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ADVANCEMENT TRACK

“Maiden, Mother, Crone” is designed for four
characters and uses the medium XP track.

PART ONE: THE DANCING HuT Pace 8
The PCs must explore the new layout of the Dancing Hut to find the exit and learn

their new location. 7 The PCs begin this adventure at
PART Two: THE DVEZDA MARCHES PAGE 15 g evely

The PCs face frost giants and centaurs as they explore their surroundings in the land

of Iobaria. 8 The PCs should be 8th level before
PART THREE: THE THREE WHO WATCH PAGE 20 they first enter Artrosa—ifthey're
In search of the keys Baba Yaga left behind, the PCs journey to the gigantic carved not close by this point, consider
statues of Artrosa. adding a few extra encounters

PART FOuRr: THE MAIDEN PAGE 24 e 0

The PCs delve into the first of Artrosa’s three dungeons, inside the Maiden

carving. 9 The PCs should be gth level

P : . before they enter the cavern of
ART Five: THE MOTHER PAGE 35

The PCs continue their exploration of Artrosa’s three linked dungeons, now Gae om gl B caaing

inside the statue of the Mother. priest Vsevolod.

PART Six: THE CRONE PAGE 44

Entering Artrosa’s third and final dungeon, which lies inside the Crone, the The PCs should be 10th level by the end of

PCs face the leader of the forces invading Baba Yaga's sacred statues. the adventure.



ADVENTURE BACKGROUND

Following the collapse of the empire of Old Iobaria, a

barbarian warlord named Kostchtchie claimed Iobaria’s
wild northeastern territory, the Dvezda Marches, as his
personal kingdom. To consolidate his power, he sought out
the Queen of Witches, Baba Yaga, and demanded she give
him the secret of immortality or face the full might of his
barbarian horde. Baba Yaga granted Kostchtchie his wish,
but only after stealing a part of his soul and transforming
him into a twisted giant. In shame, Kostchtchie fled,
and with Baba Yaga’s counsel and aid, a coalition of
Kostchtchie’s rivals fell upon the warlord’s armies, driving
them from the region and forcing the scattered remains
deep into the Ice Steppes of the frozen north.

But Kostchtchie himself had not been defeated. He fled
to the Abyss, where his immortality allowed him to gain
power and eventually supplant the demon lord Sithhud,
becoming a powerful demon lord in his own right. Over
the centuries, Kostchtchie slowly built up his power and
his followers, as he became more and more obsessed with
reclaiming the stolen portion of his soul and gaining
revenge against Baba Yaga.

Baba Yaga expected that some day Kostchtchie might
return, however, and so she created the towering cliff
carvings that became known as Artrosa, "The Three
Who Watch,” in the Deeprun Crevasse. Each massive
figure corresponds to one of the threefold aspects of
womanhood—maiden, mother, and crone—and within
each figure the Queen of Witches built a separate fortress-
dungeon linked to the others via magical portals. The
womb of each dungeon protected a sacred stone circle
through which Baba Yaga could keep watch over the region
through the carvings’ eyes, and she forged a magic ring
that would grant a chosen warden great power within
the fortresses, allowing the warden to shift between the
three ages of womanhood, move freely between Artrosa’s
dungeons and scry their rooms, and even see the future.

Eventually, Baba Yaga departed Iobaria for worlds
unknown in her Dancing Hut, leaving Artrosa in the hands
of a chosen warden who would be responsible for the
dungeons’ day-to-day upkeep. Since that time, Baba Yaga
has appointed 11 wardens, in most cases a powerful hag
or witch devoted to her service. Only minimal evidence of
Baba Yaga’s connection to the strange, towering figures
remains today, yet to Kostchtchie and his followers,
Artrosa remains a symbol of disgrace and defeat.

Although she rarely stayed long, Baba Yaga continued to
visit Artrosa now and then, most recently when she began
to suspect that Elvanna’s scheduled abdication might
not go as planned. Baba Yaga’s divinations had revealed
that some treachery would befall her in the near future,
though she was unable to pinpoint the exact nature of

the betrayal. As a contingency against this, the Queen of

Witches summoned her Three Riders to her and informed
them that if she did not make her scheduled appearance in
Irrisen, they should go to Artrosa, where they could learn
her fate and if necessary, come to her aid. Baba Yaga’s plan
was to leave behind a trail of sorts, consisting of copies of
the keys used to control her Dancing Hut, thus enabling the
Three Riders (or other rescuers) to use the hut to retrace
her steps and eventually rescue her. Before leaving Iobaria,
Baba Yaga placed copies of two keys in Artrosa—the next
“breadcrumbs” in her trail. As an additional failsafe,
she then hid clues within her hut pointing to the keys.
Hopefully, Elvanna would not notice the clues, but anyone
determined to find Baba Yaga would be able to discover
them. With the trail laid, Baba Yaga departed Golarion.

When Elvanna betrayed Baba Yaga and put the captured
Dancing Hut on display in Whitethrone, word soon
reached other enemies of the Queen of Witches, including
Kostchtchie’s faithful in Iobaria. For centuries, they have
waited in their secret ice temples and cavernous strongholds
for Baba Yaga to falter or drop her guard, which would
allow their forces to charge down from the Ice Steppes and
reclaim the Dvezda Marches, and now the time had come.

One of these followers of the demon lord is a centaur
priest named Vsevolod, who commands a tribe of
Kostchtchie-worshiping frost giants. When Vsevolod
learned of Baba Yaga’s failure to appear in Irrisen for
the first time in 1,400 years, he immediately initiated
his own plan to seize and pillage Artrosa and steal Baba
Yaga’s most precious secrets. At the same time, Vsevolod
sent a band of frost giants south to wait at the traditional
spot where Baba Yaga’s hut manifests when she travels to
Iobaria. There they wait, in case the Queen of Witches or
her hut should unexpectedly return.

ADVENTURE SUMMARY
The adventure begins as the Dancing Hut of Baba Yaga
arrives in a new location, and the PCs must find their way
out by exploring the hut’s new layout, which consists of a
single hallway bent into an infinitely repeating triangular
knot. Inside the hut’ rooms, three raven oracles test the
PCs’ strength, wit, and endurance in a series of challenges.
If the PC succeed, the ravens award them magical amulets
that also serve as clues to the location of the cauldron keys
Baba Yaga left behind. Collecting all three amulets reveals a
secret door that leads to the hut’s control room and exit, but
before they can leave, the PCs encounter a former Iobarian
warlord sentenced by Baba Yaga to guard the hut’s entrance.
Upon exiting the hut, the PCs encounter an army of
frost giants surrounding them. Warriors of a cult devoted
to the demon lord Kostchtchie, the frost giants were sent
here by their centaur leader Vsevolod to guard the area in
case of Baba Yaga's return. The PCs have no chance against
these overwhelming odds, but as the giants lay siege to the




mythic construct, the Dancing Hut springs to life to defend

itself, giving the players the opportunity to take on the
frost giants with the hut.

With the frost giants defeated, the PCs explore the
surrounding territory in order to determine where the
hut has taken them—to the northern region of Hoofwood
in the land of Iobaria. After encountering scouts of the
Rashalka centaur tribe, the PCs are introduced to the
centaurs’ clan chieftain, Korak Kaag, who can give them
more information about the area and also provide them
with a local guide. Once the PCs have established their
location, they travel northward toward the three massive
statues of Artrosa in order to recover a new set of keys that
will take the Dancing Hut to its next destination.

Known as the “The Three Who Watch,” Artrosa is a well-
known Iobarian landmark, consisting of three female figures
carved into the side of three adjacent mesas. The giant nude
figures, each halfa mile high, resemble a long-haired maiden,
a pregnant matron, and a hunchbacked crone, and each
contains a dungeon inside it, built by Baba Yaga years ago.
Although the three figures stand miles apart, magic portals
within their passages connect the three dungeons together.

As the PCs explore the three dungeons of Artrosa in
search of the two keys left behind by Baba Yaga, they
encounter a number of Baba Yaga’s allies and guardians, as
well as the opposing agents of Kostchtchie that have forced
their way inside to pillage the fortress and steal its secrets
to increase the glory of their demonic patron. During their
explorations, the PCs have several opportunities to interact
with the changeling witch Jadrenka, who assumes the
age and physical appearance of the three mythic aspects
associated with each dungeon. Jadrenka serves as Artrosa’s
warden, and carries one of the keys to the Dancing Hut. The
other key lies in the hands of Vsevolod, the centaur priest
of Kostchtchie, whom the PCs face in the final encounter
of the adventure. Only when the PCs have both keys can
they leave Artrosa and return to the Dancing Hut to continue
following Baba Yaga’s trail.

PART ONE: THE DANCING HUT

The adventure begins moments after the PCs mix the
two keys given to them by the Black Rider—a lock of
hair from a frost giant’s beard and a plague doctor’s
mask—in the magic cauldron inside Baba Yaga’s Dancing
Hut, which currently stands in the middle of the city of
Whitethrone. As the PCs stir the stew in the cauldron,
everything in the room seems to swirl and shift. The
PCs experience a strange, almost euphoric, sense of
momentary displacement, before the room solidifies with
afinal shimmer—but it is not the same room the PCs were
standing in just moments before. Although the PCs likely
do not yet realize it, the Dancing Hut has just traveled to
the land of Iobaria, far to the east of Irrisen. As a result,

the hut’s entire layout and interior design has changed, as
it does whenever it travels to a new location. In effect, the
PCs now find themselves in a completely new Dancing Hut.

The Dancing Hut of Baba Yaga is fully detailed on pages
61-63 of Pathfinder Adventure Path #68. The lock of hair
and mask the PCs placed in the cauldron disappear, but
they reappear 1 hour later somewhere else in the hut. For
the rest of the campaign, these keys remain in the hut,
regardless of its present configuration, and they can be
used again later to return the hut to Iobaria.

The PCs begin the adventure in area A1. They must
explore the hut’s new layout and find an exit before they
can see where they've arrived. If the kikimora Zorka
(Pathfinder Adventure Path #68 58) is with the PCs, she
can describe what has happened, though she does not
immediately recognize this layout of the hut, and cannot
tell them where the hut has arrived.

A1. CAULDRON ROOM

A sturdy black cauldron sits in the middle of a rustic room with
timber floors, log walls, and a high ceiling framed by long beams
cut from whole trunks. A grand cobblestone hearth fills one corner,
its dying embers feeding the room with a dull red glow. Various
barrels, farm tools, crates, and other miscellaneous items clutter
the remainder of the space. In the corner opposite the fireplace,
a rickety wooden staircase climbs to a small wooden landing. A
shallow alcove off the landing holds two thick oaken doors.

As in the hut’s Irrisen configuration, the cauldron in
this room is used to transport the hut to other locations,
though the PCs will need to find new keys to take the hut
to its next destination. The cauldron is a part of the hut
and cannot be removed. The crates and containers in the
room hold simple, mundane tools and supplies. Though
heavy, the doors atop the landing are unlocked and open
into the middle of a long corridor that seems to continue
endlessly in either direction (area A2).

Development: See Concluding the Adventure for details
on what happens when the PCs place the keys found in
Artrosa in the cauldron.

A2. THE KNOTTED CORRIDOR

Along corridor stretches out to both sides, the aged plank floors
seeming to continue forever. Solid logs form the passage walls,
intricately carved with knotted designs and images of lances,
and centaurs, ravens, and female figures. Pale-winged moths
and tiny fireflies flutter through the hallway, their flickering
glows filling the corridor with dim light.

The basic design for the hut’s Iobarian configuration is a

single corridor that twists to form a triangular Celtic knot
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and connects a series of rooms. The passage connecting
the hut’s rooms seems to run endlessly in a straight line;
powerfulillusions cause the designs on the walls to change,
making it appear that a great distance has been traveled
when in fact the corridor simply doubles back upon itself.
To a creature in the corridor, however, there seem to be
no turns, just a single straight hallway. A character can
leave area A1 and walk in a straight line until he once more
returns to the door to area A1 from the opposite direction.
A PC who succeeds at a DC 20 Knowledge (dungeoneering)
check confirms that the corridor just leads in a circle.
The wall opposite the doors to area A1 contains a secret
door, but the illusions that cover the endless hallway also
mask the door (Perception DC 30 to spot). Once the doors
to all three of the outer chambers at the corners (areas A3,
As, and Ay) have been opened, the illusion is dispelled,
though the door remains difficult to spot (Perception DC
20 to find). The door has no visible handle or hinges, and its
facade looks much like the log walls that cover the rest of the
passage, though the logs sections are cut in a rectangular
shape consistent with that of a door. Baba Yaga herself
placed an arcane lock (CL 20th) upon the door that keeps it
held fast (break DC 35, Disable Device DC 20), though the
third raven oracle’s amulet easily opens it (see area Ay).

& 9

A3. CHAMBER OF TWILIGHT (CR 7)

A symbol carved upon the door to this chamber resembles
an inverted half-circle with a horizontal line across the
top and several lines exiting the circle. A single extended
arrow points downward in the center. A successful DC 20
Knowledge (arcana) or Linguistics check reveals the carving
to be a symbol for twilight, in a style favored by Iobarian
witches. Any character with witch class levels gains a +10
circumstance bonus on this check. Read or paraphrase the
following when the PCs open the door.

Aslight chill wafts through this room, carrying the stale scent of
carrion and peat. Beyond, an impossible forest seems to have
devoured the entire chamber. The walls are woven from tangled
knots of black, leafless trees, and fine flakes of rusted iron cover
the floor, softly crumbling to dust. A pale light emanates from
a fist-sized orb that rests within a nest of black iron branches in
the center of the room, turning all forms into ebon silhouettes.

The room’s only other exit, a narrow passageway lined
with jutting, leafless branches, hides behind a tangle of
dead branches at the rear of the room (Perception DC 15
to spot). The passage leads to the Challenge of Strength
(area Ag).




THE RAVENS THREE

Three awakened raven oracles inhabit the outer chambers
at the three corners of the triangle forming the current
configuration of the Dancing Hut, entrusted by Baba
Yaga with the clues pointing to the keys she left behind in
Artrosa. Baba Yaga awakened the three ravens centuries
ago, and they have served her faithfully since.

The first time the PCs meet one of the ravens,
allow them to attempt a DC 20 Knowledge (arcana)
or Knowledge (local) check to recall tales of Baba
Yaga’s intelligent raven allies who sometimes serve as
her prophets. Three in all, they are said to guard the
mysteries of the auspicious times of Twilight, Night, and
Dawn, when the boundaries between the worlds blur.
Legends often call the birds “The Liar Seers,” for they
shroud their wisdom in tangled riddles and rarely offer
any insight without demanding some sort of favor or task
in return.

Intelligent, conniving, and loyal to Baba Yaga, the ravens
possess the clues that point to the keys hidden in Artrosa, and
are intent on testing the PCs to see whether the adventurers
are worthy of the knowledge they guard. They demand that
the PCs perform three challenges—of strength, wit, and
endurance—to earn their clues. If the PCs complete the
challenges, each of the ravens awards them with a clue in the
form of a magic amulet.

Alternatively, the PCs can fight the ravens and seize the
clue amulets, but doing so invokes bad luck. If a raven is
slain, its amulet becomes cursed, and any character who
attempts to take the amulet from the dead raven is struck
by a baleful polymorph spell that turns the character into a
toad (CL 20th, save DC 17). Once the spell is triggered, the
amulet loses all of its magical properties and transforms
into a rusted lump of iron, though fortunately the clues on
the talisman remain and can still be deciphered.

Creature: This room is the demesne of Moc, one of
Baba Yaga's three raven oracles (see the sidebar above).
Shortly after the PCs enter the room, the raven flies out
of the darkness and settles atop the glowing orb, casting a
huge, ominous shadow. With a successful DC 15 Perception
check, a PC notices a small iron amulet hanging from a
leather thong about the bird’s neck.

Initially, Moc holds his thoughts, waiting and listening.
Eyeing the PCs suspiciously, he darts his head in short,
crisp movements. If the PCs don’t address him first,
Moc’s initial attitude is indifferent. If the PCs tell him
they have come seeking to undo Baba Yaga’s fate and make
Moc friendly, he accepts their story. Alternatively, clever
roleplaying can convince Moc of the PCs’ good intentions.
If all else fails, or if the PCs remain silent, Moc uses his

brain drain revelation to learn the reasons for the PCs’
presence before initiating conversation.

Once convinced the PCs want to aid Baba Yaga, the
raven caws, “Baba Yaga is not here, but you can find her,
never fear. First, however, you must persuade me you
possess the strength necessary to bear my knowledge. My
question is a simple one:

Born twins, they live not,

Yet they grow until death.
Their fates are of n tied.
Ever-crescent, as the moon,
Symbols of the warrior’s pride.

“The answer to this question lies in the chamber beyond.
Bring me the answer, and I shall give you what you seek.”

Moc’s cryptic demand refers to the tusks of the fiendish
dire boar that roams the adjacent chamber (area Ag). If the
PCs simply answer the raven’s riddle, he reiterates with
stronger emphasis, “BRING me the answer.”

MOC (R7
XP 3,200
Male advanced awakened raven oracle 8 (Pathfinder RPG Bestiary
133, 294, Pathfinder RPG Advanced Player’s Guide 42)
N Tiny magical beast (augmented animal)
Init +5; Senses low-light vision; Perception +27
DEFENSE
AC 19, touch 17, flat-footed 14 (+5 Dex, +2 natural, +2 size)
hp 90 (11 HD; 3d8+8d8+41)
Fort +8, Ref +10, Will +10
OFFENSE
Speed 10 ft., fly 40 ft. (average)
Melee bite +15 (1d3-2)
Space 2-1/2 ft.; Reach 0 ft.
oracle Spells Known (CL 8th; concentration +12)
4th (4/day)—inflict critical wounds (DC 18), legend lore,
terrible remorse"™ (DC 19)
3rd (6/day)—bestow curse (DC 17), dispel magic, inflict
serious wounds (DC 17), locate object
2nd (7/day)—darkness, hold person (DC 17), inflict moderate
wounds (DC 16), levitate, minor image (DC 16), silence
(DC 16), tongues
1st (7/day)—doom (DC 15), endure elements, forbid action"™
(DC 16), identify, inflict light wounds (DC 15), obscuring
mist, sanctuary (DC 15)
0 (at will)—create water, detect magic, ghost sound,

guidance, light, mage hand, read magic, resistance,
spark**¢ (DC 14), virtue
Mystery lore
TACTICS
During Combat Moc makes every effort to avoid combat,

using spells like forbid action, hold person, and sanctuary
if necessary. If forced to fight, he uses his spells to deal as
much as damage to and hardship on his enemies as he can.




Morale Bound to Baba Yaga and the Dancing Hut, Moc fights to
the death if forced into combat.

STATISTICS

Str 6, Dex 20, Con 16, Int 20, Wis 16, Cha 18

Base Atk +8; CMB +11; CMD 25

Feats Alertness, Combat Casting, Defensive Combat Training,
Eschew Materials, Skill Focus (Perception), Spell Focus
(enchantment), Weapon Finesse®

Skills Appraise +18, Diplomacy +18, Fly +22, Knowledge
(arcana) +12, Knowledge (history) +14, Knowledge (local) +12,
Knowledge (planes) +12, Perception +27, Sense Motive +21,
Spellcraft +19, Stealth +27

Languages Aklo, Common, Hallit, lobarian, Skald, Sylvan

$Q oracle’s curse (haunted), revelations
(automatic writing, brain drain [2/day,
DC 18], focused trance)

Gear iron amulet (as brooch of shielding)

Treasure: In addition to providing
the PCs with a clue, the iron amulet
also functions as a brooch of shielding.

Development: If the PCs
defeat the dire boar in area Ag
and present the tusks to Moc,
he congratulates them and gives
them his iron amulet as a token of
his esteem.

“This amulet holds only one of the
three clues you seek. It reveals the first
ingredient for Baba Yaga’s kettle. Look for
this key where time catches up to us all.”

Clutching a boar’s tusk in each talon, Moc lifts himself
atop the glowing orb in the nest. As he lands, the orb’s
light winks out and the raven disappears, but not before
he caws one last mysterious phrase:

“Look for the Mother when the moon is full!”

Once the raven is gone, anyone inspecting the orb
discovers that it has transformed into a solid sphere of
rust-coated iron.

Moc’s iron amulet is engraved with a single Iobarian
rune. With a successful DC 20 Linguistics check (or a spell
such as comprehend languages), a PC correctly interprets the
meaning of the rune as “dragon.” This refers to the dragon
scale key left behind by Baba Yaga. Moc’s first cryptic
clue—“where time catches up to us all"—refers to the Eon
Pit, a pit in the womb of the Crone dungeon (area Eg) that
ages all who enter it, and where Baba Yaga hid the dragon
scale. His second clue about the Mother refers to the phase
of the moon when Artrosa’s door appears atop the Mother
figure (see Entering Artrosa on page 20).

Story Award: If the PCs solve Moc’s riddle and earn the
amulet without fighting the raven, award them 3,200 XP
as if they had defeated Moc in combat.

IRON AMULET

A4. THE CHALLENGE OF STRENGTH (CR 7)

The walls of this wide chamber are lined with gray, lifeless trees
and thorny tangles of brush. In the center of the room stands
a gnarled and leafless tree whose outstretched branches twist
like cruel, beastly talons.

Creature: The Beast of Gelglast, a hideously scarred dire
boar of monstrous proportion, resides within this chamber,
brought here by Baba Yaga after one ofher extraplanar travels.
The Beast hides in the shadows of the far corner, ready to run
down and gore to ribbons whatever hapless sacrifices wander

into its abode. It fights ferociously to the death.

BEAST OF GELGLAST (R7
XP 3,200
Male advanced fiendish dire boar
(Pathfinder RPG Bestiary 36, 294)
NE Large animal
Init +6; Senses darkvision 60 ft.,
low-light vision; Perception +12
DEFENSE
AC 20, touch 11, flat-footed 18
(+2 Dex, +9 natural, -1 size)
hp 73 (7d8+42)
Fort +10, Ref +7, Will +7
Defensive Abilities ferocity, DR 5/good; Resist cold 10,
fire 10; SR 12
OFFENSE
Speed 40 ft.
Melee gore +13 (2d6+13)
Space 10 ft.; Reach 10 ft.
Special Attacks smite good 1/day (+1 attack, +7 damage)
STATISTICS
Str 29, Dex 14, Con 21, Int 2, Wis 17, Cha 12
Base Atk +5; CMB +15; CMD 27 (31 vs. trip)
Feats Improved Initiative, Iron Will, Skill Focus (Perception),
Toughness
Skills Perception +12, Stealth +5

Development: After defeating the boar, the PCs must
succeed at a DC 14 Survival check to properly remove the
great beast’s tusks.

A5. CHAMBER OF NIGHT

A symbol carved upon the door to this chamber resembles
a downward facing crescent resting on a horizontal line
with arrows pointing outward. A vertical bisecting line
with arrows pointing both directions runs from top
to bottom. A successful DC 20 Knowledge (arcana) or
Linguistics check reveals the carving to be the Iobarian
witch symbol for night. A character with witch class levels

gains a +10 circumstance bonus on this check.




Wavering darkness devours everything that lies beyond the
threshold. Thick stone columns and wooden beams, entangled
with pale moonflower blossoms, support the room’s high-
vaulted ceiling. A faintly glowing blood-red orb dangles from a
black iron chain in the center of the room.

Permanent magical darkness swallows the entire chamber,
but the glowing red orb provides dim light in a 10-foot
radius. The room is also under the effects of a permanent
forced quiet spell (Pathfinder RPG Ultimate Magic 221), which
muffles sound in the room, making creatures within unable
to shout or make loud noises. Both effects are at CL 20th.

Creature: Another of Baba Yaga’s three raven oracles
(see the sidebar on page 10), Rozum, inhabits the Chamber
of Night. A hideous albino raven with red eyes, Rozum
perches in the rafters, hidden amid the moonflower
blossoms. Shortly after the PCs arrive, he hops forth along
the beams before fluttering to rest atop the orb.

Like Moc in area A3, Rozum eyes the PCs when they
arrive, waiting for them to address him. The PCs must
convince him of their intentions before the raven offers his
counsel. Rozum’s initial attitude is indifferent, but showing
Rozum an amulet earned from a previous challenge
immediately convinces him. If the PCs wait too long or fail
to convince him, Rozum uses his brain drain revelation to
find out why they have come. Still, he too requests they earn
the knowledge he holds with a challenge.

“While you have convinced me of your intentions,
you have yet to convince me of your wit. To prove your
cleverness, you must find the answer to my riddle.

I mark night’s coming,
I will mark your end.
I run not in fear,

I have not a friend.

“The answer to the riddle lies within the passage of
night. To find the path to what you seek, drink from the
silver chalice within the grotto. Go now and do not return
to me unless you can prove your worth.”

Rozum’s riddle refers to the hourglass hidden in the
adjacent chamber (area A6). If the PCs simply answer his
riddle, he repeats, “GET me the answer.”

ROZUM (R7
XP 3,200

Male advanced awakened raven oracle 8 (see page 10)

hp 90

Treasure: In addition to providing the PCs with a
clue, Rozum’s amulet also functions as an aegis of recovery
(Pathfinder RPG Ultimate Equipment 254).

Development: If the PCs complete the challenge and
return the hourglass from area A6 to Rozum, the raven
presents them with his iron amulet.

“You have taken upon yourselves a great burden,” Rozum

caws, “for that which you desire, the changeling holds.
Know this as well—you will find the Crone only when the
moon wanes.”

The raven clutches the hourglass in his talons and wings
offiinto the passage to area A6, vanishing into the darkness.

Rozum’s iron amulet is engraved with an Iobarian
rune, which a PC who succeeds at a DC 20 Linguistics
check identifies as the rune for “gold,” which refers to
the gold nugget key left by Baba Yaga. “The changeling”
mentioned by Rozum is Artrosa’s warden, Jadrenka, who
holds the key. His mention of the Crone and the waning
moon refers to the phase of the moon when Artrosa’s door
appears atop the Crone figure (see Entering Artrosa on
page 20).

Story Award: If the PCs solve Rozum’s riddle and earn
the amulet without fighting the raven, award them 3,200
XP as ifthey had defeated Rozum in combat.

AG6. THE CHALLENGE OF WIT (CR 6)

Hundreds of tangled roots dangle from the raw earthen
ceiling of this rough-hewn, circular grotto, which is filled with
dark, placid water. A narrow stone walkway leads to a circular
platform in the center of the room upon which rests a stone
table set with five silver chalices. About the perimeter of the
grotto, a few feet above the waterline, five deep alcoves have
been dug into the grotto walls. Though shadowed by darkness,
a faint glitter sparkles from deep within each alcove.

The ceiling of the grotto is 20 feet high, and the water is
20 feet deep. The room is dark, and the alcoves in the grotto
walls are cloaked in magical darkness (CL 20th), so they are
not illuminated even if light is brought into the chamber.
Each alcove contains an object, locked within a cage and
chained and padlocked to the stone floor (hardness 10, hp
10, break DC 26, Disable Device DC 30). The objects are a
mirror (area A6a), an apple (area AGb), an hourglass (area
A6c), an athame (area A6d), and a key (area AGe).

The five chalices on the table in the center of the room
are half full of dark red wine, and the rim of each chalice
is etched with a specific rune in a repeating pattern. Each
rune corresponds to one of the objects hidden in each
alcove. With a successful DC 20 Linguistics check, a PC
identifies each rune and the object it corresponds to. The
chalices have an aura of transmutation and evocation. No
matter how much wine is drunk from a chalice, it always
remains half-full, as long as it is within this chamber. The
chalices become nonmagical if removed from this room.

Touching a chalice reveals the corresponding object
in its alcove, as a pale flash of moonlight illuminates
the alcove for a few short seconds, just long enough for

someone on the platform to identify the object within.




To correctly answer Rozum’s riddle and pass his test, the

PCs must bring him the hourglass.

Trap: To access an alcove, one must drink from the
corresponding chalice. When this occurs, three stepping-
stones rise from the black waters, creating a path to the
alcove. Unfortunately, Rozum has poisoned every chalice
except the one with the hourglass rune with dark reaver
powder (Pathfinder RPG Core Rulebook 558). To add to the
difficulty of this challenge, the stepping-stones only
remain solid for 1d4 rounds, after which they vanish again,
dropping anyone standing on a stepping-stone into the
black water. Any living creature that enters into the pool or
passes above the surface of its dark waters without using the
stepping-stones (such as by flying, jumping, using a rope,
or the like) triggers a trap. The stepping-stones reappear if
someone else drinks from the correct chalice.

THE DROWNING POOL CR 6
XP 2,400
Type magic; Perception DC 30; Disable Device DC 30
EFFECTS
Trigger proximity (true seeing); Reset automatic (immediate);
Effect spell effect (suffocation**® [CL 10th] for 3 rounds,
Fortitude DC 17 partial)

Story Award: If the PCs somehow bypass the trap or
successfully recover the hourglass without triggering the
trap, award them 2,400 XP.

A7. CHAMBER OF DAWN (CR 7)

A symbol carved upon the door to this chamber resembles
an upward facing half-circle resting on a horizontal line.
Several arrows point outward from the circle. At the center
of the half-circle, a single extended arrow points upward.
A successful DC 20 Knowledge (arcana) or Linguistics
check reveals the carving to be the Iobarian witch symbol
for dawn. A character with witch class levels gains a +10
circumstance bonus on this check.

Flowering vines drape the walls of this chamber. Winding,
pebble-strewn pathways weave through a magnificent garden
of honeysuckle and lilac. A pale, warm light fills the room,
emanating from a stone-lined pool of water in the center. The
purple and orange reflection of the early morning sky glitters
upon the pool’s surface.

Creature: Tryva, the third raven oracle, guards the
Chamber of Dawn. She is tasked with testing the PCs’
endurance. When the PCs enter, she flutters down from a
nearby shrub and perches at the pool’s edge, opposite the
PCs. Like the other ravens, Tryva gives the PCs a short time to
state their purpose and convince her of their intentions. Her

initial attitude is indifferent, but showing Tryva an amulet

earned from a previous challenge immediately convinces her.
If necessary, Tryva uses her brain drain revelation to extract
this information forcefully. Like her siblings, the raven
demands the PCs earn her gift by completing a challenge:

“Before I aid you, you must first convince me you have the
resolve to fulfill your desire. To prove your mental fortitude,
you must face what I, the herald of the coming day, cannot.

Each night it visits—
Sometimes horror,
Sometimes wonder,
Sometimes prophet,

When dawn wakes, it flees.

“When you face this thing, you shall know its desire. In
its desire, you shall find your own. Only by sharing this
desire with me can I bind your fates. Once they are bound,
I will be able to see your destiny.”

Tryva’s cryptic riddle refers to an animate dream in the
adjacent chamber (area A8), a creature formed from the
nightmares of Baba Yaga’s most recently slain daughter.
To gain Tryva’s aid, the PCs must face the animate dream
and tell Tryva of its desires.

TRYVA C(R7
XP 3,200

Female advanced awakened raven oracle 8 (see page 10)

hp 90

Treasure: In addition to providing the PCs with a clue,
Tryva’s amulet also functions as a chime of opening. The
amulet can be used a total of nine times, after which it loses
all of its magical properties. The amulet automatically
opens the arcane locked secret door in area Az.

Development: If the PCs defeat the animate dream in
area A8 and tell Tryva the dream’s desires, the raven gives
them her iron amulet and replies:

“So be it. Seek now the sisters three who are one: Mother,
Maiden, Crone. But know that the Maiden is elusive, and
may only be caught with the waxing moon.”

After handing the PCs the amulet, Tryva crows three
times and then flies into the pool. There is no splash when
she touches the surface. Instead, she seems to pass into
another world and wings off into a glorious sunrise, her
form growing smaller and smaller until it disappears. If
anyone touches the pool’s surface, the water ripples and
the sunset reflection immediately fades to reveal a shallow
and ordinary pool of water.

Tryva’s iron amulet is engraved with a third Iobarian
rune. A successful DC 20 Linguistics check reveals the rune’s
meaning to be “Artrosa.” A successful DC 20 Knowledge
(geography) or Knowledge (local) check is enough for a
creature to recognize this as the name of a trio of giant,
carved figures in northeastern Iobaria, also known as “The
Three Who Watch.” Tryva’s other clue about the Maiden




and the waxing moon refers to the phase of the moon when

Artrosa’s door appears atop the Maiden figure (see Entering
Artrosa on page 20).

Story Award: If the PCs solve Tryva’s riddle and earn the
amulet without fighting the raven, award them 3,200 XP as
if they had defeated her in combat.

A8. THE CHALLENGE OF ENDURANCE (CR 8)

This small, candlelit bedroom is empty save for a plain wooden
bed and a night table where a pale candle burns in an iron
candleholder. The bed is perfectly made, but the sheets display
an ominous, dark crimson stain in the middle of the bed.

Creature: To complete the Challenge of Endurance, the
PCs must confront the animate dream of Baba Yaga’s most
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THE WITCHDAUGHTER'S
NIGHTMARE

recently slain daughter, Yelizaveta. This is not the actual
Yelizaveta or her spirit, but an ethereal fragment of one
of her nightmares, given vengeful life by the magic of the
Dancing Hut.

Shortly after the PCs enter the room, the Witchdaughter’s
Nightmare manifests from the stain on the bed. Her vaguely
humanoid form continually morphs and distorts, though
PCs who study the creature can attempt a DC 20 Perception
check to note her base appearance is that of a female Jadwiga,
with a similar appearance to that of the current queen of
Irrisen. With a successful DC 25 Knowledge (nobility check),
a creature recognizes her as Yelizaveta, the thirteenth
daughter of Baba Yaga and former queen of Irrisen.

To complete the challenge, the PCs must determine the
animate dream’s desire before destroying her. The dream
doesn’t want to share her desire with mortals, however, so
the PCs must trick her into revealing information. Each
round, the PCs may attempt to trick her into answering
questions by attempting an opposed Bluff check against
the dream’s Sense Motive check. If the PCs are successful,
the dream answers the question honestly. However, each
time the creature gives an honest answer, she becomes
more enraged and more violent. The Witchdaughter’s
Nightmare fights until destroyed.

The dream is aware that she is a prisoner, neither dead
nor alive and trapped in an eternal netherworld to repeat
the same cycle of nightmares for all eternity. Therefore,
her desire is twofold—she seeks freedom from Baba Yaga’s
binding clutches and vengeance against the Queen of
Witches. Questions about the dream’s identity, how she
came to be within the Dancing Hut (Baba Yaga killed her and
captured her soul), or similar lines of questioning should
produce enough evidence for PCs to guess her desires.

THE WITCHDAUGHTER’S NIGHTMARE CR 8
XP 4,800

Female animate dream (Pathfinder RPG Bestiary 2 29)

hp 90

A9. CONTROL ROOM (CR 9)

The secret door in area A2 leads to a shallow foyer blocked
by two more double doors, which are carved to resemble
an oversized gate guarded by a scrawny dog. These doors
are unlocked, but iron bells nailed to the opposite side of
the doors sound when the doors are opened. If the PCs
specifically state they are trying to open the doors quietly,
allow them to attempt a Stealth check with a —10 penalty
to avoid alerting the occupant of the room beyond. Once
the PCs open the doors, read or paraphrase the following.

This spacious room resembles the interior of a wooden cottage.
Stairs to the right of the entrance climb to balcony atop which
rests a wooden table. A wooden walkway continues around the



room to a small landing and another set of stairs to the left of
the entrance. A third staircase leads down from the walkway to
an alcove opposite the door. Crates, boxes, barrels and other
mundane materials crowd the space.

The ceiling is 20 feet high in this room; the balcony and
walkway are 10 feet above the floor. A cracked clay bowl sits
atop the table on the balcony, with a brownish, speckled
hen’s egg inside. Together, the bowl and egg act as the hut’s
control system, though the PCs are unlikely to possess either
the knowledge or the skill to work the hut’s controls at this
time. On the landing to the left of the entrance, a wooden
ladder climbs to a trap door in the ceiling; this leads to a
dusty, disused loft. The crates and containers in the room
hold more mundane tools and supplies. In the back alcove,
a wooden door leads outside to the Dancing Hut’s porch.
Windows in the alcove look out into a snowy forest clearing.

Creature: An Iobarian warlord called Ratibor the Bold
guards this area. A prisoner of Baba Yaga, Ratibor is bound
to serve her and guard the Dancing Hut from intruders.
However, his orders are to defend the hut against
intruders from the outside—they say nothing about
intruders from the inside, such as the PCs, who are likely
coming from within the hut itself.

When the PCs first enter this room, Ratibor is standing
guard facing the hut’s outer door. When he notices
them, there is a moment of confusion. Never before
during his service have people come from within the hut
unaccompanied by Baba Yaga, and he is unsure what he
should do. Ratibor hails the PCs and informs them of his
duty, firstin Iobarian, then in Draconic, and waits for their
response. He is suspicious of the PCs but does not attack
outright, waiting instead to see whether he can learn who
they are and the reason for their presence in the hut.

Quick-thinking PCs can convince Ratibor to let them
leave the hut with a successful Diplomacy check. Ratibor’s
starting attitude is unfriendly, but if he is made at least
indifferent, he lets them pass without attacking, so long
as they do not try to reenter the hut (see Development,
below). If Ratibor is made friendly or helpful, the PCs can
question him about Baba Yaga, the Dancing Hut, and their
current location (see page 56 for how Ratibor can help the
PCs). If the PCs make Ratibor hostile or try to pass by him
without befriending him, he immediately attacks.

RATIBOR THE BOLD CR9
XP 6,400
hp 115 (see page 56)

Development: If the PCs leave the hut and then attempt
to reenter, even if only for a moment, Ratibor is bound to
fight them, and he attacks. Only releasing him from his

servitude to Baba Yaga frees him from this duty.

PART TWO: THE DVEZDA MARCHES

Exiting the Dancing Hut, the PCs find themselves in a

clearing in a dense, snow-covered forest. A successful DC
20 Knowledge (geography) or Survival check is enough for
them to realize that the hut is no longer in Irrisen, though
it does not reveal their exact location. In fact, the hut now
stands in Iobaria, in a region called the Dvezda Marches.
Although it is likely still summer, the northern latitude,
coupled with an unseasonable cold for this time of year
(unrelated to Irrisen’s supernatural winter or Queen
Elvanna’s winter portals), makes it seem more like winter.
Temperatures are cold (40° F or below), and snowstorms
(and even an occasional blizzard) are not uncommon.

Before the PCs can learn their whereabouts, however,
they discover that a band of frost giants now surrounds the
Dancing Hut. These fanatics, devout followers of the demon
lord Kostchtchie, were commanded to guard this clearing
against Baba Yaga’s return by one of the demon lord’s high
priests, the centaur Vsevolod.

GIANT SENTRIES (CR 9+)

Creatures: A total of eight frost giants guard the forest
clearing now holding the Dancing Hut. A single frost giant
stands watch over the Dancing Hut’s front door. The moment
the PCs emerge from the hut, the giant attacks, calling outan
alarm to alert the rest of the giants. Each round thereafter,
an additional frost giant rushes to the sentry’s aid and
attacks the PCs. It should quickly become obvious to the PCs
that the onslaught of giants will quickly overwhelm them.
Fortunately, the hut takes matters into its own hands on the
third round of combat, activating to defend itself from the
frost giants and allowing the PCs to retreat back inside, if’
they want to avoid the combat. Although the PCs have likely
not yet learned to use the hut’s controls, for this combat, they
should take turns actually playing Baba Yaga’s hut as it fights
the frost giants. Give the PCs the stat block for the Dancing
Hut of Baba Yaga on page 63 of Pathfinder Adventure Path #68.
PCs who are not actively playing the hut can still participate
in the combat by lobbing spells or missile weapons out of the
hut’s windows or from the hut’s porch, or even racing out of
the hut to join in the fray in person.

During the combat, the Dancing Hut lashes out at the
giants with its claws and slam attacks, while the giants
attack the hut with their greataxes and thrown rocks.
While eight frost giants are an almost certainly deadly
CR 15 encounter for the PCs, in truth they pose little threat
to the CR 17 hut, with its high AC, damage reduction, and
fast healing. This is not meant to be a challenging, or
even especially dangerous, encounter. Rather, the point
of this encounter is to foreshadow the later conflict with
Vsevolod’s frost giants in Artrosa while at the same time
giving the PCs a glimpse of the true capabilities of the
powerful artifact now in their possession.




FROST GIANTS (8)
XP 6,400 each
hp 133 each (Pathfinder RPG Bestiary 149)

TACTICS

Morale Once four of the frost giants are defeated or killed, the
remainder of the giants break off combat and flee northward
toward Artrosa.

Treasure: The giants have little treasure beyond their
gear, though one of them is carrying a fist-sized glass bauble
in its sack, wrapped up in a bundle of hay. This bauble is a
new magic item, a globe of blizzards (see page 61).

Story Award: Award the PCs 6,400 XP for using the hut
to defeat the frost giants, regardless of how many frost
giants were actually slain. Even eight frost giants make up
an easy encounter for a creature as powerful as the Dancing
Hut, and the PCs should not receive full XP for giants that
the hut defeated.

HooFwooD
Once the band of frost giants has been defeated, the PCs can
safely exit the Dancing Hut. Following the clues gleaned
from the three raven oracles in the hut, the PCs likely
know they are seeking a place called Artrosa, but it’s just as
likely that they have no idea where they are, so their first
order of business is probably to attempt to determine their
actual location by exploring the surrounding territory.
The forest encompassing the Dancing Hut is a large,
coniferous woodland in eastern Iobaria called Hoofwood,
home to a race of centaurs called the Rashalka. The
northern reaches of Hoofwood fall within the sacred
tribal territories of a centaur clan known as the Voaldyn.
For generations, the Voaldyn have served as Hoofwood’s
first line of defense against the Rashalka’s enemies, the
northern Tsolniva centaurs, who make infrequent raids
upon Rashalka territory. Upon witnessing the arrival of
both the Dancing Hut and Vsevolod’s frost giants in the
forest, the Voaldyn immediately began fortifying their
defenses, perceiving the arrival of the Dancing Hut as an
omen and fearing that Baba Yaga has come to subjugate
them and engulf their sacred lands in endless winter.
As a result, the clan’s chieftain, Korak Kaag, has posted
scouts in a 1-mile-diameter ring in the woods around the
hut in order to keep his people warned of any new threats
or developments—from either the giants or agents of
Baba Yaga.

SPEARS IN THE FOREST (CR 8)

Korak Kaag’s centaur scouts have encircled the clearing
where the Dancing Hut now stands in a ring 1 mile in
diameter. Whichever direction the PCs go when they leave
the hut, they encounter a group of these scouts. Read or

paraphrase the following as the PCs approach the scouts.

The wood is dense, comprising tall trees with long needle-like
leaves clustered into spiral arrangements. High above, their
branches lock together, blotting out the sunlight. Below the
canopy, the tree branches are thin, losing their foliage from
lack of sunlight, and jutting out from the vast maze of peeling
trunks like skeletal arms. A blanket of fallen needles covers the
ground. Locked in the gloom and cold, the forest floor seems
nearly barren, except for patches of lichen and moss that cling
to the rocky soil and the lower trunks of the towering trees.

Creatures: A small band of Rashalka centaur scouts
wait in this section of forest for anyone coming from the
Dancing Hut. They have witnessed the hut’s destruction
of the frost giants, and are expecting agents of Baba
Yaga, but the arrival of humanoid strangers—a rarity in
Hoofwood—takes them aback. Unsure how to proceed,
the centaurs decide to question the PCs about the reasons
for their presence in Hoofwood. The leader of the scouts
hails the PCs (first in Iobarian, then in other languages, if
they don’t seem to understand), demanding that the PCs
state their business. The scouts assume the PCs are agents
of Baba Yaga sent to prepare the centaurs’ tribal lands for
her coming, so they have an initial attitude of unfriendly.
If the PCs can communicate with the centaurs, however,
they can attempt Diplomacy checks to try to convince the
centaurs that they have not come to destroy the centaurs.
If asked, the scouts know little about Artrosa or Baba Yaga,
but they offer to take the PCs to meet their chieftain, Korak
Kaag, who might be able to answer the PCs’ questions.

Ifthe PCs refuse to answer the scouts’ questions or make
any hostile moves, the centaurs attack. These warriors
have orders to bring any trespassers back to the centaur
encampment for questioning, but they will kill intruders
rather than sacrifice their own lives.

RASHALKA SCOUTS (4) (R4

XP 1,200 each

Centaur (Rashalka) rangers 1 (Pathfinder RPG Bestiary 42)

N Large monstrous humanoid

Init +7; Senses darkvision 60 ft.; Perception +10

DEFENSE

AC 18, touch 12, flat-footed 15 (+3 armor, +3 Dex, +1 natural,
+2 shield, -1 size)

hp 47 each (5 HD; 4d10+1d10+20)

Fort +7, Ref +9, Will +6

OFFENSE

Speed 50 ft.

Melee mwk longsword +9 (1d8+4,/19-20), 2 hooves +3 (1d6+2)

Ranged mwk spear +8 (1d8+4/x3)

Space 10 ft.; Reach 5 ft.

Special Attacks favored enemy (monstrous humanoids +2)

TACTICS

During Combat The scouts work in pairs to surround opponents




and block their escape. The centaurs try to subdue opponents
and capture them, but they do not hesitate to kill if there
seems to be no other option.

Morale Once two or more of the centaurs have fallen, one of
the scouts breaks from combat and attempts to flee back to
the centaur camp to warn Korak Kaag of the intruders.

STATISTICS

Str 19, Dex 17, Con 18, Int 12, Wis 14, Cha 10

Base Atk +5; CMB +10; CMD 23 (27 vs. trip)

Feats Improved Initiative, Run, Skill Focus (Stealth)

Skills Diplomacy +4, Intimidate +8, Knowledge (nature) +8,
Perception +10, Stealth +9, Survival +10

Languages Elven, Giant, lobarian, Sylvan

$Q track +1, undersized weapons, wild empathy +1

Gear mwk studded leather, mwk heavy wooden shield, mwk
longsword, mwk spear

Development: If the PCs fight the scouts and defeat
them, they can track the centaurs back to their camp with a
successful DC 13 Survival check. A captured scout can also
reveal the location of the centaur camp. If one of the scouts
escapes or if all of the centaurs are killed, Korak Kaag sends
out a second party of eight Rashalka scouts to deal with the
problem forcefully. These centaurs have orders to capture
the PCs and bring them to the centaur camp as hostages.

Story Award: If the PCs avoid combat with the centaurs
and receive an invitation to speak with Korak Kaag at the
centaur encampment, award them 4,800 XP as if they had
defeated the scouts in combat.

RoRrAK RAaAG’'s Camp

Although the main settlement of the Rashalka centaurs lies in
the city of Vurnirn to the south, the Rashalka chieftain Korak
Kaag has recently established a camp in northern Hoofwood
to guard against the frost giants, Baba Yaga’s agents, and the
ever-present threat of the Tsolniva centaurs of the north. If
the PCs are not accompanying the centaur scouts from the
previous encounter, they might approach the camp of their
own volition, seeking information from the local centaurs or
in an attempt to spy on the centaurs if they believe that the
centaurs might be allied with the frost giants who attacked
the Dancing Hut. However they arrive, when the PCs near the
centaur encampment, read or paraphrase the following.

Ahead in the distance, a thin plume of smoke drifts above
the trees. Soon enough, a large clearing containing a sizable
encampment appears through the trees. Broad, circular tent-
huts made from hides stretched over wooden frames form
a crescent around a large campfire. The muddy ground is
churned with numerous hoofprints.

Throughout the camp, centaurs mill about, performing

mundane tasks such as carrying firewood, filling water

buckets, or roasting spitted pheasants over a pit of glowing

coals. Once the PCs enter the camp, these activities stop
as the centaurs shift their attention to the outsiders. Few
of them have ever seen a human, and the PCs’ presence is
enough to make centaur children gawk.

The adventure assumes that the PCs arrive at the camp
escorted by Rashalka scouts, but this encounter can be
easily modified if the PCs arrive by themselves. The
centaurs in the camp far outnumber the PCs, and the
guards at the camp will quickly surround any trespassers
and take them to see Korak Kaag.

A MEeeTING WiTH KORAK RAAG

The Rashalka scouts immediately escort the PCs to the
tent of their clan chieftain. This tent is much larger and
of finer construction than the others, and stands in the
middle of the crescent of tents, facing the communal fire.
No guards stand outside the tent, but the PCs’ escort waits
just outside as the PCs are ushered in to meet the chieftain.

Korak Kaag (LN male centaur [Rashalka] barbarian 5) is
a powerful centaur with broad shoulders, a full beard and
long mustaches, and a dark bay coat. He is one of the most
prominent Voaldyn chieftains, responsible for the defense
of northern Hoofwood, and he interrogates the PCs as
to their loyalties and reasons for trespassing in centaur
tribal lands. This encounter gives the PCs a chance to
learn more about the region, the centaurs, and Artrosa, but
Korak Kaag is a shrewd leader who expects information
in return. He has no love for the frost giants, nor is he a
friend of Baba Yaga or those who serve her.

If the PCs arrived at the camp willingly or of their own
volition, Korak Kaag’s initial attitude is indifferent. If they
were brought before the chieftain as prisoners or they
killed his scouts, his initial attitude is unfriendly. During
the course of the interrogation, the PCs can attempt
Diplomacy checks to change Korak Kaag’s attitude to
friendly, or even helpful (his Charisma modifier is +2).

Korak Kaag can share much of the information presented
in the gazetteer of the Dvezda Marches (see page 68). He
doesn’t know much about Artrosa, as his people avoid the
ancient site, but he can give the PCs a description of the
three giant figures, and relate the legend that they contain
dungeons deep inside them. He can also warn them of the
will-o’-wisps that lair around the three mesas. While Korak
Kaag doesn’t know any more details personally, he is aware
of stories that claim the door to Artrosa’s dungeons lies at
the top of one of the carvings’ heads. According to these
tales, the entrance is somehow tied to the phases of the
moon, and is protected by a powerful guardian. The centaur
chieftain knows nothing else about the ancient carvings.

If Korak Kaag is made at least friendly, he offers the
PCs the hospitality of his camp for the night before they
embark on their journey to Artrosa.




Story Award: If the PCs successfully befriend Korak
Kaag and learn information about Artrosa and how to
enter its dungeons, award them 3,200 XP.

DEMONS IN THE NIGHT (CR 8)

Alerted by the failure of his frost giants to stop the PCs
at the Dancing Hut, the centaur priest Vsevolod concludes
that the PCs are agents of his patron’s despised enemy,
Baba Yaga, and need to be destroyed.

Creatures: During the PCs’ stay at the centaur
encampment (or during their journey to Artrosa, if they do
not take advantage of Korak Kaag’s hospitality), Vsevolod
sends a gang of three andrazkus, also known as misogyny
demons, to assassinate the PCs. The andrazkus look like
hunched gorillas with white fur, ram horns, and cloven
hooves. The demons wait until nightfall

to steal into the camp and brutally
slash the PCs’ throats while
they sleep. Unfortunately
for Vsevolod’s plans, the
andrazkus are not

/
2

\

ERDIA

very stealthy. Even if the PCs don’t set a watch, allow sleeping

PCs to attempt Perception checks to detect the demons
before they can carry out their bloody task.

ANDRAZKUS (3) CR5

XP 1,600 each

hp 57 each (see page 84)

TACTICS

During Combat Once they are detected, the andrazkus charge
opponents using their powerful charge ability, then attack
with their slam and bite attacks. As the battle progresses,
the surviving andrazkus attempt to summon more demons
to replace those fallen in combat.

Morale Called to this plane for this task, the andrazkus fight to
the death.

A Narive GUIDE

Before the PCs leave the centaur encampment, Korak
Kaag offers them one of his best scouts, a young ranger
named Erdija, to guide them to Artrosa. Even if the PCs
didn’t befriend Korak Kaag, he still offers Erdija’s services
to them, but for his own reasons. In fact, Erdija is more
than just a guide. Korak Kaag has instructed her to keep
an eye on these outsiders and make sure that they pose no
threat to the Rashalka.

Erdija is a young centaur of less than 20 winters, with
long, wild brown hair and a chestnut coat. She is amiable,
quick to laugh and make friends, but also quick to anger
if insulted. She enjoys strong drink and storytelling,
} and listens with rapt attention to the PCs’ stories of

adventures in far-off lands. When the situation calls

for it, however, Erdija is disciplined and efficient. She
is a skilled scout, and is quite knowledgeable about
Hoofwood and the Deeprun Crevasse, including Artrosa,
though she knows no details of the legendary dungeon’s
interior. Erdija accompanies the PCs for as long as they
allow her to, carefully observing them and their actions.
Any hint of betrayal on the PCs’ part sends her back to
report to Korak Kaag as soon as she can safely get away.

ERDIJA CR 6

XP 2,400

Female centaur (Rashalka) ranger 3 (Pathfinder RPG Bestiary 42)

(G Large monstrous humanoid

Init +8 (+10 in forests); Senses darkvision 60 ft.; Perception +12
(+14 in forests)

DEFENSE

AC 19, touch 14, flat-footed 15 (+4 armor, +1 deflection, +4 Dex,
+1 natural, -1 size)

hp 69 (7 HD; 4d10+3d10+31)

Fort +8, Ref +11, Will +7

OFFENSE

Speed 50 ft.




Melee mwk longsword +10/+5 (1d8+3/19-20), 2 hooves +4
(1d6+1)

Ranged mwk composite longbow +12/+7 (1d8+4/x3)

Space 10 ft.; Reach 5 ft.

Special Attacks favored enemy (giants +2)

TACTICS

During Combat Erdija prefers to engage foes from a distance
with her bow, using her speed to keep out of reach of melee
combatants. She hates giants and attacks them over other foes.

Morale Erdija’s loyalty is to her clan, not to the PCs, and her
first priority is to report to Korak Kaag rather than sacrifice
herself for non-centaur strangers. Nevertheless, she won't
abandon allies unless it’s clear that the battle is lost.

STATISTICS

Str 17, Dex 18, Con 19, Int 12, Wis 14, Cha 10

Base Atk +7; CMB +11; CMD 26 (30 vs. trip)

Feats Endurance, Improved Initiative, Point-Blank Shot, Precise
Shot, Run, Weapon Focus (composite longbow)

Skills Diplomacy +5, Handle Animal +6, Intimidate +8,
Knowledge (geography) +9 (+11 in forests), Knowledge
(nature) +9, Linguistics +2, Perception +12 (+14 in forests),
Stealth +6 (+8 in forests), Survival +10 (+12 in forests)

Languages Common, Elven, Giant, lobarian, Sylvan

$Q favored terrain (forest +2), track +1, undersized weapons,
wild empathy +3

Combat Gear potion of resist energy (cold); Other Gear chain
shirt, mwk composite longbow (+3 Str) with 20 +7 arrows,
mwk longsword, ring of protection +1, 14 gp

TREK TO ARTROSA

Once the PCs have determined where they actually are,
they must make their way north through the Dvezda
Marches to Artrosa. They will likely have to leave the
Dancing Hut behind at this point, however, as it requires
a successful DC 30 Use Magic Device check to pilot. If the
PCs travel with Erdija as their guide, they have no chance
of getting lost. Otherwise, the PCs must make a successful
DC 16 Survival check once per hour to avoid losing their
way in the dense forest of Hoofwood (see page 424 of the
Core Rulebook for the effects of being lost).

With the exception of one encounter (see below), the
adventure assumes that the PCs journey through Hoofwood
and up the Deeprun Crevasse with no other major
encounters until they arrive at the foot of the three mesas
that form Artrosa. If you wish, you can further liven up the
journey with more encounters using the random encounter
table on page 81. Erdija can also guide the PCs to the centaur
city of Vurnirn in Hoofwood if the PCs want to buy or
sell new gear, either before or after delving into Artrosa.
Vurnirn is the only major settlement for miles, and with
the Dancing Hut’s next destination still unknown, the PCs
would well be advised to take advantage of the city’s shops

while they have the opportunity. The Dvezda Marches (and

Vurnirn) are detailed in the gazetteer beginning on page

68 of this volume, while a gazetteer of the entire nation of’
Iobaria is presented in Pathfinder Adventure Path #33.

THE COLD RIDER (CR 9)

Creatures: As the PCs leave Hoofwood and make their
way down into the Deeprun Crevasse toward Artrosa, they
encounter a solitary sentinel. Mounted on a mighty white-
furred Iobarian great elk, this cold rider is a terrifying fey
creature of the north, a skeletal humanoid with icy blue
antlers wielding weapons and armor of magical ice. The
cold rider, named Hmmin, has no connection with either
Baba Yaga or Kostchtchie; he was drawn to this region by the
movement of Vsevolod’s frost giants from the Ice Steppes
into the Dvezda Marches. Curious, he followed them, but
was stymied when the centaur and his followers entered
Artrosa. Hmmin decided instead to follow the frost giants
Vsevolod sent south, but takes delight in slaughtering any
living creature he comes across, including the PCs.

XP 4,800

Male cold rider (Pathfinder RPG Bestiary 3 59)

hp 97

TACTICS

Before Combat Hmmin casts freedom of movement before

combat.

During Combat Hmmin casts ice storm on a group of foes on the
first round of combat, then charges in to attack with his glaive
and his mount’s powerful charge ability, using Spirited Charge
and Ride By Attack, and using his ice walking ability to move
through the area of the ice storm without penalty. He casts
chill metal on heavily armored foes and targets spellcasters
with deep slumber. If his mount is slain, Hmmin immediately
casts phantom steed to remain mounted for the combat.

Morale Hmmin’s attack is one of opportunity; he has no wish
to die in pointless combat. If reduced to fewer than 20 hit
points, the cold rider flees into the wilderness.

I0BARIAN GREAT ELK (R5
XP 1,600
Boreal megaloceros (Pathfinder RPG Bestiary 2 187, Pathfinder
Adventure Path #67 72)
N Large magical beast (cold)
Init +2; Senses low-light vision, scent; Perception +9
DEFENSE
AC 16, touch 11, flat-footed 14 (+2 Dex, +5 natural, -1 size)
hp 38 (4d8+20)
Fort +9, Ref +8, Will +3
Immune cold

Weaknesses vulnerable to fire
OFFENSE
Speed 50 ft.




Melee gore +8 (2d6+6 plus 1d6 cold), 2 hooves +3 (1d4+3 plus
1dé6 cold)

Space 10 ft.; Reach 5 ft.

Special Attacks powerful charge (gore, 4d6+9 plus 1dé cold)

STATISTICS

Str 22, Dex 15, Con 20, Int 2, Wis 15, Cha 5

Base Atk +3; CMB +10; CMD 22 (26 vs. trip)

Feats Endurance, Lightning Reflexes, Run®

Skills Perception +9, Stealth -2 (+2 in snow), Survival +0
(+4 in snow)

$Q trackless step

SPECIAL ABILITIES

Trackless Step (Ex) A boreal creature does not leave a trail in
snow and cannot be tracked. It can choose to leave a trail, if
it so desires.

Treasure: Although the cold rider’s armor and glaive
melt into water soon after its death, Hmmin also carries a
horn of fog and two aquamarines worth 500 gp each, which
remain behind when he is killed.

PART THREE: THE THREE WHO WATCH

After traveling across the eastern Iobarian wilds, the PCs
eventually navigate their way down the steep cliffs of the
Deeprun Crevasse and arrive at their desired destination,
the giant figures of Artrosa. When the PCs arrive, read or
paraphrase the following description.

Wispy clouds race across the gleaming blue sky overhead, but
the floor of the crevasse lies in shadow, the sunlight blotted out
by the massive cliffs on either side. Gray grasses and scraggly
trees poke through drifts of ice and snow, weaving their way
through black boulders that lie at the base of the towering cliffs.

Crudely carved into the face of these cliffs, several miles
apart, stand three impossible sculptures that each rise over
half a mile in height. Each carving depicts a naked humanoid
woman holding forth a warning hand. The first resembles a
young maiden with flowing hair, the second depicts a pregnant
matron, and the third a stooped and withered crone.

PCs searching the region around the bases of the giant
carvings can attempt a DC 20 Survival check to uncover
tracks and various other signs that indicate both frost
giants and centaurs have recently passed through this
area, as well as the presence of an inordinate number of
humanoid bones of varying ages in the area.

THE ASCENT (CR 8)

In order to get into the dungeons inside Artrosa, the PCs
must scale one of the figures to reach the top of the mesa
behind each carving’s head. The total distance between
the base of a figure and the summit is approximately

half a mile, or 2,600 feet. Magical flight is the easiest

way to traverse this distance. Climbing the cliffs requires
round-by-round DC 20 Climb checks, but the PCs can
mitigate this by using ropes (reducing the Climb DC to
10) and taking 10 on their skill checks. If the PCs take
care and plan their ascent, you can reduce the number of
Climb checks needed significantly, perhaps to every 500
or 1,000 feet, for example. In addition, if the PCs rope
themselves together for the climb, falling characters can
attempt a DC 15 Reflex save to catch themselves before they
fall all the way down the cliffs, reducing falling damage on
a successful save to 3d6 points of damage.

Creatures: A number of will-o’-wisps lair among the
cracks and fissures of Artrosa’s mesas, perhaps attracted
to the residue of the powerful magic used to construct the
figures. As the PCs ascend the mesas, whether flying or
climbing, a pair of will-o’-wisps emerge from their hiding
places, attempting to use their eerie powers to lead the PCs
astray. The will-o’-wisps form strings of light in an effort
to lure victims into precarious areas (the DC of Climb
checks in these areas increases to 30). If unsuccessful in
leading victims astray, the will-o’-wisps attack, hoping to
make climbers fall and feed on their terror.

WILL-0’-WISPS (2) CR 6

XP 2,400 each

hp 40 each (Pathfinder RPG Bestiary 277)

TACTICS

Morale If reduced to fewer than 25 hit points, a will-o’-wisp
flees. The will-o’-wisps also break off their attack if their
opponents reach the top of the mesa.

ENTERING ARTROSA

Once the PCs complete the grueling ascent to the top of
one of Artrosa’s mesas, they can seek out one of Artrosa’s
entrances. Each of Artrosa’s three dungeons has its own
entrance, situated atop the individual mesa from which
the massive figure was carved, on a broad ledge directly
behind the carving’s head.

But while each dungeon has its own entrance, all three
share the same door, which only manifests atop one of the
mesas according to the current phase of the moon. The
Maiden is tied to the waxing moon, the Mother is tied to
the full moon, and the Crone is tied to the waning moon.
In order to enter one of Artrosa’s dungeons, one must be
at the correct site during the proper moon phase. The
time of day doesn’t affect the manifestation of the door,
only the current lunar phase. The clues the PCs received
from the three raven oracles in Part One should help them
determine where the door is during any given lunar phase.

The adventure assumes the PCs arrive during the
moon’s waxing gibbous phase, which means Artrosa’s door
is only accessible from atop the Maiden figure. If more
than a week’s time passes before the PCs ascend the mesa,




the moon shifts phase to the full moon, and Artrosa’s door
manifests atop the Mother figure.

If the PCs arrive at an entrance site during the wrong
phase, neither the door nor the guardian (see below)
appears—there is only a blank rock wall. If they arrive
during the correct phase, go to Artrosa’s Door, below.

B. ARTROSA'S DOOR (CR 10)

This encounter occurs when the PCs arrive at an entrance
site during the proper moon phase, as both gate and
guardian manifest. Read or paraphrase the following.

Vertiginous cliffs surround the mesa top on all sides, though
a rock wall backing the top of the figure’s head rises above the
plateau, creating some cover from the cold winds blowing
across the mesa. From every direction the view is dizzying,
offering a clear panorama of miles and miles of lobarian
wilderness. A small copse of bare, weathered trees stands in the
shelter of the rock wall, their knotted roots clinging desperately
to the cold, hard stone. Dozens of bones litter the ground
before the grove, some so ancient that the trees’ roots appear
to grow right through them. Behind the trees, a shadowy
arched opening in the wall leads deep inside the rock.

The arch in the rock wall is the physical manifestation
of Artrosa’s only door. During the moon’s waxing phase,
the door leads to area C1 in the Maiden dungeon. During
the full moon, the door leads to area D1 in the Mother
dungeon. If the moon is waning, the door leads to area E1
in the Crone dungeon.

If this is the first time the PCs have arrived at a
manifested entrance, they also see the gutted carcass of a
centaur hanging from one of the trees. This was Vsevolod’s
sacrificial offering to the door’s guardian in order to gain
passage into the dungeon.

Creature: A wicked plant creature known as a witch tree
stands in the middle of the copse of trees atop the mesa,
serving as the guardian of Artrosa’s door. Nearly 18 feet
tall, the witch tree appears similar to a willow tree with a
trunk in the shape of a woman. This encounter is almost
identical for all three of the entrance sites to the dungeons,
though the witch tree’s appearance varies by site, seemingly
grown to resemble the maiden, the mother, or the crone,
in accordance with the figure carved on the mesa.

Bound by ancient pacts to protect Artrosa, the witch
tree’s primary purpose is to slay trespassers, but Baba
Yaga made sure to leave a way for those who serve her to
safely gain entry past the guardian. Still, after centuries of
guard duty, the witch tree takes great pleasure in twisting
her obligations as much as she can, offering entry into
Artrosa in exchange for blood sacrifices. The witch tree is
an epic encounter for a party of 7th-level PCs, but there are

ways to get past the creature without fighting it.

As soon as the PCs enter the grove, the witch tree

addresses them:
“All who seek to enter Artrosa must first present me
with a sacrifice.”

The witch tree points to the gutted centaur in the tree as
an example of the type of sacrifice she desires, but explains
that the PCs’ sacrifice needn’t be as extravagant as such
a gift of one of their own kind, though she adds that she
very much appreciated the sentiment. If asked about who
sacrificed the centaur to gain entry, the witch tree readily
describes Vsevolod and his entourage of half'a dozen frost
giants, but she quickly returns to the subject of her sacrifice.

“You must prove your worth to pass inside. Offer me
something warm, living, and bloody, or I will take a
sacrifice myself—one of my choosing. I have stood here
for centuries and claimed many sacrifices. Their bones are
a testament to their foolishness in thinking they could win
their way past me.”

At this time, the PCs may attempt to offer valuable objects
as a sacrifice to the witch tree, but she is only in interested in
blood or flesh—not wealth, nor magic items, both of which
she considers meaningless. She requires the sacrifice of a
living, warm-blooded creature of at least Medium size with
greater than animal intelligence (Intelligence of 3 or higher)
to allow the PCs to pass. Anything less, and she demands
more before she’ll allow them to pass. A summoned creature
could fulfill the requirements, but the PCs must get past
the witch tree before the creature dies and disappears.

Alternatively, the PCs can attempt to bargain with the
creature. A successful DC 20 Sense Motive check reveals
that the witch tree is hiding something, that perhaps a
sacrifice is not the only way to get past the guardian. If the
PCs succeed at a DC 24 Diplomacy check, the witch tree
reluctantly reveals that they can also prove their worth by
answering a riddle. If the PCs claim to be servants of Baba
Yaga, or mention the mantle of the Black Rider, they gain a
+4 circumstance bonus on this check. If the PCs accept the
challenge, the witch tree grins wickedly. She explains that
if they answer her riddle correctly, she will allow them to
pass. If they fail, however, she will take her sacrifice.

Once the PCs accept her terms, the witch tree recites the
following riddle:

Midnight, Morning, Bright Sun—
Spoke thee with but one.

Accursed now you be,

For he befell the wrath

Of two times seven.

Oh tell me, who is he?

The answer to the riddle is “Illarion Matveius,” the true
name of Baba Yaga’s Black Rider, whom the PCs met in
“The Snows of Summer.” If the PCs answer “the Black
Rider” or something similar, the witch tree says, “Tell
me his name!” Baba Yaga gave the riddle to the witch tree




to use in the event her suspicions were correct, for only

one who had spoken to the rider would understand the
seriousness of her plight.

The witch tree allows no one to pass without a sacrifice or
the correct answer to her riddle. If the PCs fail to offer her
an appropriate sacrifice or give an incorrect answer to the
riddle, the witch tree attacks to gain her chosen sacrifice.
She casts dominate person on one character (she prefers
gnome or orc flesh above all others), grabs the victim in
her iron branches, and constricts. If the PCs allow her to
claim her sacrifice, the witch tree thanks them and allows
them to enter the arch unmolested. More likely, they will
try to stop the witch tree, who defends herself while still
trying to claim her prize. Bound to guard the entrance, the
witch tree fights to the death.

WITCH TREE CR 10

XP 9,600

(Tome of Horrors Complete 644)

CE Huge plant

Init +3; Senses low-light vision; Perception +19

DEFENSE

AC 23, touch 7, flat-footed 23 (-1 Dex, +16 natural, -2 size)

hp 127 (15d8+60)

Fort +13, Ref +6, Will +9

DR 10/magic; Immune plant traits; Resist electricity 10, fire 10;
SR 21

OFFENSE

Speed 20 ft.

Melee 4 tendrils +18 (1d8+8 plus grab)

Space 15 ft.; Reach 15 ft.

Special Attacks constrict (1d8+8)

spell-Like Abilities (CL 15th; concentration +19)
5/day—charm person (DC 15)
2/day—dominate person (DC 19)

STATISTICS

Str 26, Dex 9, Con 19, Int 14, Wis 15, Cha 18

Base Atk +11; CMB +21 (+23 bull rush, +25 grapple); CMD 30
(32 vs. bull rush)

Feats Alertness, Awesome Blow, Improved Bull Rush, Improved
Initiative, Iron Will, Lightning Reflexes, Power Attack,
Weapon Focus (tendril)

Skills Bluff +14, Diplomacy +14, Knowledge (arcana) +12,
Perception +19, Sense Motive +16, Spellcraft +12

Languages Abyssal, Aklo, Common, Giant, lobarian, Sylvan

Treasure: Scattered among the bones among the roots
of the trees is the witch tree’s treasure, gleaned from
countless sacrifices over the centuries, consisting of'a suit
of +1 half-plate, a +1 ranseur, a potion of levitate, a scroll of wall
of fire, two pieces of amber worth 100 gp each, a deep blue
spinel worth 150 gp, two jaspers worth 50 gp each, 12 pp,
110 gp, 707 sp, and 830 cp.

Story Award: If the PCs win their way past the witch tree
through negotiation or by answering her riddle, award
them 9,600 XP as if they had defeated her in combat.

ARTROSA FEATURES

Each of Artrosa’s three giant figures contains a dungeon
buried deep in the rock behind it, named for the figure
carved on the cliff face outside. Although the towering
stone carvings stand miles apart, the dungeons behind
each figure are connected by magic archways that teleport
travelers from one dungeon to the next. These teleportation
arches are marked on the maps of Artrosa’s dungeons with
the letter T and a number; arches with the same numbers
connect to one another (for example, the T1 arch in the
Maiden dungeon connects to the T1 arch in the Mother
dungeon). Whenever an individual passes through the
threshold of one of these arches, he is instantly transported
to another passageway several hundred feet away in
another dungeon, providing a seamless transition from
one dungeon to another. The effect is instantaneous and
isn’t readily noticeable, so you shouldn’t tell the PCs that
they’ve been transported when they pass through one of
these archways. Instead, subtle changes in each dungeon’s
motifs and encounters should gradually suggest to the PCs
that they have somehow moved to a different dungeon.

Each of Artrosa’s dungeons has a different motif,
described in the dungeon’s individual description, as well
as several features distinctly its own. Whenever the PCs
teleport to a new dungeon, describe the changes in the motif
of the decor and furnishings in the room and passages, and
allow the PCs to follow their natural suspicions and seek
answers on their own. PCs who take note of the varying
features should eventually become familiar enough with
the motifs to distinguish the difference between the
three dungeons and determine their relative locations.
The changing of these motifs should also spur them to
investigate and uncover some of the teleportation arches.

A teleportation arch can be detected with a successful
DC 31 Perception check by a character inspecting one of
the archways. Once detected, an arch can be temporarily
disabled with a successful DC 31 Disable Device check. Ifthis
occurs, the passage transforms into a dead end. Jadrenka,
the changeling witch who serves as Artrosa’s warden, can
sense disabled archways and quickly moves to repair them.
It takes Jadrenka 1d6 minutes to reach a disabled arch. Once
she arrives, it takes her 10 minutes to reactivate it.

Unless otherwise noted, chambers within Artrosa
have ceilings 30 feet high, while the ceiling height in
passageways between rooms ranges from 8 to 10 feet. All
doors within the complex are stone (hardness 8, hp 6o,
break DC 28) unless otherwise noted. Within all three
dungeons, a small army of permanent unseen servants

cleans and maintains the rooms and passages.




Baba Yaga designed the dungeons of Artrosa to keep
her treasures safe and secure; therefore, she populated
it with creatures she believed could fulfill the task.
When Jadrenka became Artrosa’s appointed warden, the
changeling added some of her own guardians as well.
But not all of Artrosa’s previous denizens appreciated
her appointment, including a small coven of hags led by
Jadrenka’s mother, the annis hag Caigreal, who believes
that Baba Yaga should have granted her the position. While
the coven’s enmity toward Artrosa’s current warden doesn't
prevent the hags from carrying out their task of protecting
the dungeons, neither do they come to Jadrenka’s aid.

THE WARDEN OF ARTROSA
Since creating Artrosa almost 2,000 years ago, Baba Yaga
has left the responsibility for the defense and care of its
dungeons in the hands of a chosen warden. The current
warden of Artrosa is a changeling witch named Jadrenka,
who has loyally served Baba Yaga for more than 200 years.
Jadrenka is fully described in the “NPC Gallery” on page 54.
Artrosa’s enigmatic and elusive warden plays a distinct
and influential role in how the PCs experience the
dungeons. The PCs should encounter Jadrenka at least

one time in each of the three dungeons (provided they
haven't killed her before visiting all three dungeons). In
each dungeon, the artifact she wears—the Artrosa Ring—
causes her to appear differently, changing her age and
visage to match that aspect of womanhood reflected in the
dungeon and the carved figure outside. She appears and
disappears several times to either aid or thwart the PCs,
depending on how they treat her. Although the adventure
contains several set encounters with Jadrenka, she can
appear anywhere in Artrosa’s three dungeons, and you
should feel free to have her turn up in various locations
at different times during the PCs’ exploration of Artrosa.
When Jadrenka first encounters the PCs, she is
curious about them and tries to spy on them to learn
their motives. If, during her interactions with the PCs,
she learns that Baba Yaga needs help, Jadrenka must be
convinced that such a thing can even be true (an initially
unbelievable concept). If the PCs can convince Jadrenka
of their plans and the fact that they intend to aid Baba
Yaga, her dealings with the PCs focus on testing their
worthiness for the task ahead. Only by helping her defeat
the dangers currently facing Artrosa—both Vsevolod and
his frost giant invaders, and Caigreal’s coven—can the




JADRENKA'S KEYS

Throughout the adventure, Jadrenka leaves behind keys for
the PCs to find. She randomly distributes her keys, however,
so they may or may not be useful to the PCs. Whenever
Jadrenka decides to gift the PCs with one of her keys, roll
1d8 on the following table to randomly determine which key
she leaves; if you roll a number a second time, roll again.

Key

Key to the door in area C2 that leads to area C4
Key to the door in area Cs that leads to area C8
Key to the door in area Cy

Key to the trapdoor at area D4a

Key to area D6

Key to area Ez

Useless key to an unknown lock

PCs truly prove their loyalty to Baba Yaga, and therefore
to Jadrenka.

Jadrenka wears a necklace of keys around her neck. Some
of the keys open locked chambers in Artrosa’s dungeons,
while others belong to unknown and unnamed locks. After
an encounter with the PCs, Jadrenka may decide to leave one
of the keys from her necklace behind, either to see what the
PCs might do with a key or as a gift to them (see the sidebar
above for details about Jadrenka’s keys). Along with her keys,
Jadrenka also wears a gold nugget on a chain around her
neck. This is one of the two keys needed to take the Dancing
Hut to its next destination, given to Jadrenka by Baba Yaga
herself. Jadrenka surrenders the nugget to the PCs only if
they first defeat the centaur priest Vsevolod and recover the
second key, a dragon scale, from the Eon Pit (see area Eg).
Alternatively, of course, if the PCs kill Jadrenka, they can
simply take the gold nugget from her.

THE INVADERS

In addition to Artrosa’s normal guardians, a second group
of creatures is currently present in the complex: demon-
worshipping centaurs led by the centaur Vsevolod, priest of
the demon lord Kostchtchie. Vsevolod has come to Artrosa
to claim Baba Yaga’s fortress and the secrets hidden within
in the name of his demonic patron. Besides his devout
frost giant followers, Vsevolod has summoned a number of
andrazku demons over a period of several weeks to bolster
his forces, and the giants and demons now rampage
through all three dungeons.

Upon arriving at Artrosa, Vsevolod encountered the
annis hag Caigreal, who immediately recognized the
invaders as potential allies in her quest to overthrow her
daughter. She formed a pact with Vsevolod—in exchange

for his help in capturing Jadrenka, she revealed the

location of the two keys to Baba Yaga’s Dancing Hut, which
the Queen of Witches left behind in Artrosa.

Of course, Caigreal and Vsevolod are allies of convenience
only. Caigreal is not about to let the Dancing Hut fall into
the hands of followers of one of Baba Yaga’s most hated
enemies. She is only using Vsevolod to get to Jadrenka.
Once the centaur’s giants and demons defeat Jadrenka,
Caigreal will become Artrosa’s warden, and she will deal
with the invaders then. On the other hand, Vsevolod is not
about to let a “mere woman” dictate his actions. Once he
has established a foothold in Artrosa and defeated its other
guardians, he will turn his attention to Caigreal. Vsevolod
plans to sacrifice the hag and her coven to Kostchtchie, then
claim the Dancing Hut for himself; using it to help him carve
out his own empire in Iobaria.

PART FOUR: THE MAIDEN

The dungeon behind the maiden carving is simply known
as “the Maiden.” The motif throughout this dungeon
reflects the season of spring, with elements of new life,
verdant growing things, and blooming flowers. Unless
otherwise detailed, all of the doors within the Maiden
are carved with the image of a pretty young woman
standing in a tangled field of blossoming wildflowers.
Similar motifs adorn the walls of the dungeon’s passages.
Piles of smooth, pale pebbles that glow with a faint violet
light lie scattered along the walls of the passages. The
pebbles emanate a warm violet glow, reminiscent of the
light at dawn, and illuminate the corridors with dim light.
The pebbles glow continuously and can be freely moved
throughout the Maiden, but their light immediately winks
out if they are removed from the dungeon.

C1. THE UNLIKELY WITCH (CR 8)

If the PCs enter the Maiden from the archway atop the
mesa, the door they find leads to a long and twisting flight
of stone stairs carved into a cramped passage of cold black
basalt. Ancient wall carvings on both sides of the passage
depict wide fields filled with wildflowers and springing
deer. After a final turn, the stairs end 500 feet below in
a large, rectangular chamber. Read or paraphrase the
following when the PCs enter the room.

Hewn from the surrounding basalt, the walls of this large chamber
have been chiseled into an incredibly intricate display of thousands
of wildflowers. In the middle of each of the carvings, a wreath of
pinecones encircles a life-sized carving of a young nude woman.
On the north wall, the figure washes her hair. On the east wall, the
figure sits staring upward at a crescent moon. On the south wall,
the figure picks a bouquet of flowers, while to the west, the figure
points to a triangular, knot-shaped symbol. To the north, a curving
stone staircase climbs up and disappears into the western wall,
while an open archway beckons in the southwest corner.




If the PCs examine the carvings on the walls, a
successful DC 15 Knowledge (nature) check reveals the
moon’s phase on the east wall as the waxing crescent.
With a successful DC 25 Knowledge (arcana) check, a
PC identifies the triangular knot on the west wall as a
triquetra, a symbol used by Iobarian witches to represent
the journey through the three stages of a woman’s life—
mother, maiden, and crone. A character with witch class
levels gains a +10 circumstance bonus on this check. These
carvings are a clue to bypassing the trap in area Co.

The stone staircase leads to Artrosa’s door atop the
maiden carving (area B), though the door exists only
during the moon’s waxing phase. During any other lunar
phases (when the door manifests at one of Artrosa’s other
dungeons), the stairs end in a blank rock wall.

Creature: An ettin witch named Gurragurra keeps watch
over this chamber. Surprisingly intelligent for an ettin
and possessing a natural aptitude for magic, Gurragurra
came to Artrosa to learn magic. Even more surprisingly,
Jadrenka agreed to take the ettin in. While not a stellar
pupil, Gurragurra has managed to master some witchcraft,
though truthfully, she has reached the limits of her power.
Although loyal to Jadrenka, Gurragurra did not have the
gall to question Caigreal when the hag showed up to escort
a fierce-looking centaur and his cadre of frost giants past
the ettin’s dutiful watch and into the dungeons. Gurragurra
has started to question her decision to let Caigreal and
her “guests” past, and at present is arguing with herself
over what should have done (her left head, which goes by
Gurra, believes she made a reasonable choice, but her right
head, which also goes by Gurra, thinks she should have
questioned Caigreal more closely and considered Jadrenka’s
reactions). The two heads are at a stalemate, and thus far
Gurragurra hasn'’t told Jadrenka about the incident, fearing
the warden’s wrath in the event that Gurragurra has failed
in her duties. The PCs’ arrival interrupts Gurragurra’s
argument with herself, and not willing to make the same
mistake twice, she attacks as soon as she spots the PCs.

GURRAGURRA CR 8

XP 4,800

Female ettin witch 4 (Pathfinder RPG Bestiary 130, Pathfinder
RPG Advanced Player’s Guide 65)

CE Large humanoid (giant)

Init +5; Senses low-light vision; Perception +17

DEFENSE

AC 21, touch 12, flat-footed 20 (+2 deflection, +1 Dex, +9 natural
-1 size)

hp 101 (14 HD; 10d8+4d6+42)

Fort +11, Ref +7, Will +9

OFFENSE

Speed 40 ft.

Melee 2 mwk sickles +14/+9 (1d8+5)

’

Ranged 2 javelins +9 (1d8+5)

Space 10 ft.; Reach 10 ft.

special Attacks double hexes, hexes (cackle, evil eye [-2,

4 rounds], slumber [4 rounds]), superior two-weapon fighting
Witch Spells Prepared (CL 4th; concentration +5)
2nd—blindness/deafness (DC 13), pox pustules**® (DC 13)
1st—ear-piercing scream™ (DC 12), fumbletongue™ (DC 12),
ray of sickening" (DC 12), shield of faith

0 (at will)—bleed (DC 11), dancing lights, guidance, touch of
fatigue (DC 11)

Patron wisdom

TACTICS

Before Combat Gurragurra casts shield of faith when she hears
movement from the steps up to area B.

During Combat Gurragurra initiates combat with both an
evil eye hex and a slumber hex using her double hexes
ability. The ettin prefers to fight with her magic, but if her
opponents seem mostly unaffected by her spells, Gurragurra
reluctantly pulls out her weapons and fights hand to hand.

Morale Gurragurra has no wish to fail Jadrenka a second time,
so if she is reduced to fewer than 20 hit points and it looks
like she won’t be able to stop intruders, she drinks her
potion of reduce person and attempts to flee up the stairs
and out the entrance with her familiar.

STATISTICS

Str 20, Dex 12, Con 17, Int 12, Wis 10, Cha 12

Base Atk +9; CMB +15; CMD 28

Feats Alertness®, Cleave, Combat Casting, Improved Initiative,
Improved Natural Armor, Iron Will, Lightning Reflexes,
Power Attack

Skills Diplomacy +4, Intimidate +12, Knowledge (arcana) +10,
Knowledge (nature) +10, Perception +17, Sense Motive +4,
Spellcraft +12, Use Magic Device +12

Languages lobarian; pidgin of Giant, Goblin, and Orc

$Q witch’s familiar (pig named Bekkin)

Combat Gear potion of reduce person, wand of levitate (19
charges); Other Gear javelins (4), mwk sickles (2), spell
component pouch, 12 gp

SPECIAL ABILITIES

Double Hexes (Ex) Whenever Gurragurra uses a hex as a
standard action, her second head can use an additional hex
as a swift action.

C2. FIST OF FROST (CR 9)

Crude stone stairs twist through this winding passage. The
temperature drops sharply and a rime of hoarfrost settles upon
the walls.

This passage is one of several within Artrosa
containing one of the teleportation arches that magically
link the sister dungeons together. Anyone passing

through the archway at the southeastern end of this
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corridor (marked T1 on the map) is instantly teleported
to another passageway inside the Mother dungeon,
just outside area D6. Approximately halfway down
the corridor in the western wall is a locked stone door
(Disable Device DC 30) that leads to area Cq.

Creature: When the PCs first enter this corridor, they
face one of Artrosa’s invaders, a lone frost giant exploring
this tunnel. Unfortunately for the bulky giant, the human-
sized passages are too small for him to navigate without
crawling on his hands and knees. The giant is at the point
marked C2a on the map. Facing northwest toward area Cu,
he fights hunched over on his knees. As long as the PCs
force the giant to fight within this narrow passage, he is
considered to be squeezing and takes a —4 penalty to his AC
and on attack rolls. As soon as the giant spots intruders, he
bellows loudly, trying to alert his demon allies in area C3
just down the hallway (see Development, below).

FROST GIANT CR9
XP 6,400
hp 133 (Pathfinder RPG Bestiary 149)
TACTICS
During Combat The giant knows that he’s at a disadvantage
as long as he remains in the cramped confines this
passage, so he does his best to back out of the tunnel,

taking a 5-foot step each round back toward area €3, as he
attacks foes with his axe.
Morale The giant fights to the death.

Treasure: The frost giant is wearing a pair of huge, finely
crafted silver and copper wristbands worth 350 gp apiece.

Development: When the giant bellows a warning cry, the
andrazkus in area C3 can attempt DC 20 Perception checks
to determine whether or not they hear him. Presently, the
demons are loudly whooping it up and not paying much
attention to anything outside their room. If the andrazkus
haven't arrived in 2 rounds, the giant bellows again,
repeating his cries every 2 rounds until the demons come
to his aid. If the andrazkus hear the giant, they come out
into the corridor, but they cannot move past the giant in the
cramped passage. When they discover this, they race back
into area C3 and wait for the giant to pass the doorway. Once
he is beyond the doorway, the demons rush out to attack
anyone in the corridor. C3. Invaders’ Base Camp (CR 9 and 7)

Stone stairs lead into a narrow, rectangular chamber filled
with the overwhelming stink of urine. The walls and floor are
haphazardly covered with countless lines of jagged runes.
Two short flights of stairs climb to small platforms at either
end of the chamber.




This room has been taken over by the forces of the centaur

priest Vsevolod. When Vsevolod arrived at Artrosa with his
small band of frost giant allies, the annis hag Caigreal led
him first to this chamber, where he established a defensible
base camp from which to launch his explorations of Artrosa.
Vsevolod wasted no time in sanctifying it in the name of his
patron Kostchtchie, scribing crude demonic symbols upon
the walls in blood and other unknown fluids. The runes
are in Abyssal and anyone speaking that language can
easily read the runes. With a successful DC 20 Knowledge
(religion) check, a creature can identify the writings as
prayers to the demon lord Kostchtchie.

A table sits atop the raised platform to the east. Vsevolod
scribed a crude map on the wooden tabletop, recording
some of the areas he visited with the hags. After showing
him some of the locations within the Mother dungeon,
Caigreal directed him straight toward the Eon Pit in the
Crone dungeon (area Eg). At this point, Vsevolod abandoned
his map, leaving it incomplete. It only shows areas Cz, Cz,
and C3 in the Maiden, and areas D5 and D6 in the Mother.
On Vsevolod’s map, area C2 connects directly to area D6—
the centaur had no knowledge of the teleportation arches.

Creatures: Vsevolod left four andrazku demons to watch
over this room and cover his rear, ordering them to slay
any agents Baba Yaga might have set upon his trail. Since
then, the thuggish demons have been passing the time
by engaging in vicious sparring matches and contests of
pain tolerance. Unless successfully alerted by the giant
in area Cz, the demons are initially unaware of intruders
and carry on wildly—whooping, screaming, and making a
tremendous amount of noise. Once they become aware of
intruders, the demons split up, moving to opposite sides
of the room and trying to force intruders to step between
them so they can flank them.

ANDRAZKUS (4) CR5

XP 1,600 each

hp 57 each (see page 84)

TACTICS

During Combat The andrazkus try to flank opponents from either
side. If pressed, the demons move backward up the stairs to
get the advantage of higher ground. The demons attempt to
summon more andrazkus to replace those fallen in battle.

Morale The andrazkus fight to the death.

Trap: A wooden chest secured with a heavy chain and
a good lock (Disable Device DC 30) sits atop the western
platform. The chest is trapped, however; its surface is
smeared with a contact poison made from terinav root.

POISONED CHEST C(R7
XP 3,200
Type mechanical; Perception DC 25; Disable Device DC 25

EFFECTS
Trigger touch; Reset none
Effect poison (terinav root)

Treasure: The chest contains several pieces of
equipment Vsevolod used to enter Artrosa, including
a potion of nondetection, a potion of gaseous form, a rope of
climbing, a wand of air walk (7 charges), a hammer and a
score of iron spikes, two blocks and tackle, and four 50-
foot ropes. Next to the chest is a giant-sized portable ram.

C4. THE GARDEN FEEDER (CR 8)

Unless the PCs are deliberately attempting to be stealthy
as they approach this area, the evil half-fiend satyr inside
the chamber (see Creatures below) hears their approach
and begins playing his pipes, using suggestion to lure them
into the room.

This natural cavern is warm and humid, and stinks of stagnant
water. Wisps of water vapor hover just above the floor, somewhat
concealing a swampy morass of fungus. In some areas of the cave,
large lumpy piles of fungus rise from the slop like fetid islands,
and long, rubbery fungal strands hang from the ceiling and walls.

A slowly trickling hot spring provides this cavern
with a steady source of geothermal heat, accounting for
the increased temperature in the chamber. Anyone who
examines the lumpy piles of fungus discovers that they
are the decomposing corpses of large herd animals. The
fungus is harmless. A freshly killed bull carcass lies in the
passage to the south between areas C4 and Cs.

Creatures: This chamber serves as the lair for a tendriculos,
which the forlarren alchemists in area E4 bred for its
spores. The tendriculos understands some words in Sylvan,
allowing the forlarrens (and their servant, Poryphanes) to
communicate with it, after a fashion. Aslong as they regularly
feed the strange plant creature, the tendriculos is content to
stay in this cavern and even refrains from attacking them.

A half-fiend satyr named Poryphanes is currently
working within this room as well. A debauched and
incorrigible seducer of maidens, Poryphanes seduced and
impregnated the debased nymph Kyrisjana (see area C1o)
against Baba Yaga’s wishes. As punishment, Baba Yaga
sentenced him to serve his bastard forlarren sons as little
more than a slave, until he can purchase his freedom
with the blood of 100 sacrifices. The forlarrens have sent
Poryphanes here to feed the tendriculos the bull carcass
now lying in the corridor to area Cs. Upon hearing the
PCs’ approach, Poryphanes left the carcass in the hall
and crept forward to investigate and play his pipes.
Poryphanes has nothing but disdain for Baba Yaga, but
he is bound to serve here until he has sacrificed enough

creatures to pay his debt (he has killed 81 creatures so




far), and so he does his best to kill the PCs with the help
of the tendriculos.

PORYPHANES (R6
XP 2,400
Male half-fiend satyr (Pathfinder RPG Bestiary 171, 241)
CE Medium outsider (native)
Init +4; Senses darkvision 60 ft., low-light vision; Perception +18

Special Attacks pipes (DC 19), smite good 1/day (+5 attack
and AC, +8 damage)
spell-Like Abilities (CL 8th; concentration +13)
At will—charm person (DC 16), dancing lights, ghost sound
(DC 15), sleep (DC 16), suggestion (DC 18)
3/day—darkness, poison (DC 19)
1/day—desecrate, fear (DC 19), summon nature’s ally I,
unholy blight (DC 19)

DEFENSE

TACTICS

AC 21, touch 15, flat-footed 16 (+4 Dex, +1 dodge, +6 natural)

hp 68 (8d6+40)

Fort +6, Ref +10, Will +9

DR 5/cold iron and magic; Immune poison; Resist acid 10,
cold 10, electricity 10, fire 10; SR 17

OFFENSE

Speed 40 ft., fly 80 ft. (good)
Melee bite +9 (1d6+5), 2 claws +9 (1d4+5), gore +9 (1d6+5)
Ranged shortbow +8 (1d6/x3)

PORYPHANES

During Combat As soon as opponents enter the room,
Poryphanes takes to the air, using suggestion to lure
trespassers closer to the tendriculos. If any of his foes are
female, the satyr casts charm person or suggestion on them
to take them out of the fight in hopes of seducing (and then
sacrificing) them after the battle. If threatened, Poryphanes
casts unholy blight and fear, then fights with his natural
weapons and castings of poison. If necessary, he casts
summon monster /Il to summon a wolverine as another ally.

Morale If reduced to fewer than 15 hit points, Poryphanes
attempts to flee and rejoin his bastard sons in area E4.

STATISTICS

Str 18, Dex 19, Con 19, Int 14, Wis 16, Cha 21

Base Atk +4; CMB +8; CMD 23

Feats Combat Reflexes, Dodge, Mobility, Toughness

Skills Bluff +16, Diplomacy +16, Fly +15, Intimidate +13,
Knowledge (nature) +9, Perception +18, Perform (wind) +22,
Spellcraft +10, Stealth +19

Languages lobarian, Sylvan

Gear shortbow with 20 arrows, amulet of mighty fists +1,
mwk panpipes

TENDRICULOS CR 6

XP 2,400

hp 76 (Pathfinder RPG Bestiary 2 259)

TACTICS

During Combat The tendriculos attempts to grapple and
swallow any creature within reach, other than Poryphanes,
specifically targeting those opponents who appear most
affected by the satyr’s pipes.

Morale The tendriculos fights to the death.

C5. THE COVEN QUEEN (CR 9)

A series of head-high partitions fashioned from intricately
brocaded cloth panels stretched over wooden frames take up the
center of this cavern, forming a large enclosed area in the center
of the chamber.

The partitions divide the cavern into three
separate compartments that function as living
quarters for a coven of hags who serve Baba Yaga.
Each compartment contains a sleeping pallet, a
large clay vase filled with water, and a table set




with various items such as small stones, clay plates, bones,

knives, and wooden drinking cups, as well as hooks upon
which hang cloaks, blankets, and other sundries. The
northwest compartment (area Csa) belongs to the green
hag Grishelmuk (see area D7), the northeast compartment
(area Csb) formerly belonged to the witchfire Silyzil (see
area Ds), while the largest compartment, to the south
(area Csc), belongs to the annis hag Caigreal (see Creature,
below). The northwest and south compartments each also
hold a trunk fashioned from hardened leather. With a
successful DC 15 Perception check, a creature notices that
area Csb is dusty and disused; since becoming a witchfire,
Silyzil has had little need of a place to sleep.

In the southern portion of the chamber, a wall of
unmortared fieldstone covers the natural cavern. A locked
stone door (Disable Device DC 30) carved with the image of
ayoung maiden walking with a deerin a wood stands in the
center of the wall. Arches in the southwest and northeast
corners lead to additional corridors; the southwest passage
contains a teleportation arch (marked T2) that connects to
area E4 in the Crone dungeon.

Creature: At present, all but one of the coven members
lurk elsewhere in Artrosa’s winding dungeons. The
remaining hag is Caigreal, a wicked annis hag who is
not only the coven’s leader, but also Jadrenka’s mother. A
cleric of Mestama, the demon lord of hags, Caigreal has
never been especially loyal to Baba Yaga, but she has served
the Queen of Witches for centuries, though not always
willingly. When Baba Yaga appointed Caigreal’s daughter
Jadrenka warden of Artrosa instead of her, the annis hag
felt betrayed—especially since Caigreal had her own plans
for her daughter once she fully transformed into a hag. As
a result Caigreal’s principal concern has been to break her
daughter’s oath to Baba Yaga, thereby divesting Jadrenka of
her title and forcing her final transformation into a hag. To
accomplish this task, Caigreal assembled a coven with two
of Artrosa’s other hags, Grishelmuk and Silyzil, to ensure
Jadrenka’s failure as warden. Caigreal’s scheming led to
open warfare between Jadrenka and the hags, culminating
inJadrenka’s brutal slaying of Silyzil. Jadrenka drove the rest
of the coven, her mother included, back into the shadows.
The hags and the changeling avoid each other for now, their
violent feud at a standstill, but their rivalry continues. After
the coven’s divinations revealed that Vsevolod and his frost
giant allies wanted to enter Artrosa’s dungeons, Caigreal
decided to duplicitously help them enter the fortress, in
hope that their invasion would result in Jadrenka’s failure
to defend Artrosa, thus breaking her vow to Baba Yaga.

Within the Maiden, Caigreal uses alter self to assume
the form of a beautiful, barefoot young human woman
with long, dark hair wearing a simple homespun dress,
and this is how she appears when the PCs first encounter

her. Rather than attacking the PCs, Caigreal greets them

excitedly, hailing them as her saviors. In her guise as
a maiden, Caigreal appeals to the PCs for help against
Artrosa’s warden, whom she describes as a malicious
monster who wears a false human guise. Caigreal claims
this creature imprisoned her and performs all manner of
atrocities upon those who inhabit Artrosa. At no time does
Caigreal reveal that Jadrenka is her daughter.

Caigreal focuses on one PC, preferably a man, and begs
him to protect her and kill the wicked warden, for only
then can she escape. If possible, she secretly uses charm
person or suggestion to gain an ally on the party. Caigreal
will accompany the PCs throughout the dungeons, but
will not join in any combats, claiming to be unskilled in
the ways of war. Her primary motive is to feel out the PCs’
strengths and weaknesses, then slip away at a convenient
moment to bring her findings to her coven to discuss how
they can best manipulate these heroic intruders against
Jadrenka, or failing that, how to destroy them. If Caigreal
fails to convince the PCs to help her or her true identity
is somehow revealed, Caigreal doesn'’t hesitate to attack,
assuming her true form—that of a horrific, 8-foot-tall,
hunchbacked annis hag with a horribly scarred abdomen,
wearing a dress made of human skin.

CAIGREAL (MAIDEN FORM) CR9
XP 6,400
Female annis hag cleric of Mestama 6 (Pathfinder RPG
Bestiary 3 16)
CE Medium monstrous humanoid
Init +2; Senses Perception +16
DEFENSE
AC 15, touch 15, flat-footed 13 (+3 deflection, +2 Dex)
hp 117 (13 HD; 7d10+6d8+52)
Fort +13, Ref +9, Will +14
SR 17
OFFENSE
Speed 30 ft.
Melee quarterstaff +18/+13/+8 (1d6+10)
Special Attacks channel negative energy 5/day (DC 15, 5d6)
spell-Like Abilities (CL 7th; concentration +9)
3/day—alter self, fog cloud
Domain Spell-Like Abilities (CL 6th; concentration +10)
7/day—copycat (6 rounds), dazing touch
Cleric Spells Prepared (CL 6th; concentration +10)
3rd—bestow curse (DC 17), dispel magic, invisibility purge,
suggestion® (DC 17)
2nd—disfiguring touch*™ (DC 16), death knell (DC 16), dread
bolt™™ (DC 16), invisibility®, undetectable alignment
1st—charm person® (DC 15), divine favor, murderous
command"™ (DC 15), ray of sickening"™ (DC 15), shield
of faith
0 (at will)—bleed (DC 14), guidance, mending, resistance
D Domain spell; Domains Charm, Trickery




TACTICS

Before Combat Caigreal casts undetectable alignment every
day. Before meeting the PCs or before any combat, she also
casts shield of faith.

During Combat Once her true form is revealed, Caigreal begins
combat by casting fog cloud to buy herself enough time to
bolster herself with spells like divine favor and her copycat
ability. Next, she channels negative energy and targets
opponents with her offensive spells. She has no qualms about
engaging foes in melee combat, combining disfiguring touch
or spontaneous inflict spells with her natural attacks.

Morale If reduced to fewer than 30 hit points, Caigreal casts
invisibility and flees from the combat. She heads straight

CAIGREAL

for her coven sisters, first racing to the green hag Grishelmuk
in area D7, then to the witchfire Silyzil in area D5, where the
coven makes its final stand.

Base Statistics In her normal form, Caigreal is Large, and
her statistics are Senses darkvision 60 ft.; AC 24, touch 14,
flat-footed 22 (+3 deflection, +2 Dex, +10 natural, -1 size);
DR 5/bludgeoning; Speed 40 ft.; Melee bite +16 (1d6+6),
2 claws +17 (1d8+6 plus grab); Space 10 ft.; Reach 10 ft.;
Special Attacks rend (2 claws, 2d8+9); Str 22; CMB +18 (+22
grapple); Skills Intimidate +24, Stealth +8.

STATISTICS

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

Base Atk +11; CMB +18; CMD 33

Feats Alertness, Blind-Fight, Combat Casting, Great

Fortitude, Improved Natural Attack (claw), Intimidating
Prowess, Weapon Focus (claw)
Skills Bluff +14, Craft (alchemy) +12, Diplomacy +14,

Disquise +14 (+24 with alter self), Intimidate +21, Knowledge

(religion) +12, Perception +16, Sense Motive +10, Spellcraft +12,
Stealth +12

Languages Abyssal, Common, Giant, lobarian

Gear quarterstaff, phylactery of negative channeling, iron key
to area D5, spell component pouch, wooden unholy symbol
of Mestama

Treasure: The leather trunks in the partitioned
compartments are unlocked and hold ragged feminine
clothing (those in Csc are sized for a Large creature).
In addition, the trunk in area Csa contains a potion of
protection from arrows, a black star sapphire worth 3,000
gp, and a jar of earwigs, while the trunk in area Csc holds
a scroll of flame strike, a bejeweled skull worth 1,200 gp, a
leather sack containing 8oo gp in assorted coins and small
gems, and a wooden case containing what appears to be a
collection of children’s scalps.

C6. THE MAIDEN IN THE FIELD (CR 8)

Beyond a stone arch lies an impossible expanse of broad
meadow in bright daylight filled with swaying wildflowers.

The field is a cleverly crafted illusion, a mirage arcana
created by the Artrosa Ring (see page 60).

Creature: A young farm maiden stands in the center of
the field, her right arm draped over the muscular neck of a
great ox. She is no more a farm maiden than the creature
beside heris an ox, however. This is the changeling Jadrenka,
Artrosa’s elusive warden, here to observe the PCs and learn
their intentions. In the Maiden dungeon, Jadrenka takes the
idealized form of a maiden—in truth, not too different from
her normal appearance. If the PCs have already encountered
her in her mother or crone forms elsewhere in Artrosa,
a successful DC 20 Perception check reveals a familial




resemblance, as if she were the daughter or granddaughter of’

the person they previously met. The ox is actually a trained
gorgon under the effects of veil from the Artrosa Ring.

Jadrenka’s behavior toward the PCs varies depending upon
any previous encounters with them. If this is the first time
she has met them, Jadrenka’s initial attitude is friendly.
She is curious, questioning the PCs about their
motives for being in Artrosa, and whether they
have news of Baba Yaga or know anything
about the frost giants now invading the
dungeons. In her maiden form, Jadrenka
is playful and flirtatious, and the
conversation may wander a bit, but
under no circumstances does she
reveal who she is, or any of Artrosa’s
secrets. If the PCs make her helpful
with a successful Diplomacy check,
Jadrenka gives them a random key
(see the sidebar on page 24) before
departing. If the PCs are hostile
toward Jadrenka or attack her, she
immediately teleports away. In either
case, once Jadrenka leaves the room, .
the illusion fades. The field becomes “
a bare cavern, and the ox is revealed to
be a gorgon. Once Jadrenka is gone, the
gorgon attacks with its breath weapon, then charges any
living creature in the room. It fights to the death.

JADRENKA (MAIDEN FORM) CR 11

XP 12,800

Female advanced changeling witch 11 (Pathfinder RPG
Advanced Race Guide 184, Pathfinder RPG Advanced
Player’s Guide 65)

LE Medium humanoid (changeling)

Init +5; Senses darkvision 60 ft.; Perception +12

DEFENSE

AC 27, touch 18, flat-footed 21 (+4 armor, +2 deflection, +5 Dex,
+1 dodge, +5 natural)

hp 111 (11d6+70); regeneration 1

Fort +11, Ref +11, Will +13

Immune bleed; SR 17

OFFENSE

Speed 30 ft.

Melee 2 claws +7 (1d4+2) or
mwk dagger +8 (1d4+2/19-20) or
mwk quarterstaff +8 (1d6+3)

Ranged mwk dagger +11 (1d4+2/19-20)

Special Attacks hexes (agony [11 rounds], cackle, charm
[2 steps, 5 rounds], evil eye [-4, 8 rounds], flight [feather
fall at will, levitate 1/day, fly 11 minutes/day], tongues
[11 minutes], vision)

Witch Spells Prepared (CL 11th; concentration +16)

JADRENKA THE MAIDE

6th—unwilling shield**¢ (DC 22)
5th—baleful polymorph (DC 20), feeblemind (DC 20), major
curse’™ (DC 21)
4th—confusion (DC 19), ice storm, phantasmal killer (DC 19),
wandering star motes**® (DC 19)
3rd—blink, dispel magic, howling agony'™ (DC 19),
lightning bolt (DC 18), sands of time"™
2nd—false life, glitterdust (DC 17),
haunting mists"™ (DC 17), hold person
(DC 17), invisibility
1st—bungle*™ (DC 16), mage armor,
peacebond", ray of enfeeblement

(DC 17), unseen servant,
ventriloquism (DC 16)

0 (at will)—dancing lights, detect
magic, message, touch of fatigue
(DC 16)

Patron deception
STATISTICS
Str 14, Dex 20, Con 16, Int 21, Wis 12,
Cha 19
Base Atk +5; CMB +7; CMD 25
Feats Alertness®, Combat Casting,
Dodge, Iron Will, Spell Focus
(necromancy), Toughness, Mother’s GiftA®¢
(uncanny resistance)
skills Craft (alchemy) +18, Fly +16, Intimidate +15,
Knowledge (arcana) +19, Knowledge (history) +19,
Knowledge (nature) +12, Perception +12, Sense Motive +3,
Spellcraft +16, Swim +6, Use Magic Device +15
Languages Aklo, Draconic, Elven, Giant, lobarian, Russian; tongues
$Q hag trait (mist child**¢), Warden of Artrosa, witch’s familiar
(rat named Adelia)
Gear see page 54
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GORGON CR 8
XP 4,800
hp 100 (Pathfinder RPG Bestiary 165)

Treasure: Hidden by the mirage arcana in the back of
the cavern lies the half-eaten corpse of a frost giant, the
gorgon’s most recent victim. A quick search of the corpse
yields a sack made from a goat’s stomach containing a
climber’s kit, 50 feet of giant-sized rope, and rough-cut
gemstones worth a total of 2,650 gp.

C7. THE MOTHER’S RITE (CR 9)

While the walls of this small cavern are rough and jagged; the
stone floor is smooth and has been swept clean. A small pool of
water surrounded by pale white stones lies to the west. Along
the opposite wall to the east, an oaken table holding a wooden
bowl and a silver chalice sits in a small alcove.




To the northeast, a short passage leads to a stone door
engraved with the image of a naked, pregnant woman sitting in
a meditative pose. The woman’s hands lie folded in her lap, and
a full moon is painted upon her belly. A trio of waist-high pillars
of stout gray stone stands in the corridor just before the door.

The shallow pool to the west is filled with a foot of
fresh, clean water. Jadrenka replaces the water daily from
a nearby mountain spring. The wooden bowl on the table
contains corn seed. The silver chalice is empty.

The tops of the three stone pillars in the northeast
passage have been hollowed out to create shallow fonts
or bowls, each with an engraved symbol chiseled into the
bottom of the font. From west to east, the symbols are a
stylized ear of corn, a six-spoked wheel, and a downward-
pointing triangle inside a circle. In order, these symbols
represent corn, the sun, and water. These three elements
are part ofacrop-planting fertilityritual used by Iobarian
witches to celebrate the passage into womanhood. A
character who succeeds at a DC 20 Knowledge (arcana)
check or DC 25 Linguistics check successfully deciphers
the symbols’ meaning. A character with witch class
levels gains a +10 circumstance bonus on this check. The
door beyond the pillars is a teleportation arch (marked
T3) that connects to area D2 in the Mother dungeon.
The carving of the pregnant woman on the door also
represents fertility.

Trap: The door is both locked with an arcane lock (CL
oth, Disable Device DC 40) and trapped. Jadrenka carries a
key to this door on her necklace. Any creature that passes
through the door without bypassing the trap is affected
by a maximized wind blades spell, which hardens the air
around a target into jagged, invisible blades that deal
damage as the target moves through them. Movement that
doesn't pass through air (such as burrowing, swimming,
or teleportation) doesn’t cause this damage.

To bypass the trap and open the door safely, an
individual must perform a fertility ritual using the
objects in the room. To successfully perform the ritual,
the proper items must be placed into the correct fonts on
top of the pillars. Corn seed must be placed in the first
font, water must be collected from the pool with the silver
chalice and poured into the third font, and light must
be placed into the middle font. While the corn seed and
water are available in the room, the PCs must provide
their own light source for the ritual. Any light source,
such as a candle, a torch, a sunrod, a light spell, or even
dust from the lurkers in light in area C8, completes the
ritual requirement, so long as it is placed within the font.
The items may be placed into the fonts in any order, but
the ritual is complete only once all three fonts hold the
proper ingredients. Successfully completing the ritual

deactivates the trap for 3 minutes, at which point the

items in the fonts disappear, the door relocks, and the

trap reactivates.

MOTHER DOOR TRAP CR9

XP 6,400

Type magic; Perception DC 33; Disable Device DC 33

EFFECTS

Trigger location; Duration 9 rounds; Reset automatic
(immediately)

Effect spell effect (maximized wind blades**¢, 6 points of
slashing damage if the target moves at least 5 feet, plus
6 points of slashing damage for each additional 10 feet of
movement); Will DC 17 negates)

Treasure: The silver chalice is worth 300 gp.

Story Award: If the PCs use the fertility ritual to bypass
the Mother door trap, award them the full 6,400 XP for
the trap.

C8. FOUNTAIN OF LIGHT (CR 9)

As the PCs approach this chamber, they see bright
light leaking out from the room into the surrounding
corridors. Within the room, the light becomes painfully
bright, nearly blinding. Upon entering the room, all
sight-dependent creatures must succeed at a DC 15
Fortitude save or be dazzled by the light for the next
1d6 rounds. The source of the intensely bright light is
a 6-inch-diameter hole in the floor in the center of the
cavern from which the energy spews forth like a fountain.
Covering or filling the hole with an opaque object blocks
the light, and makes the lurkers in light in the room
visible (see Creatures, below). The door to the southeast is
locked (Disable Device DC 30).

Creatures: Four strange and evil fey creatures known as
lurkers in light guard this chamber. Effectively invisible
in the bright light, the lurkers wait for intruders to enter
their demesne, using ghost sound to lure trespassers in by
creating beckoning whispers, then swoop in to attack.

LURKERS IN LIGHT (4) CR5
XP 1,600 each
hp 44 each (Pathfinder RPG Bestiary 2 180)
TACTICS
During Combat The lurkers in light gang up against foes,
flanking them and blinding opponents using blindness/
deafness. They concentrate on taking opponents

down one at a time. If the lurkers successfully kill two
opponents, they use their ritual gate ability to summon a
Small air elemental.

Morale A lurker in light continues to fight until dropped to
fewer than 15 hit points, at which point it uses its daylight
door ability to leave the dungeon. If it is currently night, the
lurkers in light are unable to leave, and fight to the death.




Treasure: The fountain of light is the product of a
magically enhanced and magnified crystal in the hole in
the center of the room. If removed, the crystal becomes a
gem of brightness with 25 charges.

C9. MAIDENS IN A RING (CR 9)

Tiny pieces of quartz form an inlay of a crescent moon in the
floor of this passage, surrounded by a ring of runes. A few
yards beyond the inlaid symbol, a small round table stands
in the middle of the tunnel. A wooden bowl filled with fresh
wildflowers sits in the center of the table.

WOODEN MAIDENS TRAP
XP 6,400
Type magic; Perception DC 33; Disable Device DC 33

EFFECTS

Trigger visual (frue seeing); Reset automatic (1 minute)

Effect spell effect (polymorph any object, transforms wooden
figurines into wood golems)

WOODEN MAIDENS (4) (R—
Unique wood golem (Pathfinder RPG Bestiary 164)

N Small construct

Init +5; Senses darkvision 60 ft., low-light vision; Perception +3

The runes around the moon inlay are in Iobarian.
Anyone who speaks that language or succeeds at a DC 20
Linguistics check can decipher the runes: “From one stage
unto the next, let my light always guide your path.”

Anyone who investigates the contents of the bowl finds
four tiny wooden figurines about 6 inches tall hiding
within the flowers. Each figurine depicts a nude maiden
performing a different task. One is standing, holding a
bouquet of wildflowers. Another is kneeling, and seems to
be washing her hair. The third one holds a triangular knot
in her hands, and the last figurine is sitting with her head
gazing upward.

Trap: Twenty feet west of the table, the passageway
continues to a teleportation arch (marked T4) which
connects to along corridor in the Crone dungeon leading
to area Ey. Baba Yaga placed a deadly trap in the corridor
to keep it safe from interlopers, however. Anyone who
moves past the table triggers the trap. The maiden
figurines quadruple in size and animate into wood
golems that attack anyone in the corridor. The golems
fight until destroyed.

Only those who properly arrange the maiden figurines
upon the table can bypass the trap safely. The figurines in
the bowl are similar to the carvings on the walls of area
C1. To bypass the trap, one must place the figurines on the
table in the proper arrangement, as depicted in the first
chamber. The sitting figurine matches the figure staring
at the moon in the original carving. This figurine must
be placed on the table so that its gaze faces east, toward
the moon inlay in the floor. The remaining figurines
must then be placed relative to their positions in area
Cu: the figurine with the bouquet of flowers to the south,
the figurine with the triquetra knot to the west, and the
kneeling figurine washing her hair to the north. Lastly,
the wildflowers in the bowl must be scattered across the
table, representing the wildflower carvings on all of the
walls in area C1. Arranging everything correctly disables
the trap. If the PCs are having trouble figuring out the
puzzle, you can allow them to attempt DC 15 Intelligence

checks to remember the carvings in area C1 as a hint.

DEFENSE

AC 20, touch 16, flat-footed 15 (+5 Dex, +4 natural, +1 size)
hp 48 each (7d10+10)

Fort +2, Ref +7, Will +5

DR 5/adamantine; Immune construct traits, magic
Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft.

Melee 2 slams +10 (2d6+2)

special Attacks splintering (4d6, Reflex DC 13 halves)
STATISTICS

Str 14, Dex 21, Con —, Int —, Wis 17, Cha 1

Base Atk +7; CMB +8; CMD 23

Treasure: If the golems are destroyed, they return to
their figurine state and their original size, displaying no
signs of damage. Each of'the figurines is carved from rare
woods and is worth 300 gp.

Development: If the PCs successfully bypass the trap using
the ritual and have not yet encountered Jadrenka, doing
so immediately attracts the warden’s attention. Jadrenka
teleports in front of the teleportation arch, appearing as a
young maiden. She acts as described in area C6, questioning
the PCs about their motives. She does not divulge her identity,
nor does she reveal that continuing down the corridor will
transport the PCs miles away to another portion of the
dungeon. Again, if the PCs make her helpful, she gives them
a random key (see the sidebar on page 24). If the PCs have
defaced rooms within the dungeon or otherwise behaved
badly, however, Jadrenka’s starting attitude is unfriendly.
She scolds and berates them, demanding they leave Artrosa
immediately. If the PCs refuse, she gives them one warning,
attempting to demoralize them with her Intimidate skill. If
the PCs continue to press her, she attacks.

Story Award: If the PCs properly arrange the figurines
to bypass the wooden maiden trap, award them the full
6,400 XP for the trap.

JADRENKA (MAIDEN FORM) CR 11
XP 12,800
hp 111 (see page 54)




C10. RING OF THE SUN (CR 9)

Flickering light fills this cavern, emanating from the eye sockets
of nine skulls hanging from chains staked into the walls with iron
spikes. Huge stone menhirs form a ring about the perimeter of
the chamber, catching the candlelight and tearing it into swaths
of wavering shadow. The gutted corpses of two frost giants hang
from two of the menhirs, facing each other from the east and
west. Bound to the massive stones with rusted chains, the giants
are soaked in their own blood, which flows into the center of the
room to disappear into a huge pile of wilted wildflower blossoms.

In the core of the Maiden, Baba Yaga erected a ring
of sacred stones dedicated to the worship of the sun and
the sacred passage from maidenhood into motherhood.
These stones have a strong transmutation aura, and allow
a creature standing in the center of the stone circle to
transfer her consciousness into the giant image of the
maiden outside, seeing through

its eyes and even animating the
_ carving to alimited degree, as the
5 N enter image**® spell (CL 20th).

.

_ & N

A character wearing the
Artrosa Ring (see page
60) can activate
this power of
the stones
with ease.

KYRISJANA

Otherwise, a character must succeed at a DC 35 Spellcraft
check to identify this ability, or a DC 25 Use Magic Device
check to blindly activate the stones’ power. The skulls
along the walls contain continual flames.

Creature: The pile of flowers in the center of the ring
hides the room’s guardian, Kyrisjana, who languishes
in a shallow pool of the giants’ blood (Perception DC 30
to detect). Once a glorious nymph, Kyrisjana foolishly
bargained with Baba Yaga for greater power. Baba Yaga
granted Kyrisjana the power she craved, but it set the
nymph on the path to evil and corruption. Seduced by
the half-fiend satyr Poryphanes (see area Cg4), Kyrisjana
is the mother of the deformed forlarren triplets in area
E4. Now a cruel and malicious creature, Kyrisjana enjoys
teasing and tempting both Poryphanes and her bastard
sons while turning down all of their advances. She also
tried (unsuccessfully) to seduce Marislova (see area D2),
but she did give the half-elf'a lock of her hair as a token of’
her affection, thus sowing a seed of jealousy in Jadrenka’s
mind and driving a wedge between the two lovers.

Kyrisjana's skin has darkened to reflect the wickedness
in her soul, and her nails have become grasping talons,
but the debased nymph still possesses a terrible beauty,
capable of blinding or stunning those who look upon her,
and she revels in destroying the beauty of others with her
defiling touch. Kyrisjana is the guardian of these sacred
stones, and she defends them from any trespassers. When
two of Vsevolod’s frost giants entered this chamber
during their explorations, Kyrisjana killed them and
sacrificed them upon the menhirs—her arms are still
drenched with their blood up to her elbows. Utterly mad
and brutally savage, Kyrisjana attacks any living thing
that enters the room.

KYRISJANA CR9
XP 6,400
Female advanced debased fey nymph (Pathfinder RPG
Bestiary 217, Tome of Horrors Complete 716)
CE Medium fey
Init +7; Senses low-light vision; Perception +18
Aura blinding beauty (30 ft., DC 21)

DEFENSE

AC 23, touch 23, flat-footed 15 (+5 deflection,
+7 Dex, +1 dodge)
hp 102 (12d6+60)
Fort +13, Ref +20, Will +16; +4 vs. spells or spell-like
abilities of good-aligned fey
DR 15/cold iron
OFFENSE
Speed 40 ft., swim 20 ft.
Melee 2 claws +13 (1d8+2 plus
defiling touch)
Special Attacks stunning glance (DC 21)




Spell-Like Abilities (CL 8th; concentration +11)
1/day—dimension door
Druid Spells Prepared (CL 9th; concentration +12)
S5th—summon nature’s ally V
4th—bloody claws**S, flame strike (DC 17)
3rd—burst of nettles"™ (DC 16), call lightning (DC 16),
contagion (DC 16), fungal infestation"™ (DC 16)

2nd—frigid touch"™, resist energy, spider climb, stone call**,
tar ball™™

1st—endure elements, entangle, feather step, longstrider,
produce flame

0—create water, guidance, light, spark**

TACTICS

Before Combat Kyrisjana casts endure elements and
longstrider every day. Before combat, she casts feather step
and bloody claws.

During Combat Kyrisjana emerges from the pile of wildflowers
and casts stone call while her blinding beauty affects all who
look at her. She casts summon nature’s ally V to summon a
Large air elemental, taking advantage of its whirlwind ability
to increase the damage of her call lightning spell. Kyrisjana
uses her stunning glance to throw her opponents off guard
before attacking with her claws and defiling touch, reveling
in the sensation of her enemies’ blood on her bare skin.

Morale If reduced to fewer than 25 hit points, Kyrisjana offers to
surrender, promising a variety of depraved pleasures to her
captors if they let her live, though she turns on those who
show her mercy at the first opportunity. If her offer is rebuffed,
Kyrisjana fights to the death, hurling curses at her foes.

STATISTICS

Str 14, Dex 25, Con 18, Int 16, Wis 17, Cha 21

Base Atk +6; CMB +13; CMD 31

Feats Agile Maneuvers, Combat Casting, Dodge, Improved
Natural Attack (claw), Toughness, Weapon Finesse

Skills Acrobatics +20 (+24 when jumping), Bluff +18,
Diplomacy +18, Escape Artist +20, Intimidate +15,
Knowledge (nature) +15, Perception +18, Sense Motive +16,
Spellcraft +15, Stealth +20, Swim +18

Languages Aklo, Auran, Common, lobarian, Sylvan

$Q anathema, inspiration, unearthly grace, wild empathy +23

SPECIAL ABILITIES

Anathema (Su) Kyrisjana has been rejected by the purity
of nature. Normal plants within 20 feet wither and die if
she remains in proximity for more than 5 minutes. Pure
environments such as untouched forests and clear streams
and ponds may become spoiled and polluted if she remains
in that environment for more than 1 day. Each round that a
plant creature remains within 20 feet of Kyrisjana, it must
succeed at a DC 21 Fortitude save or take 1d2 points of
damage. The save DC is Charisma-based.

Defiling Touch (Su) A creature struck by Kyrisjana’s claws takes
1d6 points of Charisma damage (Fortitude DC 22 negates), in
addition to the attack’s normal damage. The damage dealt by

Kyrisjana’s natural attacks resists all magical healing (though
it can be healed normally through rest). A creature attempting
to cast a cure spell or heal spell on a creature damaged by
Kyrisjana’s claws must succeed at a DC 22 caster level check,
or the spell has no effect on the injured creature. The DC is
Constitution-based, and includes a +2 racial bonus.

spells Kyrisjana casts spells as a 9th-level druid.

Treasure: One of the glowing skulls is a grim lantern
(Ultimate Equipment 301).

PART FIVE: THE MOTHER

The dungeon behind Artrosa’s mother carving is simply
known as “the Mother,” and is decorated with a summer
motif that incorporates elements of abundance, fertility,
and motherhood. All passages within the Mother are unlit
unless otherwise noted, and the doors are carved with a
symmetrical maze-like pattern surrounding an inlaid iron
wheel. With a successful DC 25 Knowledge (arcana) check, a
creature identifies the wheel as an Iobarian witch symbol
that represent motherhood. A character with witch class
levels gains a +10 circumstance bonus on this check.

D1. THE MAD NURSERY (CR 9)

This chamber is formed from an impossibly huge natural
chimney. A single staircase cut into the side of the chimney
spirals upward along the walls, disappearing into the darkness
overhead. A tremendous stone stage crafted from a single
massive stalagmite whose top was sheared off stands in the
center of the room’s boulder-strewn floor. An elaborate,
concentric pattern of runes is carved into the top of the stage.

The ceiling in this cavern is yoo feet high, and the stone
staircase climbs the entire height of the chamber, ending
at Artrosa’s door on the plateau atop the mother carving
(area B). This door exists only when the moon is full,
however. During any other lunar phases (when the door
manifests at one of Artrosa’s other dungeons), the stairs
end in a blank rock wall. The stalagmite stage is 20 feet
tall. No stairs lead to the top of the platform; a successful
DC 15 Climb check is required to scale its sides.

Creatures: A tall and handsome woman who is visibly
pregnant and nearly naked, wearing only a cloak trimmed
with raven feathers, stands in the middle of the platform.
Halfa dozen small children race about the cavern, howling
playfully. The woman laughs back, seemingly enthralled
with their behavior.

The woman on the platform is Jadrenka—in the Mother
dungeon, she always appears as an idealized mother,
mature and pregnant. If the PCs have already encountered
Jadrenka elsewhere in Artrosa, a successful DC 20

Perception check reveals a familial resemblance between
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this person and the one they met previously. The children

running around her are a group of korreds, disguised by
the Artrosa Ring'’s veil ability.

When Jadrenka spots the PCs she addresses them. The
nature and tone of her conversation varies depending
upon previous interactions. By this point in the adventure,
the PCs have likely had one or two neutral or even
positive interactions with Jadrenka. In this case,
she remains curious but skeptical about the
PCs’ intentions and abilities and seeks
to question them a little more. In her
mother form, Jadrenka is calm, loving,
and nurturing, though she can display
a stern and condescending demeanor,
talking to the PCs as one might scold
a child. As long as the PCs’ previous
interactions with her have not
turned hostile, Jadrenka’s starting
attitude is indifferent. If the PCs
have convinced Jadrenka by this
point that their sole intention is
to undo whatever ill has befallen
her patron, or if they make her
helpful with a successful Diplomacy
check, she warns them to be wary
of her “children” and leaves behind a
random key (see the sidebar on page
24) before teleporting away. On the other hand, if the
PCs previously angered Jadrenka or even attacked her,
she becomes enraged and demands they leave her house
at once, unleashing a short barrage of offensive spells at
them before teleporting away.

Once Jadrenka leaves the room, the veil ends, revealing
the playful children to be a gang of crazed korreds.
Once unsupervised, the korreds hurl insults at the PCs,
throwing rocks at them and attempting to drive them out
of the room and “out of their mother.”

JADRENKA (MOTHER FORM) CR 11

XP 12,800

Female advanced changeling witch 11 (Pathfinder RPG Advanced
Race Guide 184, Pathfinder RPG Advanced Player’s Guide 65)

LE Medium humanoid (changeling)

Init +3; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 25, touch 16, flat-footed 21 (+4 armor, +2 deflection, +3 Dex,
+1 dodge, +5 natural)

hp 100 (11d6+59); regeneration 1

Fort +10, Ref +9, Will +15

Immune bleed; SR 17

OFFENSE

Speed 30 ft.

Melee 2 claws +7 (1d4+2) or

JADRENKA THE MOTHER

mwk dagger +8 (1d4+2/19-20) or
mwk quarterstaff +8 (1d6+3)
Ranged mwk dagger +9 (1d4+2/19-20)
Special Attacks hexes (agony [11 rounds], cackle, charm
[2 steps, 6 rounds], evil eye [-4, 9 rounds], flight [feather
fall at will, levitate 1/day, fly 11 minutes/day], tongues
[11 minutes], vision)
Witch Spells Prepared (CL 11th; concentration +17)
6th—unwilling shield**¢ (DC 23)
5th—baleful polymorph (DC 21), feeblemind
(DC 21), major curse'™ (DC 22)
4th—confusion (DC 20), ice storm,
phantasmal killer (DC 20), wandering
star motes**® (DC 20)
3rd—blink, dispel magic, howling
agony"™ (DC 20), lightning bolt (DC 19),
sands of time"™
2nd—false life, glitterdust (DC 18),
haunting mists"™ (DC 18), hold
person (DC 18), invisibility
1st—bungle™ (DC 17), mage
armor, peacebond", ray of
enfeeblement (DC 18), unseen
servant, ventriloquism (DC 17)
0 (at will)—dancing lights, detect magic,
message, touch of fatigue (DC 17)
Patron deception

STATISTICS

Str 14, Dex 16, Con 14, Int 23, Wis 16, Cha 19

Base Atk +5; CMB +7; CMD 23

Feats Alertness®, Combat Casting, Dodge, Iron Will, Mother’s
Gift**¢ (uncanny resistance), Spell Focus (necromancy),
Toughness

Skills Craft (alchemy) +19, Fly +14, Intimidate +15, Knowledge
(arcana) +20, Knowledge (history) +20, Knowledge (nature) +13,
Perception +14, Sense Motive +5, Spellcraft +17, Swim +6,
Use Magic Device +15

Languages Aklo, Draconic, Elven, Giant, lobarian, Russian;
tongues

$Q hag trait (mist child**¢), Warden of Artrosa, witch’s familiar
(rat named Adelia)

Gear see page 54

KORREDS (6) (R4
XP 1,200 each

hp 33 each (Pathfinder RPG Bestiary 2 173)
TACTICS

During Combat The korreds use their stone stride ability to
meld into the boulders in the room and skip wildly about the
chamber, popping out to use their stunning laugh. They further
complicate the combat by pulling ropes of knotted hair from
their apron pockets and animating them to attack opponents.
Morale The korreds fight to the death.




D2. THE JILTED LOVER (CR 8)

All of the exterior doors to this room are locked with good
locks (Disable Device DC 30). All three doors use the same
key, which Jadrenka keeps around her neck.

Warm yellow light fills this huge and lavishly decorated bedroom
from three golden chandeliers suspended from the ceiling. The
walls are painted white and draped with plush velvet

&
curtains. Finely woven rugs cover the floor, while = ’i‘"

the furniture is upholstered in fine brocade and
chintz. Silk sheets and a delicate lace canopy cover
an overstuffed poster bed to the south.

The fine furnishings in this bedchamber
are a permanent image (CL 11th) that masks
their true appearance. Beneath the illusion,
the hanging curtains are nothing but
moldering sheets, the furniture is
of crude wooden construction, and
the bed is just a pallet of coarse
straw covered with a dirty woolen
blanket. Jadrenka used to share this
bedroom with the room’s current
occupant, but has currently taken
quarters elsewhere in the complex.

The door to the west leads to a teleportation
arch (marked T3) that connects to area C7 in
the Maiden dungeon. The teleportation arch deposits
individuals who pass through it directly in front of the
door in area Cy; creatures moving in this way from the
Mother to the Maiden do not trigger the trap on the door.

Creature: This chamber is currently the prison of
Jadrenka’s estranged lover, a half-elf huntress named
Marislova. Born a man and originally named Maroslan,
he fell in love with Jadrenka during one of the warden’s
rare forays from Artrosa. Maroslan began openly courting
Jadrenka, leaving the changeling nonplussed—she
had spent her whole life in Artrosa, and raised by her
hag mother, knew nothing of love. But Maroslan was
persistent, and Jadrenka soon returned his affections,
inviting him to stay with her. Maroslan agreed, and
became one of Artrosa’s residents. Here in this bastion
of womanhood and femininity, Maroslan discovered he
was more comfortable as a woman, and using the magic of
Artrosa, he transformed into the fully female Marislova.

For years, Jadrenka and Marislova were happy, but
unfortunately, they are not on the best of terms at present.
In malicious response to some imagined slight on the part
of Jadrenka, the debased nymph Kyrisjana (area C10) gave
Marislova a lock of her hair for inspiration, then spread
rumors that she and the half-elf were having affair.
Jadrenka found the token of the nymph’s affection among

Marislova’s things, and jealously assumed the worst.

MARISLOVA

The couple had a terrible fight that ended with Jadrenka

locking her lover away in this chamber. Jadrenka currently

considers Marislova an “honored guest”; unsurprisingly,
Marislova feels that she is her former lover’s prisoner.

Marislova desperately wants to recapture Jadrenka’s

affections, but so far her pleas have fallen on deaf ears.

Jadrenka requires that Marislova prove her love

for her, and has devised several “tests” of her

lover’s fidelity—all of which presuppose

a relationship with Kyrisjana that does

not exist.

Marislova interprets the PCs’ arrival
as another of Jadrenka’s tricks,
imagining it as another challenge or

test to win back Jadrenka's favor. As
a result, as soon as anyone enters her
chambers, Marislova begins yelling
at them, focusing on one character
(preferably female) who she believes
might be Jadrenka in disguise. In
tears, Marislova curses her lover for
her deception and unfaithfulness,
and demands to be released.
Marislova’s initial attitude is
hostile. If the PCs make her at least
indifferent with a successful Diplomacy
check and convince her that they are neither one
of Jadrenka’s tricks nor her agents, she breaks into tears and
begs them to help her escape. She only remains in the PCs’
company until she can get to one of Artrosa’s exits, however.
Marislova possesses a rudimentary knowledge of the
dungeons’ layouts, but instead of using this information to
aid the PCs, she deceptively attempts to direct them toward
an exit, relying upon them for protection against Jadrenka,
who she believes will not allow her to leave Artrosa. If the
PCs refuse to release Marislova or are unable to calm her, she
becomes increasingly frustrated and quickly turns violent,
attacking anyone in sight and cursing Jadrenka all the while.

MARISLOVA CR8
XP 4,800
Female half-elf magus 6/ranger 3 (Pathfinder RPG Ultimate
Magic 9)

CN Medium humanoid (elf, human)

Init +3; Senses low-light vision; Perception +16

DEFENSE

AC 24, touch 14, flat-footed 20 (+5 armor, +3 Dex, +1 dodge,
+1 natural, +4 shield)

hp 75 (9 HD; 3d10+6d8+27)

Fort +11, Ref +10, Will +11; +2 vs. enchantments

Immune sleep

OFFENSE

Speed 30 ft.




Melee +7 keen handaxe +10/+5 (1d6+3/19-20/x3) or
mwk scimitar +8/+3 (1d6+2/18-20), +1 keen handaxe +8
(1d6+2,/19-20/x3)
Ranged mwk composite longbow +11/+6 (1d8+2/x3)
Special Attacks favored enemy (animals +2), spell combat
(-2 attack), spellstrike
Magus Spells Prepared (CL 6th; concentration +9)
2nd—blur, frigid touch®™, scorching ray, web (DC 15)
1st—corrosive touch’™, magic missile, shield, shocking
grasp, vanish®s
0 (at will)—acid splash, daze (DC 13), flare (DC 13), light, ray
of frost

TACTICS

During Combat If Marislova turns violent, she uses her arcane
pool to enhance her handaxe to a +7 keen handaxe as a
swift action, then uses her spell combat ability to cast shield
(already included in her stat bock) and attacks with her axe.
She continues using spell combat to cast scorching ray and
magic missile, then uses spellstrike to deliver touch spells
with her attacks. After 1d4 rounds, Marislova calms a bit and
becomes more rational, casting defensive spells like blur,
vanish, or web to open an escape route.

Morale Marislova is interested in her own freedom above all
else. If reduced to 25 hit points or fewer, she casts vanish
and tries to flee. If she’s unable to escape the room or is
cornered or captured, Marislova begs for execution rather
than a return to her imprisonment.

STATISTICS

Str 14, Dex 16, Con 12, Int 16, Wis 8, Cha 10

Base Atk +7; CMB +9; CMD 23

Feats Combat Casting, Combat Reflexes, Dodge, Endurance,
Mobility, Quick Draw, Skill Focus (Perception), Toughness,
Two-Weapon Fighting

Skills Acrobatics +10, Craft (alchemy) +12, Intimidate +10,
Knowledge (arcana) +9, Knowledge (dungeoneering) +10,
Knowledge (nature) +9, Perception +16, Spellcraft +15,
Stealth +14, Use Magic Device +6

Languages Abyssal, Draconic, Elven, lobarian, Sylvan

$Q arcane pool (6 points, +2), elf blood, favored terrain (cold +2),
magus arcana (arcane accuracy, pool strike +3d6), nymph
inspired, spell recall, track +1, wild empathy +3

Combat Gear potion of cure serious wounds, potion of spider
climb; Other Gear +7 chain shirt, dagger, mwk composite
longbow (+2 Str) with 20 arrows, mwk handaxe, mwk
scimitar, amulet of natural armor +1, cloak of resistance +2,
spell component pouch, lock of Kyrisjana’s hair

SPECIAL ABILITIES

Nymph Inspired (Su) Marislova carries a lock of hair as a token
of the debased nymph Kyrisjana’s affection. This lock grants
Marislova a +4 insight bonus on Will saving throws, Craft
checks, and Perform checks. Kyrisjana retains a link to the
token and Marislova as if she had cast a status spell on her.
This effect ends if Kyrisjana is slain.

Treasure: Marislova keeps her personal possessions

and valuables in a small trunk in the room, which holds
a few changes of clothes, Marislova’s spellbook (contains
all of her prepared spells, all o-level magus spells, plus
seven random magus spells of 1st and 2nd level), a potion of
bear’s endurance, a potion of nondetection, a scroll of continual
flame, a scroll of invisibility sphere, a scroll of phantom steed,
bottled yeti fur (Ultimate Equipment 285), a hammered copper
bracelet (worth 15 gp), a violet garnet (worth 260 gp), a gold
necklace (worth 500 gp), a carved jade ring (worth 225 gp),
a masterwork silver dagger engraved with the inscription
“To Marislova, my love always and forever. Jadrenka,” 15 pp,
248 gp, and 1,060 sp. In addition, a gold water clock worth
1,000 gp stands next to Marislova’s bed.

Development: If Jadrenka discovers that the PCs have
entered her lover’s room or helped Marislova escape, she
becomes agitated and angry. Regardless of the PCs’ previous
interactions with her, Jadrenka’s attitude changes to
unfriendly. Any suspicions she has about the PCs increase
drastically, and she openly accuses Marislova of attempting
to manipulate the PCs against her. If the PCs kill Marislova
instead, Jadrenka becomes equally angry. Despite the
fact that she kept Marislova imprisoned, she didn’t want
her lover dead, and demands some sort of restitution for
Marislova’s death, preferably the blood of the person who
killed her. Unless the PCs can appease her or somehow
make amends, Jadrenka soon becomes hostile toward them.

D3. THE MOTHER’S HAND (CR 10)

The corridor from area D2 traverses almost yoo feet,
winding and sloping several times along its length, before
ending at the door to this chamber.

Several straw pallets line the east wall of this huge natural cavern,
along with stacks of crates, bundles of cloth, and barrels. On the
opposite side of the room, a firepit sits in a small alcove carved out
of the cavern wall. Next to the firepit, strips of meat hang from
a tall wooden rack over a small iron cauldron filled with glowing
coals. Two long dining tables stand on the other side of the alcove.
A stack of burlap sacks filled with grain lies to the south. At the
far northern end of the cavern, a crudely lashed wooden ladder
climbs a steep slope to a small ledge buried beneath a sweeping
snowdrift. A low, howling wind echoes from somewhere beyond.

The residents of Artrosa use this area as a common room
for eating and sleeping, as well as for storage. The crates
and barrels hold only blankets, clothing, dry goods, and
other mundane items, all of little or no value. The snow-
covered ledge to the north is 20 feet above the floor, and a
1-foot-square opening in the north wall that leads outside
is the source of the snow and the howling wind. If the PCs
are here during the day, sunlight streams through the hole

as well. Anyone peering through the opening gets a lovely




bird’s-eye view of the Deeprun Chasm around Artrosa. To

the right, Artrosa’s giant Maiden carving is visible in the
distance, while the Crone stands an equal distance away to
the left. From the view, an observer can deduce that this
chamber is located in the Mother’s outstretched hand.

Creatures: A frost giant scout and two andrazku demons
are exploring this section of the dungeon. As soon as any
of these creatures spot intruders, they call out an alarm
and attack. They all fight to the death.

ANDRAZKUS (2) CR5
XP 1,600 each
hp 57 each (see page 84)

FROST GIANT CR9
XP 6,400
hp 133 (Pathfinder RPG Bestiary 149)

D4. THE TORTURE PIT (CR 8)

The upper entrance to this chamber lies beneath a locked
stone hatch (hardness 8, hp 60, break DC 28, Disable Device
DC 30) carved with the face of a one-eyed crone set into
the floor of the sloping passage between areas D2 and area
D3 at the location marked D4a. Jadrenka carries the key to
this trap door on her necklace. The hatch opens to reveal a
narrow, 300-foot-long chimney with iron climbing rungs
set in its wall. The chimney leads down to area D4.

The trap door is actually a teleportation arch that
connects to the Crone dungeon. Although depicted on
the map of the Mother on page 36, this chamber and the
chimney above it are actually physically located deep
inside the Crone. Read or paraphrase the following when
the PCs enter the room.

A deep, black pit gapes in the floor of this chamber, hewn
by hand from the surrounding stone. Rows of rusted iron
manacles hang along the room’s walls, their chains hammered
deep into the stone. A rack along the east wall holds numerous
cruel-looking torture implements. A stone staircase cut into
the walls of the pit descends in a curve into the depths.

The stairs descend along the walls of the pit in a
counterclockwise spiral. Forty feet down, the stairs end at
anarrow landing (area D4b). The pit continues downward,
but it is covered by a massive, gore-soaked wooden grate
at this level. About 10 feet below the grate, a morass of
congealed blood conceals the actual pit bottom. Should
anyone investigate, the congealed blood is only 2 feet
deep, though over the centuries, it has hardened into the
consistency of burnt sugar.

On the landing, a locked stone door (Disable Device
DC 30) carved with the image of a naked pregnant woman
exits to the east. The same key that opens the trap door

above opens this door. The door is another teleportation
arch that connects back to the Mother dungeon, opening
onto a corridor leading to area Ds.

Creatures: Baba Yaga placed a pair of female redcaps
here to serve as her personal torturers and executioners.
Although easily mistaken for males, the murderous
fey are twisted little crones, and a successful DC 16
Knowledge (nature) check enables a PC to identify them
as female by their slimmer bodies and short, patchy
beards. The redcaps are just as bloodthirsty as their
male counterparts, however, and it has been some time
since they've had living creatures to torture, maim, and
otherwise play with.

REDCAPS (2) (R6
XP 2,400 each
hp 60 each (Pathfinder RPG Bestiary 2 233)

D5. TEMPLE OF MESTAMA (CR 9)

All of the doors to this room are locked (Disable Device
DC 30); they can all be opened with the same key, but
Jadrenka doesn’t have it. Her mother, the annis hag
Caigreal (area Cs), possesses the only key.

This grand chamber has the appearance of a dark temple.
Intricately woven tapestries hang from the walls, depicting
dark forests beneath crescent moons and filled with beasts
and capering hags. Along the west wall stands a large stone
hearth containing the charred remains of a balefire. On either
side of the hearth hangs a large cauldron; one is iron, the
other copper. To the left of the hearth, the wall is painted with
the giant image of a fanged crone with raven’s wings and a
donkey tail. A longspear hangs on the south wall of the room,
pointing east, while a curved sword hangs on the north wall,
pointing west. In the northeast corner stands a plain oaken
table holding wooden panpipes, a polished copper bowl, and a
silver punching dagger.

Baba Yaga allowed Caigreal to establish a temple to
her patron, Mestama, in this room, and her coven used
it to perform their dark rituals. After Jadrenka defeated
the coven, they mostly abandoned this room, knowing
that the warden frequently monitors the temple with the
Artrosa Ring’s seer ability, well aware of the coven’s intents.
Caigreal holds the key to the temple, however, and she still
visits to pay respects to her demonic patron or to call an
occasional secret meeting of the coven.

A creature that succeeds at a DC 20 Knowledge (planes)
or Knowledge (religion) check identifies the painting of
the winged, donkey-tailed hag as Mestama, the demon
lord of cruelty, deception, and hags.

The middle exit in the east wall leads to a lengthy

passage that climbs up a long series of steps to a stone door




engraved with the image of a hunchbacked crone. This is a
teleportation arch (marked Ts) that leads to area E5 in the
Crone dungeon.

Creature: The second member of Caigreal’s coven,
Silyzil, inhabits this room. Once a green hag, she was slain
by Jadrenka during the coven’s fight with the warden,
but returned to haunt the temple as a witchfire. The
malevolent spirit viciously guards the temple, attacking
any and all intruders not associated with the coven.

SILYZIL CR9
XP 6,400

Witchfire (Pathfinder RPG Bestiary 2 284)

hp 115

Treasure: The longspear on the south wall is a +1 giant-
bane longspear, while the curved sword on the north wall
is a masterwork cold iron scimitar. The panpipes on the
table are pipes of haunting, and the punching dagger is
masterwork alchemical silver punching dagger. Although
these items are sacred to witches and used in their rituals,
taking these items doesn’t anger Jadrenka, as she believes
the hags have already defiled them.

D6. CRYPT OF WARDENS (CR 9)

The doors to this chamber are locked (Disable Device
DC 30), but are all keyed to the same key, which Jadrenka
wears about her neck.

Ten mausoleum facades protrude from the walls around
the perimeter of this cavern. Above each door is a keystone
engraved with a name. Throughout the room stand ten life-
sized statues of proud, matronly women. The women are all
barefoot and similarly dressed, but they each have their own
unique appearance. Some are wear feathered cloaks or bone
necklaces, others clutch gnarled staves or carry brooms, and a
few have a raven or an owl perched upon their shoulders.

This room is a crypt for the former wardens of Artrosa,
who were interred here upon their deaths or when their
service was ended—in some cases, when Baba Yaga had no
more use for a warden’s services, this entombment was the
cause of death. The base of each statue is engraved with a
name that coincides with one of the names engraved on
the keystones above each of the mausoleum doors. With
a successful DC 25 Knowledge (local) or DC 30 Knowledge
(history) check, a creature identifies these names as those
of past wardens of Artrosa. The door to the northwest leads
to passage containing a teleportation arch (marked Ti)
that connects to area C2 in the Maiden dungeon.

Traps: The mausoleum doors are unlocked, but each is
sealed with wax. Breaking a seal triggers a trap that curses
those who would disturb Artrosa’s honored dead.

CAIGREAL'S COVEN

If the PCs have already faced Caigreal and driven her
off, she likely flees here to assemble her coven, which
includes both Silyzil and the green hag Grishelmuk (see
area D7). Once the coven is convened, the three hags can
join together to cast more powerful magic (see page 167
of the Pathfinder RPG Bestiary). In addition, because the
witchfire Silyzil is a member of the coven, they also gain
additional coven spell-like abilities (Bestiary 2 284).

Together, the three hags likely create a very difficult
encounter. To tone down this encounter, you can allow
Jadrenka to appear and form a temporary alliance with the
PCs. As soon as the hags convene, Jadrenka senses the
potential threat and moves quickly to address it. Since the
hag coven threatens her position as warden of Artrosa, she
will stop at nothing to remove the threat. In this situation,
she likely views the PCs as convenient pawns, not allies,
and any alliance she makes with them ends the moment
they defeat the coven. Still, even with Jadrenka’s help, a
fight with the coven promises to be lethal.

WARDEN'S CURSE TRAP (10) (R4

XP 1,200 each

Type magic; Perception DC 28; Disable Device DC 28

EFFECTS

Trigger touch; Reset none

Effect spell effect (bestow curse, -6 decrease to random ability
score [roll 1d6], Will DC 14 negates)

Creatures: Although the souls of Artrosa’s former
wardens lie at rest, a pair of restless spirits guards these
tombs. While theylived, these barbarian warriors proudly
served a witch-warden known as the Spirit Mother, whom
Baba Yaga executed long ago. For daring to defend the
Spirit Mother against her, Baba Yaga buried the Sons
of the Spirit Mother alive with their dead mistress and
bound their spirits to guard the Crypt of Wardens forever
after. Breaking the seals on any of the mausoleums
rouses the ire of these horrifically scarred and tattooed
warriors, who manifest to defend the crypt from any
living intruders.

SONS OF THE SPIRIT MOTHER (2) C(R7
XP 3,200 each

Male human ghost barbarian 6 (Pathfinder RPG Bestiary 144)
CE Medium undead (human, incorporeal)

Init +8; Senses darkvision 60 ft.; Perception +18

DEFENSE
AC 18, touch 18, flat-footed 14 (+6 deflection, +4 Dex, -2 rage)
hp 86 each (6d12+42)

Fort +11, Ref +6 (+2 vs. traps), Will +7




Defensive Abilities channel resistance +4, improved uncanny

dodge, incorporeal, rejuvenation, trap sense +2; Immune
undead traits

OFFENSE

speed fly 30 ft. (perfect)
Melee +1 ghost touch longsword +12/+7 (1d8+1/19-20), slam +12
(1d4+6) or
corrupting touch +10 (7d6, Fort DC 19 half), slam +12 (1d4+6)
Special Attacks corrupting gaze (DC 19), rage (18 rounds/day),
rage powers (auspicious mark'S, guarded stance [+2 dodge
vs. melee, 6 rounds], lesser spirit totemA*°)

TACTICS

During Combat The ghosts initiate
combat by raging, attacking with
their corrupting gazes, and
activating their guarded
stance rage power. They
then set upon their
enemies with melee
attacks, alternating
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SON OF THE SPIRIT MOTHER

between their ghost touch longswords and their corrupting
touch attacks, while their lesser spirit totems attack
adjacent foes.

Morale The ghosts fight until destroyed, but they rejuvenate
2d4 days later to continue their endless vigil.

Base Statistics When not raging, the Spirit Mother’s Sons’
statistics are AC 18, touch 18, flat-footed 14; hp 74; Fort +9,
Will +5; Special Attacks corrupting gaze (DC 17), corrupting
touch (DC 17); Cha 18; Skills Intimidate +13.

STATISTICS

Str —, Dex 18, Con —, Int 10, Wis 12, Cha 22

Base Atk +6; CMB +10; CMD 24

Feats Improved Initiative, Iron Will, Lunge, Weapon Focus
(longsword)

Skills Acrobatics +13, Fly +12, Intimidate +15, Perception +18,
Stealth +18, Survival +10

Languages lobarian

$Q fast movement

Gear +1 ghost touch longsword

Treasure: Inside each ofthe mausoleums lies the skeletal
remains of one of Artrosa’s previous wardens, wrapped
in a fragile cotton shroud. Only two of the wardens were
buried with significant valuables. The corpse in crypt D6a
wears a necklace of feathers that are actually feather tokens:
abird, a fan, a swan boat, a tree, and a whip. The corpse in
mausoleum DG6b clasps a bejeweled silver athame worth
2,250 gp. Lastly, the bodies of the two Sons of the

Spirit Mother lie in crypt D6¢, from where their

. two +1 ghost touch longswords can be recovered.
Development: To permanently destroy
the Sons of the Spirit Mother, the PCs must
bury their remains outside of Artrosa

>

following the customs of their tribe,

which can be determined with a successful
DC 20 Knowledge (local) or DC 30 Knowledge
(religion) check. Doing so lays the spirits of these warriors
to rest for good.

D7. STRANGE ALLIANCES (CR 9)

A long and winding stone staircase finally descends into a
cavern whose walls support rough wooden shelves piled high
with all manner of weird bric-a-brac: tiny sculptures, fetishes,
amulets of metal and clay, locks of hair, pin-riddled cornhusk
dolls, and more than a few weathered tomes. Yellowed glass
jars hold vile and suspect-looking samples suspended in
unknown fluids, and small clay pots overflow with unknown
dusts, powders, and sickly colored unguents. Beneath the
shelves, a couple of crude worktables, covered in mysterious
stains and clumps of aged tallow, hold more items of similar
nature. A huge wooden mortar bound with iron bands stands
near the tables, its club-sized pestle propped within. In the



south side of the room, a ring of small stones surrounds a small

fire that fills the entire room with the scent of pine.

The door to this chamber is 20 feet above the floor; a
rickety wooden staircase leads down to the floor of the
room. At one time, Baba Yaga herself used this space as
a workroom. Later, various hags and apprentices took it
over, and it soon became a cluttered dumping ground for
anything remotely related to the practice of witchcraft.

Creatures: The third member of Caigreal’s coven, a
green hagnamed Grishelmuk, keeps watch over this room.
In the Mother, she uses alter self to appear as an alluring
young human woman heavy with child. Grishelmuk is
currently entertaining one of Vsevolod’s frost giant scouts,
whom she encountered exploring the dungeon.

When the PCs first enter the room, the frost giant
grabs the cauldron and hurls it at them (treat as a thrown
rock), then attacks with his greataxe. Grishelmuk stays
out of combat at first, preferring to let the giant deal with
intruders while she tries to look helpless and harmless. If
the giant seems to be having trouble dealing with the PCs
alone, she reluctantly enters the fray.

FROST GIANT CR9
XP 6,400
hp 133 (Pathfinder RPG Bestiary 149)

GRISHELMUK CR 6

XP 1,600

Green hag (Pathfinder RPG Bestiary 167)

hp 58

TACTICS

During Combat Grishelmuk uses invisibility to attack
opponents with surprise, foregoing her claw attacks to make
touch attacks with her weakness ability before turning
invisible again. She focuses her attacks on those in combat
with the frost giant, but if a female character attacks her, the
spiteful hag assumes her true form and attacks that foe with
her claws.

Morale If she is reduced to fewer than 30 hit points and her
frost giant ally has been slain, Grishelmuk flees to join her
coven sister Silyzil in the Temple of Mestama (area D5).

Treasure: While most of the curiosities and components
in thisroom hold little use and even less value, there remain
a few items of interest. Baba Yaga once used the oversized
pestle as a cudgel and enchanted it so that it functions as
a +1 greatclub. A dusty stick broom lies forgotten on a shelf
behind a row ofjars and can be found with a successful DC
15 Perception check. The broom is magical, but though it
appears to be a broom of flying, it is actually a cursed broom
of animated attack. The moldering tomes on the shelves deal

with a variety of esoteric subjects—most are frightfully out

of date, however. One book is of greater value, however—
this cookbook of arcane augmentation (see page 60) contains
details on the ritual used to bind Ratibor the Bold to the
Dancing Hut.

D8. PETRIFIED ROOT FOREST (CR 9)

A strange forest of dark and leafless trees fills this expansive
natural cavern, twisting upward toward the ceiling high overhead.

Upon closer inspection, the trees seem to be sculpted
out of some kind of dark, layered stone rather than formed
of wood. In fact, the grove was magically sculpted from the
petrified roots of ancient, giant trees that once covered
this region. The trees range from 20 to 4o feet tall; the
ceiling overhead is 50 feet high.

Creature: An upasunda asura named Ranisukalapadi
meditates in the lotus position in the center of the cavern.
Appearing as a six-armed woman with three fanged faces,
she guards the passage leading to the circle of sacred
birthing stones (area Dg), though that is not her only
purpose. Ranisukalapadi originally came to Artrosa to
learn the secrets of creation and destruction from Baba
Yaga. She can sense the strong creation magic present
in the birthing stones in the womb of the Mother, and
knows that creation and destruction are but two sides of
the same coin. For now, she meditates in this chamber,
hoping to gain insight into how to turn their creative
power into wanton destruction. The upasunda is not so
engrossed in her contemplations that she ignores the call
of battle, however, and eagerly accosts any intruders to test
her martial prowess. Ranisukalapadi is enthralled with
destruction, even her own, and fights to the death.

RANISUKALAPADI CR9
XP 6,400
Upasunda (Pathfinder RPG Bestiary 3 27)
hp 114

D9. THE BIRTHING STONES (CR 9)

The ceiling of this broad natural cavern arcs upward, forming a
narrow crown high above the cavern floor. In the center of the
cave stands a ring of worn, moss-covered menbhirs, their inward
faces carved with mystic symbols.

Hidden deep within the womb of the carved mother
figure, this sacred ring of standing stones is dedicated to
the worship of birth, the gifts of new life, and the passage
from motherhood into the time when omne’s children
depart from home to make their own way in the world.
The stone menhirs stand 10 to 15 feet tall in a wide circle
nearly 5o feet in diameter. These menhirs function like




the standing stones in area Cio, transferring a creature’s
consciousness into the gigantic mother carving outside.
To the north, a passage leads up a gentle slope to a closed
door engraved with the image of a hunched and withered
crone. This door is a teleportation arch (marked T6) that
leads to a passage in the Crone dungeon outside area E7.
Creature: A night hag oracle named Nostafa keeps watch
over the sacred circle of standing stones, serving as the
guardian between mother and crone. Unlike the other

NOSTAFA

hags in Artrosa, she has rejected Caigreal’s coven and
remains devoted to Baba Yaga. In fact, when Baba Yaga last
visited Artrosa, the Queen of Witches confided to Nostafa
that she had foreseen that she would soon suffer a great
betrayal. Baba Yaga then gave Nostafa a bottle of messages
(Ultimate Equipment 284), telling the hag that should she
fail to return, Nostafa should give the bottle to her Three
Riders, who would come to Artrosa to contact her. Nostafa
has heard nothing from Baba Yaga or the Three Riders
since, but she dutifully remains guarding the stones until
she is contacted.

If she hears the PCs approach, Nostafa casts invisibility
to observe the intruders. Her first impulse is to attack
trespassers, but if she overhears the PCs talking about
Baba Yaga or the Black Rider, she holds off on her attacks.
In this case, the PCs might be able to reason with her and
explain their presence with a successful Diplomacy check
(Nostafa’s starting attitude is hostile). If the PCs manage to
convince her that the Black Rider is dead and that they now
possess his mantle of authority, Nostafa gives them Baba
Yaga’'s bottle of messages. Otherwise, if the PCs approach the
stones, Nostafa reveals herselfand attacks.

NOSTAFA CR9

XP 6,400

Night hag (Pathfinder RPG Bestiary 215)

hp 92

TACTICS

During Combat Nostafa casts deep slumber on the first round
of combat, followed by her ranged offensive spells. Once she
enters into melee combat, she ferociously attacks with her
claws and diseased bite. If any of her enemies fall in battle,
she attempts to use her heartstone to steal their souls with
soul bind.

Morale Nostafa fights to the death.

Treasure: Nostafa’s heartstone is worth 2,000 gp.
In addition, she is wearing a necklace of fireballs (type II)
and carries Baba Yaga's bottle of messages". If the bottle
is smashed or the cork removed, Baba Yaga’s voice issues
from the mouth of the bottle: “If you hear these words,
my own blood has betrayed me. Jadrenka has one key; the
other lies in the Eon Pit. Follow my trail!”

Story Award: If the PCs use Diplomacy to get the bottle
of messages from Nostafa without fighting her, award them
6,400 XP, as if they had defeated her in combat.

PART SIX: THE CRONE

The dungeon behind the crone carving is simply known
as “the Crone.” The rooms and passages of this dungeon
are dark and cold, with a motif of winter, darkness, and
death throughout. Unless otherwise noted, all passages
within the Crone are under the effect of a permanent
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darkness spell, and are kept unnaturally cold by permanent
prestidigitation cantrips that keep the temperature just
above freezing. Doors within the Crone are decorated with
wreaths of goat skulls woven together with catgut and
cornhusks and then hardened and stuck to the doors with
lime and shellac.

E1. SCREAMS IN THE DARKNESS (CR 10)

The passage widens here into a natural cavern divided by a
thick column of stone. A thick, unnatural darkness swallows
everything, and a gnawing cold creeps into the stale air.

To the north, a steep, narrow flight of stairs carved
into the very stone twists between rough cavernous walls,
ascending almost 8oo feet to Artrosa’s door atop the crone
carving (area B). This door only exists when the moon is
waning, however. During any other lunar phases (when
the door manifests at one of Artrosa’s other dungeons), the
stairs end in a blank rock wall.

Creatures: A gang of deadly undead shadows, led by a
powerful greater shadow, hides within these dark passages,
stealthily awaiting the arrival of any wandering prey. The
shadows move slowly, attempting to gang up on stragglers
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and circle behind victims to surround them and create
more spawn to join the shadows in their eternal vigil. The
shadows fight until destroyed.

GREATER SHADOW CR 8
XP 4,800

hp 58 (Pathfinder RPG Bestiary 245)

SHADOWS (6) (R3

XP 800 each
hp 19 each (Pathfinder RPG Bestiary 245)

E2. CRONE’S CAULDRON (CR 8)

A large black iron cauldron sits in the middle of a small landing
between two flights of curving stone stairs. A ring of runes
surrounds the base of the cauldron, which contains a bubbling
and steaming multicolored stew. To the east, a small table sits
against one wall.

The cauldron has an aura of strong conjuration and
transmutation. It has no fire underneath it, but its magic
keeps the stew inside it piping hot. With a successful DC
20 Linguistics check, a creature deciphers the runes around
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the cauldron, which read, “Spice is the variety of life.” The
table against the east wall holds a stained wooden ladle and
six glass jars of spices, labeled “alicorn root,” “delicious,”
“devil’'s dung,” “dreamspice,” “hag balm,” and “witch’s kiss.”
Each spice can be added to the stew in the cauldron to
produce a different magical effect if the stew is consumed.
The stew must be consumed using the ladle on the table;
if removed from the cauldron in any other way, the stew
becomes nonmagical. Inside the cauldron,
the stew retains its magical effect for 1
minute or until another spice is
added to the stew, changing the
effect. The effects of the stew
are instantaneous once it is
consumed. An individual can

only receive the benefits of
each of the spices once per
day; further doses of the same
spiced stew have no effect. The
cauldron cannot be removed
the room. If all of the stew is
removed from the cauldron, it
takes a week for the stew to
magically replenish itself.
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The magical effects of the stew when a spice has been
added are as follows (CL 20th):
o Alicorn root: cure moderate wounds

« Delicious: poison (Fortitude DC 16 negates)
+ Devil's dung: remove disease
« Dreamspice: deep slumber (Will DC 14 negates)
» Hag balm: lesser restoration
« Witch’s kiss: remove curse
Creature: A deadly mihstu from the Plane of Air guards
this chamber. Brought here years ago by Baba Yaga, the
mihstu dislikes the cold of the Crone’s rooms and passages,
and so has taken up residence inside the cauldron here,
where it can enjoy the warmth of the magically heated
stew. The mihstu appears as smoke or steam rising above
the stew in the cauldron, but when intruders enter this
room, it rises up out of the cauldron to attack with its
barbed tentacles.

MIHSTU (R 8
XP 4,800
hp 92 (Pathfinder RPG Bestiary 2 190)

E3. TOTEM ROOM (CR 9)

The air is still and rancid in this cavern, permeated with the
scent of rotting flesh. At first glance, the floor and walls appear
curiously wrinkled, but closer inspection reveals they have been
carpeted with some sort of dried flesh. In the center of the
chamber, five wooden totem poles hold aloft a macabre canopy
crafted from an untold number of poorly preserved skins
crudely stitched together. The poles supporting the canopy are
carved with the leering faces of old women. Each of the carved
faces is slightly different, though all are hideous and disfigured,
with hooked noses, oversized warts, snaggletoothed maws,
and other exaggerated features.

This entire chamber is charged with necromantic
energy, and has an evil evocation and
N7 necromancy aura.

Creatures: An emaciated, hunchbacked,
called a

pukwudgie lurks in this chamber.

porcupine-quilled creature

Named Ungrist, this creepy zombie-
maker serves as one of Baba Yaga’s
favorite prisoner-guards. Ungrist wears
a smock made of human skin, and
has personally decorated this
chamber to suit his tastes. He has
slain a number of hoarpanthers
with his quills, reanimating
-.q. them as zombie slaves.
The necromantic energies

present in this chamber




enhance the power of Ungrist’s quills, and any creature
slain by his poisonous quills is animated as a fast zombie.
When the PCs first arrive in this area, the gruesome
pukwudgie is busy cleaning himself, licking rotted flesh
from his quills, but he quickly commands his hoarpanther
zombies to attack intruders.

HOARPANTHER ZOMBIES (8) R1
XP 400 each
Leopard fast zombie (Pathfinder RPG Bestiary 40, 288)
NE Medium undead
Init +5; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 17, touch 15, flat-footed 12 (+5 Dex, +2 natural)
hp 22 each (4d8+4)
Fort +1, Ref +6, Will
Immune undead traits
OFFENSE
Speed 40 ft., climb 20 ft.
Melee bite +7 (1d6+4), 2 claws +7 (1d3+4), slam +7 (1d6+4)
Special Attacks quick strikes
STATISTICS
Str 18, Dex 21, Con —, Int —, Wis 10, Cha 10
Base Atk +3; CMB +7; CMD 22 (26 vs. trip)
Feats Toughness®
Skills Climb +12

UNGRIST C(R7

XP 3,200

Male pukwudgie (Pathfinder RPG Bestiary 3 223)

hp 85

TACTICS

During Combat Ungrist casts invisibility as his hoarpanther
zombies attack, then seeks out vulnerable opponents
engaged with his zombies using his deathwatch ability.
Sneaking up on opponents, he takes a flanking position with
his zombies and sneak attacks foes with his claws. When
necessary, Ungrist defends his position by using his quills to
make ranged attacks, but concentrates on murdering one
victim first on which to cast death knell and then animate

dead to create a new zombie.
Morale If reduced to 20 hit points or fewer, Ungrist attempts to
flee, seeking out Jadrenka in area E7 for protection.

Treasure: Ungrist carries a bone razor (Ultimate
Equipment 283) in a pocket of his skin smock.

Development: Ifthe PCs allow Ungrist to flee, the next time
they encounter Jadrenka in her crone form, the pukwudgie
is accompanying her. Clinging to the safety of Jadrenka’s
skirts, Ungrist continually interrupts their exchange by
howling curses at the PCs. If the PCs have not yet made peace
with Jadrenka (or if they anger Jadrenka to the point combat

ensues), the pukwudgie fights alongside Jadrenka.

E4. THE NYMPH'S BASTARDS (CR 9)

Like a harrowing cage woven from bone, wood, and sinew, a
tangle of massive drying racks exhibit the splayed remains of
dozens of woodland creatures, some dead, some still twitching.
Narrow wooden planks serve as precarious walkways leading
between the racks, with several rope ladders ascending to
various levels. Bloodstained leather buckets filled with cruel
and filthy vivisection tools hang from the hideous structure in
several spots.

The vivisected creatures hanging on the racks consist
of everything from rabbits and raccoons to hoarpanthers
and stags. Most of the creatures are dead, but several still
twitch in agony, barely alive.

A passage exits the room to the east, leading to a
teleportation arch (marked T2) that connects to area Cs in
the Maiden.

Hazard: As part of an ongoing experiment, ear seekers
infest nearly all of the creatures displayed on the racks.
Anyone investigating the racks or the creatures runs the
risk of becoming infested as well.

EAR SEEKERS CR5
XP 1,600
Pathfinder RPG GameMastery Guide 244
Type infestation; Save Fortitude DC 15
onset 4d6 hours; Frequency 1/hour
Effect 1d6 Con damage

Creatures: Three forlarren vivisectionists perform the
grim work that’s on display in this chamber. The bastard
sons of the debased nymph Kyrisjana (area C1o0) and the
half-fiend satyr Poryphanes (area C4), the triplets are
hunched and deformed, each possessing a third twisted,
vestigial arm growing out of its torso. Nevertheless, they
are stronger and more powerful than most forlarrens, a
product of their debased and fiendish heritage, coupled
with the arcane energies of the Birthing Stones, where they
were born. The squabbling triplets perform alchemical
research for Baba Yaga, and Jadrenka mostly leaves them
to their own devices, which more often than not involves
tormenting their indentured father and making crude
(and unsuccessful) overtures toward their mother. When
intruders enter this area, the three brothers clamber up the
rope ladders onto their vivisection racks before attacking.
Climbing on the racks requires a successful DC 10 Climb
check; balancing on the unsteady racks requires a successful
DC 20 Acrobatics check.

NYMPH’S BASTARDS (3) CR 6
XP 2,400 each
Male advanced forlarren alchemists (vivisectionist) 4




(Pathfinder RPG Bestiary 2 125, 292; Advanced Player’s
Guide 26; Ultimate Magic 20)

NE Medium fey

Init +6; Senses low-light vision; Perception +15

DEFENSE

AC 21, touch 16, flat-footed 15 (+6 Dex, +5 natural)
hp 68 each (8 HD; 4d6+4d8+36)

Fort +9, Ref +14, Will +8; +2 vs. poison

DR 5/cold iron

Weaknesses remorse

OFFENSE

Speed 30 ft.
Melee 2 claws +11 (1d6+6)
Ranged mwk blowgun +12 (1d2 plus poison)
Special Attacks sneak attack +2d6
Spell-Like Abilities (CL 4th; concentration +4)
3/day—heat metal (DC 12)
Alchemist Extracts Prepared (CL 4th)
& 2nd—blur, spider climb
6 Y 1st—cure light wounds, deathwatch,
; expeditious retreat, true strike

NYMPH'S BASTARD

TACTICS

Before Combat The alchemists combine their shadow essence
poison into 6 doses using their concentrate poison discovery
and drink their Strength mutagens before combat.

During Combat The forlarrens clamber and leap about the
vivisection racks, shooting poisoned darts from their
blowguns while drinking extracts to increase their speed
and jumping abilities. In melee, they try to stay spread
apart, flanking with each other to make sneak attacks with
their claws, enhanced with true strike.

Morale The triplets fight to the death.

STATISTICS

Str 22, Dex 22, Con 19, Int 12, Wis 16, Cha 10

Base Atk +5; CMB +11; CMD 27

Feats Brew Potion, Point-Blank Shot, Skill Focus (Perception),
Skill Focus (Stealth), Throw Anything, Weapon Finesse

Skills Acrobatics +15, Climb +13, Craft (alchemy) +12,
Knowledge (arcana) +8, Knowledge (nature) +10,
Perception +15, Sense Motive +12, Sleight of Hand +15,
Stealth +18, Use Magic Device +7

Languages Abyssal, Aklo, lobarian, Sylvan

$Q alchemy (alchemy crafting +4, identify potions), cruel

anatomist, discoveries (concentrate poison, vestigial arm'"),
mutagen (+4/-2, +2 natural, 40 minutes), poison use, swift
alchemy, torturer’s eye

Combat Gear concentrated shadow essence (6 doses; DC

19, 9 rounds); Other Gear mwk blowgun with 10 darts,

alchemist’s kit, formula book (contains formulae for all

prepared extracts, plus alchemical allocation**®
and fox’s cunning)

Treasure: The various supplies in
this chamber make up a complete
alchemist’s lab. In addition, a
successful DC 15 Perception
check turns up a potion of remove
blindness/deafness—the triplets
have partaken of this one potion
many times over (with the help of
alchemical allocation extracts) after visits
with their mother.

E5. THE RATTER (CR 10)

A forest of stalactites covers the
[ aal high ceiling of this enormous
cavern. Several stalagmites
rise from the floor as well, most
with their tops shorn off. Huge
webs fill the north end of the cavern, and
a large, cryptic rune about the length of a grown
human is carved into the ground at the south end
of the cave.




The cavern extends for more than hundred feet. With

a successful DC 28 Knowledge (arcana) check, a creature
identifies the rune as part of a binding spell used to create
a hedged prison. Five web-wrapped cocoons, each almost
10 feet long, hang from the ceiling among the stalactites.
A sixth cocoon lies on the floor near the middle of the
cavern. Inspection of the cocoons reveals the corpses of
andrazku demons, recognizable with a successful DC 15
Knowledge (planes) check.

To the southwest, a passage leads down a flight of
stone stairs to a stone door engraved with the image of a
naked pregnant woman. This door is a teleportation arch
(marked Ts) that leads to area D5 in the Mother dungeon.

Creature: This room serves as the lair of one of Baba
Yaga's prize pets, a bebilith she uses as a “ratter” in
Artrosa—primarily to hunt demons. The bebilith is
confined to the dungeons of Artrosa by Baba Yaga’s binding
spell, which prevents the creature from using plane shift
to escape. The bebilith has spent long centuries roaming
Artrosa’s passages, and is quite skilled in maneuvering in
their cramped confines, giving it the compression ability.
The bebilith currently has more available prey in Artrosa
than it hashad in centuries, and has just returned to its lair
with its most recent kill. The bebilith has no compunction
killing other creatures who interrupt its meal, however,
and attacks any intruders into its lair.

BEBILITH CR 10

XP 9,600
hp 150 (Pathfinder RPG Bestiary 32)
$Q compression

If the PCs leave Artrosa before
encountering the bebilith here and then return, they might

Development:

encounter it anywhere in Artrosa’s rooms or passages, as
its scours the dungeons for more demonic prey.

E6. THE CRONING RITUAL (CR 7+)

The stone doors leading to this passage are locked (Disable
Device DC 30). At the northern end of this passage, a string
of Tobarian runes surrounds a waning crescent moon carved
into the door. Anyone who speaks Iobarian or succeeds at
a DC 20 Linguistics check can interpret the runes to read,
“As the seasons of life change, so must we sacrifice our past
for the wisdom of our winter years.” Here at the top of the
stairs, a successful DC 15 Perception check reveals more
faded runes carved across the threshold. If successfully
translated, they read, “Blessed be the path you are about
to walk. Cling not to what you were, but only to what you
shall become.” Anyone who succeeds at a DC 25 Knowledge
(arcana) check recognizes the phrase as part of a “croning
ritual” performed by older witches to celebrate the symbolic

and spiritual transformation from motherhood into their

elderly years. Most witches revere crones for their wisdom
and see the ritual as a blessing, but there is no requirement
to undergo a croning ritual if one is not ready.

Traps: Five runes have been chiseled into the steps at
intervals marked on the map, each representing one of
the sacrifices a witch must make when she undergoes the
croning ritual. Descending the stairs in order, a witch
symbolically sacrifices her youth (a), her fertility (b), her
health (c), her strength (d), and finally, her life (e). With
a successful DC 20 Knowledge (arcana) or Linguistics
check, a creature can correctly decipher the meaning of
each rune. A character with witch class levels gains a +10
circumstance bonus on any check made to understand the
nature of the passage and the croning ritual.

The runes are greater glyphs of warding, each with a
different effect, that trigger whenever a living creature
with an Intelligence of 3 or higher that has not yet reached
old age passes over one of the runes. A successful DC 26
Knowledge (arcana) check or DC 16 Spellcraft check (coupled
with read magic) reveals the true nature and purpose of the
runes. A witch who desires to undergo the croning ritual
can bypass the glyphs’ negative effects, though undergoing
the full ritual transforms her into a crone. At each rune, the
witch must say the following phrase: “I, [name], sacrifice
my [sacrifice coinciding to the rune] to the Three Who Are
One.” This phrase deactivates that glyph of warding.

The ritual is complete when the creature reaches the
bottom of the stairs after performing the proper rites at all
five stages. If the creature is not yet of an old age for its race,
it swiftly and permanently ages to the minimum age for its
race’s old age category. The creature’s ability scores change as
ifit had aged naturally. This effect cannot be dispelled, but
can be removed with a break enchantment, limited wish, miracle,
or wish spell, which returns the creature to its normal age.

The croning ritual only works if the stairs are followed
from top to bottom (starting near area E5 and descending
to area E7), but to protect the sanctity of the ritual, the
glyphs function whenever they are encountered. If this
corridor is entered from area E7, the ritual does not work,
but the trapped glyphs still harm anyone daring to traverse
this passage for any other purpose.

CRONING RITUAL TRAPS (5) C(R7
XP 3,200 each
Type magic; Perception DC 31; Disable Device DC 31
EFFECTS
Trigger spell; Reset automatic (immediately)
Effect spell effect (greater glyph of warding, CL 20th, see below)
Sacrifice of youth: spell effect (sands of time!™)
Sacrifice of fertility: spell effect (bestow curse, -6 to
Charisma, Will DC 17 negates)
Sacrifice of health: spell effect (greater contagion*™[bubonic
plague], Fortitude DC 19 negates)




Sacrifice of strength: spell effect (bestow curse, -6 to
Strength, Will DC 17 negates)

Sacrifice of life: spell effect (slay living, 12d6+20 damage,
Fortitude DC 20 for 3d6+20 damage)

E7. THE CRONE’S VENGEANCE (CR 10)

All of the doors leading into this room are locked
(Disable Device DC 30). Jadrenka keeps the key
that opens all of these doors on her necklace.

A withered cornfield extends in all directions
beneath a waning moon in a starry night sky.
Dozens of dead ravens lie strewn on the
ground among the shriveled stalks.

Since her falling out with her lover
Marislova (see area D2), Jadrenka
has taken to sleeping in this room.
Both the cornfield and the night
sky are mirage arcanas created by the
Artrosa Ring (see page 60).

Four doors exit the chamber. To the
east, the northernmost door opens on
a long corridor that eventually passes
through a teleportation arch (marked
T4) connecting to area Cg in the Maiden
dungeon. To the south, a passage slopes
down to a door engraved with the image of a pregnant
woman. The door is a teleportation arch (marked T6) that
leads to area D9 in the Mother dungeon.

Creature: A bent and aged crone stands in the center
the cornfield, leaning heavily on a staff—Jadrenka in her
crone form. In the Crone dungeon, she always assumes the
idealized form of an elderly woman. Ifthe PCs have already
encountered Jadrenka elsewhere in Artrosa, a successful
DC 20 Perception check reveals a familial resemblance, as
if she were the mother or grandmother of the person they
had previously met.

As the crone, Jadrenka is crotchety and impatient, with
a biting tongue, but she also possesses great wisdom
and a sharp wit, and remains keen and to the point. As
before, her reaction to the PCs varies depending on the
nature of her previous encounters with them. If the PCs
have managed to make Jadrenka helpful or convince her
of their good intentions by this point, she gives them a
warning and a clue: “The cancer grows in the womb of the
Crone. To face the Curse of Eons, you must have time on
your side.” She immediately teleports away after speaking,
butleaves behind a random key (see the sidebar on page 24).
Jadrenka’s cryptic warning refers to the leader of invaders,
Vsevolod, who is close by in the cavern of the Eon Pit (area
Eg), while her clue refers to the scroll in her chest (see

Treasure, below), which may prove useful in recovering

the second key to the Dancing Hut. If, on the other hand,
the PCs’ interactions with Jadrenka have turned hostile,

or if she perceives them as interlopers, she attacks them.
Unsure of the PCs’ intentions, she can’t allow them to join
forces with Vsevolod, who she knows is close by.

JADRENKA (CRONE FORM) CR 11
XP 12,800
Female advanced changeling witch 11
(Pathfinder RPG Advanced Race Guide 184,
Pathfinder RPG Advanced Player’s Guide 65)
LE Medium humanoid (changeling)
Init +3; Senses darkvision 60 ft.;
Perception +15
DEFENSE
AC 25, touch 16, flat-footed 21 (+4 armor,
+2 deflection, +3 Dex, +1 dodge,
+5 natural)
\ hp 100 (11d6+59); regeneration 1
\ Fort +10, Ref +9, Will +16
’)& Immune bleed; SR 17
: OFFENSE
Speed 30 ft.
Melee 2 claws +6 (1d4+1) or
mwk dagger +7 (1d4+1/19-20) or
mwk quarterstaff +7 (1d6+1)
Ranged mwk dagger +9 (1d4+1/19-20)
Special Attacks hexes (agony [11 rounds], cackle, charm
[2 steps, 7 rounds], evil eye [-4, 10 rounds], flight [feather
fall at will, levitate 1/day, fly 11 minutes/day], tongues
[11 minutes], vision)
Witch Spells Prepared (CL 11th; concentration +18)
6th—unwilling shield**¢ (DC 24)
5th—baleful polymorph (DC 22), feeblemind (DC 22), major
curse’™ (DC 23)
4th—confusion (DC 21), ice storm, phantasmal killer (DC 21),
wandering star motes*™ (DC 21)
3rd—blink, dispel magic, howling agony"™ (DC 21), lightning
bolt (DC 20), sands of time™
2nd—false life, glitterdust (DC 19), haunting mists*™ (DC 19),
hold person (DC 19), invisibility
1st—bungle™ (DC 18), mage armor, peacebond", ray of
enfeeblement (DC 19), unseen servant, ventriloquism (DC 18)
0 (at will)—dancing lights, detect magic, message, touch of
fatigue (DC 18)
Patron deception
STATISTICS
Str 12, Dex 16, Con 14, Int 25, Wis 18, Cha 19
Base Atk +5; CMB +6; CMD 22
Feats Alertness®, Combat Casting, Dodge, Iron Will, Spell Focus
(necromancy), Toughness, Mother’s GiftA% (uncanny resistance)
skills Craft (alchemy) +20, Fly +14, Intimidate +15,
Knowledge (arcana) +21, Knowledge (history) +21,




Knowledge (nature) +14, Perception +15, Sense Motive +6,
Spellcraft +18, Swim +5, Use Magic Device +15

Languages Aklo, Draconic, Elven, Giant, lobarian, Russian;
tongues

$Q hag trait (mist child**¢), Warden of Artrosa, witch’s familiar
(rat named Adelia)

Gear see page 54

Development: When Jadrenka departs or is slain,
the room’s illusion fades, revealing a rectangular room
formed from chiseled granite blocks. Carvings of lifeless
cornfields adorn the walls, and withered cornstalks and
dead ravens litter the floor. A simple sleeping pallet lies on
the floor against the north wall, next to a small trunk and a
nightstand holding a basin of fresh water and a few candles.

As soon as Jadrenka leaves the room, a thick, evil fog
begins to fill the chamber as the dead ravens on the floor
slowly rise from amid the withered cornstalks. Together,
the hungry fog and the undead raven swarm attack any
living creatures left in the room. The raven swarm flies
straight for the nearest living target, using eye-rake attacks
to blind victims and draw them into the hungry fog. Both
the hungry fog and raven swarm fight until destroyed.

HUNGRY FOG CR 6
XP 2,400
hp 59 (Pathfinder RPG Bestiary 3 152)

UNDEAD RAVEN SWARM CR9

XP 6,400

(Tome of Horrors Complete 584)

NE Tiny undead (swarm)

Init +6; Senses darkvision 60 ft., scent; Perception +15

DEFENSE

AC 16, touch 14, flat-footed 14 (+2 Dex, +2 natural, +2 size)

hp 91 (14d8+28)

Fort +7, Ref +8, Will +13

Defensive Abilities swarm traits; Immune undead traits

OFFENSE

Speed 10 ft., fly 40 ft. (average)

Melee swarm (3d6 plus disease and eye-rake)

Space 10 ft.; Reach 0 ft.

Special Attacks disease, distraction (DC 18), eye-rake

STATISTICS

Str 2, Dex 15, Con —, Int 2, Wis 15, Cha 13

Base Atk +10; CMB —; CMD —

Feats Great Fortitude, Improved Initiative, Iron Will, Lightning
Reflexes, Skill Focus (Perception), Toughness, Weapon Finesse

Skills Fly +16, Perception +15

SPECIAL ABILITIES

Disease (Su) Raven Plague: Swarm—injury; save Fort DC 18;
onset 1 day; frequency 1 day; effect 1d4 Str damage and
1d2 Str damage; cure 2 consecutive saves.

Eye-Rake (Ex) Any living creature damaged by a raven
swarm must succeed at a DC 18 Reflex save or be blinded
as the swarm scratches and tears at the victim’s eyes. The
blindness lasts for 1d4 days or until healed with remove
blindness/deafness or a successful DC 20 Heal check. The
save DCis Charisma-based.

Treasure: The chest next to Jadrenka’s pallet is unlocked
and contains a few changes of clothes, as well as a scroll of
age resistance (Ultimate Magic 205), which can help in staving
off the negative effects of the Eon Pit (see area Eg).

E8. THE SHATTERED CRONE (CR 11)

The door leading into this room from the corridor to area
E7 hangs open on bent hinges and bears huge gashes on its
splintered surface.

The remains of a giant wooden statue, carved to resemble a
stooped and ancient beldame, lie broken and scattered across
the floor of this chamber. A set of massive iron double doors
stands in the south wall, their faces engraved with a procession
of humanoid figures. At the top of the doors, the figures are
young women in the bloom of youth, but as the parade continues
down the doors, the figures age, turning into pregnant matrons,
stooped crones, and finally, at the bottom of the doors, into
capering skeletons that vanish into a gaping tomb.

This chamber serves as a sort of atrium to the Eon Pit
beyond. To reach the cavern of the Eon Pit, Vsevolod had
to fight his way past the guardian Baba Yaga placed here,
a unique construct called a crone golem, whose shattered
remains now cover the floor. In the southern half of the
room, a short passage is inscribed on each of the walls
in Iobarian (Linguistics DC 20 to decipher). The west
wall reads, “Beneath the waxing moon in spring, youth.”
The east wall reads, “Under the full moon in summer,
motherhood.” The inscription above the huge doors to the
south reads, “When the moon is dark in winter, death.”
The written passages refer to the moon phases and seasons
most auspicious to the three aspects of womanhood.

Creatures: Two of Vsevolod’s frost giants now guard this
room against anyone who would disturb their high priest.
As soon as intruders enter, the giants draw their greataxes,
call out a warning to Vsevolod in the chamber beyond, and
charge to attack.

FROST GIANTS (2) CR9
XP 6,400 each
hp 133 each (Pathfinder RPG Bestiary 149)

E9. THE EON PIT (CR 12)

Vsevolod barred the heavy iron doors leading into this

chamber with the shaft of one of the frost giant’s greataxes




THE CURSE OF EONS

The Eon Pit represents the passage from life into death, and
unleashes one of Baba Yaga’'s most powerful curses. As a
creature descends the steps into the Eon Pit, she begins to
age rapidly, which takes a toll on her sanity as well. For every
round spent within the Eon Pit, a creature must attempt two
saving throws. The first is a DC 18 Fortitude save to avoid
aging +50% of the creature’s current age toward the next
age category. The second is a DC 18 Will save to avoid the
effects of an insanity spell (CL 20th). If the pit ages a character
beyond her maximum age limit, she dies of old age. A lesser
age resistance™ spell grants a +2 bonus on these saves; age
resistance’™ grants a +4 bonus, and greater age resistance’™
grants a +6 bonus. A character who is already of venerable
age is immune to the effects of the Curse of Eons. Both the
aging effects and insanity are permanent, though a greater
restoration or heal spell can restore the creature’s sanity,
while a limited wish, miracle, or wish spell both cures the
insanity and restores the creature to its original age.

(hardness 10, hp 120, break DC 25). If the PCs somehow
managed to slay the giants in area E8 without alerting
Vsevolod, battering through these doors likely alerts him
to their presence.

This vast natural cavern is drowned in darkness. To the southeast,
aring of towering black basalt menhirs surround a great gaping
pit torn into the cavern floor. Spiraling runes etched in white
chalk cover the faces of the standing stones, which are painted
with fresh blood. The bodies of two frost giants lie on the floor
outside the ring. A border of countless skulls, both human
and animal, surrounds the pit. A break in the border forms an
entrance leading to the edge of the pit. There, a flight of stone
steps carved into the perimeter descends into the abyss. The air
above the pit seems to waver and ripple as if from heat, though
there is no discernible change in temperature.

Deep within the womb of the Crone stands a ring of sacred
stones dedicated to night, winter, aging, and the inevitable
arrival of death. These menhirs function like the standing
stones in areas C10 and Do, enabling a creature to transfer
her consciousness into Artrosa’s crone figure. The stones
also encircle a yawning pit more than 50 feet wide. Known as
the Eon Pit, the pit has a strong aura of necromancy. A long
flight of stone-carved stairs coils along its inner perimeter,
descending 120 feet down into the darkness. Living
creatures that enter the Eon Pit risk suffering the effects
of the Curse of Eons (see the sidebar above). The ceiling
in the cavern soars to almost 100 feet at its highest point.

Creatures: Slowly circling the perimeter of the stone ring
trots a fierce-looking centaur carrying a great warhammer,

his hirsute body drenched head to hoofin blood. The gore-
sodden centaur is Vsevolod, priest of Kostchtchie, covered
in the blood of his last two frost giant allies, whom he has
just finished ritually sacrificing to his patron demon lord.
In exchange for this sacrifice, Kostchtchie has rewarded
his favored priest by sending Vsevolod a powerful servant
creature to aid him and ensure his victory in this final
hour. The servant is a svathurim, a centaurlike creature
with a frost giant’s torso atop the body of a tremendous
eight-legged stallion.

If alerted by the frost giants in area E8, Vsevolod waits
just west of the Eon Pit for his enemies to come through
the door. The svathurim waits in the shadows at the
eastern end of the cavern, just north of the standing
stones. Vsevolod tries to draw the attention of intruders
toward him, then calls forth his newest servant from the
shadows. Once opponents are inside the cavern and within
100 feet, the svathurim charges out, attempting to trample
foes or impale them with his lance.

SVATHURIM CR 11

XP 12,800

hp 147 (see page 90)

TACTICS

During Combat The svathurim races about the room,

trampling, goring, and jabbing with its lance, doing its best
to keep opponents separated and distracted. If an opponent
moves within 10 feet of the Eon Pit during the combat, the
svathurim attempts to bull rush the foe into the accursed
pit. If necessary, the svathurim uses its skyrunner ability to
attack flying opponents, but does so only as a last resort, to
avoid becoming fatigued.

Morale The svathurim fights to the death.

VSEVOLOD CR9
XP 6,400
hp 102 (see page 58)

Treasure: A large, ironbound chest sits on the floor near
the standing stones. It is locked (Disable Device DC 30),
but Vsevolod carries the key. This is Vsevolod’s “war chest,”
containing the funds for his expedition: coins, rough-cut
gems, art objects, and jewelry worth 12,000 gp in total.

The bottom of the Eon Pit is covered with the countless
bones, mostly humanoid, of those who have succumbed to
the Curse of Eons. There is nothing of value among the
dusty, aged bones, though a successful DC 25 Perception
check reveals a single blue dragon scale lying on the stone
floor in an area cleared of bones. This is one of the two
keys left behind by Baba Yaga that will take the Dancing
Hut to its next destination.

Development: Defeating Vsevolod and his giant centaur-
beast removes the biggest threat currently facing Artrosa.
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If the PCs haven’t yet acquired the gold nugget from
Jadrenka, and they’ve remained on relatively good terms
with her, she appears once they’ve recovered the dragon
scale from the Eon Pit to present the gold nugget to them as
well. At this time, she apologizes for her uneven reception
and thanks the PCs for their great efforts. By slaying
Vsevolod, they've proven the integrity of their intentions,
their worthiness for the task they have accepted, and that
it would best serve the preservation of Artrosa to aid them.

If asked about the keys, Jadrenka shares what little she
knows. She can tell the PCs that the keys they now possess

are not the original keys, only copies left here by Baba

Yaga. If the Queen of Witches did not return to Irrisen as
planned, her Three Riders were to use the keys to follow
her in her Dancing Hut. Unfortunately, Baba Yaga never
told Jadrenka where these keys would take the hut.

Story Award: Ifthe PCs recover the dragon scale from the
bottom of the Eon Pit, award them 9,600 XP. Likewise, if’
the PCs befriended Jadrenka and they were able to acquire
the gold nugget from her without fighting her, award them
12,800 XP, as if they had defeated her in combat.
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CONCLUDING THE ADVENTURE

Once the PCs recover both the dragon scale and the gold
nugget, they possess the two keys necessary to take the
Dancing Hut to the next stop on Baba Yaga’s trail. If the PCs
haven't yet explored all of Artrosa, they may want to do so
at this point. If the PCs need more experience or want to
explore other areas of Iobaria (such as the centaur city of
Vurnirn or the cyclops ruins at Daruthrost), you can use the
information in the Dvezda Marches gazetteer on page 68 to
prepare a few more adventures for them, though the mantle
of the Black Rider should serve to guide them back on the
path to rescuing Baba Yaga before too long. The journey
back to the Dancing Hut can be quick and uneventful, or you
can spice it up with a few more encounters.

Once backinside the Dancing Hut, the PCs need only follow
the same procedure used to bring the hut to Iobaria—simply
placing the two keys in the hut’s cauldron in area A1 and
stirring the stew within. As before, the PCs’ surroundings
alter and shift as the hut slips between dimensions, arriving
on the strange and alien world of Triaxus, which the PCs
can explore in the next adventure, “The Frozen Stars.”
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