- ) \ \ paizo.com, Kevin Athey <drizg@aeq.org>, May 8, 2013
-, ’ ' -
;) - , ’ )

‘ | -
d ’ vl | [ )
> ' . )




paizo.com, Kevin Athey <drizz@acm.org>, May 8, 2013

A Curse at the Old Inn

WRITTEN & DESIGNED BY
Michael Evans
COVER & INTERIOR ART

Robert Kusiak

PLAYTESTING
Robert “Tizzbin” Kusiak, Meghann “Cora” Locker, Jakob “Kav” Locker,
Pete “The Wolfmaster” Locker, Alex “Falli” Spittle, Ryan “Fithas” Dutko,

Brett “Risa” Painter, Pam “Neyllia” Painter, Chris “Marlett” Gale,
and Paul “Gimak” Mansfield

All characters, character names, and the distinctive likenesses thereof are trademarks owned by Neuroglyph Games.
This material is protected under the copyright laws of the United States of America. Any reproduction
or unauthorized use of the material or artwork contained herein is prohibited without the
express written permission of Neuroglyph Games.

©2009 Neuroglyph Games. All Rights Reserved. Made in the U.S.A.

This product is a work of fiction, and any similarity to actual people, organizations, places, or events is purely coincidental.

Please check out our website at: www.neuroglyphgames.com for feedback and additional materials.

Warning: The unauthorized reproduction or distribution of this copyrighted work is illegal. Criminal copyright infringement,
including infringement without monetary gain, is investigated by the FBI and is punishable by

up to 5 years in federal prison and a fine of $250,000.

Neuroglyph Games grants permission to print for personal use.

DUNGEONS & DRAGONS, the DUNGEONS & DRAGONS Compatibility Logo, D&D, PLAYER’S HANDBOOXK,
PLAYER’S HANDBOOK 2, DUNGEON MASTER’S GUIDE, MONSTER MANUAL, MONSTER MANUAL 2, and AD-
VENTURER'’S VAULT are trademarks of Wizards of the Coast in the USA and other countries and are used with
permission. Certain materials, including 4E References in this publication, D&D core rules mechanics, and all
D&D characters and their distinctive likenesses, are property of Wizards of the Coast, and are used with permis-
sion under the Dungeons & Dragons 4thEdition Game System License. All 4E References are listed in the 4E Sys-
tem Reference Document, available at www.wizards.com/d2o.

DUNGEONS & DRAGONS 4th Edition PLAYER’S HANDBOOK, written by Rob Heinsoo, Andy Collins, and James
Wyatt; DUNGEON MASTER’S GUIDE, written by James Wyatt; and MONSTER MANUAL, written by Mike Mearls,
Stephen Schubert and James Wyatt; PLAYER’S HANDBOOK 2, written by Jeremy Crawford, Mike Mearls, and
James Wyatt; MONSTER MANUAL 2, written by Rob Heinsoo, and Chris Sims; Adventurer’s Vault, D&D 4E Game
System License ©2008, 2009 Wizards of the Coast page 3 of 7 written by Logan Bonner, Eytan Bernstein, and Chris
Sims. © 2008, 2009 Wizards of the Coast. All rights reserved.

paizo.com, Kevin Athey <drizzz@acm.org>, May 8, 2013



http://www.neuroglyphgames.com�

® Introduction

For seven generations, the
Greybear Family has owned and operated
The Bear & Ale around these parts. As
one of the oldest inns in the area, it has
known good times and bad ones, but has
always opened its doors to welcome
weary travelers.

But something has happened to
the Greybear Family and the inn has lost
some cheer. The once boisterous owner,
the burly Jarwald Greybear, now broods
behind the bar... with just a hint of fear in
his eyes.

A Curse at the Old Inn is a Dungeons &
Dragons 4e Encounter for 1st to 3rd Level
Characters. To play this encounter, you
may need the Player’s Handbook and
Dungeon Master'’s Guide to assist you.

DM'’s Background

Long ago, Jarwald Greybear had a
twin brother named Kurgen. They were
" so alike, even their mother could scarcely
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tell them apart. As youths, they grew up
always in competition, and over time
they turned into bitter rivals.

When at last their father had died,
and their mother moved away to live
with her sister, the boys were left with
the family establishment, The Bear & Ale
Inn. Both assumed that they were the
rightful inheritor of the inn, but none of
the locals knew which of the two boys
was the first-born and heir.

It is not known where Jarwald
found the old midwife who claimed to
have delivered the twins, or if she had
been bribed to lie, as Kurgen maintains.
But in the end, Jarwald was granted the
inn by the local magistrates, and Kurgen
left with a small share of the family’s
gold. But he vowed he would have :
revenge on his brother before their 4oth *
winter.

Encounter Synopsis

The time has come for Kurgen’s
revenge, and he did it by hiring a warlock
to craft a terrible curse. At the cost of all
his gold and his very soul, the vengeful
brother of Jarwald made a blasphemous

pact that would doom everyone in The
Bear & Ale.

A scroll will be delivered by the
stable-boy to Jarwald, and the moment
the seal is broken, the curse will take
hold. All around the room, 13 Curse
Shards from the seal will power portals to
the Far Realm, releasing horrors into the
world. Trapped inside the inn with
Jarwald and his guests, the heroes must
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" battle the horrible aberrations, which
have come to feast upon any living thing
they can find.

Only by destroying the 13 Curse
Shards throughout the inn can the
adventurers break the curse and close the
portals to the Far Realms. Can they
succeed before everyone in The Bear &
Ale Inn meets a horrific end?

Encounter Hooks

A Curse at the Old Inn can be

played in any world setting and at any
inn of the DMs choosing.

The Bear & Ale could be an old
familiar haunt where the adventurers
spend time between quests, and happen
to be there on the fateful night that all
hell, literally, breaks loose!

Or the adventurers could be the
hired by the evil warlock, and are asked
to deliver the cursed scroll to The Bear &
Ale, unaware of its terrible purpose.

Finally, the Bear & Ale could simply
be a place the adventurers stop to rest on
their way to a new quest— or returning
triumphant from their last mission—
and they happen to just be in the wrong
place at the wrong time.

Story Expansion

There are a number of ways that
this story can be expanded upon to add
adventure to a campaign.

The threat posed by an insane
warlock capable opening portals to the
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Far Realms is one that can hardly be
ignored. Bringing the crazed warlock to
justice is a very just cause indeed, and
could be worked into a plot involving a
larger coven or cult.

Jarwald might feel remorse -
assuming he survives - to learn of his
brother’s demise to bring about the 2
Curse, and may wish to make sure heisat
rest. Finding out what happened to
Kurgen, and putting both his body and
soul at peace could be a major quest for
the adventurers.

Description of
The Bear & Ale Inn

The tavern room at the Bear & Ale
bustles with activity, and a dozen guests *
are feasting and drinking at various
tables around the room. A couple
serving lads and a plump barmaid see to
their customers’ needs with cheerful
smiles. :

The place is lit with yellow light e
from numerous hanging oil lamps and
two great fireplaces blaze with warmth,
each flanked by stag’s skulls hanging
from the gray wooden walls.

A sullen, red-haired, and burly
human tends the bar, and orders the
maid and lads about with a nod here, a
gesture there. Despite the cheeriness
around the tavern, the owner looks
gloomy, and perhaps a bit worried. He
watches the room like a man expecting
bad news.



. Theeleven guests, two serving lads, and
the maid can be placed around the room,

as shown on the map, and Jarwald
behind the bar.

The adventurers should be
informed that they must surrender all
hand-held weapons and shields to a lad
in a caged storage area in the vestibule of
the inn. They were handed a leather chit
stamped with a number that they can use
to retrieve their items as they leave. They
may take with them into the common
area a dagger, if they desire, but no larger
weapons.

The adventurers can be placed in
one area or could be mingling around the
room as they desire.

o Perception DC 15: The innkeeper
appears worried, and is very sullen.

o Insight DC 15: The innkeeper actually
looks a little frightened.

If Jarwald is approached by any of
the adventurers, or if the serving crew are
asked, the questioner will be told that
the innkeeper just turned 40 winters,
and has been a bit sad lately.

Beginning of the scenario:

Character Observation:

» DC 15 Perception: One of the serving
lads brings Jarwald a scroll with a
large green seal.

As soon as the Innkeeper cracks
the scroll seal, terrible things start
happening:
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o Purple streamers of strange smoke
pour upwards from the seal.

o All the doors and window shutters
close and lock.

« A booming voice is heard to say:

“You stole my inn, brother! Father left it
to me, and you stole it away, and now you
will pay!

My share of the inheritance has gone to
place this curse, and though it costs me
my life... it will cost you yours as well!”

The seal on the parchment breaks
apart, and the glowing shards fly about
to various parts of the room, forming evil
marks shining with a baleful green
radiance. The strange purple smoke-
cloud flies to five places around the inn,
and form into misty, shadowy rifts in
reality (at the designated locations—see *
DM'’s map). Horrible and indescribable
things can be seen coming toward the
rifts from the “other side”.

Horrors from the Far Realms will
begin to clamor through the portals,
entering the taproom, and are very, very
hungry...

Rules of Engagement

« The characters may try to fight their
way to the vestibule to get their
weapons, or may use improvised
weapons in the room. The door to the
vestibule has the following statistics:
AC/ Reflex 5; Fort 10; HP 25.

« Should characters try to batter the
outer doors or windows, they find that
all damage is instantly repaired. They
cannot leave the inn.
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Improvised Weapons can be grabbed
with a Minor action and used
immediately that Round.

The commoners and inn staff are
considered Human Rabble (see the
Monster Manual for statistics).

Commoners will act on Initiative 10
and will perform Move Actions get to
an area farthest from the monsters. If
their way is blocked, the commoners
will move to a corner and cower.

Characters may order commoners to
certain actions using a DC 15
Diplomacy or Intimidate check as a
standard action. Requests for actions
that involve attacking the horrors will
be ignored by the commoners.

Moving through a commoner
occupied square is considered difficult
terrain. Fighting in a square adjacent
to any commoner occupied square
causes a -1 attack penalty due to
distractions.

Monsters enter the room in an
unoccupied space adjacent to a portal,
at the beginning of the round. Roll
for the creatures initiative at that
time, and it can act the same round it
appears.

Monsters entering the inn will move
to the nearest commoner within 1
round if not engaged.

Victory Conditions

Characters must destroy the 13 Seal
Fragments to close all portals and end
the encounter.
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o Characters must end the scenario
before all the commoners are slain.

« For every 3 Curse Seal fragments that
are destroyed, one of the rift portals
fades away. (in reverse order—s, 4, 3,
etc). Curse Seal fragments have AC/
Reflex 10; Fort 5; HP 6.

On the round following a rift o
portal fading, no new creature will enter
the inn. However, on the subsequent
round, a creature will enter using another g
functioning portal, regardless of whether
one is destroyed that round or not.
Important: Never let two rounds pass
without a new creature entering the
melee, or it will not be a challenge for the
heroes.

Experience: Award XP for all monsters
slain. If more than half the commoners . = %
survive, award a Major Quest bonus.
Award a Minor Quest bonus if less than
half survive, and non if all but the heroes
are slain.

Combat Begins!

During the First Round, the initial setup
of creatures that enters the inn is based
upon the level of the party, using the
chart below:

« Level 1 Party - Brute, Minion
« Level 2 Party - Brute, Minion, Minion -

« Level 3 Party - Brute, Skirmisher,
Minion

On subsequent rounds, a new creature
enters the inn at the next portal in the
sequence (in order—1, 2, 3, 4, 5, repeat).



Round 2 - Skirmisher
Round 3 - Minion
Round 4 - Skirmisher
Round 5 - Minion
Round 6 - Minion
Round 7 - Skirmisher
Round 8 - Minion
Round g - Minion

Round 10 - Brute

Per the rules under Victory
Conditions, destroying three Curse
Shards closes a portal and delays the
entry of a new creature by one Round.

If the combat lasts longer than ten
rounds, start the sequence again at the
Round 2 -Skirmisher and run through the
list again, repeating until all the rifts are
closed.

Monster Descriptions

Lashing Beast (Brute) - A hopping squat
toadlike thing with no head lunges at you.
Four tentacles are arrayed around a
funnel-shaped mouth filled with razor
sharp teeth. Between each tentacle is an
elongated eye, glaring malevolently.

e - paizo.com, Kevin Athey <drizzz@acm.org>, May 8, 2013 & ot

’ paizo.com, Kevin Athey <drizzz@acm.org>, May 8, 2013 = A e *

Lashing Beast Level 3 Brute
Medium aberrant beast XP 150

Initiative +3 Senses Perception +6; darkvision

HP 57, Bloodied 28

AC 15; Fortitude 16; Reflex 15; Will 14
Resist 5 acid, 5 psychic; Vulnerable 5 fire
Speed 6, Climb 4

@ Bite (standard; at-will)
+6 vs AC; 1d10 + 3 damage

< Tentacle Lash (standard; recharge [+ (£ £])

Blast 2; +3 vs Reflex; 1d10 + 3 damage; ongoing 3hp acid dam-| «
age (save ends)
Alignment Chaotic Evil Languages Primordial

Skills Endurance +9
Str 17 (+4) Dex 14 (+3) Wis 11 (+1)
Con 17 (+4) Int 8 (+0) Cha 8 (+0)

Tentacled Creeper (Skirmisher) - A
bloated gray sack propels itself at you,
supported by myriad tentacles. Several of
these end in a black claw dripping a
purplish ichor. Vile siphon-like mouths
make wet sickly sounds as they suck the

floorboards.

Tentacled Creeper Level 2 Skirmisher

Small aberrant beast XP 125

Initiative +6 Senses Perception +1; darkvision

HP 38, Bloodied 19 o
AC 16; Fortitude 13; Reflex 15; Will 12
Resist 5 psychic

Speed 6

(® Barbed Tentacle (standard; at-will)
+7 vs AC; 1d6 + 1 damage

4 Stinging Barb (standard; recharge [ £3]) » Poison
+5 vs Fortitude; 1d6 + 1 damage plus ongoing 4 poison damage
Aberrant Shift (minor; at-will)

the tentacled creepr shifts 1 square as a minor action.
Combat Advantage

The aberration deals an extra 1d6 damage on melee attacks
against any target it has combat advantage against.
Alignment Chaotic Evil Languages Primordial

Skills Stealth +9
Str 12 (+2) Dex 16 (+4) Wis 10 (+1) ol
Con 14 (+3) Int 12 (+2) Cha 9 (+0)




» Spitting Scuttler (Minion) - A pulsating
' red brain-thing floats inside a crystalline
shell of a dark obsidian-like material,
prancing on crab-like legs. A slender dark
tube hangs under the body, swiveling
about like a turret.

Spitting Scuttler Level 2 Minion Artillery

XP 31

Small aberrant beast

Initiative +4 Senses Perception +6; darkvision

HP 1; a missed attack never damages a minion.
AC 14; Fortitude 12; Reflex 14; Will 11

Resist 5 poison

Speed 6, Climb 6

®) Vile Spit (standard; at-will)
Ranged 5/10; +9 vs AC; 3 damage

@ Crystalline Spines (standard; at-will)
+7 vs AC; 2 damage
Crystalline Resonance (standard; encounter)

A spitting scuttler gains +2 power bonus to all defenses while at
least two other scuttlers are within 3 squares of it.
Alignment Chaotic Evil Languages Primordial

Str 14 (+3) Dex 16 (+4) Wis 10 (+1)

Con 12 (+2) Int 10 (+1) Cha 10 (+1)

Improvised Weapons

Improvised Weapons are all around the
room, if Characters take a moment and
look for them. They can be used with
Attack powers that require a Weapon,
but lack proficiency modifiers. (see
Players Handbook for details).

To make set up easy, assume that each
table has a minimum of:

« 2 Platters (Platter Discus)
« 2 Tankards (Tankard Toss)

« 2 Bottles (Booze Missile or Bottle
Knife)

"« 1 Wooden Tray
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Have the character roll a quick d6
to see if a bottle or tankard is full - odd =
empty, even = full.

There are more than enough
improvised weapons, if the benches and
chairs are included, to have a realistic
chance of killing the Horrors from the
Far Realms.

Additional Notes -
Improvised Weapons

Tables - Can be overturned to provide
Cover in one square. Moving through a
square containing any table counts as
Difficult Terrain.

Chairs & Wooden Trays - Can be used as
a shield in the off-hand, it provides
protection as a Light Shield.

Ale or Wine Cask - On a Minor action, .
the cask can be broached before it is used
as a weapon to ensure the beverage will
burst forth. The Cask causes a Burst 2
puddle of beverage if the cask breaks,
which can put out fires.

Fire Hazards

[t is possible to set the inn on fire using
area spells that may break an oil-filled
lamp, or by using the oil-filled lamps as
weapons. Area spells that effect a square
containing a lamp can cause it to break
and explode (Oil-filled Lamp stats: AC/
Reflex 6; Fort 8; HP 5).

The oil lamps explode in a Burst 1
and create a 3x3 zone. At the end of each
round that a fire zone exists, roll a saving
throw for that zone. If the zone saves, it

”, paizo.com, Kevin Athey <drizzz@acm.org>, May 8, 2013 ' = A e 'k




dies out without spreading. If the zone
fails, it increases in size to a 4x4 area. At
~ the end of the next turn, if the save fails

~ again, it becomes a 5x5 zone. After 3

~ failed saves, the fire is out of control, and
will spread each round until the entire
inn is engulfed in flames.

Casks of wine and ale, which are

mostly water, can be used to douse the

~ flames. A full cask has a Burst 2 area for
~ purposes of fire control only.

- The following basic attack cards can be
- printed for use by Players as reference

~ during the combat. DMs are invited to
. use them in other bar fights of their own

_ | Antlered Defense Any Attack 1 |

Ripping the deer skull off the wall, you defend yowrzelf while
menacing your fos.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage
Effect: If wielded in two hands, grants +1 AC,

Special: Improvised Melee Weapon (One-Handed) (PHB)
- Skull breaks if it inflicts more than 4 hp in a hit

You grab a hemvy cask in both hands and smash it upor vour
Jos.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage
Secondary Target: BEurst 1
Secondary Attack: Dexterity vs. Fortitude

Hit: Bursti from target's square; target blinded until
beginning of attacker's next turn,

Special: Improvised Melee Weapon [Two-Handed) [PHE)

- Cask breaks ifit inflicts more than 9 hp in a hit - Minor
Action: Cask can be broached open before attack,

Melee weapon

Melee weapon
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Battering Cask (empty) Any Attack 1 k
You grab a heavy cask in both hand: and smazh it upon yowr
Joe.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage

Special: Improvised Melee Weapon (Two-Handed) (PHB)
- Cask breaks if it inflicts more than 9 hp in a hit.

Melee weapon

Bench Crush Any Attack 1

You grab a bench in both hand: and cruszh youwr foe.
At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage

Special: Improvised Melee Weapon (Two-Handed) (PHBE)
- Bench breaks if it inflicts more than 9 hp in a hit

Booze Missile Any Arttack 1

You hwi a bottls of spiritz at your enemy, sprqving volatils
booze evenwhere.
At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Dexterity vs. AC

Hit: 1[W] + Strength modifier damage

Secondary Target: Close Burst 2
Secondary Attack: Dexterity vs. Reflex

Hit: Close Burst 2 from target's square; target blinded
until the beginning of the attackers next turn; blinded
targets can be ignited for 1d6+3 hp fire damage

Special: Improvised Ranged Weapon (One-Handed)
(PHB) - Bottle breaks upon hit or miss.

Bottle Knife Any Attack 1
You quickly break a botds, and slach your enemy with the L3
razor sharp edge.
At-Will * Martial, Weapon
Standard Action Melee 1

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage
Special: Improvised Melee Weapon (One-Handed) (PHB)

Melee weapon

Melee weapon 5

Chair Smash Any Attack 1

You grab a chair in both hand: and swing it at vowr foe.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage

Special: Improvised Melee Weapon (Two-Handed) (PHB)
- Chair breaks if it inflicts more than S hp in a hit

Melee weapon

B
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| Fiery Cudgel Any Attack 1
| Grabbing a buming log from the firsplace, you threaten your
" | foe: with a fiery club.

At-Will * Martial, Fire, Weapon

Standard Action Melee waapon

Target: One creature
Attack: Strength vs. AC

Hit: 1[W] + Strength modifier damage + 2 hp fire damage.

Special: Improvised Melee Weapon (One-Handed) (PHB)

A oil Lamp Bomb Any Attack 1

Grabbing a nearby oil lamp, you hwl it at your enemy a: a
JSiery bomb.

| At-Will * Martial, Fire, Weapon

| Standard Action Melee weapon

* | Target: One creature plus other creatures in blast
Attack: Dexterity vs. AC

Hit: 1[W] + Strength modifier damage; burning oil on
target for 1d6+3 fire damage; ongoing 3 hp fire damage
(save ends)

Miss: Creature affected by Secondary Attack (Burst 1)

Secondary Target: Burst 1

| Secondary Attack: Dexterity vs. Reflex

Hit: Burst 1 from target's square; 1d6+3 hp fire
damage; ongoing 3 hp fire damage (save ends)

Miss: Zone of Fire: creature in zone takes 3 hp fire
damage.

Effect: Zone of Fire: creatures that enter the zone or
start its turn there takes 3 hp fire damage.

Special: Improvised Ranged Weapon (One-Handed)
.~ | (PHB) - Lamp breaks upon hit or miss.

X Platter Discus Any Attack 1
Grabbing a pewter platter from a nearby table, you fling it at

| yvour enempy.
| At-will * Martial, Weapon
Standard Action

_ | Target: One creature
- | Attack: Dexterity vs. AC

Hit: 1[W] + Strength modifier damage

Special: Improvised Ranged Weapon (One-Handed)
(PHE)

Tankard Toss (empty) Any Attack 1

You hurl a tankard at your enemy, striking in a spray of heavy
crockery.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Dexterity vs. AC
Hit: 1[W] + Strength modifier damage

Special: Improvised Ranged Weapon (One-Handead)
(PHB) - Tankard breaks upon hit or miss.

Ranged 5

Ranged 5

v

paizo.com, Kevin Athey <drizz@acm.org>, May 8, 2013 » :@‘ :

paizo.com, Kevin Athey <drizzz@acm.org>, May 8, 2013 A B

&

Tankard Toss (full) Any Attack 1 |
You hwi a tankard at your enemy, striking in a spray of
crockery and als.

At-Will * Martial, Weapon
Standard Action

Target: One creature
Attack: Dexterity vs. AC
Hit: 1[W] + Strength modifier damage

Secondary Target: Close Blast 2
Secondary Attack: Dexterity vs. Reflex

Hit: Close Blast 2 from target's square; targets blinded
until beginning of attacker's next turn

Special: Improvised Ranged Weapon (One-Handed)
{(PHB) - Tankard breaks upon hit or miss.

Ranged 5

Playtest Notes

Don't let the PCs bring in anything big-
ger than a dagger into the inn - and if at
all possible, try to exclude that from the
fight as well. The fight is a lot more fun
with Characters smashing tankards and
benches into the Tentacled Things from
Beyond, instead of using their usual
weapons.

Don’t let the PCs boss the commoners ,
into doing anything more complicated
than fleeing to a safe area, such as the '
kitchen or behind the bar. Commoners
should not be allowed to grant combat
advantage regardless of placement - they
are non-combatants!

Have fun role-playing the commoners
and inn staff. Make them a nuisance and
a hindrance by getting in the way of he-
roes placement, or standing behind a

hero and screaming to be saved. Feel

free to describe a commoners last look at
a Player-Character, filled with painand

s L 4



" recrimination, before some horror mauls
them to death. Make the heroes feel re-
morse for losing even a single one! (It’s
probably going to happen though).

Motivate the heroes! Remind them that
if all the commoners die, they might be
blamed for the Curse. They may need
living witnesses to prove their innocence!
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We hope that You, the Dungeon Master,
as well as your Players, have enjoyed A
Curse at the Old Inn and if you value this
‘‘‘‘‘ ~ product, we hope that you will look for
other Adventures and Sourcebooks from
Neuroglyph Games for your future
gaming sessions.

Feedback

If you have any feedback regarding this
product, we hope that you will take the
time to share it with us — please email us
at feedback@neuroglyphgames.com .
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core rulebooks, available from Wizards of the Coast, LLC
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If you have questions about this product
and how to use it, please check out our
website at www.neuroglyphgames.com/
or send an email to

support@neuroglyphgames.com.

We check our email daily and will be
happy to respond with advice to your
problem.

Resources

Please visit our website at
www.NeuroglyphGames.com for access
our blogs and links to other RPG re-
sources on the net. You can also sub-
scribe to our weekly newsletter to receive
articles regarding Product Reviews, Dun-
geon Mastering Tips, Rules Discussions,
House Rule Variations, New Feats, New
Powers, New Monsters, and Much More!

“Grungy Paper” free background texture
courtesy of Naldz Graphics.



mailto:feedback@neuroglyphgames.com�
http://www.neuroglyphgames.com/�
mailto:support@neuroglyphgames.com�
http://www.NeuroglyphGames.com�
http://naldzgraphics.net/freebies/200-high-quality-free-paper-textures-to-grab/�

Ve . ' v paizo.com, Kevin Athey <drizz@acm.org>, May 8, 2013 P

The Bear and Ale Inn

Encounter Map

T0 Bagsement

"~ LI08Jey 0l

Fireplace

0il Lamp &=y, Bench =

Barrel & Stool S
-

Door == Deer Skull
=

Unbhreakahle |4 Weapons

Outer Door ~ Cahinet

e - 4

M YA paizo.com, Kevin Athey <drizz@acm.org>, May 8, 2013 } JNNE



‘ The Bear and Ale Inn

Dungeon Master’'s Map

= L009BE 0L

o GCurse
Fragment

20004 0iEM o1





<<

  /ASCII85EncodePages false

  /AllowTransparency false

  /AutoPositionEPSFiles true

  /AutoRotatePages /None

  /Binding /Left

  /CalGrayProfile (Dot Gain 20%)

  /CalRGBProfile (sRGB IEC61966-2.1)

  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)

  /sRGBProfile (sRGB IEC61966-2.1)

  /CannotEmbedFontPolicy /Error

  /CompatibilityLevel 1.4

  /CompressObjects /Tags

  /CompressPages true

  /ConvertImagesToIndexed true

  /PassThroughJPEGImages true

  /CreateJobTicket false

  /DefaultRenderingIntent /Default

  /DetectBlends true

  /DetectCurves 0.0000

  /ColorConversionStrategy /CMYK

  /DoThumbnails false

  /EmbedAllFonts true

  /EmbedOpenType false

  /ParseICCProfilesInComments true

  /EmbedJobOptions true

  /DSCReportingLevel 0

  /EmitDSCWarnings false

  /EndPage -1

  /ImageMemory 1048576

  /LockDistillerParams false

  /MaxSubsetPct 100

  /Optimize true

  /OPM 1

  /ParseDSCComments true

  /ParseDSCCommentsForDocInfo true

  /PreserveCopyPage true

  /PreserveDICMYKValues true

  /PreserveEPSInfo true

  /PreserveFlatness true

  /PreserveHalftoneInfo false

  /PreserveOPIComments true

  /PreserveOverprintSettings true

  /StartPage 1

  /SubsetFonts true

  /TransferFunctionInfo /Apply

  /UCRandBGInfo /Preserve

  /UsePrologue false

  /ColorSettingsFile ()

  /AlwaysEmbed [ true

  ]

  /NeverEmbed [ true

  ]

  /AntiAliasColorImages false

  /CropColorImages true

  /ColorImageMinResolution 300

  /ColorImageMinResolutionPolicy /OK

  /DownsampleColorImages true

  /ColorImageDownsampleType /Bicubic

  /ColorImageResolution 300

  /ColorImageDepth -1

  /ColorImageMinDownsampleDepth 1

  /ColorImageDownsampleThreshold 1.50000

  /EncodeColorImages true

  /ColorImageFilter /DCTEncode

  /AutoFilterColorImages true

  /ColorImageAutoFilterStrategy /JPEG

  /ColorACSImageDict <<

    /QFactor 0.15

    /HSamples [1 1 1 1] /VSamples [1 1 1 1]

  >>

  /ColorImageDict <<

    /QFactor 0.15

    /HSamples [1 1 1 1] /VSamples [1 1 1 1]

  >>

  /JPEG2000ColorACSImageDict <<

    /TileWidth 256

    /TileHeight 256

    /Quality 30

  >>

  /JPEG2000ColorImageDict <<

    /TileWidth 256

    /TileHeight 256

    /Quality 30

  >>

  /AntiAliasGrayImages false

  /CropGrayImages true

  /GrayImageMinResolution 300

  /GrayImageMinResolutionPolicy /OK

  /DownsampleGrayImages true

  /GrayImageDownsampleType /Bicubic

  /GrayImageResolution 300

  /GrayImageDepth -1

  /GrayImageMinDownsampleDepth 2

  /GrayImageDownsampleThreshold 1.50000

  /EncodeGrayImages true

  /GrayImageFilter /DCTEncode

  /AutoFilterGrayImages true

  /GrayImageAutoFilterStrategy /JPEG

  /GrayACSImageDict <<

    /QFactor 0.15

    /HSamples [1 1 1 1] /VSamples [1 1 1 1]

  >>

  /GrayImageDict <<

    /QFactor 0.15

    /HSamples [1 1 1 1] /VSamples [1 1 1 1]

  >>

  /JPEG2000GrayACSImageDict <<

    /TileWidth 256

    /TileHeight 256

    /Quality 30

  >>

  /JPEG2000GrayImageDict <<

    /TileWidth 256

    /TileHeight 256

    /Quality 30

  >>

  /AntiAliasMonoImages false

  /CropMonoImages true

  /MonoImageMinResolution 1200

  /MonoImageMinResolutionPolicy /OK

  /DownsampleMonoImages true

  /MonoImageDownsampleType /Bicubic

  /MonoImageResolution 1200

  /MonoImageDepth -1

  /MonoImageDownsampleThreshold 1.50000

  /EncodeMonoImages true

  /MonoImageFilter /CCITTFaxEncode

  /MonoImageDict <<

    /K -1

  >>

  /AllowPSXObjects false

  /CheckCompliance [

    /None

  ]

  /PDFX1aCheck false

  /PDFX3Check false

  /PDFXCompliantPDFOnly false

  /PDFXNoTrimBoxError true

  /PDFXTrimBoxToMediaBoxOffset [

    0.00000

    0.00000

    0.00000

    0.00000

  ]

  /PDFXSetBleedBoxToMediaBox true

  /PDFXBleedBoxToTrimBoxOffset [

    0.00000

    0.00000

    0.00000

    0.00000

  ]

  /PDFXOutputIntentProfile ()

  /PDFXOutputConditionIdentifier ()

  /PDFXOutputCondition ()

  /PDFXRegistryName ()

  /PDFXTrapped /False



  /CreateJDFFile false

  /Description <<



    /BGR <>

    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>

    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>

    /CZE <>

    /DAN <>

    /DEU <>

    /ESP <>

    /ETI <>

    /FRA <>

    /GRE <>



    /HRV (Za stvaranje Adobe PDF dokumenata najpogodnijih za visokokvalitetni ispis prije tiskanja koristite ove postavke.  Stvoreni PDF dokumenti mogu se otvoriti Acrobat i Adobe Reader 5.0 i kasnijim verzijama.)

    /HUN <>

    /ITA <>

    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>

    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>

    /LTH <>

    /LVI <>

    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)

    /NOR <>

    /POL <>

    /PTB <>

    /RUM <>

    /RUS <>

    /SKY <>

    /SLV <>

    /SUO <>

    /SVE <>

    /TUR <>

    /UKR <>

    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)

  >>

  /Namespace [

    (Adobe)

    (Common)

    (1.0)

  ]

  /OtherNamespaces [

    <<

      /AsReaderSpreads false

      /CropImagesToFrames true

      /ErrorControl /WarnAndContinue

      /FlattenerIgnoreSpreadOverrides false

      /IncludeGuidesGrids false

      /IncludeNonPrinting false

      /IncludeSlug false

      /Namespace [

        (Adobe)

        (InDesign)

        (4.0)

      ]

      /OmitPlacedBitmaps false

      /OmitPlacedEPS false

      /OmitPlacedPDF false

      /SimulateOverprint /Legacy

    >>

    <<

      /AddBleedMarks false

      /AddColorBars false

      /AddCropMarks false

      /AddPageInfo false

      /AddRegMarks false

      /ConvertColors /ConvertToCMYK

      /DestinationProfileName ()

      /DestinationProfileSelector /DocumentCMYK

      /Downsample16BitImages true

      /FlattenerPreset <<

        /PresetSelector /MediumResolution

      >>

      /FormElements false

      /GenerateStructure false

      /IncludeBookmarks false

      /IncludeHyperlinks false

      /IncludeInteractive false

      /IncludeLayers false

      /IncludeProfiles false

      /MultimediaHandling /UseObjectSettings

      /Namespace [

        (Adobe)

        (CreativeSuite)

        (2.0)

      ]

      /PDFXOutputIntentProfileSelector /DocumentCMYK

      /PreserveEditing true

      /UntaggedCMYKHandling /LeaveUntagged

      /UntaggedRGBHandling /UseDocumentProfile

      /UseDocumentBleed false

    >>

  ]

>> setdistillerparams

<<

  /HWResolution [2400 2400]

  /PageSize [612.000 792.000]

>> setpagedevice



