


golden chest, studded with gems of all kinds.
Eﬂg-ra.ved on the lid of the chest is a short
poem:
“This armor is wefghted' I'Jy the honor and gfmjr
Of the true heroes who wore it in battle.

any those with a strong heart and true
warrior's spirit ;

May lift this armor from where it rests.

Those with the wisdom of the god's shall accept

This is a true warrior's armor, and walk away."”

Once opened, the chest is revealed to contain a
suit of golden, glittering full-plate, studded with gems
and gleaming brilliantly in the light, as well-polished
and undamaged as the day it was forged. This is
mere].y an illusinn, huwever, and both the chest and
its contents are nothiﬂg more than a permanent
image (DC 25 to disbelieve). Further, the illusion is
designed to make the armor seem too heavy to lift: no
matter what a character’s Stl:engt-h-scure is, he will
find himself unable to move the armor or the chest
containing it,

PCs who take the time to examine the rest of
the room find that it contains another exit, leading to
the navigator's cabin (see 5-3, below), as well as a
skeletal corpse, Wearing what appears to be a suit of
heavily worn and battle-damaged chainmail. This
armor is in fact the armor of Ather Fodin, glamered
to appear as unassuming chainmail. In fact the actual
armor is masterwork fullplate, and though it still
bears the signs of wear and battle that can be seen on
the chainmail version, it also bears several runes
carved into its surface. Once the PCs claim the true
armor, the image of the chest vanishes.

The illusion of the chest is actually a function of
the armor itself, a magical enchantment placed there
by Ather Fodin, and any time the armor is left
unattended the image reasserts itself.

5-3: THE NAVIGATOR'S CABIN
This cabin once he].unged to the navigator of
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The Naag. It is long since abandoned, its owner
having left after the shipwrec]: to fates unknown.
PCs who search the cabin find that it was largely
cleaned out, Presumal:ll}r ]:ly its former occupant,
or by looters who came after. The only things of
note in the room now are a handful of books,
including The Voyages of Bachrenar, and other
Ashessran Myths, Applied Astronomy, and
Metaphysics and You.

Of more note are three other bunks, the first
of which is a spellbock, containing the wizard
spells floating disc, grease, and obscuring mist.
The second is a set of sea charts, which grant a +5
circumstance bonus on all checks to navigate the
waters it covers, which include the passage back
from the island to the pl:u:e the PCs set out from.
Third, The Secrets of Boat Construction is a book
which details the construction of various ocean-
going craft. PCs who read this book (a process
which takes roughly eight hours) gain a +10 bonus
Ofl any craft check to build a sirﬂple l:n}at, and alse
learn what materials they will need to do so.

If the PCs decide to pursue building a boat,
they can gather all the necessary materials if they
draw from both of the shipwrecks, though neither
shipwreck has all the necessary materials on its
own. The craft check is DC 20, and the price of
the boat in silver pieces is 500; see the Pathfinder
Roleplaying Game Core Rulebook for more
details on using the craft skill.

6: THE STONE RUINS

This PlﬂEE holds a la_rge stone construction
with several staud.i_ng stone Pﬂ.la.l:s, some of which
support other large stones, forming a circle
around a lsu:ge stone slab. Each of the Pi]lars bears
a single runic inscription, but otherwise appears
to be nnt]':l_iﬂ.g more than la_tge stones ﬂ.‘l’f:l‘l:lgfd in a
remarkable position.

The slab in the center is erl.graved with a
legencL'

SURVEYOR'S NOTES -~ THE NORTHERN COAST

PCs surveying the area can note without difficulty the abundance of easy hunting provided by the
se:als, and those who succeed on a DC 15 Survival check can note an abundance of fish in the area as well.
Those succeeding ona DC 15 Histur}r (ur Profession {su].d_ier)} check can also note that the rocks make this
section of the island incredibly defensible from a naval assault.
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“First the mighty Ather Fodin came to this land
on his sa.z'ling sf:l.t'p, crasﬁ.ing into the rocks to the
north. The mighty warrior came down from the
north, exploring the land and living on wild

game. He made his way to the sacred cave,

where he battled the spirz't ofGa.rshalga, the
Great Wolf, who once terrorized this land. The
terrible she-beast de&ated, he travelled to the
land of the ores, and instructed them in his
ways. His work completed, the mighty Ather
Fodin climbed the E_Eghest _pea_k and ascended
into the Eternal Heavens, where he waits for his
waarrior children to follow him into the glorious
battles of the great beyﬂn fie

Embedded in the slab, directly in the center, is

the ring of Ather Fodin, a +1 ring of protection
bearing a number of glowing blue runes. PCs who
destroy the stone slab can find the ring amongst the
wreckage, but there is a far easier way to get at the
fabled treasure. Each of the stan{ling stones
corresponds to a particular direction on the compass,
with eight in all (one each for North, South, East,
and West, as well as one for North'East, MNorth-
West, etc.). By touching the runes on the stones in
the proper order, PCs can activate them, causing
them to glow with a brilliant white light in a straight
beam.

The beam of light is harmless, though it has a
fantastic effect on the stone slab, causing any part of
it caught in the direct light of the beam to vanish.
The ].eg-end Engraved on the stone is t_h.c L:E'}' to the
order of the runes, first the north (for the ship) must
be activate:d, then the southwest {for the cave) and
Eiﬂa.“y the nostheast (fnr the orc r:nn:aﬂ1pm-.=:ﬂt}. If the
PCs activate the wrong rune at any time, all the runes
deactivate, forcing them to start over. Each of the
three beams removes part of the stone, and in fact
with only a single beam showing observant PCs can
barely see the edge of the golden ring embedded
within. However, the ring can only be freed entirely

W]J.E:Il 3.1]. thIEE I:!EHJIIS are active.

SURVEYOR'S NOTES - THE COVE
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7 — THE COVE

This section of the island is a naturally-
formed cove which makes for an excellent harbor.
The area is rucky, but not desulate, and the rocks

do not extend out far Enough to cause pro':llems

for si]_igs which would wish to dock here.

7 -1 ERIK MONTROSE

Erik Montrose is a treasure hunter and
privateer extraordinaire, and has come to the
island in search of the R.Ega]ia. of Fodin. Erik
recently uncovered a set of documents believed
lost to history entitled The Song of Fodin, which
describe the Explnits of the great hero in much
detail. Of Parti.culzu: interest to Erik were two
stories from the text. One of these pAassages
explains how, in ages past, Ather's magical long
ship was caught in a fearsome storm and crashed
on a nameless island in the far north; Ather then
spent the better part of a Year on this islaﬂ.d,
th{mgh most of this part of the document was
damaged and unreadable. Based on the physical
description of the island, Erik determined that this
was the place mentioned in the texts, and set out
with several l:mdyguards to claim the relics for
himself.

Unfortunately for Erik, the missing part of
the document describes the time that Ather spent
with the ores, and so Erik was completely
unprcgared. to find a tribe of hostile warriors
between him and the treasure he seeks. Thcrug.’r:l. he
did bring some bodyguards, he is thoroughly
unpn:garzd for a full-on war with the orcish
tribes, and has spent his time since arriving
Eendiﬂg off orc raids and trying to determine a
way to sa.lva.ge this rapidly"wnrsening situation

before his crew mutinies or he is forced to turn

baclk f:m.pty'ha_nd.ed.

When he sees the PCs, he is overjoyed,
believing this to be exactly the solution he’s been
waiting for. If the PCs signf:cl on with Erik as

A handful of fruit-bearing plants can be found here, growing amidst the rocky outcroppings, and a
successful DC 15 Knowlzdge (Natm} check will allow a PC with a proper container to traﬂspla_nt one such
plant intact to bring back to the mainland. Additionally, there is exceptional fishing in the cove, and the
fishing is safer than that on the northern edge of the island, though the fish are not quite as bountiful.
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SURVEYOR'S NOTES - THE HEIGHTS

The heights appear to be rich in iron, and in fact PCs who succeed on a DC 10 Knowledge (Nature)

check can identify iron deposits visible on the ground, hinting at even more rich veins hidden below.
Towards the top of the heights PCs can find large deposits of ice, which could be melted to provide water

for any settlement on the island.

their p].ut houk, he makes a few statements about
how glad he is that they're all right, then explains
the situation and immediately sends them out to
EO recCOVer the treasures. If the}' balk at th_is, he
reminds them that he is paying them handsomely
for their services, and that his boat is now the
nnly way off of the island. If the PCs have never
met Erik before, or if they turned down his offer
but wound up on the island anyway, he expresses
joy at meeting “civilized people” on this
“backwater hellhole” and, after explaining his
situation, offers them the same rate he would
have offered in the beginning for giving him the
Regalia of Fodin, as well as promising them
passage off the island.

Either way, Erik has little idea about where
on the island the treasures might be, and snaps at
PCs who complain about the difficulty of finding
them, telling them to “po explore until they find
it.”

Erik does have a ship of his own, and unlike
the other two on the island it is still seaworthy.
PCs who try to take The Rose of the North Ey
force find that they will have to overcome no less
than four level 3 warriors as well as Hadim, Erik's
10}?31 Persnnai bud}rgusu:{i, a sth level Fi.ghte:r.
Some of the crew are growing restless, however,
and PCs who succeed on a DC 25 Diplomacy
check can convince the crew to mutiny; Hadim,
however, is always loyal to Erik, and even in the
event of a mutiny the PCs will have to fight him
to the death before the:y can capture The RDSE, at
which point they may find piloting the craft
difficult unless they have someone with ranks in
Profession (Sailor) or similar.

8 — THE HEIGHTS

This set of large and jagged hills rises up
steeply in the center of the island, towering above
the rest of the lsr_nciscape. It is home to very few
animals, the natural wildlife having been driven
away by a terrible and dangerous worg. The

b
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highest peak is guarded by Roht, an einherjar and
eternal servant of Ather Fod.i_ﬂ, who protects Ather's
cloalk from those mwnrt_hy of ta.kirl.g it.

8 — 1 THE LONE WORG

Rough.ly ha]fwa}r up the mountain the PCs are
set upon by a worg who has made the hei.ghta his
home, driving off any other predators from the small
mountain. It Vi.ci.nusl}r and savagely attacks them. It
does not fi.ght to the dzath, but will flee if reduced to
less than ¥2 hit points. Additionally, if it succeeds in
killing a PC it will attempt to retreat with the body,
devnuri_ng it in its lair and coming back to attack the
rest of the PCs 1at£:|:,. if '['hey remain.

Stats for the worg can be found in the
Pathfinder Bestiary.

& — 2 THE GUARDIAN

At the top of the h.ighest Pea.lc the PCs find
Roht, an einherjar in the service of Ather Fodin.
Roht's und}riﬂg task is to protect the Cloak of Fodin
from those who would take it, and he has waited on
this mountain since before the cl_isaPPEa_ta.nce of
Ather Fodin. When the PCs arrive he calls out to
them, Proclaimirl.g that ifthey want the Cloal of
Fodin I'_he}r will have to defeat him in gluri.-::us
combat. Roht fights to the death, though he will
accept surrender if the PCs offer it to him. PCs who
defeat him can find the cloak folded up ca.refu].ly ina
pcuch Roht carries on him: it is mid.nigllt'l:llm: and
has a number of runes stitched into it; additionally it
serves as a cloak of protection +1.

If the PCs return to the heights after d.efzati_ng
Roht, he may regenerate in the meantime (a process
which takes 2d4 da}rs), in which case he congratulates
the PCs for d:feating him and wishes them g-::cd
luck on their quest. Roht’s task does not truly end
until someone discovers the True Song of Fodin
contained in the Regalia; see below.



THE TRUE SONG OF FODIN

When assembled, the runes on the various
pieces of the Regalia of Fodin form a song; which can
be deciphered with a DC 20 Linguistics check. This is
the True Song of Fodin, which grants two benefits to
the PCs.

First, the song details the final resting place of
Ather Fodin's real treasure, someth_ing far la_rgf:r than
the trinkets left on this island. The final resting place
of that treasure is up to the DM, as finding it and
tra-::kirl.g it down should be an adventure which spans
several levzls, and continues to test the PCs alnng the
way.

The second benetfit is that the song itself is
imbued with magical power, and any bard in the
party can learn the song, gaining it as an additional

bardic music ability:

The Song of Fodin (Su): Bards familiar with the
True Song of Fodin can use their Ptl:fnrma_tu:e to
grant exceptional courage and clarity to their allies,
a.llowiﬂ.g them to focus c].earl}r on the task at hand.
To be QHECIE{L an aﬂy must be able to hear the song.
All affected allies are immune to fear and cnm.pulsinn
eftfects of all kinds. The True Song of Fodin is a
mind-affecting ability, and uses audible components.



APPENDIX 1: NPCS

ORC SCOUT
XP 135

Orc warrior 1
Any Chaotic or Neutral Medium I.’r:l.umaﬂ.uid
Init +0; Senses darkvision 60 ft.; Perception —1
Weakness light sensitivity

DEFENSE

AC 15, touch 12, flat-footed 13 {+3 a_n'nor)

hp 6 (1dio+1)

Fort +3, Ref +o0, Will 1

Defensive Abilities ferocity

OFFENSE

Speed 30 ft.

Melee Spear +3 (1d8+3/x3)

Ranged Heavy Crossbow +3 (1d1o/19-20 x2)
STATISTICS

Str 14, Dex 14, Con 12, Int 7, Wis 8, Cha 6
Base Atk +1; CMB +4; CMD 15

Feats Stealthy

Skills Stealth +5

Languages Common, Orc

SQ weapon faﬂn'lia_l:ity

SPECIAL ABILITIES

Ferocity (Ex)

An Orc Scout remains conscious and can

CR /3

continue F[ghting even if its hit point total is below o.
It is still staggﬁ:ﬂ:d and loses 1 hit point each round. A
creature with ferocit}r still dies when its hit point
total reaches a negative amount Equa.l to its

Constitution score.

ORC WARRIOR
See the Pathfinder Bestiary entry 401" for more

information.

RAGOSH, ORC CHIEFTAIN CR 4
XP 1200

Ore Barbarian s

LN Medium humanoid

Init +0; Senses darkvision 6o ft.; Perception —1
Weakness light sensitivity

DEFENSE

AC 14, touch 1z, Hlat-footed 14 {+4 armor, +1 Dex -2
Rage)*

hp 68 (5di2+30)*

Fort +9%, Ref +2, Will +3*

Defensive Abilities ferocity, Uncanny Dodge, Trap
Sense +1, Improved Uncanny Dodge

OFFENSE

Spud 40 ft. (30 ft. in armor)

Melee MW Spear +11 (1d8+15/%3)*

Spmiﬂl Attacks Rage (23 rmndsta}r},Rage
Powers

STATISTICS

Str 22%, Dex 12, Con 20%, Int 10, Wis 10, Cha 14
Base Atk +5; CMB +11; CMD 22

Feats Extra Ragf:, Power Atta.ck, Weapnn. Focus
(Spea_r)

Skills Survival +8 Intimidate +10 Perception +8
Diplomacy +7

Languages Common, Orc

SQ weapon famili arity

TREASURE

NPC Gear (MW Spear, +1 Hide Armor, Potion of
Bull Strengtl:, Potion of Cure Moderate Wounds
x2 Elixir of Fire breath)

SPECIAL ABILITIES

Ferocity (Ex)

An Orc Scout remains conscious and can
continue thting even if its hit point total is
below o. It is still staggered and loses 1 hit point
each round. A creature with ferocity still dies
when its hit point total reaches a negative amount
equal to its Constitution score.

Fast Movement (Ex)

A barbarian’s land sp-f:ed is faster than the
norm for her race Ey +10 feet. This benefit applies
only when he is wearing no armor, light armor, or
medium armor, and not carrying a heavy load.
Apply this bonus before modifying the
barbarian’s speed because of any load carried or
armor worn. This bonus stacks with any other
bonuses to the barbarian's land sp-eed.

Rage (Ex)

A barbarian can call UpOn iNNer feServes of
strength and ferocity, granting her additional
combat prowess. Starting at 1st level, a barbarian
can rage for a number of rounds per day equal to 4
+ her Constitution modifier. At each level after
1st, she can rage for 2 additional rounds.
Temporary increases to Constitution, such as
those gained from rage and spells like bear's
Enduraﬂce, do not increase the total number of
rounds that a barbarian can rage per day. A

barbarian can enter rage as a free action. The total



number of rounds of rage per day is renewed after
resting for 8 hours, although these hours do not need
to be consecutive. (23 Rounds)

While in rage, a barbarian gains a +4 morale
bonus to her Strength and Constitution, as well as a
+2 morale bonus on Will saves. In adc]_iti.oﬂ., she takes
a—2 Pena.lty to Armor Class. The increase to
Constitution grants the barbarian 2 hit points per Hit
Dice, but these disappear when the rage ends and are
not lost first like temporary hit points. While in rage,
a barbarian cannot use any Charisma-, Dexterity-, or
Intelligence-based skills (Except Acrobatics, Fly,
Intimidate, and Ride) or any ability that requires
patience or concentration.

A barbarian can end her rage as a free action and
is 'fatigl.led after rage for a number of rounds Equal to
2 times the number of rounds spent in the rage. A
barbarian cannot enter a new rage while fatigm:cl or
exhausted but can otherwise enter rage multip!.e
times during a single encounter or eombat. If a

barbarian falls unconscious, her rage immediately

ends, placing her in peril of death.
Rage Powers (Ex)

Superstition (Ex): The barbarian gains a +2
morale bonus on sa.ving throws made to resist sgeﬂs,
supernatural abilities, and spell-like abilities. This
bonus increases by +1 for every 4 levels the barbarian
has attained. While raging, the barbarian cannot be a
willing target of any spell and must make saving
throws to resist all spells, even those cast by allies.

Renewed Vigor (Ex): As a standard action, the
barbarian heals 1d8 points of damage + her
Constitution modifier. For every four levels the
barbarian has attained above 4th, this amount of
damage healed increases by 1d8, to a maximum of 5d8
at 20th level. A barbarian must be at least 4.t1'1 level
before selecting this power. This power can be used
only once per day and only while raging. (2d8)
Uncanny Dodge (Ex)

At 2nd level, a barbarian gains the ability to
react to danger before her senses would normally
allow her to do so. She cannot be caugl:ll: ﬂat-‘fonted,
even if the attacker is invisible. She still loses her
Dexterity bonus to Armor Class if immobilized. A
barbarian with this ability can still lose her Dexterity
bonus to Armor Class if an opponent successfully
uses the feint action against her.

Trap Sense (Ex)

At 3cd level, a barbarian gains a +1 bonus on

Reflex saves made to avoid traps and a +1 E!ﬂdge

bonus to Armor Class aga_inst attacks made |:|y
traps.
Improved Uncanny Dodge (Ex)

At Sth level and hig]:ler, a barbarian can no
lorl.ger be flanked. This defense denies a rogue the
a.bility to sneak attack the barbarian b}' ﬂanking
I'J.F_'r, unless the attacker has at least four more
rogue levels than the target has barbarian levels.

* Stats While Ragiug, Ragns]:l. always Power
Attacks

RAGOSH, WITH REGALIA
XP 1600

Orc Barbarian s

LN Medium humanoid

Init +0; Senses darkvision 60 ft.; Pesrception +8
Weakness light sensitivity

DEFENSE

AC 19, touch Iz, flat-footed 18 {—1—9 armor -2 Ragt
+1 Deflection)*

hp 68 (5di2+30)*

Fort +10%, Ref +3, Will +4

Defensive Abilities ferocity, Uncanny Dodge,

CR 5

Trap Sense +1, Improved Uncanny Dodge
OFFENSE

Spud 40 ft. (z0 with armor)

Melee +1 Spear +11 (1d8+16/x3)*

Spmial Attacks Rage (23 roundsf[}ay), Rage
Powers

STATISTICS

Str 22%, Dex 12, Con 20%, Int 10, Wis 10, Cha 14
Base Atk +5; CMB +11; CMD 23

Feats Extra Rage, Power Attack, Weapnﬂ. Focus
(Sgea_r)

Skills Survival +8 Intimidate +10 Perception +8
Diplomacy +7

Languages Common, Orc

SQ weapon familiarity

TREASURE

NPC Gear (MW Spear, +1 Hide Armor, Potion of
Bull Strength, Potion of Cure Moderate Wounds
x2 Elixir of Fire breath)

* Stats While Ragiﬂ.g, Ragush always Power
Attacks



GRURAG, ORCISH HIGH PRIEST CR 2
XP too

Ore Cleric 3

NE Medium humanoid

Init +0; Senses darkvision 60 ft. ; Perception +2
Weakness light sensitivity

DEFENSE :

AC 14 {+4. ﬂ.{:l.'nﬂf} touch 10, flat-footed 14

hp 13 (3d8)

Fort +3, Ref +1, Will +5

Defensive Abilities ferocity

OFFENSE

Speed 30 ft.

Melee Q_uarterstaff +4 (Idﬁ+2)

Domain Spell Like Abilities Touch of Evil, Copy
Cat

Cleric Spells Prepared (CL3)

2nd - Eagle's Splendor x2, Invisibility (D)

1st - Command {‘DC 13), Summon Monster I, Doaﬂl,
Protection From Good (D) .

o - Bleed, Detect Poison, Guidance, Resistance
Special Attacks Channel Negative Energy 2d6 DC
13;

STATISTICS

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

Base Atk +2; CMB +4; CMD 14

Feats Persuasive, Deceitful

Skills Bluff +10, Diplomacy +10, Intimidate +7
Languages Common, Orc

SQ weapon familiarity, Aura of Chaotic Evil,
Trickery Domain, Evil Domain.

Treasure NPC Gear (MW Q_ua:terstafF, Potion of
Cure Disease, royal outfit and 450 gp worth of
jewelry)

SPECIAL ABILITIES

Ferocity (Ex)

An orc remains conscious and can continue
fighting even if its hit point total is below o. It is still
staggered and loses 1 hit Pnint each round. A creature
with ferocity still dies when its hit point total reaches
a negative amount equal to its Constitution score.
Aura (Ex)

A cleric of a chaotic, evil, good, or lawful deity

has a Pa.rti.cularl}r Pcwerful aura currespun&ing to the

deity's a].ign.l:m:ﬂt (SEE the detect evil st:u. for detaﬂs).
Channel Energy (Su)

Channeli_ng ENErgy CAUSES 3 burst that affects all
creatures of one type (either undead or ]_ivirl.g) ina

3D'Eout radius centered on the cleric. The amount of
damage dealt or healed is equal to 1d6 points of

{lamage for every two cleric levels hf:yund Ist (2{16
at jrd, 3clﬁ at 51]1, and so r::rn}. Creatures that take
damage from channeled ENEIEY Ieceive a Wwill
save to halve the damage. The DC of this save is
equal to 10 + 1/2 the cleric's level + the cleric's
Charisma modifier. Creatures healed ]J'y channel
energy cannot exceed their maximum hit point
total—all excess he:a.liﬂ.g is lost. A cleric may
channel energy a number of times per da.y equa.l
to 3 + her Charisma modifier. This is a standard
action that does not Erovol{e an attack of
opportunity. A cleric can choose whether or not
to include herself in this effect. A cleric must be
able to present her hnly symbul to use this abﬂity.
Domain Powers

Copycat (Sp): %ou can create an i.u.usory
double of ynurse]f as a move action. This double
functions as a 5ing|.e Mirror Image and lasts for a
number of rounds equa]. to your cleric level, or
until the i.uusor}r [luplica.te is clispeﬂed or
ﬂestrnyed. You can have no more than one copy-
cat at a time. This a.Eilit}r does not stack with the
Mirror Image speﬂ. You can use this 3]}5J.it}r <
number of times per da.y Equﬂl to 3 + your
Wisdom modifier.

Touch of Ewil (Sp): You can cause a creature
to become sickened as a melee touch attack.
Creatures sickened I:ry your touch count as gﬂud
for the purposes of SPEUS with the ewvil descriptur.
This a]::i.lity lasts for a number of rounds Equal to
1/2 your cleric level (minimum 1). You can use
this abi.!ity a number of times per da.y Equa]. to 3 +
your Wisdom modifier.

ERIK MONTROSE
XP 400

Human Expert 3

N Medium humanoid
Init +0;

DEFENSE

ACn {+1 DEJ:) touch 11, flat-footed 10

hp 13 (3d6+3)

Fort +1, Ref +2, Will +1

OFFENSE

Speed 30 ft.

Melee MW mithral dagger +3 (1d4-1 /19-20%2)
Rl.:ngi:d Light Crossbow +3 (1d8/19-20x2
STATISTICS

Str 10, Dex 12, Con 11, Int 15, Wis 7, Cha
Base Atk +2; CMB +3; CMD 13

CR 1



Feats Persuasive, Deceitful

Skills Appraise +8, Knowledge History +8,
Profession {Explnrer) +4, Sense Motive +4,
Perception +4, Diplomacy +6, Linguistics +6,
Survival +4

Languages Common, Elf, Dwarf, Gnome
NPC Gear (Sp}rglass, mithral dagger)

BODY GUARD CR /2
XP 200

Human warrior 2

N Medium humanoid (human)
Init +2; Senses Perception -1
DEFENSE

AC 14, touch 12, flat-footed 12 {+2 armor, +2 sz)
hp 19 (2dio+4)

Fort +4, Ref +2, Will -1

OFFENSE

Speed 30 ft.

Melee Halberd +5 (1d10+3/x3)

Ranged Short bow +4 (1d6)

STATISTICS

Str 14, Dex 15, Con 12, Int 9, Wis 8, Cha 7

Base Atk +2; CMB +3; CMD 14

Feats Point Blank Shot, Wea.pun Focus (Battleaxe)

Skills Climb +6, Profession (sailor) +4, Swim +6

Languages Common

Weapon Focus (falchion), Weapon Specialization
(falchion)
Skills Climb +9, Perception +g, Survival +9

Languages Common
NPC Gear (+I Breastplate, +1I Fa.lc]':l.iun)

*Hadim a.lwa.ys power attaclks

ROHT, ETERNAL GUARDIAN CR 3
XP 8oo

Human Fighter 1 (Emhega_r)

LG Medium humanoid (human)

Init +2; Senses Perception +3

DEFENSE

AC 22 touch 15, flat-footed 18 (+5 armor, +2 Shizl.d, +4
Dex, +1 Sacred)

hp 15 (1d10+5)

Fort +6, Ref +4, Will +2

Defensive Abilities fast healing 2, immunity to
death effects and energy drain, DR Sfma.gic,
Eejuvenation

OFFENSE

Spl:l:l:l 40 ft. (30 ft. in armor)

Melee War Hammer +7 (1d8+5/x3)
STATISTICS

Str 20, Dex 18, Con 18, Int 15, Wis 15, Cha 15
Base Atk +1; CMB +6; CMD =0

NPC Gear (mastemurk leather armor, halberd, bow} Feats Weapon Focus (Wa_rhammzr}

HADIM

XP 1,200

Male human ﬁghter 5
LN Medium humanoid (human)
Init +5; Senses Perception +6

DEFENSE

CR 4

AC 1g, touch 12, flat-footed 17 (+I Dex, +7 armort, +1

dodge)
hp 47 (sdio+15)
Fort +6, Ref + will +25 41 bonus on Will saves

against fear

Defensive Abilities armor training, bravery

OFFENSE
Speed 30 ft.
Melee falchion +9 (2d4+15/18-20)*

Skills Perception +3 Climb +9 Survival +6 Craft
(Weapnu} +6
Languages Common
NPC Gear (Warhamer, +1 Chain shirt, MW Heavy
Steel Shie:ld)
SPECIAL ABILITIES
Immortal Form (Ex):
This functions just like the monk class feature

timeless body, except that the einherjar doesn’t die

from old age.
Oversoul Transformation (Su):

Roht does not use his oversoul transformation
for any reason.
Undying Purpose (Ex): Einherjar all have a specific
purpose that is obtainable and has a concrete end

point (for example, an orc could become an einherjar

Offensive Abilities Weapon Training {heavy bla.de) with the purpose of destruyiﬂ.g an elf, but not to just

+1

STATISTICS

Str 18, Dex 13, Con 14, Int 10, Wis 12, Cha 8
Base Atk +5; CMB +9; CMD 20

Feats Dodge, Improved Initiative, Power Attack,

become strongf::::]'. The patron can revoke the status
of einherjar if he feels that the einherjar isn’t actively
striving toward her final goal.
Abilities:

An einherjar gains a +4 bonus on three ability



scores of her choice and a +2 bonus on the other three.
Rejuvenation (Su):

In most cases, it's difficult to destroy an
einherjar through simple combat: the destroyed
einherjar restores herself in 2d4 days. After this time
passes, the einherjar returns fully healed (albeit with-
out any gear she left behind on her previc.ﬂ_m I}ndy} at
the last Pla.ce that she considered home {1E she doesn't
consider aﬂ.ywl:lere "hom{:," she instead returns to the
Place she di:d}. Even the most pﬂwerful spells are
usually uﬂly temporary solutions. The Oﬂl}l’ way to
permanently destroy an einherjar is to determine the
reason for its existence and set right whatever
prevents it from resting in peace. The exact means

wvaries with each ein.hetjar and may require a goﬂd

deal of research, and should be created sp:ci.fically for
each different Einhf:l:jar Ey the GM.
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"DISCOVER THE LEGACY
OF ATHER FODIN

When a freak storm leaves the PCs stranded on the frigid
island of Mjorin, their first priority becomes surviving in
order to escape. Mjorin is more than simply a frozen
wasteland, however, and PCs will be forced to take sides
in a ferocious struggle over the regalia of Fodin, a set of
artifacts which reputedly belonged to the legenday figure
of Ather Fodin himself. Will the PCs use the artifacts to
restore order to the tribe of orcs which inhabit the island
and, to this day, continue to live by Ather’s teachings? Oz
will they hand them over to a glory-secking explorer will-
ing to pay them handsomely for their troubles? Perhaps
they will instead aid the dissidents in the orc tribe, mur-
dering the chieftain in exchange for passage home.

But before the PCs can choose theit side, they must first
get their hands on the regalia, scattered across the island
and protected by a series of trials which will test not only
their combat prowess, but also their intellect, wisdom, and
the purity of their spirit.

Can your PCs unlock the true legacy of Ather Fodin, or
will they too fail, as have so many before them?
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