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IN WRATH'S SHADOW 
BY MIKE SHEL 

----@----
D

ue to her affinity for the worship of fiends, 

Runelord of Wrath Alaznist is known to 

have dedicated many temples across her 

Thassilonian domain of Bakrakhan to various fiends, 

though her favored patron was Yamasoth. This practice 

was especially evident in her capital city of Xin­

Bakrakhan, which sat in the brooding shadow of Hollow 

Mountain. In that city a number of greater and minor 

temples filled the streets, some repurposed from other 

faiths and previous patrons. It was in one of the smaller 

temples that she found a severe fanatic of a man called 

Tholrist. Alaznist showered the prelate with her brutal 

affection, perhaps because of the wanton fervor with 

which he conducted his lord's twisted rituals. Among 

her many gifts was a magical mask she created called 

the acrimony veil, a device capable of magnifying malice 

and fury-a suitable device for one so committed to 

Yamasoth. Once he donned this extravagant prize 

Tholrist never removed it, and he was soon known 

across the metropolis as "Alaznist's masked blood 

glutton." Worship of fiends, especially Yamasoth, grew 

in Xin-Bakrakhan, aided in no small part by Tholrist's 

increasingly decadent, spectacular, and gory rites. 

When grim auguries regarding the impending fate 

of Thassilon became impossible to ignore, Tholrist 

was possessed by a wild conviction: Yamasoth, nascent 

qlippoth lord of cursed kingdoms and vile experiments, 

would spare the faithful from the coming apocalypse if 

their sacrifice was of sufficient magnitude. As the first 

alarming tremors struck Xin-Bakrakhan, the cleric, with 

the help ofhis wrathspawn servants, summoned panicky 

cultists and willing citizens from across the city to the 

torch-lit halls beneath the temple. There he delivered his 

final sermon, punctuating his words with the piercing 

gestures ofa keen stiletto: "My people, as doom threatens, 

Yamasoth offers his faithful new salvation! But that 

salvation doesn't come without cost. No, as always, the 

price is our devotion. The price is our blood. The price 

is ourjlesh!" 

The cleric spoke for nearly two hours as further 

tremors shook the foundations of the city. Terrified by 

the imminent destruction and enraptured by Tholrist's 

In Wrath's Shadow begi n s  on a fast s l oo p, sa i l i n g  swiftly 

across the Va ri s i a n  G u lf to Rive n ra ke I s l a n d  and the ru i n ­

covered s l o pes o f  H o l l ow M o u n ta i n .  O n ce the  th rivi n g  

ca pita l o f  Ba kra kh a n ,  the  Thass i l o n i a n  rea l m  o f  wrat h ,  

the  ru i n s  of Xi n - B a kra kh a n  a re n ow a desol ate waste l a n d  

o f  a n c ient  h o rrors a n d  res i d u a l  mag ic  fr o m  the  powe rfu l 

r u n e l o rd who ca l led the  i s l a n d  h o m e. To learn  m o re a bout  

th ese l ocati ons ,  check out  Pathfinder Campaign Setting: The 

Inner Sea World Guide, Pathfinder Player Companion: Varisia, 

Birthplace of Legends, a n d  Pathfinder Campaign Setting: 

Dungeons of Go/orion, ava i l a b l e  at yo u r  loca l boo ksto re o r  

h o b by store a n d  o n  l i n e  at paizo.com . 

• 

mad charisma, they paid no heed as acolytes overhead 

bricked up the temple's exits and employed powerful 

sorceries to preserve the great shrine's structural 

integrity. Following the ceremony's grisly bloodletting, 

Tholrist disassembled the acrimony veil and placed its 

separate components in various locations within the 

temple complex. Finally, he had his surviving acolytes 

brick up the exit from the undertemple's most sacred 

shrine. There he remained, strips of flesh flayed from his 

own body and dripping with the gore from his frightened 

and faithful flock, as he awaited Yamasoth's miraculous 

deliverance. He waited in vain. 

Now, millennia later, the temple is uncovered once 

again, its structure kept intact by those ancient magics 
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In Wrath's Shadow m a kes use of the  Path.finder RPG Core 

Rulebook, Path.finder RPG Bestiary, Path.finder RPG Bestiary 

2, Path.finder RPG Advanced Player's Guide, a n d  Path.finder 

RPG Ultimate Magic. The adve n t u re ass u m es the  G M  h a s  

access to th ese sou rcebooks a n d  e lem ents fr o m  e a c h  a re 

not re pr i nted i n  the  sce n a rio.  I n  add i t ion  to be i n g  ava i l a b l e  

fo r  p u rchase i n  booksto res a n d  game sto res worldwide, a l l  

r u l es refere n ced i n  t h i s  adve n t u re ca n b e  fo u n d  i n  t h e  free 

. on l i n e  Pathfi nder  Reference Doc u m e n t  at paizo.com/prd .. 

while nearly all of the rest of the city is ancient rubble. 

What mysteries await liberation after a hundred 

centuries? 

SUMMARY 
The Magnimar Venture-Captain Sheila Heidmarch 

charges the PCs with exploring an ancient temple 

(believed to honor the Thassilonian goddess Lissala) 

newly uncovered on Rivemake Island. They are swiftly 

transported by sea to the ancient site, only to discover that 

the excavation party was recently attacked by unknown 

assailants and that several members of the crew who 

weren't killed were abducted. Those at the seaside camp 

when the assault occurred, including archaeologist Halla 

Beusophis, greet the PCs and inform them of the tragedy. 

After the PCs make their inquiries, Halla escorts them 

to the excavated temple, where they find the mutilated 

bodies of most of the dig crew. However, the body of 

Riemme Batelle, a Pathfinder ranger with whom the PCs 

were to explore the interior of the temple, is nowhere to 

be found. Other workers' bodies are also missing from 

the scene. When attention turns to the temple, the party 

finds that the ancient structure has been breached. 

Entering the temple, the PCs are first assaulted by 

harpies who have recently wandered into the newly 

revealed structure. After dispatching them, the party 

comes upon a demonic statue, revealing this temple is 

in fact not dedicated to Lissala, but instead was built 

to revere the nascent qlippoth lord Yamasoth. Strapped 

to a tentacle on the statue is the first piece of a magic 

item known as an acrimony veil, a device of some power 

hidden here ten millennia ago. Careful examination 

reveals that the veil is incomplete, and that perhaps its 

other components can be found elsewhere in the temple. 

In a sealed chamber nearby is a trapped statue that holds 

an iron replica of the complete veil, allowing PCs to 

determine which pieces they need next. In another room 

to the north, which appears to have been breached only 

recently, a shaft opens-one which descends deeper into 

the temple structure. 

The undertemple holds the remaining pieces of the veil 

in its ceremonial chambers once employed for Yamasoth's 

depraved worship. Recovering two more of the mask's 

remaining components requires the PCs to traverse 

a cave plagued by a haunt and treacherous ledge, and a 

hall freshly inhabited by a brutal group of wrathspawn. 

The final encounter lies in a ceremonial room where the 

most degenerate bloodletting served as offerings to this 

nascent qlippoth lord. Here is Tholrist, undead cleric of 

Yamasoth, bound to this place and driven mad over the 

endless stretch of centuries. He possesses the last piece 

of the veil. 

GETTING STARTED 
Read the following to get the adventure underway: 

Ro used fro m s l e e p  a n d  h e rded a b o a rd the  Winking Wyvern, 

t h e  pa rty s a i l s  u rgent ly for Rive n r a ke I s l a n d  a n d  t h e  r u i n s  of 

Xi n - B a kra k h a n ,  anc ient  cap i ta l  of the  Thass i l o n i a n  Ru n e l o rd of 

Wrat h .  A n ote fro m Ve nture-Capta i n  S h e i l a  H e i d m a rch i n fo r m s  

t h e  gro u p  that  a Soci ety-fu n ded d i g te a m  h a s  u n cove red a tota l ly 

i ntact te m p l e  that  a p pears  to be associ ated with t h e  goddess 

L iss a l a ,  b u ried fo r  io,ooo years .  G iven t h e  fresh reve lat ions  

that  t h i s  l o n g-t h o u g h t-dead c u l t  i s  th r ivi n g  a n d  a l l i ed with  

t h e  Asp is  Consort i u m ,  it 's a t ru ly  wo nderfu l find ,  p rovi d i n g  

a n  u n p recedented opportun ity to g a i n  knowl edge o f  t h i s  

fo rgotte n fa i t h .  Eve n if the  s i t e  t u r n s  out  t o  n o t  be  ded i cated to 

Liss a l a ,  l e a rn i n g  m o re a bout  the fa iths  a n d  pract ices of anc ient  

Thass i l o n  a lways p rovi des a n  a b u n d a nce of knowledge.  Often 

t h e  i tems t h ey use i n  their  r it u a l s  l ead  to c lues a bout  the  cu lts .  

By n ow t h e  wo rk crew h a s  fi n i shed  c l e a ri n g  t h e  s ite-the t i m e  

t o  exp l o re i t s  secrets i s  at h a n d .  The  Soc iety h a s  n o  exc l us ive 

contract to the site, a n d  Asp is  Co nsort i u m  agents sco u r  t h e  

countrys ide seeki n g  such  r ipe  ta rgets, so t i m e  i s  of t h e  essence.  

Archaeo logists H a l l a  Beuso p h i s  and Kovo M u rse can  a n swer 

q uesti o n s  when the g ro u p  a rrives, and a fe l l ow Pathfi n d e r  

ran ger, R iem m e  B a t e l  le ,  i s  a l ready o n  t h e  i s l a n d ,  ready to j o i n  

i n  t h i s  excit i n g  e n deavor. S h e i l a  H e i d  m a rch h a s  given the  pa rty 

a c h a rge: e l i m i n ate the anc ient  tem p l e's d a n gers so that  Soc iety 

sch o l a rs can  study t h e  r u i n s  safe ly, a n d  b r i n g  back wh ateve r 

knowledge l i es with i n .  

Assume that the PCs resupplied for their next mission 

prior to the unceremonious urgency that dragged them 

aboard the sloop. Early in the voyage an anonymous sailor 

surreptitiously hands over a leather pouch containing 

missives addressed to the individual PCs-their faction 

missions. The sea journey is uneventful, and the sloop's 

crew gives the Pathfinders a wide berth, partially out 

of respect, partially out of superstitious dread at the 

destination. Only the captain, Haerla Skolet, is open to 

speaking with them. 
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Faction Notes: While aboard the Winkin13 Wyvern, 

Qadira faction PCs may present Captain Haerla Skolet 

(LN female dwarf expert 3/rogue i) with the sextant and 

attempt to convince her to provide the names of family 

members or contacts ripe for blackmail or bribes in 

Janderhoff with a DC 20 Diplomacy check; the names 

she offers to successful PCs are Tall Kezzek and Roso 

Goldteeth. PCs can attempt this check prior to arriving 

or during the return journey. Qadira faction PCs who 

obtain the names earn i Prestige Point. 

Knowledge (History) 
Those who have made a study of history may possess 

useful information about their destination. 

15+ Thassilon was the ancient empire that encompassed 

all of modern Varisia and beyond. It fell into ruin at 

the advent of Earthfall io,ooo years ago. It was ruled 

over by seven runelords, extremely powerful wizards 

who employed Thassilonian sin magic. Bakrakhan was 

the province of Alaznist, Runelord of Wrath, and Xin­

Bakrakhan was her capital city. 

20+ Hollow Mountain, which broods over the ruins of 

Xin-Bakrakhan, is thought to hide endless subterranean 

spaces filled with wealth and danger. Some believe 

Alaznist herself is hidden within its unplumbed depths. 

25+ Alaznist was known to have favorites whom she 

gifted with powerful magic items of her own creation. 

Many of these minions are known to have been in Xin­

Bakrakhan when disaster struck. 

Knowledge (Religion) 
Those who have made a study of religion may also possess 

useful information. 

15+ Lissala was the goddess of fate, runes, and reward 

of service, and was especially prominent in Thassilon. 

While a much more disciplined faith in the early days of 

the empire, her worship grew more reckless and decadent 

in Thassilon's waning years. Veneration of the deity was 

thought to have died with Thassilon itself 

20+ Alaznist didn't treat well with the worship of 

Lissala, instead preferring to pay homage to a number 

of fiendish patrons. Earlier in Bakrakhan's history, 

Lissala was widely worshipped, but as Alaznist came to 

power, the popularity of the faith waned in the nation. 

During this time, many of the temples were repurposed 

to venerate various demon lords. 

25+ One prominent fiend worshipped in the late 

days of Bakrakhan was Yamasoth, a nascent qlippoth 

lord of cursed kingdoms and vile experiments. Rites 

to Yamasoth included mortification of the flesh and 

experimental transformations. Alaznist was a dedicated 

follower of Yamasoth, and sought to learn his ways in 

order to harness that power for her own armies. 

A p a rt of Tho l ri st's sacr ifice to Ya m a soth was h i s  gift from 

A lazn i st-the acrimony veil. H e  b ro ke it  i nto four sepa rate 

co m po n e nts, h i d i n g  th ree a ro u n d  the tem p l e  co m p l ex a n d  

kee p i n g  the  fo u rth  c lose.  Recove ri n g  the  co m po n e nts of 

the acrimony veil scattered a b o ut the tem p l e  co m p l ex is 

ce ntra l  to the sce n a rio.  The p a rts a n d  t h e i r  l ocatio n s  a re 

as fo l l ows. 

Brow 8i Nose Guard: area A2. 

Right Cheek Guard: area Bs. 

Left Cheek Guard: area B6. 

Jawbone: area BS. 

AC R I M O NY VE I L  

Aura moderate evocat i o n ;  Cl 9th 

Slot head; Weight i l b . ;  Price i3 ,500 gp 

DESCRIPTION 

Acrimony veils a re ra re a n c ient  m a g i c  devi ces created 

by A l azn i st, the R u n e l o rd of Wrath .  They a re n o rm a l ly 

co m posed of severa l  types of i nte rco n n ected m eta l a n d  

h u m a n  bones, e a c h  etched with co m p l ex des igns .  The 

device covers the  wea re r's ent i re face (fo rehead,  cheeks, 

and j aw), but  p rovides n o  benefit  to AC. Th i s  m a s k  

functi o n s  as a lesser empower metamagic rod, but  o n ly 

affect i n g  spe l l s  of the  evocat i o n  schoo l .  Add it i o n a l ly, the  

wea rer of a n  acrimony veil m ay cast  rage o n  h i mse lf o n ce 

per d ay. 

CONSTRUCTION 

Req uirements Craft Wo n d ro u s  I tem,  Em power S p e l l ,  

• rage; Cost 6,750 gp 

ARRIVAL AT RIVENRAKE 
ISLAND 

The harbor closest to the Xin-Bakrakhan dig silted over 

hundreds of years ago, so the Winkin13 Wyvern drops 

anchor and sends the party ashore in a pair of launches. 

Greeting them are a half-dozen bedraggled souls living 

in rugged tents sufficient for four times their number. 

They're led by a grim-looking woman in work clothes, 

with signs of emotional strain and fatigue lining her face. 

She introduces herself as Halla Beusophis (LN female 

human expert 6), lead archaeologist on the temple dig. 

"Th a n k  goodness you've a rrived," begi n s  t h e  ca rewo rn 

Pathfi nder. "Two days ago workers at t h e  d i g  s ite were 

attacked,  by what  o r  whom I don 't kn ow. I was h e re at c a m p  

when  i t  h a p pened .  O n ly a s i n g l e  worker escaped-S h a d a q ,  who 

craw led  back h e re,  b l e ed i n g  f rom a dozen  terr i b l e  i nj u ries .  The  

wo u n d s  were  morta l  a n d  n o n e  of u s  h ere possessed t h e  s ki l l  to  

a i d  h im.  Before  h e  d ied  we got  l i t t le  i nformat ion .  H e  to l d  u s  of  
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t h e  attack,  sa id  everyo n e  h a d  been ,  'gutted l i ke g a m e  b i rds.' H i s  

l a s t  words-as h i s  eyes v io lent ly  ro l l ed b a c k  i n  h i s  head-we re 

' Li ssa l a  i s  a n g ry, but so am I .' 

"The s ix of us a re a l l  th at's l eft-myse lf  a n d  these five h i red 

excavators.  Th ey've refused to go back to the s ite and I d i d n 't 

d a re go a l o n e .  We've been h ud d l e d  i n  these d a m ned tents s i n ce 

Wea l d ay, wait i n g  for yo u r  a rriva l .  I ' l l  t ake yo u to t h e  d i g  myse lf, 

but  I don 't know what  we' l l  fi n d .  If S h a d a q 's words a re true ,  

it  won't be  p retty. O n ly the  gods know whether  those same 

attackers l i e  i n  wait ." 

If the PCs wish to see Shadaq's body, it must be 

exhumed from a nearby shallow grave. A DC io Heal 

check reveals the wounds were inflicted by bladed 

weapons, claws, and teeth, the latter definitely not 

human. Should the PCs employ speak with dead, Shadaq 

doesn't know it was sinspawn that attacked them, and his 

description is unhelpfully vague ("hairless humanoids, 

with grasping mouths"). Gaining this information 

provides a +2 circumstance bonus on a DC 22 Knowledge 

(dungeoneering) check to determine the assailants were 

sinspawn. The party may also wish to query Halla before 

proceeding. She has some expertise in ancient Thassilon. 

What can you say about the temple? "It's an impressive 

free-standing domed structure, made of fitted tan stone, 

remarkably well preserved-unnaturally well preserved. 

There are two possible entrances on a pillared portico, 

both of them bricked over with stone and hardened clay. 

There's also a circular opening at the peak of the dome, 

an oculus about 5 feet wide, but we stayed clear of that 

after discovering it during the excavation. Our work has 

consisted almost exclusively of moving away debris so the 

temple can be explored." 

What do you know about Lissala and her religion? 

"Our understanding until recently was that her worship 

died with the collapse of Thassilon, though her worship 

was not appreciated by all of the Runelords. In the days 

of the empire she was a god who demanded discipline 

and obedience, harsh and exacting. Toward the end of 

the empire, worship became corrupted into a more brutal 

affair. Uncovered evidence shows that there was also a fair 

amount of demon worship taking place in Bakrakhan. 

Some of the carvings on the temple suggest human 

sacrifice and otherworldly creatures, though I need more 

time to study those carvings for real certainty. That's why 

you're here-to make it safe for us to study." 

Where's Riemme Batelle? Your archaeologist peer, 

Kovo Murse? "Both were at the dig site when the attack 

occurred. According to Shadaq they must be dead, or 

holed up somewhere in the ruins." 

What do you known of Riemme Batelle? "He's an 

accomplished ranger, gifted with bow and blade. He's 

affable enough, but has an air of mystery about him. His 

head is shaved, and tattooed on his pate is an elaborate 

rose. I asked him about it once, but he only smiled and 

shook his head. I understand his nickname in some 

circles is 'the Bloom."' 

What was Xin-Bakrakhan? "It was Ala2nist's capital 

city of the Thassilonian nation of Bakrakhan. We've only 

scratched the surface of these ruins and expect to find 

much more before our work is done." 

What about Hollow Mountain? "Legend has it that 

there are treasures buried deep within the mountain, 

along with deadly horrors of the ancient empire. That 

stern carving you see there on the mountainside is 

said to be the face of Alaznist, unlamented Runelord of 

Wrath. I'm sure that once the Society has finished with 

Xin-Bakrakhan we move on to Hollow Mountain and its 

secrets." 

Halla can provide for the party from the expedition's 

stores, including rations, excavation equipment such as 

picks and shovels, candles and torches, 100-foot lengths 

of sturdy rope-the GM should offer anything within 

reason that the party might need or request. 

The extensive ruins of the ancient city begin a mere 

stone's throw from the shore, but the dig site itself is a 

2-mile trek. Halla accompanies the group to the temple 

site, and it's an uneventful trip. Hulking mounds of the 

long-dead city are all around and the presence of Hollow 

Mountain and Alaznist's hateful visage glower high 

above. 

Faction Notes: Andoran faction PCs who attempt to 

engage any of the dig workers at the seaside camp prior 

to returning successfully from the temple find them 

absolutely unwilling to discuss labor matters. They may 

attempt to broach the subject with these laborers after 

completing the primary mission. Cheliax faction PCs 

may attempt to persuade Halla to honor her mysterious 

contract with Paracountess Zarta Dralneen at any time 

before or after entering the temple. Successfully swaying 

the archaeologist with a DC 20 Diplomacy or Intimidate 

check earns Cheliax faction PCs I Prestige Point. 

A. TEMPLE OFYAMASOTH 
The area surrounding the temple, littered with rocks, 

loose soil, and bits of excavation debris, make reaching 

the site slow and tricky. The walls of the temple are 2 feet 

thick unless otherwise noted, and imbued with protective 

abjuration magic-a clue to the building's unnatural 

preservation. Because of this, spells that affect normal 

stone (such as soften earth and stone) are ineffective; others, 

such as stone shape, require a DC 24 caster level check to 

overcome the power of the original caster in order to 

function. Also, whenever the PCs use detect ma13ic while 



on the outskirts or within the temple, a moderate aura of 

abjuration magic is detected along with whatever other 

auras might be present. Pitons and the like can still be 

hammered into such surfaces, though the process takes 

three times as long as normal. 

Light that pierces the dome at its oculus provides 

dim illumination. Those with darkvision see a single 

great chamber. Nothing of striking detail is discernible 

from the exterior, except the fat pillars at the center of 

the grand hall. Those without darkvision require a light 

source in the side rooms (areas AJ and A4), which are 

dark. The barricaded doorways have hardness 8 and 40 

hp. 

Al. A Scene of Carnage 

T h i s  b reathta k ing  ed ifice is constructed of t ight ly  fitted b l ocks 

of b rown sto n e  covered with i ntr i cate e n gravi ngs  dep ict i n g  

h u m a n s  e n gaged i n  acts o f  terr i b l e  se lf- m uti l a t ion .  A p i l l a red 

po rtico g i rds  t h e  eastern front of t h e  great temp le ,  the  ca rved 

co l u m n s  resem b l e  fat, co i l ed serpents .  The structu re sta n d s  

a bout  2 0  feet t a l l ,  t h o u g h  a great d o m e  r i s e s  out  of t h e  center 

a n other  20 feet. H ow th is  p l ace co u l d  be  m o re than 10,000 

yea rs o l d  defies l ogic-some sorcery m u st h ave preserved the  

sto ne .  

The  ste nch  of b l ood i s  t h e  o n ly greet i n g  u p o n  a rr iva l  at t h e  

excavated tem p l e .  B e fo r e  a n  i m posi n g  sto n e  structu re l i e  a 

few str i pped a n d  evisce rated bod ies  bear ing  terr i b l e  wo u n d s  

that  go fa r  beyo n d  the  m a rks o f  batt le  i n  t h e i r  v ic i o u s n ess,  

and fu rrows i n  the  fres h  d i rt i n d icat i n g  that  others  h ave been 

d ragged i n s ide .  H a l l a  cove rs h e r  mouth  to st ifle a cry, then 

rushes  to t h e  s ide  of o n e  of the  bodies ,  fa I i i  n g  to h e r  knees .  

" Kovo ! Oh,  Kovo, look h ow they butchered yo u ! "  

The wounds on these bodies are similar to  those found 

on Shadaq's corpse, with the addition of more vicious 

mutilation that a DC 10 Heal check identifies as post­

mortem (exceeding the check by 5 or more suggests 

that some of the bodies have been feasted upon-the 

depredations of the harpies at A2). After a few moments of 

mourning over her colleague's battered and bloody body, 

Halla rallies and aids in examining the gruesome scene. 

She reports that others are missing: Pathfinder Riemme 

Batelle, two dig workers named Pel and Saala, and four 

laborers. A check of the surrounding area doesn't turn 

them up, though PCs find a masterwork longsword 

coated with dried blood, a half-full quiver of arrows, and 

a broken longbow-Halla identifies them as belonging to 

Riemme. Employing speak with dead on the other workers' 

corpses elicits information no more useful than that 
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Th o u g h  it may p rove i l l  advised, some p a rt ies m ay choose 

to i nvest i gate the  i nteri o r  v ia  the  ocu l u s  at the  dom e's 

pea k. Re m e m b e r  that  H a l l a  vocifero u s ly forbade use 

of p itons o n  the  exte ri o r  wa l l  scu l ptu res out  of concern 

that  th is  h a rm s  what i nformat ion m i ght  be g l e a n ed from 

study of the  carvi n gs. C l i m b i n g  the  wa l l s  then req u i res a 

DC 20 C l i m b  check. Loo ki n g  i n  th ro u g h  the  ocu l u s, o n e  

s p i e s  the  s i hedron m o s a i c  be l ow, but  d u e  t o  the  a n gl e, 

the  roost i n g  h a rp ies a re n ot visi b l e. S h o u l d  so meone st ick  

h i s  head i n s ide  fo r  a better look, the  h a rp ies wit h i n  attack 

i m m ed i ately, flyi n g  out  to ass a u lt a nyo n e  atop the  d o m e, 

ret u rn i n g  to the i r p i l l a rs after dea l i n g  with such  i ntruders. 

Due to the s l o pe of the dome, a ny and a l l  act i o n s  take n  by 

PCs o n  its s u rface as ide  from m a i nta i n i n g  o n e's b a l a n ce 

(s uch as e m p l oyi n g  a wea po n  i n  co m b at) req u i res a 

s u ccessfu l DC 15 Acro batics check (add +5 to t h i s  DC fo r  

c h a racters m ovi n g  at fu l l  s peed). Fa i l u re res u l ts i n  the  

c h a racte r s l i p p i n g  o n  the  d o m e  a n d  s l i d i n g  to the  ed ge. 

The PC can atte m pt a DC 15 Reflex save as they n e a r  the  

edge to gra b  h o l d  a n d  sto p t h e i r  fa l l  to the  gro u n d .  Those 

fa i l i n g  this save fa l l  to the  gro u n d ,  ta ki n g  2d6 poi nts of 

. d a m age. 

supplied by Shadaq, but if used on Kovo, his description 

is more vivid and offers a +4 circumstance bonus on a 

DC 22 Knowledge (dungeoneering) check to identify the 

assailants as sinspawn. Further investigation reveals no 

information of value. 

Approaching the portico, it's visible that the 

northeastern wall has been breached. Halla was here 

just yesterday and claims all exterior surfaces were still 

intact-this demolition must have been recent. Halla 

insists that under no circumstances would Kovo or 

Riemme have allowed this to happen, especially without 

her presence. They agreed that the excavation team would 

wait for the party's arrival before removing the barrier. 

An intact version of the broken wall is on the portico's 

southeastern face-irregularly shaped stones, much paler 

than the other stones of which the structure was built, 

mortared in place with dried clay. Careful examination 

of the debris (DC 26 Knowledge [dungeoneering or 

engineering] check) reveals that someone or something 

had to have broken out of the temple. The wrathspawn 

that attacked the excavation party are the culprits, 

breaking out in search of food after being trapped inside 

for thousands of years, subsisting on small vermin that 

made their way into the temple over the ages. 

Faction Notes: A careful search of Kovo Murse's body 

(DC 20 Perception check) reveals a small jade figurine of 

a two-headed lion. Taldor faction members who manage 

to locate this item and return it to their faction leader 

gain 1 Prestige Point. Note that Halla objects angrily 

and makes quite a scene if she witnesses a PC removing 

Kovo's possessions. A search is made easier when she is 

distracted, after she has left the dig site, or with a Sleight 

of Hand check against her Perception. 

THE UNCOVERED TEMPLE 
Halla doesn't accompany the party into the temple 

under any circumstances. She argues passionately 

for the party to refrain from marring any carvings or 

the like, as everything found is a potentially priceless 

archaeological treasure. When the party decides to begin 

their exploration, Halla states that she'll make her way 

back to the seaside camp, anxiously awaiting their report. 

A2. Atrium (CR 6 or CR 9) 
As the PCs make their way into the temple, read or 

paraphrase the following: 

E ight  great p i l l a rs ,  l a rger vers i o n s  of t h e  serpent i n e  co l u m n s  

fo u n d  a t  t h e  p i l l a red po rtico, e n c i rc l e  a n  e n o r m o u s  mosa ic  o n  

t h e  floo r. The  t i l es o f  fa d i n g  greens,  reds,  a n d  ye l l ows form a 

seve n - p o i nted sta r. T h e  dome peaks a b o u t  fo rty feet overhead ,  

its center  p ie rced by  a n  ocu l u s  five  feet across .  N e a r  the  fro nt of  

t h e  te m p l e  a re t h e  re m a i n s  of a marb le  s tatue ,  s m a s h e d  to b i ts .  

What  i t  once was i s  u n c l e a r, as  t h e  va n d a l  d i d  a rat h e r  thorough 

j o b  destroy i n g  the  anc ient  wo rk of a rt .  

Towa rd the  back of t h e  wide open space ,  a l o n g, five-foot­

deep poo l  l i e s  in t h i s  western  a l cove, e m pty n ow, t h o u g h  the  

i rreg u l a r  red - b rown sta i n s  o n  its s u rfaces leave l i t t le  d o u bt as  

to what  once fi l led  t h e  bas i n .  Sta n d i n g  at the  center of the  poo l  

i s  a n  e ighteen -foot-ta l l  marb le  s tatue  of a stra nge b e i n g. I ts  

body i s  a tang le  of tentac les  a n d  eyes s u r ro u n d i n g  a c i rcu l a r  

m aw fi l led  w i t h  ja gged teeth a n d  barbed sti n g i n g  to ngues .  

Each of t h e  t h i n g's tentac les  ends  i n  a c l aw, p i n cer, h o o k, o r  

some other  i m p l e m e n t  of p a i n .  A n c i e n t  p a i n t  fla kes fro m t h e  

gra n d  effi gy, but  g l itteri n g  i n  t h e  l i ght a re dozens of o nyx 

gemstones  adorn i n g  the  statue where the  b e i n g's eyes a re 

carved. It a p pears  that  someth i n g  is stra pped to o n e  of the  

writh i n g  a p p e n d a ges w i th  red  s i l k  r i b b o n s .  O n  t h e  floo r  of t h e  

poo l  i t s e l f  are  doze n s  of s m a l l  sto n e  fi g u ri n es .  

The smashed statue near the entrance of the temple is 

the work of bored and brutal wrathspawn over the years. 

Those inspecting the rubble more closely, however (DC 12 

Perception), find a filthy black feather amid the dust and 

broken marble. A DC 15 Knowledge (nature) check reveals 

it to be a harpy feather, shed by one of the beasts recently 

roosting here. The pillars here do not support the 

dome. Rather, each is about 25 feet tall, and the tentacle­

like carvings encircling them provide handholds for 

climbing (DC 15 Climb). 



IN WRATH'S SHADOW 

The basin in the rear of the temple is 5 feet deep and 

looks as if it were filled with blood at one time, but now 

the only evidence of that remaining are the flakes of 

rust-red dried blood forming piles of dust in the basin. 

A successful DC 25 Knowledge (religion or planes) check 

reveals the subject of the statue to be nascent qlippoth 

lord Yamasoth. 

Near the back of the temple on either side of the statue 

and basin are two bricked-up doorways similar to the 

one the PCs entered through. The one to the north has 

been broken away. The remaining barrier can be broken 

(hardness 8, 40 hp), revealing a hidden chamber beyond 

(A4). 

Creatures: Perched atop some of the pillars are 

harpies, recently come down in the night from within 

Hollow Mountain. They entered through the oculus 

the night before the wrathspawn assault and remained 

on those perches while the violent sinspawn struck and 

later made their way back into the grand chamber to 

the undertemple below. The harpies supped a bit on the 

corpses of the excavation team the sinspawn left behind 

and are now thinking about lairing in this place. 

Subtier 3-4 {CR 6) 

H O L LOW M O U N TA I N HARPY 2 CR 4 

H a rpy 

h p  38 each (Pathfinder RPG Bestiary i72) 
TACTICS 

Before Com bat The h a rp ies  use  t h e i r  ca ptivat i n g  song a b i l i ty 

as  soon as  t h ey a re aware of the presence of the pa rty in t h e  

te m p l e .  They a l s o  e m p l oy t h i s  tact ic o n  a ny PC who peers 

i n  through the  ocu l u s  before attacki n g. J ust  one h a rpy uses 

h e r  ca ptivati n g  song fi rst, with t h e  others fo l l owi n g  s u i t  in  

order  to ca ptivate as  m a ny ta rgets as  poss i b l e .  

D u r i n g  Com bat T h e  h a rp ies  fu nct i o n  as  a tea m when  poss i b l e, 

assa u l t i n g  ta rgets as a gro u p  a n d  m a k i n g  use of t h e i r  F lyby 

Attack feat before ret u r n i n g  to the top of a co l u m n  at t h e  

e n d  of a n  attack ro u n d .  

Morale I f  a h a rpy i s  reduced t o  1 0  o r  fewer h i t  po ints ,  s h e  

rea l izes t h i s  n ew l a i r  i s  m o re d a n gerous  t h a n  des i red a n d  

attem pts t o  fl e e  t h ro u g h  the  o c u l u s  to return  to h e r  or ig i n a l  

roost i n  H o l l ow M o u nta i n .  

Subtier 6-7 (CR 9) 

H O L LOW M O U N TA I N HARPY 4 CR 5 

F iend i sh  h a rpy (Pathfinder RPG Bestiary i72, 294) 
hp 38 each 

D R  5/good ;  Resist co ld  10, fi re 10; S R  10 

Specia l  Attacks ca ptivat i n g  song,  s m ite good (1/day) 

TACTICS 

See tact ics i n  S u bt ier  3-4. 

M a ke the  fo l l owi n g  c h a n ges to 

acco m modate p a rt ies of o n ly four PCs. 

Subtier 3-4: Re m ove one h a rpy. 

Subtier 6-7: Rem ove o n e  fi e n d i s h  h a rpy. 

Treasure: Climbing the marble idol is a relatively easy 

task (DC 10 Climb). The object strapped to a tentacle of 

the statue is the first piece oft he acrimony veil (see sidebar 

on page 5)-it's made of hammered and etched gold. 

Threaded through either end are ribbons ofred silk. The 

item is the brow and nose guard which covers the wearer's 

forehead to just above the eyebrows and extends down to 

the nose. One could employ the silk ribbons to secure the 

thing to one's head, but it doesn't possess any power in 

this state. Careful examination (DC i2 Perception) reveals 

that the device is incomplete-catches and grooves 

suggest other pieces must fit onto it. A DC 20 Knowledge 

(arcana) check identifies it as a component of an acrimony 

veil, a magical device of unknown potency associated 

with Alaznist herself. Any attempts to glean the powers 

of the veil are unsuccessful until it is fully assembled, but 

the device radiates an aura of faint evocation even when 

incomplete. 

In addition to the magic item, 24 onyx gemstones 

worth 25 gp each adorn the strange statue and can be 

easily pried off. 

Faction Notes: At the bottom of the pool are dozens of 

tiny stone idols, 4-inch-tall statuettes of various forms 

ranging from humanoid figures to bizarre demonic 

forms, firmly affixed to the blood-stained floor. Careful 

examination of these items (DC 20 Perception) reveals a 

clever catch that allows an idol to be removed. Sczarni 

faction PCs who take one of these idols and deliver it to 

Gueril Karela gain i Prestige Point. 

Rewards: If the PCs defeat the harpies, reward each 

subtier thusly: 

Subtier 3-4: 

Give each PC 103 gp. 

Subtier 6-7: 

Give each PC 104 gp. 

A3. The Descending Shaft 

T h i s  s m a l l ,  i r reg u l a r ly- s h a ped room conta i n s  l i t t l e  m o re t h a n  

d e b r i s  fro m  t h e  s m a s h ed b a r r i e r, ages- o l d  d u st ,  a n d  a s h aft 

desce n d i n g  i nto t h e  d a rkness .  

The stones and dried clay that made up this wall have 

been smashed out, much like the one encountered at the 

portico (A1). At the eastern end of this room is a 5-foot­

square shaft that descends 30 feet to the undertemple 
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below. On the southwest wall of the shaft, iron rungs 

form a ladder providing an easy means of descending 

deeper into the temple complex (DC 5 Climb check). The 

shaft emerges in room B1. 

A4. Trapped Statue (CR 5 or CR 8) 

At t h e  so utheastern  c o r n e r  of t h i s  ro o m  is a g r u e s o m e  statue 

of a man.  H e  i s  b a re ch ested;  scars ,  brands ,  and see p i n g  

wo u n d s  cover h i s  exposed fles h .  H e  sta n d s  w i t h  a r m s  crossed,  

h a n ds gri pped  t ight ly  l i ke a p e n ite nt. B lood oozes fro m  h is 

l acerat i o n s  a n d  he gr i ts  h i s  teeth as t h o u g h  i n  excruc i a t i n g  

p a i n ,  t h o u g h  t h e  c o r n e rs o f  h i s  m o u t h  t u r n  u p  s l i ght ly, 

s u ggest i n g  h e  de rives s o m e  wicked p l e a s u re fro m  t h i s  

p e rve r s i o n  of h i s  fles h .  A stra nge  m a s k  m a d e  of i ro n  cove rs 

the statu e's face,  the meta l  etc h e d  with  co m p l i cated s i g i l s .  

A b ro a d  b e l t  m a d e  of l e a t h e r  a n d  a d o r n e d  w i t h  c o p p e r  d i s ks 

g i rds  t h e  statu e's wa ist .  

Trap: The iron mask is a mundane replica of the 

acrimony veil and casual examination (DC 10 Perception) 

reveals the obvious similarity with the brow and nose 

guard and what parts are missing. It's easily removed 

from the statue, but doing so without caution triggers 

a trap: the teeth of the statue shatter and from within 

the sculpture's interior a cloud of superheated air blasts 

forth, burning all standing within the boundaries of the 

room. 

Subtier 3-4 (CR 5) 
H EAT VAP O R  TRAP CR s 

Type M e c h a n i c a l ;  Perception DC 25;  Disable Device DC 25 

EFFECTS 

Trigger to uch  (ta m p e r i n g  with e i ther  item on the  statue);  

Reset n o n e  

Effect b l ast o f  s u perheated a i r  (3d8 h e a t  d a m a ge); n ever m i s s ;  

o n set d e l ay (1 ro u n d);  m u l t i p l e  ta rgets (a l l  ta rgets i n  a rea A4) 

Subtier 6-7 (CR 8) 

H EAT VAP O R  TRAP CR 8 

Type M e c h a n i c a l ;  Perception DC 29; Disable Device DC 29 

EFFECTS 

Trigger to uch  (ta m p e r i n g  with e i ther  item on the  statue);  

Reset n o n e  

Effect b l ast o f  s u perheated a i r  (5d8 h e a t  d a m a ge); n ever m i s s ;  

o n set d e l ay (1 ro u n d);  m u l t i p l e  ta rgets (a l l  ta rgets i n  a rea A4) 

Treasure: The belt around the statue's waist is a belt of 

13iant stren13th +2. 

Rewards: If the party removes and takes the statue's 

belt, give each PC 333 gp. 

B. UNDERTEMPLE 
There are no natural light sources on this level. Any PCs 

lacking darkvision require appropriate illumination. 

These chambers' walls within are made of hardy fitted 

granite, all radiating a moderate abjuration aura like the 

structures above. 

Bl. Flagellation Frescoes 

The ce i l i n g  of t h i s  c h a m b e r  is ten feet a b ove, a n d  i ts  wa l l s  

are covered with fad i n g  frescoes d e p icti n g  a parade o f  cu ltists 

e n gaged i n  gr i s ly  acts of s e l f- m u t i l a t i o n  i nvo lvi n g  kn ives,  

scou rges,  and m o re b iza rre i m p l e m e nts .  T h e  d e p i c t i o n  of 

the g ro u n d  beneath  the re p u g n a n t  pageant  s e e m s  to be 

com posed of t h i ck,  s n a ke- l i ke tentac les  whose  a p p e n dages 

and toot h -fi l l ed or ifi ces l i ck  greed i l y  at t h e  b l ood casca d i n g  

down fro m  t h e  c u l t  fi g u res .  To t h e  east ,  d e b r i s  fro m  a s m a s h ed 

wa l l  is scattered,  s p i l l i n g  i nto t h e  h a l l .  

The wrathspawn broke through this barrier first on 

their way upstairs to investigate and kidnap the diggers 

outside. 

B2. Hallway and Secret Doors 
This secret door leading to area B6 can be detected with a 

successful DC 15 Perception check. Once discovered it can 

be pivoted inward. Another barricaded section of wall sits 

at the southern end of this hallway, but it is much more 

difficult to locate than others like it, requiring a DC 20 

Perception check to notice. Like the other barricades, it 

can be broken through (hardness 8, 40 hp). 

B3. The Hall of Petrified Mummies 

To the n o r t h ,  o n  a ra i sed  p l at fo r m ,  sta n d  l e a t h e ry b rown 

statues  of w i thered and e m a c i ated h u m a n s  po ised  a s  t h o u g h  

attent ive ly  o b s e rvi n g  passers by. T h e  statues  h ave a gr i m ,  

rea l i st i c  a p pe a r a n ce ,  a n d  e a c h  o n e  i s  flayed a n d  m o d i fi e d  i n  

a u n i q u e  way. 

Closer examination of these gruesome "statues" (DC 15 

Heal or Perception check) reveals that they are actually the 

petrified corpses of sacrificial victims. The figures have 

their throats and wrists slit and most of their mouths are 

sewn shut. Some of them have their forearms separated 

between the ulna and radius, splitting even the fingers 

of the hands to create additional appendages. Others 

have portions of their skulls removed and replaced with 

a different, leathery material. Some have modifications 

to their torsos, in which the ribs have been split, pried 

out, and sharpened to points. One figure in the middle of 

this display sits with its arms raised, palms out. Its teeth 

have been pulled out, filed to points, and then embedded 



into its hands. The uniform color of the corpses and 

distortion of features from their death agonies make 

details difficult to discern, so its takes some time to 

discover some of the finer details. 

Faction Notes: Members of the Silver Crusade faction 

who anoint the long-dead corpses of these unfortunates 

with the holy oil provided by their faction leader gain 1 

Prestige Point. 

B4. The Chamber of the Flayed 

T h e  wa l l  decorat i o n s  of c u l t ists  e n gaged in h o r r i fi c  r i t u a l s  

cont i n u e  i n to t h i s  l a rge c h a m b e r. Ages - o l d  b l o o d  sta i n s  t h e  

fl o o r  a n d  wa l l s  i n  d u sty flakes .  A m o s a i c  s i m i l a r  to t h e  o n e  

i n  t h e  te m p l e  a b ove cove rs t h e  floo r, p a rt i a l ly o b s c u red by 

doze n s  of n a ked corpses scattered across  t h e  floo r. 

These unnaturally preserved bodies are the remains 

of Tholrist's bloody ritual, and closer examination of the 

corpses (DC 12 Heal check), which are leathery as though 

mummified, reveals that many broad strips of skin were 

cut from each of them. Obscured underneath the bodies 

and stained with blood is another mosaic of a seven­

pointed star, this one much smaller than the version in 

A1. Because of the copious blood stains splashed on the 

walls, a DC 12 Perception check is necessary to discern 

that the center 10 foot portion of the western wall is a 

doorway barricade of irregular stone held in place with 

dried clay. The wall (hardness 8, 40 hp) can be broken 

down, revealing the cave (Bs) beyond. 

BS. The Haunted Cave (CR 5 or CR 8) 

B e h i n d  t h e  broke n - d ow n  wa l l ,  a cave is reve a l e d .  S u s p e n ded 

u ps i d e  down fro m  a b ove-t h i n ,  s p i ked wire  crue l ly  wrapped 

a r o u n d  them fro m  a n k l e  to n e c k-are m a ny b r u t a l ized 

corpses s i m i l a r  to those i n  the p revi o u s  c h a m bers .  As a i r  

edd ies  o u t  fro m  t h e  cave, c a r ryi n g  with  i t  a n  u n sett l i n g  o d o r  

of a n c i e n t  decay, t h e  d a n g l i n g  m u m m ifi e d  faces,  t h ree feet o ff  

t h e  floo r, stare  b a c k. 

These strange figures, 30 in all, comprise the remaining 

participants in Tholrist's bloody sacrificial rites. The 

wire-bound corpses hang by chains suspended on hooks 

fixed in the cave ceiling 40 feet overhead. In order to 

penetrate deeper into the cave, a character must crouch 

beneath or push aside these veritable curtains of dusty 

cadavers. The corpses twist and swing when disturbed­

the wire and preservation magic keeping their brittle 

body parts from coming loose. When they reach the 
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southeast wall of the cave, the PCs find a ladder made up 

of iron runs affixed to the rocky face. It descends 15 feet 

to the platform and ledge below. 

Further east, the platform narrows to a rocky ledge, 

and the floor drops off and is replaced by a 30-foot­

deep pit with a floor covered in sharp and jagged rocks. 

Winding around the lip of the pit, the precarious ledge 

requires a DC 15 Acrobatics check to traverse safely. A PC 

who fails this check falls into the pit, taking 3d6 damage. 

This peril is further complicated by a haunt that inhabits 

the cave. 

Haunt: A haunt hovers in the area surrounding the 

ledge and pit of jagged rocks, the quasi-sentient psychic 

malice of those long-dead Thassilonians sacrificed in 

the undertemple. Characters attempting to traverse the 

narrow ledge described above trigger the malignant 

manifestation of the haunt. 

Subtier 3-4 (CR 5) 
HAT EFU L P R E S E N C E  CR 5 

CE h a u n t  (a rea of cave l edge a n d  p it ,  a p p roxi m ately 35 ft. l o n g  

a n d  1 5  ft. wide) 

Caster Level 5th 

N otice Perce pti o n  D C  20 (to hear a fa i nt ,  a n gr i ly  m utte r i n g  

m o b) 

hp 10 ; Trigger p roxi m ity (a c h a racter  m a kes a s k i l l  c h e c k  o r  

u s e s  m a g i c  n e a r  t h e  p i t  o r  o n  t h e  n a rrow l e d ge); Weakness 

For each  h a n g i n g  corpse a n o i nted with  h o ly water (o r t h e  

h o ly o i l  p rovided  to S i lver C r u s a d e  fact ion  m e m b e rs), t h e  

h a u nt s u ffers  1 h p  of d a m age (t h e  contents  of a flask  o f  

h o ly water a re s u ffi c i e n t  to a n o i n t  4 corpses); Reset 10 

m i n utes 

Effect When this h a u nt i s  tr iggered,  th ere i s  a caco p h o n o u s  

e r u pt ion  of a n gry voices s h o uti n g  hatefu l cu rses i n  

Thass i l o n i a n ,  ca l l i n g  fo r  t h e  b l ood o f  t h e  l i v ing. Anyo n e  

engaged i n  a s ki l l  c h e c k  i s  affected b y  bestow curse (DC 

14), suffe ri n g  a -4 pena lty o n  at tack  ro l l s , savi n g  t h rows, 

a b i l i ty checks,  and s ki l l  c h ecks.  I f  i n stead the i n d iv id u a l  is 

e m p l oyi n g  a ny mag ic  to ove rco m e  the obstac le  (s uch  as  fly 

o r  spider climb, o r  u s i n g  a mag ic  item d u p l icat i n g  a s p e l l ), he 

i s  affected by dispel magic. 

Destruction T h e  r ight  cheek  g u a rd stra pped to t h e  d e m o n  

s t a t u e  m u st be removed fro m the  cave. 

Subtier 6-7 (CR 8) 

HAT EFU L P R E S E N C E  CR 8 

CE h a u n t  (a rea of cave l edge a n d  p it ,  a p p roxi m ately 35 ft. l o n g  

a n d  1 5  ft. wide) 

Caster Level 8th 

N otice Perce pti o n  D C  20 (to hear a fa i nt ,  a n gr i ly  m utte r i n g  

m o b) 

hp 16; Tri gger p roxi m ity (a c h a racter m a kes  a s ki l l  c h e c k  o r  

u s e s  m a g i c  n e a r  t h e  p i t  o r  o n  t h e  n a rrow l e d ge); Weakness 

For each  h a n g i n g  corpse a n o i nted with  h o ly water (o r t h e  

h o ly o i l  p rovi ded  to S i lver C r u s a d e  fa c t i o n  m e m b e rs), 

t h e  h a u nt s u ffers  1 hp of d a m age (th e  contents  of a fla s k  

of h o l y  water a re s u ffi c i e n t  to a n o i n t  4 corpses) ;  Reset 1 
m i n ute 

Effect W h e n  t h i s  h a u n t  i s  tr i ggered, there i s  a caco p h o n o u s  

e r u pt ion  o f  a n gry voices s h o uti n g  hatefu l cu rses i n  

Thass i l o n i a n ,  ca l l i n g  fo r  t h e  b l ood o f  t h e  l i vi n g. Anyo n e  

engaged i n  a ski l l  check is affected b y  bestow curse, 

suffer i n g  a -4 pena lty on attack ro l l s ,  s avi n g  th rows, 

a b i l i ty checks,  a n d  s ki l l  ch ecks.  I f  i n stead the i n d iv i d u a l  is 

e m p l oyi n g  any mag ic  to ove rco m e  the obstac le  (s uch  as  fly 

o r  spider climb, or u s i n g  a mag ic  item d u p l icat i n g  a s p e l l ), 

t h e  a rea wit h i n  10 ft. of t h e  p i t  is affected by greater dispel 

magic. 

Destruction T h e  r ight  cheek  g u a rd stra pped to the  d e m o n  

s t a t u e  m ust be  removed fro m the  cave. 

Entry the small room at the eastern extreme of the 

cave requires a tight squeeze through a rocky gap about 

2 feet wide. Read the following when the PCs reach this 

terminal point. 

Set i n  t h i s  cave r n o u s  g rotto is a statue  ca rved fro m  d a r k  sto n e  

d e p ict i n g  a fri ghte n i n g  d e m o n i c  creature  tea r i n g  a h u m a n  

a p a rt .  Te ntac les  w r a p  a r o u n d  t h e  fi g u re a n d  others  wr igg le  

o utwa rd .  Each  tentac le  term i n ates i n  a c l aw, ta lon ,  p i n cer, o r  

o t h e r  wicked a p pe n d a ge m e a n t  to i nflict p a i n .  I t s  c i rcu l a r  m a w  

conta i n s  r i n gs of j a gged teeth w h i c h  g r i p  a n  o d d l y  s h a ped 

p i ece of b lack  meta l ,  i ts  s u rface etc hed  with sym b o l s .  

Treasure: The etched black metal is  yet another 

component of the acrimony veil, the right cheek guard, 

secured to the statue by a strip ofleather. It radiates faint 

evocation magic and snaps easily into place on the brow 

and nose guard. Removing this item from the statue 

teleports all standing within 10 feet of it to an area in 

chamber B4 near the cave entrance. When the cheek 

guard is taken out of the cave, the malignant haunt is 

destroyed. 

B6. The Hall of Torture (CR 6 or 
CR 9) 

T h i s  l o n g  a n d  n a rrow c h a m b e r  conta i n s  n i c h e s  i n  t h e  wa l l s  

t h a t  h o l d  a n u m be r  o f  statues ,  s o m e  o f  w h i c h  a re h u m a n o i d  

a n d  s o m e  of w h i c h  a re c l e a r l y  d e m o n i c .  M u r a l s  cove r t h e  

wa l l s  d e p ict i n g  h u m a n  c u l t i sts  b e i n g  a b used a n d  res h a ped by 

d e m o n i c  fi g u res .  T h e  ce i l i n g  of t h i s  b l ac k  sto n e  c h a m be r  i s  

b a rre l -va u l ted fi ft e e n  feet a b ove. 
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This is the chamber where the wrathspawn brought 

back some of the captives to torture, kill, and eventually 

eat. Two of the victims are still alive, though the 

remaining one is certainly dead. 

The two surviving captives, both of them prone and 

brutalized, are Pel Morigo and Saala Bry (N human male 

commoners 3). Both are at I hit point, in dire need of 

medical attention, and grateful for such aid. They confirm 

that it was the wrathspawn who attacked and killed most 

of the dig crew-and who tortured poor Riemme to death. 

The corpse is that of Riemme Batelle, left after the 

vicious wrathspawn tortured him to death. An elaborate 

rose tattoo covers his shaved pate. He wears a torn 

and bloody tunic, and the leather armor lying next to 

his corpse is damaged beyond repair. The Pathfinder 

Society will want the body retrieved and brought back to 

Heidmarch Manor in Magnimar. 

Creatures: When the PCs arrive, the wrathspawn 

that assaulted the excavation party are torturing one of 

the prisoners and cruelly toying with the other while 

they do so. If any PC on this level is in a wrathful state 

(barbarians employing their rage ability or those affected 

by the spell rane, for instance), the wrathspawns' sin­

scent ability can help alert them to the PCs' presence. The 

malevolent creatures then wait for intruders, flanking 

the secret door when the party opens it. 

If unaware of the party's presence in the undertemple, 

the wrathspawn are engrossed in their cruel games in 

the north end of the chamber, gloating over the corpse 

and their two prone captives. 

Subtier 3-4 (CR 6) 

W RAT H S I N S PAW N 4 CR 2 

hp i9 each (Pathfinder RPG Bestiary 2 246) 

Subtier 6-7 (CR 9) 

W RAT H S I N S PAW N BARBARIAN 4 CR s 

Wrathspawn Barbar ian 3 (Pathfinder RPG Bestiary 2 246) 

N E  M e d i u m  a b e rrat ion 

I nit +1;  Senses d a rkvi s ion  60 fl:., s i n -scent ;  Percept ion 

+9 

DEFENSE 

AC i9, touch 12, flat-footed 15 (+5 a r m o r, +3 

Dex, +1 dodge,  +2 n a t u r a l ,  -2 ra ge) 

hp 65 (6 H D ; 3d8+3d12+33) 

Fort +9, Ref +5, Wi l l  +6 

Defensive Abi l ities trap sense +1, u n c a n ny dodge 

OFFENSE 

Speed 40 ft. 

Melee +i ranseur +11 (2d4+8/X3), bite +5 (1d6+2 p lus s i nfu l  b ite) or  

b ite +10 (1d6+5 p lus  s i nfu l  b i te), 2 c l aws +10 (1d4+5) 

Special Attacks rage (11 ro u n d s/d ay), rage powe rs (powerfu l  

b l ow +i) 

TACTICS 

D u ri n g  Com bat O n ce t h ey're aware of t h e  PCs' presence,  

t h e  wrat h s p awn lash  out .  H av i n g  been  i nterru pted d u r i n g  

t h e i r  sad istic cru e lty, the  creatures l et out  h owls o f  rage 

before c h a r g i n g  tow a rd the PCs. The wraths pawn use 

t h e i r  r a n se u rs to attack with  reach and set u p  fla n k i n g  

pos i t i o n s .  I f  t h i s  beco m e s  d i ffi c u l t ,  two o f  t h e  wraths  pawn 

drop t h e i r  wea p o n s  and i n stead fight with  c l aws and b i tes 

in c l o s e r  q u a rters .  

Morale Unab le  to fi ght a nyth i n g  worthwh i l e  i n  m i l l e n n i a ,  the 

wraths pawn fi ght v ic i o u s ly to t h e  death .  
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Base Stati stics W h e n  not rag ing,  the  b a r b a ri a n's stat ist ics 

a re AC 21, to uch  14, flat-footed 17 ; hp 53 ;  Fort +7, Wi l l  +4; 

+1 ranseur +11 (2d4+8/x3), b ite +io (1d6+5 p l u s  s i nfu l  b i te), 

2 c l aws +10 (1d4+5); Str 17, Con 16; C M B  8,  C M D  22; Ski l l s  

C l i m b  + 8 .  

STATISTICS 

Str 21, Dex 17, Con 20, I nt io, Wis 11, Cha 14 

Base Atk +5;  C M B  +10; C M D  22 

Feats Dodge,  I m p roved I n i t i ative, Powe r Attack 

Ski l l s  C l i m b  +10, I nt i m i date +11, Percept ion  +9,  Stea l th  +11, 

S urviva l  +6 

Languages Aklo  

SQ fast m ovement  

Gear +1 chain shirt, +1 ranseur 

Treasure: Each ofthe statues has two black pearls worth 

150 gp each (worth 300 gp each in Subtier 6-7) embedded 

in it that can easily be pried out. The northernmost statue 

resembles Alaznist, who is depicted holding her signature 

ranseur; in her other hand rests the left cheek guard of the 

acrimony veil. It radiates faint evocation magic and snaps 

easily into place on the brow and nose guard. 

Faction Notes: Andoran faction PCs who successfully 

persuade Pel or Saala to carry their message to One-Leg 

Betram (with a DC 20 Diplomacy check) gain i Prestige Point. 

Grand Lodge faction PCs who see to it that Pel and Saala 

are healed and escorted safely out of the undertemple 

gain i Prestige Point. 

Lantern Lodge PCs who discern the cleverly hidden 

phrase in Riemme's tattoo with a DC 20 Perception 

check-"The Kirin will bloom when seeds are sown on 

Lingshen's fields"-gain i Prestige Point. 

Shadow Lodge faction PCs who locate the scroll hidden 

on Riemme's body with a DC 20 Perception check and 

return it to Grandmaster Torch gain i Prestige Point. 

Rewards: For killing the wrathspawn and removing all 

14 pearls, reward the PCs thusly: 

Subtier 3-4: 

Give each player 353 gp. 

Subtier 6-7: 

Give each player 1, 886 gp. 

B7. Descending Block and 
Imprisoned Ooze (CR 5 or CR 8) 

PCs can locate the secret door to the mutilation shrine 

(area B8) with a DC 20 Perception check, and the door 

pivots inward (like the door into area B6). If the party 

proceeds down the hall further, however, they discover 

a dead-end wall made of irregular stone and dried clay 

identical to those previously encountered at Ai, Az,  and 

B4 (hardness 8, 40 hp). However, after the PCs strike their 

first blow to bring it down, read the following. 

T h e  d i s t i n ctive s o u n d  of sto n e  g r i n d i n g  on sto n e  reve rbe rates 

down the h a l l  and the bar r i cade  fa l l s  away with  ease .  

A great stone block around the corner descends to obstruct 

the hall when the PCs attempt to breach the breakable wall. 

The distance from the breakable wall to the block is about 70 
feet, and the block takes less than a single round to reach the 

floor. A PC bolting around the corner using normal means 

of locomotion arrives just in time to hear the resounding 

boom that comes at the end of the block's descent, but PCs 

using magic such as haste or dimension door have no trouble 

racing past the block. There are other ways to circumvent 

this barrier once it is in place. The simplest is to take the 

narrow corridor from the mutilation shrine (BS). Opening 

up the blocked passageway is possible through magical 

means (such as dimension door, stone shape, or the like), as this 

stone was not treated with the protective spells affecting 

the rest of the structure. There is enough space around the 

stone block that a person in .!Jaseous form can pass through. 

Creature: Years ago, Tholrist and his minions sealed 

up an ooze that had become a nuisance. When PCs have 

dealt 10 or more hit points of damage to the stone and 

clay wall, the ooze imprisoned behind for millennia 

bursts forth from its cramped oubliette, breaking away 

the remaining masonry. Having escaped its captivity, 

the ooze hungrily attacks all living creatures nearby. 

Depending on which tier is being played, the PCs 

encounter a different creature. In Subtier 3-4, the PCs 

encounter a young undead ooze-a large, undulating 

mass of black goo from which rotted and broken bones 

protrude. In Subtier 6-7, the PCs encounter a vampiric 

ooze-a thick, bubbling blob of mustard-yellow muck. 

Subtier 3-4 (CR 5) 
YO U N G  U N  D EA D  O O Z E  C R  s 

Tome of Horrors Complete 462, Pathfinder RPG Bestiary 295 

N E  La rge u n dead 

ln it -3;  Senses b l i nds ight  60 ft . ;  Perce pt ion +i 

DEFENSE 

AC 6, touch  6, flat-footed 6 (-3 Dex, -1 s ize) 

hp 27 (6d8) 

Fort +2, Ref -1, Will +6 

I m m u n e  co ld ,  ooze tra its ,  u n dead tra its  

OFFENSE 

Speed 20 ft . ,  c l i m b  20 ft. 

Melee s l a m  +2 (1d6-1 p l u s  id4 co ld )  

Space io ft . ;  Reach 10 ft. 

Special Attacks cold,  e n g u l f  (DC 13 , id6 co l d), s ke l etons  

STATISTICS 

Str 8, Dex 5, Con -, I nt -, Wis 12, Cha 10 

Base Atk +4; C M B  +4; C M D  11 (ca n't be tr ipped)  

Ski l l s  C l i m b  +7 
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SPECIAL ABILITIES 

Engulf {Ex) T h e  save DC is Strength- based a n d  i n c l udes  a +i 

raci a l  b o n u s .  

Skeletons {Su) As a fu l l - ro u n d  action ,  a n  u n d e a d  ooze can expel 

ld4 s ke letons from its mass. S ke letons can act i n  the  ro u n d  

they a re expe l l ed,  a n d  e a c h  skeleton conforms to the bas ic  

statist ics fo r  its s ize (see pages 250-251 of the Pathfinder RPG 

Bestiary). S la in  s ke letons a re engu lfed by the undead ooze 

and can be rea n i m ated and expe l led aga in  in ld2 h o u rs.  An 

u n dead ooze's form holds u p  to 7 s ke letons .  These s ke letons 

are i nc luded i n  the determination of the undead ooze's CR.  

Subtier 6-7 (CR 8) 

VAM P I RI C  O O Z E  C R  8 

Tome of Horrors Complete 463 

C E  La rge u n dead 

ln it -1; Senses b l i nds ight  60 ft . ;  Perce pt ion +3  

DEFENSE 

AC 4, to uch  4, flat-footed 4 (-5 Dex, -1 s ize) 

hp 54 (12d8) 

Fort +3,  Ref -1, Wi l l  +3 

Defensive Abi l ities s p l i t  (co l d  a n d  e l ectr ic ity, 10 h p);  I m m u n e  

co ld ,  e l ectri c ity, ooze tra its ,  u n dead tra i ts  

Weaknesses s u n l i g h t  v u l n e ra b i l i ty 

OFFENSE 

Speed 10 fl. ,  c l i m b  10 fl. 

Melee s l a m  +io (2d4+3 p l u s  e n e rgy d r a i n  and grab) 

Space 10 fl. ;  Reach  5 fl. 

Special Attacks constr ict  (2d4+3), create spawn,  e n e rgy d r a i n  

( 1  l eve l ,  D C  is) 

STATISTICS 

Str 15, Dex 1, Con -, I nt -, Wis i, Cha 8 

Base Atk +9;  C M B  +i2 (+i6 gra p p l e) ;  C M D  17 (ca n't be tr ipped)  

Feats I m p  roved I n i t i at ive8, To ugh ness"  

Ski l l s  C l i m b  +io,  Percept ion +3;  Racial  Modifiers +8 

Perce pti o n  

SPECIAL ABILITIES 

Create Spawn (Su) Any h u m a n o i d  s l a i n  by a va m p i r ic  ooze 

beco mes a zo m b i e  in ld4 ro u n d s .  S pawn a re u n d e r  t h e  

co m m a n d  of t h e  va m p i ri c  ooze that  created them a n d  

re m a i n  e n s l aved u n t i l  death .  They do n ot possess any of t h e  

a b i l i t ies t h ey h a d  i n  l i fe .  

Sunl ight Vu lnerabi l ity (Ex) Expos i n g  a va m p i ri c  ooze to d i rect 

s u n l i g h t  staggers i t  on the fi rst ro u n d  a n d  it  i s  destroyed 

utter ly in the n ext ro u n d  if it  can not escape.  

BS. The Shrine of Mortification 
(CR 7 or CR 10) 

The ste n c h  of death  i s  stro n g  in t h i s  o r n ate s h r i n e .  Another  

m o s a i c  l i ke t h a t  found i n  t h e  g r a n d  tem p l e  a b ove l i e s  o n  t h e  

I f  l e s s  t h a n  90 m i n utes re m a i n  t o  co m p l ete t h i s  sce n a r io, 

co ns ider  o m itti n g  the  encou nter i n  B7. If the  encou nter 

i s  s ki p ped, the  pa rty i n stead fi n ds an e m pty space beh i n d  

the  wa l l  after b reak i n g  it  down , t h o u g h  the  sto n e  b l ock sti l l  

descends  a n d  cuts o ff  t h e  co rri dor. I f  p a rt i c u l a r ly p ressed 

fo r  t i m e, e l i m i n ate the sto n e  block as  we l l  in order to m ove 

. the  story a l o n g. 

floor i m m e d i ate ly  west of the  entryway. Two rows of s l e n d er 

co l u m n s ca rved with  d i zzyi n g  d e s i g n s  s u p p o rt t h e  ce i l i n g  

twe nty feet ove r h e a d  a n d  every i n c h  o f  t h e  c h a m b e r's wa l l s  i s  

cove red w i t h  i ntr i cate s i g i l s  a n d  p i ctogra m s .  A fa t  p i l l a r  sta n d s  

i n  t h e  center  of t h e  c h a m b e r. S ix  corpses  l i e  o n  t h e  flo o r  n e a r  

t h e  base  of t h i s  c e n t r a l  p i l l a r. An a l t a r  of r e d  m a r b l e  sta n d s  

n e a r  t h e  western wa l l ,  a n d  i t  h a s  i ro n  m a n a c l e s  attached to i t s  

s u rface. T h e  a i r  i s  c h a rged w i t h  p a l p a b l e  m a l evo l e n ce .  

This foreboding room is the Shrine of Mortification, 

where Yamasoth's most sacred ceremonies took place, and 

where Tholrist had himself imprisoned. As destruction 

came to Thassilon, Tholrist preserved himselfby using an 

elixir to infect himself with ghoul fever and transform him 

and a few trusted minions into ghasts (or ghouls in Subtier 

3-4), maintaining his powers as a cleric of Yamasoth. He 

lurks behind the mutilation altar, a kite-shaped slab of 

dark red marble 2-1/2 feet tall to the west of the fat pillar. 

Once used to secure the arms and legs of sacrificial victims 

and those subjected to brutal and vile experiments, this 

altar has black iron manacles built into its surface. 

Even a cursory examination of the complex writing 

on the shrine's walls (DC 10 Knowledge [religion] 

check) suggests that they are a treasure trove of ancient 

knowledge that the Society's experts must examine at 

length. 

The narrow hall that exits the shrine to the south 

leads to what appears to be a dead end. However, merely 

touching the northern surface at the eastern end of 

this corridor causes a section to descend into the floor, 

allowing egress. 

Hazard: As the PCs approach the mosaic in the 

floor, allow a DC 25 Perception check (provided the PC 

has sufficient light to see; Perception checks made by 

PCs charging forward into melee suffer a -4 penalty). 

Success indicates that the PC notices the difference in 

this particular mosaic-it is a mortification device, 

comprised of sharp-toothed shards of glass that penitent 

cultists once made their way across on bloodied knees. 

Treat this area as though it were covered with caltrops 

(see Pathfinder RPG Core Rulebook 155) . 
Creatures: Tholrist and his undead minions (2 ghouls 

in Subtier 3-4 or 4 ghasts in Subtier 6-7) have been 
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feeding for the first time in thousands of years, savoring 

the diggers' corpses brought to him by his wrathspawn 

minions. As the PCs make their way into his chamber, 

he slinks and crouches behind the altar, hiding and 

waiting for the best moment to confront the intruders. By 

this time Tholrist has already taken preparatory action 

described in the stat block below (see Tactics below). 

Tholrist is cursed and cannot leave the confines of the 

mutilation shrine-players who retreat from area BS 
aren't pursued by the undead priest. 

Subtier 3-4 (CR 7) 

TH O L R I ST CR 6 

M a l e  ghast  c ler ic  of Ya m asoth 5 (Path.finder RPG Bestiary 146, 

294) 

CE M e d i u m  u n dead 

ln it  +9;  Senses d a rkvi s ion  60 ft . ;  Perce pt ion +i6 

Aura ste n c h  (10 ft. rad i us ,  D C  i5 , s i ckened for id 6+4 m i n utes) 

DEFENSE 

AC 25,  to uch  i6, flat-footed 20 (+5 a r m o r, +i deflect i o n ,  +4 

Dex, +1 dodge,  +4 natura l )  

h p  64 (7d8+33) 

Fort +8, Ref +8, Will +i3 

Defensive Abi l ities c h a n n e l  res istance +2; I m m u n e  u n dead 

tra i ts  

OFFENSE 

Speed 30 ft. 

Melee b ite +io (1d6+6 p l us d isease and para lysis), 2 c l aws +io 

(1d4+6 p l u s  para lys is) 

Special Attacks c h a n n e l  negative e n e rgy 7/day (DC i6,  3d6), 

para lys is (1d4+i ro u n d s ,  D C  is) 

Domain Spe l l - Li ke Abi l ities (C L 5th ;  concentrat ion +n) 

9/d ay-fu ry of the  AbyssAPG 

9/d ay-to uch  of evi l  (2 ro u n d s) 

Cleric Spel ls  Prepared (CL 5t h ;  concentrat ion +n) 

3 rd-bestow curse (DC i9), blindness/deafness (DC i9), rage0 

2nd-aid, align weapon° (evi l o n ly), hold person (DC i8), 

resist energy (DC i8), silence (DC i8) 

ist-cause fear (DC i7), command (DC i7), divine favor, doom 

(DC i7), protection from good0, shield of faith 

o (at w i l l )-bleed (DC i6), detect magic, guidance, read magic 

D D o m a i n  s p e l l ;  Domains D e m o nAPG , Evi l 

TACTICS 

Before Com bat As if he h e a rs the  PCs outs ide of h i s  c h a m ber, 

T h o l r ist prepares for batt le  by cast i n g  divine favor a n d  resist 

energy on h i mse lf, a n d  casts aid, rage, a n d  shield of faith o n  

o n e  o f  h i s  g h o u l  m i n io n s  before h i d i n g  b e h i n d  t h e  a l t a r. 

During Com bat O n ce co m bat begi ns ,  T h o l r ist uses cause 

fear on t h e  m ost o bv ious  m a rt i a l  c h a racter, a n d  ta rgets 

any o bv ious  casters with blindness/deafness, fo l l owi n g  

u p  b y  cast i n g  command o r  hold person t o  h i nder  t h e  PCs' 

a p p roach .  I f  PCs get c lose e n o u g h  fo r  m e l ee,  h e  attacks 

with his c l aws and bite,  a u g m ented by his fu ry of the Abyss 

d o m a i n  a b i l i ty. H e  uses s p e l l s  when a p p ro p ri ate-s uch  

as  to h i nder  a stro n g  PC with bestow curse o r  to ta rget 

casters with silence. T h o l rist  uses his c h a n n e l  e n e rgy a b i l i ty, 

a u g m e nted with Q u i c k  C h a n n e l ,  to q u ick ly  h e a l  h i mse lf  

a n d  h i s  m i n i o n s  rather  t h a n  attacki n g  the  pa rty u n less  h e  

i s  s u rro u n ded by th ree o r  m o re PCs.  T h o l r ist i g n o res a ny 

creatu res he s u ccessfu l ly para lyzes u n t i l  t h e  batt le  is over. 

Morale Knowi n g  he is cu rsed to re m a i n  i n  t h i s  c h a m ber  

fo rever a n d  c lear ly  insane after a l l  t h e  i nterve n i n g  years ,  

T h o l r ist fi ghts unt i l  destroyed.  

Str  22,  Dex 20, Con -, Int  i4, Wis 22,  Cha i8 

Base Atk +4; C M B  +10 ; C M D  27 

Feats Dodge,  I m p roved I n i t i ative, L ight n i n g  Reflexes ,  Q u i c k  

C h a n n e l u M 

Ski l l s  Acro bat ics +n, D i p l o macy +9,  Knowledge ( p l a n es) +9,  

l<n owl edge (re l i g i o n) +10, Perce pt ion +16, Stea l th  +q 
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Languages Abyssa l ,  Ak lo ,  Thass i l o n i a n  

S Q  a u ra 

Other Gear +I mithral chain shirt, ring of protection +I 

SPECIAL ABILITIES 

Di sease {Su) Ghoul Fever: Bite- i nj u ry; save Fort DC i5; onset 

1 day; frequency l/day; effect ld3 Con a n d  id3 Dex d a m age;  

cure 2 consecutive saves.  The  save DC i s  C h a r i s m a - based.  

A h u m a n o i d  who d i es of ghou l  fever r ises as  a ghou l  at t h e  

n ext m i d n ight .  A h u m a n o i d  who becomes a g h o u l  i n  t h i s  

w a y  reta i n s  n o n e  of t h e  a b i l i t ies it  possessed i n  l i fe .  I t  i s  n o t  

u n der the co ntro l of any other g h o u ls, b ut it h u n gers fo r  

t h e  fles h of the  l i vi n g  a n d  beh aves l i ke a n o r m a l  g h o u l  i n  a l l  

respects.  A h u m a n o i d  of 4 H it D ice o r  m o re r i s e s  as  a gh ast.  

APG See the Pathfinder RPG Advanced Player's Guide. 
U M See Pathfinder RPG Ultimate Magic. 

G H O U L I S H  M I N I O N S  2 CR 1 

G h o u l s  (Pathfinder RPG Bestiary 146) 

hp i3 each 

Subtier 6-7 (CR 10) 

TH O L R I ST CR 

M a l e  ghast  c ler ic  of Ya m asoth 8 (Pathfinder RPG Bestiary 146, 

294) 

CE M e d i u m  u n dead 

ln it  +9;  Senses d a rkvi s ion  60 ft . ;  Perce pt ion +i8 

Aura stench  (10 ft. rad i us ,  DC i7, ld 6+4 m i n utes, s i ckened)  

DEFENSE 

AC 27, to uch  16, flat-footed 22 (+6 a r m o r, +I deflect i o n ,  +4 Dex, 

+I dodge, +5 natura l )  

h p  93 (10d8+48) 

Fort +io, Ref +9, Wi l l  +i5 

Defensive Abil ities channe l  res ista nce +2; Immune u n dead traits 

OFFENSE 

Speed 30 ft. 

Melee bite +i3 (1d6+6 p lus d i sease and pa ra lys is), 2 c l aws +i3 

(1d4+6 p l u s  para lys is) 

Special Attacks c h a n n e l  negative e n e rgy 7/day (DC 18, 4d 6), 

chaos  b l a d e  (4 ro u n d s ,  l/d ay), para lys is  (1d4+i ro u n ds,  DC 

15), scyth e  of evi l  (4 ro u n d s ,  l/day) 

Domain Spe l l - Li ke Abi l ities (C L 8th ;  concentrat ion  +i4) 

9/d ay-fu ry of the  Abyss 

9/d ay-to uch  of evi l  (4 ro u n d s) 

Cleric Spel ls  Prepared (C L 8th ;  concentrat ion +14) 

4th -chaos hammer (DC 20), dismissal (DC 20) ,Jreedom of 

movement, unho!Y blightD (DC 20) 

3 rd-bestow curse (DC 19), blindness/deafness (DC i9), dispel 

magic, invisibility purge, rageD 

2nd-aid, align weapon° (evi l o n ly), hold person (DC 18), 

owl's wisdom, resist energy (DC 18), silence (DC 18) 

ist-cause fear (DC 17), command (DC 17), curse water, divine 

favor, doom (DC 17), protection from goodD, shield of faith 

M a ke the  fo l l owi n g  c h a n ges to the  encou nter to 

acco m modate p a rt ies of o n ly fo u r  PCs. 

Subtier 3-4: Re m ove one g h o u l i s h  m i n i o n .  

Subtier 6-7: Rem ove two gh astly m i n i o n s. 

o (at wi l l )-bleed (DC i6), detect magic, guidance, read magic 

D D o m a i n  s p e l l ;  Domains D e m o nAPG , Evi l 

TACTICS 

Before Com bat As if he h ears the PCs o utsi de of h is  c h a m b er, 

T h o l r ist prepares fo r  batt le  by cast i n g  freedom of movement, 

resist energy, a n d  owl's wisdom on h i mse lf,  a n d  casts aid, 

rage, a n d  shield of faith on o n e  of h i s  g h o u l  m i n io n s .  H e  

then  h ides b e h i n d  the  sacr ifi c i a l  a l t a r  u n t i l  t h e  P C s  h ave 

entered a n d  h i s  m i n i o n s  h ave go n e  i nto m e l e e  with t h e m .  

During Com bat O n ce co m bat begi ns ,  T h o l r ist casts unho!Y 

blight on the  pa rty, fo l l owed by chaos hammer. He then  

ta rgets any o bvi o u s  casters w i th  blindness/deafness, 

fo l l owi n g  up by cast i n g  command or hold person to h i nder  

t h e  PCs '  a p p ro a c h .  I f  any casters h ave a s u m m o n ed outs ider  

a id ing  t h e m ,  T h o l r ist uses dismissal to e l i m i n ate that  t h reat.  

I f  PCs get c lose  e n o u g h  fo r  m e l ee,  h e  attacks with h is c l aws 

a n d  b ite,  a u g m e nted by h i s  fu ry of the Abyss a b i l i ty from 

the Demon d o m a i n ,  and someti m es casts offe n s ive to uch  

spe l l s  l i ke bestow curse. T h o l r ist uses h i s  channe l  e n e rgy 

a b i l i ty, a u g m ented with Q u i c k  C h a n n e l ,  to q u ick ly  h e a l  

h i mse lf  a n d  h i s  m i n i o n s  r a t h e r  t h a n  u s i n g  it  to attack t h e  

pa rty u n l ess h e's s u rro u nded b y  t h ree o r  more P C s .  T h o l r ist 

i g n o res any creatu res h e  successfu l ly para lyzes u n t i l  the 

batt le  i s  over. 

Morale Knowi n g  he is cu rsed to re m a i n  i n  t h i s  c h a m ber  

fo rever a n d  c lear ly  insane after a l l  t h e  i nterve n i n g  years ,  

T h o l r ist fi ghts u n t i l  destroyed.  

STATISTICS 

Str 22,  Dex 20, Con -, Int  14, Wis 22,  Cha 19 

Base Atk +7; C M B  +i3 ; C M D  30 

Feats A b i l ity Focus  (ste nch  a u ra), Dodge, I m p roved I n it i ative, 

L ight n i n g  Reflexes ,  Q u i c k  C h a n n e l u M 

Ski l l s  Acro bat ics +i3 , D i p l o macy +11, Knowledge ( p l a n es) +11, 

Knowledge (re l i g i o n) +i2, Percept ion  +i8, Stea l th  +i6 

Languages Abyssa l ,  Ak lo ,  Thass i l o n i a n  

S Q  a u ra 

Gear +2 mithral shirt, amulet of natural armor +i, ring of 

protection +I 

SPECIAL ABILITIES 

Di sease {Su) G h o u l  Fever:  B ite- i nj u ry; save Fort DC 15 ; onset 

1 day; frequency l/day; effect ld3 Con a n d  ld3 Dex d a m age;  

cure 2 consecutive saves.  The  s ave DC i s  C h a r i s m a - based.  

A h u m a n o i d  who d ies  of ghou l  fever r ises as  a ghou l  at t h e  

n ext m i d n i ght .  A h u m a n o i d  who becomes a g h o u l  i n  t h i s  

w a y  ret a i n s  n o n e  of the  a b i l i t ies  it  possessed i n  l i fe .  I t  i s  n o t  

u n d e r  t h e  contro l  of any o t h e r  g h o u l s ,  but  i t  h u n gers fo r  
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t h e  fles h of the  l i vi n g  a n d  beh aves l i ke a n o r m a l  g h o u l  i n  a l l  

respects.  A h u m a n o i d  o f  4 H it D ice o r  m o re r ises as  a gh ast.  
APG See the Pathfinder RPG Advanced Player's Guide. 
U M  S e e  Pathfinder RPG Ultimate Magic. 

G HASTLY M I N I O N S  5 CR 2 

G h asts (Pathfinder Bestiary i46, 294) 

Aura ste n c h  (10 ft. rad i us ,  DC i5 , id 6+4 m i n utes, s i ckened)  

h p  i7  each 

Treasure: If the PCs destroy Tholrist, they discover 

he has been wearing the jawbone portion of the acrimony 

veil in place of his own jaw. This is the last component 

of the item, and it is covered with intricate etchings like 

those on the other pieces found in the temple complex. 

It radiates faint evocation magic and obviously attaches 

to the ends of the two cheek guards. In addition to 

the final part of the acrimony veil, Tholrist has a kit of 

obsidian scalpels, platinum needles, and other strange 

fleshcarving instruments in a porcelain case that are 

worth 2,000 gp to a collector. 

Faction Notes: The delicate and complex runes on the 

walls are difficult to reproduce accurately. Osirion faction 

PCs who successfully copy these obscure symbols with 

a DC 20 Craft (calligraphy), Linguistics, or Profession 

(scribe) check gain i Prestige Point. 

Rewards: If the PCs defeat Tholrist, reward PCs thusly: 

Subtier 3-4: 
Give each PC 520 gp. 

Subtier 6-7: 

Give each PC 937 gp. 

CONCLUSION 
Halla and the surviving workers greet the party with great 

enthusiasm when they return to the seaside excavation 

camp. They are relieved if Pel and Saala accompany them, 

and sobered by the lifeless body of Riemme if the PCs 

have retrieved it. The archaeologist provides food and 

drink, insisting on a full account of their adventure and 

details on the location. If the party left Riemme's body 

behind, Halla strongly encourages them to go back for 

it, reminding them of their duty to a fellow Pathfinder 

and explaining that the ranger was a favored agent of 

Venture-Captain Sheila Heidmarch. 

Halla and the surviving laborers accompany the 

party back to Magnimar aboard the Winkin.13 Wyvern. 

Andoran, Cheliax, and Qadira faction members have an 

opportunity during this return journey to fulfill their 

respective missions, as do Lantern Lodge and Shadow 

Lodge members if the boat carries Riemme Batelle's 

body. During the voyage, Halla examines any artifacts 

that the PCs have collected, exclaiming that they are 

amazing finds that will surely yield much valuable 

information on Bakrakhan with further study. If the 

party has not yet identified the acrimony veil, Halla does 

so at this time and also assembles it if the device is 

still in its separate parts. Halla explains that she has 

every intention of returning to the dig at the earliest 

opportunity in order to study the temple complex­

it's obvious from the party's description that the most 

valuable information is painted and chiseled on the 

temple's walls. Magnimar's venture-captain is certain to 

recruit a new archaeological team now that the players 

have cleared out the obvious threats. 

Success Conditions 
If the party recovers all four parts of the acrimony veil and 

returns the assembled mask to Heidmarch Manor, award 

each player i Prestige Point. 

Faction Missions 
PCs may earn prestige from their respective factions 

for completing the listed tasks during the course of the 

adventure. 

Andoran Faction: And or an faction PCs who successfully 

persuade Pel or Saala or one of the other contracted 

laborers to pass on a message to One-Leg Betram earn i 

Prestige Point. 

Cheliax Faction: Cheliax faction PCs who convince 

Halla Beusophis to honor her contract earn i Prestige 

Point. 

Grand Lodge Faction: Grand Lodge faction PCs who 

see to the safety and welfare of Pel and Saala in the 

undertemple earn i Prestige Point. 

Lantern Lodge Faction: Lantern Lodge faction PCs who 

discover the phrase hidden in the tattoo on Riemme's 

head earn i Prestige Point. 

Osirion Faction: Osirion faction PCs who successfully 

copy the inscriptions on the walls of encounter area BS 
gain i Prestige Point. 

Qadira Faction: Qadira faction PCs who obtain the two 

names from Captain Skolet earn i Prestige Point. 

Sczarni Faction: Sczarni faction PCs who recover one 

or more of the idols from the blood basin at encounter 

area A2 earn i Prestige Point. 

Shadow Lodge Faction: Shadow Lodge faction PCs who 

retrieve the scroll from Riemme Batelle's corpse earn i 

Prestige Point. 

Silver Crusade Faction: Silver Crusade faction PCs 

who properly anoint the mummified victims in the 

undertemple (area B3) earn I Prestige Point. 

Taldor Faction: Taldor faction PCs who retrieve the 

jade figurine from Kovo's body without the knowledge of 

Halla earn i Prestige Point. 
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The Va ndera les  merch a n t  fa m i ly based i n  Magn i m a r  somet imes h i res out  s ki l led l a bo r  to l a n d owners a n d  

o rga n izatio n s  a ro u n d  Va ri s i a .  They h ave a re p utati o n  fo r  ruth l essness with such  l a b o re rs a n d  d e a l  h a rs h ly with 

a nyo n e  sti rri n g  up u n rest. We wish to esta b l i s h  a c l a ndesti n e  p rese n ce with i n  this o rgan izati o n  as  a m e a n s  of 

fomenti n g  reform.  However, as yet we do n't h ave the trust of Magn i m a r's co m m o n  peo p l e. Va ndera les  workers 

a re e m p l oyed at the dig o n  Rive n ra ke where yo u r  ass i g n m e n t  leads yo u .  Please use yo u r  powers of pers u a s i o n  

to con vi n ee o n e  o f  them to carry the  enc l osed message to One- Leg B e t  ra m ,  a we l l - rega rded Va ndera l es m i d d l e  

m a n a ger  i n  the  c ity sym pathetic to o u r  co ncerns.  H e  i s  m o re l i ke ly t o  greet o u r  ove rtu res favo ra b ly  if they co m e  

fr o m  a Va ndera les  worker. 
Fo r Freedo m !  

c&/?� �  
M ajor  Co lson M a l d ri s  

Treasu red Pl ayt h i n g, 

Yo u r  task on Rive n ra ke I s l a n d  puts you i n  c lose p roxi m ity to a n  errant  serva nt of m i n e  who a p pe a rs to h ave 

fo rgotten h e r  co m m itments. H a l l a  Beuso p h i s  is a Pathfi nder  a rchaeo l ogist of some s ki l l  wo rki n g  at the  X in­

Bakra k h a n  d i g  s i te .  S h e  h a s  fa i led to  fo l l ow t h ro u g h  o n  a co ntract s i g n ed wi th  me.  I req u i re that  you fi rm ly 

re m i n d  h e r  of h e r  lega l o b l igat i o n s  wh ich  see m s  to h ave s l i pped h e r  m i n d-do u bt less ly the  fa u lt l i es i n  my 

sweet a n d  i n d u l gent natu re. Pe rs u a d e  dear  H a l l a  t h at wisdom l ies i n  a b i d i n g  by the  terms of o u r  contract 

regard i n g  "th e  Egori a n  b u s i n ess"-use those wo rds, a n d  a l so i nform h e r  t h at I wi l l  soon pay a v is i t  to Ego ri a n  

myself. Rem i n d  her  t h at I u p h e ld  m y  e n d  o f  the  b a rga i n ,  a n d  s h e  has  yet t o  do the  s a m e. � 9� Most Tender  Regards, 

Paracou ntess Za rta D ra l n ee n  

Loya I Pathfi nder, 

It is my u n dersta n d i n g  t h at the  excavat ion on Rive n ra ke I s l e  h a s  been a l o n g  a n d  m ost grue l i n g  effo rt for the  

workers h i red by  the  Soci ety. The As p i s  Consort i u m  s p reads r u m o rs that  we treat peo p l e  i n  o u r  e m p l oy with 

bruta l i ty. As we wish  to m a i nta i n  a reputati o n  as a fair and h u m a n e  e m p l oye r, see to it  that  a ny of the  wo rke rs 

who may h ave s u sta i n ed i nj u ry i n  the  co u rse of t h e i r  l a b o rs receives a p p ro p ri ate ca re. The a rchaeo log ists a n d  

agents ca n s e e  after t h e m se lves (th ey're l oya l Pathfi n ders, after a l l) ,  but  effo rt m ust be exe rted t o  p rove t h a t  t h e  

Society h a s  a proper concern fo r  even o u r  l a b o re rs. 

H o n o red Re p resentative, 

h_ i_ J.,t.__ S u ccess! 

· 7�ntu re-Ca pta i n  A m b ru s  Va l s i n  

Lo n g  a go, a Pathfi nder  b y  the  n a m e  o f  Rie m m e  Bate l l e  made  a tr i p t o  G o ka for a c l a ndesti n e  re n dezvo us.  

D u r i n g  th is  meet i n g  h e  received a tattoo of a rose o n  the  top of h is  head .  I h ave it  o n  good a utho rity that  a 

p h rase was c leverly woven i nto t h i s  tattoo's des i g n .  I req u est that  yo u i n grati ate you rse lf  with t h i s  Ri e m m e, 

whom yo u s h a l l  soon m eet on Rive n ra ke I s l a n d .  E m p l oy yo u r  wit a n d  c h a r m  to convi n ce h i m  to a l l ow yo u r  

exa m i n at ion  o f  t h e  tattoo, perhaps  fe i gn i n g  a desi re t o  ad m i re its a rt istry. Report t h i s  myster ious  p h rase back 

to me,  ve rbati m .  Stra n ge t h i n gs a re afoot, and th is  see m i n gly i n s i g n ificant  b it  of i nformat ion m ay p rove m ost 

useful fo r  o u r  p u rposes. 

Desn a's Luck Be With Yo u ,  

Ventu re-Capta i n  A m a ra L i  
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Loya l Seeker of Knowled ge, 

We a re most i nterested in ga i n i n g  a deeper u n d e rsta n d i n g  of the faiths  of the a n c ient  Thass i l o n i a ns ,  s i n ce 

the  cu rse that  h a s  befa l l e n  the  R u by Pri n ce came fro m t h at a n c ient  p l ace. Yo u r  tr i p to the  Rive n ra ke d i g  offers 

the pe rfect o p p o rt u n ity. S h o u l d  yo u co m e  u po n  a ny p riest ly vestments, s h ri n e  e n gravi n gs, o r  oth e r  re l i g ious  

acco utreme nts, p l ease exa m i n e  them fo r  i n scri pti o n s  o r  i nteresti n g  des igns ,  mak ing  p recise co p ies fo r  our  

fu rth e r  i nvest igat io n .  Yo u r  effo rts to exp a n d  o u r  co m p re h e n s i o n  of a nt iq u ity a re m ost a p p reciated, a n d  it  m ay 

be the  key to h ea l i n g  the  Ru by Pri n ce-b less i n gs be u po n  h i s  exa lted n a me. 

- .IW/,£1/� 1 
With D uty to O u r  An cestors, 

-------------------------!.--
Ame n o p h eus ,  the  S a p p h i re Sage 

Serva nt of the  Satrap,  

A sea jou rney l i es in yo u r  i m m ed i ate fut u re and I req u i re that  you bea r a gift to the  ca pta i n  of yo u r  s h i p. H aer l a  

S ko l et i s  h e r  n a me. Our  sou rces re port that  s h e  h a s  fa m i ly i n  J a nderh off's merca nt i l e  com m u n ity. Present h e r  

w i t h  the  enc l osed jeweled sexta nt a n d  req uest that  s h e  serve as  a n  a g e n t  of o u r  i nterests-future rewa rds wo u l d  

be fo rthco m i n g. A s  a way o f  sea l i n g  t h i s  l itt l e  dea l ,  ask  t h a t  s h e  reve a l  the  n a mes o f  two J a n derhoff trade offici a l s  

w h o  m i ght  be r i p e  fo r  a b i t  o f  b l ackm a i l  o r  br ibery. Those n a mes a re worth fa r  m o re t h a n  the  s i x  g e m s  fixed to 

the sexta nt. As a lways, l et d i scret ion  be yo u r  watchwo rd. 

SCZARNI 

Fri e n d ,  

t / � Wa rm est Regards, 

r Trade Pri n ce Aaq i r  a l ' H a ka m  

Do n't a s k  m e  why, b u t  t h e  m a rket fo r  a l l  t h i n gs Thass i l o n i a n ,  especi a l ly sto n e  ca rvi n gs a n d  kee psa kes, i s  

boo m i n g  here i n  R idd leport. Oth e r  Scza rn i  fa m i l i es a re re p resenti n g  the  s i m p l est tr i n kets a n d  rocks w i t h  a 

s p l a s h  of fa ux a n c ient  p a i n t  as true a rt ifacts of the  dead e m p i re, a n d  they a re m a k i n g  a good b i t  of co i n  with 

the  loca l ru bes. H owever, it's my b e l i ef that  if we had m o re a uthent ic  ite m s  we co u l d  se l l ,  we m i ght  h ave m o re 

s u ccess i n  s h owi n g  o u r  stre n gth a n d  u n it i n g  the  scattered Scza r n i  here i n  Va r i s i a .  S i n ce yo u a re headed to a 

ge n u i n e  Thass i l o n i a n  ru i n ,  see if yo u ca n "acq u i re" a s m a l l  sto n e  ido l  or the  l i ke. No o n e's go i n g  to m iss some 

l i tt l e  tr i n ket th at's been  b u ried fo r  a h u n d red centu ries anyway. 

I nt re p i d  Agent,  

O'A �st Luck Be Yo u rs, 

� G u a r i l  Ka re l a  

O u r  b ro t h e r  agent ,  R i e m m e  B a t e  l i e , ove rsees t h e  secu rity o f  t h e  d i g  o n  R ive n r a ke fo r  t h e  Soc i ety, a n d  i s  l oya l 

to o u r  c a u s e .  H e  h a d  d o n e  s o m e  c l a n d est i n e  work root i n g  o u t  a rogue ce l l ,  a n d  was b o u n d  fo r  a m eeti n g  with  

o n e  of our  s i sters  w h e n  He id  m a rc h  sent  h im to t h e  X i n - B a k r a k h a n  excavat i o n .  I a s k  that  yo u act  a s  co u r i e r, 

ret r ievi n g  h i s  wr itten report  fo r  u s ,  as h i s  d ut ies  kee p  h i m  fro m  present i n g  it h i m s e lf. H e ' l l  reco g n i ze you by a 

pass  p h rase :  " D a r k  a n d  t h i rsty work fo r  a r a n g e r, e h ,  fr i e n d ? "  

S o l i d a rity! 

'(, f G ra n d m aster To rch 



IN WRATH'S SHADOW 

C h a m p ion  of Light,  

I t  h a s  been brought to my attent ion that  yo u r  m i ss ion  ca l l s  you i nto the  r u i n s  of Ba kra kha n-a p l ace known 

fo r  dep ravity and v io lence. Our p rayers go with yo u in t h at dark p l ace, where I hope yo u can b r i n g  some l i ght.  

Cu lts i n  Bakra k h a n  we re sa id to h ave a p pa l l i n g  pract ices such as  sacr ifi ci n g  u nwi l l i n g  vict i m s, m a l fo rm i n g  t h e i r  

b o n e s  a n d  b o d i e s  i nto i n h u m a n  fo rms, a n d  d i s p l ayi n g  the  p reserved b o d i e s  i n  t h e i r  te m p les l i ke t ro p h ies.  I f  

yo u s h o u l d  co m e  across such  u n fo rtu n ates, a n o i nt the i r rem a i n s  w i t h  the  h o ly o i l  I p rovi de w i t h  t h i s  n ote. We 

b e l i eve t h i s  s i m p l e  act re leases s o u l s  sufferi n g  u n speaka b l e  torment.  

TALDOR 
Age nt o f  the  E m p i re, 

� �May Right Preva i l ,  

V O l lysta Zad r i an  

I t's been  sa id  that  i n  order  to secu re the  futu re, o n e  m u st fi rst secu re the  past. A rather  p reci o u s  i tem was 

p i l fe red fro m a n  excavat i o n  sponsored by the crown a few yea rs back-a ra re jade fi g u r i n e  of a two-h eaded 

l i o n .  This item i s  a n  i n s i g n i a  of a p ro m i nent  house which has  s i n ce rel ocated to Magni  m a r. I f  we can  retri eve 

t h i s  ite m ,  perh a ps we can  re i nvigo rate the  sense of ar i stocracy they o n ce h a d  i n  Ta ldor. The t h i ef was re ported ly 

a n  a rchaeo logist a n d  fo rei gner-Kelesh ite, I b e l i eve-n a m ed l<ovo M u rse. I u n d e rsta n d  yo u r  m ost rece nt 

endeavo r ta kes you to h is l atest dig o n  Riven ra ke I s l a n d .  Our a gents h ave s u rmi sed that  M u rse h a s  kept the  l i o n  

fo r  h i m self. I req u i re t h a t  yo u retri eve i t ,  th ro ugh  u s e  o f  reason o r  wrat h ,  I ca re n o t  w h i ch-dea l  h ow yo u s e e  fi t  

with o n e  w h o  wo u l d  ste a l  o u r  n at i o n a l  h e ritage fr o m  us.  

Lady G l o ri a n a  Mori I l a  
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In Wrath's Shadow 
This  Chronicle Certifies That 

A.K.A. 
Player Name Cha racter Name Pathfinder Society # 

�------------- Has Completed This  Scenario. 

• Items Found During This Scenario 
acrimony veil (13,500 gp or 6,750 gp plus 18 PP, limit 1) 

belt of.giant stren.!Jth +2 (4,ooo gp) 

rin.!J of protection +i (2,000 gp) 

+2 mithral shirt (5,100 gp) 

amulet of natural armor +1 (2,ooo gp) 

AC RI M O NY VE I L  

Aura moderate evocat i o n ;  C L  9th 

Slot head; Weight i l b . ;  Price i3 ,500 gp 

DESCRIPTION 

Acrimony veils a re ra re a n c ient  mag ic  devices created by A lazn ist, 

the Ru n e l o rd of Wrath .  They a re n o rm a l ly com posed of seve ra l 

types of i nterco n n ected m eta l a n d  h u m a n  bones, each etched 

with co m p l ex designs.  The device cove rs the  wea re r's ent i re 

face (fo rehead,  cheeks, a n d  j aw), but  p rovides no benefit  to AC. 

Th i s  m a s k  fu n ct i o n s  as a lesser empower metamagic rod, but o n ly 

affect i n g  s pe l l s  of the  evocat ion  schoo l .  Add i t i o n a l ly, the  wearer 

of an acrimony veil m ay cast rage o n  h i mse lf  o n ce per d ay. 

CONSTRUCTION 

Req u i rements Craft Wo n d ro u s  I tem,  Em powe r S p e l l ,  rage; 

Cost 6,750 g p  

Faction 

Sce n a ri o  C h ro n ic le # 

+ 

0 Normal 

654 i,309 � 
x 

1111---t----t Cl 
i,630 3,260 ;2 

0 

Starting XP 

'"""' I GM's 

XP Gained (GM ONLY) 

D D  
Initia l  Fame Initia l  Prestige 

I + I ��j. I 
Prestige Gained (GM ONLY} 

I - I 
Prestige Spent 

D D  

Start G P  

+ 

G P  Gained (GM ONLY) 

Day Job (GM ONLY) 

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - I - - -f + I 
Items Sold Items Sold / Conditions Gained Items Bought / Conditions Cleared I = I 

Su btotal 

Items Bought 

TOTAL VALU E OF ITEMS SOLD TOTAL COST O F  ITEMS BOUGHT = 
Add i/2 th i s  va l u e  to the  " I tems So ld"  Box 

Total 

For GM Only 

EVE N T  EVE N T  CO D E  DAT E G a m e  Master's S i g n atu re G M  Pathfi nder  Soci ety # 
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