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WORDS OF THE ANCIENTS 
BY JOHN COMPTON 

----@----

D
espite being the least aggressive of Thassilon's 

tyrants, the runelords of Haruka oversaw 

extensive building projects fueled by a level of 

slave labor unmatched elsewhere in the empire. Among 

these slave-wrought marvels lies Desgard's Thousand 

Columns, a vast field of massive towers in which the many 

runelords of sloth summoned, bound, and stored legions of 

outsiders. As each runelord sealed his or her own conjured 

warriors in unmarked edifices, memories of what previous 

runelords had stored gradually faded away. Toward the 

twilight of the Thassilonian empire, runelords found 

themselves binding armies as much to defend against the 

unknown thralls bound within their borders as to protect 

themselves from external factors. 

Although Krune stored his fair share of extraplanar 

terrors in the columns, he secreted away an even more awful 

legacy: the command words that would revive him. As its 

members hasten to herald his return, the cult of Lissala has 

learned of the command words' existence as well as how to 

find them. Many of the cells operate independently, but 

many recently uncovered the significance of the so-called 

Thousandth Spire, believed to be the last of the towers 

sealed among Desgard's Thousand Columns. What few of 

the cells realize is that more than just the Pathfinders seek 

to arrest their recovery of the command words. 

First among these is Krune himself, for while he might 

relish his return to power, he would loathe having to piece 

together a kingdom through his own effort. As a result , 

the runelord laid indiscriminate traps and guardians that 

would test the mettle of even his most dedicated servants; 

only those able to best his trials would be competent 

enough to prepare a kingdom ready-made for Krune's 

slothful enjoyment. Inadvertently serving his purposes is 

a loose coalition of metallic dragons that banded together 

at the fall of the Thassilonian empire to raze Xin-Haruka 

to the ground. Though tales of the coalition's deeds have 

faded into legend, the descendants still take turns keeping 

watch over the runelords' storage facility to ensure that no 

one unleashes a 10,000-year-gone terror. 

Finally, there is the Pathfinder Society. Following 

recent discoveries regarding the cult of Lissala's 

endeavors to revive the Runelord Krune and the recovery 

Words of the Ancients takes p lace in the anc ient  Thass i l on i an  

ru i n  known as Desga rd's Thousand  Co l umns  i n  eastern 

Va r i s ia .  The f ie ld of count less towers and pylons of jagged 

crysta l were used by the rune lords of s loth as a rcane foci 

for conj u ri ng  and sto r ing armies of extrap l ana r  forces i n  

t h e  event t h e  rea lm  o f  Haruka needed t o  defend i tse l f  

aga i nst a riva l ru ne lord's assa u l t .  For more i n format ion on  

the l o s t  emp i re of Thass i l on  and the despot ic ru ne lords 

who competed to ru le it , see Pathfinder Campaign Setting: 

Lost Kingdoms, ava i l ab le  i n  bookstores and  game sto res 

eve rywhere, and on l i ne  at  paizo.com. 

of magical tokens believed to trigger his return, Venture­

Captain Sheila Heidmarch has spearheaded the effort 

to keep the last runelord of sloth in the same condition 

attributed to him for many millennia: dead. 

SUMMARY 
The adventure begins in Magnimar, where Venture­

Captain Sheila Heidmarch briefs the PCs on the society's 

suspicions regarding a set of inscribed rune plates 

hidden in a nearly undisturbed Thassilonian ruin. After 

being teleported to the outskirts of the site , the PCs 

must navigate Desgard's Thousand Columns to find the 

Thousandth Spire and recover the plates for safekeeping. 

At its entrance they meet Zonaladin , a thoroughly 

bored and wholly capricious copper dragon who guards 
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Th i s  adventu re makes use of the fo l lowing Pathf i nder  

Ro lep lay ing Game p roducts: the Pathfinder RPG Core 

Rulebook, the Pathfinder RPG Advanced Player's Guide, 

Pathfinder RPG Bestiary, Pathfinder RPG Bestiary 2, 

Pathfinder RPG Bestiary 3, the Pathfinder RPG GameMastery 

Guide, and  Pathfinder RPG Ultimate Equipment. These 

ru les can be found on l i ne for free as part of the Pathf i nder  

. 
Ro lep lay ing Game Reference Document at  paizo.com/prd. . 

the tower out of a fast-fading sense of duty and heroic 

novelty. The party must contend with his volatile mix of 

pride, fickleness, and susceptibility to bribes in order to 

convince him that they are there to stop Krune forever 

instead of seeking a way to revive him. 

Once inside the Thousandth Spire , the PCs must 

navigate not only mundane halls but a puzzling 

series of teleportation portals designed to provide 

effortless transportation within the massive structure. 

Unfortunately, among the rooms opened in the course 

of exploration is a rounded chamber containing a pack 

of hounds of Tindalos that quickly set themselves to 

stalking and harrying the party. Unless the PCs deal with 

these extraplanar predators quickly, the hounds intercept 

party members as they traverse the teleportation network. 

In addition, the PCs must contend with the animate 

dreams of the tower's bound outsiders, possibly even 

running afoul of an inverted giant roused from stasis. 

High in the tower the PCs encounter Glybweote, an 

imentesh protean bound to protect the rune plates at all 

costs. Instead of directly fighting them, the protean takes 

the shape of a sphinx and attempts to defeat them first in 

a contest of riddles and afterward by feigning honorable 

defeat and giving directions to a set offake plates guarded 

by a devious trap, though the protean attacks mercilessly 

if the PCs see through its ruse or uncover the real plates 

nearby. Finally, as the party departs the tower, Zonaladin 

waylays the party and , depending on how he was treated 

earlier, must be reassured about the Pathfinders' motives 

or physically repelled in order to allow them to leave with 

the plates. 

GETTING STARTED 
Read or paraphrase the following introduction to get the 

adventure underway: 

The summons  from She i l a  Heid ma rch a rrives two hou rs 

before dawn ,  and  the ventu re-capta i n  demonstrates a scarce ly 

conta i ned mix of excitement  and anx iety as she  motions  for 

everyone to take a seat. "A sho rt t ime ago, I sent a team of 

Pathfi nders to recover the  refuge tokens  t h at might grant us  

access to the Rune lord l<rune's l a i r. Wh i l e  that team succeeded 

in recover i ng  the tokens ,  we sti l l  lack the proper command  

words to  activate them,  a nd  no amount of  d ivi nat ion seems 

ab le to p rovide them. 

"Wh i l e  we don't know the command  words themse lves, we 

do know that the  words a re etched i nto a set of rune  p l ates­

du rab l e ,  we l l -crafted, and rough ly  pa rch ment-sized t ab l ets 

bear ing r itua l  i n st ruct ions-that a re held i n  the Thousandth 

Sp i re, one  of the  many towers at the Thass i l on i a n  ru ins known 

as Desga rd's Thousand Co l umns  i n  what was once Haruka . 

You won't h ave t ime to forma l ly c h ron i c l e  the  s ite today, as you 

wi l l  not be a l one. Our div i n at ions a lso sensed m u lti p l e  ce l l s  of 

L issa l a n s  convergi ng  on the s ite, a nd  it a ppears they h ave a 

l ead .  As a res u lt ,  I h ave ca l l ed  in a favor from a L issa l a n  cu lt ist 

we captured some months ago to h ave you te leported d i rectly 

to the site. 

"Krune  and his predecessors appear  to h ave p rotected the i r  

towers aga i n st most  forms of  div i nat ion .  As a res u lt ,  the re i s  

l i t t le more that  I can te l l  you on  sho rt not ice. The Thousandth 

Sp i re sta nds  nea r  the western end of the s ite, and  its entryway 

wi l l  be marked by these runes," she  states, p l a c i ng  a s l i p  of 

paper  on the t ab l e .  "Don't t amper  with any of the other towers 

u n l ess you know what you a re do ing ;  you wi l l  be trave l l i n g  to 

a n  em inent  s ite of s l oth mag ic ,  and there's l i t t le  te l l i n g  what 

products of conj u rat ion mag ic  l i e  h idden with i n ." 

With that ,  S he i l a  p l a nts he r  feet and  cu rt ly nods to s igna l  the  

c lose of the  meeti ng .  "You h ave you r  orders: retri eve the  rune­

p l ates, exercise d iscret ion ,  and  show i n it i at ive. You're among 

my top agents, a nd  I t r u s t  you to do whatever i t  takes to ge t  the  

job  done .  Questions?" 

If the PCs have questions for the venture-captain , they 

may pose them now. Below are some likely questions and 

Sheila Heidmarch's responses. 

Can we teleport ourselves to the site? "The Harukans 

practically invented conjuration as we know it today, and 

I understand that only one well-versed in the magic of 

ancient Thassilon can get anywhere near the site. I am 

certain that my contact will get you there quickly and 

flawlessly. But if you wish to expend your own resources 

to do so , I can't stop you." 

How soon will we leave? "After this briefing you will 

have perhaps is minutes to gather what you must, return 

here, and be ready to depart. Until you arrive and can 

assess the situation, we must assume that our opposition 

already has an uncomfortable head start." 

Who is this Lissalan cultist you speak of? "Her name is 

Karethia, and she's one of those who so rudely interrupted 

a particular auction earlier this year. After we captured 

her, she willingly accepted Pathfinder oversight and now 

provides us with magical aid so long as we do not violate 

her existing oaths. Make certain that you do not let her 

know about your true mission , lest she feel compelled to 

interfere. She is indispensable, so do not antagonize her." 
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Before dismissing the PCs, Sheila informs them that 

Karethia, the one providing the magical transportation , 

is not to be informed of the Pathfinders' true mission ; 

she is trusted only to perform teleportation magic at 

the society's command. The party now has had a chance 

to gather equipment , memorize spells in unfilled 

spell slots, and receive their faction mission briefings. 

Spellcasters seeking information through divination 

spells about creatures and activities within 500 feet of 

Desgard's Thousand Columns must succeed at a DC 23 

caster level check or the divination fails. 

Knowledge (arcana) 
Knowledgeable PCs may recall the following information 

about sin magic and its practitioners, or research such if 

they can do so quickly. 

15+ Sin magic evolved-or more specifically devolved­

from the rune magic of Xin , first emperor of Thassilon. 

Its use virtually died out with the fall of Thassilon. 

20+ The magic of sloth emphasized the calling of 

servants, and elements of its secrets survive in modern 

conjuration magic. Its practitioners abstained from 

using evocation and illusion magic. 

25+ Traveling scholars who have examined Desgard's 

Thousand Columns have noted that the towers seem 

to thrum with stored conjuration magic. A few sages 

speculate that the site might serve as a storage facility 

of untapped arcane power for those so bold as to call 

upon it. 

30+ A traveling coajurer noted that her teleportation 

and summoning spells behaved unpredictably yet 

became more powerful when near the ruins-when she 

managed to control the effect. 

35+ In fact , experiments demonstrate that the energies 

are not uniform but appear to be legions of individual 

conjuration effects held in stasis. 

Knowledge (history) 
Knowledgeable PCs may recall the following information 

about the fallen empire of Thassilon, or research such if 

they can do so quickly. 

15+ The empire of Thassilon once covered much 

of what is now Varisia, but it crumbled in the wake of 

Earthfall over 10,000 years ago. 

20+ Haruka, the domain of sloth , was one of the 

smallest provinces of Thassilon. Despite its size, Haruka 

cunningly carved a place for itself through its unrivaled 

slave trade and prominent role in the worship of Lissala 

and the Peacock Spirit. 

25+ Few vestiges of Haruka remain, particularly given 

the violent destruction of Xin-Haruka soon after the 

empire's fall. Historians still debate whether or not a 

host of metallic dragons razed the city, and the dragons 

have remained silent on the issue. 



35+ Analysis of the works of a noted bronze dragon 

historian indicate that perhaps metallic dragons take 

turns watching over the ruins to ensure that no one 

unleashes whatever lies in the towers. 

Once everyone is prepared, Sheila Heidmarch returns to 

the meeting room accompanied by a blindfolded Chelaxian 

woman dressed in blue-green robes. The Thassilonian 

runes tattooed on the prisoner's left arm are surrounded 

by a brand of the Glyph of the Open Road. Sheila quickly 

introduces the other woman as Karethia and urges the 

PCs to travel to Desgard's Thousand Columns as soon as 

possible. Karethia has little to say, but she does caution the 

PCs against toying with the magic of sloth. While she is 

bound by a mark of justice to warn the Pathfinders against 

dangerous courses of action and provide nonviolent magical 

assistance, she is not compelled to explain her reasoning 

or endanger hersel£ If attacked by the PCs or magically 

compelled to act against her will , the Glyph of the Open 

Road on her arm vanishes, allowing her to teleport away and 

leave the PCs stranded near the edge of the Cinderlands. 

A. DESGARD'S THOUSAND COLUMNS 
Desgard's Thousand Columns is  a vast ruin spanning 

over a mile of the barren foothills of the Mindspin 

Mountains in the badlands region of Varisia known as 

the Cinder lands. Scores of fortress-like towers line the 

edges of a deep ravine, each similar to the next but at 

the same time unique-the result of their construction 

by dozens of runelords of sloth over the course of 

centuries. The ravine itself is full of towering, jagged 

crystal formations that thrum with arcane energy. 

The runelords of sloth , all of whom were masters of 

conjuration magic , used this field of natural crystal 

formations to focus immense quantities of conjuration 

energy, with which they summoned legions of 

extraplanar soldiers and bound them within the towers 

along the ravine's edge. As runelord overthrew runelord , 

each built a new tower to hold a new army, as much to 

build the military resources of Haruka as to defend 

against the mysterious entities bound and enslaved by 

the preceding runelord. 

Travelers on foot can reach Desgard's Thousand 

Columns from the east or west , where a natural break 

in the foothills of the Minds pin Mountains allows for 

relatively easy access. Jagged outcroppings encroach 

from the north and south , giving the ruins a cramped 

feel despite their considerable size. The columns 

unsettle most natural creatures, and animals other than 

mundane vermin ty pically avoid the site. 



WORDS OF THE ANCIENTS 

A 1 .  The Ravi ne 

A two-t i e red ,  h a l f-m i l e  l o ng  ravi n e  g a s he s  a j agged wo und  

across t he  d ry gro u nd  of  the  Sto rva l P l atea u ,  defi n i n g  the  

l i m its of  Desga rd's Thous and  Co l u m ns .  A grove of eno rmous  

c rysta l l i n e  p r i sms  fi l l s  t he  ravi n e's bottom ,  bu t  o n ly a few of  

the  gem- l i ke p i l l a rs crest t he  fifty-foot c l iffs to t he  no rth  a nd  

s ou t h .  Bu i l t  preca r ious ly  c l o s e  t o  t he  p rec i p i ces on  e i t h e r  s ide  

r i se two rows of stu rdy stone  towers,  each bear i ng  i r regu l a r ly 

p l aced s p i kes tha t  appear to grow from the  sto ne  i tse lf. 

The PCs arrive several hundred feet from the ruins' 

western edge. There the ground slopes gradually into 

the ravine's crystal-strewn bottom, and several boulders 

nearby bear Shoanti pictographs. The images are 

warnings left by Shoanti Skoan- Quah, and a PC who 

speaks Shoanti or makes a successful DC 25 Linguistics 

check recognizes symbols for "danger," "forbidden ," and 

"slumbering spirit." 

The ravine's crystals radiate lingering conjuration and 

abjuration magic but serve as little more than arcane 

foci for the powerful enchantments stored within the 

towers. The crystals range from 15-60 feet in height and 

require a DC 20 Climb check to scale. All of the towers 

are securely sealed against intrusion with exterior doors 

made of magically enhanced stone. Further, each tower's 

door bears an inscription noting the runelord who 

commissioned the structure. 

Faction Notes: Grand Lodge faction PCs should paint 

a divination focus on several of the towers. Successfully 

painting a focus requires a successful DC 20 Craft 

(painting) check or a successful DC 25 Knowledge (arcana) 

check. The paint provided is sufficient to paint three foci , 

and Grand Lodge faction PCs earn 1 Prestige Point for 

successfully painting at least two foci. 

Sczarni faction PCs should find Omar Karela and 

castigate him for running away. Omar is exploring the 

crystals at the base of the ravine but hides as soon as he 

hears movement. Spotting him as he scampers for cover 

requires a successful DC 15 Perception check, and a PC 

can easily corner Omar upon spotting him. A young 

man who sports a moustache in pale imitation of his 

uncle Guaril, Omar proudly brags about his training to 

anyone who challenges his survival skills, and he refuses 

to return home unless persuaded properly. Scaring sense 

into Omar requires a successful DC 22 Intimidate check 

or a successful DC 24 CME check to rough up the errant 

Varisian , after which he grudgingly promises to return 

home. Properly convincing Omar to return home earns 

Sczarni faction PCs 1 Prestige Point. 

Taldor faction PCs should perform the memory­

cleansing ritual at the nameless tower. Finding the one 

tower whose entrance's inscription has been removed 

CONJURATION AMONG THE 
THOUSAND COLUMNS 
Desga rd's Thousand Co l umns  channe l s  and  stores s loth 

mag ic, and  cast i ng conj u rat ion spe l l s  o r  spe l l - l i ke ab i l i t ies 

can ta p i nto th i s  magic i n  u npred i cta b le  ways.  To cast a 

conj u rat ion (te leportat ion) spe l l ,  the caster must make a 

concentrat ion check (DC 2 0  + twice the level of the spe l l ) .  I f  

the check  fa i l s, the spe l l  does  not funct ion but  i s  st i l l  l o s t  as  

a p repared spe l l  o r  spe l l  s lot .  

Cast i n g  a conj u ra t i on  (ca l l i ng )  o r  (su mmon i ng)  s pe l l  

re leases a ra ndom ou t s i de r  f r om one  of the towers 

i n stead of  conj u r i n g  the i n tended  c rea t u re o r  c rea t u res .  

Depend i n g  upon  the  s pe l l 's l eve l ,  one  of the fo l l ow ing  

creatu res i s  s u m moned i n stead ( 500/o cha nce of  each) .  

The caster  m ust m a ke a cas te r  l eve l  check  (DC  12  + twice 

the spe l l 's leve l )  to contro l  the  ou t s i de r, o therwise the  

c rea tu re a ttacks the  nea rest c rea t u re for 1 ro und  ou t  of 

a nge r  and f rust ra t i on ,  then atte m pts to escape the  ru i n s  

u s i n g  wha teve r means  necessa ry, the res u l t  of m i l l e n n i a  

of capt iv i ty. 

1st-level: l emure (Pathfinder RPG Bestiary 79) or Sma l l  

earth e lementa l  (Bestiary 1 22)  

2nd-level: he l l  hound (Bestiary 1 73) or  hound a rchon 

(Bestiary 1 9) 

3rd-level: bea rded devi l (Bestiary 73) or dj i nn  (Bestiary 1 39) 

4th-level: kyton (Bestiary 1 85) or  I i i l end (Bestiary 26) 

5th-level: ce lest i a l  g i an t  octopus (Bestiary 2 1 9, 294) or  

nabasu (Bestiary 64) 

6th-level: couat l  (Best i a ry 49) o r  vrock (Bestiary 69) 

is not difficult , but performing the ritual requires a 

successful DC 25 Knowledge (arcana) , Spellcraft, or Use 

Magic Device check. Successfully completing the ritual 

earns Taldor faction PCs i Prestige Point. 

A2. The Jaded Sent ine l  {C R 1 1  o r  C R  1 4) 

A s m a l l  a rmy of bod ies  l i e  c ru m p l ed ,  b ro ken ,  a nd  scattered 

about  th is tower. M a ny of the corpses a re pa rt i a l ly d i s so lved, 

and the p a rched gro u nd  i s  p i tted as  if  from stro ng  ac id. Un l i ke 

t he  entra n ces of t he  other  towers,  t h i s  structu re's door  sta nds  

s l i ght ly  aj a r, a s  if  i t  h ad  been fo rced open .  

Over the past 24 hours, six groups of Lissalan cultists 

have attempted to enter the Thousandth Spire only to be 

beaten back and slain by the tower's guardian. One group 

initiated a ritual to unseal the door but was crushed 

against it by an enraged dragon. Nobody has disturbed 

the 27 corpses beyond tossing them away from the tower's 

entrance, and searching the bodies reveals an assortment 

of mundane weapons and armor as well as 13 unholy 

symbols of Lissala. 
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The PCs m igh t  know about  copper d ragons' q u i rks and  vices 

with a successfu l  Knowledge (arca na) check.  

1 O+ Meta l l i c  d ragons tend to be benevo lent  and  f ind cruel ,  

ev i l  behav ior d i stastefu l .  

15+ Lesse r c rea t u res tha t  acknowledge a d ragon's 

su per io r i ty tend to ea rn  the  d ragon's g r udg i n g  

respect, bu t  p r a i s e  mus t  be s i n ce re w i t hou t  

seem i n g  sycophan t i c .  

20+ Although they proud ly  adopt nob l e  causes, copper 

d ragons a re notorious ly capr ic ious and  ca n change 

the i r  moods, loya l t ies, i nterests, and  op i n ions with 

l i t t le to no wa rn ing .  

25+ Dragons love treasu re, but  most  meta l l i c  d ragons see 

co ins  a s  un i nsp i r i ng g i fts. Copper d ragons a re the on ly  

type that enjoys sweet foods and  d r i nks, espec i a l l y  

favo r ing wine and  baked goods. 

30+ Copper d ragons apprec iate a good ta le, and  adept 

sto ryte l l ers can earn a d ragon's trust and  app rec iat ion . .  

Creature: The copper dragon known as Zonaladin , 

a distant descendant of two of the dragons who razed 

Xin-Haruka , grew up on stories of high adventure and 

noble derring-do , and he has founded and abandoned 

countless causes over the years. As is typical of a copper 

dragon , his attention span is short , and his passion for 

any one subject lasts only so long as the topic or endeavor 

proves stimulating. A few months ago ,  Zonaladin flew 

near Desgard's Thousand Columns and encountered the 

female silver dragon that stood guard there. Fancying 

himself an equally noble guardian, Zonaladin convinced 

her that he would honor his ancestors by standing vigil 

for a time. As the days following the silver's departure 

turned into weeks and the weeks into months, so too has 

Zonaladin's righteous devotion devolved into boredom 

and ennui. Only the arrival of two bands of Lissalan 

cultists has improved Zonaladin's spirits, but his 

infatuation with guard duty lasted only as long as his 

adrenalin. As the PCs arrive, the dragon is picking bits 

of chainmail from his teeth and lounging at the ravine's 

edge in front of the Thousandth Spire's entrance. 

Zonaladin is a powerful combatant and well-meaning 

force of good who has been left in an emotionally and 

morally precarious state due to his increasingly irrelevant 

vigilance. So long as he is not attacked , Zonaladin happily 

plays the roles of implacable sentinel , all-knowing sage, 

object of worship, and guardian in need of a replacement ; 

given his natural playfulness and capriciousness, he 

switches between these roles without warning. Beneath 

the lightheartedness, Zonaladin is a prideful creature 

that takes the threat within the tower seriously, though 

he does not quite know what that threat involves. 

The PCs can convince Zonaladin to allow them safe 

passage in many ways, but because of Zonaladin's love of 

attention and conversation, the PCs must succeed at no 

fewer than three of the following approaches to sate his 

emotional and logical needs. The skill check DC for any 

approach is categorized as Easy (DC 18 in Subtier 7-8 or 

DC 22 in Subtier lo-n) , Moderate (DC 22 in Subtier 7-8 

or DC 26 in Subtier lo-n) , Hard (DC 26 in Subtier 7-8 or 

DC 30 in Subtier lo-n) , or Impossible (DC 34 in Subtier 

7-8 or DC 38 in Subtier lo-n) . 

Over the course of this encounter, the PCs also can 

accumulate Suspicion Points, representing Zonaladin's 

growing doubts about the PCs' trustworthiness. Every 

failed skill check made to convince Zonaladin earns the 

PCs 1 Suspicion Point. Suspicion Points play an important 

role in the scenario's final encounter but do not affect this 

encounter unless the PCs accumulate 10 or more points, 

at which time Zonaladin refuses to speak further with the 

PCs and attacks them if they attempt to force their way past 

him into the tower. 

The PCs may attempt any of the following methods 

of convicing Zonaladin of their intentions and gaining 

access to the Thousandth Spire. 

Bribery (Hard Bluff or Diplomacy): Zonaladin is not 

easily swayed by treasure, and offering Zonaladin a non­

consumable bribe earns no successes. Instead, the PC 

must succeed on this check or earn 1 Suspicion Point. 

Flattery (Hard Bluff or Diplomacy): Zonaladin harbors 

an ego as immense as he is , and a PC might compliment 

the dragon's scales, strength , intellect , or other features. 

If the PC fails, Zonaladin disdainfully brushes off the 

fawning remarks. 

Gifts (Easy Diplomacy): Zonaladin consumed the last of 

his fine wine a month ago ,  and a PC wins considerable 

favor by offering him sweet food or delectable drink. If a 

PC fails this check, Zonaladin snidely comments on the 

bribe's transparency. 

Glory (Moderate Bluff or Diplomacy): A PC who divulges 

her mission's details and presents the Pathfinder's plan to 

defeat Krune might appeal to the dragon's love of heroic 

narrative. If a PC fails this check, Zonaladin dismisses 

the plan as too crazy-or not crazy enough-to work. 

Intimidation (Impossible Intimidate): Zonaladin is proud 

and does not appreciate threats. Even succeeding at this 

check earns the PCs 1 Suspicion Point, and failing earns 

2 Suspicion Points. 

Kindness (no check): Completely healing Zonaladin's 

current hit point damage or removing one ofhis negative 

conditions automatically earns the PCs a success. 

Healing all of his damage and all of his conditions also 

cancels 1 Suspicion Point earned during this encounter 

(allowing for a negative value if no Suspicion Points have 

yet been accumulated). 
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Storytellin9 (Moderate Perform [oratory]): As far as 

Zonaladin is concerned , anyone who isn't inherently 

evil and who can tell a good story must also be a good 

ally. If a PC fails this check , the dragon critiques the 

story as being dull , trite , or predictable. 

Temptation (Moderate Bluff or Diplomacy): Zonaladin's 

patience with guard duty has reached the breaking 

point , and a PC might convince him to abandon his 

post. If a PC fails this check , the dragon spots the ploy 

and snorts his displeasure. 

Other (Moderate or Hard varies): As an intelligent and 

mostly rational creature, Zonaladin might be persuaded 

to stand aside for other reasons. Most tactics will have 

a difficulty of Moderate or Hard , but as the GM, choose 

the most appropriate DC and skill check for the PCs' 

proposed method of convincing the dragon. 

Trap: The Lissalans' assault triggered Zonaladin's 

long-laid traps, and he has not had a chance to reset 

them. Instead , he has placed a phantom trap just in front 

of the door to the Thousandth Spire to confound anybody 

attempting to sneak inside while he is distracted or 

otherwise unaware of their presence. 

Subtier 7-8(CR11) 

ZONALADIN CR 1 1  

Ma le  a du l t  copper  d ragon  (Pathfinder RPG Bestiary 1 06) 

hp 1 67 (cu rrent ly 1 3 8) 

TACTICS 
Before Combat Zona l a d i n  beg i n s  combat  wi th  the fa t i gued 

cond i t i on, a nega t ive leve l ,  a nd  on l y  two rem a i n i ng spe l l s  

per  leve l  d ue  to h i s  l ong  v ig i l  a nd  ea r l i e r  bat t les  a g a i nst the 

cu l t  of L i ssa l a .  Th i s  impa rts upon  h i m  a -2 pena l ty to Strength  

a nd  Dexte r i ty, a s  we l l  a s  a - 1  pena l ty  on  a l l  a b i l i ty checks, 

at tack ro l l s, combat  maneuver checks, Combat  Maneuver 

Defense, sav i ng  th rows, and s k i l l  checks, and red uces h i s  

caster l eve l by 1 when  determ i n i ng leve l -dependent  va l ues  

u s i ng  spe l l s  o r  spe l l - l i ke a b i l i t i es .  The reduc t i on  of h i s  

max i m u m  h i t  po i n t s  has  a l ready been ca l c u l a ted i nto h i s  

s tat i s t i cs  above. These  af fl i c t i o ns, wh i ch  Zona  l ad  i n  does no t  

have the ca pab i l i ty  t o  remove h i mse l f, red uce h i s  Cha l l enge  

Rat i ng  by  1 .  

During Combat Zona l a d i n  i s  a cau t i ous  fi g hter a nd  at tempts 

to s low as  many enem ies as  poss i b l e  before ret rea t i ng  to 

one  of the co l u m ns r i s i ng  f rom  the rav i ne .  From there he  

h a ra sses the PCs w i th  h i s  b reath wea pon wh i l e  p hys ica l l y  

i n capac i ta t i ng  a nyone who ca n reach  h im .  He  c l o se s  w i t h  

se r i o u s  ra nged t h reats to t r i p  a nd  d i sa rm them .  

Morale Zona l a d i n 's e njoyment of combat  l as ts  on l y  so l ong  

as  he i s  hea l t hy  a nd  has  a n  advan tage .  I f  red uced to  30  h i t  

po i nts o r  fewe r o r  made  i n capab l e  of fi g ht i ng  effect ive ly, he 

f lees, p l a n n i n g  to hea l  a nd  face the Pathfi nde rs when  they 

ex i t  the Thousand th  S p i re .  

Subtier 10-11(CR14) 

ZONALADIN CR 1 4  

Ma le  o l d  copper  d ragon  (Pathfinder RPG Bestiary 1 06) 

CG Huge  d ragon  (ea rth) 

lnit +3; Senses d ragon  senses; Pe rcept ion +27 

Aura fr ightfu l  presence (240 ft., DC 24), s low (5 ft., DC 25, 1 round) 

DEFENSE 
AC 32, to uch  7, f lat-footed 32 (-1 Dex, +2 5 na tu ra l ,  -2 s i ze) 

hp 227  (1 9 d 1 2 +1 04; cu rrent ly  1 90) 

Fort +1 7, Ref +1 0, Will +1 6 

Defensive Abilities uncanny dodge; DR 1 0/mag i c; 

Immune ac i d, pa ra lys is  a nd  s leep, d ragon  tra i ts; SR 26  

OFFENSE 
Speed 40 ft . , f ly 2 00  ft .  (poor); c l imb  stone  

Melee b i te +2 5 (2d8+1 2/1 9-20), 2 c l aws  +25 (2d 6+8/1 9-20), 2 

w ings  +20 (1 d8+4), ta i l  s l a p  +20 (2d 6+1 2) 

Space 15 ft . ;  Reach 10 ft .  (1 5 ft .  with b i te) 

S pecial Attacks b rea th  wea pon  (1 0 0 - f t .  l i ne ,  1 6 d 6  a c i d ,  

Ref l ex  DC  2 5  fo r  h a l f, u s a b l e  eve ry  1 d4  ro u n d s), c r u s h ,  

s l ow b rea th  

Spell - Li ke Abilities ( C L  1 9 th; concentra t i on  +24) 

At will-grease (DC 1 6), hideous laughter (DC 1 7), stone 

shape, transmute mud to rock (DC 20), transmute rock to 

mud (DC 20) 

Spells Known (CL 1 1 th; concentra t i on  + 1 6) 

5th (S/day)-feeblemind (DC 20), phantasmal webAPG (DC 2 1 )  

4 t h  (7 /day)-confusion ( D C  1 9), hallucinatory terrain ( D C  20), 

resilient sphere (DC 1 9) 

3 rd (7/day)-dispel magic, heroism, major image (DC 1 9), 

wind wall 

2nd  (7/day)-glitterdust (DC 1 7), invisibility, phantom trap, 

resist energy, see invisibility 

1 st (8/day)-alarm, identify, magic missile, shield, silent 

image (DC 1 7) 

O (a t will)-dancing lights, detect magic, ghost sound, 

light, mage hand, message, open/close, prestidigitation, 

read magic 

TACTICS 
Before Combat Zona l ad  i n  beg i n s  com bat  w i t h  the  fa t i g ued  

co nd i t i on ,  two  nega t ive leve l s, a n d  on l y  two  re m a i n i n g  

s p e l l s  pe r  leve l  d u e  t o  h i s  l o ng  v i g i l  a n d  e a r l i e r  ba t t l e s  

a g a i ns t  t he  c u l t  of  L i s sa l a .  T he  pena l t y  to S t r a n d  Dex f ro m  

fa t i g ue  a n d  the  red uc t i on  of max i m u m  h i t  po i nts  a n d  

CMD f ro m  h i s  nega t ive leve l s  have a l ready  b e e n  a p p l i ed  

to h i s  s t a t i s t i c s .  Add i t i o n a l l y, he  su ffers a -2  pena l t y  o n  

a b i l i ty  checks, a t tack  ro l l s, co m bat  m a neuver  checks, 

sav i n g  th rows, and sk i l l  checks  f ro m  his nega t ive l eve l s, 

wh i c h  ha s  not  been  refl ected i n  h i s  s ta ts .  These  pena l t i es, 

wh i c h  Zo n a l a d i n  has no  way to remove h i mse l f, red u ce h i s  

C h a l l e n ge  R a t i n g  b y  1 .  

During Combat Zo n a l a d i n  i s  a c a u t i o u s  fi g hter  a n d  a t tem pts 

to s l ow a s  many enem ie s  a s  poss i b l e  before retrea t i n g  to 
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To accommodate part ies of fou r  PCs, make the fo l l owing 

ad jus tment  to the encounter  i n  both  subt iers .  The L i ssa l ans  

affl i cted Zona l ad i n  with bestow curse, wither i ng  h i s  ta i l  and  

mak ing i t  u n usab le  i n  combat .  I n  add i t ion, Zona l ad i n  fa i led 

h i s  sav ing th row aga i nst waves of exhaustion, making h im  

exhausted i n stead of fat igued .  T he  exha usted cond i t ion  

lowers h i s  Strength and  Dexte rity by 4 beyond the pena l t ies  

a l ready presented i n  h i s  stat ist i cs, and  reduces h i s  speed to  

ha l f  i n  add i t ion  to  p revent ing h im  from 

• ru nn i ng  o r  charg i ng .  

o ne  of the  co l u m n s  r i s i ng  f rom the  

rav i ne .  T he re he  ha rasses the  PCs  w i th  

h i s  b rea th  wea pon  wh i l e  phys i ca l l y  

i n capac i t a t i ng  a nyone who  ca n rea c h  

h i m .  He  c l o s e s  w i t h  s e r i o u s  ra nged  

t h reats  to t r i p  a n d  d i s a rm t hem .  

Morale Zo n a l a d i n 's en j oymen t  of  

c omba t  las ts  o n l y  so  long a s  he  i s  

hea l t hy  a n d  h a s  a n  advan t age .  I f  

red u ced to 3 0  h i t  p o i n ts  o r  fewe r o r  

m a d e  i n ca p a b l e  o f  fi g h t i n g  e f fec t ive ly, 

he fl ees  ba ck  to h i s  l a i r, h o p i n g  to 

h e a l  a n d  awa i t  the Pa th fi n d e rs '  ex i t  

f rom t he  T ho u s a nd t h  S p i re .  

STATISTICS 
Str 27, Dex 8, Con 2 3, Int 20, Wis 2 1 ,  C ha 20  

Base Atk +1 9; C M B  +2 9 (+33 t r i p); C M D  38  ( 44  v s .  t r i p) 

Feats Combat  Expe rt ise, G reater Tr i p, I m p roved Cr i t i ca l  (b i te), 

I m p roved Cr i t i ca l  (c laws), I m p roved I n i t i a t ive, I m p roved Tr i p, 

I m p roved V i ta l  Str i ke, Power Attack, Spe l l  Focus ( i l l u s i on), 

V i ta I S t r i ke 

Skills B l uff  +27, Craft (tra ps) +35, D i p l omacy +27, F ly  +1 3, 

Knowledge (a rca na) +27, Knowledge ( h i sto ry) +27, 

Percept ion  +27 (+35 vs. t ra ps), Perform (comedy) +24, Sense 

Mot ive +27, Spe l l c raft  +27, Use Mag i c  Dev ice +27; Racial 

Modifiers +8 Percept ion  vs. t raps 

Languages Common, Dracon i c, Dwa rven, E lven, Gnome, Ha l fl i n g  

S Q  t ra p  master  
APG See the Pathfinder RPG Advanced Player's Guide. 

Development: If the PCs impress Zonaladin by 

succeeding at three or more skill checks, the dragon 

willingly allows them to enter the Thousandth Spire. 

So long as he was not convinced to abandon his post , he 

also vows to guard the entrance against other bands of 

cultists, leaving the PCs free to explore without worrying 

about outside threats. In addition, if the PCs exceed 

the DC of at least one of the skill checks by 5 or more, 

Zonaladin gifts the treasure noted below to the PCs from 

his lair to aid them in the trials ahead. 

If the PCs instead fight or otherwise antagonize 

Zonaladin , the dragon seeks refuge in his lair (and , in 

Subtier 10-11,  seals the entrance with stone shape). There 

he bides his time and plans his later ambush, as detailed 

on page 19. 
Treasure: If the PCs kill or subdue Zonaladin , they may 

find his lair near the eastern end of the ravine with a DC 

25 Perception check. Zonaladin rarely collects more than 

he can carry, and the lair contains only the following at 

present: three potions of cure moderate wounds; a pearl of 

power (md-level spells in Subtier 7-8; 4th-level spells in 

Subtier 10-11) ; a scroll containing four castings of al(gn 

weapon (one of each alignment) ; three scrolls of cure 

critical wounds; 12 uncut emeralds worth 2 0 0  
gp each ; and a lesser silent metama11ic rod in 

Subtier 7-8 or a silent metama11ic rod in 

Subtier 10- 11). 
Faction Notes: Cheliax faction 

PCs should mock Zonaladin by 

reminding him of the failure of his 

kin in Cheliax and by assuring him 

that future attempts against House 

Thrune are destined to fail , a message 

that shames Zonaladin if convincingly 

delivered. Doing so behaves like the 

intimidation option detailed above, 

but the PC receives a +15 circumstance 

bonus on the check. Succeeding at this check earns all 

Cheliax faction PCs i Prestige Point so long as none of 

them die during an encounter with Zonaladin. 

Shadow Lodge faction PCs should search the cultists' 

bodies for proof of some connection to the Aspis 

Consortium. No amount of searching turns up any such 

evidence, but the GM should still ask for Perception 

checks from the PCs. Searching them sufficiently allows 

them to truthfully tell Grandmaster Torch that they 

found no evidence, and earns each Shadow Lodge PC i 
Prestige Point (see page 21). 

Silver Crusade faction PCs should secure Zonaladin's 

aid in delivering a message to the other metallic dragons 

in the region, earning I Prestige Point if successful. 

Convincing Zonaladin to act as a messenger chafes at his 

pride, but a successful DC 25 Diplomacy check convinces 

him to overlook the slight so long as the message is 

short and easy to remember; any message longer than 

a sentence exasperates the dragon and increases the 

Diplomacy check's DC by 4. 

R.ewards: If the PCs successfully enter the Thousandth 

Spire , reward each subtier thusly: 

Subtier 7-8: 

Give each PC 458 gp. 

Subtier 10-11: 
Give each PC 1 , 458 gp. 
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B. THE THOUSANDTH SPIRE 
Though there are many nearly identical towers lining the 

crystal-filled crevasse that makes up Desgard's Thousand 

Columns, the structure known as the Thousandth Spire 

is unique. It holds the distinction of being the final tower 

constructed, by the last runelord of sloth , the Lissalan 

high priest Krune. The tower's name is something of 

a misnomer (as is the name of the entire ruin), for the 

tower isn't the thousandth of its kind , but as the final 

tower to be constructed, it took on the ultimate title of 

the ruin's hyperbolic name. In addition to using the 

tower as a storage facility for an army of bound outsiders 

(as his predecessors did in their towers), Krune used the 

Thousandth Spire to house one of the most important 

relics of his rule-a series of metal plates recording the 

command words to activate the refuJJe tokens that would 

lead his faithful to his place of rest when they had rebuilt 

his empire in his path. 

Unless otherwise noted , floors in the Thousandth 

Spire are made of smooth stone, and the walls are made 

of reinforced masonry. Since all the inhabitants of the 

spire are outsiders, and thus have darkvision, there are 

no sources of illumination within, except as noted in 

individual area descriptions. 

Bl. Hal l of Memories (CR  1 0  or C R  1 3) 

Fo u r  entra n ces l ead  from the  towe r's atr i u m ,  wh i ch  r i ses 

fifteen feet before d i s appea r i ng  i nto a c loud of dense ,  c h i l l  

m i s t .  A m u ra l  dep ict i ng  a p l ethora  o f  ext ra p l a n a r  creatu res 

wraps  i ts way a round  the en t i re room ,  focus i ng  on  the space 

a bove the  no rthe rn  door, where a l a rger-t h a n- l i fe dep ic t ion  

of a b a l d  man  cove red i n  tattooed r unes a ppears  to ho ld  t he  

otherwor l d ly creatu res i n  t h ra l l .  One of  h i s  h a nds  rests upon  a 

b ronze p ane l  from wh i ch  two a n ge l s  emerge. 

This 90-foot-tall cylindrical chamber showcases some 

of Krune's greatest feats of conjuration , each creature 

represented being one of the many outsiders bound 

within the Thousandth Spire or its neighbors. A DC 

i5 Knowledge (planes) check recognizes the outsiders 

as angels, daemons, devils, genies, and even creatures 

of the Dark Tapestry. Any PC who succeeds at a DC 25 
Knowledge (planes) check identifies individual species, 

including cornugon devils, efreeti , a shaggy demodand, 

denizens of Leng, and an astradaemon, all clearly posed 

as if offering obeisance to the tattooed master. 

Creatures: One of Krune's final acts of conjuration in 

the Thousandth Spire called a pack ofhounds of Tindalos 

to guard the entryway, for he knew that their tireless 

pursuit of any trespasser would challenge even the most 

dedicated tomb robber. When the Lissalans broke the 

seals on the Spire's entrance prior to being defeated by 

Zonaladin , the hounds quickly relocated to area B1 to 

wait in ambush. Both invisible and hidden above a foJJ 

cloud, they take turns observing the PCs through weater 

scryinJJ. The hounds are bound to the Thousandth Spire 

and cannot leave or use their angled entry ability to plane 

shift until someone removes the adamantine rune plates 

from the tower. 

Subtier 7-8(CR10) 

HOUNDS OF T INDALOS (3) CR 7 

hp 85 each (Pathfinder RPG Bestiary 2 1 5 8) 

TACTICS 
Before Combat The  hound s  pa t i en t l y  use d iv i n a t i o n  s pe l l s  to 

t rack the  PCs a n d  wa i t  to s t r i ke u n t i l  t he re a re v u l n e ra b l e  

o r  i so l a ted t a rgets  o n  t he  f i rst  fl oo r. The  hound s  t hen  cas t  

haste before us ing the i r  a n g l e d  en t ry a b i l i ty  to s t r i ke the 

PCs  f ro m  two o r  mo re d i re c t i ons  a t  o n ce .  I f  t he  PCs  a re 

a bou t  to so lve the  puzz le  i n  a rea B3, t he  ho und s  a t tack  

even w i thout  a ny advan tage .  

During Combat The hounds  s t ay  mob i le, u s i ng  t he i r  a ng led 

entry a b i l i ty  to te leport away f rom me lee  t h reats a nd  ha rry 

spe l l casters and other  ra nged t h reats .  

Morale Though  eager  to h u nt, a hound of T i n da l os uses i t s  

a ng l ed  entry a b i l i ty  to escape combat  i f  redu ced to 1 5  hp 

o r  less .  A hound a l so  attem pts to esca pe i f  a l l  o ther  hounds  

have f l ed  o r  been k i l led ,  t hough  i t  fi g hts t o  the death  i f  

u n ab l e  to use ang l ed  ent ry. 

Subtier 10-11(CR13) 

ADVANCED HOUNDS OF T INDALOS (6) CR 8 

hp 1 05 each (Pathfinder RPG Bestiary 2 1 5 8, 2 92) 

TACTICS 
Before Combat The  hound s  pa t i en t l y  use d iv i n a t i o n  s pe l l s  to 

t rack the  PCs a n d  wa i t  to s t r i ke u n t i l  t he re a re v u l n e ra b l e  

o r  i so l a ted t a rgets  o n  t he  f i rst  fl oo r. The  hound s  t hen  cas t  

haste before us ing the i r  a n g l e d  en t ry a b i l i ty  to s t r i ke the 

PCs  f ro m  two o r  mo re d i re c t i ons  a t  o n ce .  I f  t he  PCs  a re 

a bou t  to so lve the  puzz le  i n  a rea B3, t he  ho und s  a t tack  

even w i thout  a ny advan tage .  

During Combat The hounds  s t ay  mob i le, u s i ng  t he i r  a ng led 

entry a b i l i ty  to te leport away f rom me lee  t h reats a nd  ha rry 

spe l l casters and other  ra nged t h reats .  

Morale Though  eager  to h u nt, a hound of T i n da l os uses i t s  

a ng l ed  entry a b i l i ty  to escape combat  i f  redu ced to 20  hp 

o r  less .  A hound a l so  attem pts to esca pe i f  a l l  o ther  hounds  

have f l ed  o r  been k i l led ,  t hough  i t  fi g hts t o  the death  i f  

u n ab l e  to use ang l ed  ent ry. 

Development: If the hounds of Tindalos fail to 

overwhelm their prey in the first attack, any surviving 

hounds withdraw to continue their observations from the 
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Ma ke the fo l lowing changes to the encounter to 

accommodate part ies of fou r  PCs. 

Subtier 7-8: Removed 1 hound of T inda los  from the 

encounter. 

Subtier 10-11: Remove 2 adva nced hounds  of T inda los  

from the encounter. 

safety of a different floor. Unless they observe one or two 

PCs who are completely alone-particularly any that lose 

themselves in the teleportation puzzle in area B3-the 

hounds save their energy to attack once the PCs attempt 

to leave the tower (see page 20). 

82. Ho ldi ng Ce l ls 

Everb u r n i ng  l a nterns p l aced regu l a r ly a l o ng  these  d ust less  

h a l l s  i l l u m i n ate a passage b u i l t en t i re l y  of d u l l  i ro n  b r i cks 

mort a red togethe r  with l e ad .  Li ke p ictu res t ight ly  packed 

i nto a ga l l e ry h a ng  dozen s  of broad, b ronze p ane l s  em bossed 

with scenes of fiend i s h  a n i ma l s ,  p l a n a r  mo nstros i t ies ,  a nd  

t i ta n i c  beasts ,  e a c h  creature w i t h  a s ho rt i n scr ip t ion  engraved 

next to i ts  i m age.  Dam pened roars ,  m uted wa i l s ,  a nd  b a re ly  

a ud i b l e  speech sporad i ca l ly wh isper  t h rough  the  h a l l s ,  r u i n i n g  

t he  otherwise perfect s i l ence .  

These halls are clean, any settled dust having been 

swept up long ago by the lone gelatinous cube that 

patrolled the tower. The few inhabitants of Thousandth 

Spire have little interest in prowling the halls, leaving 

no sign of creatures' passage. Each floor contains 

approximately 100 panels distributed evenly throughout 

the hallways. 

Each panel, stretching from floor to ceiling and 

measuring approximately seven feet wide, is an arcane 

focus that allows anyone touching the panel and 

speaking one of the names inscribed into it to draw the 

corresponding creature from stasis into an adjacent 

square. A summoned creature drawn from a panel is 

bound to serve Krune, and most summoned creatures, 

enraged at their imprisonment , attack anything in sight 

before attempting to escape the tower. 

Should the PCs begin extracting summoned 

creatures at random, consult the Conjuration Among 

the Thousand Columns sidebar on page 7 to randomly 

determine what type of creature answers the summons , 

using the highest level spell a PC in the party can cast 

to determine what level spell effect to use. No creature 

summoned in this way can be controlled by the PCs, 

as they are not actively summoning the creatures to 

the Material Plane, rather releasing them from stasis 

within the bronze panels. 

Faction Notes: Andoran faction PCs should release 

three captive outsiders from the bronze plates found 

in these corridors. They may do so blindly, as indicated 

above , or they may select specific outsiders to free 

with a DC 25 Knowledge (planes) check. This allows 

Andoran faction PCs to choose any good- or neutral­

aligned captive creatures from the list of available 

spell levels in the sidebar on page 7. While the specific 

creatures released are unimportant to the Andoran 

faction mission , release of creatures that can exit the 

tower without alerting Zonaladin will benefit the PCs 

later in the adventure (see page 20 ). If the PCs release 

at least three outsiders from their stasis imprisonment , 

Andoran faction PCs earn 1 Prestige Point. 

83. The Path of the Primes 

Fo u r  corr i do rs converge orthogo n a l ly upon  an octagon a l  

space rough l y  t h i rty feet across i n  t he  towe r's center. I n  t h e  

p l ace o f  more bronze p a n e l s  sta nd  e i g h t  o p e n ,  recta ngu l a r  

doo rframes  adorned w i t h  me t a l  s tuds ,  e a c h  doorway's 

contents obscu red by coo l ,  gray m i st .  Em bedded i nto t he  

floo r  i n  t he  center of t he  roo m  i s  a l a rge n u mera l  one  crafted 

of red ma rb l e .  A s m a l l  n i c he  in the southeast  wa l l  

ho uses a h a nd-s ized, po l i s hed  gran ite statuette of 

a m uscu l a r  dwa rf wea r i ng  robes a nd  hefti n g  

a h amme r. 

Krune commissioned this room 

as an easy means of reaching the 

upper levels­

at least easy for 
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THE PATH OF THE PRIMES 
Floor Number Door A Door B Door e 
Fi rst 1 (1) 7 (2)* 8 (4) 

Second  1 (1) 4 (3) 19 (2)* 
Th i rd 1 (1) 2 (2)* 16 (5) 
Fou rth 1 (1) 4 (3) 8 (4) 
Fifth 1 (1) 3 (2)* 9 (3) 
S ixth 1 (1) 5 (2)* 18 (6) 

Seventh 1 (1) 12 (6) 15 (4) 
Eighth 1 (1) 20 (6) 21 (4) 

any who understand the system. Walking through 

a doorframe teleports the individual to an identical 

room (but without the statuette or access to area B1) on 

another level of the tower corresponding to the number 

of mathematical factors attributed to the number of studs 

that decorate the doorframe. Each floor corresponds to 

a particular number of factors, but only by walking 

through two prime-numbered doors in a row can the PCs 

reach Runevault , the treasury that holds the rune plates. 

Written above each door is a phrase in Thassilonian , 

which can also be deciphered with a DC 20 Linguistics 

check. Placed together in order, the phrases form a 

poem explaining the puzzle's solution. Starting with the 

southern entrance and proceeding clockwise, they read: 

I the lord of multiple 

Obscure the one from primal sight 

Hidden now by factors few 

A century I wait in night 

Product of the fewest steps 

Rise again the runelord's might 

Twice I strode, the lord of sloth 

Walk these doors to tower's height 

To solve the riddle, the PCs must travel through doors 

with a prime number of studs two times in a row. While 

there is no trap or hazard tied to entering portals in 

the incorrect order, the PCs risk wasting a considerable 

amount of time if they do not solve the puzzle ;  with 64 

permutations, the puzzle takes approximately 1 hour 

to solve by trial and error. Because the corresponding 

doors on each floor have a different number of studs, 

a PC attempting to retrace his steps may become lost. 

Luckily, the center of each room contains a marble inlay 

depicting the floor number, so players can use these 

to keep track of where they've ended up, and hopefully 

use such information to deduce what doors lead where. 

Alternatively, a PC may attempt a DC 18 Intelligence 

check to correctly interpret the poem provided above the 

doors in each room. 

The Thousandth Spire has eight levels, each 

corresponding to a different number of mathematical 

Door D Door E Door F Door G Door H 
12 (6) 16 (5) 25 (3) 40 (8) 64 (7) 
20 (6) 21 (4) 24 (8) 64 (7) 81 (5) 
18 (6) 30 (8) 35 (4) 49 (3) 64 (7) 
11 (2)* 28 (6) 36 (8) 64 (7) 81 (5) 
16 (5) 28 (6) 35 (4) 40 (8) 64 (7) 
24 (8) 25 (3) 33 (4) 64 (7) 81 (5) 
16 (5) 25 (3) 36 (8) 47 (2)* 64 (7) 
24 (8) 31 (2)* 49 (3) 64 (7) 81 (5) 

factors; the first floor corresponds to numbers with one 

factor (1), the second floor to numbers with two factors 

(2, 3, 5, 7, etc.) , and so on. A PC who walks through one 

doorway exits through a randomly determined doorway 

on the corresponding floor (use ld8 to determine from 

which door a character exits). Each floor contains a 

doorway to all eight floors, including itself. 

Each floor's numbers ascend from least to greatest , 

beginning with door A and proceeding clockwise around 

the room. The first floor's doors, for example, read: l, 7, 

8, 12 ,  16, 25 , 40, 64 and lead to floors l, 2, 4, 6, 5, 3 ,  8, and 

7, respectively. 

The table above lists the number of studs on the doors 

of each floor as well as the number of factors (and thus 

the destination floor) for each of the values. An asterisk 

accompanies all prime numbers, indicating the correct 

door from which to exit a given floor. 

Upon exiting through the second consecutive prime­

numbered door (which will always be door C on floor 2) , 
a creature is immediately transported to the entrance to 

Runevault at Ci.  

Creatures: Any surviving hounds of Tindalos from 

area B1 anxiously track the PCs using 11reater scryin.!J and 

locate creature, and they quickly converge on any PC who is 

alone for more than l minute. 

Faction Notes: Lantern Lodge faction PCs should 

solve the teleportation puzzle , determining that prime 

numbers are the key to reaching area B4. Should the PCs 

solve the puzzle only through trial and error, Lantern 

Lodge faction PCs can attempt a DC 18 Intelligence check 

to deduce the proper pattern. Solving the puzzle by either 

method earns Lantern Lodge faction PCs l Prestige Point. 

Qadira faction PCs should carefully recover the 

dwarven statuette found in a niche on the first floor. 

Worried that the gelatinous cube now in area C2 would 

absorb the statuette, one of Krune's servants adhered 

it to the niche using soverei.!Jn .!Jlue. Removing the piece 

by force requires a DC 20 Strength check, but doing so 

also damages the statuette. Applying universal solvent or 

making a DC 20 Craft (stonecarving) or DC 27 Disable 

Device check allows a Qadira faction PC to remove the 

statuette without breaking it , earning l Prestige Point. 



PATHFINDER SO CIETY SCENARIO 

Puzzles that i nvolve p layer knowledge and  deductive 

reason i ng  sk i l l s  may not be a g reat match for eve ry pa rty. 

When you beg i n  th i s  encounter, sta rt keep ing t rack of the 

e la psed t ime the p l aye rs spend tryi ng to fig u re i t  out .  I f  no 

PC succeeds at  the DC 18 I n te l l i gence check to deduce the 

puzzle's so lut ion ,  you r  p laye rs spend more than 1 O m i n utes 

of rea l  t ime tryi ng to fig u re out the so lut ion,  or  express 

frustrat ion at  being g iven a math prob lem i n  the m idd le  of a 

fa ntasy ro lep lay ing game, go ahead and  fast-fo rwa rd th rough  

the encounter. Th i s  shou ld  advance the i n -game t ime l i ne  by 

1 hour, affect ing any ongo ing  spe l l s  and  effects on the PCs, 

and add to Zona l ad i n's g rowi ng susp ic ion that the PCs may 

be up  to someth i ng  other than they i nd i cated. I f  there a re 

any su rv iv ing hounds  of T i nda los from encounter 81, they 

s imp ly  wa i t  for the PCs to emerge from the Runevau l t  at the 

. end of the scena rio  rather  than hunt them th rough  a rea 83.  

C. RUNEVAULT 
Successfully navigating the teleportation puzzle in area 

B3 deposits the PCs in the southernmost arm of the 

Runevault , a demiplane accessible only through the 

Thousandth Spire. The Runevault is a finite plane that 

extends for 100 feet from the pedestal in area C4, and it 

has normal gravity, normal time, and normal magic. In 

many ways is resembles the Material Plane except that 

it is magically morphic, responding to major creation 

and minor creation, a fact that the resident proteans have 

exploited to their fleeting amusement for thousands of 

years. The PCs arrive soon after the imentesh Glybweote 

has finished remodeling the walls to resemble the surface 

of an ochre-hued, artistically melted candle, though the 

architecture has all the strength of unworked stone. An 

open doorway resembling those in the Thousandth Spire 

provides a way back to area B3 of the tower's first floor. 

For more information on planar traits, see the Pathfinder 

RPG GameMastery Guide. 

Cl. A Riddle i n  Scales 

The  pockma rked wa l l s  of th is i r regu l a r ly s h a ped room 

s h i m mer  with a sheen of water tha t  weeps from un seen pores ,  

and v ibrant fe rns  and ep i p hytes grow from natura l  cav it ies 

and i m pe rfect i on s  in t he  wa l l s .  The  on ly tru ly d ry a rea  of 

the roo m  i s  an extens ive bookcase b u i l t  i nto the wa l l .  T h ree 

passages l ead  to t he  room ,  though each turns s h a r p ly, h i d i n g  

wh a t  l i es beyond  from easy vi ew. 

Krune created this small demiplane for the sole 

purpose of protecting the rune plates from prying 

eyes, but his guardians have altered the demiplane's 

appearance countless times since being bound here and 

it now looks little like it did when Krune formed it. 

Creatures: Runelord Krune bound three imentesh 

proteans- Glybweote, Yggirimini, and Autumiothop­

to guard the true rune plates however they saw fit 

(Yggirimini and Autumiothop are absent in Subtier 

7-8). For several centuries the proteans contented 

themselves with reading through the small library left 

for their amusement , but the memorization and subtle 

rewriting of the books' contents soon lost its novelty. 

The proteans turned their attention toward remodeling 

the demiplane to fit their evolving artistic standards, 

though 3 , 500  years ago the outsiders fell victim to the 

sin of sloth from their regular exposure to the rune 

plates. After using their spell-like abilities to fashion a 

fake set of rune plates and an additional tunnel leading 

from their home to a new vault, the imenteshes resigned 

themselves to perpetual laziness, and now spend most 

of their time arguing with one another over who will 

perform whatever task the other two deign important 

enough for their companion to undertake in their stead. 

Once she hears the portal to the Thousandth Spire 

activate , Glybweote polymorphs into an androsphinx 

(Pathfinder RPG Bestiary 3 251) using her change shape 

ability and calmly hails anyone who enters the room; 

if present , Yggirimini and Autumiothop change shape 

into gynosphinxes (Pathfinder RPG Bestiary 257) and use 

aid another to support any of Glybweote's deceptions. 

Glybweote plays the part of a noble sphinx bound to guard 

a secret treasure , though years of service have broken her 

spirit. If pressed for details about her imprisonment , 

Glybweote feigns indignation at the embarrassing 

question and attempts to change the subject. Likewise, 

she brushes off any attempts to free her, claiming that she 

will remain bound until her contract is complete. 

The proteans cannot willingly give away the true rune 

plates, and they are loath to expend energy fighting. 

Instead, Glybweote explains that each of the two paths 

beyond leads to a vault , but her master placed the Curse 

of Xin's Reckoning, a disastrously potent curse, upon one 

of the vaults and all within it. So long as the PCs agree to 

a test of riddles, Glybweote promises to point them down 

the correct path. If they accept the challenge, she nods 

gravely and recites two riddles. 

"What virtue acts long after others, yet rules supreme 

over six jealous brothers?"  The answer is sloth, and 

Glybweote uses the PCs' answer to assess how much they 

know of Thassilon. 

"He silently sleeps while the world above toils. His 

slumber stretches countless moons. He awakens to claim 

Golarion's spoils. His enemies fear this master of runes." 

The answer is Krune, and Glybweote judges whether or not 

the PCs are servants of the runelord based on their answer. 



In fact , the sphinxes intend to point the PCs down the 

longer of the two paths and toward the fake rune plates 

in area C3 no matter how the PCs answer the riddles. So 

long as the PCs attempt to answer the riddles correctly, 

Glybweote graciously admits that their answers are 

sufficient (even if they provided incorrect answers) and 

then inquires what the PCs intend to do with their 

prize. She moves aside to allow the PCs entrance to the 

longer tunnel regardless of the answer, but should the 

PCs attempt to enter the shorter passage, the sphinxes 

protest loudly. As appropriate, they claim that a curse 

will activate if anyone enters the wrong passage , that 

anyone entering the passage will awaken Krune, or any 

other convincing argument that might dissuade anyone 

from approaching area C4. Should the PCs ignore these 

warnings and attempt to enter area C4 despite the 

sphinxes' protestations, the proteans attack. 

Subtier 7-8(CR10) 

GLYBWEOTE CR 1 0  

Fema le  i mentesh p rotean  (Pathfinder RPG Bestiary 2 2 1 4) 

CN La rge  ou t s i de r  (chaot i c, extra p l a n a r, p rotea n, sha pecha nger) 

lnit +7; Senses da rkv i s ion 60 ft., low- l i gh t  v i s ion; Percept ion +20 

DEFENSE 
AC 1 8, to uch 1 2, f lat-footed 1 5  (+3 Dex, +6 na tu ra l, -1 s i ze) 

hp 1 2 3  (1 3 d 1 0+52) 

Fort +1 2 ,  Ref +7, Will +1 4 

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

Melee 2 c law +20 (2d6+8  p l u s  g rab) 

Space 1 0  ft . ; Reach 5 ft .  

Special Attacks pounce, rake (2 c law +20, 2d6+8 plus g rab), 

roa r  (DC 1 9), sneak  at tack +4d6 

Spell - Li ke Abilities (CL  1 Oth;  concentra t i on  + 1 5) 

Constant-detect law, tongues 

At will-dimension door (se l f  p l u s  50 l bs .  of objects  on l y), 

make whole, major creation, shatter (DC 1 7), shrink item 

3/day-choos hammer (DC 1 9), dispel magic, slow (DC 1 8) 

1 /day-breok enchantment, dispel low (DC 20), haste, 

polymorph any object (DC 2 3) 

TACTICS 
Before Combat G lybweote on l y  p repa res for combat  by cast i ng  

haste when she hea rs the PCs retu rn i ng  f rom  a reas C2 and  

CJ .  He r  stat i s t i cs  refl ect he r  a b i l i t i es  i n  sph i nx  fo rm.  

During Combat G lybweote a t tempts  to ca tch  a PC off g u a rd 

wi th  a snea k at tack a nd  he r  form's pou nce a b i l i ty  before 

u s i ng  he r  a n d rosph i nx  form's roa r  a b i l i ty  to d i s ab l e  as many 



PATHFINDER SO CIETY SCENARIO 

Ma ke the fo l lowing changes to the encounter to 

accommodate part ies of fou r  PCs. 

Subtier 7-8: Extended p roxim i ty to the rune p la tes has 

in f l i cted G lybweote with a n  unshakab le  torpor, and there i s  a 

500/o cha nce each round  that she is staggered for one round .  

Subtier 10-11: Remove one i mentesh protean from the  

encounter. 

PCs as poss i b le .  She  e i t he r  cont i n ues  to roa r  o r  

at tacks any  ac t ive P C s .  I f  red uced t o  40 h p  o r  

l ess, the p rotean  reve rts b a c k  t o  he r  na tu ra l  

form as  a free ac t i on, benefi t i ng  f rom  a 

CL 1 3th heal effect i n  the p rocess, before 

res um i ng  the fi g ht .  

Morale Krune bound  G lybweote to the 

Ru neva u l t  with the task of p rotec t i ng  

the t rue adamant i ne  rune p l ates un t i l  

h i s  retu rn .  As a resu l t, she fi g hts to  

the death .  

Base Statistics When not i n  the form of a 

sph i nx, G lybweote has  the base stat i s t i cs  of a 

no rma l  imentesh p rotean  presented i n  

t h e  Pathfinder RPG Bestiary 2. 

STATISTICS 
Str 26, Dex 1 7, Con 1 8, Int 2 3, Wis 1 8, 

C ha 2 1  

Base Atk +1 3; C M B  +22 (+26 g rapp le) ; C M D  35  (39  v s .  t r i p) 
Feats Combat  Expe rt ise, Combat  Refl exes, I m p roved Fe i nt, 

I m p roved I n i t i a t ive, I ro n  W i l l , Mu l t i a ttack, Persuas ive 

Skills Acrobat i c s  +1 9, B l u f f  +2 1 ,  D i p l omacy +2 5, D i s ab l e  

Dev ice +1 6, F ly -3, I n t im idate +25, Know ledge  (a rcana) 
+22, Knowledge (na tu re) +1 9, Knowledge (p l anes) +22, 

Knowledge (re l i g i o n) +1 9, Percept ion  +20, Sense Mot ive +20, 

Stea l th  +1 5, Swi m  +7 

Languages Abyssa l ,  P rotean;  tongues 

SQ change  shape  (greater polymorph) 

Subtier 10-11(CR13) 

GLYBWEOTE, YGGIR IMINI, AND AUTUMIOTHEP CR 1 0  

Fema le  a nd  ma l e  i mentesh p rotean  

h p  123  each (use the s ta t s  f rom  S u bt i e r  7-8) 
TACTICS 
Before Combat The protea ns on ly  p repa re for combat by cast ing 

haste when they hear  the PCs retu rn ing  f rom  a reas C2 and 

C3. The i r  stat ist ics refl ect the i r  ab i l i t ies i n  sph inx form, though  

Ygg i r im i n i  a nd  Autum io thep  do  not have the roa r  speci a l  

attack g ra nted to  G lybweote by  her  and rosph inx fo rm.  

During Combat The p rotea ns attempt  to catch the PCs off 

g u a rd with sneak attacks and t he i r  s p h i nx forms' pounce 

a b i l i ty. If red uced to 40 h p  or l ess, a p rotea n reve rts back to 

i t s  na tu ra l  form as a free ac t i on, benefi t i ng  f rom  a CL 1 3th  

heal effect i n  the p rocess, before res um i ng  the fi g ht .  

Morale Krune  bound the p rotea ns  to the Ru neva u l t  w i th  the 

task of p rotec t i ng  the adaman t i ne  rune p l ates un t i l  h i s  

retu rn .  As a resu lt, they fi g h t  to the death .  

Base Statistics When not i n  the form of a sph i nx, the p rotea ns 

have the base stat i s t i cs  of a norma l  imentesh p rotean  

presented i n  the Pathfinder RPG Bestiary 2. 

Development: So long as the PCs fall for their 

-ruse, the proteans complacently allow 

them to take the fake rune plates and 

depart unmolested. 

Treasure: The proteans' library 

contains many interesting titles, several 

thought to have disappeared completely 

with the fall ofthe Thassilonian empire. 

Although Glybweote altered the texts 

millennia ago, the collection is actually 

worth i,500 gp for its artistic merit alone. 

If it helps to motivate the PCs to leave, 

Glybweote willingly offers the PCs the 

entire collection. 

Rewards: If the PCs defeat or 

bypass the proteans and collect the 

books in their library, award each PC 

250 gp. 

C2. The Un l i kely Prisoner  (CR  6 or  C R  9)  
This tunnel twists its way toward the false rune plates' 

vault. The walls mimic the other rooms' melted 

appearance, though these are somewhat smoother and 

are dark gray with flecks of green. 

Trap: Modern-day scholars believe alchemists and 

arcanists working in Haruka's now-lost slime pits 

created the first gelatinous cubes. Whether this is in 

fact true, Krune included one in the Thousandth Spire 

to maintain a clean interior with the least effort on his 

part or that of his minions. After wandering aimlessly 

throughout the many floors for countless years, the cube 

accidentally "solved" the teleportation riddle and entered 

the Runevault. The imentesh Glybweote toyed with the 

ooze for a time before using polymorph any object to turn 

it into a snail for safekeeping. She then used her spell­

like abilities to carve a 40-foot chimney and a series of 

trapdoors into this tunnel , placing the snail at the very 

top, sealing the doors, and dispelling the polymorph 

effect. The gelatinous cube has remained at the top of 

this chute, fed only when the protean uses major creation 

to toss it short-lived scraps. After enduring countless 

years of magical food and regular torment by warpwaves, 

the gelatinous cube has absorbed a hint of its captor's 

anarchic nature. 
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Subtier 7-8 (CR 6) 

FALLING CUBE TRAP CR 5 

Type mechan i ca l; Perception DC 25;  Disable Device DC 25  

EFFECTS 
Trigger l oca t ion; Reset manua l  

Effect fa l l i n g  ge l a t i n o u s  cube  (a l l  i n  a 1 0 -ft . -sq u a re a rea); 6d6  

b l udgeon i ng  damage  a nd  engu lfed (DC 20  Ref lex for h a l f  

a nd  avo id  be i ng  engu l fed)  

ENTROPIC GELATINOUS CUBE CR 3 

hp 50 (Pathfinder RPG Bestiary 1 38, Bestiary 2 292) 

TACTICS 
During Combat The ge l a t i nous  cube  i nd iscr i m i nate ly uses i t s  

sm i te law a b i l i ty  before attempt i ng  to s l am and  consume as  

many ta rgets  a s  poss i b le .  

Morale The ge l a t i nous  cube  fi gh t s  to the death .  

Subtier 10-11(CR9) 

FALLING CUBE TRAP CR 8 

Type mechan i ca l; Perception DC 32; Disable Device DC 25  

EFFECTS 
Trigger l oca t ion; Reset manua l  

Effect fa l l i n g  ge l a t i n o u s  cube  (a l l  i n  a 1 0 -ft . -sq u a re a rea); 9d6  

b l udgeon i ng  damage  a nd  engu lfed (DC 2 2  Ref lex for h a l f  

a nd  avo id  be i ng  engu l fed)  

ADVANCED ENTROPIC GELATINOUS CUBE CR 4 

hp 58 (Pathfinder RPG Bestiary 1 3 8, Bestiary 2 292) 

TACTICS 
During Combat The ge l a t i nous  cube  i nd iscr i m i nate ly uses i t s  

sm i te law a b i l i ty  before attempt i ng  to s l am and  consume as  

many ta rgets  a s  poss i b le .  

Morale The ge l a t i nous  cube  fi gh t s  to the death .  

Treasure: The gelatinous cube contains little more 

than a few rusty coins and two flasks, one sealed and the 

other cracked open. 

Faction Notes: Osirion faction PCs should recover 

the sealed flask from within the gelatinous cube , which 

contains an unspoiled sample of bristleberry from 

ancient Thassilon. A successful Perception check (see 

trap statblock above for subtier-specific DCs) near the 

trapdoor reveals the faint smell of fruit , the lingering 

odor of the few bristle berries that were not sealed tightly 

enough. Retrieving the flask earns Osirion faction PCs 

i Prestige Point. 

C3. The False Plates 

Th i s  octagon a l  c h amber's fine l y  cut stone  wa l l s  a nd  floors  

offer  a sharp contrast to t he  i r regu l a r  a rch itecture of t he  so le  

passage that  opens  i nto i t .  A da rk  ma r b l e  pedesta l  s u ppo rts a 

stack of h a nd-sized i ron  p l ates, a nd  a s m a l l  p i l e  of gemstones  

g l i tters i n  one  of t he  room's corners .  

Glybweote carefully crafted this room to look as official 

as possible , and transferred what little treasure that she 

had on her to the room. The stack contains seven iron 

rune plates , each inscribed on one side with Thassilonian 

runes. They are fakes, created by the imentesh's polymorph 

any object spell-like ability from an old imperial coin , and 

any PCs examining them has a chance to recognize the 

plates' inferior quality. 

First , the plates radiate moderate transmutation 

magic , though a PC making a DC 25 Knowledge (arcana) 

check recognizes that conjuration or universal magic 

would be far more likely for rune plates keyed to the 

refu11e tokens. Second , the protean's transformation was 

unable to create valuable materials , and a DC 22 Appraise 

check reveals that the plates are of inferior workmanship. 

Third, though the runes on the plates are Thassilonian , a 

PC who makes a DC 30 Linguistics check recognizes that 

the syntax, grammar, and idioms are atypical for a native 

speaker of the language; a PC who can read Thassilonian 

gains a +5 bonus on this check. Dispelling the magical 

effect immediately reveals the rune plates as forgeries. 

Finally, the plates are easily bent with a DC i7 Strength 

check, indicating that they are not adamantine. 

Treasure: The gems include eight topazes worth 450 

gp each , five diamonds worth 625 gp each , i , 400 gp, and 

a rinIJ of spell knowled11e IJUE (rinIJ of spell knowled11e IIJUE in 

Subtier io-n). 

Rewards: If the PCs successfully recover the false rune 

plates, reward each subtier thus: 

Subtier J-8: 

Give each PC i ,620 gp. 

Subtier io-11: 
Give each PC 2,245 gp. 

C4. The True  Plates 

The wa l l s  and floo r  of th i s  s qua re chamber  a re fash ioned from 

massive b locks of stone,  a nd  the  room i s  l a i d  out  l i ke a sma l l  

s h ri ne ;  across from the  entra n ce stands a l ow tab l e  beari n g  a 

stack of redd i sh  meta l  p l ates stacked i n  a loose p i l e .  A l uxur ious  

ca rpet bear ing geometr ic  des igns stretches across  the m idd l e  

of  the room.  I n  the rug's center i s  a th ree-foot-h igh  ma rb l e  

pedesta l  ho l d i ng  a dark  po l i s hed  stone  sphe re .  Thass i l o n i a n  

scr ipt of  i n l a i d  go l d  enc i rc les the  sphe re at i t s  base .  

Despite the proteans' best efforts, they can't alter 

this room's appearance, nor can they even enter it. 

The conditions of Krune's binding prohibit it , and the 

proteans have long given up in trying to find a workaround 
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Those who swear fea lty to the ru ne lord of s loth and  the 

Thass i l on i an  rea l m  of Ha ru ka were rewa rded for do ing so 

by ga i n i ng a l i v i ng  tattoo from a powerfu l  a rt i fact ca l l ed  an 

inking sphere. This tattoo takes the form of the S i hedron, 

a seven-po i nted sta r that represents the maste ry of a l l  

schools o f  rune m a g i c  and  w a s  be l ieved t o  have power over 

a l l  other runes.  A character may opt to receive a Sihedron 

brand (service) from the inking sphere by touch ing the 

re l i c  and  rec i t i ng the words  emblazoned upon the sphere's 

base. Th i s  brand funct ions in a l l  ways l i ke a mag ica l  tattoo 

as presented on  page 1 6  of Pathfinder Campaign Setting: 

Inner Sea Magic. 

S IHEDRON BRAND (SERVICE) 

Aura moderate conj u ra t i on  [ev i l ) ;  C L  6th 

Slot none; Price 1 0,000  g p  (+1 ), 1 7, 500  g p  (+2) 

DESCRIPTION 
Th i s  d a rk i m age of the  S i h ed ro n  s u rro u n ded by a rc ane  

r u nes seems to m ove, l i ke water tra pped beneath two 

p a nes of g l a ss .  When  ga i n ed ,  t h e  b ra n d  me l d s  wi th  

t he  l a rgest exi st i n g  tattoo o n  yo u r  body (o r t h e  o n e  

with t he  h i g h est caster l eve l  if  yo u h ave oth e r  m a gi c a l  

tattoos), otherwise i t  m oves eve ry ld4  d ays to a ra n d o m ly 

dete rm i ned locat i o n  e l sewhere o n  yo u r  body. 

A c h a racter ma rked with the  lesser vers i on  of t h i s  

a rcane  tattoo receives a + 2  p rofa ne  bonus  on  attack a nd  

d amage ro l l s  aga i n st creatu res b ro ught t o  the  Materi a l  

P l a n e  v i a  a co nj u rat ion (su m m o n i n g) effect, a nd  g a i n s  a +2 
p rofa ne bo n u s  to AC aga i n st attacks fro m such  creatu res. 

Lesser vers i ons  of t h i s  m a rk exist , wh i ch  gra nt +i p rofa ne 

bon uses on  attack a nd  d amage ro l l s  a n d  to AC aga i n st 

s u m moned creatu res i n stead.  

CONSTRUCTION 
Requirements I n scr ibe Mag i c  

Ta ttoo 1sM, summon monster I; 

Cost 5,000  g p  (+1 ), 

8,750 gp (+2) 

for the master conjurer's command 

of them within this demiplane. The 

genuine rune plates consist of a stack 

of seven adamantine disks bearing 

Thassilonian runes. These plates radiate 

strong conjuration magic and are of finest quality. 

The polished stone sphere is an ancient relic from the 

days before Krune found himself forced to go into hiding 

from the cataclysm of Earthfall , an artifact called an inkinJJ 

sphere. When a servant of a runelord of sloth touched the 

inkinJJ sphere and spoke the incantation around its base, a 

portion ofthe servant's essence was held within the artifact 

and in turn, the artifact imparted upon the servant power 

over summoned creatures befitting one who served the 

realm of Haruka and the ideals of sloth. Such power took 

the form of potent magical tattoos, while the combined 

essences of those who used the sphere held within the 

artifact eventually grew to make it an intelligent item with 

no true identity but sentience nonetheless. 

The inkinJJ sphere speaks via telepathy to all who enter the 

plates' chamber, and tempts them with the power it can 

bestow. All it asks in return is that the user vow to use the 

nearby words of power to see the runelord Krune awaken. 

The sphere has no real memory or concept of time, and 

knows only that its purpose is to reward those who serve 

Haruka and the runelords who reign over the realm. It 

promises dominion over creatures brought to this plane 

to serve, all in exchange for the promise of fealty. 

The runes around the sphere's base read, in 

Thassilonian, "I proclaim my eternal devotion to the 

everlasting realm of Haruka, to the power of sloth , and 

to my runelord. I shall use the powers over my servitors 

to serve greatest Krune." Any PC who reads this phrase 

(the inkinJJ sphere can translate it telepathically to any 

willing creature) while touching the sphere takes 1 point 

of ability damage to all six abilities, but also receives a 

boon in return. This boon takes the form of a tattoo, 

which appears on the back of the character's hand and 

slowly works its way under the surface of the skin like 

water droplets sliding down a window pane. The ink 

seeks an existing tattoo or brand upon the PC's body, 

which it melds with , and alters to form a sihedron rune 

with other arcane symbols surrounding it. If the PC 

has no existing markings upon its body, the ink moves 

freely from place to place on the character's 

body, shifting locations every id4 days. 

See the sidebar on page 18 for the 

mechanical effects of receiving such a 

tattoo. Player characters in Subtier 

7-8 receive a lesser Sihedron 

brand, while those in Subtier 

10-11 receive the fully 

powered magic tattoo. 

Treasure: A PC who 

succumbs to the inkinJJ 

sphere's telepathic pressure and 

uses the artifact gains the Sihedron 

brand at no cost. While the brand appears on the scenario's 

Chronicle sheet, only characters who undergo this ritual 

receive the brand for free. 

Rewards: If at least one PC accepts the inking sphere's 

boon , reward each subtier thus: 

Subtier 7-8: 

Give each PC 1 ,666 gp. 

Subtier 10-11: 
Give each PC 2,916 gp. 
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AFTERMATH 
Once the PCs have retrieved the true rune plates (or the 

false ones, should they not recognize them as fakes) and 

they return to previously visited locations in and around 

the Thousandth Spire , several new encounters await 

them. The first is a series of nightmares made material 

who assault them in area B3. The second is an additional 

encounter with Zonaladin in area Az,  who has used the 

time while the PCs were within the Thousandth Spire to 

reconsider his allowing them access to the warded site. 

The S leepers St i r  ( CR  1 0  o r  C R  1 3) 
Despite being locked in stasis, the many conjured and 

called creatures trapped in the Thousandth Spire can 

dream, and over millennia these dreams have festered, 

congealed, and manifested as malevolent spirits. 

Creatures: One round after the PCs emerge from 

Runevault into area B3, these animate dreams converge 

on the party and attack. The dreams take the forms of 

their respective dreamers, and thus represent a variety 

of angels, fiends, and other extraplanar creatures at the 

GM's discretion. The specifics of an animate dream's 

appearance do not affect its statistics in any way. 

Though they are wholly malevolent , the animate 

dreams do not pursue any fleeing Pathfinders beyond 

the confines of the Thousandth Spire , and it's possible 

they couldn't even if they wanted to. The interactions of 

dreams and conjuration are strange and unpredictable in 

that way. 

Subtier 7-8(CR10) 

ANIMATE DREAMS (2) CR 8 

hp 90 each (Pathfinder RPG Bestiary 2 2 9) 

TACTICS 
During Combat The a n i mate d reams use F lyby Attack wi th  

t he i r  touch at tacks a nd  spe l l - l i ke a b i l i t i es  to h a rass the PCs .  

Morale The a n i mate d reams fi g h t  to the death .  

Subtier 10-11(CR13) 

ANIMATE DREAMS (6) CR 8 

hp 90 each (Pathfinder RPG Bestiary 2 2 9) 

TACTICS 
During Combat The a n i mate d reams use F lyby Attack wi th  

t he i r  touch at tacks a nd  spe l l - l i ke a b i l i t i es  h a rass the PCs .  

Morale The a n i mate d reams fi g h t  to the death .  

G rowing Susp ic ions 
As the PCs emerge from the Thousandth Spire back 

into area A2,  they once again encounter the copper 

dragon Zonaladin. If they previously slew the dragon 

in their initial encounter with him, he is obviously not 

Make the fo l lowing changes to the encounter to 

accommodate part ies of fou r  PCs. 

Subtier 7-8: Rep lace the two an imate d reams with one 

advanced a n imate d ream.  

Subtier 10-11: Remove two an imate d ream from the  

The S l eepers St i r  i s  a n  op t i ona l  encounter and  can be  

om itted i f  t ime i s  ru nn i ng  short .  Run  th i s  encounter on ly  i n  

one of t he  two fo l lowi ng cond i t ions :  i f  you  have more than 

2 hou rs of p lay t ime rema i n, o r  i f  the PCs  have accumu la ted 

fewer than 3 Susp ic ion Po i n ts with 90  m i n utes of play t ime 

rema i n i ng; otherwise a l low them to pass  unh i ndered from 

. the Thousandth Sp i re. 

here, but if he survived the encounter (whether due to a 

successful escape or because the PCs convinced him of 

their intentions without resorting to combat) his time 

awaiting their egress from the tower has given him (a bit 

too much) time to think. 

Creature: In the PCs' absence, Zonaladin reconsidered 

their timing and explanations only to conclude that 

the PCs might be cultists of Lissala in disguise, if not 

members of an even more nefarious operation. Bracing 

for a prospective battle, Zonaladin empties his lair of 

magical items, magically heals himself as necessary, 

and returns to await the PCs' return. If the PCs have 

accumulated 6 Suspicion Points by the start of this 

encounter, Zonaladin hides behind a nearby tower and 

uses major ima9e to create an illusory version of himself, 

hoping that his foes will expend precious resources on 

the fake dragon. 

After hailing the PCs, the dragon demands the PCs 

report on what they found within the Thousandth Spire. 

So long as they cooperate, Zonaladin engages the PCs 

in conversation in an attempt to confirm or dismiss 

his suspicions about their true motives. Convincing 

the dragon of the PCs' innocence and good intentions 

requires three successful skill checks using the rules 

from encounter A2 (see page 7). Every failed skill check 

earns the party an additional i Suspicion Point , each of 

which increases the DCs of subsequent skill checks and 

worsens Zonaladin's mood. 

Subtier 7-8(CR11) 

ZONALADIN CR 1 1  

h p  1 67 (use the stats from S ubt ie r  7-8 o n  page 9) 
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Zona l ad i n's i n i t i a l  d i spos i t ion depends upon how many 

Susp ic ion Po ints the PCs have earned i n  the i r  prev ious 

encounter with the d ragon .  

0-2 Points: Zona l ad i n  i s  po l i te but  wa ry. He asks po i nted 

q uest ions but  tr ies to avoid mak ing a n  exp l i c i t  accusat ion .  

3-5 Points: Zona l ad i n  i s  cu rt but  non-vio lent .  He ph rases 

h i s  q uest ions to nett le the PCs' pr ide, hoping to tr ick them 

i nto revea l i ng their "true" motives. I ncrease a l l  ski l l  check 

DCs i n  th i s  encounter by 2.  

6-8 Points: Zona l ad i n  i s  edgy and has a l ready conv inced 

h imse l f  that the PCs a re actua l l y  cu l t i sts, ra kshasas, assass i ns, 

or worse. He v ic ious ly i nterrogates the pa rty, mak ing  absurd 

accusat ions and  i nterru pt ing the PCs shou ld  they attempt 

to defend themse lves. I ncrease a l l  sk i l l  check DCs i n  th i s  

encounter  by 4. 

9+ Points: Zona l ad i n  attacks the PCs without wa i t i ng for 

a n  exp lanat ion .  

OTHER SOURCES OF SUSPICION 
In add i t i on, other factors ca n mod i fy the pa rty's tota l 

Susp ic ion Po ints even before they attempt to once aga i n  

converse w i t h  t he  d ragon .  

TACTICS 

+ 1 po int  if the PCs refuse to show Zona l ad  in a ny of the 

sp i re's treasu res, i n c l ud i ng  the rune p la tes. 

+ 1  point i f  a PC casts a spe l l  d u r ing the d i scuss ion 

without fi rst gett i ng Zona l ad i n's permiss ion .  

+ 1  po int  for every u ncontro l l ed  outs ider  the PCs 

summoned and a l lowed to escape the tower v ia means 

other than te leportat ion (which Zona l ad i n  wou ld  have 

no way to know about) .  

+ 3 po i nts i f  the hounds of T inda los i nterrupt the 

conversat ion;  Zona l ad i n  q u ick ly assumes that the 

hounds a re i n  league with the PCs .  

+6 po i nts i f  the PCs attacked Zona l ad i n  when they fi rst 

met h im .  

-2  po i nts i f  the PCs  show Zona l ad i n  the fa lse r une  p l ates 

and convi nce him that they a re genu i ne; Zona l ad i n  

eas i l y  detects t he  forgery and  f i nd s  i t  extremely 

amus ing  that a nyone wou ld  be tr icked by the fa ke 

p la tes, but he brushes off his m i rth as exu l tat ion that 

the tower's evi l  wi l l  be ban ished forever. 

Before Combat If the  PCs have a ccu m u lated 6 or mo re 

Susp i c i on  Po i nts by the beg i n n i ng of t h i s  encou nter, 

Zona l a d i n  casts shield and  grease on h i mse l f  when he hea rs 

the PCs a pp roach .  

During Combat Zona l a d i n  i s  a cau t i ous  fi g hter a nd  a t tempts  to  

s low a s  many enem ies  a s  poss i b l e  before retreat i ng  to one  

of the co l umns  r i s i n g  f rom  the ravi ne .  The re he h a rasses the 

PCs wi th  h i s  b reath  wea pon wh i le  phys ica l l y  i ncapac i ta t i ng  

a nyone  who can  reach  h im .  He  c loses wi th  ser ious  ra nged 

t h reats to t r i p  a nd  d i sa rm them.  

Morale Convi nced that  the PCs a re v i l l a i n s  a nd  ne 'e r-do -we l l s, 

Zona l a d i n  fi g hts b rave ly un t i l  red u ced to 35 h i t  po i nts or l ess, 

a t  wh i ch  po i n t  he f lees .  

Subtier 10-11(CR14) 

ZONALADIN CR 1 4  

h p  227  (use the stats from S u bt i e r  1 0-1 1 o n  page 9) 

TACTICS 
Before Combat If the  PCs have a ccu m u lated 6 or mo re 

Susp i c i on  Po i nts by the beg i n n i ng of t h i s  encou nter, 

Zona l a d i n  casts shield, see invisibility, and  grease on h i mse l f  

when  he hea rs the PCs a pp roach .  I n  add i t i on, he  uses  

transmute rock to mud to create fi e l d s  of mud  as  obstac les  

then  casts hallucinatory terrain h ide the i r  presence. 

During Combat Zona l a d i n  i s  a cau t i ous  fi g hter and he  hangs  

f rom  the s i de  of the Thousand th  Sp i re o r  retreats to  one  o f  

the co l umns  r i s i ng  f rom  the rav i ne  as  soon a s  he  ca n do  

so .  F rom there he  ha rasses the PCs w i th  h i s  breath wea pon  

wh i l e  p hys ica l l y  i n capac i ta t i ng  a nyone  who can  reach  h im 

t h ro ugh  h i s  s low a u ra .  He  c l o ses  wi th  ser ious  ra nged t h reats 

to t r i p  and d i s a rm them.  

Morale Convi nced that  the PCs a re v i l l a i n s  a nd  ne 'e r-do -we l l s, 

Zona l a d i n  fi g hts b rave ly un t i l  red u ced to 50 h i t  po i nts, at  

wh i ch  po int  he  f lees .  

Development: If the PCs convince Zonaladin of their 

honor and good intentions, he apologizes profusely 

and gives them what treasure he has to smooth over 

his mistake if he hasn't already given them everything 

he has. This goodwill lasts for approximately an hour 

before Zonaladin decides that his debt of honor has 

been repaid , but during this time he cheerfully assists 

the PCs in any remaining tasks they wish to accomplish 

in areas A1 or A2.  

Faction Notes: Cheliax faction PCs have one last 

chance to intimidate Zonaladin during this encounter. 

If they wait until he has become helpful , any PC making 

an Intimidate check against the dragon receives an 

additional +4 circumstance bonus on the check in 

exploiting Zonaladin's momentary shame. To earn this 

Prestige Point , no Cheliax faction PC may die in either 

this encounter or the previous encounter (area Az on 

page .7). 

Silver Crusade faction PCs have one last chance to 

convince Zonaladin to deliver the message to his fellow 

metallic dragons. If they wait until he has become 

helpful, any PC making the Diplomacy check receives a 

+4 circumstance bonus on the check. If Zonaladin dies or 

flees while hostile, Silver Crusade faction PCs receive no 

Prestige Points. 
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CONC LUSION 
Karethia meets the PCs as they leave Desgard's Thousand 

Columns, and she teleports them back to Heidmarch 

Manor for debriefing. Venture-Captain Sheila 

Heidmarch asks to see the rule plates immediately. So 

long as the Pathfinders recovered at least one set of plates, 

she is overjoyed and informs the PCs that the time to end 

Krune's threat to Varisia once and for all approaches and 

that the PCs' assistance at that time will be crucial. 

If the PCs recovered the fake rune plates, Sheila 

Heidmarch does not immediately realize the error as she 

congratulates the group on a job well done. Some of her 

support staff quickly do realize the error, though, and 

Sheila gathers the PCs to express her disappointment. 

Faction Notes: Shadow Lodge faction PCs reporting 

back to Grandmaster Torch find him in a seeming state 

of desperation as he asks the faction PCs whether they 

found any evidence linking the As pis Consortium and the 

Lissalans. A DC 20 Sense Motive check reveals that Torch 

is uncharacteristically not in control of his emotions and 

might not be thinking straight at this time. Any faction 

PC who provides fabricated evidence receives no Prestige 

Point, as Torch excitedly follows up on the findings only 

to be ridiculed later for his baseless claims. Shadow Lodge 

faction PCs reporting a failure to find evidence earn i 
Prestige Point ; Torch's initial disappointment fades, and 

he thanks the agents for their lesson in integrity. 

Success C onditions 
If the PCs recover the genuine rune plates and return 

them to Sheila Heidmarch , they each receive i Prestige 

Point for completing their primary mission. 

Faction Missions 
Player characters may earn prestige from their respective 

factions for completing the listed tasks during the course 

of the adventure. 

Andoran Faction: Andoran faction PCs who free at least 

three captive outsiders from area Bz earn i Prestige Point. 

Cheliax Faction: Cheliax faction PCs who successfully 

mock Zonaladin and do not die in combat with the 

dragon earn i Prestige Point. 

Grand Lodge Faction: Grand Lodge faction PCs who 

successfully mark a tower with divination foci in area Ai 

earn i Prestige Point. 

Lantern Lodge Faction: Lantern Lodge faction PCs 

who successfully decode the teleportation puzzle in area 

B3 earn i Prestige Point. 

Osirion Faction: Osirion faction PCs who recover the 

reagents from inside the gelatinous cube in area C2 earn 

i Prestige Point. 

Qadira Faction: Qadira faction PCs who recover the 

dwarven statuette from area B3 without damaging it earn 

i Prestige Point. 

Sczarni Faction: Sczarni faction PCs who successfully 

reprimand Omar in area A1 earn i Prestige Point. 

Shadow Lodge Faction: Shadow Lodge faction PCs who 

preserve Grandmaster Torch's integrity by reporting their 

failure to find evidence of an active link between the As pis 

Consortium and cult of Lissala earn i Prestige Point. 

Silver Crusade Faction: Silver Crusade faction PCs who 

convince Zonaladin to deliver a message to other metallic 

dragons earn i Prestige Point. 

Taldor Faction: Taldor faction PCs who complete the 

memory-cleansing ritual in area A1 earn i Prestige Point. 



• 

PATHFINDER SO CIETY SCENARIO 

Servant  of Freedom, 

You r  work to strengthen our  foothold i n  Va risia bears fruit a l ready, but there is sti l l  much to do. 

I bel ieve that the wrongdoings of Thass i lon sti l l  ta int  the land.  Whi le I rea l ize that the erad icat ion of a l l  res idua l  evi l 

from Thass i lon is beyond the rea lm of poss ib i l i ty, we should nevertheless do what we can. You r  cu rrent mission presents 

one opportun i ty to right an  anc ient wrong, however, and we cannot afford to not capital ize on such an  opportun i ty. You 

a re soon to head to the ru in  known as Desga rd's Thousand Columns. With in a re bel ieved to be count less imprisoned 

outsiders from other p lanes of existence, held wa it ing for the t ime their runelord captors need them i n  t imes of war. 

Whi le many of these creatures a re pure evil, others may be less malevo lent. Release for me at least three such creatu res, 

so that the i r  bondage ca n be ended .  
For a br ighter future, 

c::&/?c:YZ-7 � -
Major  Co lson Ma ld ri s  

Be loved Sav ior, 

Soon after the r ise of House Thru ne, a d i sorgan ized wea lth of freedom f ighte rs wr igg led out  of the woodwork to 

cha l l enge Che lax ian supremacy. I ' l l  spare you the unnecessa ry h i stor ica l deta i l s; they fa i l ed .  

Among these cha l l e ngers we re severa l dozen copper d ragons  that  had the ga l l  to ha rass o u r  a rmadas  and  

i n c i te rebe l l i on .  Severa l decades have passed s i nce we  bea t  sen se  i n to t hem,  but  that 's j u st l ong  enough  fo r  a 

sca led  beast to forget a proper ly taught  lesson .  I know that  severa l of the sha rp- tongued brutes res ide  i n  Va r i s ia ,  

and  i t  fa l l s  to you to rem i nd  any  such d ra kes of the pr ice of rebe l l io n .  You need not fi gh t  the crea tu res, bu t  you r  

words m ust be caust i c  enough  t o  sea r t he i r  pr ide .  Al so, do  no t  comprom ise the message by  fa i l i n g  to s u rv ive 

the exper ie nce. 

Pathfi nder, 

I ' l l  leave the door un locked th i s  t ime, 

� ;J;?� Paracountess Za rla D ra l neen 

I t rust  She i l a  He idmarch has imp ressed upon you the importance of comp let ing the miss ion at  hand before 

conduct ing the comprehens ive documentat ion of Desgard 's Thousand Co l umns. Un fortunate ly, the same wards 

aga i nst d iv inat ion mag i c  have prevented the society from peering i n to the other towers to assess whether or  not 

i t  wou ld  be worthwh i l e  to send a nother team to exp lo re their i nter iors .  

I n c l uded  i s  a pot of spec i a l l y  m ixed pa i n t  and i n st ruct ions o n  how to paint the necessa ry a rcane d i a g rams .  

Met i cu lous ly  pa i n t  t hese  images  onto the doors of a few other  towers, a nd  they  s ha l l  act a s  foc i  for fu tu re 

d iv i na t i on  mag i c .  

Honored Pathf i nder, 

� I _ _ ) Good luck ,  

· 7--Jln�a i n  Ambrus Va l s i n  

Ou r  ro le as gua rd i ans  of the Hao J i n  Tapestry fo l lowi ng i t s  exp lo i tat ion by  resou rcefu l l y  v i l l a i nous  Asp i s  Consort i um 

has brought  us much honor i n  the eyes of the soc iety, ye t  we must a lways be on the lookout fo r  new methods o f  

mag i ca l  tra nsportat ion so that we m igh t  better understa nd how to protect ou r  charge.  

The lost k ingdom of Ha ru ka spec ia l ized i n  te leportat ion mag ic, and  I have been pr iv i leged to learn that you w i l l  

be exp lor ing t h a t  very l and .  Seek  out  and  study t he  Thass i l on i a ns' te leportat ion mag ic, and  report b a ck  t o  me with 

deta i l s  a bout  how to operate the i r  porta l s  . 

Ancestors gu i de  you r  steps, 

Venture -Capta i n  Ama ra L i  
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Seeker of the cu re, 

Wh i l e  we ame l i o rate ou r  be loved pr ince's cond i t ion  thanks to you r  efforts in the f ie ld ,  h i s  affl i c t ion i s  at  best he ld  

at  bay. j ust as  i t  i s  the power of Thass i l on  that ravages h i s  body now, there i s  a chance that a potent med ic ine from 

tha t  emp i re m igh t  fi na l l y  ban i sh  the d i sease. 

Beca use of Desga rd's Thousand Co l umns'  l i ke ly s i gn if ica nce in the reviva l of the ru ne lord Kru ne, I ant i c i pate 

he m igh t  have sto red the fru i t  of the now-ext inct br ist leberry v ine, a compound legendary for i ts resto rat ive 

propert ies, to speed h i s  recovery. Seek it out  and  retu rn it to me. Br ist lebe rry is d i ffi cu l t  to prese rve, so any v iab le  

samp le  w i l l  l i ke ly be sea led t ight ly  i n  a meta l  f l ask .  

- Mih� 1 
For ou r  a i l i ng  pr ince, 

------------------------'-- Amenopheus, the Sapph i re Sage 

Champ ion of the Pad ishah,  

The fa l l  of Thass i l on  predates the dwa rves' so-ca l led Quest for Sky by some thousand yea rs, but  the nat ions 

traded on  a few ra re occas ions desp i te the m i les of so l i d  rock between them.  Wh i l e  you a re exp lor ing Thass i l on i an  

ru i n s, make every effort to f ind and  recover any dwa rven a rt i facts that you fi nd .  The leaders of janderhoff wou ld  be  

a l l  t oo  p leased to  d i scuss future trade dea ls  i f  we gave them so o ld  a re l i c  as  a g i ft . 

Ensure that whatever you f ind i s  pr ist ine and unda maged .  I wou ld  rather  not make the dwa rves susp ic ious with 

a n  a rt i fact that reeks of l i nger ing mag ic, so do  try to avoid any a pproach that wou ld  requ i re reparat ive so rce ry. 

SCZARNI 

Discrete Cous in, 

# I.!..� � J � 

To ou r  imm i nent  em i nence, 

71-- { - Trade Pr i nce Aaq i r  a l ' Hakam 

We  operate a fa m i l y  bus iness, and  as  fa m i l y  we  watch out  f o r  one another. Recent ly, my nephew Omar-a 

promis i ng  sc ion of ou r  esteemed fam i ly-dec ided to str ike out  on h i s  own and  seek h i s  fortune a mong the ru ins  of 

Thass i l on .  Wh i l e  we ca n trust h im  to su rvive a lone  in the w i l de rness, he is too va l uab le  an asset to let go. 

Ou r  fam i l y  wou ld  g reat ly app rec iate h i s  retu rn ing w i l l i ng ly. F i nd  h im, then imp ress upon h im a last ing lesson in 

h um i l i ty before send i ng  h im back to us. Scare h im o r  physica l l y  bend h im a l i t t le .  j ust bru ise h i s  ego, but  do not 

break h i s  body. 

Loya l Agent ,  

t?'A ::.!!)! for opportun i t ies, 

·C5ff4{ Gua ri l  Ka re la  

Desp ite our  best efforts ,  t he  Decemvi rate a nd  the i r  p uppets cont i n u e  to i gno re t he  th reat of t he  Asp i s  

Consort i u m  i n  favor  of t he  L iss a l a n  menace .  We h ave u ncove red some c l ue s  l i n k i n g  t he  two organ i za t ions ,  but  

we need more evi dence .  

F ind a con n ecti on-witnesses ,  ma r ked goods,  badges ,  a nyth i n g !-between the  two and report back to me  

on  you r  fi n d i n gs .  I f  o u r  wo rk  i s  to be  t a ken  ser i o u s ly, we  m ust h ave res u l t s !  

We must not fa i l ,  

G randmaster Torch 
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Champ ion of L ig ht, 

Decadent Thass i l on  did not crumb le  i n  a day, and i t  i s  u n l i ke ly that a s i ng le  event ban i shed the wiza rds of sin. It 

i s  rumored that X i n -Ha ru ka fe l l  to an a l l i a nce of meta l l i c  d ragons so many m i l lenn i a  ago, and I have hea rd that the i r  

descendants st i l l  i nhab i t  the a rea .  Shou ld  evi l eve r r i se  aga i n  i n  Va r is ia ,  the fo rces of good wou ld  benef i t  immense ly 

from the a i d  of d racon i c  a l l ies .  Shou ld you meet a meta l l i c  d ragon,  convi nce i t  to de l iver a proposa l  to others of i ts 

sept to a l ly with us should da rkness aga i n  threaten the reg ion .  

Let  peace re ign ,  

O l lysta Zadr i an  

TALDOR 
Agent of Ta ldor, 

The Magn ima ri a n  e l i te view us favora b ly, bu t  remember  that  hav ing a few cho i ce a l l i es can  be j u st as va l u a b le .  

We sta nd to w i n  the u ndy ing  l oya lty of a n  i n fl uen t i a l  fam i ly that  traces i ts roots to the t ime of Thass i l o n .  The 

fo und i ng  matri a rch made a hab i t  of dea l i ng wi th  outs iders, who i n  turn learned many of the fa m i ly's more 

t ro ub l i n g  secrets .  One of the rune lo rds  sea led that  outs ider  i n to the ru i ns, and  it is the re that  these secrets 

s l umber  even today. 

As a service to th i s  fa m i l y, you a re to f ind th i s  ru ne lo rd 's tower-I understa nd any d i s t i ngu i sh i ng  ma rks have been 

ch i pped away-and perform a s imple r i tua l  deta i l ed  on  th i s  scro l l  a t  the tower's entra nce, c leans ing the memory 

of the outs ider  bound wi th in .  
To  new a l l ies, 

Lady G lor iana Mori I l a  
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Has Completed This Scenario. 

• I tems Found During This Scenario 
lesser Sihedron rune (service) (10,000 gp) 

lesser silent metama11ic rod (3 ,ooo gp) 

pearl of power (2nd-level spell) (4 ,ooo gp) 

potion of cure moderate wounds (300 gp) 

rin!J of spell knowled11e II (6 ,ooo gp; Pathfinder RPG Ultimate Equipment) 

scroll of ali!Jn weapon (150 gp) 

scroll of cure critical wounds (700 gp) 

pearl of power (4th-level spell) (16 ,000 gp) 

rinlJ of spell knowled11e III (13 ,500 gp; Ultimate Equipment) 

Sihedron rune (service) (17,500 gp) 

silent metama11ic rod (11 ,000 gp) 

S IHEDRON BRAND (SERVICE) 

Aura moderate conj u ra t i on  [ev i l ] ;  C L  6th 

Slot none; Price 1 0,000  g p  (+1 ), 1 7, 500  gp (+2) 

DESCRIPTION 

Faction 

Th is  d a rk i mage of the S i h ed ron  su rrou nded by a rca ne  runes seems to move, l i ke water 

tra pped beneath two panes of g l ass. When ga ined ,  the b ra nd  me lds  with the l a rgest exi sti ng  

tattoo on  you r  body (o r the one  with the h i ghest caster l evel if you  h ave other mag ica l  tattoos), 

otherwise it moves every ld4 days to a ra ndom ly determi ned location  e l sewhere on  you r  body. 

A cha racte r ma rked with the lesser vers ion  of th i s  a rca ne  tattoo receives a +2 profane bonu s  

on  attack and  d amage ro l l s  aga i n st creatu res b rought  t o  the Materi a l  P l ane  v ia  a conj u ratio n  

(s ummon i ng) effect, a nd  ga i n s  a + 2  profa ne bonu s  to  AC aga i n st attacks from such  creatu res. 

Lesser vers ions  of th i s  mark  exist, wh ich  gra nt +1 p rofa ne bonuses on attack a nd  d amage ro l l s  

a nd  t o  A C  aga i n st s um moned creatu res i n stead .  

CONSTRUCTION 
Requirements I nsc r ibe Mag i c  Ta ttoo ' 5M, summon monster I; Cost 5,000 g p  (+1 ), 8,750 g p  (+2) 
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For GM Only 
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