D) PART ONE: To THE WORLD’s END

The PCs face the many dangers of the polar north as they embark
upon the Path of Aganhei across the Crown of the World.
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PART Two: THE HiGH ICE

The PCs must save an Erutaki village from the attacks of a white
dragon before heading to the North Pole in search of the strange
ruins that are the source of the morozkos, or hungry storms, that

block the Path of Aganhei.
PAGE 27

PART THREE: A DARKER ROAD

With their path to Tian Xia blocked by blizzards and avalanches,
the PCs must venture into an ancient necropolis to win their way
through the Wall of Heaven. But a powerful enemy will stop at
nothing to prevent them from reaching their goal.
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ADVANCEMENT TRACK

§s; “The Hungry Storm”

uses the medium XP track.

7 The PCs begin this
adventure at 7th level.

Q By the time the PCs
enter Katiyana’s Storm
Tower near the North Pole,

they should be 8th level.

9 Before venturing into
the Uqgtaal Necropolis

beneath the Wall of Heaven,

the PCs should be gth level.

The PCs should be 10th level
by the adventure’s end.
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ADVENTURE BACKGROUND
Eons ago, the demon lord Sithhud ruled the frozen Abyssal
realm of Jhuvumirak, until he lost that realm to the
demonic armies of the demon lord Kostchtchie. Stripped
of much of his power, Sithhud was reduced to the status of
anascent demon lord—mightier than any normal demon,
but far less powerful than the fully-fledged demon lord
he once was. Since that time, Sithhud has tirelessly sought
to regain his lost powers and stolen Abyssal domain, but
none of his plans have come to fruition.

But the Frozen Lord has a new gambit to restore his
lost power: enlisting the aid of the half-fiend sylph
Katiyana, daughter of a sylph wizard from the Crown of
the World and a succubus in the service of Sithhud. To
help restore her demonic lord, Katiyana, herself a high-
ranking priestess in the cult of Sithhud, returned home
to the Crown of the World and took up residence in an
ancient ruin known as the Storm Tower. Katiyana worked
tirelessly for several decades, erecting black basalt
monoliths across the Crown of the World and infusing
them with eldritch power—power that allowed her to
control the movements of the supernatural blizzards
known as morozkos. While the morozkos were normally
restricted to the most remote reaches of the Crown of the
World, Katiyana was able to direct the “hungry storms”
farther and farther south into Avistan and Tian Xia. Until
all of the monoliths were in place, however, her control of
the morozkos was incomplete, and the Erutaki village of
Iqaliat stood at the exact location where a key monolith
needed to be placed.

Fortunately for her, Katiyana soon found an unwitting
ally in Igaliat’s shaman, Tunuak, an oracle of the wind.
Old and bitter, and no longer as loved and respected by
his people as he once was, Tunuak had embarked on a
vision quest to beg favor from the spirits of the wind he
believed resided in the ancient ruins. Posing as one of
these wind spirits, Katiyana was able to corrupt Tunuak
and turn him to the worship of Sithhud, convincing
him that his village stood in the way of his new god’s
return. The Erutaki are familiar with the danger of the
morozkos, however, and Tunuak knew that Iqaliat’s chief
and hearthmistress would never allow him to erect the
monolith in the village.

But Katiyana had a plan that would allow Tunuak to
finally gain the respect he craved. For almost a century,
the white dragon Vegsundvaag had laired in a glacial rift
not far from Iqaliat. Thus far, the dragon had satisfied
herself with hunting the beasts of the North, occasionally
taking lone human travelers, but otherwise leaving the
village alone. If Tunuak could somehow trick the dragon
into attacking Iqaliat, Vegsundvaag would do his work for
him, and the deaths of the villagers would be a worthy

sacrifice to show Tunuak’s devotion to his new god.
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Using his oracular abilities, Tunuak snuck into
Vegsundvaag’s lair while the dragon was out hunting and
smashed her eggs, leaving behind evidence that it was
the handiwork of Igaliat’s hunters. When she returned to
discover the destruction of her eggs, Vegsundvaag was filled
with rage, and swore vengeance on the villagers. The dragon
soon began a series of attacks on Igaliat, allowing Tunuak to
simply wait for the dragon to kill or drive off his kinsmen.

Once the village is empty and all of the black
monoliths are in place, Katiyana will have full control
of the morozkos, which she intends to send south into
more populated regions of Avistan and Tian-Xia, where
the frozen storms will slay enough mortals that Sithhud
can use the destruction to fuel his return to prominence
as a true demon lord.

ADVENTURE SUMMARY

The PCs and their caravan head north into the Crown
of the World, under the guidance of Ulf Gormundr.
The initial passage beyond the northern mountains of
Avistan is surprisingly easy, but the caravan must make
choices about how best to proceed—should they take the
easier road following the Path of Aganhei, likely much
faster but perhaps more exposed to unfriendly eyes, or a
more difficult shortcut through the rugged wilderness?

To obtain information about conditions on the road
ahead, Ulf detours to the Erutaki village of Iqaliat, where
the PCs discover that the Path of Aganhei is blocked
by morozkos, and that the village is suffering from
the predations of a white dragon. The village shaman,
Tunuak, tries to blame the attacks on the PCs, and the
party has the opportunity to uncover Tunuak’s corruption
and his hidden shrine to Sithhud, the fallen demon lord
of blizzards and the frozen dead, before journeying to the
dragon’s subglacial lair to end the attacks on Iqaliat.

Returning to the village, the PCs find clues pointing to
the source of the shaman’s corruption and the increased
danger of the morozkos. If the full brunt of the storms is
unleashed, the caravan will never make it across the Crown
of the World, so the PCs and their caravan must travel
across the High Ice to the strange ruins at the North Pole.
In the ancient spire called the Storm Tower, the PCs meet
the frozen undead servants of Sithhud as well as strange
alien creatures that inhabit the ruins, culminating in a
battle against the half-fiend sylph Katiyana at the top of’
the tower.

Once Katiyana is defeated, her tainted spirit is torn loose
from her body as she dies, but her malice is not ended.
As the PCs descend from the High Ice, Katiyana’s ghost
reveals her mastery of the morozkos, and as the caravan
nears the last pass through the Wall of Heaven that leads to
Minkai, Katiyana unleashes the hungry storm upon them,
blocking the pass and threatening to consume them.




The PCs piece together ancient lore leading them to
a secret passage beneath the mountains through the
necropolis of the long-extinct Uqtaal nomads and thence
into Tian Xia. Enraged at their escape, Katiyana possesses
the chieftain of the yeti tribe living in the caves adjoining
the necropolis and lays an ambush for the caravan. The
PCs must face Katiyana once more and destroy her ghost,
ending the threat of the hungry storm once and for all.

PART ONE: To THE WoORLD’s END
The agents of the Five Storms seeking Ameiko Kaijitsu
have been thwarted, and the PCs’ caravan has set out on
the long frozen road to Minkai—the Path of Aganhei—to
claim her birthright. Their new guide, Ulf Gormundr,
promises to lead them through landscapes more desolate
than any they have ever known, yet at the end lies the
promise of justice for the Kaijitsu family, and fortune and
glory in a realm unlike any in Avistan.

The adventure begins as the PCs and their caravan,
under Ulf’s guidance, cross the Arctic Circle and enter
the Crown of the World. To reach this point, the PCs
left Kalsgard and traveled through the Thanelands of
the Linnorm Kingdoms before following the line of the
Stormspear Hills to reach the taiga and tundra beyond the
Stormspear Mountains. At that point, the two Avistani ends
of the Path of Aganhei (the western route from Kalsgard
and the eastern route from Icestair in the Realm of the
Mammoth Lords) join together to cross the Rimethirst
Mountains. It is assumed that the journey from Kalsgard
to the Rimethirst Mountains—a trip of about 1,160 miles
that takes at least 36 days—was relatively uneventful,
though you can expand upon this section if you wish, or if
the PCs need to acquire more experience points.

TIME AND TRAVEL
The PCs’ journey across the Crown of the World is not a
race against time; in fact, it is the opposite. The goal of
“The Hungry Storm” is to safely escort Ameiko to Tian
Xia over the Crown of the World, a journey of over 3,000
miles across unforgiving terrain and through both bitter
weather and extremes of light and darkness, while dealing
with the icy continent’s dangerous inhabitants. In the best
of conditions, at a standard speed of 32 miles per day, an
average caravan takes a minimum of 94 days, or just over
3 months, to make the journey, and often takes halfa year
or more—a significant factor in most caravan masters’
decisions to make the crossing only once a year in the
height of summer. The PCs’ journey could even take over
a year if they take breaks to craft magic items, explore, or
simply rest during the journey—and that is just fine!

In fact, as an in-game rationale, the more time the PCs
spend atop the Crown of the World, the more likely the oni
of the Five Storms are to believe the adventurers dead and

let their guard down. If the PCs were to make a mad dash
across the pole immediately in the wake of “Night of Frozen
Shadows,” they would find the Five Storms armed and
ready, having been alerted by their agents in Avistan that
Ameiko and her allies are on the way. By taking a measured
pace across the pole after eliminating the Five Storms’
agents in Kalsgard, and by traveling during the off season
of the traditional transpolar trade, the PCs allow time for
the situation in Minkai to cool down. Thus, when they do
arrive, they will be better able to slip into Minkai unnoticed.

The PCs can use Craft skills or item creation feats
during their journey. Interruptions are frequent during
the trip, however, so each day allows only half as much
progress as normal (requiring 2 days of effort for each
1,000 gp in a magic item’s price). PCs engaged in crafting
while the caravan travels count as heroes but cannot fulfill
other caravan jobs.

The Crown of the World gazetteer in this volume provides
information on running a campaign in the Crown of
the World, including locations of interest to adventurers
and advice and rules regarding weather and the polar
environment, while the Jade Regent Player’s Guide presents
full details on the caravan rules used extensively in this
adventure. Besides the obvious unrelenting cold, a major
difference with polar adventuring is the radical variation in
night versus day depending on time of year. As this adventure
assumes a journey lasting many months, the balance of
darkness to light will shift substantially, and this should be
accounted for when managing both overland travel time and
the logistics of combat in blinding day or frigid night.

CARAVAN ENCOUNTERS

Although the PCs will experience several set-piece
encounters during their trip across the Crown of the
World, you can enliven their long journey with random
encounters along the way. In addition to standard random
encounters appropriate for the terrain, you may also
substitute or alternate them with the following caravan
encounters. Regardless of the type of encounter, there
is a 10% chance of an encounter each day. This chance
increases by 10% for each day without an encounter, but
once an encounter occurs, the chance resets to 10% the
following day. Events indicated with an asterisk (*) have
a 50% chance of occurring while the caravan is camped.
All other encounters occur while the caravan is on the
move. No encounters occur if the caravan camps at a
settlement. When rolling for caravan encounters, add
+25 to the roll in the High Ice, and +50 to the roll in the
Boreal Expanse. Note that some of these encounters
incorporate or lead into other encounters, as indicated
in their descriptions. Rules for handling caravan-based

encounters, including caravan combat, can be found in
the Jade Regent Player’s Guide.
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The descriptions of the
encounters are presented in
alphabetical order after the table
below. Most of these encounters do not
have maps associated with them, but
we have presented a few generic maps on
page 10 that can be used as you
see fit for encounters in the 5
Crown of the World. In addition,
you can use the GameMastery Flip-
Mat: Mountain Pass or one of Paizo
Publishing’s numerous other Flip-Mat
or Map Pack products, available at paizo.com or
quality gaming stores, for these encounters.

CROWN OF THE WORLD CARAVAN

ENCOUNTERS

d% Roll Encounter

01-05 Rough Terrain

06-10 Cabin

11-15 Erutaki Encampment

16-20 Hungry Predators*

21-25 Horned Herd*

26-30 Wanderers*

31-35 Wrecked Caravan

36—40 Dragon Sighting

41-50 Blizzard

51-55 Aurora

56—60 Wings of Hope

61-65 Death from Below*

66—70 Creeping Rot

71-76 Wagon Damage

77-80 Ice Hunters*

81-85 Pleasant Weather

86-90 Polar Pudding*

91-100 Frozen Dead*

101-105 Black Monolith

106-110 The Lonely Maiden*

111-115 Northern Lights*

116-120 Rough Terrain

121-125 Crevasse

126-130 Polar Mirage

131-135 Black Slush

136-140 Auroral Flight*

141-145 Cold Gate

146-150 Hunting Party*
AURORA

The wondrous polar aurora ripples overhead at night for
1 week. This good omen grants the caravan a +2 bonus
on Resolve checks for the duration of the aurora, and
the caravan’s fortune-teller can use her reroll ability one

additional time that week.
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BOREAL YRTHAK

AurorAL FuGhHt* (CR 9)

Creature: The caravan sees a strange, blue-green light on
the northern horizon, sometimes streaking at high speed
in straight lines, and at other times soaring in broad circles.
This is a boreal yrthak, a flying reptile that has adapted to
life in the cold skies above the frozen wastes of the Crown
of the World. The caravan can make a DC 24 Security check
to avoid the boreal yrthak; otherwise, the creature notices
the caravan and swoops in to attack, targeting individual
creatures rather than the caravan itself.

BOREAL YRTHAK CRg
XP 6,400
Variant yrthak (Pathfinder RPG Bestiary 2 290)
N Huge magical beast (cold)
Init +6; Senses blindsight 120 ft.; Perception +18
DEFENSE
AC 22, touch 10, flat-footed 20 (+2 Dex, +12 natural, —2 size)
hp 114 (12d10+48)
Fort +12, Ref +12, Will +8
Defensive Abilities aurora; Immune cold, gaze attacks, sight-

based attacks, sonic, visual effects and illusions
Weaknesses blind, vulnerable to fire
OFFENSE
Speed 20 ft., fly 60 ft. (average)
Melee bite +17 (2d6+7), 2 claws +17 (1d8+7)

Ranged sonic lance +12 ranged touch (8d6 sonic)
Space 15 fi.; Reach 10 fi.
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Special Attacks explosion
TACTICS
During Combat The yrthak attacks from the air, wheeling

around to repeatedly target opponents with its sonic lance.
It uses its explosion attack to target massed groups of foes.
If brought to the ground, the yrthak attacks with its bite
and claws.

Morale The yrthak takes to the air and flees if reduced to
fewer than 30 hit points.

STATISTICS

Str 24, Dex 14, Con 18, Int 7, Wis 15, Cha 11

Base Atk +12; CMB +21; CMD 33 (37 vs. trip)

Feats Flyby Attack, Improved Initiative, Iron Will, Lightning

Reflexes, Skill Focus (Perception), Wingover
Skills Fly +7, Perception +18
Languages Draconic
SPECIAL ABILITIES
Aurora (Su) A boreal yrthak is surrounded by a glowing blue

and green aura of electrically charged particles that blurs
and conceals the creature’s form. The yrthak takes a —5 penalty
on Stealth checks in dim light or darkness, but gains
concealment (20% miss chance).

Brack MonNoLITH (CR VARIES)
The caravan approaches a monolith of black stone that
rises out of the ice to a height of 20 feet. This is one of the
monoliths Katiyana has been placing across the Crown of
the World to cement her control over the morozkos.
Creatures: A Frozen Dead encounter (see page 13) always
accompanies the discovery of a black monolith. In
addition, there is a 50% chance that it is accompanied by
a Blizzard encounter (see the next column).

Brack StusH (CR 7 or CR 10)

The caravan encounters a wide area of tainted snow
and polluted effluent. This acts as an open Crevasse
encounter (see page 12), though casting water walk grants
a +2 bonus on Security checks to cross the area. In
addition, the caravan must make a DC 23 Security check
once per hour while crossing or become poisoned by the
toxic slurry, taking a cumulative -1 penalty to AC and
on Attack checks for each failed check. These penalties
can be removed with a successful DC 23 Security check
when the caravan rests. Each healer in the caravan grants
a cumulative +1 bonus on this check, and each casting of’
neutralize poison grants a +2 bonus on the check.
Creatures: In addition, there is a 50% chance that an
area of black slush is the hunting ground of a mated pair

of chardas, xenophobic monstrous humanoids from the
depths of the earth, who attack the caravan (AC 23; hp 115;
Attack +18; Damage 8d8+4). The chardas can be avoided
with two successful DC 19 Security checks. The chardas
fight to the death.

Treasure: The chardas maintain alairin an ice cave below
the black slush, which can be found with a DC 25 Survival
check. Inside the lair are 34 uncut diamonds (worth 100 gp
each), one of which is actually an air elemental gem.

XP Award: Award the PCs 3,200 XP for a black slush
encounter, and an additional 6,400 XP if they defeat the
mated pair of chardas.

BLizzarD (CR 7)

A bitter storm of driving wind and snow engulfs the
caravan for 1d4 days. During this time, the caravan takes
a —2 penalty to AC and on Attack and Security checks
because of poor visibility and hostile weather. The caravan
can make a DC 22 Security check each day to move at half
speed during the blizzard. If the caravan fails the check
by 4 or less, the caravan moves at one-quarter speed. If the
caravan fails the check by 5 or more, it makes no progress.
Casting control winds grants a +2 bonus on this check, while
control weather grants a +4 bonus. When the blizzard ends,
the deep drifts of snow it leaves behind are considered a
Rough Terrain encounter (see page 1y) for 1d4 days.

XP Award: Award the PCs 3,200 XP fora blizzard encounter.

CaBIN (CR VARIES)

The caravan encounters a single isolated cabin, built
to provide shelter for trappers, prospectors, and other
wanderers. Cabins may be solid lodges of fieldstone or
hewn logs, sod dugouts, or clapboard shacks.

Creatures: Such cabins are frequently empty, but
sometimes they are occupied by any of a variety of
creatures. When a cabin is found, consult the following
table to determine its occupants.

d% Roll Cabin Occupants

01-50 Unoccupied

51-80 1dg4 trappers (also gold-panners, fur-trappers,
seal-hunters, etc.)

81-90 1 guide

91-95 Evidence of violent death (broken doors or
windows, corpses or bloodstains, claw marks,
etc.); double the normal chance for random
encounters for 1d3 days

96—00 Monster (the cabin contains a random
encounter appropriate for the terrain; disregard
any encounter too large to fit inside the cabin)

GUIDE CR7

XP 3,200

hp 40 (Pathfinder RPG GameMastery Guide 277)

TRAPPERS (1—4 CR3
XP 800 each
hp 30 each (Pathfinder GameMastery Guide 276)




Development: If a cabin is unoccupied, the caravan
can scavenge its contents and materials for 1 cargo unit
of repair materials, stores, or trade goods (equal chance
of each being present) with a special DC 20 Resolve check.

If the cabin is occupied, the caravan can buy or sell
1 cargo unit of repair materials, stores, or trade goods (or
trade one type of cargo for another) with a special DC 20
Resolve check. A successful check also enables the PCs to
gain information about the surrounding territory—for
the next 1d3 days, the caravan may roll twice for caravan
encounters, choosing the less dangerous (or the more
beneficial) of the two results.

CoLp GATE (CR 9)

The caravan passes near an elemental gate that reduces
temperatures in the surrounding region by one category
(see page 63) for 1d4 days. The caravan must succeed on a
DC 23 Security check every 12 hours (whether moving or
resting) or take 1d6 points of damage. The caravan takes
a—2 penalty to its AC and on Attack checks until these hit
points are restored.

The a 25% of’
encountering a group of ice elementals each day it

Creatures: caravan has chance
remains within the reduced temperature zone near a
cold gate. The caravan can avoid the elementals with two
successful DC 19 Security checks. The elementals are
not immediately hostile, however, and have a starting
attitude of indifferent. If the PCs can speak Aquan (or use
tongues) and succeed at a DC 15 Diplomacy check, the ice
elementals become friendly and travel with the caravan
for a time, granting it a +2 bonus to AC and on Security
checks for as long as the caravan remains within the cold
gate’s temperature zone. If the PCs fail the Diplomacy
check by 4 or less, the elementals ignore the caravan
unless attacked first. If the PCs fails the check by 5 or
more, the elementals become hostile and attack (AC 23;
hp 115; Attack +17; Damage 8d8+4).

XP Award: Award the PCs 6,400 XP for dealing with the
ice elementals or defeating them in combat.

CreepING RoT (CR 6)

The caravan’s provisions somehow become tainted,
spreading sickness in the caravan. Each day the creeping
rot spreads, 1 cargo unit of provisions is destroyed and
the caravan takes a —1 penalty to AC and on Attack and
Resolve checks. In addition, the caravan’s speed is reduced
by 25%. These penalties are cumulative, and after 4 days,
the caravan is stranded and cannot move. Each day, the
caravan can make a DC 25 Security check to contain
the creeping rot. A successful check halts the spread of
the taint for that day. After two consecutive successful
checks, the creeping rot is ended—the penalties are
removed and the caravan’s speed returns to normal. Each
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healer in the caravan, each PC able to cast purify food and
drink, and each casting of remove disease grants a +1 bonus
on these checks.

XP Award: Award the PCs 2,400 XP for dealing with
creeping rot.

Crevasse (CR 6 or CR 8)

A rift in the ice blocks the caravan’s path. There is a 50%
chance that the crevasse is open and obvious, and a 50%
chance that a crevasse is hidden by unstable ice or snow.
If the crevasse is open, a DC 21 Security check is enough
to devise a means of bypassing the crevasse. Doing so
requires 1d6 hours of work + 1 hour per wagon. Casting air
walk, dimension door, floating disk, fly, levitate, or shrink item
grants a +1 bonus on this check per spell or effect. The
caravan can make this check as many times as necessary,
with the same expenditure of time for each check.

If the crevasse is hidden, the caravan must succeed at
a DC 23 Security check to detect the hazardous terrain
before the caravan blunders into it. If the check is
successful, the caravan can bypass the crevasse as outlined
above. On a failed check, the unstable ice collapses under
part of the caravan.

If the caravan fails the check by 4 or less, one random
wagon falls into the crevasse, and the caravan takes 4d6
points of damage. If the caravan fails the check by 5 or
more, it takes 8d6 points of damage. Extricating a wagon
from the crevasse follows the same rules as bypassing an
open crevasse, but uses 1 cargo unit of repair materials
per check. Alternatively, the caravan can simply abandon
the trapped wagon and continue on at normal speed.

XP Award: Award the PCs 2,400 XP for an open
crevasse, or 4,800 XP for a hidden crevasse.

DeatH FRoMm BeELow* (CR 7 or CR 11)
Creature: A burrowing beast erupts from below and
attempts to devour pack or draft animals. In the Outer
Rim, the creature is a bulette (AC 20; hp 85; Attack +13;
Damage 6d8); in the High Ice, it is a remorhaz (AC 20;
hp 85; Attack +13; Damage 6d8); and in the Boreal Expanse
it is a young frost worm (AC 25; hp 145; Attack +19; Damage
10d8+5). Each time the creature makes a successful attack
against the caravan, the caravan must succeed at a DC 22
Security check or lose a random wagon’s draft team (or a
random horse train). Once it seizes prey in this fashion,
the creature retreats. A wagon without a draft team cannot
move on its own; the draft team must be replaced with a
new horse train. Alternatively, the wagon can be hitched to
another wagon and team, but doing so reduces the entire
caravan’s speed by 25% until the wagon receives a new
horse train.

XP Award: Award the PCs 3,200 XP for defeating a bulette
or remorhaz, or 12,800 XP for defeating a frost worm.
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DRAGON SIGHTING
The caravan sees the white dragon Vegsundvaag (see page 58)
flying through the sky some distance away. Fortunately, the
dragon is far enough away that it poses no physical threat
to the caravan at this point, but the sighting unnerves
the caravan, which must succeed at a DC 17 Resolve check
or it makes no progress for the rest of the day and gains
1 point of Unrest.

ERUTAKI ENCAMPMENT

The caravan comes across a small, semi-permanent
encampment or village of nomadic Erutaki. Alternatively,
this encounter could be with an isolated village of
Snowcaster elves. If desired, the caravan can make a DC 22
Security check to avoid the encampment without being
noticed by the inhabitants. Use of magic such as fog cloud,
invisibility sphere, or sleet storm grants a +1 bonus on this
check per spell or effect.

Ifthe caravan decidestovisitthe encampment, asuccessful
DC 20 Diplomacy check (modified by the encampment’s
Law modifier) secures permission from the encampment’s
chief for the caravan to shelter inside the camp for up to
1 week. A caravan has no encounters while sheltered inside
an encampment and gains a +2 bonus on any Security
checks to repair wagons. The caravan can also consult with
the encampment’s shaman, allowing the caravan’s fortune-
teller to use her reroll ability one additional time, and the
shaman can brew 1st- or 2nd-level potions for purchase.

If the PCs fail the Diplomacy check by 4 or fewer, it gains
no special benefits or disadvantages. If the PCs fail the check
by 5 or more, there is a 50% chance that the Erutaki sell the
caravan shoddy trade goods (-5 penalty on future checks to
sell them in other settlements) or tainted stores (each cargo
unit of stores counts as only 5 units of provisions, and there
is a 10% chance of a Creeping Rot encounter—see page 12).
The shoddy goods or tainted stores can be detected before
purchase with a successful DC 22 Security check.

TypicAL ERUTAKI ENCAMPMENT

N hamlet

Corruption —2; Crime —3; Economy —2; Law —1; Lore +0;
Society —2

Qualities insular

Danger —5

POPULACE

Government autocracy
Population 60 (60 human)
Notable NPCs
Chief (N old human ranger 3)
Shaman (N old human druid 3)
MARKETPLACE
Base Value 200 gp; Purchase Limit 1,000 gp; Spellcasting 2nd

Minor ltems 1d6 (usually potions)

Development: Each time the caravan stops at an
encampment, there is a 25% chance that an agent of the
Five Winds stirs up trouble for the caravan—the next
time they have a caravan encounter, roll twice and use the
more dangerous result.

Frozen DEAD* (CR VARIES)

Creatures: The caravan encounters several frozen
bodies—either dead corpses or undead creatures.
Determine the exact type of frozen dead encountered on
the following table.

d% Roll Frozen Dead

0o1-25 Dead animal remains

26—50  Dead human remains

51-60  Gang of frostfallen skeletons

61-70  Gang of frostfallen zombies or 2d4 hoarfrost spirits*
71~75 1d4 frostfallen bison

76—80  2d4 frost wights

81-85 2d4 hoarfrost spirits

86—90  1frostfallen mastodon

g91—oo 1 frostfallen mastodon and 4 hoarfrost spirits

* In the High Ice, there is a 50% chance of encountering 2d4
hoarfrost spirits rather than frostfallen zombies; in the Boreal
Expanse or at a Black Monolith (see page 11), this chance is 100%.

Dead animal or dead human remains are the heaped
corpses of animals or humans, frozen solid and
displaying gaping wounds—victims of Katiyana and her
undead minions in their efforts to control the morozkos
and restore Sithhud’s power.

Most frozen dead attack the PCs and ignore the caravan.
The exceptions are the gangs of frostfallen skeletons or
frostfallen zombies, which attack the caravan in CR 8 armies
of two dozen human walking dead with the frostfallen
template (AC 21; hp 100; Attack +15; Damage 10d6). Each
character with the channel energy ability grants the
caravan a +1 bonus on Attack checks made against these
undead foes.

In the tundra or the Outer Rim, frozen dead, whether
corpses or undead, have a 10% chance of being marked
with the three-fingered icy claw symbol of Sithhud. This
chance increases to 50% in the High Ice and 100% in the
Boreal Expanse. Hoarfrost spirits are always marked
with Sithhud’s symbol.

FROSTFALLEN BisSON (1—4 CRjs
XP 1,600 each
(Pathfinder RPG Bestiary 174 and see page 84)

NE Large undead (cold)

Init +0; Senses darkvision 60 ft., lifesense 60 ft.; Perception +o
DEFENSE

AC 21, touch g, flat-footed 21 (+12 natural, -1 size)
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hp 27 each (5d8+5)

Fort +4, Ref +4, Will +1

DR 5/bludgeoning; Immune cold, undead traits

Weaknesses vulnerable to fire

OFFENSE

Speed 4o ft.

Melee gore +11 (2d6+9 plus 1d6 cold), slam +11 (1d8+9 plus
1d6 cold)

Space 10 ft.; Reach 5 ft.

Special Attacks cold, stampede, trample (2d6+9, DC 21)
STATISTICS

Str 29, Dex 10, Con —, Int —, Wis 10, Cha 10

Base Atk +3; CMB +13; CMD 23 (27 vs. trip)

Feats Toughness

FROSTFALLEN MASTODON CR 10

XP 9,600
hp o1 (see page 84)

FROST WIGHTS (2—4 CR 4
XP 1,200 each
hp 34 each (Pathfinder RPG Bestiary 276, 294)

HOARFROST SPIRITS (2—4 CR3
XP 800 each
CE Medium undead (cold) (Tome of Horrors 11 94)
Init +6; Senses darkvision 60 ft., heatsense 6o ft.; Perception +13
DEFENSE
AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural)
hp 32 each (5d8+10)
Fort +3, Ref +3, Will +6
Immune cold, undead traits

Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft.

Melee 2 claws +6 (1d4+2 plus 1d6 cold and glaciate)

Special Attacks cold (1d6), glaciate (DC 14)

Spell-Like Abilities (CL 3rd; concentration +5)
1/day—cone of cold (DC 17)

STATISTICS

Str 15, Dex 14, Con —, Int 10, Wis 15, Cha 14

Base Atk +3; CMB +5; CMD 17

Feats Improved Initiative, Skill Focus (Perception), Weapon
Focus (claw)

Skills Acrobatics +7, Climb +10, Perception +13, Stealth +10

Languages Abyssal
SPECIAL ABILITIES
Cold (Su) A hoarfrost spirit’s body generates intense cold, dealing

1d6 points of cold damage with each claw attack. Creatures

attacking a hoarfrost spirit with unarmed or natural attacks

take 1d6 points of cold damage each time they hit.
Glaciate (Su) A creature hit by a hoarfrost spirit’s claw must

succeed at a DC 14 Fortitude save or take 1 point of

Dexterity damage and be paralyzed by bone-numbing cold
for 1d4+1 rounds. The save DC is Charisma-based.

Heatsense (Ex) Hoarfrost spirits can detect heat (such as that
generated by living creatures) within 6o feet, including the
heat of invisible creatures. Heatsense functions as blindsense
in regard to any nonvisible heat sources within its range.

Development: Anytime the caravan encounters frozen
dead, the caravan must make a Resolve check (DC 15 for
normal remains, DC 20 for undead). If the caravan fails this
check, it takes a —2 penalty on Resolve checks for 1 week.

Treasure: Any group of humanoid corpses, whether
dead or undead, has a 50% chance of having 1 cargo unit
of trade goods preserved in the ice along with them. Dead
animal remains or undead animals have no treasure.

HorNeD HerD* (CR 8)

Creatures: The caravan encounters a herd of elk, musk
oxen, or woolly rhinoceroses. The caravan can peacefully
bypass the herd with a succesful DC18 Security check. Ifthe
caravan fails the check by 4 or less, it can wait 1d4 hours
for the herd to move on without incident. If the caravan
fails the check by 5 or more, the herd becomes aggressive
and charges it (AC 21; hp 100; Attack +11; Damage 10d6).
The herd attacks for 1d3 rounds before fleeing.

If the caravan succeeds at the Security check by 5 or
more, it brings down part of the herd, gaining 5d6 units
of provisions. If the caravan succeeds at the check by 10
or more, it can collect 10d6 units of provisions or capture
animals to train as draft animals. A character with ranks
in Handle Animal can attempt to train a captured herd
for heavy labor with a DC 15 Handle Animal check. If the
check is successful, the caravan can add a free horse train
at the end of 2 weeks.

XP Award: Award the PCs 4,800 XP for dealing with
the herd.

HuncGry PrepATORS* (CR 7 0rR CR 8)
Creatures: A group of hungry animals catches the caravan’s
scent and begins tracking it, hoping to devour the caravan’s
travelers or draft animals. The predators might be a pack
of wolves or dire wolves, a family of snow leopards, or a pair
of grizzly bears or dire wolverines (AC 20; hp 85; Attack +13;
Damage 6d8+3). Whatever their type, the predators flee if
reduced to fewer than 3o hit points. The caravan can avoid this
encounter with a successful DC 22 Security check. Offering
the animals 1d6 units of provisions grants a +2 bonus on this
check, and each character with wild empathy or the ability to
speak with animals adds an additional +1 bonus on the check.
Alternatively, hungry predators can be magical
beasts such as a trio of snowy owlbears, a pair of winter
wolves, or a single frost drake (AC 21; hp 100; Attack +15;
Damage 10d6). This encounter can be avoided with a
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successful DC 23 Security check, but only characters with

THE LONELY MAIDEN

wild empathy can modify this check.
XP Award: Award the PCs 3,200 XP for defeating animal
predators or 4,800 XP for defeating magical beast predators.

HunTtinG PARTY* (CR Q)
Creatures: Frozen undead servants of Sithhud prowl the
pole, preying on whatever living creatures they can find.
Eight hoarfrost spirits assault the caravan, fighting until
destroyed (AC 23; hp 115; Attack +17; Damage 8d8+4).

XP Award: Award the PCs 6,400 XP for defeating a
hunting party.

Ice Hunters* (CR 8)

Creatures: The caravan encounters a group of ice trolls (AC
21; hp 100; Attack +15; Damage 10d6). If encountered while
the caravan is active, the trolls attempt to follow the caravan
and ambush it while the caravan camps. If active, the
caravan can make a DC 23 Security check to detect the trolls’
presence before they attack; if camped, a DC 20 Security
check is necessary to avoid being surprised. If reduced to
fewer than 4o hit points, the trolls forfeit their attack and
attempt to retreat on their next turn. The caravan can
prevent their escape with a DC 23 Security check.
Development: If the trolls escape, the caravan can easily
track them and engage them in combat again. However, halfof
the trolls’ damage has been regenerated. If the caravan
chooses not to track them, the trolls escape, regenerate
their full hit points, and attack 1d4 hours later, attempting
to ambush the caravan again. If the trolls are reduced
to fewer than 4o hit points a second time, they retreat

but do not return again if they escape.

The Erutaki hate ice trolls, and anyone bearing
the head of an ice troll (burned with fire or acid to ensure
it cannot regenerate) gains a +2 circumstance bonus
on Charisma-based skill checks or on caravan Resolve
checks when dealing with Erutaki.

Treasure: A band of ice hunters carries 1 cargo unit
worth of treasure (typically fur pelts, gold or silver nuggets,
crude bracelets, scrimshaw, or polished semiprecious
stones) worth 1,200 gp.

XP Award: Award the PCs 4,800 XP for defeating the
ice trolls.

THE LoNELy MAIDEN* (CR 8)

Creature: The caravan encounters a yuki-onna—the restless
spirit ofa woman frozen to death in the snow and never given
a proper burial—known as the Lonely Maiden. Appearing as
a beautiful but sad ghostly woman surrounded by swirling
mists of snow and ice, the Lonely Maiden seeks to impose her
own cruel fate upon the PCs, attempting to lure them away
from the caravan to an icy death with her fascinating gaze.
Once her victims are away from the caravan, she attacks.

XP 4,800

Yuki-onna (Pathfinder RPG Bestiary 3 287)

LE Medium undead (cold, incorporeal)

Init +8; Senses darkvision 60 ft.; Perception +17

Aura snowstorm (200 ft.)

DEFENSE

AC 21, touch 21, flat-footed 16 (+6 deflection, +4 Dex, +1 dodge)

hp 94 (9d8+54)
Fort +9, Ref +7, Will +11

Defensive Abilities incorporeal; Immune cold, undead traits

Weaknesses vulnerable to fire, snow dependency

OFFENSE

Speed fly 30 ft. (perfect)

Melee 2 touches +10 (4d6 cold
plus chilling touch)




Special Attacks chilling touch, fascinating gaze
Spell-Like Abilities (CL 10th; concentration +16)
Constant—blur
3/day—cone of cold (DC 21), eyebite (comatose and
panicked only, DC 22), ice storm
TACTICS
During Combat The Lonely Maiden casts ice storm on massed

foes and targets individual male opponents with eyebite.
In melee combat, she casts cones of cold followed by her
freezing touch attacks.

Morale The Lonely Maiden fights until destroyed, quickly
melting until only a small pool of water remains.

STATISTICS

Str —, Dex 18, Con —, Int 17, Wis 21, Cha 22

Base Atk +6; CMB +10; CMD 27

Feats Combat Casting, Dodge, Improved Initiative, Mobility,

Spring Attack
Skills Bluff +15, Fly +12, Intimidate +18, Perception +17, Sense
Motive +17, Spellcraft +15, Stealth +16, Survival +14
Languages Common
ECOLOGY
Environment any cold

Organization solitary

Treasure standard

SPECIAL ABILITIES

Chilling Touch (Su) A yuki-onna’s touch causes 4d6 cold

damage. Whenever a creature takes cold damage in this
manner, it must make a DC 20 Fortitude save to avoid
being staggered by the supernatural cold for 1 round. This
duration stacks. The save DC is Charisma-based.

Fascinating Gaze (Su) Fascinated for 1d4 rounds, 30 feet, Will
DC 20 negates. The save DC is Charisma-based.

Snow Dependency (Ex) A yuki-onna is staggered if she is
ever in an area without snow while her snowstorm aura is
suppressed or otherwise not functioning.

Snowstorm (Su) A yuki-onna is surrounded by whirling
blasts of snow, even in areas that wouldn’t allow for such
weather, that comprise a 200-foot-radius spread. Within
this area, the snowfall and wind gusts cause a —4 penalty
on Perception checks and ranged attacks. The wind itself
blows in a clockwise rotation around the yuki-onna, and
functions as severe wind (Core Rulebook 439). A yuki-onna
is unaffected by snowstorms or blizzards of any kind. Any
effect that causes these winds to drop below severe (such
as control weather or control winds) cancels the snowstorm
effect entirely.

NORTHERN LiGHTs* (CR 10)
This encounter begins as an Aurora encounter (see page 9),
but the caravan soon sees a pair of glowing orbs slowly
descending from the aurora.

Creatures: The balls of light are actually will-o’-wisps
masquerading as helpful spirits. They offer to guide the
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caravan safely past several local hazards, but actually
attempt to lead it into danger. The caravan can make a
DC 23 Resolve check to see through the will-o’-wisps’
deception. Each character able to detect evil grants a +1
bonus on this check. The Erutaki are familiar with the
treacherous “spirits,” so any Erutaki with the caravan
grant a +2 bonus on the check. If the Resolve check fails,
the will-o’-wisps lead the caravan into a hidden Crevasse
encounter (see page 12) and then attack (AC 21; hp 100;
Attack +15; Damage 7d8+4).

Treasure: At the bottom of the crevasse is a broken
supply wagon. The wagon can be salvaged, looted, or
repaired as a Wrecked Caravan encounter (see page 17), but
with no chance of a Frozen Dead encounter. In addition,
among the shattered and useless junk at the bottom of the
crevasse is 1 cargo unit of treasure, consisting of 1,397 cp,
3,224 Sp, 697 gp, 47 pieces of unpolished amber (worth 10 gp
each), and a minor ring of cold resistance.

XP Award: Award the PCs 4,800 XP for defeating
the will-o’-wisps, and an additional 4,800 XP if they
encounter the crevasse.

PLEASANT WEATHER

Temperatures are one category warmer (see page 063)
for 1d4 days. Thanks to the good visibility and milder
conditions, the caravan gains a +2 bonus on Security and
Resolve checks. In addition, the caravan’s speed increases
by 25% for the duration of the good weather.

PorLArR MIRAGE (CR 8)

The caravan drivers and guides become obsessed with a
mirage of a landmark and diverge from their course. The
caravan must make a DC 23 Resolve check to realize they
are chasing a mirage. This check can be made multiple
times, but the caravan wastes 1d6 hours of travel time
going the wrong way for each failed check. On a successful
check, the caravan realizes the error but must make a DC 23
Security check to find the proper course again (+2 to the
DC for each failed Resolve check). On a failed Security
check, the caravan becomes further lost, wasting another
1d4 hours.

XP Award: Award the PCs 4,800 XP for encountering a
polar mirage.

PoLArR Pubbing* (CR 7)

Creature: Amorphous scavengers of the North, white
puddings look like harmless patches of snow and ice,
but these variant black puddings consume organic and
inorganic material alike. The caravan must make a DC 22
Security check to avoid blundering into a hidden white
pudding (AC 20; hp 85; Attack +13; Damage 6d8+3). If the
caravan fails the Security check, it is considered surprised,
and takes a—2 penalty to its AC and on Attack checks for the




first round of combat. If the pudding makes a successful

TRAPPERS (1—4 CR3

attack, the caravan must succeed at a DC 22 Security check
or become mired in the pudding, unable to move and taking
a —2 penalty to its AC and on Attack checks. If the caravan
does not become mired, it can forfeit its attack to attempt
to escape the encounter with two DC 17 Security checks.

XP Award: Award the PCs 3,200 XP for defeating the
white pudding.

RoucH TerrAIN (CR 6)

The caravan encounters a region of unexpected difficulty,
such as bogs in the lowlands, swift rapids and landslides
in the highlands, or deep snow or unstable ice across the
pole. This rough terrain forces the caravan to move at half
speed for 1d4 days. Each day, the caravan can make a DC
21 Security check to move at three-quarters speed through
the rough terrain.

XP Award: Award the PCs 2,400 XP for a rough terrain
encounter.

WagoN Damace (CR 6)

Broken axles or wheels force the caravan to halt until they
can be repaired. A wainwright must succeed at a DC 21
Security check to repair the wagon. Casting make whole
grants a +1 bonus on the check, minor creation or wood shape
grants a +2 bonus, and fabricate or major creation grants a
+3 bonus. Each Security check, whether successful or not,
takes 1 day and uses 1 cargo unit of repair materials. If the
caravan simply abandons the damaged wagon (determine
which randomly), it can continue at normal speed.

XP Award: Award the PCs 2,400 XP for successfully
repairing the wagon damage.

WANDERERS * (CR VARIES)

Creatures: The caravan encountersalone guide or trapper,
or a small group of trappers, traders, or Snowcaster
elves. Roll on the following table to determine the nature
of the wanderers.

d% Roll Wanderers

01-50 1 trapper

51-60 1d4 trappers or Snowcaster elves

61-80 1 guide

81-00 1 traveling merchant, 1 guide, and 2 trappers

GUIDE CR7
XP 3,200

hp 40 (Pathfinder RPG GameMastery Guide 277)

SNOWCASTER ELVES (1—4
XP 800 each
Trapper (Pathfinder RPG GameMastery Guide 276)
hp 30 each

XP 800 each
hp 30 each (Pathfinder RPG GameMastery Guide 276)

TRAVELING MERCHANT CRj5

XP 1,600
hp 31 (Pathfinder RPG GameMastery Guide 285)

Development: If made friendly with a successful DC 22
Diplomacy check (an offering of 1 unit of provisions per
wanderer grants a +2 bonus on the check), the wanderers
can give clues about the road ahead and warn the caravan
of danger. For 1d6 days, the caravan may roll twice for
any caravan event and choose the least dangerous event.
A traveling merchant allows the caravan to buy or sell
goods as if at a settlement, or to buy or sell goods up to
500 gp (GM’s discretion as to limits on what is available).
The caravan can trade 1 cargo unit of stores for 1 cargo
unit of trade goods with any wanderer.

If the PCs fail the Diplomacy check by 4 or less, the
caravan gains no benefits. If the PCs fail the check by
5 or more, there is a 50% chance that the wanderers
attempt to steal 1 cargo unit of stores or trade goods,
or sabotage the caravan, causing a Wagon Damage
encounter (see the previous column). A successful DC 20
Security check prevents their mischief and allows the
PCs to engage the wanderers in combat or allow them
to flee. A Security check result of 25 or better allows the
PCs to take the wanderers prisoner without a fight.

WiNGs oF Hope

The caravan sees a beneficent creature (such as a giant
eagle, giant owl, or silver dragon) flying overhead. The
caravan is heartened by the sight and gains a +2 bonus on
its next Resolve check. The creature also keeps a lookout
for danger and warns the caravan of dangers ahead,
granting the caravan a +2 bonus on Security checks for
the next 1d4 days.

WRECKED CARAVAN

The caravan finds abandoned, broken-down wagons
along the path, possibly including the remains of its
former drivers or passengers. The caravan can spend
1 day scavenging the wreckage for 1d6 cargo units of
repair materials, or a wainwright can attempt to repair
the wreckage into a functional covered wagon or supply
wagon with a DC 20 Security check and 1 cargo unit of
repair materials. If the caravan fails this check, the
wreckage cannot be salvaged.

There is a 25% chance that the wrecked caravan also
contains 1d6 cargo units of trade goods. There is also
a 25% chance that a wrecked caravan contains a Frozen
Dead encounter (see page 13).
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CROWN OF THE WORLD ENCOUNTER AREAS
In addition to caravan encounters and other random
encounters, the PCs will also come across a number of
site-based encounters during their journey across the
Crown of the World. The remainder of this adventure
details these encounter areas. Note that in some cases,
the PCs have a choice as to which route they will take,
and will therefore not face all of these encounters. As a
result, you can either ignore those encounters the PCs
bypass, or repurpose them to expand the adventure
and further challenge the PCs as they follow the Path of
Aganhei to Tian Xia. You can use the sample site maps
on page 10 or Paizo’s Flip-Mats or Map Packs for those
locations without maps.

A. THE GiIaNT-Downs orF Urjuk (CR 9)
As the PCs descend the northern flanks of the Rimethirst
Mountains that form the frontier of the Crown of the
World, they enter a rugged hill country. The blustery,
wind-carved badlands and folded hills of Urjuk were
once home to a collection of giant realms, before their
inhabitants relocated into the mountain peaks to
establish grander lodges or migrated farther south
into warmer lands. While some giants still wander the
tundra or the High Ice farther north, the Giant-Downs
themselves lie desolate and occupied by few humanoid
inhabitants. Still, Urjuk is remembered as an ancient
homeland, and many giants go there to die or be buried
in the lands of their ancestors.

Creatures: An ancient, exiled frost giant sorcerer
named Kjaerulff has appointed himself the guardian of
the giant barrows. Dressed in ragged furs and wielding
a notched and rusted greataxe, Kjaerulff wanders the
barrow-lands, accompanied by his sole surviving friend,
a winter wolf named Mistivir. Although he has seen over
200 winters, the aged giant is still prodigiously strong,
and he and Mistivir keep a close watch on the road for
intruders into the sacred burial hills of the frost giants.

PCs on the road have a 20% chance per day to be
spotted by Kjaerulff or Mistivir, though as long as they
stay on the road they are not likely to be attacked. If pack
animals are left unguarded, Mistivir may attack by night
to slay one and drag it off into the hills.

If the PCs leave the road, there is a 50% chance per
day that they are accosted by Kjaerulff and Mistivir. The
giant hides and uses his scroll of ventriloquism to challenge
the PCs in his hoarse and rasping voice, claiming to be a
spirit-guardian of the ancient giant-kings. He demands
to know why the PCs have violated the sacred lands of
the giants and commands them to leave at once, lest the
spirits of the valiant dead rise up and destroy them. He
uses Intimidate to convince them to leave, likely inducing

Ameiko or other NPCs in the party’s caravan to suggest

a retreat. If the PCs comply, Mistivir shadows them until
they return to the road. If the PCs balk at retreating,
Kjaerulff and Mistivir attack.

Use the Giant Barrow map on page 10 for this encounter.

KJAERULFF CR8
XP 4,800

Male venerable frost giant sorcerer 2 (Pathfinder RPG Bestiary 149)
CE Large humanoid (cold, giant)

Init —3; Senses low-light vision; Perception +23
DEFENSE
AC 19, touch 6, flat-footed 19 (+4 armor, —3 Dex, +9 natural,

-1 size)
hp 86 (16 HD; 14d8+2d6+16)
Fort +10, Ref +1, Will +11
Defensive Abilities rock catching; Immune cold
Weaknesses venerable, vulnerable to fire
OFFENSE
Speed 4o ft.
Melee greataxe +16/+11/+6 (3d6+9/x3) or

2 slams +16 (1d8+6)

Ranged rock +8 (1d8+9)

Space 10 ft.; Reach 10 ft.

Special Attacks rock throwing (120 ft.)

Bloodline Spell-Like Abilities (CL 2nd; concentration +6)
7/day—cold steel* (1 round)

Sorcerer Spells Known (CL 2nd; concentration +6)
1st (5/day)—enlarge person, mage armor, obscuring mist
o (at will)—arcane mark, detect magic, light, ray of frost,

read magic

Bloodline Boreal*

TACTICS

Before Combat Kjaerulff casts mage armor before confronting

any strangers.

During Combat Kjaerulff casts obscuring mist over his
opponents, then charges into combat to overrun foes with
his Charge Through feat. He uses Arcane Strike and cold
steel to make his axe into a +1 frost greataxe, focusing his
attacks on spellcasters. If disarmed, he uses his wand of
elemental touch to make cold attacks with his slams.

Morale If reduced to fewer than 4o hit points, Kjaerulff casts
enlarge person and uses Power Attack. He pursues enemies
until they are in sight of the road but does not follow them
onto it. As long as intruders are trespassing in the barrow-
lands, he never surrenders, fighting to the death to protect
this sacred ground.

STATISTICS

Str 22, Dex 5, Con 12, Int 17, Wis 19, Cha 18

Base Atk +11; CMB +18 (+22 overrun); CMD 25 (27 vs. overrun)
Feats Arcane Strike, Blind-Fight, Charge Through*,
Eschew Materials, Greater Overrun, Improved Overrun,
Intimidating Prowess, Martial Weapon Proficiency
(greataxe), Power Attack
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D )& Skills Bluff +15, Climb +15, Intimidate +29, Knowledge (arcana)
+16, Perception +23, Spellcraft +16, Stealth +9 (+13 in snow)
Languages Common, Draconic, Erutaki, Giant, Hallit
Combat Gear scroll of ventriloquism, wand of elemental touch*
(12 charges); Other Gear greataxe, gold-plated astrolabe
(worth 500 gp)

SPECIAL ABILITIES

Venerable (Ex) Kjaerulff is of venerable age. The resulting
adjustments to his ability scores decreases
his CR by —2.
* See the Advanced Player’s Guide.

MisTIVIR CRjs
XP 1,600
Male winter wolf (Pathfinder RPG Bestiary 280)

hp 57

TACTICS

- During Combat Mistivir flanks opponents

with Kjaerulff and attempts to trip them, using his breath
weapon against massed or prone foes.

Morale As long as Kjaerulff is alive, Mistivir fights to the
death. If the giant is slain, Mistivir flees if reduced to fewer
than 15 hit points.

Treasure: Kjaerulff retains no treasure other than
the gold-plated astrolabe he took from a passing wizard,
which he enjoys as a curiosity. However, a successful
DC 20 Survival check allows the PCs to find Mistivir’s
den, which contains two broken dog sleds and a broken
armored wagon. The wagon has only 20 hit points
remaining, and only grants a +1 bonus to the caravan’s
AC until repaired by a wainwright (see the Jade Regent
Player’s Guide). Inside the wagon are the gnawed remains
of a human man, whom Ulf recognizes as a rival guide
named Kargun Yaremchuk. Among the guide’s ruined
possessions are a rusted scroll tube containing his map of
the High Ice (see page 62).

Development: As long as the PCs’ caravan remains on
the road, Kjaerulff does not pursue them. Mistivir is less
discriminating, however, and if Kjaerulff is slain, the
wolf harries the party to exact vengeance for his friend’s
death. Each day for the next 2d6 days, the PCs have double
the normal chance of a random encounter with Mistivir

and 1d4 additional winter wolves.

LEAVING THE GIANT-DOWNS

Once the PCs leave Urjuk, they have a choice of
= routes to take. The primary route of the Path of
%' Aganhei runs northwest through the Erutaki
lands of Hasanaliat, skirting the Bearleg Lakes
and the Gaarjuk Hills. North of the hills, the
path follows the Taraska River through the
high tundra of the Hoarwell March toward
the town of Unaimo, the last major trading
village before the path climbs onto the High

Ice through the Koumssa Gap. This path is
easier and generally faster, but the lands

it crosses are more inhabited,
potentially exposing the
caravan to unfriendly eyes.
As an alternative route,

the caravan could head
due mnorth through
the Gaarjuk Hills,
cutting off a wide
bend of their route
and avoiding more
“civilized”  lands.
——— However, the hill
country is far more
rugged and remote,



with fewer chances to resupply or seek help if trouble
should ensue. The caravan would still need to ford the
Taraska, with greater difficulty than along the main
route, and link back up with the Path of Aganhei before it
swings north through the Koumssa Gap and climbs onto
the High Ice.

If the PCs follow the Path of Aganhei into Hasanaliat,
see The Lake Country below. If they instead cut through
the Gaarjuk Hills, see The Hill Country on page 23.

THE LAKE COUNTRY

If the PCs follow the traditional route of the Path of
Aganhei, their caravan leaves the hills of Urjuk, crossing
a wide tundra basin before turning northwest. The path
skirts the Gaarjuk Hills and heads into the eastern lake
country of Hasanaliat. Ulf Gormundr suggests a course
that skirts the foothills, taking the caravan into the less
settled Bearleg Lakes region and enabling them to avoid
concentrated settlements but still find ample supplies
and provisions. The caravan would then ford the Taraska
River at Serech Ford and follow the river north and east
to the Koumssa Gap.

While the larger Erutaki settlements—Ilike the coastal
city of Aaminiut at the mouth of the great Taraska River—
lie to the west, even the central territories of Hasanaliat are
more settled than the south and easthighlands. In addition
to the Erutaki inhabitants, numerous small cabins and
seasonal camps of trappers, traders, and trappers can also
be found in this region. As a result, there is a 50% chance
each day that the caravan comes upon a Cabin encounter
(see page 11) or Erutaki Encampment encounter (see page 13;
equal chance of either). These encounters are in addition
to the normal chance of caravan encounters. Because these
settlements are used to visitors, caravans gain a +2 bonus
on Resolve checks in these areas.

B. BEARLEG LAKES (CR 7 or CR 8)

A broad, marshy moor of wide lakes and streams known
as the Bearleg Lakes lies just under the sheer bluffs of
the northwestern Gaarjuk Hills. Erutaki villages are
less common here, though scattered camps, lodges, and
cabins dot the landscape. The lakes and streams teem
with seasonal spawning salmon runs and the influx
of thousands of migratory birds that nest in the cliffs.
These twin migrations bring predators in great numbers
to feast upon the abundant prey, especially the bears that
give the lakes their name, but they attract more exotic
predators as well. The Erutaki sometimes hunt the lake
country during this “beast run,” but are wary of the
predatory feeding frenzy that accompanies it.

Scouts can collect 2d4 units of provisions per day of
hunting here in the summer months, or 1d4+1 units of

provisions per day in the winter by ice fishing.

Creatures: The Bearleg Lakes area is rich in wildlife,
mostly birds like eagles, fish, and small predators like
foxes, martens, but larger predators also abound. The
chance for encounters or events is doubled in this region,
using the table below.

BEARLEG LAKES ENCOUNTERS

d% Roll Encounter

01-50 Use normal encounter tables

51-60 2 giant pikes (encounter occurs while the PCs
are crossing or adjacent to a lake or stream)

61-70 2 Taraskan bears

71-80 1 dire bear

81-90 Bugbear ambush (see below)

91-95 3 forest drakes

96—00 1 frost drake

Bugbear Ambush (CR 8): Bugbears do not attack the
PCs directly but stalk and ambush the caravan as a group
(AC 21; hp 100; Attack +11; Damage 8d6). The bugbears are
expert hunters and the caravan must succeed at a DC 23
Security check or be ambushed. The bugbears are bandits,
and if the caravan tracks them to their lair with a DC 15
Survival check, they can find the bandits’ stolen goods—10
cargo units of treasure worth a total of’3,000 gp.

DIRE BEAR CR7
XP 3,200

hp 95 (Pathfinder RPG Bestiary 31)

FOREST DRAKES (3 CR 4

XP 1,200 each
hp 42 each (Pathfinder RPG Bestiary 2 107)

FrROST DRAKE CR7
XP 3,200

hp 84 (Pathfinder RPG Bestiary 2 108)

GIANT PIKES (2 CR6

XP 2,400 each
Giant gar (Pathfinder RPG Bestiary 2 128)
hp 73 each

TARASKAN BEARS (2 CRjs
XP 1,600 each

Advanced grizzly bear (Pathfinder RPG Bestiary 31, 294)
hp 52 each

C. Warm WELcoME (CR 9)

Parties of hunters and trappers (consisting of both
Erutaki and southerners) have built a number of small
cabins and lodges near the Bearleg Lakes, where they reap
the summertime bounty of the lake region and spend




weeks skinning and smoking meats for preservation
during the long dark winter months. Most lodges are
empty in winter, but firelight twinkles in the windows of’
one cabin year-round.

Creature: For years, a hag named Old Maguyu prowled
the lake country, disguising herself as a trapper and
befriending those who came to the lakes before turning
on them and adding their flesh to her cookpot. A few
years ago, a passing hunter proved too canny for the
hag’s tricks and turned the tables on Old Maguyu, not
only slaying her but burning her body and scattering the
ashes in hopes of laying her menace to rest forever. Sadly,
Old Maguyu’s malice endured even after cremation, and
a year after her death she rose again as a witchfire to
resume her reign of terror.

.,!
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Still able to disguise herself, Old Maguyu visits cabins
disguised as a trapper, or takes up residence ina cabin and
uses ghost sound and dancing lights to give the appearance
of cheer and welcome, inviting guests to join her fire and
shelter for the night. Before approaching PCs or trying to
lure them in, Old Maguyu tries to summon a pair of will-
o’-wisps, who turn invisible to ambush prey.

OLb MAGUYU CRg

XP 6,400

Witchfire (Pathfinder RPG Bestiary 2 284)

hp 115

TACTICS

During Combat Old Maguyu begins combat with
pyrotechnics, trying to block the party’s escape route so
that they must pass through her witchflame to get away.

If possible, she also sets cabins, tents, or wagons on fire
with her witchflame. She does not fear melee, as creatures
attacking her are subject to the spread of her witchflame.
She spreads her attacks among opponents, but once a
victim has been engulfed in witchflame she flies out of
reach, throwing fiery bolts or casting ray of enfeeblement
to hinder melee characters.

Morale Old Maguyu fights until destroyed.

Treasure: The cabin Old Maguyu occupies contains
10 5-gallon kegs of ale (worth 1 gp each; each weighs
40 pounds and counts as 1 unit of provisions) and

salmon and bear jerky equivalent to 3 cargo units of

stores. These are all destroyed if the cabin burns
down. In addition, a DC 30 Perception check
detects a loose floorboard in the floor of the cabin.

In the cavity beneath lies a +1 adamantine light mace,

coated in bear fat and securely wrapped in a bearskin

to protect it from the elements, left here long ago by

a hunter who never returned from her hunt.

D. Qoruk Forp (CR 8)

Leaving Hasanaliat, the Path of Aganhei leads to
Qopuk Ford, the easiest and most traveled crossing
of the Taraska River. To successfully ford the river,
however, the caravan must make two DC 17 Security
checks, each requiring 1 hour. The first check is to find
a suitable spot to cross and the second is to ford the
river itself. A failed Security check means the caravan is
unable to cross the ford and must either retreat (taking
1 additional hour per step of the fording process it has
already completed) and find another spot to cross, or
press on with another Security check (the DC increases
by +4) to complete the failed step. While fording the
river, the caravan takes a —4 penalty to its AC and on
Attack checks, and a —4 penalty on Security checks for
any purpose other than fording the river.




Magic can assist in fording the river. Each casting of’
air walk, fly, levitate, water breathing, or any spell or ability
that grants a swim speed grants a +1 bonus on Security
checks to ford the river, while casting water walk grants a
+3 bonus on the checks.

When foraging near the river, scouts can gather double
the normal provisions.

Creatures: There is a 20% chance each hour spent fording
the Taraska of attracting the attention ofa family of merrow
raiders, who attempt to steal wagons and carry off draft
animals and passengers to eat.

FRESHWATER MERROWS (6

XP 800 each
hp 30 each (Pathfinder RPG Bestiary 2 189)

E. WaNDERING HERD (CR 8)
After the party fords the Taraska, the Path of Aganhei
follows the river’s northern bank through the Hoarwell

CR3

March. As the river bends eastward toward its source,
the high flatlands become home to numerous herds of
musk oxen. There is a 50% chance each day of a Horned
Herd encounter (see page 14), in addition to other events
or encounters. However, the first herd the PCs kill or
capture belongs to an ettin named Gorkuk, which the
PCs discover 1d4 days later when the ettin tracks down
the caravan to take vengeance.
Gorkuk has a pair of trained hunting bears, and each

of the ettin’s heads considers one bear “his” personal
pet, barking out instructions in a pidgin tongue and
occasionally taunting the other head about which bear is
more ferocious in battle. Gorkuk and his bears attack the
PCs while they are encamped, hoping to take the caravan
and its animals back to his herds.
GORKUK CR6
XP 2,400

Male ettin (Pathfinder RPG Bestiary 130)

hp 65
TACTICS

During Combat Gorkuk attempts to disarm opponents

when he first advances into combat, thereafter
alternating trip combat maneuvers with attacks in
subsequent rounds.

Morale Gorkuk flees if reduced to fewer than 20 hit points.

GRIZZLY BEARS (2
XP 1,200 each
hp 42 each (Pathfinder RPG Bestiary 31)

CR 4

Treasure: One of Gorkuk’s javelins is actually a javelin
of lightning, and he carries a horn of fog. In addition, his
pouch contains 284 gp, 700 sp, six polished quartzes

&

(worth 10 gp each), and three bloodstones (worth 50 gp
each). Gorkuk wears a cold weather outfit over his armor.

THE HiLL CounTry

If the PCs turn off the primary Path of Aganhei to travel
through the Gaarjuk Hills and avoid the lake country,
their route passes through the following encounter areas.

F. Lost Lake (CR 9)

The small Erutaki village of Rimakak lies at the foot
of a waterfall flowing into Lake Nallishoot, and might
offer a haven to rest and resupply the caravan. Ulf
Gormundr has visited Rimakak in the past, but when
the caravan arrives they find Rimakak’s lodges and
huts deserted. Last autumn, the village was visited by
a qallupilluk named Arnaalak who resided in the lake.
To appease the “water spirit,” the residents of Rimakak
invited the qallupilluk to a village feast. Arnaalak
accepted and demanded the honored portion of the
villagers’ autumnal feast, but the young mother serving
her stumbled and spilled food all over the qallupilluk.
Enraged at the insult, Arnaalak cursed the villagers and
fled back to the lake, taking her vengeance by stealing
the children of the village one by one. The village’s
warriors tried to mount a rescue, only to discover that
the children had been transformed into merrows by
Arnaalak’s fell curses. Overcome by the qallupilluk’s
magic and the grasping, clammy claws of their former
children already turned against them, the surviving
warriors and villagers fled Rimakak forever.

Creatures: Arnaalak rarely wanders the shore, though
occasionally one or more of her merrow “children” can
be found in the ruined village. If confronted by armed
strangers, they flee to the lake to warn their “mother,”
who rallies her children to drive out encroachers.
Arnaalak tries to lure opponents out onto the ice and
reaches up from hiding to pull victims into the freezing
cold water. Her merrow children have made hollows
in the ice in a number of areas and can break through
this thin ice with a DC 10 Strength check or when a
Medium or larger creature walks over the ice. When the
ice collapses, creatures standing on a broken section may
leap to an adjacent square with a DC 20 Reflex save as an
immediate action.

ARNAALAK CR7
XP 3,200
Qallupilluk (see page 88)
hp 76

FRESHWATER MERROWS (4 CR3

XP 800 each
hp 30 each (Pathfinder RPG Bestiary 2 189)
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Treasure: Arnaalak and her children have despoiled
all of the huts of Rimakak, throwing refuse, offal, and
filth over all and smashing anything of value that was too
big to steal. In a watery bower beneath the lake’s surface,
however, the qallupilluk has gathered a considerable
treasure hoard, including a +1 breastplate, a masterwork
fishing net, a collection of 13 glass bottles, a clay jug of
firewine (worth 20 gp), a waterlogged masterwork heavy
crossbow (treat as broken), five thunderstones, five pieces
of polished amber (worth 100 gp each), 14 rose quartzes
(worth 10 gp each), 1,490 sp, and 4,302 cp.

Development: If PCs tell the tale of liberating Rimakak
to other Erutaki, they may make a DC 24 Resolve check.
If they are successful, the Erutaki reward them with
2,000 gp of caravan improvements to their wagons
or a single new wagon of their choice.
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G. AvaLAaNcHE AmBusH (CR 9)
North of Lake Nallishoot, the hills become more
rugged, with cliffs and wind-carved badlands laced with
rocky streambeds. These countless, nameless streams,
including those draining Lake Nallishoot and many
smaller lakes, gather themselves together to form the
Kluani River, a rock-strewn watercourse that flows north
out of the hills to join the Taraska River in the tundra
beyond. The curious echoes and labyrinthine pathways
of the badlands impose a —4 penalty on all Security
checks made by the caravan, as travelers rarely have the
opportunity to see danger before it is upon them.
Creature: While navigating these badlands, the
caravan’s route leads along the base of an east-
west ridge that shelters it from the ever-present
northern winds. This site, however, is the hunting
ground of a cunning arctic chimera. This beast
has the white-furred body of a powerful polar
bear (granting a racial bonus on Stealth checks
in snowy conditions, rather than scrubland or
~brush) and a white dragon’s head, wings, and
tail. Instead of a goat’s head, the creature has
a tusked walrus head, and a polar bear’s
| head replaces its lion’s head (the chimera’s
attacks remain the same). The arctic
chimera dwells atop a 100-foot-high ridge
that parallels the trail, and ithas learned
the trick of triggering avalanches in
the snowpack along the ridges. If the
chimera sees a large group approaching
its den, it unleashes an avalanche to bury
them, then flies overhead to pick off survivors
before digging out and

7o devouring those buried
e by the avalanche.

& When the caravan first
) approaches, the chimera is

@ hiding in the snow atop the
ridge (Stealth check +8). Allow
the PCs to make Perception
checks to detect the chimera (+1 to
the DC per 10 feet of distance from
the top of the ridge). If spotted, or once
the first wagon in the caravan is directly
/below its position, the chimera roars
/ ;loudly, signaling the beginning of a
surprise round. Individual characters
can act only if they spotted the chimera
or have an ability allowing them to act
during a surprise round. On its turn,
the chimera triggers an avalanche (see
Hazard on page 25). Use the Cliff map on page 10 for
this encounter.



Hazard (CR 7): The chimera triggers an avalanche (Core
Rulebook 429) in an attempt to bury the caravan. Once
the avalanche is triggered, it moves on the chimera’s
turn, racing to the bottom of the ridge in 1 round. The
avalanche is 120 feet wide, consisting of two 30-foot-wide
slide zones on either side of'a 60-foot-wide bury zone.

As soon as the avalanche begins, the caravan must
immediately make two DC 20 Security checks to detect
the oncoming avalanche (with the —4 penalty from
the terrain). If it succeeds at both checks, the caravan
manages to avoid the deadly slide of snow and ice. If the
caravan fails the first check but succeeds at the second
check, it is caught in the avalanche’s slide zone. Each
wagon takes 3d6 points of damage and is buried. If the
caravan succeeds at the first check but fails the second
check, it is partially caught in the avalanche’s bury zone
instead. Each wagon takes 4d6 points of damage and
is buried. If the caravan fails both checks, the caravan
is fully caught in the avalanche’s bury zone, and each
wagon takes 8d6 points of damage and is buried. The
PCs, and significant NPCs not riding in the caravan’s
wagons, must make DC 15 Reflex saves as normal to
avoid the avalanche.

ArcTic CHIMERA CR7

XP 3,200

Variant chimera with white dragon head (Pathfinder RPG
Bestiary 44)

hp 85

TACTICS

Before Combat After the avalanche, the chimera swoops down

the ridge to within 20 feet of the ground, where it hovers
to create a cloud of debris to gain concealment (Pathfinder
RPG Bestiary 315).

During Combat The chimera uses scent to target prey in the
debris cloud with its breath weapon while continuing to
hover. If forced to fight on the ground or against isolated
foes, the chimera lands to bring its full attacks to bear.

Morale The chimera flees back to its lair atop the ridge if
reduced to fewer than 20 hit points.

Development: Characters who were not buried in the
avalanche can easily free buried creatures (Core Rulebook
415), but buried wagons are more difficult to free. Digging
out buried wagons requires a Security check with a DC of
20 + 1 for each buried wagon. Each such attempt takes
1d12 hours.

Treasure: The chimera has collected a substantial
treasure horde in its den in a cave atop the ridge. If an
avalanche was triggered, the cliff face is easier to climb
(DC 20 Climb check) and the PCs may begin their climb
1dgx1o feet up the cliff at the top of the snowdrift left
after the avalanche. The chimera’s hoard consists of a suit

of +1 silver dragonhide banded mail, an elixir of fire breath,
three sets of cleats (see page 67), ajar of frostbite ointment

(see page 68), 139 sp, and 789 gp.

H. CanniBaL Camp (CR 8)

While many tribes in the Crown of the World gather and
hunt to sustain themselves, a few choose a more readily
available source of meat: other humans. Some of these
cannibal tribes were corrupted by whispering wendigos,
dread cannibal spirits of the North, while others have
suffered such desperate privations that they feel they
had no other choice to survive. Still others hunt their
own kind for pleasure, the thrill of the chase made all
the more delightful for the knowing terror in the eyes of
their victims. Cannibal tribes are shunned and despised
by their kin, yet it is often less than obvious when a tribe
has broken this taboo, especially to outsiders.

Creatures: The Silver Marten clan inhabits buried
sod huts along the Kluani River, where the Gaarjuk hills
slope down to the Taraska floodplain. Their leader is a
witch named Taranaak, who gave into his dark hunger
and ate the flesh of fellow humans in the depths of one
polar winter. Now approaching middle age, Taranaak
has recruited a group of younger warriors to follow his
example, promising them that the forbidden practice
actually makes them stronger and more powerful in the
midst of battle.

When travelers first approach, the cannibals greet
them with an offer of fire and food. A successful DC
20 Knowledge (local) or Survival check identifies the
proffered meat as being human, but only if someone
specifically tries to identify it. Once visitors have
partaken of the meal, the cannibals happily reveal the
meat’s origin and invite those who ate to join their clan.
If asked, Taranaak extols the virtues of cannibalism and
the necessity of not wasting precious meat in the arctic.
If the PCs reject the cannibals’ gift or display revulsion
about the tribe’s lifestyle, the cannibals immediately
become hostile. If the PCs do not leave immediately, the
cannibals gather up their weapons and attack.

CANNIBALS (8 CR1
XP 400 each
hp 25 each (Pathfinder RPG GameMastery Guide 306)

TARANAAK CRg
XP 1,600

Male human witch 6 (Advanced Player’s Guide 65)

NE Medium humanoid (human)

Init +2; Senses Perception +5

DEFENSE

AC 18, touch 13, flat-footed 15 (+4 armor, +2 Dex, +1 dodge,

+1 natural)
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hp 53 (6d6+30)
Fort +8, Ref +7, Will +5

OFFENSE

Speed 30 ft.

Melee mwk spear +6 (1d8+3/x3)

Ranged sling +5 (1d4+2)

Special Attacks hexes (blight [60 feet], cauldron, evil eye [-2,

6 rounds], slumber [6 rounds])
Witch Spells Prepared (CL 6th; concentration +9)
3rd—lightning bolt (DC 16), pain strike* (DC 16), summon
monster [l
2nd—bear’s endurance, feast of ashes* (DC 15), fester* (DC 15),
hold person (DC 15)
1st—endure elements, ill omen®, mage armor, ray of
enfeeblement (DC 14)
o (at will)—bleed (DC 13), resistance, spark*, touch of fatigue
(DC13)
Patron Endurance
TACTICS
Before Combat Before visitors arrive, Taranaak casts bear’s

endurance and mage armor.

During Combat Taranaak casts summon monster Ill on the
first round of combat to summon a fiendish wolverine. He
then supports his fellow cannibals with spells and hexes,
focusing on effects that weaken or paralyze foes, such as
hold person or ray of enfeeblement.

Morale If reduced to fewer than 10 hit points, or if all of the
cannibals are killed, Taranaak attempts to flee into the tundra.

Base Statistics Without his spells, Taranaak’s statistics are
AC 14, touch 13, flat-footed 11; hp 41; Fort +6; Con 12.

STATISTICS

Str 15, Dex 14, Con 16, Int 16, Wis 8, Cha 10

Base Atk +3; CMB +5; CMD 18

Feats Brew Potion, Combat Casting, Dodge, Great Fortitude,

Toughness

Skills Craft (alchemy) +16, Intimidate +9, Knowledge (arcana)
+12, Knowledge (nature) +12, Perception +5, Survival +5

Languages Abyssal, Erutaki, Common, Giant, Skald

SQ witch’s familiar (weasel named Ranaak [stores all prepared
spells and patron spells, plus alter self, cure moderate
wounds, rage, sleet storm, and additional spells of your
choice])

Combat Gear potion of cure moderate wounds, potion of rage,
scroll of secure shelter; Other Gear sling with 10 bullets,
masterwork spear, amulet of natural armor +1, cloak of
resistance +1, cauldron, furs, spell component pouch

* See the Advanced Player’s Guide.

Treasure: In addition to their gear, the cannibals have
a great stock of supplies taken from their past meals.
They have 20 5-gallon casks of ale (worth 1 gp each; each
weighs 40 pounds and counts as 1 unit of provisions),
three cold-weather outfits, four climber’s kits, four

healer’s kits, four sets of skis and poles (see page 68),
and a sack containing 569 sp and 345 gp in Taranaak’s
hut. The cannibals also have enough preserved human
meat to make 7 cargo units of stores, but if the PCs take
these provisions, even to feed to their carnivorous animal
companions, the caravan takes a permanent —2 penalty
on Resolve checks due to their fellow travelers’ repulsion
at their actions.

Development: The Silver Marten clan’s encampment is
considered a settlement, and the caravan may rest here
without threat of encounters and, if a trader is present
with the caravan, may sell trade goods with a successful
Resolve check. If the PCs trade with the Silver Marten
clan, the cannibals offer advice on the best places to
ford the Taraska River, granting a +2 bonus on Security
checks made for that purpose (see area I). In addition,
conversation with the cannibals reveals that they have
discovered several frozen corpses with an unknown
three-clawed symbol (the mark of Sithhud) carved into
their foreheads.

This encounter can be reused in the High Ice region, with
a similar group of cannibals dwelling in snowy dugouts
and igloos. Their advice grants the +2 bonus on Security
checks to avoid natural hazards for 1d3 days of travel.

I. FOrRDING THE TARASKA (CR 8)
Descending from the hills into the northern tundra of
the Hoarwell March, the caravan must journey 60 miles
to the great Taraska River. If the caravan follows Ulf’s
recommendation and travels along the Kluani River,
they automatically locate the ford near the two rivers’
confluence. Alternatively, they can strike out on their
own and try to find an alternate ford, which requires a
DC 22 Security check.

Finding the best spot to ford the river, however, takes
great care. Fording the river here is much like doing so
at Qopuk Ford (see page 22), but the caravan must make
four DC 22 Security checks, each requiring 1d4 hours—
the first to find a suitable spot to cross, the second to
navigate the marshes south of the river, the third to ford
the river itself, and the fourth to cross the northern
marshes and reach dry land to rejoin the Path of Aganhei.

Creatures: There is a 10% chance each hour spent
crossing the ford or marshes of attracting the attention
of'a pair of giant pikes that prowl the river and adjacent
marshes. If the river has frozen over completely, the PCs
instead encounter a pair of glacier toads making their

way across the ice.

GIANT PIKES (2
XP 2,400 each

Giant gar (Pathfinder RPG Bestiary 2 128)
hp 73 each
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GLACIER TOADS (2
XP 2,400 each
hp 73 each (Pathfinder RPG Bestiary 2 268)

Treasure: There is a50% chance that each such creature
encountered possesses 2d6 gemstones (worth 100 gp each)
orasmallindigestible magic item such as a ring or weapon
lodged in its gullet from creatures previously swallowed.

Development: Once the river has been successfully
forded, the caravan can easily rejoin the primary route of
the Path of Aganhei, following it upstream to the village
of Iqaliat without difficulty.

PArT Two: THE HiGH IcE

By this point, the PCs have completed a long journey
across the tundra but are reaching the farthest extent
of regular human habitation. While hunters, hermits,
and caravaneers sometimes foray onto the High Ice,
and a few brave (or mad) individuals venture near the
true pole, there are few if any permanent settlements
beyond this point. Ulf Gormundr suggests that the PCs

avoid the primary caravan route that passes through the
trade-town of Unaimo for the time being and instead
journey to a cliff-village he knows of some miles to the
west, called Iqaliat. Ulf possesses a tribal talisman made
of remorhaz scales that is a symbol of friendship from
the hearthmistress of Iqaliat and should guarantee them
safe conduct. As it is the off season for travel across the
Crown of the World, Ulf would like to get a better idea of
the prevailing conditions from those he knows and trusts
before deciding on the best path for the caravan to take.

J. IQALIAT

The village of Iqaliat is built into the overhanging
cliffs of Alasek Ridge, at the southern edge of the polar
plateau known as the High Ice. During the summer melt,
waterfalls by the hundreds pour down the icy cliff face for
hundreds of miles to either side, but Iqaliat draws water
year round through a subterranean stream that runs
through cracks in the rocky schist of the cliff. Most of
Igaliat’s buildings are 10 to 20 feet tall, crafted of stone
and clay brick fired in kilns during the warm season.

98\
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Their outer faces are clad in harder rock cleaved from the
schist, fitted with mortar or sculpted with stone shape cast
by generations of shamans.

IQALIAT
N village
Corruption —1; Crime —2; Economy —4; Law —6; Lore —1;
Society —1
Qualities insular, strategic location
Danger +20; Disadvantages hunted
DEMOGRAPHICS
Government council

Population 134 (121 humans, 13 dwarves)
Notable NPCs
Chief Nalvanaq (N old female human barbarian s)
Hearthmistress Sonavut (N old female human bard 3/expert 3)
Shaman Tunuak (CE old male human oracle of the wind 9)
MARKETPLACE
Base Value 450 gp; Purchase Limit 2,500 gp; Spellcasting 3rd
Minor ltems +1 leather armor, +2 spear, potion of fly, potion

of water breathing; Medium Items +3 white dragonhide
breastplate, +2 dagger, oil of dispel magic, ring of animal
friendship, scroll of lesser geas, scroll of polymorph

..@.#».i.t_
ISDEVIEW 77—
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While normally a safe haven, Iqaliat is currently under
siege. The village’s hearthmistress is friendly enough,
but both the village’s chief and shaman are standoffish
and unfriendly, as are the insular villagers. The caravan
may rest and conduct repairs in the village, but all checks
to buy or sell goods are made at a —5 penalty.

A DC 10 Diplomacy check to gather information is
enough to reveal Iqaliat’s plight, though the villagers
are loath to discuss their problems with outsiders.
Nevertheless, the PCs can soon learn that the white dragon
Vegsundvaag has been terrorizing the village and its
surroundings, carrying off and slowly killing its populace.

Unknown to the villagers, their own shaman, Tunuak,
is actually responsible for the dragon’s attacks. While ona
vision quest to the pole, Tunuak fell under the corrupting
sway of the half-fiend sylph Katiyana and became a devout
follower of the nascent demon lord Sithhud. Tunuak
stole into the dragon’s lair and smashed her eggs, leaving
behind evidence suggesting that Iqaliat’s hunters were
behind the attack. Believing the villagers responsible for
the destruction of her eggs, the bereaved dragon swore
vengeance upon all the inhabitants of Iqaliat and their
kin. Meanwhile, Tunuak returned to Iqaliat to spread
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conflict and discord, corrupting a few Erutaki hunters
with demonic possession while blaming the dragon’s
attacks on the villagers’ faithlessness in the old gods of
the polar wind.

In honor of the talisman that Ulf carries, Igaliat’s
hearthmistress, Sonavut, welcomes the PCs’ caravan to
the village, and invites the PCs and their companions
into her home (area J8) for cups of hot fermented goat’s
milk. Ulf questions her about the conditions on the trail
ahead, only to receive bad news: The primary route to the
east, past the village of Unaimo and through the Koumssa
Gap, is blocked by the “hungry storms,” or morozkos,
which have swept down from the High Ice and blocked all
travel along the Path of Aganhei. Sonavut informs them
that it is not the normal season for these storms, and that
the morozkos have been venturing farther and farther
south than they ever have before. In addition, the Erutaki
have heard tales of strange black pillars, guarded by the
walking frozen dead, appearing all across the Crown of
the World, though what connection there may be between
these mysterious monoliths and the abnormal storms
none can say. Nonetheless, the presence of the morozkos
on the Path of Aganhei means that way is closed to the
PCs and their caravan.

If the PCs’ have not yet heard about the white dragon
terrorizing Iqaliat, or if they question Sonavut about it,
she can relate the following information. The villagers
have sent several hunters to slay the dragon, but none
have returned, and Vegsundvaag continues to attack the
village with impunity. Many of Iqaliat’s warriors have
died defending the village from the dragon, and there
are too few left now to risk sending more out in search
of the creature.

As to why the dragon is attacking, neither Sonavut
nor the chief has any idea. They have been aware of
the dragon ever since she first appeared in the region
almost half a century ago, but until now, she has never
plagued the village. Sonavut tells the PCs that the village
shaman, Tunuak, blames it on the villagers’ lack of faith
in the spirits of the wind that have always protected
Iqaliat, and has even gone so far as to accuse Sonavut of’
leading the villagers astray, a charge the hearthmistress
vehemently denies.

Sonavut informs the PCs that they are welcome to stay
in Iqaliat for as long as they wish, but that if they stay, they
are in danger from the dragon as well. Unfortunately,
she has no solutions for them; the dragon blocks the way
north, and the morozkos block the way east.

THE SAcriFice (CR 8)

When the PCs leave Sonavut’s home, they find a crowd
has gathered in the square outside, led by the village

shaman, Tunuak. An aged man, though still hearty,
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The village of Igaliat includes the following areas (see the
map on page 28). )
J1. Gatehouse: Wagons and dogsleds enter Iqaliat

through this 30-foot-tall gatehouse. Earthen ramps lead
up to the gatehouse from the tundra outside and down
into the village’s central square. The few wagons that visit
Iqaliat park in the village square if not encamped outside
the village.

J2. Watchtower: This 40-foot-tall watchtower guards
Iqaliat’s central gatehouse. Six foot soldiers armed with
longspears (GameMastery Guide 286) ward the tower at all
times, guarding the gate and keeping a sharp lookout for
the dragon Vegsundvaag.

J3. Side Gate: Visitors on foot enter the village through
this smaller gatehouse, which is staffed with four foot
soldiers (GameMastery Guide 286) during the day.

Ja. Tunuak’s Tower: Iqaliat’s shaman, Tunuak, lives in
this 30-foot-tall tower in the west of the village.

J5. Chief’s Tower: This 30-foot-tall tower houses
Iqaliat’s chief, Nalvanaq.

J6. Goat Pen: Pens for Iqaliat’s goat herds occupy the
center of the village, though most of the village’s goats
have been carried off and devoured by the dragon.

J7. Dog Kennel: The village’s sled dogs are kept in these
kennels, though many dogs also live within family homes.

J8. Hearthmistress’s Home: Hearthmistress Sonavut
lives in this unassuming house near the goat pen.

Jo. Cistern Tunnel: A narrow cleft in the cliff leads
down to the village’s subterranean cistern. L

J10. Cliff Top Tunnel: A second crevice in the cliff winds
up to altars dedicated to the Erutaki wind spirits on the
cliff top above the village. These altars take the form of |
inukshuks, vaguely humanoid-shaped cairns of stacked
stones. Unknown to the villagers, a secret door in the
tunnels leads to Tunuak’s Bore (see area K).

hea. ‘ A%

Tunuak leans on a twisted staff, wrapped in a heavy gray
cloak decorated with Erutaki tribal designs. His brown
eyes are yellowed with age, as are his few remaining teeth,
and his balding head is a patchwork of short, wiry white
hairs around his temples and the back of his head. Tribal
tattoos decorate his liver-spotted pate and face, wrinkled
and worn by wind and sun. He carries himself with an air
of importance, expecting to be heard.

Addressing the crowd, Tunuak proclaims that the
PCs’ intrusion will only inflame the dragon’s anger. The
villagers have turned away from the spirits of the wind
and invited outsiders into their midst, and the spirits will

'V
R R i AR A LN 4 1 AL R G B b R+ S M B T pi bk \ﬁ




repay such faithlessness by sending the dragon against
Igaliat once again. Now, even the traditional sacrifices to
propitiate the wind spirits will not suffice. The outsiders’
taint can be removed only by sacrificing one of them, and
the rest must leave at once.

Anticipating combat, Tunuak has observed the PCs’
meeting with Sonavut using wind sight. As outlined in his
Tactics section, he casts eagle’s splendor and several other
preparatory spells before making his speech. To counter
Tunuak’s harangue, the PCs must make an opposed Bluff,
Diplomacy, and Intimidate check against Tunuak (one of
each). See page 58 for Tunuak’s skill bonuses. Only one PC
(or significant NPC) may attempt each check, though one
other character may use the aid another action to assist
each check. The hearthmistress Sonavut argues on the
PCs’ behalf, providing a +2 circumstance bonus on one
of the PCs’ checks (players’ choice). As a native of Iqaliat
and the village’s shaman, Tunuak gains a +5 circumstance
bonus on all three checks. Chief Nalvanagq sits in judgment
and does not take a side.

If Tunuak wins all three opposed checks, the Erutaki
villagers demand that the PCs leave at once and give
up one of their number for sacrifice. If the PCs refuse,
the villagers attack the caravan as a mob (AC 19; hp 70;
Atk +12; Damage 7d6). The Erutaki mob is not evil, and
Sonavut urges the PCs to use nonlethal attacks to subdue
them; doing so imposes a —4 penalty on the caravan’s
Attack checks.

If Tunuak wins two of the opposed checks, the
villagers do not demand a sacrifice but insist that the
PCs leave Iqaliat immediately. If Tunuak wins only one
check, the villagers permit the PCs to stay the night, but
ask them to leave the following morning. If they want
the assistance of the Erutaki, the PCs must earn their
welcome by slaying the dragon (see page 33). If the PCs
refuse to leave, they are attacked by the mob as above.

If the PCs win all three opposed checks, the villagers
hail them as heroes. Sonavut and Chief Nalvanaq
rebuke Tunuak for his insistence on the ancient rites,
as the villagers assert that the PCs were sent by the
wind spirits to free them from the dragon. Enraged
and outnumbered, Tunuak activates his invisibility
revelation and flees through the tunnel at area J1o to
his hidden shrine (area Kg).

Development: Regardless of how many opposed checks
the PCs win, they can make DC 20 Sense Motive checks to
get a hunch that there is more to Tunuak’s actions than
a simple desire to protect his village from the dragon. If
the PCs share their suspicions with Chief Nalvanaq or
Sonavut, they agree to accompany the PCs to Tunuak’s
tower (area J4) to demand the shaman explain himself,
only to discover that Tunuak did not return to his tower.

However, the shaman’s apprentice, Gluktok (who knows

nothing of Tunuak’s betrayal), can inform them that
Tunuak has been spending much time among the wind
altars lately, though the last time Gluktok went to the cliff
top in search of his master, Tunuak was not there, even
though Gluktok had seen him enter the tunnel. This is a
hint that there might be a secret entrance in the tunnel
leading to the wind altars (see area K1). Alternatively, a DC
15 Perception or Survival check made while searching the
cliff top above the village discovers the crack in the ice
above the bore.

If the PCs fought off the Erutaki mob with nonlethal
attacks, their mercy grants their caravan a +2 bonus on
any Security or Resolve checks made in Iqaliat. If they
used lethal attacks against the mob, the caravan takes a
-2 penalty on such checks in the village.

Story Award: If the PCs win all three opposed checks
against Tunuak, award them 4,800 XP. If they won two
checks, award them 2,400 XP. If they defeated the Erutaki
mob with nonlethal attacks, award them 2,400 XP. At the
GM’s discretion, the PCs receive no XP for fighting the
mob with lethal attacks.

K. TuNuAk’s Bore

Unknown to the rest of Iqaliat, Tunuak has crafted a
secret shrine to Sithhud beneath the cliff (see the map
on page 28). The tunnel at area Jio winds hundreds of
feet through clefts and tunnels up to the top of the cliffs
above Iqaliat and the altars of the wind spirits, but a
secret door in the tunnel leads to Tunuak’s Bore.

Ki. Outer EnTRANCE (CR 8)

A DC 25 Perception check discovers the secret door in the
tunnel that bars entry into Tunuak’s Bore.

Trap: The secret door contains a floor-pivot mechanism
that drops all creatures in a 10-foot-square area into a
50-foot-deep cleft full of jagged rock if not deactivated
before the door is opened.

CAMOUFLAGED SPIKED PIT TRAP CR8

XP 4,800

Type mechanical; Perception DC 25; Disable Device DC 20

EFFECTS

Trigger location; Reset manual

Effect 50-ft.-deep pit (5d6 falling damage); pit spikes (Atk +15
melee, 1d4 spikes per target for 1d6+5 damage each); DC
20 Reflex avoids; multiple targets (all targets in a 10-ft.-

square area)

K2. INNER Door (CR 7)

Past the trapped outer entrance, a narrow tunnel slopes
upward 100 feet to the west and south before ending
at a blank wall containing another secret door (DC 25
Perception check to find).




Creature: An Erutaki man stands in front of the secret
door, blocking the way forward. A respected hunter
in the village, Naquun was one of the first of Iqaliat’s
inhabitants to be corrupted by Tunuak. The shaman
arranged for a quasit to secretly possess Naquun, and the
hunter can only stand by helplessly as the quasit controls
his body. Naquun feigns friendship as the PCs approach,
offering his assistance in tracking down Tunuak. He
follows them down the ramp in area K3, waiting for
the hoarfrost spirits there to attack the PCs before
ambushing them from behind.

NAQUUN
XP 3,200
Male quasit-possessed human ranger (guide) 7 (Advanced

Bestiary 51, Pathfinder RPG Advanced Player’s Guide 125)
CE Medium humanoid (chaotic, evil, human)

CR7

Init +5 (+7 in cold); Senses Perception +12 (+14 in cold)

DEFENSE

AC 20, touch 16, flat-footed 14 (+3 armor, +5 Dex, +1 dodge,
+1 shield)

hp 71 (7d10+28); fast healing 2

Fort +7, Ref +10, Will +4; +2 vs. poison
DR 5/cold iron; Resist electricity 20
Weaknesses spell vulnerability
OFFENSE
Speed 30 ft.
Melee +1 handaxe +14/+9 (1d6+2/x3 plus 1d6 profane) or
+1 handaxe +12/+7 (1d6+2/x3 plus 1d6é profane) and mwk
handaxe +12 (1d6/x3 plus 1d6 profane)
Ranged mwk spear +13 (1d8+1/x3 plus 1d6 profane)
Special Attacks profane attacks, ranger’s focus™ (+4, 3/day)
Spell-Like Abilities (CL 7th; concentration +6)
At will—detect good, detect magic

2/day—invisibility

Ranger Spells Prepared (CL 4th; concentration +6)
2nd——protective spirit*
1st—endure elements, feather step*

TACTICS

Before Combat Naquun casts feather step before taking

position in front of the door.

During Combat Naquun casts protective spirit on the first
round of combat. He activates his ranger’s focus ability
on the first foe to attack, making the majority of his
attacks against that opponent. If surrounded by enemies,
Naquun casts invisibility to better position himself and
attack from surprise.

Morale As long as he is possessed, Naquun fights to the
death. If freed from his possession, he immediately
surrenders and offers to help the PCs find
Tunuak and bring him to justice.

STATISTICS

Str 12, Dex 21, Con 14, Int 10, Wis 14, Cha 8

Base Atk +7; CMB +8; CMD 24 b
Feats Dodge, Endurance, Quick Draw, Toughness, Two-
Weapon Defense, Two-Weapon Fighting, Weapon Finesse,
Weapon Focus (handaxe)
Skills Acrobatics +12, Climb +9, Handle Animal +9,
Intimidate +6, Knowledge (geography) +5 (+7 in cold),
Knowledge (nature) +5, Perception +12 (+14 in cold),
Stealth +17 (+19 in cold), Survival +12 (+14 in cold), Swim +5
Languages Common, Erutaki

AL
! SQ favored terrain (cold +2), possessed, terrain bond¥, track

\I +3, wild empathy +6, woodland stride
"’1‘ Combat Gear campfire beads* (3), potions of cure
. light wounds (2), scroll of campfire wall*, scroll of hide

campsite*, alchemist’s fire, tindertwigs (5); Other Gear

masterwork studded leather, +1 handaxe, masterwork

~gg

handaxe, masterwork spear, cold-weather outfit, smoked

goggles*, snowshoes?, trail rations (5 days), 13 gp

|




SPECIAL ABILITIES
Possessed (Su) Naquun is possessed by a quasit named Eguriak;

the quasit can take no actions other than communicating with
its host and using Intelligence-based skills. It can be detected
by divinations but cannot be targeted by spell effects (except
as described under spell vulnerability below). Damage to
Naquun does not harm the quasit. If Naquun is killed, Eguriak
appears in his square. If the possession is ended without killing
Naquun (see below), the hunter’s alignment returns to neutral.

Profane Attacks (Su) Naquun’s melee attacks deal an extra
1d6 points of damage to creatures of good alignment. In
addition, his weapons are treated as evil-aligned and magic
for the purpose of overcoming DR.

Spell Vulnerability (Ex) If Naquun is targeted with a
banishment or dismissal spell, he must succeed at a Will save
or the quasit is banished back to the Abyss. If Naquun is
targeted with dispel chaos, dispel evil, protection from chaos,
or protection from evil, he must also make a Will save. On a
failed save, the quasit is driven out of his body and appears
in the nearest open square. It cannot possess a new host.

* See the Advanced Player’s Guide.

EGURIAK CR2
XP 600
Quasit (Pathfinder RPG Bestiary 66)
hp 16
TACTICS
Morale If driven out of Naquun’s body, Eguriak turns invisible

and tries to flee, if possible.

Story Award: If the PCs end Naquun’s possession
without killing him, award them XP as if they had
defeated him in combat.

K3. Icy Ramp (CR 7)

The inner door grants ingress into a wide irregular pit
in the upper cliffs, open to the sky above through a crack
in the ice, with a ramp circling its way down to a slushy
basin 60 feet below. The path is narrow and slick with
ice, requiring a DC 15 Acrobatics check to navigate at
half speed without slipping and falling (DC 25 to move
at full speed).

Creatures: Four hoarfrost spirits lurk in rocky niches
above the path (DC 20 Perception check to spot). The
undead wait until the PCs venture onto the slippery path
before leaping down to attack or bull rush opponents into
the pit below. Remember that characters using Acrobatics
to move safely on slippery surfaces are considered flat-
footed and lose their Dexterity bonuses to AC.

HOARFROST SPIRITS (4 CR3
XP 800 each
hp 32 each (see page 14)
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K4. ActaR oF SitHHUD (CR 8)

Dimly lit by daylight from the crack in the ceiling high above,
the slushy basin at the bottom of the ramp is filled with
hundreds of bones, all marked with a curious rune like a frost-
rimed, three-fingered skeletal hand. To the south, dozens of
skulls have been piled into a crude altar. Painted along the icy
walls of the pit are Erutaki pictograms, scattered among many
more of the strange runes.

A DC 20 Knowledge (planes) or Knowledge (religion)
check recognizes the three-fingered hand as the symbol
of Sithhud, the nascent demon lord of blizzards and
the frozen dead. One of the pictograms along the walls
shows strange black standing stones rising from icy
hills, another displays a cluster of towers glowing with a
strange blue light, and a third shows a single monolithic
tower rising above what seems to be a black lake, with
white mountain peaks behind it. A fourth pictogram
depicts a spiraling storm with long arms ending in ice-
fanged jaws devouring Erutaki villages, but with longer
jaw-arms reaching toward forests, crudely drawn castles
and cities, and what may be ships at sea. Warriors are
shown trying to fight the storm with spears before being
engulfed and sealed in tombs of'ice. The final pictogram
shows a blue-skinned woman with dark wings and hair,
wearing a silver crown or circlet. Her hand grasps one of
the claw-symbols like a scepter, and spiraling streaks of
silver and white curl from it in every direction.

Creature: Tunuak waits at the bottom of the bore for
the PCs. He attacks the PCs as they make their way down
the slippery ramp, or any PCs who are knocked off the
ramp by the hoarfrost spirits at area K3.

TUNUAK CR8
XP 4,800
hp 8o (see page 58)

Development: A quick search of the basin reveals a
number of white shards, similar to ceramic, piled before
the altar. A DC 19 Knowledge (arcana) check identifies
them as fragments of white dragon eggshells. The
pictograms of standing stones are easily identifiable as
the black monoliths that the PCs have possibly already
encountered on their journeys. A DC 15 Knowledge
(geography) check recognizes the blue-limned towers as
the Nameless Spires, an ancient ruined city at the North
Pole, while a second DC 15 Knowledge (geography) check
recognizes the white mountains behind the single tower
as the Alabastrine Peaks. A DC 15 Knowledge (nature)
check likewise can identify the fang-armed spiral as
representing the morozkos, or “hungry storms,” the
legendary blizzards that rage across the Crown of the
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World. Anyone who speaks Erutaki or succeeds at a
DC 20 Linguistics check can decipher scrawled notes
beneath the picture of the winged woman that speak of
an obsessive love for “Katiyana, who speaks to me on the
winds from her tower in the Storm.”

If shown the pictograms, either Chief Nalvanaq or
Hearthmistress Sonavut can also identify the Nameless
Spires, where the Erutaki believe the wind spirits
reside—a dangerous place, but a source of great visions
for those brave enough to seek it. Tunuak himself
undertook a vision quest within the last year; most
likely he fell under the spell of this winged woman. The
standing stones are strange to them, but a few hunters
on the High Ice have reported seeing such monoliths
in recent months. They are also familiar with the fang-
armed spiral of the morozkos, the seemingly living
storms that can devour entire villages and that almost
seem to seek out their victims like living things. Neither
Nalvanaq nor Sonavut recognizes the winged woman
figure illustrated in the pictograms.

HUNTING THE DRAGON

The dragon eggshells found in Tunuak’s Bore point
to the shaman as the one responsible for the dragon’s
attacks, but even with Tunuak defeated, Iqaliat is still in
danger from the predations of the dragon Vegsundvaag.
The PCs have already done the village a great service by
exposing Tunuak’s treachery, but both Chief Nalvanaq
and Sonavut would greatly appreciate their aid if they
are willing.

If the PCs agree to hunt the dragon, Sonavut gives
them each a set of claws of the ice bear (see page 62) or
an item of equal or lesser value from those available
in Iqaliat. Chief Nalvanaq offers to provide a guide to
take the PCs to the dragon’s lair while the caravan stays
behind in Iqaliat. If you need statistics for the guide,
use the stat block for the trapper on page 276 of the
GameMastery Guide.

If the PCs refuse a guide and try to seek the dragon’s
lair on their own, they can find it by making three
consecutive DC 20 Survival checks requiring 8 hours
each. The villagers provide them with landmarks and
directions for finding it that grant a +2 circumstance
bonus to these checks.

If the PCs decline to slay the dragon on behalf of
Iqaliat, the villagers are saddened, and do their best to
convince the PCs to move on. With the Path of Aganhei
closed, they will have to strike out north across the
High Ice. In this case, you can still run the encounter
with Vegsundvaag by having the dragon attack the PCs’
caravan as they pass near her lair. Likewise, their path
will also take them close to Katiyana’s Storm Tower (area
M), where they can encounter the half-fiend sylph.

<‘}
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VEGSUNDVAAG'S LAIR
The glacial rift of the dragon Vegsundvaag consists of the
following areas (see the map on pag,;e 34).

Li. Vegsundvaag’s Cave: Vegsundvaag (see Creature
on page 34) resides in this long cave, which she once
shared with her mate Narmurvik. The cave’s ceiling is
approximately 20 feet high, except in the very rear of the
cave, where it extends upward 40 feet. Vegsundvaag has
created an escape tunnel in the ceiling of the cave to the
north (area L1a), concealed by a thin crust of ice (DC 15
Perception check to notice) that exits into the glacial rift
20 feet above the cave. A similar escape tunnel (marked
Lib) lies at the bottom of the 30-foot-deep crevasse that
separates the rear of the cave from the front, exiting into
the rift 40 feet below the cave.

L2. Vegsundvaag’s Nest: Vegsundvaag laid her eggs
in this cave, until Tunuak found and destroyed them. The
cavern floor is littered with smashed eggshells, along with
a stone hammer. A DC 20 Perception check finds a tribal
talisman made of remorhaz scales among the ruined
shells. Similar to the hearthmistress’s talisman possessed
by UIf, it was left behind by Tunuak to incite the dragon to
attack Iqaliat. In all, the remains of five eggs may be found
here (Tunuak took the pieces of the sixth shell with him to
his secret bore (area Kg).

L3. Vegsundvaag’s Hoard: Vegsundvaag’s hoard is in
this cavern below her nest (see Treasure on page 34).

L4. Narmurvik’s Remains: Among the jagged
rock spires at the very bottom of the glacial rift lie the'
remains of Vegsundvaag’s mate Narmurvik. Scavengers
have reduced the once-proud dragon to little more than
shattered bones, but examination of the skeleton with a |
DC 20 Heal or Knowledge (arcana) check reveals that the
dragon was mortally wounded by another dragon before

falling to his death at the bottom of the chasm.

3. ,

L. GLAciAL RiFrtT oF THE DrRAGON (CR 9)
The white dragon Vegsundvaag makesherlairunderneath
the icepack about 60 miles north of Iqaliat, in a vertical
rift that spans a vast gulf over subglacial rock-spires.
During sunny periods, meltwater slicks the icy walls of
the rift before cascading in an algid spray into gravelly
pools below. The 20-foot-wide rift stretches over 100 feet
long at ground level but narrows to half'that width below
before widening into a massive subglacial chasm 400 feet
deep. Creatures using feather fall must be mindful of the
spell’s duration, as it may not suffice to get them all the
way down safely.




Creature: Vegsundvaag lairs on the eastern side of

the rift in area Li. If the PCs venture into other areas
first, Vegsundvaag can make Perception checks to notice
intruders in her lair, at which point she leaves her cave
to investigate, approaching by stealth (including by
burrowing) to surprise the intruders.

Vegsundvaag is a Large dragon with scales glittering
like polished ice edged with silver. Her scaled face is
marred with claw marks, and the horned frill surmounting
her head is tattered and scarred, enhancing the menace of
her dark, deep-set eyes. Her body is stout and muscular,
and measures about 15 feet from her snout to the base of
her thick tail.

When she engages the PCs, Vegsundvaag shrieks at
them in Draconic, calling them murderers and dupes of
the hateful two-legs who killed her unborn children. If
the PCs converse with her, even in the midst of combat,
Vegsundvaag tells of returning to her lair to find the
smashed remains of her eggs, along with a hammer and
a tribal talisman “marked with the filthy scrawlings” of
Iqaliat. On that terrible day, she swore vengeance on the
humans, and vowed to devour every “hot-blooded ape” in

Iqaliat until her thirst for vengeance is sated.

N\

Vegsundvaag uses flight, burrowing, and icewalking
to avoid getting cornered by multiple foes, and fog cloud
to screen herself from ranged attacks. If enemies are
near the edge of the rift, she uses gust of wind or bull
rush maneuvers to knock them off the edge, flying down
with them to attack them as they fall or after they land.
If reduced to fewer than 6o hit points, Vegsundvaag uses
one of the two escape tunnels in her cave to circle behind
invaders and take them again by surprise.

VEGSUNDVAAG CRg
XP 6,400
hp 115 (see page 60)

Treasure: Vegsundvaag’s hoard, collected in area L3,
consists of the following: one lesser dragon slaying arrow,
a +2 short sword, a potion of protection from arrows, a ring of
feather falling, a horse terra-cotta talisman (see page 63), a
wand of ray of enfeeblement (15 charges), a masterwork light
steel shield, a masterwork cold iron spiked gauntlet,
a masterwork composite shortbow (+2 Strength) with
11 arrows, a masterwork spear, a climber’s kit, 200
feet of silk rope, a piece of amber (worth 100 gp), three




bloodstones (worth 50 gp each), a blue sapphire (worth
500 gp), a leather quiver decorated with winter wolf fur
and tooled with Snowcaster elf designs (worth 500 gp),
3,104 CD, 2,521 SP, 594 gp, and 202 pp.

Development: If the PCs slay Vegsundvaag, they can
return to Iqaliat in triumph. The Erutaki hail them as
mighty heroes, and hold a great feast of caribou, goat, and
fish taken from the riverlands. During the feast, Chief
Nalvanaq and Sonavut take the PCs aside. The elders have
studied the pictograms in Tunuak’s Bore and believe they
have discovered more of the shaman’s plans. Ancient tales
say that the morozkos were the roaring scourge wielded
by the demon lord Sithhud, who ate the flesh of the dead
and bound their bones to serve him in ages past. The
three-fingered skeletal claw is Sithhud’s mark, and the
pictograms suggest that the dark-winged woman may
have found some way to reclaim the demon lord’s ancient
power, perhaps using the strange black monoliths or other
ancient magics discovered in the Nameless Spires. The
elders believe that the third pictogram shows a place that
the Erutaki call the Storm Tower. So named because of the
storms that always seem to swirl above its pinnacle, this
spire is similar to those found in the Nameless Spires, but
it stands alone near the Alabastrine Peaks. The morozkos
have already been awakened, but if the woman gains full
control over the hungry storms, none will be able to stand
before them, and the PCs and their caravan will never
make it across the Crown of the World. If they hope to
make the crossing, they must journey to the Storm Tower
and deal with her before her designs are complete.

The PCs can rest at Iqaliat for as long as they wish. With
Vegsundvaagdefeated,Iqaliatlosesthe Hunted disadvantage,
increasing its Economy, Law, and Society modifiers by 4,
reducing its Danger value by 20, and increasing the village’s
base value to 550 gp. Recovery of village offerings hoarded by
Tunuak also temporarily increases Iqaliat’s purchase limit
to 10,000 gp. The villagers repair any damaged wagons in
the PCs’ caravan and equip all of the caravan’s wagons with
cold weather gear at no cost, and the PCs may purchase
other caravan equipment (though not new wagons) at a 25%
discount. In addition, Hearthmistress Sonavut gives them
a sashimono of comfort (see page 62) and two fully charged
wands of endure elements to help the caravan survive its trek
across the High Ice. Rescuing Iqaliat grants a permanent
+2 bonus to the caravan’s Morale, and the advice of Iqaliat’s
guides grants a +2 bonus on Security checks for 1 week after
the caravan leaves the village.

Story Award: Award the PCs 4,800 XP for freeing Iqaliat
from the predations of Vegsundvaag.

Across THE HIGH IcE
The journey from Iqaliat to the Storm Tower is 700 miles

across the High Ice and into the Boreal Expanse, bearing

north and west of the Alabastrine Peaks rather than
following the Path of Aganhei eastward. Ulf has never
been that close to the pole before, but he has heard stories
and seen enough maps (including Kargun Yaremchuk’s
map of the High Ice, if the PCs discovered it at area A) that,
using the mountains as a landmark, he is confident in
his ability to bring the caravan there, and afterwards
guide it beyond the far end of the Alabastrine Peaks to
rejoin the Path of Aganhei at Dead Man’s Dome.

Because of the distance and difficulty involved in
crossing the High Ice, caravan encounters and other
random encounters should be made on a weekly, rather
than daily, basis while in this region. There are no set
encounters along the desolate march to the pole, though
if Tunuak or Vegsundvaag escaped, they are likely to
follow the caravan and attack.

Traveling across the High Ice is more difficult than
the tundra, both because the terrain is more rugged and
because it is more desolate, and thus harder to navigate.
Each week, the caravan must make a DC 23 Security
check. If successful, the caravan finds a usable track and
it travels at normal speed. If the caravan fails the check,
its speed is reduced by 50% for the week. Once the caravan
is within 100 miles of the Alabastrine Peaks, it gains a +2
circumstance bonus on these checks.

The environment also becomes more extreme the
farther north the caravan ventures. One hundred
miles north of Igaliat, the elevation passes 5,000 feet,
subjecting the PCs and their caravan to altitude sickness
(Core Rulebook 430). In the thin air at this altitude, the
caravan becomes fatigued. It takes a —2 penalty on Attack,
Security, and Resolve checks, and cannot make a forced
march. PCs and significant NPCs get their normal
Fortitude saves against altitude sickness. At the end of
1 month, both the PCs and their caravan are considered
acclimated to the altitude, and no longer suffer any
adverse effects. The caravan can even camp for a month
to acclimate before setting out across the High Ice, if the
PCs wish.

Extremes of light and darkness are also exaggerated
as the caravan approaches the pole. As the PCs’ caravan
is likely traveling across the Crown of the World during
the winter off season, they will likely find themselves
traveling through the polar night. It is assumed that the
PCs have lights, either magical or mundane, to illuminate
their caravan. If they use no light, the caravan’s speed is
reduced to halfin the uninterrupted darkness.

Conditions also become dangerously cold near the
pole. In the polar winter, temperatures range from —40°
to —94° F, making endure elements less than adequate.
Fortunately, cold-weather outfits or furs, cold weather
gear for the caravan, and the sashimono of comfort given
to the PCs by the Erutaki are sufficient to protect the




caravan while encamped. While traveling, however, the
caravan requires a number of endure elements spells equal
to its consumption to be cast per week, either using
wands from the Erutaki or the PCs’ own resources. Even
with these precautions in place, however, temperatures
are so extreme that the caravan must make a DC 25
Security check each week or take 1d6 points of damage
and become fatigued until the damage is repaired.
As long as they stay with the caravan, the PCs or other
creatures are effectively protected from the cold. As soon
as they leave the confines of the caravan, however, they
must make normal saves against the extreme cold (Core
Rulebook 442).

M. THE StorMm Tower (CR 9)

The clues found in Tunuak’s Bore point to the Storm
Tower, one of the “Nameless Spires” created by some
ancient race in ages past, though standing about
150 miles from the Nameless Spires that loom atop
Golarion’s North Pole. Katiyana, the half-fiend sylph who
is working to engineer Sithhud’s return as a full demon
lord, has claimed the Storm Tower as her headquarters
and is using it as the focus of the eldritch energies
channeled through the black monoliths scattered across
the Crown of the World, carefully placed and attuned to
the network of elemental energies of wind and cold that
empower the morozkos.

When the PCs get within 50 miles of the Storm Tower,
they can see a bluish glow at the northern horizon that
intensifies as the tower comes into view. Within 10 miles,
they can see the massive black spire itself, and the strange
blue light emanating from its apex. The Storm Tower is
a hexagonal spire of black basalt, towering hundreds of
feet into the air. The tower is mired in a lake of black
slush, with a shattered stone causeway leading across the
lake toward a gaping hexagonal opening in the wall at
the base of the tower. A huge, crackling ball of blue light
floats just above the tower’s roof, while a raging white
storm turns in an expanding spiral overhead.

The tower is 300 feet tall. The ceilings on each level
are 100 feet high. The walls of the spire (both exterior
and interior) are uncannily smooth and coated with ice,
requiring DC 30 Climb checks to scale.

High winds endlessly encircle the Storm Tower. At
ground level, winds are considered severe within 100 feet
of the tower, increasing to windstorm strength at 100 feet
or more above the ground (Core Rulebook 439). In addition,
the uncanny, force-infused construction of the Storm
Tower prevents astral or ethereal travel into or through
the tower, as well as teleportation into or out of any
portion ofit. Teleportation effects do function within the
tower, however, as long as the caster has line of effect to
the destination.

Creatures: If the PCs send out scouts to investigate the
tower, they find a large number of skeletons roaming
around the enormous spire. The PCs can approach the tower
with their caravan or they can leave it behind and approach
themselves. Keeping the caravan hidden while moving
requires a DC 20 Security check once they approach within
10 miles of the tower. The caravan must make a Security
check each mile to stay hidden, and the DC increases by +1
for each mile closer it approaches. If the caravan is spotted,
it is attacked by a hunting party of eight hoarfrost spirits
(AC 23; hp 115; Attack +17; Damage 8d8+4). If the PCs leave
the caravan to approach on foot (or by other means), they
must make Stealth checks at the same DCinstead. If the PCs
are spotted, they are attacked by hoarfrost spirits as well.

HOARFROST SPIRITS (8 CR3
XP 800 each
hp 32 each (see page 14)

Mi1. CausewAy (CR 9)

The remains of a great causeway of white stone leads up to
the base of the tower, though it has long since succumbed to
time and elements, leaving only a few ruined spans standing
exposed above the black slush surrounding the spire. A wide
gap separates the end of the causeway from a hexagonal portal
in the tower’s wall.

The ancient causeway once connected the Storm Tower
to its sister spires to the north, but little of it has survived
the ages. The causeway stands just 5 feet above the level
of the lake of black slush. Katiyana has cast an unhallow
spell on the doorway into the tower, tied to a dispel magic
effect (caster level gth) that exempts those who worship
Sithhud (including the undead in area M2).

Hazard: If the PCs explore the edge of the black slush
or venture into the lake (requiring a DC 10 Swim check),
they are exposed to blackfrost (see page 66).

Creatures: Two chardas lurk in the black slush beneath
the causeway. They attack anyone who enters the black
slush. If the PCs remain on the causeway, the chardas
stealthily climb up the bridge’s pylons to attack, making
bull rush or trip attacks to knock opponents into the
toxic black slush below.

CHARDAS (2 CR7
XP 3,200 each
hp 85 each (Pathfinder RPG Bestiary 2 55)

M2. EnTrY HALL (CR 8)

Windblown snow has drifted into the corners and along the

walls of this trapezoidal chamber, piling up in deep drifts.
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Identical hexagonal openings exit the room to the south,
north, northeast, and northwest. A strong wind blows out of
the northern hexagon.

Creatures: Four advanced frost wights hide in the
snowdrifts piled along the walls, leaping out to attack
any living creature that passes through the entrance.
The wights gain the benefits of the unhallow effect on the
entrance at area M1.

FROST WIGHTS (4
XP 1,200 each
hp 34 each (Pathfinder RPG Bestiary 276, 294)

M3. HunGry Funai (CR 7)

CR 4
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beside each doorway. The frost phantoms attempt to move
stealthily behind victims to attack with surprise while
simultaneously blocking any escape routes.

FROST PHANTOMS (2
XP 1,600 each
Advanced variant phantom fungus (Pathfinder RPG Bestiary 3 219)
N Medium plant
Init +6; Senses blindsight 30 ft., low-light vision, tremorsense

CRs

60 ft.; Perception +12
DEFENSE
AC 19, touch 12, flat-footed 17 (+2 Dex, +7 natural)

hp 52 each (7d8+21)

Fort +8, Ref +4, Will +4
Immune cold, plant traits
OFFENSE

Pale white mushrooms grow in profusion along the walls of this
dark room, popping out of drifts of windblown snow.

Creatures: A pair of frost phantoms have taken root in
this chamber. These variant phantom fungi have adapted
to the polar climate of the Crown of the World, and deal
cold damage with their bites. The tripedal carnivorous
plants are both invisible, and lurk in wait for edible prey

Speed 20 ft., climb 20 ft.

Melee bite +10 (1d6+6 plus 1d6 cold)

Special Attacks phantom flesh

STATISTICS

Str 19, Dex 14, Con 16, Int 2, Wis 15, Cha g

Base Atk +5; CMB +9; CMD 21 (23 vs. trip)

Feats Improved Initiative, Skill Focus (Perception), Skill Focus
(Stealth), Weapon Focus (bite)
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FROST PHANTOM

Skills Climb +12, Perception +12, Stealth +15; Racial Modifiers
+4 Stealth

SPECIAL ABILITIES

Phantom Flesh (Su) As a move action, a frost phantom can
turn invisible as if using greater invisibility (caster level 7th).
A moment after it attacks invisibly, the creature appears
briefly as a transparent version of its normal self. This
allows any viewer with line of sight to the frost phantom
to pinpoint its location at the time of the attack (though
if the creature moves after it attacks, opponents have
to pinpoint it again). An opponent can ready an action
to strike at the fungus when it momentarily appears, in
which case the creature only has concealment instead
of invisibility (20% miss chance). The fungus can turn
completely visible as a move action, though it normally
remains invisible all the time. If killed while invisible, it
becomes visible 1d4 minutes later.

M4. ALEN VisiTor (CR 8)

A tangle of roots and leaves covers the floor of this chamber,
dusted with snow and ice that have blown in through the
room’s open portals.
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Creature: A moonflower has taken root in the center
of this chamber, attracted by the arcane energies of

the storm atop the spire. While the strange, powerful
emanations infusing the tower are enough to sustain

the alien plant, it eagerly attacks living prey in hopes of
spawning new moonflowers.
MOONFLOWER CR8
XP 4,800

hp 104 (Pathfinder RPG Bestiary 2 192)

TACTICS

During Combat The moonflower triggers a light pulse before

attempting to capture a blinded foe in a pod prison.
Morale The moonflower tries to flee if reduced to fewer than
30 hit points, but if unable to escape, it fights to the death.

M5. REAR HALL
Katiyana uses this small chamber as both a storeroom
and a midden.

Treasure: One minute of searching through the detritus
in this chamber with a DC 20 Perception check turns up
1 cargo unit of treasure consisting of curios and artifacts
from the Nameless Spires, worth 5d6x100 gp in total.

M6. CeENTRAL CORE

1

Two hexagonal openings to the north and
south exit this twenty-foot-wide hexagonal
chamber. The room has no
ceiling, instead forming
a smooth-walled shaft
that rises through the tower’s
interior. A crackling blue sphere
of energy hangs in the air high
above the shaft.

This central shaft connects
all three levels of the Storm
Tower, but the Storm Sphere
above sends winds of windstorm
strength (Core Rulebook 439) howling
down the shaft, making flying
difficult in this area. The smooth,
slippery walls of the shaft require a
successful DC 30 Climb check to scale,
with a —4 penalty due to the strength
of the winds in the shaft.

vz A crystal control panel
sits in the wall outside each
doorway at the point marked
a. The mechanism requires a
DC 25 Disable Device or Use
Magic Device check to operate.
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If the check is successful, a hexagonal platform of blue
force forms on the floor of the shaft and lifts anything
on the platform toward area M7 100 feet above at a rate
of 50 feet per round. The force-platform disappears 1d4
rounds after reaching area My, and the mechanism
requires another 1d4 rounds to recharge before another
force-platform can be created.

M7. Tae WiNTER WorMm (CR 7)

This chamber is significantly warmer than the other rooms in
the spire. The tower’s central hexagonal shaft is open to this
chamber on three sides, but its other three sides continue up
toward the blue sphere above. To the northeast and northwest,
two hexagonal portals stand in the walls, filled with featureless
opaque crystal.

A crystal control panel similar to those found below
is embedded in the wall at the point marked a. These
controls are more complex, requiring two DC 25 Disable
Device or Use Magic Device checks to operate. If both
checks succeed, another force-platform forms at floor
level in the shaft, surrounded by a silvery-blue tiny hut, and
lifts anything standing on it toward area Mg 100 feet above
at a rate of 50 feet per round. If only one check succeeds,
the platform rises but without the tiny hut, forcing Small
or smaller creatures to make DC 15 Strength checks
each round to avoid being blown off the platform during
transit. If both Disable Device checks fail, or both Use
Magic Device checks fail by 9 or less, nothing happens.
If either of the Use Magic Device checks fails by 10 or
more, the control panel releases a burst of magical energy,
dealing 2d6 points of damage to the operator. Like the
first platform, this force-platform disappears 1d4 rounds
after reaching area Mo, and the mechanism must recharge
for 1d4 rounds before another platform can be created.

Creature: Katiyana has convinced a remorhaz to help
guard the Storm Tower, and the creature has taken up
residence in this chamber. An eager convert to the cult of
Sithhud, the remorhaz has had the three-fingered hand
of Sithhud branded into the plates on its back with acid.
The remorhaz attacks any living creature other than
Katiyana that enters this room.

REMORHAZ CR7
XP 3,200
hp 94 (Pathfinder RPG Bestiary 233)
TACTICS
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MS8. CHAMBER OF CrysTALs (CR 8)

The two hexagonal doors leading into this chamber are
made of a rare crystal with the strength and hardness of
steel (hardness 10, hp 60, Break DC 40). In addition, both
doors have been sealed with arcane locks (caster level 20th).
A crystalline control pad adjacent to each door can be used
to open the door with a successful DC 35 Disable Device
check. When opened, the hexagonal portals retract into
the walls in six equal triangular sections. Katiyana has
not yet had the time or the inclination to break through
these doors, so the contents within are much as their
creators left them millennia ago.

If the PCs break through or open the doors, read or
paraphrase the following:

A bewildering array of crystals and metallic tracery are
embedded in the walls of this chamber. A low humming noise
fills the air, and the crystals flash with incomprehensible
colored lights at irregular intervals.

This ancient circuitry, created by the strange builders
of the Nameless Spires and the Storm Tower, once
monitored, recorded, and transmitted information to and
through the Storm Sphere. Over the eons, knowledge of
the exact function of this strange machinery has been
lost, except to the room’s peculiar inhabitants.

Creatures: Six crysmals, elemental creatures that
look like crystalline scorpions, scuttle about the room,
engaged in inscrutable tasks set to them by the builders
of the tower ages ago. They ignore intruders, unless the
intruders touch or interfere with the room’s machinery
or attack first, at which point the crysmals defend the
room to the death. Forbidden from gathering crystals
from the circuitry in this room, the crysmals focus their
attacks on anyone they detect to be carrying gemstones or
crystals with their crystal sense.

CRYSMALS (6 CR3

XP 800 each
hp 26 each (Pathfinder RPG Bestiary 2 61)

Treasure: If the crysmals are defeated, 5,000 gp worth
of valuable crystals and gemstones can be pried from the
walls. One of these crystals is a crystalline cube of frost
resistance and another is a gem of brightness.

Mo9. THE Storm SPHERE (CR 11)

During Combat If faced with multiple foes, the remorhaz uses
Awesome Blow to knock opponents into the shaft, biting
and attempting to swallow whole any remaining foes.

Morale The remorhaz fights to the death in honor of its

demonic god.

A twenty-foot-wide hexagonal hole lies in the floor of this
huge hexagonal chamber. Four stone platforms jut from the
walls fifty feet above the floor. Above these platforms, a pair
of open windows in each wall look out over the icy landscape
outside. Six large crystals are embedded in the walls between




the windows, glowing with a blue radiance. High above, a wide
hexagonal opening pierces the ceiling. Beyond this opening, a
massive sphere of blue light sheds a dazzling radiance. Bolts of
crackling electricity join the crystals in the walls with the ball
of energy. A howling gale sweeps downwards from the sphere,
carrying a rumble of distant thunder.

The machinery here was once part of a vast network
of weather control systems used by the builders of
the Nameless Spires. Combining her divine
and arcane insights with the skills of several
expert rogues (long since stripped of flesh and
turned into undead), Katiyana deciphered
enough of the arcane mechanism to
activate the Storm Sphere and use
it to amplify her communion with
the polar winds. In concert with
the basalt monoliths she has spent
decades erecting across the pole,
she is now verynear to realizing her
goal of mastering the morozkos.

The entire upper chamber is
warded with an unhallow spell,
tied to an invisibility purge effect
(caster level gth) that exempts those
who worship Sithhud (including the
hoarfrost spirits here).

The temperature in this chamber is
extreme cold (Core Rulebook 442), and the
winds howling through the chamber from
the Storm Sphere above are of windstorm
strength (Core Rulebook 439), blowing
downward and outward toward the walls [
of the room (checking or blowing away
creatures and forcing flying creatures to make Fly checks
to move upward or toward the center of the room).

A crystal control sits in the floor next to the shaft,
warded with a glyph of warding (bestow curse; DC 19 Will save
negates). The panel can be operated like the one in area My,
causing a force-platform to appear and rise to the opening
in the ceiling 100 feet above at a rate of 50 feet per round,
where it remains for 1d4 rounds before disappearing. This
temporarily blocks the winds coming from the Storm
Sphere, which hovers 5 feet above the tower’s roof.

The wall platforms are 50 feet above the floor, but
there is no way to reach them from the bottom other
than flight, magic, or climbing the walls (which requires
a successful DC 30 Climb check with a —4 penalty due to
the strength of the winds in the room).

The six crystals in the walls constantly channel energy
into the Storm Sphere above. Anyone who touches one of
the lightning bolts emanating from a crystal takes 9d6

points of electricity damage and is stunned for 1 round (a

SYMBOL OF SITHHUD

successful DC 23 Reflex save halves the damage and negates
the stunned condition). Only by destroying the crystals
can the Storm Sphere be deactivated, but they are placed
high on the walls. Only two of the crystals are accessible
from the platforms; the other four are embedded in the
walls 55 feet above the floor. The crystals are also difficult
to destroy (hardness 10, hp 9o each). When a crystal is
destroyed, it shatters in a burst of electrical energy that
deals 9d6 points of electricity damage to anyone in a
10-foot-radius burst (DC 23 Reflex save for half). Anyone
who touches the Storm Sphere hanging above the ceiling
opening takes 18d6 points of electricity damage and
is stunned for 1d4 rounds (DC 23 Reflex save for
half). This damage is reduced by 3 dice for
every crystal destroyed.
Each time a crystal is destroyed,
Katiyana takes one negative level
because of her connection with the
Storm Sphere. When all six crystals
are destroyed, the Storm Sphere
implodes, quickly dwindling away
into nothingness. If Katiyana is still
alive when this happens, her spiritual
communion with the Storm Sphere
proves too strong to break, and her soul
is torn loose from her body, killing her
and leaving her soulless husk behind.
Creatures: Four hoarfrost spirits patrol
the floor of the chamber, in the area of
effect of the unhallow spell. They attack
any intruders entering the chamber. The
half-fiend sylph Katiyana stands atop the

northern platform, meditating on the
Storm Sphere to bind the morozkos to her
will. When intruders first enter the chamber, Katiyana
casts desecrate to aid her hoarfrost spirits. Her freedom of
movement allows her to fly through the room unhindered
by the winds, and she casts dispel magic on opponents who
also seem able to fly unhindered. Katiyana casts darkness
or obscuring mist to help hide her movements, using the
edges of the platforms to gain cover against attacks from
below. The Storm Sphere enhances called lightning as
if the caster were outside during a storm, so early in the
battle, Katiyana casts call lightning storm or call lightning to
attack foes, in addition to her usual tactics.

HOARFROST SPIRITS (4 CR3
XP 800 each
hp 32 each (see page 14)

XP 9,600

hp 93 (see page 54)




Development: If Katiyana is slain, either in combat
or because of the destruction of the Storm Sphere, news
of her demise heartens the PCs’ caravan, granting a
permanent +1 bonus to the caravan’s Morale score and
a +1 bonus on all caravan checks for 1 week. The storm
overhead also breaks at once and the caravan enjoys a
Pleasant Weather encounter (see page 16).

Katiyana’s threat is not yet ended, however, though it
is unlikely that the PCs will realize it at this point. When
Katiyana died, her spirit was torn loose and drawn into
the Storm Sphere to be scattered upon the polar winds.
So deeply had she invested her soul into attempting to
master the morozkos that her death has allowed her to
transcend the limits of her living body. She no longer
seeks to attempt to command the morozkos, for she
can now be the hungry storm. The PCs will encounter
Katiyana again as a ghost in Part Three.

Exploration of the Nameless Spires is beyond the scope
of this adventure. You can certainly detail more of the
strange city at the top of the world if the PCs wish to explore
the ruins; however, Ameiko favors pressing on toward Tian
Xia, and Ulf points out that they are now halfway to their
goal, and their road to Minkai will be far easier without
Katiyana’s evil forces on the prowl. His plan is to continue
following the Alabastrine Peaks and then rejoin the Path
of Aganhei at a landmark called Dead Man’s Dome.

N. Deap MaN’s DomE (CR 1)

It is a 500-mile journey from the Storm Tower to Dead
Man’s Dome, where Ulf hopes to find the Path of Aganhei.
As the caravan draws within 50 miles of Dead Man’s
Dome, however, it soon becomes apparent that a small
army of undead is forming around the caravan, sent
against the PCs by Katiyana’s ghost. Ulf suggests making a
stand at Dead Man’s Dome, relating its legend (see page 74).

Creatures: Dozens of undead soon surround the
caravan, which must make a DC 25 Security check to
reach the high ground of Dead Man’s Dome before the
undead completely encircle the caravan. If successful,
the caravan makes it to Dead Man’s Dome before the
undead attack. The fortifications on the hill are ruined
but provide enough cover to grant a +4 bonus to the
caravan’s AC, and a +2 bonus on its Attack, Security, and
Resolve checks. If the check fails, the undead attack the
caravan in the open.

Regardless of where the attack takes place, the undead
attack in two waves of two dozen frostfallen skeletons each,
interspersed with frost wights and hoarfrost spirits (AC 23;
hp 115; Attack +17; Damage 8d8+4). As each wave of undead
attacks, a cold wind rises, and the PCs hear a mocking
feminine laugh, rising into a keening wail, as Katiyana’s
spirit briefly manifests. Each character with the channel

energy ability grants the caravan a +1 bonus on Attack checks

against the frozen dead. Magical barriers such as create pit,
spike stones, or wall of fire grant a +1 bonus to the caravan’s AC,
and a +1 bonus on Attack checks ifthe spell deals damage.

Each time the undead army hits, the caravan must make
a DC 18 Resolve check as the waves of undead threaten
to overwhelm the defenders. A failed check results in a
cumulative —1 penalty on the caravan’s Attack checks for
the duration of the battle.

On the second round of combat, the spirit of the Dead
Man rises and begins to fight to protect the caravan
(Attack +10, Damage 1dio+3). The Dead Man attacks
independently every round (the PCs can roll for him, if
you wish) and cannot be damaged.

After each wave of undead is defeated, the caravan has
a brief respite. The caravan can make a DC 23 Security
check for each healer and wainwright in the caravan; for
each successful check, the caravan regains 1d6 hit points
from healing and emergency repairs.

Use the Giant Barrow map on page 10 for this encounter
ifneeded.

Treasure: Once the undead are driven off, the Dead
Man leads the PCs to the place where he fell. Although
his body and gear were destroyed long ago, he points out
a warrior terra-cotta talisman (see page 63) that was missed
and lies unclaimed. Saluting, his spirit sinks into the
ground, returning to his eternal vigil.

XP Award: Award the PCs 12,800 XP for defeating the
frozen dead.

O. UL-AnGorn (CR 8)

After the battle at Dead Man’s Dome, the PCs and their
caravan soon descend from the High Ice into the basin
surrounding Ruun Uvas, where they can rest in the village
of Ul-Angorn, perched on the shores of the Saltsea Lake.

UL-ANGORN

CN Village

Corruption —1; Crime +0; Economy +o; Law —1; Lore +0;
Society —2

Qualities Prosperous, Rumormongering Citizens

Danger +o

DEMOGRAPHICS

Government autocracy

Population 626 (585 humans, 23 dwarves, 10 halflings, 8 elves)

Notable NPCs
Headman Ordos (CN male human expert 5/rogue 2)
Salt-Speaker Khorokh (N male dwarf druid s)

MARKETPLACE

Base Value 650 gp; Purchase Limit 3,750 gp; Spellcasting 3rd

Minor ltems bracers of armor +2, elixir of hiding, scroll of
barkskin, scroll of true strike, wand of faerie fire, wand of shield
of faith; Medium Items +2 ghost touch splint mail, +1 ki focus

nunchaku, scroll of enervation
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Creature: Ul-Angorn’s citizens are very inquisitive
and talkative, and the caravan must make a DC 23
Security check each day it spends in the village to
avoid the inhabitants discovering something about the
caravan. Each time the caravan fails this check, there is
a cumulative 10% chance that this information finds its
way to an agent of the Five Winds. One day after the Five
Winds hear of the PCs’ presence, an ogre mage named
Seijiro attacks the PCs and their allies, attempting to
kidnap Ameiko or another significant NPC by stealth
or magical charm. If caught and forced into combat,
Seijiro fights to the death.

SEIJIRO CR8
XP 4,800
Male ogre mage (Pathfinder RPG Bestiary 221)
hp 92

GIANT SNOW SPIDER

P. OvorikHEER Pass (CR 8)

South of Ul-Angorn, the caravan must traverse the
20-mile-long Ovorikheer Pass, which rises above 5,000
feet. If the caravan has been out of the High Ice for more
than 2 months, they have lost their acclimation to high
altitude, and the journey through the pass provokes
altitude sickness again (see page 35), but only until the
caravan descends the far side.

Ascending the pass, the caravan must negotiate the
geothermally active vales of Baruun’s Breath with a DC 23
Security check. If'the caravan fails the check, the caravan
is sickened by the noxious fumes (-2 on all caravan
checks) for 1d3 days; this duration is reduced by 1 day for
each healer in the caravan.

Creature: Once atop the pass, the caravan passes
through the ice-sheathed Domagalki Forest, known as
the Wood of Winter’s Deadly Roar, where one of the giant,
white-furred spiders that inhabit the woods attacks the
PCs. The spider flees into the forest if reduced to fewer
than 30 hit points.

GIANT SNOW SPIDER CR8
XP 4,800

Giant tarantula (Pathfinder RPG Bestiary 2 256)

hp 115

To THE WALL oF HEAVEN
Once the caravan descends from Ovorikheer
Pass, it enters the lands of the Osman
Confederation surrounding Lake
Buriyiim. The town of Jaagiin stands
square in the Path of Aganhei.
Unlike Ul-Angorn, the citizens
here have little interest in the PCs
or their caravan.

AAGIIN

N small town

Corruption +0; Crime +0;

Economy +2; Law —2; Lore
+0; Society +4
Qualities prosperous,
strategic location

Danger +o

DEMOGRAPHICS

Government council

Population 1,371 (1,224 humans;
69 elves; 31 tengus; 19 gnomes;
18 dwarves; 10 halflings)
Notable NPCs
) Elder Sarai (N female elf witch 8)
—_ Village Councilors (typically N

human aristocrat 1/expert 5)




MARKETPLACE
Base Value 1,400 gp; Purchase Limit 7,500 gp; Spellcasting 4th
Minor ltems +1 shortbow, +2 punching dagger, bead of force,

ring of force shield, scroll of heal, wand of rope trick, wand
of scorching ray; Medium ltems +2 spell resistance (15)
chainmail, +2 hide armor, major ring of electricity resistance

For 50 miles after the caravan leaves (or bypasses)
Jaagiin, there is a 50% chance per day of'a Cabin encounter
(see page 11) or Erutaki Encampment encounter (see page
13). The Path of Aganhei soon exits Osman lands, however,
and heads straight across the empty tundra to the Wall of
Heaven Mountains, where the pass called the Altan Zuud
cuts through the mountains and leads down into Hongal.

Q. THE LAsT PAss

As the PCs approach the Altan Zuud, also known as the
Last Pass, the temperature steadily drops and ominous
storm clouds dominate the southern horizon. As the
caravan ascends toward the pass, the PCs clearly see
storm clouds racing overhead, swifter than the wind, and
hear a fell, feminine laughter mocking them from the
clouds, interspersed with peals of thunder. The mountain
peaks ahead are swallowed up in a roiling blizzard as
avalanches cascade down the mountain faces to block
the pass. Katiyana has returned, and the full fury of the
morozko has been unleashed. The blizzard’s fury seems
restricted to the pass itself, for the moment at least, but if
the caravan remains in the open, the hungry storm will
engulf it in turn. Though under Katiyana’s control, the
morozko is still a storm—it is not a monster that the PCs
can fight, any more than they can fight a hurricane.

The PCs must decide where to go. With the pass ahead
blocked, Ulf suggests making for the Erutaki town of
Ketskerlet, 200 miles to the east, and from there trying
to cross the Gulf of Khorkii, or at least taking shelter in
the dwarven delves on this side of the mountains, but he
is not hopeful that the caravan will make it before the
storm catches them. Shalelu recommends scouting out
other passes through the Wall of Heaven, even though Ulf
claims that no other passes are traversable at this time of
year. Sandru wants only what’s best for the caravan, and
none of the suggestions so far seem to offer much chance
of the caravan surviving.

But Koya Mvashti offers another solution. She has
studied the history of Desna’s worship in many cultures,
past and present. She recalls the account of a traveler
from long ago who traversed the Crown of the World

and spoke of the Uqtaal clans—tundra nomads who
worshiped Desna as the Queen of the North Star, their
guide and protector in the long arctic night. The Uqtaal
believed that souls sought to follow the North Star
even in death, and through long years they excavated

a subterranean necropolis within caverns at the feet
of the Wall of Heaven. Beyond the stony tombs of the
fallen, the Uqtaal carved a passage—called the Path of
Spirits—for the souls of the dead to make their way onto
the High Ice to follow the North Star to the top of the
world, where Desna would carry them home into the
stars. The account was hundreds of years old, but the
traveler claimed the necropolis was very real and that
he had found the northern exit of their tunnel, as wide
as a highway, flanked by twin stone statues of Desna. By
using the landmarks recorded by the traveler, it might
be possible to find this pathway. With few other tenable
options, Ameiko suggests following Koya’s guidance.

If Koya has been slain, then you should provide this
information to the PCs in another way. Maybe Suishen
knows of this secret passage through the Wall of Heaven,
or perhaps Ulf has heard tavern tales from other guides
about the route. Alternatively, the PCs could obtain clues
pointing toward this path with divination magic.

WhicH WAy?

With Katiyana’s morozko blocking the Last Pass through
the Wall of Heaven, the PCs must decide which way to go.
They might want to wait for several weeks or months for
the avalanche to settle and melt enough to cross, but the
danger of the morozko ahead still exists.

If the PCs decide to go to go to Ketskerlet or look for
other passes through the mountains, it quickly becomes
apparent that the morozko is following them, and
growing bigger. The hungry storm expands by 1d6xio
miles each day. On any day that the morozko moves faster
than the caravan, the caravan must make a series of three
DC 25 Resolve checks and DC 25 Security checks. Each
failed Resolve check imposes a cumulative —2 penalty on
all future Resolve and Security checks until the caravan
escapes the morozko. Each failed Security check means
the caravan’s speed is reduced by one-third and takes
5d6 points of damage. Failing all three Security checks
means the caravan makes no progress.

It should quickly become apparent that escaping or
surviving the morozko’s onslaught will be extremely
difficult, if not outright impossible, making Koya’s
Path of Spirits the best, if not the only, option. If the
PCs decide to take the Path of Spirits through the
mountains, go to Part Three.

PART THREE: A DARKER ROAD

The PCs and their caravan have finally reached the Wall
of Heaven Mountains, their last barrier before Tian
Xia, only to find the pass blocked by avalanches and
Katiyana’s morozko. Their only chance to safely cross
the mountains is to find the Gates of Desna and the
underground passage known as the Path of Spirits.




R. THE GATES OF DESNA
The Gates of Desna lie 30 miles west of the Last Pass.
The PCs may begin heading westward at once, but they
must make a DC 20 Security check every 10 miles to
keep to the proper course. A failed check indicates that
they have missed a landmark (or it has been eroded or
destroyed by the passage of time) or had to leave their
course to bypass impassable terrain and that they
must make another Security check to regain their
bearings and find the route again, traveling an additional
10 miles. If the PCs are forced to rest before finding
the pathway, the morozko expands by 1d6x10 miles as
noted on the previous page. PCs caught by the morozko
must make DC 25 Resolve and Security checks each
hour to successfully press on despite the difficulties
of the mounting blizzard, though the caravan gains a
cumulative +2 bonus on any checks the PCs must make
each time they succeed at a Security check to stay on
course to find the Path of Spirits.

The Gates of Desna are named for the statues of the
goddess that flank the entrance to the necropolis between
two arms of a rugged peak. One statue is broken off at the
pedestal, but opposite it still stands a primitively carved
statue of a woman with butterfly wings eternally facing
north, with a roughly carved eight-pointed star graven
into her forehead. A quarter mile beyond, a cave mouth
yawns at the head of the valley, with a carved stone lintel
and doorposts etched with faded stars: the entrance to
the Path of Spirits.

If the caravan reaches the gates, it gains a +5 bonus on
its next Resolve check. In addition, a fortune-teller who
worships Desna can use her ability to reroll a caravan
check one additional time during the current week.

If the PCs reach the shelter of the Path of Spirits,
Katiyana rages at their escape from her grip, but as
she roars through the peaks of the Wall of Heaven, she
encounters Bormurg, the chieftain of the yeti tribe that
dwells in the caves adjoining the Uqtaal Necropolis.
When Katiyana reveals herself in all her terrible glory,
the yeti chieftain is smitten by her fey beauty. Katiyana
interrogates Bormurg about the Wall of Heaven, and
discovering the hidden ways beneath the mountains,
she resolves to destroy the PCs once and for all. Though
she will be temporarily cut off from her communion
with the storm, she risks the brief separation to take
her vengeance upon the PCs and prevent them from
warning the outside world of the wintry onslaught to
come. Drawing the yeti chief into a wanton embrace,
Katiyana’s feigned passion is but the prelude to
possession. Taking control of Bormurg body and soul,
she ventures into the dark necropolis beneath the
mountains to intercept the PCs and rally the yeti of the
caves to finish them.

THE PATH OF SPIRITS
The long, dark Path of Spirits is a trip of approximately
50 miles from the entrance at the Gates of Desna to the
Uqtaal Necropolis. The ancient nomads delved only
where necessary, following natural faults, rifts, and cave
systems. The tunnel has many steep slopes and narrow
passages that can be traversed by lone humanoids but
are difficult to navigate with wagons. Because of the
darkness of the path and the close quarters, the caravan
moves at only halfits normal speed.

The hazards the caravan might face underground are
different than those encountered in crossing the tundra
and the High Ice. You can use the following encounters as
you see fit to enliven the journey along the Path of Spirits
to the Uqgtaal Necropolis (area S).

CAIRN OF SKULLS

The PCs come upon a cairn of stones and skulls. The
skulls are all embedded in the cairn’s northward face and
are painted with red demonic faces. A DC 20 Knowledge
(religion) check identifies the red-painted skulls as
symbols of Fumeiyoshi, the Tian god of dishonor, envy,
graves, and the undead. While grisly, these cairns are
merely harmless way-markers.

HeapLEss AppPARITIONS (CR 8)
The caravan sights 1d6 faintly glowing spectral figures
following the path (equal chance for them to be heading
north or south). The apparitions wear nomadic tribal
garb, but all of them are headless. The caravan must
succeed at a DC 23 Resolve check or panic, fleeing away
from the apparitions. The caravan can attempt a new
Resolve check once per hour to stop its headlong flight.
While fleeing, the caravan takes a —4 penalty on Security
checks. If the caravan succeeds at the Resolve check, the
apparitions ignore the caravan, silently passing by on
whatever strange errand they are engaged in.

XP Award: Award the PCs 4,800 XP for a headless
apparitions encounter.

HeabLess WARDENS (CR 9)

Creatures: The caravan encounters a wandering patrol of
four headless wardens (AC 23, hp 115; Attack +17; Damage
10d6+5) approaching from the Necropolis of Uqtaal (see
area S3). Upon sighting the headless mummies, the caravan
must succeed at a DC 24 Resolve check or be paralyzed
with terror and unable to act for 1 round, taking a —¢
penalty to AC. The caravan can make a new Resolve check
at the beginning of each round to be able to act normally.
This is a fear effect. A paladin’s aura of courage grants a
+2 bonus on the caravan’s Resolve check, and each casting
of calm emotions or remove fear or use of a bard’s inspire

courage grants an additional +1 bonus.




If the headless wardens successfully hit the caravan, it
must make a DC 18 Security check or become accursed
and diseased, taking a —1 penalty to AC and on Security
and Resolve checks for each failed check. This cursed
disease can only be removed by casting remove curse
or break enchantment, followed by remove disease. Each
casting of both spells removes 1 point of penalty until all
penalties are removed (for example, a caravan that fails
three Security checks and has a —3 penalty to AC and on
Security and Resolve checks would require three castings
of either remove curse or break enchantment, followed by
three castings of remove disease to remove all penalties).

XP Award: Award the PCs 6,400 XP for defeating the
headless wardens.

UNCERTAIN CROSSING

The tunnel splits and it is unclear which path to take. The
caravan must make a DC 23 Security check to choose the
correct path; failure indicates that the caravan is delayed
for 1d6 hours by following a blind path to a dead end and
then having to backtrack.

Yemi Scouts (CR 9)

Creatures: A pair of yeti savages (see area S13) discovers the
PCs’ caravan (AC 23, hp 115; Attack +17; Damage 10d6+5).
The caravan must make a successful DC 24 Resolve check
or become frightened by the howls and terrifying eyes of
the yetis, taking a —2 penalty to AC and on Attack and
Resolve checks for 1d6 hours. A paladin’s aura of courage
grants a +2 bonus on this Resolve check.

XP Award: Award the PCs 6,400 XP for defeating the
yeti scouts.

S. THE UQrAAL NECROPOLIS

After traversing the long, dark tunnels of the Path of
Spirits, the caravan draws near to the Uqtaal Necropolis
deep beneath the Wall of Heaven. Within 1 mile of the
necropolis, the tunnel becomes wider and straighter, and
rows of skulls, all facing due north, are laid in unbroken
lines along each side of the passage.

While the Uqtaal who originally built the necropolis
were worshipers of Desna, their descendants did not
remain faithful to the goddess. A few hundred years ago,
a new cult sprang up among the Uqtaal, soon supplanting
the peaceful Desna-worshipers with their new god.
This cult was dedicated to Fumeiyoshi, the Tian god of
dishonor, envy, graves, and the undead, and they soon
seized the necropolis in the name of their dark god to
raise an undead army. The Uqtaal did not survive for
long after the rise of the Fumeiyoshi cult, however, for
the cult’s depredations soon became too much for their
neighbors. A coalition of Erutaki tribes rose up against

the Ugtaal and destroyed them and their undead servants,

and the tribe’s few survivors were assimilated into the
neighboring Erutaki clans.

Centuries later, the Uqtaal are long gone from the
Crown of the World, and their necropolis lies mostly
forgotten by the Erutaki. But their subterranean burial
ground remains, now holding not only the undead
guardians of the Uqtaal, but also a tribe of yetis who
have taken up residence in natural tunnels adjoining the
necropolis.

The Uqgtaal Necropolis has the following features.

Ceilings: Passages and caves normally have a height of’
twice their width. The main passage (areas Sg and S1.0—
see the map on page 48) is 40 feet high. The large caverns
at area S2 and S6 are 20 feet high at the walls and 50 feet
high in the center. The cavern at area S16 is 40 feet high
at the walls and 8o feet high in the center.

Crevasses: These chasms are 8o feet deep, their
bottoms littered with thousands of bones (DC 25 Climb
check to scale).

Ledges: These steep slopes are 20 feet high (DC 15
Climb check to scale).

Yetis: A total of 28 yetis led by their chieftain Bormurg
(now possessed by Katiyana) inhabit the caves north of
the Uqtaal Necropolis (this excludes the yetis in area
$16). As the PCs explore the necropolis, keep track of the
number of yetis killed. If the PCs defeat all 28 of these
yetis, they will face far fewer opponents when Katiyana
ambushes them in area S16. When the yetis attack, a DC
20 Knowledge (nature) check reveals that their actions
are more aggressive than normal for yetis (because of
Katiyana’s influence). The yetis have a starting attitude
of hostile, but if the PCs explore the yeti caves before
Katiyana’s ambush, they can use Diplomacy to talk to the
yetis (though the yetis only speak Aklo), and might be
able to gain free passage through the yeti caves, or even
some temporary allies.

GRAVE ROBBING

Taking long-undisturbed grave goods does not sit well
with some members of the caravan. Each time the PCs
remove treasure from areas S4, S5, S8, S9, or Sio, they
must make a DC 20 Resolve check or the caravan gains
1 point of Unrest. Taking items from the open caves at
areas S6 or Sy, or from areas Si1 through S17, does not
require such checks.

Si1. PILLARED PATH

The tunnel here is clearly worked, the floor and walls smoothed
and decorated with faded cave paintings of starry skies, colorful
auroras, and pale, headless shades marching along the path.
Regularly spaced hewn stone pillars decorated with star
carvings stand on either side of the tunnels. Atop each pillar




sits a bleached human skull, painted with a red demonic face,
all facing north.

This tunnel marks the southern terminus of the
Path of Spirits. The skulls belong to those interred in
the necropolis, removed by the cult of Fumeiyoshi and
placed here to guard the entrance to the graves of the
Uqtaal. With a DC 10 Knowledge (religion) check, the PCs
recognize the star carvings as symbols of Desna, while
with a DC 20 Knowledge (religion) check, they identify
the red-painted skulls as symbols of Fumeiyoshi.

S2. THE BriDGE oF Souts (CR 8)

A carved bridge spans a deep crevasse in this large
cavern. At each end of the bridge, stone pillars
support a flat lintel, carved with star-shaped niches

]

set with red-painted human skulls. On either side of the
far lintel, a dusty portal of stone marks one face of an
angular tower built into the rock, with narrow slit windows
overlooking the bridge.

Closer inspection reveals Erutaki pictographic runes
on the pillars and lintel, stating, “Here the dead walk.
Trouble them not, nor bar their path.” Anyone attempting
to cross the bridge discovers a permanent antilife shell
(caster level 13th) blocking the bridge. A successful dispel
magic casting suppresses the antilife shell for 1 hour, after
which it reappears. Otherwise, the caravan must make a
DC 23 Security check to bypass the crevasse, which takes
1d6 hours of work + 1 hour per wagon. Casting air walk,
dimension door, floating disk, fly, levitate, or shrink item grants
a+1bonus on this check per spell or effect. The caravan
can make this check as many times as necessary, with
(' = thesame expenditure of time for each check.

The yetis normally avoid this area, but when
needed, they climb the walls of the crevasse
and along the walls of the cavern to bypass the

bridge and avoid the towers’ guardians.
Development: If the PCs approach the bridge or

i open either of the doors to area S3, the four headless
§, wardens in those areas issue forth to attack.

XP Award: Award the PCs 4,800 XP if they
safely get the caravan over the bridge or across
the crevasse.

~ S3. WarchruL Tower (CR 9)

This octagonal structure, half-buried within the stone walls

of the cavern, rises twenty feet above the cavern floor. Inside,
a narrow stair along the walls leads to a small balcony allowing
observers to look out the tower’s slit windows. A dark corridor
leads deeper within the rock.

Two of these towers overlook the Bridge of Souls in
area S2.

Creatures: A pair of decapitated mummies called
headless wardens guards each tower. The headless
wardens attack anyone entering their tower or
attempting to cross the bridge in area S2.

HEADLESS WARDENS (2 CR 7

XP 3,200 each

Advanced variant mummy (Pathfinder RPG
Bestiary 210)

LE Medium undead

Init +0; Senses blindsight 60 ft.;
Perception +16

Aura despair (30 ft., paralyzed for 1d4
rounds, Will DC 17 negates)
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DEFENSE

AC 22, touch 10, flat-footed 22 (+2 armor, +10 natural)
hp 75 each (10d8+30)

Fort +5, Ref +3, Will +9

Defensive Abilities spirit wisps; DR 5/—; Immune cold,
undead traits
Weaknesses vulnerable to fire
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S5. WARDENS' TomB

Two funerary biers lie in this chamber. Pictographs of the dead
rising from their graves to attack the living are carved and
painted on the walls: on a twilit tundra on the left side of the
room, before moonlit mountains in the center, and on a starry
snowfield on the right.

OFFENSE
Speed 20 ft.
Melee slam +15 (1d8+10 plus mummy rot)

Special Attacks mummy rot (DC 17), spirit slam +9 (1d4+2
negative energy)

TACTICS

During Combat The headless wardens make slam attacks

at the closest foe. If enemies are near the crevasse, they
attempt to bull rush them into it.

Morale The headless wardens fight until destroyed.

STATISTICS

Str 24, Dex 10, Con —, Int 6, Wis 15, Cha 15

Base Atk +7; CMB +14; CMD 24

Feats Light Armor Proficiency, Power Attack, Skill Focus
(Perception), Toughness, Weapon Focus (slam)

Skills Perception +16, Stealth +11

Languages Erutaki

Gear broken chain shirt

SPECIAL ABILITIES

Spirit Slam (Su) Within the Ugtaal Necropolis, a headless
warden is surrounded by spirit wisps that harass its foes.

These spirits make one slam attack each round against a
living foe that is adjacent to the warden, using the warden’s
full base attack bonus, plus its Charisma modifier. The slam
deals 1d4 points of negative energy damage, plus additional
negative energy damage equal to the warden’s Charisma
modifier (+2 in most cases).

Spirit Wisps (Su) Within the Uqtaal Necropolis, a headless
warden is guided and warded by the spirits of the dead that
swirl around the warden in pale glowing wisps. These spirits
grant the warden blindsight 60 feet and make it difficult for
the warden’s enemies to see it. Ranged attacks and melee
attacks made by creatures that are not adjacent to the
warden (typically because of reach) have a 20% miss chance.

S4. CHAMBER OF REPOSE

Open niches line the walls of this narrow corridor, within which
lie funerary biers and a scattering of ancient grave goods.

When not patrolling the necropolis, the headless wardens
lie in repose in these niches.

Treasure: Each burial niche contains 2d6 small
funerary items (such as bracelets and rings of copper and
turquoise, beaten copper burial masks, spirit-fetishes of
carved bone, and the like) worth 10 gp each.

These are the funerary chambers of the headless wardens
in area S3, faithful warriors of the Fumeiyoshi cult who
were tasked with guarding the necropolis even after death.

Treasure: Each bier holds 2d6 grave goods as in area Sq,
but worth 100 gp each.

S6. THE StonE TREE (CR 9)

A strange pillar, seeming almost a bare-branched tree, stands
in the center of this arching cavern in the midst of a pool of still
water. A faint violet radiance from beneath the pool lights the
cavern, reflecting off the ceiling above like tiny stars. Beyond
the stone tree, a pale light glints from one wall of the cave. To
the northwest, a smooth passage slopes upward.

The Stone Tree is a darkwood tree grown here by the
Ugtaal shamans and then petrified by the necromantic
magic of the Fumeiyoshi cult. The tree and pool are a
repository for the disembodied spirits of those Ugtaal who
refused to convert to the worship of Fumeiyoshi. Their
souls were captured for later use in creating new undead in
the service of the cult, and bound here by a spirit-barrier
in a 20-foot radius around the tree. The spirit-barrier is
invisible and blocks the passage of incorporeal creatures,
keeping them perpetually imprisoned within.

The water in the pool is normal, cold water, but it glows
with a pale radiance that sheds dim light in the cavern,
reflected by mica flecks in the ceiling. A body lies on
the floor on the far side of the Stone Tree (see area Sy for
details of what occurs if the PCs disturb the corpse). To
the northwest, a series of stepped clefts lead upward into
the yeti caves (areas S12 through Si7).

Creatures: Over the centuries, the spirits bound here
have given in to their anger, fear, and envy, becoming
undead spectres. Each round a living creature spends inside
the spirit-barrier, there is a cumulative 10% chance that
two spectres emerge from the tree to attack; this chance is
doubled if a living creature touches the tree or water.

SPECTRES (2 CR7
XP 3,200 each
hp 52 each (Pathfinder RPG Bestiary 256)

Development: There is a 25% chance that a single yeti

savage (see page 50) lurks in the shadows of the northwest
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corridor (DC 24 Perception check to spot for PCs at
ground level, DC 20 if flying or climbing). If attacked,
the yeti flees to area Si2.

S7. THE GoLpeN Door (CR 9)

A gilded door engraved with a demonic, tusked skull face
stands in the wall. Much of the gilt on its outer surface has
been scraped off, but a flickering light gleams from the edges
of the door. A withered corpse lies before the door.

This door, once magically trapped, was broken into
long ago by a tiefling grave robber named Tuezarr.
While he succeeded in breaking into area S8 and even
stole some of the treasures inside, Tuezarr fled in a panic
when the greater shadow in that area manifested. Slain
by the shadow but immune to its create spawn ability,
he rose again as a revenant. Unable to kill or even hurt
the incorporeal shadow, however, Tuezarr has remained
here, bound to his murderer by impotent hatred and an
unquenchable thirst for vengeance.

Creatures: Tuezarr lies dormant just within the spirit-
barrier, but if his body is disturbed, he immediately
rises to attack. After 1d6 rounds, the greater shadow Ivol
Vuutiin emerges from area $8. While she cannot cross the
spirit-barrier, Ivol attacks intruders outside the barrier,
ignoring Tuezarr. If the PCs remain inside the barrier,
however, more spectres continue to manifest from the
Stone Tree in area S6.

If the PCs do not disturb Tuezarr’s body, the revenant
does not awaken. Once the PCs enter area S8 and encounter
Ivol, however, he rises and attacks.

IvoL VuuTIIN CR 8
XP 4,800

Female greater shadow (Pathfinder RPG Bestiary 245)

hp 58

TUEZARR CR 6
XP 2,400
Male revenant (Pathfinder RPG Bestiary 2 235)

During Combat As soon as Ivol Vuutiin appears, Tuezarr gains
the benefits of a haste spell from his reason to hate ability,
and unleashes a baleful shriek. Unable to harm Ivol, Tuezarr
lashes out in a rage against any opponent in reach.

Morale As long as Ivol exists, Tuezarr cannot be killed.

Once the shadow is destroyed, however, the revenant is
immediately slain.

Treasure: Tuezarr had little time to steal anything

before fleeing Ivol’s shadow. He carries a +1 rapier, a cloak

of elvenkind, goggles of minute seeing, masterwork thieves’
tools, and 47 pp. His pack also contains 250 gp worth of
carved gold inlay he scraped off the door. The remainder
of his gear has rotted into uselessness.

S8. ToMB OF THE SHADOW

Flickering firelight illuminates this octagonal room. Red
demonic faces leer from the walls against a painted background
of midnight blue. In the center of the room, seeming almost
to swim in a sea of night, a bier of blue-painted stone bears a
motionless skeleton, its face concealed beneath a golden mask.

This chamber is the resting place of Ivol Vuutiin, an
Ugtaal priestess of Fumeiyoshi. Transformed into a greater
shadow centuries ago, she was charged with overseeing
and guarding the cult’s sanctum, attacking any intruders
threatening the necropolis. The room is dimly lit.

Creature: If the PCs did not encounter the greater
shadow in area Sy, she is found here.

Treasure: The room is lit by a continual flame inside a
crystal lamp worth 100 gp. Ivol’s corpse still wears the
ghost mirror armor (see page 62) and nine-fold spirit sword
(see page 62) that she stole from the Desnan priest who
once oversaw the necropolis. In addition, it wears eight
matching bracelets (worth 100 gp each), eight matching
rings (worth 100 gp each), and a golden mask with eyes of
jade (worth 1,000 gp).

S9. Lower CATACOMBS

Numerous small side passages branch out from the main
corridor, which slopes upward to the west. Hundreds of burial
niches have been carved into the rock walls of the catacombs.

The dead of the Uqtaal are interred in these crypts. If
the PCs explore the catacombs, they find plenty of bones,
but no skulls—the cult of Fumeiyoshi removed all of the
skulls for use in their grisly displays.

Treasure: A DC 15 Perception check reveals 1d6 burial
goods (worth 10 gp each) for every 5-foot section of wall
searched in the catacombs.

S10. UpPER CATACOMBS

The passage continues to slope upward here, flanked by more
catacombs cut into the rock. On each wall of the passage, a huge
red demonic skull face with short tusks is carved into the stone.

These catacombs are identical to those in area S¢
(including treasure), but the twin faces of Fumeiyoshi
(identifiable with a DC 20 Knowledge [religion] check)
at S1oa create an antilife shell identical to the one at area
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S2; however, this one blocks the passage and cannot be
bypassed by the caravan. The PCs can dispel the antilife shell,
circumvent it by passing through the yeti caves, or destroy
either of the faces with ranged attacks (hardness 8, hp 180). A
partially dug-out tunnel in the northern catacomb at S10b
connects to the yeti caves, but a DC 25 Escape Artist check is
required to squeeze through the passage.

S11. YETI TUNNEL

This uneven passage winds clumsily through the rocky mountain,
climbing a number of cliff-like shelves as it passes.

The yetis use this tunnel to come and go between their
caves and the Path of Spirits.

S12. Common Cave (CR 9)

Rough nests of piled furs are scattered across this broad cavern.
Scattered bones amid the stalagmites give mute testimony to
past meals.
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Creatures: Five yetis inhabit each of these caverns.

YETIS (5 CR 4
XP 1,200 each
hp 45 each (Pathfinder RPG Bestiary 287)

Treasure: Each yeti has collected 1d6 gemstones (worth
50 gp each).

S13. Private Cave (CR 9)

This ledge overlooks the cave below. It contains a den of matted
furs, rough seats carved from the stone, and a few crude tools.

Creatures: Mated pairs of yeti savages make their dens
in these caverns. Not immediately hostile, the yetis warn
intruders in growling, guttural Aklo to “get out!” They
attack those who do not comply immediately.

YETI SAVAGES (2 CR7

XP 3,200 each

Yeti barbarian (savage barbarian) 3 (Pathfinder RPG Bestiary
287, Pathfinder RPG Advanced Player’s Guide 79)

N Large monstrous humanoid (cold)

Init +2; Senses darkvision 60 ft., scent; Perception +14

DEFENSE

AC 18, touch 10, flat-footed 15 (+2 Dex, +1 dodge, +8

natural, —2 rage, —1 size)
hp 109 each (9 HD;
6d10+3d12+57)

Fort +11, Ref +8, Will +10; +1 vs. fear

Defensive Abilities naked courage*,

uncanny dodge; Immune cold

Weaknesses vulnerability to fire

OFFENSE

Speed 50 ft., climb 30 ft.

Melee bite +11 (1d6+4 plus 1d6 cold), 2 claws +16
(1d6+8/19—20 plus 1d6 cold)

Ranged spear +10 (2d6+8/x3)

Space 10 ft.; Reach 10 ft.

Special Attacks cold, frightful gaze (DC 13), rage (12 rounds/
day), rage powers (animal fury), rend (2 claws, 1d6é+12 plus
1d6 cold)

TACTICS

During Combat The yeti savages rage and attack intruders,
often bodily dragging foes up a wall or ceiling or to the

edge of a shelf, pit, or crevasse before dropping them.
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Morale While raging, the yeti savages fight to the death. If not
raging, a yeti savage flees when reduced to fewer than 30
hit points.

Base Statistics When not raging, a yeti savage’s statistics are
AC 20, touch 12, flat-footed 17; hp 91; Fort +9, Will +8; Melee
2 claws +14 (1d6+6/19—20 plus 1d6 cold); Ranged spear +10
(2d6+6/x3); Special Attacks rend (1d6+9 plus 1d6 cold); Str 23,
Con 19; CMB +16 (+20 to drag); Skills Climb +18.

STATISTICS

Str 27, Dex 14, Con 23, Int 7, Wis 14, Cha 10

Base Atk +9; CMB +18 (+22 to drag); CMD 29 (31 vs. drag)

Feats Cleave, Greater Drag*, Improved Critical (claws),

Improved Drag*, Power Attack

Skills Climb +20, Perception +14, Stealth +10 (+18 in snow),
Survival +8

Languages Aklo

SQ fast movement

Gear spear, amulet of natural armor +1

* See the Advanced Player’s Guide.

Treasure: Each den contains 5d6 roughly polished
gemstones (worth 50 gp each).

S14. Rirt Cave (CR 9)

A deep crevasse dominates this sprawling cavern.

Each of these caves contains an 8o-foot-deep crevasse,
littered with bones.

Creatures: Three yetis and a single yeti savage occupy
each of these caverns. They attack any intruders and
attempt to drag or throw them into the crevasses.

YETIS (3 CR 4
XP 1,200 each

hp 45 each (Pathfinder RPG Bestiary 287)

YETI SAVAGE CR7
XP 3,200

hp 109 (see page 50)

S15. CHIEFTAIN'S CHAMBER

Many skulls of bears, wolves, woolly rhinoceroses, mastodons,
and stranger prey—apparently hunting trophies—rest on large
stones around the walls of this cavern.

This is the living chamber of Bormurg and his wives,
though the yeti chieftain has spent little time here since
Katiyana possessed him.

Treasure: A successful DC 15 Perception check discovers
the collection of eight amethysts (worth 500 gp each) and

four topaz crystals (worth goo gp each) that Bormurg

(

keeps hidden behind a polar bear skull. A second DC 15
Perception check turns up the 21 hematites (worth 50 gp
each) that one of his consorts concealed in her nest of
smelly furs.

S16. THRONE OF THE YETI CHIEF (CR 13)

This wide cavern soars into darkness overhead. A deep crevasse
plummets to the north, while to the south a broad switchback
road climbs to a distant tunnel mouth. In the center of the
cavern, skull-topped columns surround an octagonal dais. Age-
worn steps lead to the top of the dais, where a stone seat rests
between the tusks of a bull mastodon skull, a Tian-style banner
draped over the top like a canopy.

The Ugtaal once performed their final rites in this
cavern before laying the dead to rest, but it is now the
site of Bormurg’s throne and Katiyana’s final ambush.
Katiyana has constructed a small shrine to Sithhud atop
the dais in the center of the chamber and cast desecrate on
the altar there.

Creatures: The yeti chieftain Bormurg, possessed by
Katiyana’s ghost, inhabits this chamber, along with
two of his yeti savage consorts. One of the yeti savages
hides atop the ledge to the southeast, watching down the
corridor to area S1o (DC 24 Perception check to spot her;
DC 20 if the PCs are climbing or flying), while the other
yeti savage lurks in the cave mouth above the crevasse to
the northeast (DC 30 Perception check to notice; 26 if the
PCs are climbing or flying).

When the caravan enters this area, the yeti savages
howl a signal to attack, at which point a CR 9 group of
yetis climbs out of the crevasse to attack the caravan (AC 23;
hp 115; Attack +17; Damage 8d8+4). When the yetis attack, the
caravan must make a DC 24 Resolve check or be paralyzed
with fear (—4 penalty to AC, cannot move or attack) for 1
round. A paladin’s aura of courage grants a +2 bonus on
this check; a bless or prayer spell grants a +1 bonus. Each
round of combat for 5 rounds, five yeti reinforcements
arrive from the cave mouths to the north, until all 28 yetis
have joined the fray. This effectively increases the yeti
attack force’s hit points by 20 each round, and the caravan
must succeed at a DC 18 Resolve check each round to avoid
the fear effect from the yeti reinforcements. For every five
yetis the PCs have already killed in the yeti caves, subtract
1 round of reinforcements. If the PCs defeated all of the
yetis in the caves, no reinforcements arrive.

While the caravan engages the yetis, the two yeti savages
attack the PCs. The next round, the yeti chieftain Bormurg,
possessed by Katiyana’s ghost, emerges from the stone onto
the southeast ledge. Run the two combats simultaneously—
each round, play out the caravan combat against the yetis,
then play 1 round of normal combat between the PCs and
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pe¥ NPC RELATIONSHIPS R

If you're using the relationship rules presented in the Jade
Regent Player’s Guide, the PCs have the opportunity during
this adventure to further increase their Relationship Scores
with the significant NPCs traveling with them. The PCs
can increase their Relationship Scores with the following
NPCs by the listed amount for taking the following actions
or completing the following tasks:

Ameiko Kaijitsu: slaying the dragon Vegsundvaag
(area L): +1; safely escorting Ameiko all the way across the
Crown of the World to Tian Xia: +1

Koya Mvashti: finding the map of the High Ice (area A): +1;
taking Koya to visit the North Pole: +1; reconsecrating the
Ugtaal Necropolis to Desna: +1

Sandru Vhiski: getting the caravan across the Crown
of the World without losing a single wagon: +3 (reduce
this award by 1 for every wagon lost, to a minimum of +o);
making at least 500 gp through caravan trade: +1

Shalelu Andosana: arranging a peaceful meeting
between Shalelu and Snowcaster elves: +1; giving Shalelu
the Snowcaster quiver found in the dragon’s lair (area L): +1;
camping for at least 24 hours in a place of natural beauty (such
as Lake Nallishoot [area F], within sight of the Alabastrine
Peaks [area M], or the Domagalki Forest [area P]): +1

DESIGNER NOTE
Designing a stat block for the yeti chieftain Bormurg while

he is possessed by Katiyana was a difficult proposition,
especially when dealing with magic jar and similar effects.
Although it functions in a similar fashion to the magic jar
spell, Katiyana’s malevolence attack is a unique ghost ability,
so we built Bormurg’s stat block from scratch, adding
Katiyana’s mental abilities to Bormurg’s physical stats. As
such, we took what seemed the most logical approach in
mixing the two character’s abilities together, rather than a
direct application of mechanical rules from the magic jar

description. We hope that the final result is a memorable
and fun encounter that is also relatively easy to run.

bea. 4%

Bormurg/Katiyana before returning to the next round of

caravan combat. Note that what happens in one combat may
affect the other combat (see below).

While fighting Bormurg/Katiyana, a DC 15 Sense Motive
check is enough to notice that the yeti chieftain is under
some sort of mental control or influence. Once the PCs
realize this, a DC 22 Knowledge (religion) check recognizes
possession by ghostly malevolence. Detect evil can also sense

Katiyana’s presence (though the PCs still might not realize

Bormurg is possessed), as can detect undead or deathwatch
(which reveals both a living and an undead creature).

If the PCs cast protection from chaos or protection from evil
to suppress Bormurg’s possession, he receives a new Will
save (Will +10) to break free of Katiyana’s malevolence
(DC 22). If successful, Katiyana casts dispel magic to try
to overcome any protection from evil or similar effect
blocking her possession. Temporarily freed from Katiyana’s
possession, Bormurg shouts that he was being controlled
by a “bad, lying spirit” and commands the yetis fighting
the caravan to stop attacking. Bormurg pledges to aid the
PCs if they can free him of the spirit, even offering them
his “magic rock” (his ioun stone) if successful.

If driven from Bormurg’s body or if Bormurg is killed,
Katiyana abandons the yeti chieftain and flies to the
dais in the center of the cavern. There, in the aura of her
desecrate effect, she gains a +2 profane bonus on attack
rolls, damage rolls, and saving throws, and the DC to
resist her channeled negative energy increases by +6.

When Katiyana reveals her true ghostly self, the yetis
attacking the caravan flee. Katiyana floats 15 feet above
the dais, trusting in her blizzard aura to keep flying
enemies at bay while she taunts the PCs that she can never
be killed, that she has become Katiyana the Eternal, the
Avatar of the Hungry Storm, Handmaiden of Sithhud,
and the Harrower of All Creation.

BORMURG (POSSESSED)
hp 142 (see page 57)

KATIYANA'Ss GHOST CR12
XP 19,200

hp 134 (see page 56)

YETI SAVAGES (2 CR7
XP 3,200 each
hp 109 each (see page 50)

Treasure: Next to his throne atop the dais, Bormurg has
a carved, polished stalactite that he uses as a scepter (and
occasionally a club), inset with 14 pieces of amber (worth
100 gp each). A large amethyst geode (worth 750 gp) is set
in the back of the throne. In addition, one of Bormurg’s
consorts wears a necklace of green and white jade circles
(worth 600 gp) as a bracelet.

Development: Ifthe PCs free Bormurg of his possession
and destroy Katiyana, Bormurg offers the PCs his ioun
stone as a reward, and allows the PCs’ safe passage to the
exit from the necropolis (area S17).

Story Award: If the PCs’ caravan defeats or drives off
the yeti attack, award the PCs 6,400 XP. If the PCs free
Bormurg from Katiyana’s possession, or if they defeat
him in combat, award them an additional 6,400 XP.




S17. BLockep ExiT
These ramps rise 20 feet with each switchback,
culminating in a wide tunnel to the southeast. However,
an 8-inch-thick wall of stone (hardness 8, hp 120, Break
DC 36) blocks the exit tunnel a short distance within.
The PCs can batter through this wall and continue to the
tunnel entrance half'a mile beyond.

Story Award: Once the PCs safely leave the Uqtaal
Necropolis, award them 9,600 XP.

CONCLUDING THE ADVENTURE
With Katiyana's destruction, her threat is ended, as is
that of the hungry storms. When the PCs emerge from
the Uqtaal Necropolis, the storm overhead has broken,
revealing clear blue skies above the Wall of Heaven. Once
above ground, the caravan must travel approximately
150 miles through the mountains to rejoin the Path of
Aganhei, but the most dangerous part of the trek across
the Crown of the World is now past.

Their journey to Minkai is far from over, however, and
now that the PCs are finally entering Tian Xia, new dangers
await. The threat of the Five Storms soon returns, as the

PCs find themselves in the oni’s home territory. Before they

finally reach Ameiko’s ancestral homeland, the PCs must

traverse the nation of Hongal and the haunted Forest of
Spirits. This journey is the focus of the next installment of’
the Jade Regent Adventure Path, “Forest of Spirits.”

If the PCs did not destroy Katiyana in the yeti caves, her
threat still remains. Though they might be able to exit the
necropolis, the hungry storm still rages overhead. As a ghost,
Katiyana can now only control one morozko, but she becomes
obsessed with the PCs and determined to follow them into
Tian Xia. She can be arecurring villain in the next adventure,
as a freezing blizzard swoops down upon the PCs’ caravan
from nowhere while Katiyana possesses other creatures (or
even allies of the PCs) to get revenge on her most hated foes.

By the end of “The Hungry Storm,” the PCs have likely
reached 1oth level, and have surpassed their NPC allies in
levels. At this point, you might want to consider leveling
up Ameiko, Koya, Sandru, and Shalelu. They should not
be as powerful as the PCs, but you can certainly add a few
class levels to them, bringing them up to yth or even 8th
level. As the Adventure Path progresses, you can continue
leveling up these NPCs, though we recommend keeping
them two or three levels behind the PCs to allow the
players’ characters to shine!
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