foundation of an ancient building to thresh their grain. 

The threshing floor also served as a common meeting 

place between various tribes ,  where they could trade what 

little excess grain they had for other staples or even the 

wares of the occasional passing merchant caravan. As a 

result, the Threshing Floor ofTahket-Ibey (a name based 

on a partial inscription on a stone found there long ago), 

became a well-known gathering place among local tribes. 

This situation changed over 70 years ago when a massive 

sandstorms completely buried the site. With no landmarks 

to use as references, the tribes lost the location, and many 

moved away from the area after several watering holes and 

rivulets were likewise buried in the storm. Since then, 

the site remained lost until a Pathfinder scholar, Jornus 

Kibbri, recently discovered the location of the ruins 

among the libraries ofSothis and found cryptic hints that 

it might be more important than originally suspected. 

There are, however, three secrets Jornus doesn't know. 

The first is that Trevin, his new research assistant, is 

actually a shapeshifted pairaka div who signed on in order 

to corrupt the renowned scholar to make ofhim a fine prize 

for her lord, Ahriman. The second is that the threshing 

floor is actually a portion of a long-lost efreeti citadel. The 

third is that the porters hired for the expedition are actually 

outsiders called burning dervishes, recruited by Trevin to 

help claim the secrets of the citadel. 

1 NTRODUC TION 

The PCs arrive at the site as they are traveling across the 

wastes. They can either have heard of the expedition that set 

out from Sothis more than a month ago, or they can simply 

stumble across it in their travels. Kibbri has located the site, 

and his laborers have already removed most of the sand from 

the stone floor. He has matched some writing fragments he 

found to a worn engraving discovered in the stone floor, and 

is just about to have his team lever the stones up to reveal 

what is hidden beneath. Kibbri is an aloof and taciturn man, 

but he's not above using others to his own ends and greets the 

PCs cordially enough, asking them if they'll help his porters 

break through the floor. He promises them a share in any 

treasure he finds below. If asked, he willingly provides the 

information in the first two paragraphs of the Background. 

DESCRIP TION 

It is late in the day when the PCs arrive at the site. 

Bi. Threshing Floor: A large swath of stone floor has 

been uncovered here in an excavation pit 5 feet deep. Great 

piles of sand have been mounded around its periphery. The 

stone floor is flat with the bases of some small walls rising 

here and there and dotted with occasional engravings, 

worn nearly smooth by the years. The excavators have 

discovered a stone plug in the floor, and are about to lift it 

out with crowbars and a crude A-frame hoist. 

Bz.  Chamber ofWaiting: The threshing floor is actually 

the roof of the efreeti citadel of Takutibakr. It was built 

during a genie war in the ancient past and abandoned 

when it was overcome by a djinni-produced sandstorm. 

Over centuries, the shifting sand revealed its roof, and it 

was taken for the foundation of a ruined building rather 

than the top of a buried one. The efreet sealed the citadel 

when they abandoned it, and left behind sacrifices to serve 

as guardians of the place. Sealed within this chamber are 

four ghuls (Bestiary 3 125). They immediately attack when 

anyone breaks the seal in the roof above. 

B3. Intersection: Stairs descend to an intersection. The 

eastern hallway collapsed long ago and is impassible. 

B4. Resting Chamber: Brass doors close off this room. 

A large sarcophagus holding a mummified efreeti stands 

against one wall. When the brass doors are opened, two 

Large fire elementals (Bestiary 124) spring into being to 

protect the remains of the efreeti. The efreeti wears a mask 

of a thousand tomes (Pathfinder RPG Ultimate Equipment 245). 

B5. Treasure Cache: A total of six clay amphorae lie in 

this room, resting in a large pile of sand that has filtered 

down through cracks in the ceiling. A now-collapsed 

passage once led to the east. The sand pile is the home 

of three sandmen (Bestiary 2 236), and the amphorae hold 

assorted jewels worth 8,500 gp. 

ENCOUNTER 

Kibbri's party consists of himself (use statistics for an 

aloof scholar from NPC Codex 232), his research assistant, 

Trevin Barth (a disguised pairaka div; Bestiary 3 88), and four 

disguised burning dervishes (see below). They attempt to 

raise the floor stone as the sun falls, which requires I hour 

of effort with crowbars, picks, and the help of the PCs. Once 

the initial guardians are released and dealt with, and once 

the citadel is entered, the dervishes attempt to incapacitate 

the Pathfinder and the PCs, hoping to leave them trapped 

within after they loot the chambers and reseal the floor. 

After the PCs deal with the dervishes, the shocked Kibbri 

promises the PCs equal shares of any treasures. He and 

Trevin attempt to stay out of combat, but the temptations 
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whispered to Kibbri by Trevin have convinced the scholar to 

attempt to murder the PCs while they sleep later that night 

in camp. How the PCs deal with his treachery is up to them. 

BURNING DERVISH CR 7 

XP 3,200 

(Tome of Horrors Complete 89) 
LE Med i um  outs ide r  (extrap l a na r, f i re) 
l n it +3; Senses da rkvis i on  60 ft . ; Percept ion +1 4 

DEFENSE 

AC 1 7, touch 1 4, f lat-footed 1 3  (+3 Dex, +1 dodge, +3 natu ra l ) 
hp 58 (9d1 0+9) 
Fort +7, Ref +6, Wil l  +8 

Immune f i re 

Weaknesses vu l ne rab i l i ty to co ld 

OFFENSE 

Speed 30 ft . , f ly 20 ft . (perfect) 
Melee +1 folchion +1 4/+9 (2d4+7/1 8-20) or  

( i n  f l ame form) 2 s l ams  +1 3 (1 d 6+4 p l u s  1d6  fi re p l u s  bu rn) 
Special Attacks bu rn (1 d 6, DC 1 5) 
Spel l -L ike Abil it ies (CL  1 4th) : 

3/day-invisibility (se l f  on l y), pyrotechnics (DC 1 4) 
1/day-enlorge person or reduce person (DC  1 3), plane shift 

(E l ementa l ,  Astra l , or Mate r i a l  P l anes  on l y), produce flame 

STATISTICS 

Str 1 8, Dex 1 6, Con 1 3, Int  1 3, Wis 1 5, Cha 1 5  

Base Atk +9; CMB +1 3; CMD 2 7  

Feats Combat Expert i se, Dodge, Mob i l i ty, Sp r i ng  Attack, 

Wh i r lw ind  Attack 

Ski l ls  B lu f f  +13 ,  Escape Ar t i s t  +13 ,  Knowledge (p l anes) +13 ,  

Percept ion +1 4, Search +9, Sense Mot ive +13 ,  Stea l th  +1 4, 

Su rv iva l +1 4; Racial Modifiers +2 Su rviva l when t rack ing 

Languages Common,  l g nan, I nferna l  

SQ e l emen ta l  endu rance, f l ame form 

Gear + 1 falchion 

SPECIAL ABILITIES 

Elemental Endurance (Ex) Bu rn i ng  de rv i shes can su rvive on  

the E l ementa l  P l anes  of A i r  o r  Ea r th  for  u p  to 48 hou rs a nd  

on  the E l ementa l  P l ane  of Water for  u p  t o  1 2  hou rs .  Fa i l u re to 

retu rn  to the E l ementa l  P l ane  of F i re after that t ime dea l s  1 

po in t  of damage per  hou r  to a bu rn i ng  derv i sh un t i l  it d i e s  o r  

retu rns  t o  the E lementa l  P l ane  of F i re .  I t  i s  a b l e  t o  su rvive on 

other  p l anes  no rma l l y. 

Flame Form (Su) Th ree t imes per  day, as a sta nda rd 

ac t ion, a bu rn i ng  derv i sh can change i ts form to that  of a 

co l umn  of f i re .  I n  th i s  form it ga i n s  two s l am attacks .  The 

t ransfo rmat ion l a sts i n defi n i te ly; rever t ing to i ts humano i d  

f o rm requ i res a nother standa rd ac t i on .  





CURSES OF IBE ANCIENTS 

F
eared more than any tomb guardian, Osirion's dread 

curses are whispered of in haunts frequented by 

adventurers, explorers, and grave robbers. To enter 

a crypt, whether sealed or long opened, is to court the 

undying wrath of its builders, the dead within, and the 

very gods. Distinct from conventional traps, these magical 

afflictions typically exact their vengeance with a measure 

of poetry, lacking the mercy to deal a quick and clean 

death. While curses abound in the Inner Sea region, laid by 

cruel hags, evil witches ,  fearful linnorms, and worse, the 

deserts ofOsirion are a land of curses, where the foolhardy 

are seemingly just as likely to be stricken by ancient wrath 

as by a parched, sun-scorched death. Noted here are just a 

handful of the most storied curses ofOsirion and beyond. 

Many of these curses punish those who trespass on tombs 

and other powerful sites. The most notorious Osirian curse 

comes from the undying mummies that guard many lost 

tombs. Both a disease and a curse, mummy rot reduces its 

victims to sand and is spread by a mummy's touch. 

The fabled pyramid of the Four Pharaohs of Ascension 

bears a particularly insidious curse. Symbols of power lie 

hidden within the tomb, and should an intruder glimpse 

too many of these runes ,  the curse activates and reaves 

spirit from flesh, turning the would-be thief into an 

undying guardian. In the Gozarin Necropolis , violators 

of Jetrieti V's portion of the Pyramid of Masks, instead 

succumb to a deadly wasting disease, while rumors tell 

that the curse ofhis ancestor Jetrieti I causes its victims to 

burst into flame at the touch of the sun's light. 

The vengeful ghost of the Pharaoh ofBlades lies trapped 

in a labyrinth below Ipeq, victim of a curse of his own 

devising. His curse confounds all sense of direction within 

the labyrinth, denying exit to those it traps. Throughout 

the tomb lie hidden gems that allow escape, but they elude 

even the pharaoh's ghostly grasp. 

Other curses specifically punish thieves; in many such 

cases, returning that which was stolen lifts the curse. 

For example, while entering the Crypt of the Everflame 

in Nirmathas poses no great hazard, stealing from the 

sarcophagi within causes the thief's possessions to age, 

corrode, and crumble into dust. And in Katapesh, stealing 

a pendant from a mummified gnoll turned a man named 

Cheeho into a talking dog. Though he would gladly return 

the pendant to end his suffering, Cheeho unfortunately has 

forgotten the precise location of the mummy's burial site. 

Handling treasure looted from a tomb can be risky 

even to those innocent of theft. The Ruby Prince of 

Osirion himself recently bore a hidden curse contracted 

from a relic of Lissala, ancient goddess of runes. The 

grim humor of being laid low by a relic of Thassilon 

rather than Osirion's own lost empire was not lost on the 

heir of the pharaohs. Given the Ruby Prince's importance 

and the potency of the curse,  hundreds of Pathfinders 

CUR.SES IN OuR. Woiu.o 
Even i n  the rea l wor ld , s uperst it ions abound about  vengeance 

from beyond the g rave and  the pun ishments meted out 

aga i nst those who desecrate sacred g round .  Even before 

h ierog lyphs were trans lated, accounts spoke of events such 

as  wrathfu l  sp i r i ts p lagu ing a sh i p, wh i ch  were ban i shed 

on ly  when the pa i r  of mummies l ooted f rom a tomb were 

cast overboard .  With the dec ipher ing of h ie rog lyphs, a i ded 

by the Rosetta Stone, the legend of Egypt ia n  cu rses g rew. 

I nscr ipt ions in tombs th reatened d i re consequences to g rave 

robbers, ra ng ing  from execut ion at the hands of the dead to 

agon i z i ng  death from incu rab le  d i seases. 

Fea r of the mummy's cu rse swe l l ed  further with the 

open ing  of Tuta nkhamun's tomb i n  1 922 .  I t  began when 

Lord Carna rvon, member of the f i rst expedit ion, n i cked a 

mosqu ito bite wh i l e  shaving .  The cut progressed i nto b lood 

po ison ing and  pneumonia ,  and  Lord Carna rvon passed away 

a mere month af ter  enter ing the tomb. Lu r id  accounts of 

co i n c idences and po rtents p reced ing  his demise f i l l ed  the 

papers of the day. H i s  death was fo l l owed by severa l other  

ominous  ends, with causes ra ng i ng  f rom d isease to mu rder. 

A few years later, Henry F ie ld spread the ta le of S i r  Bruce 

I ngham, rec ip ient of a mummy's hand bear ing a sca rab 

brace let. Wr itten on the brace let was a warn ing: "Cursed 

be he who moves my body. To him sha l l  come fi re, water, 

and pest i lence." Soon after, l ngham's house burned down, 

fo l l owed by a f lood dur ing its reconstruct ion. 

For more than a decade, the death of any vis i tor to the 

tomb of Tutankhamun was hai led as proof of the pharaoh's 

d read cu rse. Yet in truth, most who entered the tomb l ived 

long l ives. U lt imately, the mummy's curse owes more to 

sensat iona l i sm and selective reporti ng than to vengeance 

from beyond the g rave. 

loyal to Osirion searched the far corners of Golarion for 

hints of a cure. 

Occasionally curses act more to keep Golarion safe from 

the contents of a tomb than to punish would-be thieves. 

The layered protections of the Pyramid of An-Hepsu XI 

fall into this category. The Incorruptible Pharaoh and 

his most dangerous creations lie hidden in his tomb. 

Cunningly woven wards and curses keep them forever 

sealed away from the world, along with any intruders who 

have dared to disturb his rest. 

Curses can also arise spontaneously, usually at sites of 

great evil. Untold years ofritual sacrifice and cannibalism 

stained Smugglers' Shiv, off the coast ofSargava, with more 

than blood. On its shores, the dead now refuse to remain 

quiet, and the living find themselves consumed with an 

unspeakable craving for the flesh of their own kind. 



ALTERNATE BESTOW Cu�sE EFFECTS 
The spe l l  bestow curse a l lows the caster to i nvent a novel 

effect, but one no more powerful than those descr ibed i n  the 

spe l l  itself (no worse than a 500/o chance of losing act ions, 

a -4 pena l ty on checks, or a -6 pena l ty to an ab i l i ty sco re) . 

Effects in l i n e  with that power l evel i n c l ude  the fo l l owing .  

When the vict im is adjacent to  the a rea of a damag ing  spe l l  

o r  spel l - l i ke effect, the a rea expands to  i n c l ude  the vict im .  

The vict im can't hea l  natura l ly, and mag i ca l  hea l i ng  hea ls 

the v ict im by on ly ha l f the usua l  amount (m i n imum 1 

po i nt). Fast hea l i n g  and  regenerat ion a re l i kewise ha lved. 

Whenever the vict im ta kes damage, he  i s  staggered for  

1 ro und .  

The v i c t im  i s  p l agued  by cacophonous  sound s  a nd  

strob i ng  l i g hts t h a t  on l y  she  can hea r  a nd  s ee .  She  i s  

d i stracted (+5 to Percept ion DCs), cannot  take 10 on ski l l  

c hecks, and  m u s t  succeed at a concentrat i on  check (DC 

10 + spe l l  leve l )  to successf u l l y  cast spe l l s .  

Anyt ime the v i c t im p i cks u p  o r  retr ieves a n  object  

( i n c l ud i ng  d raw ing  a weapon o r  ammun i t ion), the re i s  a 

500/o chance that  he immed iate ly d rops i t .  If ammun i t ion 

is d ropped, the attack be ing  made i s  l ost . Any rema i n i n g  

attacks i n  a f u l l  attack a c t i o n  may st i l l  be attempted .  

SPREADING CURSES 
Curses needn't be limited to those effects described by 

bestow curse (Pathfinder RPG Core Rulebook 247) or in rules for 

afflictions (Core Rulebook 555). When designing a new curse, 

be careful not to go too far. A devastating curse can have 

consequences as serious as dying or being turned to stone. 

Certainly, horrific curses that promise inescapable doom 

have their place, but curses that can be endured for a time 

bring more to the table, as surviving and escaping such a 

curse can become an adventure all its own. Consider these 

guidelines when creating a curse. 

Make It Logical: A character generally doesn't get cursed 

for minding her own business. More often, the victim 

meddled with powerful forces, disturbed an ancient grave, 

or even wronged a vengeful fortuneteller. Try to fit the curse 

to the act that brought it on, like a glutton being unable to 

eat or a tomb robber burning in the light of day. 

Make It Interesting: A boring curse isn't worth the game 

time it consumes. A good curse should be creepy, comical, 

embarrassing, or terrifying, or have a good story behind it. 

Make It Interactive: Some curses require the players 

and GM to roleplay effects such as an inability to lie or a 

compulsion to steal. This sort of curse can be very rewarding 

with a motivated group, as possible effects extend far beyond 

what game mechanics allow. 

Make It Simple: A good curse has easy-to -handle 

mechanics. Most curses should have only one or two effects, 

and should be possible to resolve during gameplay. Avoid the 

need to reference complicated effects during combat. Failing 

that, prepare an index card with the curse's details. 

TYPES OF CURSES 

Curses can have a wide range of effects, which is something 

to keep in mind when designing a new curse. Some trigger 

only intermittently, some apply a constant penalty, and 

some grow worse with time. In addition, some curses 

function exclusively using game mechanics ,  while others 

incorporate roleplaying into their effects. 

Intermittent: Some curses, such as unluck, trigger only 

under certain conditions and stay constant in their effects. 

Progressive: A progressive curse functions much like a 

disease, requiring periodic checks to determine whether the 

affiiction progresses. However, unlike those suffering from 

diseases, the victims of these curses cannot recover just by 

succeeding at saving throws. A progressive curse worsens 

with each failed save, often ending in incapacitation or 

death. Mummy rot is a typical progressive curse. 

Static: Curses like baleful polymorph apply an effect for the 

entire duration ofthe curse, without a change in its severity. 

Mechanical: These curses rely on game mechanics for the 

majority of their effects, such as applying penalties, ability 

damage, or negative conditions. This sort of curse is a good 

choice if you want a steady, consistent effect for the curse. 

BREAKING THE CURSE 

The most conventional way to rid a victim of a curse is the 

spell remove curse, occasionally with the aid of other or more 

powerful magic. When making a new curse, especially 

one with a strong story background, consider novel ways 

to remove the curse beyond just casting a spell. Robbers 

might be cursed until they return every ill-gotten coin, 

while a haughty aristocrat might suffer until she cleans the 

feet of a dozen beggars. Make the victim vaguely aware of 

how to end their torment, but let them discover the specific 

details on their own through either research or trial and 

error. Curses with a story-based remedy often resist remove 

curse and break enchantment. Increase the DC for removal by 

2, 5, or even 10 based on the power of the curse. Particularly 

powerful curses resist remove curse and break enchantment 

entirely, requiring either specific conditions for removal or 

the application oflimited wish, miracle, or wish. 

Weaker curses also exist. A simple cleansing ritual might 

suffice to remove them, perhaps discoverable through 

exploration, research, or a successful Knowledge (religion) 

check. Such weaker curses could even fade naturally over 

the course of days or weeks. 

While many NPC casters offer curse removal with no 

questions asked, it's common knowledge that curses aren't 
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picked up accidentally. Some of these casters might want to 

know the circumstances behind the curse (often employing 

Sense Motive during the discussion). Good-aligned 

churches could expect acts of atonement or charity as at 

least partial payment for removing a justly gained curse. 

The curses below could be incorporated into traps ,  

associated with locations ,  triggered by opening crypts or 

offending powerful spellcasters, or inflicted in any other 

circumstance that calls for a vengeful affliction. 

CREEPING SEN ILITY 

Type cu rse, d i sease; Save Wi l l  DC 19 negates, W i l l  DC  19 to 

avo i d  effects 

Onset 1 m i n ute; Frequency 1/day 

Effect 1d2 I n t  dra in and 1d2 Wis  d ra i n; Cure Creep ing  sen i l i ty 

can be  cu red on ly by su ccessf u l l y  cast ing remove curse and 

restoration with in  1 m i n ute of each other. Add i t iona l  cast i ngs 

of restoration a re requ i red to restore the dra ined ab i l i ty scores. 

OAYBANE 

Type cu rse; Save For t i tude DC  17 negates 

Effect The target ta kes 1 d 6  po i nts of non l etha l  damage for  

every m i n ute of exposure to b r i gh t  l i g ht, i n c l u d i ng  day l i gh t .  

Th i s  effect ends when the creat u re fa l l s  u n consc ious .  Th i s  

c u rse neve r  dea l s  l e tha l  damage .  

DAYBLIND  

Type cu rse; Save For t i tude DC 1 7  negates 

Effect The target i s  b l i n d  except i n  d im l i g h t  o r  da rkness .  

DISSOLUTION 

Type cu rse, d i sease; Save For t i tude DC  1 8  negates 

Onset 1 week; Frequency 1/day 

Effect 1d2 dra in to a random ab i l i ty score (determ ined each 

day); Cure A d readed form of wast ing cu rse, d i sso l u t i on  

can be  cu red on l y  by su ccessf u l l y  cas t i ng  bo th  remove 

curse and  remove disease wi th i n  1 m i n ute of each other  

and  succeed i ng  at both checks by 5 or  more. I f  both checks 

succeed bu t  e i the r  one  succeeds by less t han  5, the c u rse 

seems to be removed bu t  retu rns  i n  1d4 weeks. Wh i le i n  

remiss ion, the cu rse cannot be detected o r  removed .  

FAMINE  

Type c u rse; Save Wi l l  D C  2 2  negates, F o r t i t u de  D C  2 2  t o  

avo i d  ef fects  

Effect Any food that  the target attempts to consume i n stant ly  

rots  i n to a put rescent mass .  The target can attempt a 

For t i tude save to choke down the spo i l ed  food .  If the  target 

fa i l s  at  the check, she  takes 1 d2 po i nts of Const i tut ion 

damage.  I n  e i the r  case, attempt i ng  to consume  food leaves 

the target s ickened and unab l e  to eat for 1 d4  hou rs .  Food 

created by magic can  res ist spo i l age  wi th a successfu l  caster 

l evel check aga i n st the DC of the c u rse .  

FEVERED DREAMS 

Type cu rse, d i sease; Save Wi l l  DC 17 negates, W i l l  DC  17 to 

avo i d  effects 

Onset f i rst per iod of s leep after exposu re, Frequency 1/day 

(when s l eep i ng) 

Effect The target 's s l eep is p l agued  by n i g htmares .  On a 

fa i l ed  save, the target awakens fat i gued, cannot  prepare 

a rca ne  spe l l s  o r  s l eep aga in that  day, and  takes 1 po in t  of 

Const i tu t ion damage and 1 point of Wisdom damage; Cure 

Fevered d reams can be cu red on l y  by successf u l l y  cast ing 

both remove curse and  e i the r  remove disease o r  dispel evil 

with i n  1 m i n ute of each other. 



FONT OF TRUTH 

Type cu rse; Save Wi l l  DC  15 negates, W i l l  DC 15 to avo i d  effects 

Frequency 1/m i n ute (when spea k ing on l y) 

Effect The target is unab l e  to i n tent i ona l l y  l i e .  I n  add i t ion ,  

anyt ime the target i s  asked a q uest ion,  she  must succeed 

at a Wi l l  save o r  an swer i n  exact ing ,  t ruthfu l  deta i l .  The 

target rece ives a n  add i t i ona l  save once per  m i n ute to cease 

e l a bo rat i ng  upon he r  a nswer. 

PARCHED 

Type cu rse; Save Wi l l  DC  15  negates, Fort  DC  15  to avo i d  effects 

Onset 1 hou r; Frequency 1/hou r  

Effect Th is  var iant of the ravenous cu rse causes extreme th i rst . 

A ga l l on  of water s l akes his th i rst unti l the next fa i l ed save. I f  

the v ict im does not dr ink wi th in  10 m in utes of a fa i l ed  save, 

dehydrat ion sets i n  (Core Rulebook 444), and he  must succeed 

at a Const itut ion check to avoid taking non letha l  damage .  

RAVENOUS 

Type cu rse; Save Wi l l  DC  15 negates, Fort  DC 15 to avo i d  effects 

Onset 1 hou r; Frequency 1/hour  

Effect The target suffers f rom ravenous  h unge r. Go rg i n g  on  a 

f u l l  day's worth of food sat iates 

the crav ing unt i l  t he  next 

fa i l e d  save. I f  suf f i c ient 

food i s  not ava i l a b l e, 

starvat ion advances at the 

ra te  of 1 day pe r  

fa i l e d  save (Core 

Rulebook 444) .  

SHATTERED SELF 

Type cu rse; Save Wil l  DC  20 negates 

Frequency no  more than 1/day (see text) 

Effect The v ict im's m i n d  sp l i ts i n to two coexist i ng personas, 

one  norma l ,  the  other  ma l i c i ous  a nd  se l f-d estruct ive .  When 

i n  contro l ,  the  se l f- destruct ive pe r sona  sabotages the 

v ic t im's efforts a nd  p l ots the demise  of the v ic t im's f r i ends  

and  loved ones .  I t  t akes care to concea l  i ts ac t ions a nd  i ntent 

from others .  The no rma l  persona reta i n s  only the haz iest  

reco l l ect ion of ac t ions  taken by i ts a l ternate, a nd  has  no 

sense of m iss ing t ime o r  hav ing b l a cked out .  Exact ly  when 

the a l ternate pe r sona  takes contro l  i s  u p  to the GM, but  i t  

does so no  mo re than once per  day. Each t ime the a l ternate 

persona su rfaces, the v i c t im must succeed at a save o r  the 

a l te rnate persona takes contro l  for 1d6 m i n utes .  No rma l l y  

t hese  takeovers happen when the v i c t im i s  a l o ne  o r  w i t h  

j u st one  person, but  moments of extreme stress may force 

the v i c t im to attempt a save aga i n st this effect a s  we l l .  The 

a l te rnate pe rsona has  fu l l  a ccess to the no rma l  persona's 

memor ies, a nd  receives a +1 0 bonus  on B l u f f  checks to 

concea l  i ts p resence .  Desp i te the ma l evo lent  na tu re of th i s  

aff l i c t ion ,  the v ic t im's a l i g nment  rema in s  unchanged  when 

unde r  the cu rse's effects; Cure Shattered se l f  can be cu red 

on ly by successf u l l y  cast ing remove curse and  e i the r  heal 

o r  greater restoration (or other  means of resto r i ng  san ity) 

with i n  1 m i n ute of each other. 

VULNERABI LITY 

Type cu rse; Save Wi l l  DC  17 negates 

Effect The ta rget becomes vu l n e ra b l e  (Core Rulebook 5 62) 

to a s i n g l e  ene rgy  type, t ak i ng  50% mo re damage  t han  

no rma l  f r om tha t  ene rgy  type .  I f  t he  t a r ge t  i s  immune  o r  

a l ready vu l n e ra b l e  t o  t he  d amage  type, t he  c u rse h a s  

no  effect .  I f  t he  t a rget  has  res is ta nce t o  o r  p rotec t i on  

f rom the  ene rgy  type ,  app ly  t he  vu l ne ra b i l i ty  before the  

res is ta nce o r  p rotec t i on .  

CURSED SPEILS 
Curses are strong magic, and spellcasters throughout the 

world have explored new ways to lessen their sting and to 

intensify their bite. 

ABEYANCE 

School a bj u rat ion; Level c le r i c  2, i n qu is i tor 2, pa l ad i n  2 

Casting Time 1 m i n ute 

Components V, 5, M (a f l ask of ho l y  water worth 

2 5  g p), O F 

Range touch 

Target creatu re touched 

Duration 24 hou rs 

Saving Th row W i l l  negates ( h a rm l ess), 

Spe l l  Resistance yes ( h a rm l ess) 

Abeyance supp resses the effects of a s i ng l e  
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c u rse on a creature .  It does not restore any damage or d r a i n  

t ha t  m igh t  have  been caused  by the cu rse .  Abeyance cannot 

supp ress c u rses that  cannot  be removed by remove curse, but  

i t  can s upp ress c u rses such as  lycanthropy that  req u i re remove 

curse a l ong  wi th add i t i ona l  measu res .  An i nd i v i dua l  c u rse 

can be  s upp ressed only once by abeyance, even i f  cast by a 

d i fferent caster . 

Abeyance does not a l low a creature to d ivest itself of cu rsed 

objects, though it can suppress a curse contracted from an  object. 

AGGRAVATE AFFLICTION 

School nec romancy; Level c ler ic 3, dru id 3, so rcerer/wiza rd 4, 

witch 3 

Casting T ime 1 sta nda rd ac t ion 

Components V, 5 
Range c l ose (2 5 ft .  + 5 ft ./2 l eve ls) 

Target one  crea tu re 

Duration i nsta ntaneous 

Saving Throw see text; Spel l  Resistance yes 

A l l  recu r r i n g  aff l i c t i on s  (those w i th  a f re q uency, i n c l u d i n g  

cu rses, d i sea ses, a n d  po i son) possessed by t he  t a rgeted 

creature immed ia te ly  t r i gge r, req u i r i n g  a n  immed iate sav i ng  

th row (a s  desc r i bed  i n  t he  af fl i c t i on) to avo i d  su f fe r i n g  t he i r  

effects .  A su ccessfu l  sav i ng  th row does not c oun t  towa rd 

end i n g  the aff l i c t i on ,  a n d  t h i s  extra save does  not c h ange  

the  t im i n g  of t he  nex t  s ave  aga i n st t he  af fl i c t i o n .  Affl i c t i ons  

w i thou t  a f requency  a re una ffected by t h i s  s pe l l .  

BESTOW CURSE, GREATER 

School  nec romancy; Level c le r i c  7, so rcerer/wiza rd 8, witch 7 

Casting T ime 1 sta nda rd ac t ion 

Components V, 5 
Range touch 

Target crea tu re touched 

Duration permanent  

Saving Throw Wi l l  negates; Spel l  Resistance yes 

You p lace a cu rse on  the s ubject .  Choose one  of the fo l l ow ing .  

-1 2 pena l ty  to a n  ab i l i ty sco re, o r  -6 pena l ty  to two a b i l i ty 

scores (to a m i n imum ab i l i ty score of 1) .  

-8 pena lty on attack ro l l s, saves, ab i l i ty checks, and sk i l l  checks. 

Each tu rn, the ta rget has a 250/o chance to act  no rma l l y; 

otherwise, it takes no act ions .  

Bestow one  of the cu rses o r  var ia nts i n  th i s  a rt i c l e .  

Bestow cu rse of the ages  o r  u n l u ck  (Core Rulebook 557) .  

I f  a spec i f i c  aff l i c t ion i s  bestowed, the save DC of the spe l l  

rep l a ces the usua l  s ave  DC of the aff l i c t i on .  You can a l so  i nvent 

your own cu rse, but  i t  s hou l d  be  no more powerfu l than those 

desc r ibed a bove. 

The cu rse bestowed by this spe l l  can not be d i spe l led ,  bu t  

i t  can be removed with a break enchantment, limited wish, 

miracle, or wish spe l l .  It can not be removed wi th remove curse 

or supp ressed wi th abeyance. The DC to remove the cu rse with 

break enchantment i n creases by 5 .  

CURSED ITEMS 
Retrieving treasures from Osirian tombs carries risks 

beyond the traps and guardians found within. Ancient 

Osirians deliberately created items that were seemingly 

beneficial but concealed harmful effects, causing even 

treasure hunters who are knowledgeable about curses to 

risk death from innocuous-seeming loot. 

Like most cursed items (Core Rulebook 536), the following 

resist attempts to identify their inimical nature. These 

particular items were crafted deliberately as punishment 

for thieves. In addition to the items listed below, necklaces 

ef stran_gulation, periapts of foul rottin_g, poisonous cloaks, robes 

ef powerlessness, robes ef vermin, and scarabs of death might 

lurk in Osirian treasure troves. Methods of creation for the 

items below have been lost or are carefully guarded secrets. 

PRICE 

WEIGHT 10 lbs .  

AURA moderate necromancy 

A wooden stopper  dep i c t i ng  a n  an ima l  or h uman  head sea l s  

th i s  l imestone j a r. Any creatu re that  opens the j a r  takes 3d6  

po i n t s  of Const i tut ion damage as  severa l  of i ts  i nte rna l  o rgans 

van i sh  from its body and  appea r  ins ide the j a r. I f  the  creatu re 

su rv ives, the resu l t i ng  t ra uma  dea l s  2d6 po i nts of b l eed  

damage every round .  Th i s  b leed damage l a sts un t i l  t he  v i c t im 

receives at l east 5 po i nts of mag i ca l  hea l i n g  o r  benefits from 

a DC  20 Heal check. A carnivorous jar func t ions  only once, a nd  

can be  f o und  a l one  o r  i n  sets of fou r. 

INTENDED MAGIC ITEM 

preserving flask, restorative ointment, o r  any item he l d  in a j a r  

o r  s im i l a r  conta i ne r  

PRICE 

WEIGHT 30  lbs .  

Des igned to resemb l e  the w ide sca les  on a serpent 's be l l y, 

t h i s  a rmor  func t ions  as a +1 breastplate of fire resistance. The 

f i r s t  t ime the weare r  i s  s t ruck  i n  me l ee, the a rmor  a n imates 

and beg i n s  c rush i ng  i ts wea rer. On  the round  that  the a rmo r  

an imates, i t  a utomat ica l l y  g rapp les  the wea rer. I n  fo l l ow ing 

rounds, at  the beg i n n i n g  of the wea rer's tu rn, the a rmor  

makes a g rapp l e  combat maneuver check (CMB  +20) to  

cons t r i c t  the wearer . I f  successfu l ,  the  a rmor  dea l s  2d6  po i nts 

of damage each round .  Once a n imated, the a rmor  re leases i ts 

gr ip on ly when i t  i s  destroyed o r  i ts wearer d ies .  The wearer 

ca n't phys ica l l y  remove the armor once i t  act ivates, but  others 

can he lp dest roy o r  remove i t .  Th i s  armor funct ions no rma l l y  

(wi thout  a n imat ing)  when worn  by u n l i v i ng  creatu res such as  

const ruc ts  a nd  undead .  

INTENDED MAGIC ITEM 

+ 1 breastplate of fire resistance 
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D
eserts offer no mercy to the unprepared. Between the 

unrelenting heat, the scarcity of food and water, and 

the desperate denizens carving out their existence 

in the stretches of sand, the desert proves a singularly 

inhospitable place. Research helps. Experience is better. 

And, of course, it never hurts to have allies. 

I found the caravan near the marketplace. Parili let 

out a whoop of joy on seeing me, and I was buoyed to see 

the boy's good color. When I 'd untangled myself from his 

ferocious hug, I explained my situation to the caravanners. 

My daggers were lost back at the papyrus factory, and I 

needed supplies as quickly as possible. 

The caravanners pulled together, and before the hour was 

out I had provisions, two sharp daggers on loan, and a worn 

caftan. The garment's original owner explained that the 

dun linens would help me blend in with the sand and keep 

me cool during the day. I thanked the caravanners fervently, 

even trotting out some broken phrases of Osiriani. My 

accent was getting much better. 

Before I left Tephu, I made one more stop. Back at the 

sage's shop, Bethos blinked in surprise to see me. 

"More gold won't speed the process along," he said. 

'Tm hoping gold will buy me something more 

substantial than time." 

Bethos had alchemical gear for sale, and we haggled over 

a few choice items. The money I 'd saved (and earned) by 

traveling with the caravan was gone now, but at least the 

translation was already paid for. Once I rescued Farhaan, 

I 'd find some way back to Varisia. 

Only a few hours of daylight remained by the time I made 

it back to the gates, but I pressed on. The kidnappers had 

left on camels, and I hoped that meant they would camp 

for the night. It's risky to push even a sure-footed mount 

onward in the darkness. IfI traveled with as much speed as 

possible in the remaining daylight and pressed on through 

the night, I might catch up with them by morning. 

Over the years, my long nights hunting had prepared 

me for sleeplessness. I waited patiently through the 

gritty eyes ,  the yawns that nearly unhinged my jaw, and 

the dizziness ,  on into the jittery, wide-awake stage that 

followed. I felt keen and alert. I moved as quickly as I could 

along the sand that too -quickly gave up its heat to the 

night. Soon I was hustling to keep warm as much as to 

catch up with my quarry. To my left, the Crook ran through 

the desert, its constant murmur keeping me company. The 

sand stretched to a gritty shelf that overhung the riverbed. 

Reedy vegetation and date trees filled the space between 

shelf and river. A drop of only eight feet or so divided 

desert and bank. 

The moon illuminated the rolling dunes ,  and the trail 

left by half a dozen camels following a river was easy 

enough to spot. I kept Toothy's travel satchel under my 

caftan, against my side. Though he had plenty of rags to 

burrow into, I worried about him getting too cold. 

As the hours passed, I found my overtired strength 

ebbing. I hadn't fully recovered from my all-night vigil over 

Parili, and despite my determination, my steps dragged. 

Then I caught the unmistakable whiff of camel on the 

breeze. I was instantly awake, hurrying forward until I 

spotted the small camp on the horizon. I hunkered down 

to lower my profile and swung around the camp toward 

the river, hoping its noise would cover any sounds of my 

approach. Whatever I was going to do, now was the time. 

I wished I had a plan. 

The kidnappers had found a ruin in which to camp. Old 

settlements and temples littered the desert, some with wind­

scoured walls ground down to rocky lines, others mostly 

intact. This one seemed halfway between-a few walls stood 

and provided some shelter from the desert winds, while piles 

ofrubble marked where the rest of the structure had been. A 

ruined outpost, too small to hold all the kidnappers, sat in 

crumbling silence to the east. I saw the shuffling shadows of 

camels tethered in a group to the south of the structure and a 

humanoid shape I suspected was a guard. 

The moonlight that had allowed me to track the 

kidnappers now threatened to reveal my presence. I sidled 

up to the edge of the rock shelf that overhung the river. 

I could see a sandy slope downstream. The kidnapper's 

camp faced onto a steep beach leading down to the water. 

After some quiet scrambling, I made it over the shelf and 

landed in the river grass below. 

My boots instantly sank into silt. Water seeped into 

the hem of my caftan and dragged it down. I crouched, 

getting my knees wet, and let the waving grass help conceal 

my form. I crab-walked farther into the river, where the 

riverbed became rockier and more stable. I was in rushing 

water up to my knees now, but I could move more quietly 

and the reeds were taller here. Still crouching, I swished 

my way through the river, making straight for the beach. 

The river was cold, and shivers soon wracked my body. 

I saw the guard more clearly now: a definite humanoid 

shape with a scarf wrapped around the head. I waded closer, 

pushing aside floating branches from a fallen date tree. 

The tree's trunk rested horizontally on the river's surface, 
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half-submerged and directly in my path. The trunk was 

wider than most, but I thought I could make it over. I leaned 

my upper body against the rough bark and twisted until I 

could get my legs up and lie flat. I was straddling the tree, 

wondering why it seemed so buoyant, when a knot on the 

trunk opened to reveal a slitted eye. 

I froze. My thoughts were a tangled panic threaded 

through with profanity in several languages. My chest 

pressed against the crocodile's back. The rough hide 

snagged on my wet caftan. For a moment, the world 

seemed frozen. Even the rushing of the river seemed to 

cease. Then the crocodile's eye flicked, forward and back, 

as if searching for the source of whatever had disturbed it. 

In my research on Osirion I had, of course, read about 

crocodiles. Their jaws were powerful enough to bite 

through the hull of a river barge. Once they got hold of 

prey, they dragged it down to the river's bottom and 

feasted on still-living flesh while the victim drowned. I 'd 

read gruesome true accounts of crocodile attacks. Even 

seen some woodcut illustrations. 

This was almost worse than the zombies. 

As I tried to quell my panic and figure out how the hell 

to get off my scaly perch, the croc shifted. It swung its 

muzzle from side to side, the same way Toothy did when 

he was hungry. 

Toothy! I'd almost forgotten about my little mascot. I knew 

from the last few days that Toothy was almost immobile at 

night. The cold rendered him sleepy and slow. Perhaps this 

oversized creature operated the same way. IfI moved slowly 

it might not see me as a threat. Toothy ate only every few 

days, after all-maybe this beast wasn't even hungry. 

I shifted my weight cautiously to one side , preparing 

to slip quietly into the water and be on my way. The croc 

swung its head ponderously in my direction, eye searching 

for me. I gulped. Toothy liked scratches at the base of 

his skull so I tried that, digging my fingernails into the 

pebbled hide. The croc's eye slowly closed and it settled 

back into the water. Trying not to breathe too loudly, I slid 

all the way off its back. The croc remained where it was, 

floating silently on the river, almost indistinguishable 

from a floating log (though I had a feeling I 'd be able to tell 

the difference from this point on). 

With as much haste as I could manage, I waded through 

the reeds down the last few yards to the ruins. The steep 

beach led from river's edge to ruins like a sandy ramp, 

the shelf face rising up vertically on either side. A wide 

stone block, probably an observation point, overlooked the 

disjointed frame of an old shadoof-a pivoting pole with 

a bucket on one end used to lift water into the outpost. In 

the bright moonlight I could see lines carved into the rock 



face-tally lines. This was an old port where river craft 

once stopped to pay a tax when traveling between Tephu 

and Ipeq. I guessed the ruins were an old temple to Wadjet, 

an ancient river goddess still worshiped locally in Osirion. 

I took a moment to commit the tally lines to memory 

and hoped I 'd have time to come back and make a proper 

sketch to add to my report. My shivering intensified and 

I turned my attention to the more pressing matter. At the 

top of the beach, the camels shifted in their pen, their 

gamy scent wafting down to me. The guard focused more 

on the desert than the river, and I couldn't blame him; I 

wouldn't be expecting a single attacker to come bursting 

up out of the river in the middle of the night either. 

Rising up like a waterlogged river spirit wouldn't advance 

my cause, though, so I watched until the guard's attention 

seemed firmly fixed on the desert. Then I flattened myself 

against the sand and crawled up the beach until I reached 

the camel enclosure. 

Two swift slashes from my dagger undid the ropes on one 

side of the pen. The camels didn't react; habit kept them in 

place more than the pen did. I heard footsteps as the guard 

made his way toward the riverbank and I flattened myself 

on the ground. The footsteps paused and I held my breath. 

Then the steps moved away, around the edge of the camp. 

I scuttled in the opposite direction. A pile of rubble 

afforded me some concealment. I saw huddled shapes 

around a dying fire by the walls of the ruins and knew 

Farhaan must be among them. Once I was well shielded by 

the rubble ,  I reached into my pack and took out one of the 

items I 'd purchased in the sage's shop. 

Different cultures have different terms for the small 

exploding rocks alchemists produce;  I 've always called 

them drumstones. I turned the plum-sized rock over in 

my hand, sized up the distance to the pen, and threw. 

A thunderous boom echoed through the camp. The 

camels' sounds of panic were lost in the roar and the beasts 

charged over the sagging ropes of their pen. 

Shouts erupted from the camp, and the sleeping figures 

reared up in their bedrolls like worms wriggling from 

the ground. Someone yelled, "Get the camels ! "  Most of 

the sleepers ran to collect the spooked mounts, and one 

sprinted over to the guard. One figure stayed on the 

ground, another standing over him. 

Farhaan. It had to be. 

I slunk through the shadows toward the prisoner, 

drawing a dagger as I moved. With luck I 'd be able to fell 

the guard quickly and get Farhaan out of there before 

anyone noticed the camel stampede was a distraction. 

.. g 
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The kidnappers stayed alert, though, watching for 

trouble. Two stood at the top of the beach and kept glancing 

back at the prisoner and his guard. I cursed under my 

breath. I 'd thought I could just walk into the camp, cut 

Farhaan's bonds, and wander out again while everyone ran 

after camels. This whole situation was a mess. What was I 

even doing here? I contemplated turning and sprinting into 

the desert, leaving Farhaan to his fate. Sure, he'd helped me 

in the bar, led me to the first translator, called my name in 

the street in Tephu. But I owed him no real loyalty. 

I hesitated for a moment, just long enough for the 

screaming brays to reach us from the river. 

The sounds were so horrible I almost stepped out of the 

shadows to find out what the hell was making that noise 

and whether I should start running. The two alert guards 

charged for the beach, their forms disappearing from my 

field of vision as they slid down the sandy slope. More 

agonized screams, a thunderous growl, and the splash of 

churning water came together. 

One of the camels must have bolted down the beach 

and into the shallow river water. It seemed my friend the 

crocodile had been more disturbed by my passage than 

I knew, because judging by the sounds, it now faced off 

against the mount and one or more of the kidnappers. 

The prisoner's guard looked down as if weighing options, 

then muttered something and sprinted for the beach. 

I hustled into the camp, my distracted mind taking time 

to note the symbol ofWadjet painted on a square, wooden 

display, almost six feet tall, propped against a wall. The 

symbol, faded from the years, showed a double-headed 

cobra with wings stretching out to either side. In its day the 

display would have shone in Wadjet's colors of gold and blue. 

I reached the prisoner's side and dropped to one knee ,  

sawing at the ropes winding around the bedroll. 

A face blinked in the moonlight. Dark eyes I recognized, 

a chin stubbled by days on the road. "Nenet?"  

"You seem surprised." My voice rasped from stress and 

the chill. "Did you give up on me so soon?" 

"Not at all." Farhaan struggled out of the bedroll as the 

ropes fell away. "I thought you'd be here hours ago." 

"I stopped for a drink first." 

I took Farhaan's hand and hauled him to his feet. 

Farhaan wobbled a bit but stayed up. "Now what?" 

"Now we ... uh ... " My plan had involved us running while the 

kidnappers tried to recapture their camels, before they had 

time to make a real pursuit. Now that plan seemed frail and 

flimsy. These kidnappers appeared more determined and 

skilled than I'd hoped. I swiveled around, searching for the 

most promising direction in the moonlit desert. "Now we-" 

"Run?" 

Farhaan and I jumped and spun around in tandem, 

no doubt amusing Kema, who stood only a few feet from 

us. The hairs on the back of my neck rose just seeing the 
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woman. Kema had traded in her long knife for a curved 

scimitar, and its blade caught the light as she pointed it 

first at me, then at Farhaan. 

"Well, well," she said when she got a look at my face. 

"Look what crawled out of the mud." 

I brandished my dagger. "You might be able to kill one 

of us ,  but not both. Let us go and we won't have to take 

you down." 

Kema laughed. She looked much as she had back in the 

Tooth 8<: Hookah, though she now wore battered leather 

armor over her linen tunic and trousers. "My allies are 

driving off your beast as we speak. They'll return to me in 

a few moments, whether I call them or not. Surrender now 

and save yourselves the trouble of a fight." 

"Not a chance," Farhaan said, almost before Kema 

finished her sentence. 

"Hey! " I sputtered. "You don't speak for both of us." 

Twin surprised stares from Farhaan and Kema. 

"Kidding," I said. "You should have seen the look on 

your faces." 

Kema snarled and took a step toward me, raising her 

scimitar. Farhaan took the opportunity to jump in and 

deliver a solid punch into Kema's armpit. Kema bit back a 

howl of pain and retreated, glowering. I pressed forward with 

dagger outstretched. "We're not interested in killing you." 

"You don't speak for both of us," Farhaan muttered. 

"Let's say goodbye here and hope our paths never cross 

again," I offered. 

Sparks all but flew from Kema's eyes. 'Tm not surprised 

he would team up with a grave-robber. Look at you two. 

Desecraters of tombs, killers of innocents. Kill me and 

my allies will incapacitate you and bring you both to our 

temple for justice. Kill them and your punishment still 

awaits ,  inevitable ,  in the Boneyard." 

I let her ramble while I wracked my brain for a plan. I 

couldn't argue with the logic ofKema's statement, barring 

the religious diatribe at the end. We were at a serious 

disadvantage. I scanned the camp, searching for any sort of 



aid among the crumbling columns and scattered bedrolls. 

My dagger followed Kema's every move like a dowsing rod. I 

slipped my free hand into a pocket of my caftan. 

"We're neither tomb-robbers nor murderers," Farhaan 

was saying. "You've been misled." 

"Oh?" Kema kept her scimitar up, her sharp eyes 

watching for an opportunity. From the river came a shout 

of alarm, a figure pointing at us from the top of the beach. 

"How many of your troupe returned from the mausoleum? 

'Hero of the Half- City' indeed. More like 'Destroyer of-'" 

"We don't have time for this." I freed my hand from my 

pocket and flung a cloud of glittering, sparkling motes 

into Kema's face. 

At least that's what was supposed to happen. My swim in 

the river had left the alchemical powder damp and clumpy. 

Much of the glitter and sparkle was gone, leaving mostly 

dun-colored blobs that spattered onto Kema's face. 

Still, enough of the effect remained. A few dancing 

motes flew into Kema's eyes. She shrieked and rubbed at 

her face. Bethos had told me the blinding effect would last 

only a few minutes ,  so I grabbed Farhaan by the elbow and 

took off toward the camp. 
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He dragged on my arm. "Where are we going? There are 

a lot of very angry, very armed people that way." 

"Trust me, I have a plan!"  

Kema slashed blindly at us as we darted past. The tip of 

her blade scored my arm and I winced. 

"This isn't over!" Kema howled. 

The kidnappers gathered on the beach. Two sat on the 

ground, badly injured by the looks ofit, while one secured 

the recovered camels. Two others faced toward us, blades 

drawn, and I couldn't see the rest. Either they were chasing 

camels in the desert or in the belly of the crocodile. 

The two armed guards dashed for us. I pointed my 

dagger at the wooden carving of Wadjet's symbol on the 

wall. "Grab that." 

"What?"  

"The wooden thing. Grab it! "  

I charged our attackers, hoping I could hold them off for 

the minute or so it took Farhaan to do as I had ordered. I 

tossed a dagger at one kidnapper and sliced his neck, eliciting 

a grunt of pain and a spray ofblood. I drew a second blade and 

dove between the two as they neared me. They flailed at me 

as I tumbled past. I grabbed a handful of sand and threw it at 

one man's face as I righted. It wasn't blinding powder, but he 

flinched and gave me room to get my blade up and secure my 

footing. I feinted at the other kidnapper, drawing him away 

from Farhaan, while he tried to take my head off. 

Now they were on me in earnest, working together to 

force me back into a corner where two old walls met. I gave 

ground before their weaving blades. Remembering Kema's 

words ,  I took heart in the idea that they weren't fighting 

to kill me, only to kidnap me and bring me to some 

mysterious cult-temple for yet more mysterious 'justice." 

That sounded much better. 

Farhaan crossed behind my attackers, dragging the 

wooden carving along. The cumbersome board made it 

hard for him to hustle. He met my eyes as I feinted and 

parried, trying not to give ground. I tossed my head toward 

the river, hoping the movement looked natural. Farhaan 

nodded and changed direction. 

One of the kidnappers caught the movement and leveled 

a heavy sweep ofhis scimitar at my head. I gave ground, and 

he angled himself between me and my route to Farhaan. 

The kidnappers exchanged short, growly sentences I 

couldn't make out. I tried a rush between them, but they 

drove me back with quick jabs of their blades. Gritting my 

teeth, I fell back further. They pushed. Pinning me into 

the corner. 

I heard Farhaan call my name. "Jump! "  I shouted. ''I'll 

follow!" 

Ifl didn't get out ofhere in the next few seconds, I 'd be 

left behind at the mercy of this gang. I let my gaze drift 

to the left and make a motion with my free hand, as if 

signalling an ally. One kidnapper turned his head to look. 



IN IBE BELLY OF IBE CROCODILE 

I took my chance, slamming into his chest and driving my 

dagger into his side. The man let out a scream and tried 

to swing at me, but I was too close. I let go of the dagger's 

hilt and grabbed two fistfuls of robe. As the other came 

for me I swung my new shield around and heaved. The 

momentary tangle as the kidnappers danced drunkenly 

was enough to let me sprint after Farhaan. 

I careened around the old wall and saw the wide stretch 

of riverbank, and Farhaan already plummeting off the 

clif£ He disappeared from sight but I heard the splash as 

he hit the water. 

I hesitated for a split second. Footsteps pounded in the 

sand behind me. 

Then I was running for the observation post, the stone 

shelf I 'd seen from the river. Worn steps cut into the side 

and I took them two at a time. The last kidnapper was on my 

heels. I reached the summit and leaped out over the river. 

A brief moment of dizziness and elation as I soared 

through the air-

I hit the end of the shadoof and scrabbled for purchase. 

The weighted beam swung wildly-it was made to hold a 

bucket of water, not a flying Pathfinder. But I managed to 

keep my grip on the crumbling wood as the beam hauled 

me out over the river. In a second it would bring me back 

around and slam me into the river bank. 

I let go as I swung out over the river, and my momentum 

carried me along a few more feet before I plunged into 

the water. I came up sputtering, dragging Toothy's travel­

satchel to the surface with me to make sure he didn't 
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drown. Farhaan called my name. Already the current was 

carrying the board away, Farhaan clinging to its edge. 

I kicked out hard, and despite the caftan dragging 

around my knees and the awkwardness of the travel­

satchel ,  I managed to swim to the makeshift raft. Farhaan 

reached out a slick hand. I twisted my fingers in his sleeve 

and he hauled me close enough to scramble up. I lay 

halfway on the raft, my legs dangling in the water. 

I coughed wetly. "You owe me five new daggers." 

"A small price to pay for such a dramatic rescue by such 

an ... innovative rescuer." 

"One was enchanted, too. What do you mean, innovative? 

I had everything under control." I practically had to shout 

to be heard over the rushing river. 

Farhaan tapped a hand on the board. "I wouldn't have 

thought to use this as a raft." 

"What can I say? I live by my wits." I adjusted my 

position, settling more firmly on the raft. "Kema wasn't 

in your inn coincidentally, was she? You knew who she was 

when you jumped into our fight." 

"You don't think I put my life on the line for anyone who 

wanders into my bar, do you?"  he hollered. 

"No, just me." 

He grinned. I was dying to ask him about Kema and 

her interest in him, but I had to concentrate on staying 

afloat, and I could barely hear him at that moment. When 

we made landfall, I 'd make him tell me everything. Until 

then, I had to be content with a companionable silence as 

we floated down the winding Crook. 
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T
his volume of the Mummy's Mask Adventure Path 

features a bestiary of feline-headed tomb guardians, 

dangerous animated plants, strange desert worms 

with a connection to the seasonal floods, and a new jackal­

headed sphinx. 

HAZARDS, HORR.OR$, AND HELPERS 
The random encounter table presented here features 

a number of typical threats the PCs could encounter 

in Osirion's Parched Dunes. During the course of the 

adventure, the PCs explore a wide swath of desert. There 

they encounter specific creatures as they traverse the hex 

map, but in some cases random encounters are needed. 

Throughout the adventure, when required to determine 

the results of a random encounter, use the Parched Dunes 

Encounters table for a suitable result. In addition, the 

bestiary in Pathfinder Adventure Path #81: Shiftin9 Sands 

contains an additional random encounter table for the 

Parched Dunes, but the encounter results on that table are 

oflower-level threats. 

Since this adventure spans a range oflevels, some of the 

results might be too simple or too difficult for the PCs, 

depending on where they are in the course of the adventure. 

If the result rolled is outside the challenge rating range 

appropriate for the PCs, roll again or simply choose a more 

fitting encounter. Depending on where the PCs are when 

the random encounter begins, some of the monsters on the 

table might be too large to fit in the encounter area. In this 

case, reroll the result to find a more appropriate encounter. 

GMs who wish to learn more about Osirion or those 

looking for other encounter ideas or desert hazards 

should check out Pathfinder Campai9n Settin9: Osirion, 

Le9acy of Pharaohs. 

Mummified Riddler (CR 9): Majestic creatures, sphinxes 

rarely pursue undeath voluntarily, but some are killed by foul 

necromancers and transformed into undead abominations. 

This is the case for Menenba, a now-mummified gynosphinx 

(Pathfinder RPG Bestiary 4 i96). Lairing in a cave in the 

Parched Dunes, she no longer politely invites exchanges 

of knowledge, and instead prowls the desert, destroying 

whatever living creatures she comes across. Though she's 

now a cruel and dangerous undead beast, she can still 

provide aid to parties that spare destroying her. If the 

PCs manage to keep Menenba from attacking and instead 

engage her in conversation (a frustrating task), she shares 

information about the Cult of the Forgotten Pharaoh and 

gives a general idea of where it might now be located. 

Trapped Explorer (CR 10): Lurking among the ruins of an 

old temple is a tophet (Pathfinder RPG Bestiary 3 271) crafted 

to look like a rotund pharaoh. The PCs aren't the only 

adventurers to stumble across this dangerous construct. 

An Ouat monk named Tumakrah (use the statistics for a 

steadfast defender on page 100 of Pathfinder RPG NPC Codex 

PARCHED DUNfi [NCOUNTERS 
d% Result Avg. CR Source 

01 -03 1 d 4  d ragonnes  9 Bestiary 3 1 04 

04-07 1 d 8  h i e racosph i nxes 9 Bestiary 3 253 

08-1 1 Mumm if ied r i dd l e r  9 See be low 

1 2-1 4 1 d 4  beh i rs 1 0  Bestiary 34  

1 5-1 7 1 d 4  bone go l ems  1 0  Bestiary 3 1 33 

1 8-22 1 d 4  dest rachans  1 0  Bestiary 2 83 

23-26 1 d 8  g i an t  adu l t  an t  l i on s  1 0  Bestiary 3 1 7  

27-3 1 1 d 8  maftets 1 0  Bestiary 3 1 8 8  

32-35 1 rukh  1 0  Bestiary 4 228 

36-38 Tra pped exp lo re r  1 0  See be low 

39-43 1 d 8  wardens of the 1 0  See page 1 5  

Fo rgotten Pha raoh 

44-46 1 d8  hel l ea ts 1 1  Bestiary 2 1 53 

47-50 1 seps 1 1  Bestiary 4 237 

5 1 -55  1 d 8  dese r t  d rakes 1 2  Bestiary 3 1 05 

56-60 1 d 6  desert  g ia nts 1 2  Bestiary 3 1 2 8  

61-64 1d8 feste r i ng  sp i r i ts  1 2  Bestiary 4 98 

65-69 1d8 g i rta b l i l us 1 2  Bestiary 3 1 3 0  

70-73 1 d 6  yr thaks 1 2  Bestiary 2 290 

74-77 1 d 4  carn ivorous crysta l s  1 3  Bestiary 3 45 

78-81 1 d 4  e l de r  a i r  e lementa l s  1 3  Bestiary 1 2 0  

82-85 1d8 g reater earth e lementa ls 1 3  Bestiary 1 2 2  

86-89 1 d 1 2  l e ukodaemons 14  Bestiary 2 68 

90-95 S i n ister war r io r  14  See be low 

96-98 1d8 s h i ra d ivs 1 4  Bestiary 3 9 0  

99-1 00 1 b l a ck  scorp ion 1 5  Bestiary 2 240 

100) came through the area as he was mapping the Parched 

Dunes and was swallowed by the tophet. If the PCs defeat 

the construct and free Tumakrah, he offers them his sandals 

ef the li9htest step (Pathfinder RPG Ultimate Equipment 232) in 

appreciation for freeing him and saving his life. If questioned 

on the whereabouts of the Sightless Sphinx, Tumakrah 

apologizes that he is unfamiliar with the monument, but 

can possibly warn the PCs of other nearby threats. 

Sinister Warrior (CR 14): Called to Golarion by a powerful 

sorcerer, this sepid div (Pathfinder RPG Bestiary 3 89) chose 

to stay behind after completing its service. In the weeks 

that have followed, this div, named Raayani, has stalked 

the region looking for Usij cultists supposedly secreted 

throughout the Barrier Wall Mountains. He hopes to find 

these cultists and have them wait on him hand and foot, 

savoring the praise he is egotistically assured he will receive 

from these mortals. He has even created an entourage of a 

dozen normal human skeletons (Pathfinder RPG Bestiary 250) 

that he animated from a lost tomb to serve him as standard 

bearers. When encountering the PCs, Raayani demands 

they submit to him as slaves, and gives them a few seconds 

to agree to his conditions before he attacks with his rain of 

debris ability. 



CYNOSPHINX 
A jackal's head draped in a tattered headdress extends from a 

win13ed, leonine body. 

CYNOSPH INX CR 6 

XP 2,400 

NE Large mag i ca l  beast 

l n it +1 ;  Senses da rkvis i on  60 ft . , low- l i g ht v i s ion, scent; 

Percept ion +8 

DEFENSE 

AC 20, touch 1 0, f lat-footed 1 9  (+1 Dex, +1 0 natura l ,  -1 s i ze) 

hp 76 (9d 1 0 +27) 

Fort +9, Ref +7, Wil l  +5 

Immune d isease 

OFFENSE 

Speed 30 ft . , f ly 60 ft .  (poor) 

Melee bite +1 3 ( 1d8+7 p lus  d isease and tr ip), 2 c laws +1 3 (1 d6+5) 

Space 1 O ft . ; Reach 5 ft .  

Special  Attacks devo u r  sec ret l o re, d i sease, pou n ce, 

power fu l  b i te, t r i p  

Spel l -L ike Abil it ies ( C L  9 t h ;  concentrat i on  + 1 1 )  

At wi l l-speak with dead (DC 1 5 )  

3/day-detect thoughts (DC 1 4) 

1/day-animate dead, seek thoughtsAPG (DC 1 5) 

STATISTICS 

Str 20, Dex 1 3, Con 1 7, Int  1 5, Wis 1 4, Cha 1 4  

Base Atk +9; CMB +1 5 (+1 7 t r i p); CMD 26 (32 vs. t r i p) 

Feats C l eave, Combat Expert ise, F l yby Attack, Imp roved Tr ip, 

Power Attack 

Ski l ls  F ly  +4 ,  I n t im idate +8 ,  Knowledge (a ny one) +1 1 ,  

Percept ion +8, Sense Mot ive +8, Su rviva l + 8  

Languages Common,  Dracon i c, Sph i nx  

ECOLOGY 

Environment warm deserts a nd  h i l l s  

Organization so l i ta ry 

Treasure standa rd 

SPECIAL ABILITIES 

Devour Secret Lore (Su) When a cynosph i nx  redu ces a l i v i ng  

creat u re be low ze ro  h i t  po i nts, i t  stea l s  some of i t s  essence. 

Treat the cynosph i nx  as  i f  i t  were the target of a n  aid spe l l  

w i t h  a caster l evel equa l  to the dy ing ta rget's H i t  D i ce .  A 

cynosph i nx  can on l y  affect a s i ng l e  creatu re with th i s  effect 

once i n  a 24 hou r  pe r iod .  

Disease (Ex) Corrion fever: Bite-inju ry; save Fort  DC 1 7; 

onset 1 day; f requency 1 day; effect 2 Con damage; cure 2 

consecut ive saves. 

Powerfu l Bite (Ex) A cynosph i nx  adds 1 -1/2 t imes i ts Strength 

bonus  to i ts b i te attack .  

Cynosphinxes are hoarders of secret knowledge and 

guardians of abandoned ruins. Those who intrude upon 

the realm of a cynosphinx and fail to offer a tribute of 

secret knowledge provoke the beast to savage anger. 

Whereas androsphinxes barter information for the sake 

of achieving enlightenment, cynosphinxes strive to learn 

secrets to gain power over others. Often, a cynosphinx 

enters a parley hoping to secretly learn clandestine 

information with its ability to read its target's thoughts, 

steering the conversation toward such topics with leading 

questions. Quick to anger, the cynosphinx kills those it feels 

are inferior, knowing that it still has the opportunity to 

converse with the trespasser after its death. Ifthe knowledge 

it seeks is relayed during clever, amusing conversation, 

the sphinx rewards the provider with invaluable clues to a 

desired object or location, or simply safe passage through 

its territory, though the cynosphinx rarely shares any ofits 

own secrets willingly. A cynosphinx stands 12 feet tall at its 

powerful shoulders. Built of muscular flesh and sinew, a 

cynosphinx weighs roughly 1 ,200 pounds. 

ECOLOGY 

Rare even among sphinxes ,  a cynosphinx is a terror of the 

desert. Were it not for its fixation on secrets, it would be 

a scourge to all who dwell among the sands. Its canine 

head grants it a sense of smell superior to that of other 

sphinxes ,  giving it the ability to stalk prey in conditions 

of poor visibility. Though it possesses massive wings, a 

cynosphinx is an ungainly flier. In addition to hit-and­

run attacks from above, one ofits favored tactics is to hover 

over an enemy and whip up a cloud of dust and debris to 

blind its prey. 

Like all sphinxes ,  a cynosphinx is long-lived, but it has a 

particularly selfish desire to cling to its lengthy existence, 

making it a careful combatant who will flee rather than 

perish. This obsession usually leads a cynosphinx to 

search out the secrets of longevity and immortality, not 

just for its own use, but also because it knows the value 

mortals place on such secrets. 

A cynosphinx requires little sustenance and even 

prefers to feed on carrion, finding rotting flesh more 

palatable. Because of this ,  an area with a few hundred 

gravesites can sustain a cynosphinx for several millennia. 

Even when a cynosphinx makes a fresh kill, the creature 

lets it rot for several days before devouring the carcass. 

Its diet mainly consists of the decaying corpses found 

abandoned within its lair, with bone marrow being a 

particular treat. Due to its affinity with the dead, and 

its obsessive need to learn secrets, a cynosphinx always 

interacts with its exhumed morsels ,  speaking with the 

dead and learning what it can before fully consuming the 

body. Like a scholar devouring knowledge from a book, a 

cynosphinx pores over both the physical and intellectual 

particulars ofits strange corpse diet. 

When a cynosphinx it sees fit to mate-usually once its 

will to live ends-it needs a gynosphinx, just like other 

sphinxes do. However, due to the cynosphinx's disdain 



for mating, not to mention gynosphinxes' utter disgust 

toward cynosphinxes ,  this type of union is rare. In nearly 

every case, the resulting offspring from such a pairing is a 

cynosphinx. Gynosphinxes want nothing to do with such 

offspring, and offer no protest when the cynosphinx takes 

the progeny away. Before it dies ,  the new father brings the 

child to its lair, leaving its progeny a carcass to learn from 

and feed upon. 

HABITAT & SOCIETY 

Cynosphinxes dwell among the abandoned burial sites of 

civilized folk. Due to their obsession with lost secrets and 

their steady diet of carrion, a cynosphinx's ideal lair is a 

graveyard, tomb, or necropolis. When a cynosphinx takes 

up residence at such a site , the otherwise contemplative 

creature defends its territory with tenacity. However, if 

a visitor approaches a cynosphinx's territory with the 

promise of divulging secret lore , the sphinx may 

grant an audience. In such an instance ,  ifthe promise 

of lore fails to satisfy the cynosphinx, the intruder 

finds herself quickly under attack. Fortunately, many 

tombs and necropolises have tight nooks and narrow 

crannies far too small for a cynosphinx to maneuver in. 

If a clever traveler offers to explore these regions for the 

obsessive cynosphinx, she may find this arrangement to 

be just the bartering chip she needs to leave the sphinx's 

territory alive. 

Solitary by nature, a cynosphinx truly feels comfortable 

only among the dead, and leaves its lair only for brief, 

localized patrols or when a longer journey promises 

to unearth lost knowledge. Cynosphinxes are 

always male and treat other sphinxes as inferior, 

save for androsphinxes. Cynosphinxes ignore 

criosphinxes, subjugate hieracosphinxes, and 

only associate with gynosphinxes for the 

purpose of mating-an act cynosphinxes 

find revolting. If a cynosphinx finds its only 

recourse to extend its legacy is through mating, this 

is usually done through blackmailing a gynosphinx or 

resorting to other forms of coercion or subterfuge. In fact, 

a cynosphinx would rather discover a means of extending 

its own lifespan than sire an offspring-as they view even 

their own progeny as threats to their well-guarded store 

of knowledge. Toward the androsphinx, the cynosphinx 

harbors a seethingjealousy. Envious ofthe androsphinx's 

superior intellect, wisdom, and guile, a cynosphinx 

will plot to murder any androsphinx it discovers. 

Cynosphinxes believe they can extract a wealth 

of knowledge and learn powerful secrets from 

the carcass of a slaughtered androsphinx using 

their speak with dead ability. If a cynosphinx's 

food supply is abundant, the one category 

of creatures with whom it will ally is the 

undead. It is common for a cynosphinx to take a place at the 

head of an undead menace or even to serve a greater power 

such as a graveknight or a lich. 

CYNOSPHlNXES AS MOUNTS 

Although they have the physical ability to carry a rider, 

cynosphinxes cannot be trained as mounts. They are 

intelligent beings who choose for themselves whether to 

accept a rider. A worthy rider is usually a powerful undead 

creature of evil alignment with whom the cynosphinx 

has an obsession, or who has promised eldritch secrets 

in return for service. Often, a creature petitioning a 

cynosphinx for this arrangement must provide such 

knowledge regularly for the cynosphinx to continue to 

grant its consent as a steed. A cynosphinx is considered a 

special cohort, not a normal mount. 



ESIUARJNE WORM 
As thick and tall as a towerinE palm tree, this mud-colored 

worm hisses throuEh a JanEed mouth. Atop its head, a small 

protuberance shines like a star. 

N Huge  mag i ca l  beast (aq uat i c) 

l n it +7; Senses da rkv is ion 60 ft . , low- l i g ht v i s ion, t remorsense 

30  ft . ; Percept ion + 1 1  

DEFENSE 

AC 22,  touch 1 1 ,  f lat-footed 1 9  (+3 Dex, +1 1 natu ra l ,  -2 s i ze) 

hp 1 26 (1 1 d 1 0+66) 

Fort +1 3, Ref +1 0, Wil l  +6; +4 vs. enchantment  

Defensive Abil it ies wi l l f u l; DR 5/p ie rc ing o r  s l a sh i ng; 

Resist ac id  1 0, f i re 1 0  

OFFENSE 

Speed 30 ft . , bu rrow 20 ft . , swim 20 ft .  

Melee b i te +20 (2d8+1 1/1 9-20 p lus g ra b), ta i l  s lap +1 5 (2d8+5) 

Space 15 ft . ;  Reach 1 O ft .  

Special Attacks constr i c t  (2d8+1 1 ), g u i d i n g  star  (DC 1 4) 

STATISTICS 

Str 32, Dex 1 6, Con 23, Int  1, Wis 1 3, Cha 8 

Base Atk +1 1 ;  CMB +24; CMD 37 (ca n 't be t r i pped)  

Feats I mp roved Cr i t i ca l  (b i te), Imp roved I n i t i a t ive, I ron  W i l l , 

Power Attack, Ski l l  Focus (Percept ion), Ski l l  Focus (Stea lth) 

Skil ls Percept ion +1 1 ,  Stea l th  +8 (+1 6 i n  water), Swim +19; 

Racial Modifiers +8 Stea l th i n  water 

SQ amph i b i ous, seasona l  t ransfo rmat ion 

ECOLOGY 

Environment warm ma rshes and  r ivers 

Organization so l i ta ry, pa i r, o r  nest (3-6) 

Treasure i n c i denta l  

SPECIAL ABILITIES 

Guid ing Star (Su) When the estua r i ne  worm i s  in a h ket form, 

i ts b i o l um i nescence attracts wea k-m inded  creatures .  Any 

creat u re with in 1 20 feet that attempts to move d u r i n g  

i t s  tu rn  must succeed at a DC 1 4  W i l l  save o r  be forced to 

move toward the estua r i ne  worm i n stead of in i ts in tended 

d i rec t ion .  Th i s  a b i l i ty  i s  otherwise treated a gaze attack .  Th i s  

a b i l i ty i s  a m i nd -affect ing i l l u s i on  (pattern) effect, though 

ve rm in  a re not immune to th i s  effect .  The estua r i ne  worm 

can act ivate and  deact ivate th i s  a b i l i ty as  a f ree ac t ion .  The 

save DC i s  Cha r i sma-based .  

Seasonal Transformation (Ex) An estuar ine worm has two 

forms: a h ket (wet season) and shemu (d ry season). In its 

shemu form, the estua r i ne  worm is one size category sma l l e r  

than when i t 's i n  i ts a h ket fo rm .  Fur ther, i t s  Strength and  

Dexte r ity decrease by 8 and  it l o ses  i t s  damage reduct ion .  I t  

a l so  loses its gu i d i ng  star ab i l i ty and  its w i l l f u l  spec ia l  qua l i ty. 

Its natura l  a rmor  bonus i nc reases by 8 and  it ga ins  D R  1 5/ 

b l udgeon ing .  In add i t ion, a l l  of the creatu re's movement 

speeds a re decreased by 10 feet. 

An estua r i ne  worm assumes i ts shemu form i f  i t  goes 

24 hou rs w i thout  exposure to water. An estua r i ne  worm 

that i s  ta rgeted by a control water ( lower water), greater 

polymorph, flesh to stone, or transmute mud to rock 

spe l l  immed i ate ly sh i fts to its shemu form ( instead of 

exper ienc ing the spe l l 's no rma l  effect) . 

An estua r i n e  worm takes on  a h ket form i f  i t  i s  

s u bme rged  i n  water for  24 h o u rs .  An estua r i n e  worm 

that  i s  t a rgeted by a control water (ra i se  water), greater 

polymorph, stone to flesh, or transmute rock to mud 

s pe l l  immed i a te l y  sh i f t s  to its a h ket form ( i nstead of 

expe r i en c i ng  t he  spe l l 's no rma l  effect) .  

Wil lful  (Ex) I n  a h ket form, a n  estua r i ne  worm gains a +4 

competence bonus to Wi l l  saves aga i n st enchantment spe l l s  

a nd  effects . 

ESTUARINE  WORM (SHEMU FORM) CR 1 0  

X P  9,600 

N Large mag ica l  beast (aq uat i c) 

l n it +3; Senses da rkvis i on  60 ft . ,  low- l i g ht v i s ion, t remorsense 

30  ft . ; Percept ion + 1 1  

DEFENSE 

AC 27, touch 8, f lat-footed 27 (-1 Dex, +1 9 natu ra l, -1 s i ze) 

hp 1 26 (1 1 d 1 0+66) 

Fort +1 3, Ref +6, Wil l  +6  

DR 1 5/b l udgeon i ng; Resist ac id  1 0, f i r e  10  

OFFENSE 

Speed 30 ft . , bu rrow 1 0  ft . , sw im 1 0  ft .  

Melee b i te +1 7 (2d6+7/1 9-20 p lus g rab), ta i l  s lap +1 2 (2d6+3) 

Space 1 O ft . ; Reach 1 O ft. 

Special Attacks constr i c t  (2d6+7) 

STATISTICS 

Str 24, Dex 8, Con 23, I nt 1, Wis 1 3, Cha 8 

Base Atk +1 1 ;  CMB +1 9; CMD 28 (ca n 't be t r i pped)  

Feats I mp roved Cr i t i ca l  (b i te), Imp roved I n i t i a t ive, I ron  W i l l , 

Power Attack, Ski l l  Focus (Percept ion), Ski l l  Focus (Stea lth) 

Skil ls Percept ion +1 1 ,  Stea l th  +8 (+1 6 i n  water), Swim +1 5; 

Racial Modifiers +8 Stea l th  in water 

SQ amph i b i ous, seasona l  t ransfo rmat ion 

When Alboras, one of the brightest navigable stars , 

returns to the night sky, it is a sure sign the River Sphinx 

will soon flood its banks and replenish the land after the 

harvest. The inundation also revives the rare but deadly 

estuarine worms. During the wet season, which is called 

akhet in Osiriani, the giant worms hunt the flooded plains. 

When the waters recede and Alboras disappears below the 

horizon again, the estuarine worms retreat as well. During 

shemu, the dry season, they enter a semi-torpid state and 

lie buried beneath the dry soil for protection. 

A typical estuarine worm measures 25 feet long and 

3 feet wide during the wet season. The worms have a 

bioluminescent organ atop their heads. At night, the tiny, 



flickering light might be mistaken for a star low on the 

horizon. When the dry season comes, the estuarine worm 

contracts to become half as long and half as wide. Its skin, 

once soft and spongy like wet mud, becomes as hard as stone. 

ECOLOGY 

Estuarine worms are most active when the River Sphinx is 

at its highest levels and crests its banks. Though the farmers 

leave when their lands flood, those who live on the edges 

of the flood plain, as well as those who sail the river, are 

still at risk of attack by these predators. Estuarine worms 

bury themselves in the mud during the day and emerge to 

hunt at night when it is cooler. The carnivorous worms eat 

whatever they can find, from fish and frogs, to livestock and 

people. They have even been known to gorge on crocodiles 

and hippopotamuses, after which they bury themselves 

for a time in order to digest their hefty meals. The lights 

on their heads attract small animals above and below the 

water, which in turn can attract larger prey. Stories are told 

of travelers who mistake the light for Alboras and navigate 

their small riverboats right into the maw of a worm. 

As the floods recede, the estuarine worms become 

less active. When the land above them is no longer 

underwater, the worms remain buried in the moist 

soil. For the rest of the year, they live off fat and 

water stored during the wet season. The 

worms' flesh contracts ,  becoming denser 

in the process. It is commonly believed 

that the worms, like the soil, harden from 

dehydration, but it is, in fact, a natural defense 

mechanism. Though they might seem to be 

asleep, estuarine worms remain a danger in the 

dry season. When the worm's resting spot is too 

shallow or a plow digs too deep, farmers risk 

disturbing a worm in its hibernation. Though 

the worms may not be as agile or as hungry during 

this time, they are still dangerous predators. 

HABITAT & SOCIETY 

• 

Estuarine worms are typically solitary hunters. They 

reproduce parthenogenetically, and thus have little need 

for contact with others of their kind. Estuarine 

worms reproduce rarely, but birth large 

numbers of offspring when they do. Most 

of the spawn, however, are eaten by other 

predators long before they reach full size. When 

multiple worms are found together (usually because 

oflower-than-normal floodwater), only the alpha worm uses 

its bioluminescence. This sign of dominance also keeps 

potential prey from being drawn to multiple light sources. 

Several cults in Osirion keep estuarine worms as 

sacred beasts in their secret temples. Worshipers 

of both Lamashtu and Rovagug believe it was their 

respective god who birthed these worms. Members of the 

Old Cults revere estuarine worms for their connection to the 

star Alboras and the Great Old One who supposedly dwells 

there. The cultists seek out the worms during the season of 

shemu, when the worms are less violent and more tractable. A 

combination ofbrute force and magic are necessary to find, 

exhume, and contain these elusive creatures. In captivity, 

estuarine worms can be made to change form regardless 

ofthe season through the application or exclusion of water. 

The high priests of these cults also know certain spells that 

can trigger an immediate change. The cultists connect to 

their god through the worms, offering sacrifices to them 

and reading omens in their violent squirming. The worms 

serve as guards against intruders, and can also be used as 

weapons against the cult's enemies. 

' ' 

• 



GOLEM, PANTHER.EON 
This finely sculpted statue is formed of hardened clay. Its 

muscular body is topped with the head of a feline predator. 

CR 1 1  

X P  1 2,800 

N Large construct 

l n it +3; Senses da rkvis i on  60 ft . ,  low- l i g ht v i s ion, true seeing; 

Percept ion +2 

DEFENSE 

AC 24, touch 8, f lat-footed 24 (-1 Dex, +1 6 natu ra l, -1 s i ze) 

hp 1 1 8  (1 6d 1 0+30) 

Fort +5, Ref +4, Wil l  +7 

DR  1 0/adaman t i ne  and b l u dgeon i ng ;  Immune  const ruc t  

t ra i ts , mag i c  

OFFENSE 

Speed 30 ft .  

Melee b i te +22 (4d6+7 p lus c u rsed wound), 2 s lams +22 

(1 d 1 0+7) 

Space 1 O ft . ; Reach 1 O ft .  (5 ft .  with b i te) 

Special Attacks cu rsed wound, eye beam, haste 

Spel l -L ike Abil ities (CL 1 1 th; concentrat ion +6) 

Constant-true seeing 

STATISTICS 

Str 24, Dex 9, Con -, I nt -, Wis 1 5, Cha 1 

Base Atk +1 6; CMB +24; CMD 33 

Feats I mp roved I n i t ia t ive' 

ECOLOGY 

Environment any 

Organization so l i ta ry o r  p r i de  (2-4) 

Treasure none 

SPECIAL ABILITIES 

Cursed Wound (Ex) The  damage a panthe reon dea l s  doesn 't 

hea l na tu ra l l y  and  res ists mag i ca l  h ea l i n g .  A cha racter 

attempt ing to use mag i ca l  hea l i ng  on a creat u re damaged by 

a panthe reon must succeed at a DC  26  caster l evel check, or 

the hea l i n g  has no effect on the i n ju red creature . 

Eye Beam (Su) Once per  rou nd a s  a sta nda rd ac t ion, a 

panthereon can u n l eash  a beam of b l i n d i n g  l i g ht at a ta rget 

with i n  60 feet as  a ranged touch  attack .  The beam dea l s  2d8 

po in ts  of f i re  damage .  Any creat u re st ruck by th i s  beam must 

succeed at a DC 18 For t i tude save o r  be b l i nded for 1 hou r. 

Haste (Su) After it has engaged in at least 1 round of combat, 

a panthereon can ga i n  the benefits of haste once per day as 

a free act ion .  The effect lasts 6 rounds  and  is otherwise the 

same as the spe l l .  

Immunity to  Magic (Ex) A panthereon i s  immune to any spe l l  

o r  spe l l - l i ke ab i l i ty that  a l lows spe l l  res i s tance .  I n  add i t ion ,  

certa i n  spe l l s  a nd  effects func t ion d i ffe rent ly aga i nst the 

creatu re, as  noted be low. 

A disintegrate spe l l  s l ows the go lem (as the slow spe l l )  for 

1 d 6  rounds  and dea ls  1 d 1 2  po ints of damage (no save). 

A soften earth and stone spe l l  cast d i rect ly at a 

panthereon redu ces i t s  damage reduc t ion  to DR 2/ 

adamant i ne  and  b l udgeon i ng  for 1 d 4  rou nds .  

Any mag i ca l  attack aga i n st a panthe reon that dea l s  

e l ect r i c i ty damage hea l s  1 po in t  of damage for every 3 

po in ts  of damage it wou l d  no rma l l y  dea l .  If the  amount of 

hea l i ng wou l d  cause the go l em to exceed i ts f u l l  no rma l  

h i t  po in ts, i t  ga i n s  any  excess as  tempora ry  h i t  po i n t s .  A 

panthereon gets no sav i ng th row aga i nst mag i ca l  attacks 

that dea l  e l ect r i c i ty damage .  

Carefully constructed to serve as tomb guardians and 

protectors of their creators and their treasure, panthereons 

are a variant of clay golems. The majority of these golems 

were created during the First Age in Osirion, though 

evidence of their existence has turned up beyond the 

nation's borders. A panthereon stands over 8 feet tall and 

weighs 600 pounds. While its sculpted form may vary, it is 

typically muscular and wears no clothing save for a simple 

Osirian skirt. 

ECOLOGY 

Osirion's golem makers dispute the notion that the 

panthereon's design was simply the work of some arcane 

crafter. Instead, many of them believe the inspiration for 

its creation was bestowed by the ancient gods themselves. 

The design for golems has changed little from their initial 

creation in the First Age, and most variations only came 

along during the end of the Second Age. 

HABITAT & SOCIETY 

As mindless constructs, panthereons have no society or 

culture of their own. Scholars closely associate panthereons 

with the societal norms ofOsirion during the period when 

the creatures were widely used as tomb guardians. Many 

panthereons have abilities tied to their creators, but most 

of these creators have long since perished, leaving the 

golems to act on their last given orders. 

CONSTRUC TION 

A panthereon's body is carved from i ,ooo pounds of clay 

mixed with the powdered bones of a purebred Osiriani cat 

that was either awakened or served as a bonded familiar. 

During the sculpting process the creator may only moisten 

the clay with water sourced from an Osirian desert oasis 

and must add i,500 gp worth of rare oils and powders. 

PANTHEREON 

CL 1 1 th; Price 48,500 gp 

CONSTRUCTION 

Requi rements Craft Construct, animate objects, bless, 

commune, prayer, resurrection, searing light, true seeing, 

creator must be caster l eve l  1 1 th; Ski l l  Craft (pottery) o r  

C ra f t  (scu l ptu re) DC 1 6; Cost 28 ,500 g p  



VARJANf PANIHER.EONS 
While most panthereons possess the statistics presented 

above, a few ofOsirion's finest golem makers have developed 

specialized panthereons, each with slightly different 

enhancements to their abilities. Each one of these variants 

lists the new abilities , as well as any additional construction 

requirements and the additional cost in special materials 

required to create the variant. 

ESTEEMED CCR +o) 
The ultimate palace guard, an esteemed panthereon can 

take the form of a black house cat (Pathfinder RPG Bestiary 131) 
at will as a standard action. This allows the panthereon to 

guard a location without being seen as an obvious sentry. 

Esteemed panthereons can be commanded to change 

between house cat and guardian forms by their creator, or 

they can be made to do so under set conditions. 

Though not widely held, the 

superstitious belief that any 

house cat could be a disguised 

esteemed panthereon has led some 

to keep cats as a deterrent to thieves 

and vandals. 

Additional Construction Requirements: 

beast shape II; Additional Cost: 21 ,000 gp. 

SLAVER CCR +o) 
The slaver panthereon was initially 

designed to supervise recalcitrant 

slaves ,  but it has since proved equally 

useful when hunting anyone the 

golem's creator wants 

to have captured 

alive. Because slaves 

and prisoners are 

often a very valuable 

commodity, the slaver 

panthereon has the ability to, 

as a swift action, convert all 

of its attacks to nonlethal 

damage. When it does so, 

its slam attacks also gain 

the grab special ability. 

As another swift action, it 

can change its attacks back 

to dealing normal lethal 

damage (losing the grab 

ability in the process). Since 

they are nonintelligent, 

slaver panthereons default to 

dealing nonlethal damage 

unless  their master 

orders otherwise. 

Additional Construction Requirements: Merciful Spell; 

Additional Cost: 21,500 gp. 

SPELL BEARER CCR +1) 
This panthereon serves its master by augmenting and 

reinforcing the master's spellcasting. Some sages believe 

the spell bearer panthereon was a precursor to the present­

day shield guardian golem. A spell bearer panthereon can 

store a single spell of 1st through 6th level, but the golem 

can't be commanded to cast the spell as a shield guardian 

golem would. Instead, should that spell be cast on the 

golem or its creator (as long as the creator is within 60 feet), 
the spell is immediately countered, as by counterspell, 

requiring no action of the panthereon or its creator. Once 

used, the spell in the panthereon is gone, and a new spell (or 

the same spell) may be placed into it. 

In addition, if a spell bearer panthereon's creator casts 

a spell within 60 feet of the panthereon, the golem may 

mirror its creator, and also cast the same spell the following 

round. A spell bearer panthereon can use this ability once 

per day for any spell 3rd-level or lower. 

Additional Construction Requirements: Improved 

Counterspell, mnemonic enhancer; Additional Cost: 

30,000 gp. 

TRUE HUNTER CCR +1) 
During creation, this panthereon is given 

the name of an individual it is tasked 

with slaying. The target's identity 

must be clear and unambiguous. 

Once the ritual is complete and 

the panthereon is activated, the 

golem receives a +4 bonus on attacks 

against its named target and deals it 

an extra 2d6 points of damage. This 

additional damage is not multiplied 

on a critical hit. A true hunter can always 

detect the presence and location of its 

target so long as the target is within 

1 mile. 

If the true hunter's target is killed, 

it becomes a regular panthereon. 

If the target is resurrected or 

reincarnated, the true hunter 

instinctively becomes aware of 

this, and regains all ofits old 

abilities. It can't pinpoint 

their direction or presence 

unless the target is within 

1 mile. 

Additional Construction 

Requirements: instant enemy; 

Additional Cost: 26,500 gp. 



SfR.ANGLER.EED 
This tanJJled mass of thick reeds sways in the breeze. Hidden 

under the sw:face of the water, a wicked maw of barbs and 

thorns waits in ambush. 

XP 6,400 

N Large p lant (aq uat i c) 

l n it +9; Senses l ow- l i g ht v i s ion; Percept ion +1 0 

DEFENSE 

AC 23, touch 1 4, f lat-footed 1 8  (+5 Dex, +9 natura l ,  -1 s i ze) 

hp 1 1 4  ( 1 2d8+60) 

Fort +1 3, Ref +1 1 ,  Wil l  +5 

Defensive Abil it ies a l l -a round  v i s ion, DR 5/s l a sh i ng; Immune 

p lan t  t ra i t s  

Weaknesses vu l ne rab le  to f i re 

OFFENSE 

Speed 5 ft . , c l imb  1 0  ft . , swim 20 ft .  

Melee 2 tend r i l s  +1 5 (2d8+6 plus g ra b), b i te +1 4 (1 d8+6) 

Space 10 ft . ; Reach 10 ft .  (5 ft .  with b i te) 

Special Attacks constr ict (2d8+9), grab (Huge), pu l l  (tend r i l ,  5 ft.), 

strang le, suffocate 

STATISTICS 

Str 23, Dex 20, Con 2 1 ,  Int  1, Wis 1 2, Cha 6 

Base Atk +9; CMB +1 6 (+20 g rapp l e); CMD 3 1  

Feats I mp roved I n i t ia t ive, L i gh tn i ng  Refl exes, Lunge, Ski l l  Focus 

(Stea l th), Stea l thy, Weapon Focus (tend r i l s) 

Ski l ls  C l imb  +1 4, Escape Art ist +7, Percept ion +1 0, Stea l t h  +1 5, 

Swim +1 4 

SQ freeze, water dependency 

ECOLOGY 

Environment warm r ivers or l a kes 

Organization so l i ta ry o r  patch (2-6) 

Treasure i n c i denta I 
SPECIAL ABILITIES 

Freeze (Ex) A stra ng l e reed can ho l d  i t se l f  so st i l l  that  i t  

a p pears to be no rma l  vegetat i on .  A stra ng l e reed that  uses  

th i s  a b i l i ty can take 20  on  i ts Stea l th  check to h i de  i n  p l a i n  

s i gh t  as  a reg u l a r  pa t ch  of reeds .  

Strangle (Ex) Stra ng l ereeds have a n  une r r i ng  ta lent  

for se i z i ng  the i r  v i c t ims by the th roat .  A creatu re that  

i s  g rapp led by a stra ng l e reed can't  spea k o r  cast spe l l s  

with ve rba l  components .  

Suffocate (Ex) A creatu re that 's affected by a 

st ra ng l e reed 's stra ng l e  a b i l i ty can' t  b reathe and  must 

ho l d  i ts breath o r  suffocate. 

An unlikely predator, a stranglereed floats motionless 

in calm lakes and rivers, patiently waiting for prey 

to approach before lashing out with two thick 

tendrils. This horrifically efficient killer gets its 

name from its uncanny ability to find a victim's 

throat with its tendrils. Once the stranglereed 

has secured its prey, it pulls its victim beneath 

the surface of the water and directs the victim 

toward a submerged circular orifice ringed 

with hundreds of gnashing barbs and thorns. 

Exceptionally voracious, the stranglereed never 

stops feeding, and in desperate times,  the 

industrious plant can leave the water briefly in 

order to hunt on land. These vicious, tenacious 

plants can even chase down their prey if it 

breaks free of their strong tendrils. Fortunately, 

a stranglereed can spend only a limited amount 

of time out of water. A stranglereed resembles 

a patch of normal reeds that covers a roughly 

circular 10 -foot diameter area. Submerged in 

the water under this unassuming vegetation lies 

� - , lfi :� . ;f'.•A.V#".�· ., : � · I . .., _. - . 
P" � f" • � frf', • ' · � • 

• .. 11 ' ·,;;: 

f -- -



a large stalk that ends in its circular mouth. Its length is 

roughly 8 feet, from its mouth to the tips of its extended 

reeds. A stranglereed weighs 800 pounds. 

ECOLOGY 

Above the calm waters ,  the stranglereed resembles  a large 

but innocuous reedbed. However, underneath the water's 

murk, a large cylindrical stalk bobs in the currents. At the 

end of this stalk gapes a maw ringed with multiple rows 

of sharp barbs and thorns capable of shredding the flesh 

from prey's bones. Several tendrils grow from under the 

stranglereed's stalk to root themselves loosely into the 

bed of the lake , oasis, or river where it dwells. When the 

stranglereed detects prey, two tendrils specialized for 

grasping prey shoot toward their target and attempt to 

grapple it. The stranglereed lashes its tendrils around 

its target's throat and begins to asphyxiate the target. 

Once its hold is secure, it reels the prey into the water 

and into its hungry maw. Over centuries of evolution, 

the stranglereed has developed the ability to extend the 

range of these lashing tendrils by using an effective , if 

awkward, lunge. 

Close inspection reveals that the stranglereed has 

multiple eyes that resemble fuzzy nodules running up its 

many reed stalks. In fact, over a hundred of these tiny orbs 

can be detected on a typical specimen, and they grant the 

stranglereed a superior sense of sight. 

A stranglereed can venture onto dry land for a limited 

period of time, which it does when food is scarce or its prey 

breaks free from its tendrils and flees onto land. Its stalks 

can change in appearance to match the surrounding flora, 

a process that takes approximately 24 hours. This enables 

the plant to blend in with its surroundings whenever it 

finds itself in a new body of water. 

A stranglereed reproduces by expelling seeds that float 

on air currents much like a dandelion's fluff. Those that 

land on dry earth soon die or are scavenged by birds and 

other small animals. Those that land in water grow into 

full- sized stranglereed stalks within i month. A large body 

of water can be home to a cluster of stranglereeds if the 

food supply can meet their demands. 

HABITAT & SOCIETY 

Typically found in warm, slow-moving water, the 

stranglereed favors sites that attract large mammals. 

Watering holes ,  sluggish rivers, lakes, and especially 

oases are common feeding spots. While the stranglereed 

can sustain itself on a diet of fish and other marine life, 

it seems to prefer the taste of hot blood washing through 

its gullet. Possessing an animal intellect, the stranglereed 

quickly adapts to its habitat and soon discovers which 

creatures it can realistically take down and which are 

better left alone. 

Though stranglereeds can be found throughout 

Osirion, they pose the greatest danger in and around 

Tephu, where workers harvest the abundant papyrus reeds 

for Tephu's profitable papyrus trade. Papyrus harvesters 

have taken to prodding growths of papyrus with long poles 

to determine whether the reeds are in fact mundane plants 

or dangerous stranglereeds. Some enterprising harvesters 

even seek out and kill stranglereeds to sell to those who 

use their pulp in the creation of guardian scrolls (for more 

information on guardian scrolls see page 82 of Pathfinder 

Adventure Path #79)· 

When food is abundant, groups of stranglereeds often 

entwine their tendrils to create a strong matrix that allows 

them to work together to tackle much larger prey. This prey 

is often torn apart and split among the various members 

of the entwined patch. Entwined stranglereeds seem to 

release their fluff-like seeds more frequently than their 

solitary brethren. After spending years in an entwined 

state, these plants can sometimes merge into one larger 

creature referred to as a bloated patch. 

VARIANT STRANGLEREEDS 

Nomads and explorers tell chilling tales of more aggressive 

stranglereeds dwelling in secluded areas of the Inner Sea 

that glory in blood-drinking, paralyze victims, and have 

gigantic mouths, . Fortunately, the tales passed from nomad 

to nomad are often exaggerated, and while stranglereeds 

that possess some ofthese qualities do exist, they are simply 

minor variations on the standard stranglereed. 

Stranglereed Bloated Patch (CR +i): This variation of 

the stranglereed has the giant creature simple template. 

Because of its enormous size, this variation prefers to 

swallow its prey whole. The bloated patch's bite attack gains 

the grab special attack, and any creature grappled in its 

mouth can be swallowed whole. The bloated patch gains the 

following special attacks: bite (grab) and swallow whole (4d6 

acid damage, AC i6, i4 hp). 
Stranglereed Sucker (CR+i): This variation of the 

stranglereed has the advanced creature simple template. 

In addition, the tendrils of this stranglereed are lined with 

tiny suckers that draw forth the victim's blood. This ability 

not only makes these stranglereeds less likely to lose 

their prey, but also make it easier for them to drink their 

prey's warm blood. Because of this evolution, stranglereed 

suckers gain an additional +2 bonus on combat maneuver 

checks when grappling and their tendril attacks gain the 

bleed ability (2d6). 
Toxic Stranglereed (CR +z): This variation of the 

stranglereed has the advanced creature simple template. 

When the tendrils of the toxic stranglereed strike its 

prey, its target must succeed at a Fortitude save or become 

paralyzed. The toxic stranglereed's tendrils gain the 

following special attack: paralysis (1d4 rounds, DC i6). 
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THE SLAVE TRENCHES OF HAKOTEP 

By Michael Kortes 

The Sky Pharaoh Hakotep I has risen and launched a 

devastating magical attack against the city ofWati with 

his infamous flying pyramid. The heroes  return to Wati 

in time to defend the city against this menace ,  only to 

discover that the attack is just the preface to a larger 

invasion ofOsirion, controlled from Hakotep's airborne 

tomb. Will the heroes  succes sfully call down the flying 

pyramid of the Sky Pharaoh, or will their bones join the 

thousands of skeletons that lie within the slave trenches 

ofHakotep? 

LOST TREASURES OF ANCIENT 0S1RION 

By Tim Hitchcock 

Discover a sampling of artifacts and other magic items 

created during the height of Ancient Osirion. Uncover 

the lost powers of these five powerful relics ,  find out 

where they rest today, and delve into the magical might 

of both the pharaohs and the old gods who once ruled 

over the desert empire. 
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RISE AND FALL OF THE SHORY EMPIRE 

By Neil Spicer 

Peel back time and catch a glimpse of the forgotten 

masters of the sky. Learn more about the Shory Empire 

and its magnificent flying cities. 

AND MORE! 

Danger waits in the streets of genie-built Ipeq in the 

Pathfinder's Journal by Amber E. Scott! Plus ,  four new 

fearsome monsters eager to battle adventurers in the 

Pathfinder Bestiary. 

SUBSCRIBE TO PATHFINDER ADVEN TURE PATH 

The Mummy's Mask Adventure Path continues! Don't miss 

out on a single exciting volume-visit paizo.com/pathfinder 

and subscribe today to have each Pathfinder Adventure 

Path, Pathfinder Campaign Setting, Pathfinder Player 

Companion, Pathfinder Module , Pathfinder Tales, and 

Pathfinder Accessories product delivered to your door! 

Also, be sure to check out the free Mummy's Mask Player 's 

Guide, available now! 
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