


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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