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THE FROZEN STARS ADVANCEMENT TRACK

“The Frozen Stars” is designed for four
characters and uses the medium XP track.

PART ONE: THE DANCING HuT Pace 8 R A
e PCs begin this adventure at

The PCs find themselves in Baba Yaga’s garden—yet another layout of the Dancing 10 e
Hut—and must explore their surroundings to find an exit and learn their new location. y
PART Two: THE SIEGE OF SPURHORN PAGE 14 1 Thipaeio Ly R il
On the alien planet of Triaxus, the PCs get caught up in a war between the heroic during the siege of Spurhorn
dragonriders of the Dragon Legion and the barbarian armies of the dragon warlord and before they face General
Yrax, Lord of the Howling Storm. Malesinder.
PART THREE: INTO THE DRAKELANDS PAGE 39 12 By the time they exit the
The PCs encounter a variety of alien creatures as they travel across the dragon- Rimekeening Crevasse and enter
controlled Drakelands in search of Baba Yaga’s next key. Ivoryglass, the PCs should be

12th level.
PART FOUR: IVORYGLASS PAGE 43
The PCs must infiltrate the fortress-palace of Ivoryglass and defeat the dragon The PCs should be 13th level by the end of
warlord Yrax to claim Baba Yaga’s final key from the dragon’s hoard. the adventure.
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ADVENTURE BACKGROUND

Far, far away from Golarion and the lands of the Inner Sea

lies the distant planet of Triaxus the Wanderer, the seventh
planet in Golarion’s solar system, known for its extreme
seasonal shifts that create summers and winters lasting
more than 100 years. Baba Yaga is no stranger to this alien
world—she has visited Triaxus for centuries, tapping into
the planet’s long winters to help fuel the supernatural winter
that eternally cloaks her kingdom of Irrisen on Golarion.
She is not well known on this world, believing a low profile
is the best way to safeguard the magic portals she created,
but she has had dealings with some of the more powerful
dragons of Triaxus, who both fear and covet her power and
wondrous Dancing Hut. Outside of the Drakelands, however,
the Queen of Witches is almost a complete mystery.

After summoning her Three Riders to Iobaria as part
of a contingency plan to deal with her daughter Elvanna’s
treachery, Baba Yaga traveled to Triaxus to perform
maintenance on the mystic winter portals connecting
the snowbound planet to Irrisen. It was on Triaxus that
Baba Yaga received a summons from her estranged son,
Rasputin. He invited her back to her homeworld of Earth
at the urging of his half-sister Elvanna, and planned to
spring a trap on their mother there. Already suspicious,
the Queen of Witches left behind on Triaxus copies of the
keys that would take the Dancing Hut to Earth. Disguising
herself as a native Triaxian, Baba Yaga gave the first key
to a commander of a Dragon Legion aerie in the Skyfire
Mandate for safekeeping. The second key she took across the
border into the Drakelands, and once more in disguise (this
time as an elven diplomat from Castrovel), she deposited it
in the hoard of a powerful dragon warlord. With her trail
laid on Triaxus, Baba Yaga departed for Earth.

Now, in the midst of Triaxus’s decades-long winter,
hostilities have reignited between the dragons of the
tyrannical Drakelands and the dragonriders of the Skyfire
Mandate’s famed Dragon Legion. A powerful white dragon
warlord called Yrax, Lord of the Howling Storm, has sent a
huge Drakelands army to besiege the Dragon Legion aerie
of Spurhorn. The two sides know nothing of Baba Yaga
or her daughter’s treachery, but their leaders possess the
two keys Baba Yaga left behind, and those who would seek
to follow the Queen of Witches’ trail will find themselves
embroiled in this ancient conflict.

ADVENTURE SUMMARY

The PCs find themselves transported to the planet of Triaxus
by the legendary Dancing Hut in their search for Baba Yaga.
They also find themselves in a new layout of the hut—Baba
Yaga’s garden. This is an area devoted to her horticultural
pursuits, and includes dangerous plants and creatures both
hostile and helpful from across the planes. Exploring the

garden to find the hut’s exit, the PCs learn more clues about

the “trail of breadcrumbs” Baba Yaga left behind, including
the two keys the PCs must find to take the hut to its next
destination: a bearskin and a two-headed eagle.

As they exit the hut into Triaxus’s wintry landscape, the
PCs encounter natives of the planet—a Triaxian dragonrider
named Bescaylie and her dragonkin mount, scouts from the
nearby Dragon Legion fortress of Spurhorn. One of Baba
Yaga’s keys, the two-headed eagle, lies in Spurhorn, a pet
of the Dragon Legion leader Commander Pharamol, but
the fortress is under siege by the army of the white dragon
warlord Yrax, Lord of the Howling Storm, led by a silver
dragonkin commander named General Malesinder.

Depending on their interactions with Bescaylie and their
own scruples, the PCs have several options to acquire the key:
They can join Commander Pharamol and the Dragon Legion
in defending Spurhorn from the Drakelands invaders in
exchange for the key, join forces with General Malesinder to
conquer Spurhorn and claim the key as a portion of the spoils,
or take neither side and attempt to sneak into Spurhorn
to steal the eagle. Whether the PCs join the defenders and
successfully lift the siege, are part of the sacking of Spurhorn
themselves, or attempt to avoid the conflict altogether, they
must fight a series of battles against the Drakelanders, the
Dragon Legion, or both before they can secure their prize.

With the first key in hand, the PCs turn their attention
to the second key—the bearskin, which lies in Ivoryglass,
the fortress-palace of the dragon warlord Yrax. Ifthey aided
the Dragon Legion, the PCs have the chance to become
dragonriders themselves, riding on the backs of dragonkin
into the heart of the dragon-ruled Drakelands. Otherwise,
the PCs must arrange their own transportation, possibly
piloting the Dancing Hut to their destination.

On the way to Ivoryglass, the PCs encounter a variety of
creatures native to the alien planet, including a wolflike adlet
shaman named Baknarla. The adlets are harshly oppressed
by Yrax, but Baknarla believes the PCs are destined to bring
down the dragon warlord and give her people back their
lands, and offers to guide the travelers to the grave of a
legendary adlet hero, where they can find both a weapon to
use against Yrax and a hidden route to his fortress.

The palace of Ivoryglass sits inside a hollow glacier, but
with the help of the Dragon Legion or Baknarla, the PCs
can avoid most of the armies surrounding the fortress. Once
inside, the PCs face off'against the palace’s defenses and Yrax’s
guardians, including Yrax’s half-dragon son and Cesseer of
Ning, an elite warrior from the south and Yrax’s consort.
Cesseer fights to defend Yrax, but she holds no loyalty to
him personally, and the PCs might be able to convince her
stand aside rather than fight them. The assault on Ivoryglass
culminates in a climactic confrontation against the dragon
warlord Yrax himself. Once the PCs defeat the dragon, they
can claim the bearskin from his hoard and return to the
Dancing Hut to pick up Baba Yaga’s trail once more.




PART ONE: THE DANCING HUT

The adventure begins as soon as the PCs place the two

keys found in Artrosa—the gold nugget and the dragon
scale—into the cauldron in Baba Yaga’s Dancing Hut.
Within moments, the hut disappears from Iobaria’s
Hoofwood and reappears on the distant planet of Triaxus.
Inside the hut, the PCs once more experience a sense of
displacement as the hut’s interior warps and shifts before
their eyes, then settles into a new configuration. As before,
the hut’s entire layout and interior having changed with
its new location.

The Dancing Hut of Baba Yaga is fully detailed on pages
61-63 of Pathfinder Adventure Path #68. The gold nugget
and dragon scale 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 Triaxus.

The PCs begin the adventure in area Ai. They must
explore the hut’s new layout and find an exit before they
can see where they’ve arrived. If any of the hut’s denizens
are currently accompanying the PCs, such as the kikimora
Zorka (Pathfinder Adventure Path #68 58) or Ratibor the Bold
(Pathfinder Adventure Path #69 56), they recognize that the hut
has traveled to a new destination, but they do not recognize
this layout of the hut or know its current location.

A1. GAZEBO

The wooden walls of the hut disappear, replaced by large windows
set in delicate iron traceries that look out in all directions over
a wide, gloomy garden. Thick clouds hang unnaturally low over
overgrown stands of trees, barren flower beds, and white pebble
paths. The sky and distant landscape seem peculiarly artificial,
almost as if they were part of a faded and blurry watercolor
painting. A large iron cauldron sits atop a round, marble-topped
table surrounded by four white wooden chairs in the center of this
circular room. A set of framed stained-glass doors to the south
provide the only exit.

This gazebo sits in the middle of Baba Yaga’s gardens,
protected by subtle enchantments to ward off the garden’s
denizens. None of the current inhabitants of this hut
configuration (with the exception of the moon-beast and
denizen of Leng in area Ay) can enter the gazebo, making
it a safe haven for the PCs while they are inside the hut.

As in the hut’s previous layouts, the cauldron atop the
table 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.
Outside the gazebo, the edges of the garden and the
“sky” are cloaked with permanent images that give the

appearance of an open area, but the illusion-cloaked walls
and ceiling are as impenetrable as any other part of the
hut. The ceiling is in fact only 8o feet high. The artificial
“sky” provides bright illumination, and once per day,
magically created light rain falls for an hour.

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

A2. BLEAK GROVE (CR 11)

Deep shadows cloak the barren soil of this dense grove of
coniferous trees. A twisting, disused trail winds its way into the
depths of the wood.

Creature: Baba Yaga sought a gardener to tend her
gardens while she focused on other matters. In her journeys
between the planes, the Queen of Witches captured an
elder treant named Dawnbark and forced her to become
the guardian of the hut’s gardens. After countless years of
confinement and loneliness with only artificial sunlight
and tainted soil for sustenance, Dawnbark has been driven
to madness and now suffers from psychosis (Pathfinder
RPG GameMastery Guide 251). The treant hibernates at the
center of this large grove, rousing only to lash out at any
intruders. When Dawnbark becomes aware that the PCs
are in her copse of trees, she animates trees to cover the
path behind them. The PCs notice the movement of the
trees if they succeed at a DC 19 Perception check.

When the PCs reach the center of the grove, the crazed
treant confronts them and cantankerously demands to
know why they are trespassing here. Dawnbark appears
as a sickly, overgrown ash tree, with tangled drooping
branches jutting out at peculiar angles and malignant
knots disfiguring her trunk. A PC who succeeds at either
a DC 30 Knowledge (nature) check or an opposed Sense
Motive check against Dawnbark’s Bluff check recognizes
the physical or behavioral signs of acute mental illness in
the treant.

Dawnbark’s initial attitude is unfriendly, and unless the
PCs can improve her attitude to at least indifferent, she
attacks after a minute of angry muttering and accusations.
Any mention of Baba Yaga by name drives the treant into
a fury, decreasing her attitude toward the PCs by one
category. If made hostile, Dawnbark attacks immediately.

If the PCs change Dawnbark’s attitude to friendly, she
grudgingly answers questions about the gardens. She
knows of the giant flytrap that lurks in the brambles at the
other end of the garden (area A4), and the moonflowers
near the storehouse (area A6), but she isn’t aware of the
wolf-in-sheep’s-clothing (area As), as she shuns the dead
tree stump clearing. However, in the past she has caught
glimpses of'a gray cat that occasionally hunts small rodents




1:SQUARE'='5 EEET;

for food in the garden (this was the familiar Syvet before
she ran afoul of the wolf-in-sheep’s-clothing).

If the PCs change Dawnbark’s attitude to helpful and
are sympathetic to her plight, allow the treant to attempt
a DC 20 Will save against her insanity. Success means
Dawnbark is able to suppress her condition for a day
and reduces the DC of further saving throws against the
psychosis by 3, putting her on the path to recovery. Even
if Dawnbark fails this saving throw, the PCs may be able
to cure her madness with a greater restoration, heal, limited
wish, miracle, or wish spell, but convincing the treant to let
the PCs cast spells on her requires a successful Diplomacy
check (with a +10 modifier to the DC), unless she has been
made helpful.

DAWNBARK CR 11

XP 12,800

Female advanced treant (Pathfinder RPG Bestiary 266)

CE Gargantuan plant

Init +3; Senses low-light vision; Perception +17

DEFENSE

AC 23, touch 5, flat-footed 23 (-1 Dex, +18 natural, -4 size)
hp 161 (14d8+98)

Fort +16, Ref +3, Will +10

DR 10/slashing; Immune plant traits

Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft.

Melee 2 slams +20 (2d8+13/19-20)

Ranged rock +6 (3d6+13)

Space 20 ft.; Reach 20 ft.

Special Attacks rock throwing (180 ft.), trample (2d8+19, DC 30)

TACTICS

During Combat Dawnbark focuses on one opponent at a time,
but quickly switches to any foe that uses fire attacks against
her. She uses her animated trees to block opponents’ escape
from the clearing and to attack spellcasters and others who
stay out of melee combat.

Morale Unless cured of her madness, Dawnbark fights to the death.

STATISTICS

Str 37, Dex 8, Con 25, Int 14, Wis 18, Cha 17

Base Atk +10; CMB +27 (+29 sunder); CMD 38 (40 vs. sunder)

Feats Alertness, Improved Critical (slam), Improved Initiative,
Improved Sunder, Iron Will, Power Attack, Weapon Focus (slam)

Skills Bluff +11 (+21 to hide insanity), Diplomacy +11,
Intimidate +11, Knowledge (nature) +10, Perception +17,
Sense Motive +14, Stealth -2 (+14 in forests)

Languages Aklo, Elven, Sylvan, Treant




$Q animate trees, double damage against objects, psychotic,
treespeech

SPECIAL ABILITIES

Psychotic (Ex) Dawnbark suffers from psychosis (GameMastery
Guide 251), changing her alignment to chaotic evil and granting
her a +10 competence bonus on Bluff checks to hide her insanity.

Treasure: Hidden by one of the knots that mar
Dawnbark’s trunk is her only treasure, a ring of sacred
mistletoe (Pathfinder RPG Ultimate Equipment 173).

Development: If the PCs help suppress Dawnbark’s
madness or restore her sanity, she breaks down weeping,
tears of sap streaming down her face. If she is completely
cured, her alignment returns to neutral good, and she offers
the PCs her ring of sacred mistletoe in thanks. Dawnbark’s
greatest desire is to escape the prison of the garden. However,
dimensional travel such as teleport only works within the
hut, and as a Gargantuan creature, Dawnbark is difficult
to transport in this way. Plane shift, on the other hand, can
transport Dawnbark out of the hut. If such magic is used to
move Dawnbark to Triaxus, the treant is delighted by the
planet’s wooded highlands, and she is happy to explore this
environment and make it her new home.

Story Award: If the PCs resolve the situation peacefully,
award them 12,800 XP, as if they had defeated Dawnbark in
combat. If they completely cure Dawnbark of her psychosis
and help her escape the Dancing Hut, award them an
additional 12,800 XP.

A3. HERB GARDEN (CR 6+)

A wide variety of plants, from mundane shrubs to aromatic
herbs to colorful exotic flowers, grow in unkempt profusion in
this garden. Glass greenhouses and fenced enclosures hold more
greenery, and a grove of larger trees flanks the garden. A small
wooden shed sits to the southwest.

Baba Yaga grows a large number of plants for use in her
witchcraft in this garden.

Creatures: While most of the plant life here is harmless,
a few of the larger enclosures hold specimens of more
dangerous plant creatures. Area A3a contains a basidirond,
area A3b holds an assassin vine, and area A3c contains a
shambling mound. These creatures attack anyone entering
their enclosures.

ASSASSIN VINE CR3
XP 800
hp 30 (Pathfinder RPG Bestiary 22)

BASIDIROND CR5
XP 1,600
hp 52 (Pathfinder RPG Bestiary 28)

SHAMBLING MOUND
XP 2,400
hp 67 (Pathfinder RPG Bestiary 246)

Treasure: Several pounds of valuable spices in the garden,
including allspice, nutmeg, saffron, and various rare herbs
are ready to be harvested and are worth 450 gp in total. In
addition to mundane gardening tools, the garden shed (area
A3d) contains a cupboard holding a container of defoliant
polish (Ultimate Equipment 291), four oils of goodberry, a wand of
plant growth (9 charges), a wand of speak with plants (12 charges),
and six flasks of alchemical defoliant (Ultimate Equipment 103).

A4. SNAPPERJAW (CR 10)

A tangled mass of overflowing weeds and thorny brambles
grows in profusion here. A scattering of bleached bones lies
entwined in the barbed tendrils of the wiry thicket.

The brambles are considered light undergrowth (Pathfinder
RPG Core Rulebook 426).

Creature: A giant flytrap lurks in the thicket, lying in wait
to ambush anything that can provide it with sustenance.

GIANT FLYTRAP CR 10

XP 9,600
hp 149 (Pathfinder RPG Bestiary 134)

A5. WOLF IN FAMILIAR CLOTHING (CR 10)

Several flat-topped tree stumps stand amid thick grass in this
clearing, hinting that this place was once as thickly forested as
the surrounding wood.

Creature: A century ago, the reign of Queen Yelizaveta
of Irrisen ended, and Baba Yaga reclaimed her daughter,
bringing the deposed queen into her Dancing Hut. While
Yelizaveta met the fate of all of Baba Yaga's daughters, her cat
familiar Syvet managed to survive, and fled into the depths
of the Dancing Hut, where she used her few remaining
supernatural powers to hide and eke out a furtive existence.

Some time ago, however, the old cat’s luck ran out and she
was snared by a ruthless ambush predator in the garden,
a wolf-in-sheep’s-clothing. But Syvet was the familiar of
a powerful witch-queen of Irrisen, and her indomitable
spirit could not be snuffed out so easily. Using the last of
the mystical energy granted to her by the unearthly power
of Yelizaveta’s patron, Syvet overwhelmed the brute intellect
of the wolf-in-sheep’s-clothing and merged her essence
with the aberrant beast. Syvet’s consciousness now exists
alongside that of the wolf-in-sheep’s-clothing, constantly
wrestling with the alien creature’s mentality for control

of their shared body, while her lifeless cat body—now




the wolf-in-sheep’s-clothing’s corpse lure—sits atop the

creature’s stump.

Syvet uses her disguise hex to make her former body
appear as an old, though still-living, gray cat with white paws
sitting on a tree stump. When she notices the PCs, she tries
to attract their attention, using dancing lights or ventriloquism.
When the PCs approach, the cat uses her tongues hex and
asks them who they are and what they are doing here. Syvet
is no friend of Baba Yaga, as the crone killed Syvet’s mistress,
but the erstwhile cat is desperate for company and more
than willing to talk, even if the PCs say that they serve the
Queen of Witches. Syvet explains who she is, and
reveals that “a long time ago” she sneaked away
to explore the hut while her mistress went with
Baba Yaga. While she was gone, Syvet felt her
link to her mistress irrevocably ripped asunder.
She never saw her mistress again, and while Syvet
believes her mistress is dead, she knows Yelizaveta’s
soul is not free, and believes that Baba Yaga
has somehow prevented her mistress
from passing on into the Great Beyond.
Syvet can also give the PCs some helpful
information. While a living cat, Syvet
used her magic to visit several different
layouts of the Dancing Hut, and she
can give the PCs cryptic hints
about areas they have alr(.eady 4 }%" f
seen, or even configurations %4, %
they may visit in the future, at
your discretion. Unfortunately,
Syvet has never been outside of
this configuration of the hut, and
has no idea where the hut currently is.

As Syvet relates her tale, the wolf-in-sheep’s-
clothing’s sinister consciousness wrestles with Syvet for
control of its body. The PCs can attempt a DC 20 Sense
Motive check to notice Syvet’s discomfort and that she
seems to be struggling with something. A moment later,
Syvet loses control and the wolf-in-sheep’s-clothing gains
dominance. Syvet has just enough time to shout a garbled
warning before the cat body atop the stump goes rigid and
the wolf-in-sheep’s-clothing attacks.

SYVET CR 10

XP 9,600

Unique wolf-in-sheep’s-clothing (Pathfinder RPG Bestiary 3 285)
N Medium aberration

Init +6; Senses all-around vision, darkvision 60 ft.; Perception +26
DEFENSE

AC 23, touch 12, flat-footed 21 (+2 Dex, +11 natural)

hp 136 (13d8+78)

Fort +12, Ref +8, Will +13

SR 21

OFFENSE
Speed 5 ft., burrow 5 ft., climb 5 ft.
Melee bite +14 (1d6+5), 8 tentacles +13 (1d4+2 plus grab and pull)
Space 5 ft.; Reach 5 ft. (15 ft. with tentacle)
Special Attacks constrict (tentacle 1d4+3), hexes*"s (disguise,
evil eye [DC 15], tongues), implant, pull (tentacle, 5 ft.)
spell-Like Abilities (CL 12th; concentration +14; save DCs are
Intelligence-based)
At will—dancing lights, detect magic, message, ray of frost
3/day—ill omen**¢ (DC 13), ventriloquism
1/day—gentle repose
TACTICS
Before Combat Syvet casts gentle repose on her cat body
every day.
During Combat If able to surprise victims, the wolf-
in-sheep’s-clothing uses its evil eye hex on the
closest opponent, then pulls this creature closer
with its tentacles to devour its prey.
Morale Tortured by her bizarre half-
existence, Syvet longs for peace. Once
combat begins, she forces the wolf-in-
sheep’s-clothing to fight to the death.
STATISTICS
Str 21, Dex 14, Con 23, Int 15, Wis 16,
- cha 11
Base Atk +9; CMB +14 (+20 grapple);
CMD 26 (can’t be tripped)
Feats Alertness®, Great
Fortitude, Greater Grapple®,
Improved Initiative, Iron Will?,
Lightning Reflexes, Multiattack,
Skill Focus (Disguise), Skill Focus
(Perception), Weapon Focus (tentacle)
Skills Climb +17, Disquise +4 (+16 as a tree stump),
Knowledge (arcana) +14, Knowledge (history) +14,
Knowledge (nature) +11, Knowledge (nobility) +8,
Perception +26, Sense Motive +19, Spellcraft +11, Stealth +20
Languages Hallit, Skald
$Q corpse lure
SPECIAL ABILITIES
Hexes (Su) Syvet can use the disguise, evil eye, and tongues
hexes as a 6th-level witch.

Development: If the PCs kill the wolf-in-sheep’s-clothing,
Syvet’s soul is freed. The cat whispers a final thank you
as her body collapses and she finally goes peacefully to
her death. Alternatively, the PCs might attempt to save
Syvet. The cat is dead, and her consciousness is irrevocably
entwined with that of the wolf-in-sheep’s-clothing, but if’
the wolf-in-sheep’s-clothing is slain, Syvet can be brought
back to life, either with raise dead (thanks to the cat’s daily
castings of gentle repose), reincarnate, or similar spells. In this

case, Syvet can accompany the PCs and continue to share




information with them, effectively becoming a recurring

NPC. Syvet can also provide a boon to the party’s familiars.
If Syvet is brought back to life, any witch’s familiars in the
party immediately gain two new witch spells that their
witches can now learn and prepare. These spells can be
determined randomly, or you can pick specific spells to
meet the needs of your PCs and the campaign.

A6. ORCHARD OF MALICE (CR 10)

Towering tropical vegetation grows in profusion here, and the
canopy of green foliage gives the impression of a leafy ceiling
overhead. Thick creepers choke the trees and taller shrubs, each
straining to reach the light above.

This area of the garden contains a thick jungle. The
white pebble paths end at the edge of the jungle, turning
to paths of soft and springy dirt. Because of the dense
vegetation, the maximum distance to spot an encounter
with the Perception skill is 2d6x10 feet.

Creatures: A cluster of moonflowers grows along
the path where a second track diverges toward the west.
Originally “planted” in an enclosure in the herb garden in
the eastern part of the garden (area A3), the first moonflower
outgrew its enclosure and made its way here, where it
spawned an offspring. The two moonflowers lurk in the
thick vegetation, waiting for prey large enough to capture
in a spawning pod and further increase their numbers.
The moonflowers are spread out roughly 4o feet apart, but
quickly respond to telepathic messages from each other.

MOONFLOWERS (2) CR 8
XP 4,800 each
hp 104 each (Pathfinder RPG Bestiary 2 192)

Treasure: One of the moonflowers has a +1 breastplate, a
+1 heavy flail, a handy haversack, and 235 gp lodged inside it.
These are the only surviving remains of the victim whose
body spawned this moonflower.

A7. STOREHOUSE (CR 12)

This wooden building lies hidden in the garden’s western
jungle. Its two rooms hold dusty piles of old furniture,
mounds of moldering herbs, bales of cloth, barrels of
fertilizer, clay pots, and trays of dried seeds. The northern
room (area Aya) contains a large stone fireplace with a series
of iron rungs climbing up its chimney. The chimney leads
to area A8. The ceilings in the storehouse are 25 feet tall.
Creatures: A moon-beast and its personal slave, a denizen
of Leng, recently plane shifted into the Dancing Hut and are
exploring the extradimensional artifact, looking for slaves
and sacrifices for the moon-beast’s mysterious gods. The

denizen of Leng narrowly avoided being swallowed by one

of the moonflowers in the garden outside, so it convinced its
master to retreat here until the area could be secured. The
moon-beast now waits in area Ayb while its slave thoroughly
searches the storehouse. The denizen of Leng, disguised in
red robes and wrappings as a humanoid, is now searching
the northern room (area Aya). When the denizen spots the
PCs, it briefly engages them in conversation using tongues,
asking them to come meet its the master, who is curious
about the inhabitants of this garden. The denizen even offers
each of the PCs a small ruby (worth 100 gp) as enticement. If
the PCs refuse to accompany the denizen, its flees to inform
its master of the presence of more potential slaves. Both the
moon-beast and the denizen of Leng have already used their
daily plane shift ability to enter the Dancing Hut; they cannot
use it again to escape until a day has passed.

DENIZEN OF LENG CR 8

XP 4,800

hp 95 (Pathfinder RPG Bestiary 2 82)

TACTICS

During Combat The denizen of Leng casts hypnotic pattern and
then engages foes in melee, trying to prevent them from
reaching its master.

Morale A loyal charmed slave, the denizen of Leng fights to the
death to defend its master.

MOON-BEAST CR 11

XP 12,800

hp 133 (Pathfinder RPG Bestiary 3 195)

TACTICS

During Combat The moon-beast uses air walk to hover near
the ceiling while using its spell-like abilities. It uses charm
monster and dominate person to quickly gain more slaves to
defend it from enemies.

Morale If reduced to fewer than 40 hit points, the moon-beast
attempts to flee the storehouse using air walk, abandoning
its denizen of Leng slave.

Treasure: While the storehouse contains nothing of
value, the moon-beast possesses an eye of the void (Ultimate
Equipment 296) and the denizen of Leng carries a pouch of
gems containing 15 small rubies worth 100 gp each and
a single larger ruby worth 6,000 gp. A small, moving
humanoid figure is visible inside the large ruby, as ifit were
trapped inside the gem. With a successful DC 28 Knowledge
(arcana) check, a PC can identify the ruby as the material
component for a trap the soul spell. See The Planar Peddler
on page 13 for details of the creature trapped inside the gem.

A8. WITCH’S HUT

This square room appears to be a cozy wooden cabin. Shelves
packed with esoteric knickknacks and strange ingredients line
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the walls. A stone fireplace with a large mantel takes up the
room’s northwest corner, while opposite the room’s only door
stands a simple wooden table on which rests a cracked clay
bowl. A large blackened cauldron sits in the center of the room.

This is the outermost room of this configuration of
the Dancing Hut; once again, it is larger than the hut’s
exterior. The door to the south leads to the hut’s porch
outside, while the room’s windows look out over a snowy,
mountainous landscape. The fireplace contains a
trap door in its floor opening onto narrow shaft
with iron rungs leading downward to area
Aya. A trap door in the ceiling opens into a
cold loft above the room, empty but for dust
and abandoned birds’ nests. The cauldron
in the middle of the room is mundane
in every way; placing any of the hut’s
keys in this cauldron has no effect.

The clay bowl on the table contains a
brown hen’s egg; together, these are the
controls to command the Dancing Hut,
provided the user succeeds at a DC 30 Use
Magic Device check every round to
directly control the hut’s actions—
something that the PCs might be
able to achieve at this point. If the
PCs befriended Zorka earlier in
the campaign, she can provide some
insight into using the controls, but it
is still up to the PCs to succeed at the
check and command the hut. For more
details on “piloting” the Dancing Hut, see pages
61-63 of Pathfinder Adventure Path #68.

The shelves contain a variety of spell components and
mundane alchemical ingredients, in addition to numerous
trinkets that normally function as keys to dimensionally
transport the hut. All of these keys, however, have been
deactivated, with the exception of the keys the PCs have
already acquired and used (such as the frost giant’s beard,
plague doctor’s mask, dragon scale, and gold nugget),
which may be found on the shelves as well.

When a character bearing the mantle of the Black Rider
first enters this room, three ravens suddenly take to the
air, cawing loudly as they fly about the room. The ravens
are only quasi-real, the product of a shadow conjuration spell
mimicking the summon minor monster spell (Ultimate Magic).
Reminiscent of the three raven oracles encountered in the
hut’s Tobaria layout, the ravens cry out, “Baba Yaga has gone
on, off to see her only son. But a trail she left behind, if
the breadcrumbs you can find!” before picking up several

objects off the shelves and dropping them in front of the
PCs. First, they take a stuffed two-headed eagle from a shelf,
then place an iron spur and a drinking horn beside it. Next,

they take an elephant tusk and a small hand mirror and
drop them atop a bearskin rug. The ravens then disappear,
repeating their cryptic phrase a final time.

The items taken off the shelves are clues to the keys
the PCs must find to once more take the hut to a new
destination on Baba Yaga’s trail. The spur and drinking
horn represent the Dragon Legion aerie of Spurhorn,
where the PCs can find the two-headed eagle. The tusk
(“ivory”) and hand mirror (or “looking glass”) represent
Ivoryglass, palace of the dragon warlord Yrax, who holds
the bearskin key. The PCs will likely not realize the
significance of these clues at first, but as they

learn more about the hut’s current location,
they should be able to piece them together.
The shadow ravens reappear and produce

the clues each time someone bearing the
mantle of the Black Rider enters the room.
Treasure: While most of the items
in this room are nonmagical, 4
doses of flying ointment (Ultimate
Equipment 299) can be found
on the shelves, and a habit of the
winter explorer (see page 62) hangs on
a hook next to the outer door.

THE PLANAR PEDDLER
The large ruby carried by the denizen of’
Leng in area Ay is worth 6,000 gp as a simple
gemstone, but it actually contains a far more
valuable treasure, for trapped inside the ruby
is a mercane named Zilvazaraat. A human
wizard captured Zilvazaraat some years ago
with a trap the soul spell, then sold the gem containing
him to the denizen of Leng, who has possessed it ever
since. If the PCs recover the ruby from the denizen of Leng
and break it, they can free Zilvazaraat. In an instant, his
material body reforms into a 10-foot-tall blue humanoid
wearing elaborate robes. Freeing Zilvazaraat from the gem
does not require him to perform a service, but he is more
than willing to make a deal, if the PCs are amenable. He
thanks the PCs profusely for his freedom, and ever the
entrepreneur, inquires whether they are interested in
doing business, claiming to be “a peddler of wondrous
wares from across the Great Beyond.”

Zilvazaraat is willing to sell the PCs any of the items in
his secret chest (see Treasure, below), and will even buy magic
items from them, though he will need to leave and return
the following day (using plane shift) to get the required funds
for payment. The mercane has no interest in mundane gear
or valuables, only magic items. Once a deal is concluded, or
if the PCs are not interested in doing business at this time,
Zilvazaraat presents them with a small token: an obsidian
raven (see page 63) that will allow them to call on him later




ON ANOTHER PLANET

While Triaxus is similar in'many ways to Golarion, it is an
alien planet, and you should try to give the PCs a sense
of the world’s “alien-ness” as they adventure on Triaxus.
One of the easiest ways to do this is with descriptions of
spell effects. Spellcasters on Triaxus use the same spells
as Golarion spellcasters, but they should look different
from what the PCs are used to (which might even
increase the DC of Spellcraft checks to identify spells
being cast by 5). For example, a Triaxian magic missile
would function exactly the same, but it might look like a
shard of glowing blue ice, or take the form of a spiraling,
serpentine shaft.

Things might smell different on Triaxus than on Golarion,
food looks and tastes a little strange, and even relatively
mundane details like doors, windows, and furniture could
have slightly different shapes and forms. Remember
that the clothing, armor, and weapons of Triaxians likely
looks slightly different as well—it’s still obvious what they
are, but the styles should be completely different from
anything seen on Golarion. Obviously, Triaxian cultures will
be different from those on Golarion, with different customs
and rituals, and it would be exceedingly unusual for a
Triaxian to speak Taldane, Golarion’s common tongue.

In general, play up the subtle differences in the most
ordinary things rather than the big differences. It’s these
little details that will help make the PCs’ time on an alien
planet memorable.

if they wish to avail themselves of his services. Before
leaving, the mercane thanks the PCs again for freeing him,
expresses his wish for lucrative dealings for both parties in
the future, then bids them a fond farewell and plane shifts
away. If the PCs attack Zilvazaraat, he tries to flee using
plane shift as soon as he is able.

From a campaign standpoint, Zilvazaraat can be used
as a traveling “magic item shop” that the PCs can use
wherever the Dancing Hut takes them. As they journey to
ever stranger and more distant places, the PCs will have
few or no opportunities to sell magic items or buy new gear
(even on Triaxus, they are far from any major settlements),
so Zilvazaraat can fulfill that role for the PCs. The mercane
is equivalent to a large city in terms of his items available
and purchasing power (base value 8,000 gp, purchase limit
50,000 gp). The PCs can send Zilvazaraat a “shopping list”
using the obsidian raven. Once the mercane has gathered the
necessary items (a process that takes 1d4 days on average,
depending on the rarity of the items requested), he uses the
obsidian raven to plane shift to the PCs with the requested
items in his secret chest. Because of the inaccuracies of plane
shift, Zilvazaraat recommends doing business in the Dancing
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Hut. Each of its layouts is a separate, finite demiplane,
so finding the PCs in one of the hut’s layouts would be
significantly easier than trying to track them down on the
Material Plane.

ZILVAZARAAT CR5
XP 1,600

Male mercane (Pathfinder RPG Bestiary 2 188)

hp 51

Treasure: In addition to the obsidian raven (see page 63)
that Zilvazaraat gives to the PCs, his secret chest currently
holds the following items (their prices are in parentheses):
a +1 defiant’® (chaotic outsiders) mithral buckler (5,155 gp), a
+1 darkwood composite longbow (+4 Str) (2,830 gp), an elemental
gem (fire) (2,250 gp), an oil of bless weapon (50 gp), a ring of
sustenance (2,500 gp), a stonemist cloak" (3,500 gp), a scroll of
searing light (375 gp), a scroll of elemental body I (700 gp), and a
wand of see invisibility (38 charges) (3,420 gp).

Story Award: If the PCs rescue and befriend Zilvazaraat,
award them 9,600 XP.

PART TWO: THE SIEGE OF
SPURHORN

Exiting the Dancing Hut brings the PCs into a wintry
region of snow-covered mountains. These are the Parapets,
the mighty mountain range that separates the Skyfire
Mandate from the Drakelands on the world of Triaxus,
the seventh planet in Golarion’s solar system, now in the
middle of its generations-long winter. While it isn’t readily
apparent where the PCs are, it is immediately clear that
they are no longer in Iobaria.

During the day, the sun is much smaller than it should
be—it’s not much more than a pinprick of light, though
still blindingly bright to look at—and stars are visible in the
sky. The sun never provides illumination equal to bright
light; even direct sunshine at high noon is only normal
light, and dim light prevails for much of the morning and
afternoon. At night, no moon is visible in the sky. Plants are
different from those on Golarion, however, with different
colors and shapes, though there is precious little vegetation
here in the depths of winter. In the Parapet Mountains near
Spurhorn, the temperature averages around 30° F during
the day and 10° F at night, but can become even colder
during one of the region’s wild storms. Temperatures in the
eastern Drakelands are slightly warmer, with an average of’
40° F during the day, but daytime temperatures drop to an
average of 20° F on the Vahara Glacier around Ivoryglass.

A successful DC 20 Knowledge (geography) check is
enough for the PCs to recognize that they are now on
another planet, while a result of 40 or higher successfully
identifies the planet as Triaxus. The border region between
the Skyfire Mandate and the Drakelands is detailed in the




THE FROZEN STARS

gazetteer beginning on page 64 of this volume, while more
information on the entire planet of Triaxus may be found
in Pathfinder Campaign Setting: Distant Worlds.

LONE DRAGONRIDER (CR 11)

Creatures: Shortly after the PCs leave the Dancing Hut to
explore the surrounding area, they encounter natives of
the region—a Triaxian dragonrider named Bescaylie and
her dragonkin partner Efrixes. They are scouts from the
Dragon Legion aerie of

Spurhorn who escaped

the siege to seek allies and
observe enemy movements.
Bescaylie and Efrixes have
just returned from another
Dragon Legion stronghold,
where they delivered word
of the Drakelands incursion
and the siege of Spurhorn.
Fearing that the PCs and
the Dancing Hut of Baba Yaga
are enemy reinforcements, the
pair descends for a closer look.

Bescaylie is a tall Winterborn
Triaxian with blonde body fur.
She has served the Dragon Legion
all her life; her parents are high-
ranking retainers at the Legion
stronghold of Stalwart Hall, and
Bescaylie grew up knowing she
would become a legionary. Efrixes
is a red-scaled dragonkin, a bipedal
draconic creature capable of wielding
weapons with its front arms. Bescaylie
and Efrixes bonded when they were both
adolescents; Efrixes is platonically (though
unrequitedly) in love with Bescaylie and
would do anything to protect her. This
has stirred up a few nasty rumors back at
Spurhorn, but their relationship has never
been anything but professional.

When Bescaylie realizes the PCs are
not Triaxian natives (she’s never seen
a human before), she cautiously tries
to establish communications with
them. First, she and Efrixes swoop
over the PCs at an altitude of 50

ad

BESCAVLIE

feet. This is a tense situation—
from Bescaylie’s and Efrixes’
perspective, the PCs are alien
creatures, and any mistaken
gesture, including drawing

weapons or casting spells (even

harmless magic like comprehend languages or tongues) has the
potential to trigger a fight. On the other hand, the PCs see
what appears to be a red dragon flying over them. Although
the coloration of dragonkin is not tied to alignment the
way true dragons’ colors are, alien visitors to Triaxus (such
as the PCs) might easily mistake the red-scaled dragonkin
for an evil red dragon and make unfortunate assumptions.
If the PCs’ reaction isn’t immediately hostile, the
dragonrider and dragonkin land at least 150 feet away.
Bescaylie makes a clear show of leaving her weapons behind
and then slowly approaches the PCs, hoping to establish
contact with them. Her initial attitude is indifferent, but
a successful DC 15 Diplomacy check (provided the PCs
can speak with her) is enough to make her friendly (see
Development, below).
If combat does break out, Efrixes
surges forward to protect Bescaylie at the
slightest hint of treachery from the PCs.
He attempts to put himself between her
and the PCs, using his breath weapon and
fending off attackers while she mounts
and they both take to the air to regain
their aerial advantage.

BESCAYLIE CR9
XP 6,400
Female Winterborn Triaxian
fighter (dragoon) 10
(Pathfinder RPG Ultimate
Combat 46 and see page 86)
LN Medium humanoid
(Triaxian)
Init +2; Senses low-light
vision; Perception +12
DEFENSE
AC 23, touch 13, flat-footed
21 (+10 armor, +1 deflection,

+2 Dex)

hp 109 (10d10+50)

Fort +13, Ref +8, Will +6 (+3 vs. fear)
Defensive Abilities bravery +3
OFFENSE

Speed 20 ft.

Melee +7 lance +18/+13 (1d8+9/x3) or
mwk spear +16/+11 (1d8+6/x3)
Ranged mwk composite longbow
+13/+8 (1d8+3/x3)

Special Attacks banner +2/+1, spear

training +2, spinning lance

TACTICS

During Combat When fighting from astride

Efrixes, Bescaylie charges an opponent with
Spirited Charge, soaring past with Ride-By Attack.




FINDING THE KEYS

once the PCs decipher the clues found within the Dancing
Hut, they must go in search of the keys Baba Yaga left behind
on Triaxus—one in the Dragon Legion aerie of Spurhorn,
the other in Ivoryglass, the palace of the dragon warlord
Yrax. Spurhorn is closest to the PCs” current location, so the

adventure assumes that the PCs will try to acquire the key
held there first, but there is no reason they couldn't first
go to Ivoryglass and then return to Spurhorn at the end of
the adventure. In this case, run Parts Three and Four first,
followed by Part Two, but bear in mind that you will likely
need to adjust the CR of many of the encounters in Parts
Two and Four to match the party’s APL at those points.

Morale Knowing she’s more useful to the Dragon Legion alive
than dead or captured, Bescaylie attempts to retreat if either
she or Efrixes is reduced to fewer than 50 hit points.

Special Attacks breath weapon (30-ft. cone, 9d6 fire damage,
Reflex DC 20 half, usable every 1d4 rounds)

TACTICS

During Combat Efrixes follows Bescaylie’s orders in combat,
alternating use of his breath weapon with melee attacks.

Morale Efrixes fights as long as Bescaylie does. If Bescaylie is
slain, Efrixes is overwhelmed with wrath and fights to the
death, focusing on killing her murderer.

STATISTICS

Str 22, Dex 15, Con 20, Int 11, Wis 12, Cha 17

Base Atk +10; CMB +17; CMD 29

Feats Combat Reflexes, Flyby Attack, Power Attack, Vital Strike,
Weapon Focus (bite)

Skills Bluff +16, Fly +13, Intimidate +16, Perception +14,
Stealth +11, Survival +14

Languages Draconic, Triaxian

sQ rider bond (Bescaylie)

Gear mwk glaive, exotic military saddle, saddlebags, trail
rations (2 weeks)

STATISTICS

SPECIAL ABILITIES

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

Base Atk +10; CMB +13; CMD 26

Feats Great Fortitude, Greater Weapon Focus (lance), Iron
Will, Lightning Reflexes, Mounted Archery, Mounted
Combat, Power Attack, Ride-By Attack, Skill Focus (Ride),
Spirited Charge, Toughness, Weapon Focus (lance), Weapon
Specialization (lance)

Skills Knowledge (engineering) +6, Knowledge (geography) +4,
Perception +12, Ride +17, Survival +8

Languages Draconic, Triaxian

$Q armor training 1, rider bond (Efrixes), seasoned

Combat Gear potions of cure light wounds (2), snapleaf't;
Other Gear +7 full plate, +1 lance, mwk composite longbow
(+3 Str) with 20 arrows, mwk spear, belt of giant strength +2,
cloak of resistance +1, ring of protection +1

XP 6,400

Male red dragonkin (Pathfinder Campaign Setting: Distant
Worlds 61)

LN Large dragon

Init +2; Senses darkvision 60 ft., low-light vision, scent;
Perception +14

DEFENSE

AC 23, touch 11, flat-footed 21 (+2 Dex, +12 natural, -1 size)

hp 115 (10d12+50)

Fort +12, Ref +9, Will +8

Immune dragon traits, fire, paralysis, sleep

OFFENSE

Speed 40 ft., fly 120 ft. (average)

Melee mwk glaive +16/+11 (2d8+9/x3), bite +11 (1d8+3) or
bite +16 (1d8+6), 2 claws +15 (1d6+6)

Space 10 ft.; Reach 10 ft. (15 ft. with glaive)

Rider Bond (Su) A dragonkin can form a permanent bond
with its rider. Once this bond is made, a dragonkin cannot
form another rider bond until its current rider dies. A
dragonkin and its rider can communicate with each other as
if they both had telepathy 100 ft. In combat, when a rider
is mounted on her dragonkin, both creatures roll initiative
separately and treat the highest result as their single result.

Development: If the PCs make friendly contact with
Bescaylie and can get past the language barrier, she can
answer many of the PCs’ questions regarding where they
are, the history and political status of the Drakelands and
the Skyfire Mandate, and the current situation at Spurhorn.
She has no knowledge of Baba Yaga, but if the PCs ask
about a two-headed eagle, Bescaylie can inform them that
Commander Pharamol, Spurhorn’s commanding officer,
has such a rare bird as a pet. Once Bescaylie has a sense
of the PCs’ natures, she asks if they are willing to help
the Dragon Legion besieged at Spurhorn. While she can’t
speak for her commander, she knows he values the lives
of the dragonriders and dragonkin serving under him
far more than a mere pet bird. If the PCs agree, Bescaylie
offers to guide them to a good vantage point where they
can view the siege for themselves and work out a way to get
past the attackers and into the fortress.

If the PCs capture Bescaylie and Efrixes, the two may
answer general questions about Triaxus, but they refuse
to give any information about the defenses or layout of
Spurhorn. If the PCs drive off or kill Bescaylie, the PCs should
encounter some local Triaxian herders or mountaineers.

These peasants are apprehensive of strangers, especially
aliens like the PCs, but they can provide the PCs with
general information about Triaxus and Spurhorn.




Alternatively, if you think the PCs are more likely
to join the Drakelands army besieging Spurhorn, they
can encounter one of the supply caravans bringing
provisions to the Drakelands encampments. The caravans
are guarded, but once the Triaxians driving the caravans
see that the PCs aren’t Dragon Legionaries or even native
Triaxians, they assume the PCs are either neutral or
allies of the besieging force and become reasonably open
to contact. The PCs can receive the same information as
above from these Triaxians but with a different bias: the
Drakelanders are recovering lands stolen by the wicked
Dragon Legion during the “Dragonbane War,” when the
evil Triaxian nations banded together and tried to wipe out
all of the noble true dragons. The caravan’s leader invites
the PCs to come with them and meet with the leader of the
Drakelands forces, General Malesinder.

Spurhornlies about 10 miles away from the Dancing Hut’s
current location, through trackless mountain terrain. On
foot, assuming an average speed of 30 feet, it takes most of
a day to reach the site of the besieged fortress.

Story Award: Award the PCs 12,800 XP if they successfully
establish peaceful communication with Bescaylie and
Efrixes without fighting them.

SPURHORN UINDER SIEGE

The Dragon Legion aerie of Spurhorn is an imposing
fortress perched high atop a large rocky crag in the Parapet
Mountains on the western edge of the Skyfire Mandate.
Currently, the fortress is under siege by an army from the
Drakelands, sent by the dragon warlord Yrax, Lord of the
Howling Storm. The Drakelands army outnumbers the
defenders by at least three to one, but the climb up the
steep cliffs surrounding Spurhorn makes an assault on
the fortress a difficult and bloody proposition. However,
the sheer size of the Drakelands army is enough to bottle
up Spurhorn’s defenders inside the fortress.

From the clues found in the Dancing Hut, the PCs should
be able to work out that the first of Baba Yaga’s keys, a two-
headed eagle, lies inside Spurhorn. The exact methods the
PCs use to acquire the key is up to them, but they have
three major options: helping defend Spurhorn from the
Drakelands army in exchange for the eagle; joining forces
with the Drakelands army attacking Spurhorn to take
the eagle; or avoiding both sides of the conflict to sneak
into Spurhorn and steal the eagle. Each of these options is
detailed below.

JOINING THE DEFENDERS

Spurhorn’s primary defenders are the Triaxian dragonriders
and dragonkin of the Dragon Legion, supplemented by
low-level soldiers (N Triaxian rangers 1), Dragon Legion
crossbowmen, and a detachment of winter oracles known

as ice seers. Commander Pharamol, the highest-ranking

TAKING ON AN ARMY

The siege of Spurhorn involves hundreds of soldiers and
allied monsters from both the Dragon Legion and the
Drakelands army. While the PCs are powerful, they are
greatly outnumbered, and it should be made clear that

single-handedly attacking either side won't break the
siege, and will likely get all of the PCs killed. Both armies
are familiar with common magical ploys such as invisibility,
and have defenses set against them. This doesn’t mean
that such approaches will automatically fail, but it should
be a challenge for even high-level characters to succeed.

officer stationed at Spurhorn, leads the troops, maintaining
discipline and upholding the noble traditions and ideals
of the Skyfire Mandate in the face of the enemy siege.

To join the defenders, the PCs must first get past the
attacking army to reach Spurhorn without coming under
attack from the aerie’s defenders. Once inside Spurhorn,
the PCs must convince Commander Pharamol and the
Dragon Legion that they are trustworthy allies who want
to help defend the fortress. If the PCs met and befriended
Bescaylie and Efrixes, the two legionaries can help the
PCs get into Spurhorn, though they’ll still likely have
to face some of the attacking army on their way in. See
Getting into Spurhorn on page 18 for more details on how
the PCs can join the defense of Spurhorn.

JOINING THE ATTACKERS

Most of the army besieging Spurhorn is made up of frost
drakes and Triaxian barbarians from the Drakelands,
with smaller detachments of cryohydras, dracolisks, and
dragonkin. The army is split between three encampments,
each positioned about a third of'a mile away from Spurhorn
to the north, southwest, and southeast. Aerial frost drake
patrols keep watch on Spurhorn and the surrounding area,
while summoned ceustodaemons guard the encampments
and keep a sharp eye out for magically disguised spies
or invisible attackers. A silver dragonkin named General
Malesinder commands the Drakelands army from the
southeastern encampment. If the PCs want to join the
attacking army, they must make their way to one of the
three camps of the Drakelands army. See The Drakelands
Encampments on page 26 for details on how the PCs can
join the siege of Spurhorn.

SNEAKING INTO SPURHORN

The PCs’ third option is to attempt to sneak into Spurhorn
and steal the key without joining either Spurhorn’s
defenders or the Drakelands attackers. The PCs can avoid
local politics by taking this route, but they will still have to
fight members of both the Dragon Legion and the attacking




USING THE DANCING HUT

In “Maiden, Mother, Crone,” the players were able to use
the Dancing Hut as a weapon against a horde of frost giants,
even though the PCs were likely not directly in control of
the artifact. By this point in their careers, however, the PCs
might well be able to command the hut (see area A8 for

how this can be accomplished). While the PCs can certainly
use the Dancing Hut as a means of transportation from place
to place, the ruggedness of the terrain around many of the
locations in this adventure (the sheer cliffs around Spurhorn,
the depths of the Rimekeening Crevasse, and the glacier
surrounding Ivoryglass) mean that the PCs cannot simply
have the hut fight all their battles for them while on Triaxus.

Drakelands army before they can make off with their prize.
See Stealing the Key on page 27 for details on this strategy.

GETTING INTO SPURHORN

The Dragon Legion is vigilant in its defense of Spurhorn.
Dragonriders mounted on dragonkin patrol the air close
to the aerie, and Dragon Legion crossbowmen and ice
seers patrol the walls. The ice seers maintain a constant
vigil from strategic vantage points around Spurhorn, and
possess the ability to see clearly through snowstorms (with
snow sight) and the ability to see invisible creatures (with
invisibility purge). Lastly, Spurhorn itself possesses intrinsic
defenses against teleportation. But Spurhorn’s defenders
are not the only obstacles to safely getting inside the aerie.
The Drakelands army also regularly patrols both the air and
ground approaches to Spurhorn, and anyone approaching
the fortress will likely have to deal with these patrols.

Because of the sheer cliffs surrounding Spurhorn and
the besieging army encircling the fortress, the two most
likely ways of entering Spurhorn are via dimensional
travel or flight.

Dimensional Travel: If the PCs discuss using dimensional
travel such as teleport or similar spells to enter Spurhorn,
Bescaylie warns them that Spurhorn has some form of
protection against teleportation, but she knows no more
than that. In fact, ancient wards inscribed into Spurhorn’s
foundations divert teleporting intruders into a secret,
guarded room deep beneath the fortress that has been long
forgotten and is unknown to the aerie’s current defenders.
The wards are a series of permanent teleport traps (Pathfinder
Campaign Setting: The Inner Sea World Guide 296) that cover
the entire area of Spurhorn out to a distance of 200 feet
from the outer walls. This effect redirects all forms of
teleportation into or out of this area, regardless of the
intended destination. A creature attempting to teleport into
or out of Spurhorn can resist the effect with a successful
DC 20 Will save—if'successful, the creature doesn't teleport

at all, but the teleport effect is still consumed. On a failed
save, the creature teleports directly to area B45in Spurhorn.
A successful DC 2y Knowledge (arcana) check allows the
creature to identify the presence of the teleport trap, but
doesn’t reveal the destination of the diversion. Note that
other forms of dimensional travel, such as ethereal jaunt,
shadow walk, or other non-teleportation spells, are not
affected by Spurhorn’s teleport traps.

Flight: Flying is the most obvious way to get into
Spurhorn without having to battle through an army. If the
dragonrider Bescaylie is with the PCs, she recommends
that they make the attempt during the day, as any force
approaching at night is likely to be mistaken for a
Drakelands surprise attack by the defenders on the
walls. Bescaylie also warns that any invisible creatures
approaching the aerie will be considered hostile by the
crossbowmen defending Spurhorn’s walls.

If the PCs attempt to fly into Spurhorn, they encounter
a succession of three aerial Drakelands patrols, though
some of these patrols can be avoided depending on the PCs’
actions. If all of the PCs are invisible, they automatically
avoid Patrol 1. Ifall of the PCs can fly at a speed greater than
6o feet, they can avoid Patrols 1 and 2. If the PCs approach
Spurhorn at night, they automatically avoid Patrol 3. Once
the PCs are past the patrols, however, they must face
Spurhorn’s defenders as well (see The Walls of Spurhorn
on page 20).

PATROL 1: FROST DRAKES (CR 10)

Creatures: This patrol is made up of three frost drakes
patrolling the aerial approaches to Spurhorn. The drakes
fly to investigate and intercept any visible creatures
heading toward the fortress.

FROST DRAKES (3) CR7

XP 3,200 each

hp 84 each (Pathfinder RPG Bestiary 2 108)

TACTICS

During Combat The drakes use their breath weapons as soon
as they are in range, and use their speed surges to move and
make full attacks in the same round, or to pursue fleeing foes.

Morale A drake breaks off the attack if reduced to fewer than
20 hit points.

Story Award: If the PCs manage to avoid or evade this
patrol, award them 9,600 XP, as if they had defeated the
patrol in combat.

PATROL 2: CEUSTODAEMONS (CR 10)

Creatures: Triaxian priests of Dahak loyal to Yrax have
cast planar ally spells to summon greater ceustodaemons
to reinforce the Drakelands army. More easily pressed

into service as guardians than others of their kind,




these daemons watch over the Drakelands encampments

as well as patrol the environs surrounding Spurhorn.
The ceustodaemons have orders to attack any invisible
creatures approaching either the encampments or the
besieged fortress. As soon as the ceustodaemons spot
intruders, invisible or otherwise, they cast fly and move
to intercept, using dimension door to catch up to distant
opponents if necessary.

GREATER CEUSTODAEMONS (3) C(R7

XP 3,200 each

Advanced ceustodaemon (Pathfinder RPG Bestiary 2 65, 292)

hp 84 each

TACTICS

During Combat The daemons cast dispel magic, hold monster,
or slow to hinder and delay intruders. Once in range, they
use their breath weapons, then close to melee range to
attack with teeth and claws.

Morale Bound to serve the Drakelands army, the daemons
fight to the death.

Story Award: If the PCs manage to avoid or evade this
patrol, award them 9,600 XP, as if they had defeated the
patrol in combat.

PATROL 3: DRAGON AND SORCERER (CR 11)

Creatures: A Drakelands sorcerer and a brass dragonkin
attempt to intercept anyone approaching Spurhorn. The
sorcerer casts fly as soon as enemies come in sight, and
haste to catch up to faster foes. This patrol engages
opponents approximately 200 feet from Spurhorn’s walls.

DRAKELANDS DRAGONKIN CR9

XP 6,400

CE brass dragonkin (see page 16)

hp 115

Immune fire

Special Attacks breath weapon (60-ft. line, 9d6 fire damage)

TACTICS

During Combat The dragonkin tries to catch as many enemies
as possible in the line of its breath weapon, then flies into
melee combat, using Flyby Attacks if possible.

Morale The dragonkin breaks off pursuit if reduced to fewer
than 60 hit points.

DRAKELANDS SORCERER (R9
XP 6,400
Winterborn Triaxian sorcerer 10 (see page 86)
CE Medium humanoid (Triaxian)
Init +6; Senses low-light vision; Perception +11
DEFENSE
AC 24, touch 13, flat-footed 22 (+4 armor, +1 deflection, +2 Dex,
+3 natural, +4 shield)

hp 92 (10d6+55)

Fort +9, Ref +9, Will +12

Resist cold 10

OFFENSE

Speed 30 ft.

Melee heavy mace +6 (1d8+1)

Ranged mwk light crossbow +8 (1d8/19-20)

Special Attacks breath weapon (30-foot cone, 10d6 cold,

DC 18, 1/day), claws (2, 1d6+1, treated as magic weapons,

6 rounds/day)

Sorcerer Spells Known (CL 10th; concentration +13)

5th (3/day)—cone of cold (DC 18)

4th (5/day)—fear (DC 17), shout (DC 17), wall of fire

3rd (7/day)—dispel magic, fly, haste, lightning bolt (DC 16)

2nd (7/day)—false life, flurry of snowballs"™ (DC 15), resist
energy, scorching ray, see invisibility

1st (7/day)—burning hands (DC 14), mage armor, magic
missile, obscuring mist, shield, snowball’®™ (DC 14)

0 (at will)—acid splash, bleed (DC 13), flare (DC 13), light,
mage hand, message, ray of frost, resistance, touch of
fatigue (DC 13)

Bloodline draconic (white)

TACTICS

Before Combat The Drakelands sorcerer casts false life and
mage armor every day, and casts shield before combat.

During Combat The sorcerer stays out of melee combat, using
his spells to support the dragonkin and damage opponents.

He casts see invisibility to reveal invisible foes and dispel

magic on those using magical flight, and uses his breath

weapon against any approaching enemies.
Morale The sorcerer retreats if he is reduced to fewer than

50 hit points.

STATISTICS

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

Base Atk +5; CMB +6; CMD 19

Feats Combat Casting, Elemental Spell (cold)**¢, Eschew
Materials, Great Fortitude, Improved Initiative, Iron Will,
Lightning Reflexes, Toughness

Skills Fly +10, Perception +11

Languages Draconic, Triaxian

$Q bloodline arcana (energy spells that match bloodline energy
deal +1 damage per die), seasoned

Combat Gear necklace of fireballs (type Il), potion of

cure serious wounds, scroll of dimension door, scroll of

whispering wind; Other Gear heavy mace, mwk light

crossbow with 20 bolts, amulet of natural armor +1, cloak
of resistance +2, ring of protection +1

Development: Any character who moves within 120
feet of Spurhorn during this encounter comes into range
of Spurhorn’s defenders. These crossbowmen fire on any
seemingly hostile creatures, including the PCs (see The

Walls of Spurhorn on page 20).




Story Award: If the PCs manage to avoid or evade this
patrol, award them 12,800 XP, as if they had defeated the
patrol in combat.

THE WALLS OF SPURHORN (CR 11)

Creatures: Spurhorn’s defenders line the walls of the
fortress, ready to attack any approaching creatures they
don’t recognize. Equipped with a lantern of revealing that
negates all forms of invisibility within 25 feet, the defenders
consider any invisible creature an enemy. At night, hooded
lanterns on the walls provide normal light within 30 feet
and dim light within 6o feet. As the PCs approach the
aerie, four Dragon Legion crossbowmen open fire on
them, assuming they are part of the Drakelands army
besieging Spurhorn.

If Bescaylie or Efrixes is with the PCs, they call out a
pass phrase when they get within 6o feet of the parapets,
and the crossbowmen break off their attack. If the PCs are
by themselves, their best chance of getting into Spurhorn
alive is to immediately surrender as soon as they land
within the fortress. Alternatively, the PCs can attempt to
persuade the crossbowmen that they are allies, provided
they have some way to communicate with the aliens (see
Arriving at Spurhorn on page 24).

DRAGON LEGION CROSSBOWMEN (4) C(R7

XP 3,200 each

Winterborn Triaxian fighter 8 (see page 86)

LN Medium humanoid (Triaxian)

Init +4; Senses low-light vision; Perception +12

DEFENSE

AC 20, touch 14, flat-footed 16 (+6 armor, +4 Dex)

hp 80 each (8d10+32)

Fort +9, Ref +6, Will +6 (+2 vs. fear)

Defensive Abilities bravery +2

OFFENSE

Speed 30 ft.

Melee mwk longsword +10/+5 (1d8+1/19-20)

Ranged +7 heavy crossbow +15/+10 (1d10+4/17-20)

Special Attacks weapon training (crossbows +1)

TACTICS

During Combat The crossbowmen focus their fire on creatures
closest to reaching the walls, using Deadly Aim and Rapid
Shot if possible.

Morale The crossbowmen fight to the death to defend Spurhorn.

STATISTICS

Str 12, Dex 18, Con 16, Int 10, Wis 14, Cha 8

Base Atk +8; CMB +9; CMD 23

Feats Crossbow Mastery**¢, Deadly Aim, Improved Critical
(heavy crossbow), Iron Will, Point-Blank Shot, Precise Shot,
Rapid Reload (heavy crossbow), Rapid Shot, Weapon Focus
(heavy crossbow), Weapon Specialization (heavy crossbow)

Skills Climb +7, Knowledge (engineering) +7, Perception +12

Languages Triaxian

$Q armor training 2, seasoned

Combat Gear potion of cure moderate wounds, alchemist’s fire (2);
Other Gear mwk breastplate, +7 heavy crossbow with 40 bolts,
mwk longsword, belt of incredible dexterity +2, 41 gp

Story Award: If the PCs manage to get inside Spurhorn
without fighting the crossbowmen, award them 12,800 XP,
as if they had defeated the crossbowmen in combat.

SPURHORN

Built for the dragonriders and dragonkin of the Dragon
Legion, the aerie fortress of Spurhorn has no ground level
entrances, and no paths or roads climb up the steep mountain
that supports it. The icy cliffs beneath Spurhorn are 120 feet
high, and require successful DC 20 Climb checks to scale.

Spurhorn has the following features unless otherwise
noted. Doors are made of stone (hardness 8, hp 6o, break
DC 28) and are usually left open to allow for swift relocation
of troops during the siege, but can be barred with iron
bars (break DC 30) or locked (DC 25 Disable Device check)
if needed. Interior passageways are 15 feet high, and most
interior rooms are 20 feet high. Everburning torches in
sconces throughout the fortress provide light in the dark
Triaxian winter.

Most of Spurhorn’s rooms are built underground; its
aboveground walls, towers, and central keep were built
primarily for defense. While Spurhorn contains numerous
rooms, not all of them are vital to the adventure. Certain
areas warrant additional detail and are described after the
room summary.

B1. Outer Walls: Spurhorn’s outer walls are 30 feet high
and 10 feet thick. Slick with ice, they require a successful
DC 35 Climb check to scale. The walls are crenellated, and
groups of four Dragon Legion crossbowmen regularly
patrol the battlements.

B2. Bastion: Eight of these squat towers protrude from
Spurhorn’s outer walls. Forty feet tall, each bastion has two
floors aboveground, equipped with arrow slits on all sides.
Each bastion has a crenellated roof and holds two light
ballistae, one heavy ballista, and one firedrake (Pathfinder
RPG Ultimate Combat 161), usually covered to protect them
from the weather. Doors provide access to the tops of the
outer walls (area B1) and interior stairs lead down to the
bastion armories (area Bis). Ten Triaxian soldiers serve as
crews for the siege engines on each bastion.

B3. Courtyard: This wide, open area is used for
mustering the troops. Its large paving stones are currently
buried beneath several feet of snow.

B4. Blockhouse: These squat, solidly built stone
structures contain stairs leading to Spurhorn’s lower level.

Bs. Keep: Five towers flank Spurhorn’s pentagonal

central keep. The keep is 30 feet tall, the four western towers
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are 4o feet tall, and the eastern tower (the “Lord’s Tower”)

is 60 feet tall. At ground level, the keep is a solid stone
block. Ten feet above the courtyard to the northeast and
southeast, huge 20-foot-wide doors open onto a sloping
flight ramp that leads down to the assembly hall (area B38)
on the lower level, allowing for quick deployment of flying
dragonkin. These doors are 8 inches thick and kept barred
(hardness 8, hp 120, break DC 30).

B6. Tower Armory: These rooms, at the bottom of the
keep’s central towers, store armor and weapons, all of
normal make, for Spurhorn’s defenders.

By. Guest Quarters: These chambers contain spare but
comfortable furnishings for visitors to Spurhorn. If the
PCsjoin the fortress’s defense, they are housed in this area.

B8. Private Garden: This garden is a refuge of quiet and
solitude for Spurhorn’s commander and visiting guests.
Built on the roof of the keep, the garden is open to the sky
above and is currently buried under several feet of snow.

Bg. Tower Guard Post: Six Triaxian soldiers are posted
in each of these guardrooms. Stairs lead up to trap doors
in the towers’ crenellated roofs.

B1o. Guard Quarters: The guards stationed in the tower
guard posts (area Bg) are quartered in these rooms, each of
which includes a small storeroom under the stairs.

B11. Conference Room: This room contains a long table
and comfortable seating for around 20 humanoids or
dragonkin. Commander Pharamol holds his war councils
here. A door to the west leads to the private garden (area
B8), and stairs climb to the commander’s office (area B12).
A small storeroom under the stairs holds extra furniture,
rugs, tapestries, and other decorations.

B12. Commander’s Office: This area is detailed below.

B13. Commander’s Quarters: This area is detailed below.

B14. Lord’s Tower Parapet: The crenellated roof of the
Lord’s Tower contains a secret trap door that leads down
to the commander’s quarters (area B13). Only Commander
Pharamol and a few of his higher ranking officers know of’
the existence of this door, which requires a successful DC
35 Perception check to find from this side.

B1s. Bastion Armory: These rooms hold ammunition
for the siege engines atop the bastion’s roofs (area B2), as
well as additional weapons for Spurhorn’s defenders.

B16. Access Stairs: These stairways lead up to the
blockhouses (area B4) in the courtyard above.

B17. Workshop: The chambers hold tools and supplies
used for the maintenance and repair of the fortress and
its equipment.

B18. Smithy: Several forges for the crafting and repair of
armor and weapons are located in this chamber. Chimneys
in the blockhouse above the smithy provide ventilation for
the forges.

B1g. Storeroom: These storerooms hold a wide variety

of tools and raw materials, including cloth, fur, leather,

metals, and wood. Firewood (in the summer) and coal (in
the winter) for the fortress’s fireplaces, ovens, and stoves
are also stored in these rooms.

B2o. Barracks: The majority of Spurhorn’s soldiers,
including the crossbowmen and dragonriders, are
quartered in these large rooms, which are filled with
rows of bunk beds.

B21. Officers’ Quarters: Spurhorn’s officers share these
quarters next to the troops under their command.

B22. Common Room: This large chamber contains
a number of tables and seating for both Triaxians and
dragonkin. Members of Spurhorn’s garrison congregate
here when off duty, maintaining their gear, playing games,
or just relaxing and socializing.

B23. Mess Hall: Spurhorn’s defenders eat in this large
hall filled with long tables and bench seating.

B24. Kitchen: A small army of servants prepares meals
for Spurhorn’s garrison here. Chimneys in the blockhouse
above the kitchen provide ventilation for the large ovens
along the south wall.

B2s5. Food Storage: These rooms store all manner of
preserved foodstuffs to see Spurhorn’s garrison through
the winter or long sieges.

B26. Laundry: Servants clean the fortress’s linens and
the garrison’s clothes in this room.

B2j7. Servants’ Quarters: Spurhorn’s large staff of
servants (N Triaxian commoners 1) are housed in these
rooms. These servants perform a variety of mundane tasks
in the fortress such as cooking and cleaning, but they do
not take part in its defense.

B28. Seneschal’s Quarters: The blue dragonkin Nevra (see
page 25) occupies these quarters. As Spurhorn’s seneschal,
she oversees all of the aerie’s servants and support staffand
manages the fortress’s supplies and daily upkeep.

B2g. Baths: These chambers contain communal baths for
both Triaxians and dragonkin. Large stoves heat the chill
water from the cistern (area B30) to comfortable temperatures.

B3o. Cistern: Rainwater and snowmelt collect in this
subterranean chamber, which is the only source of fresh
water in the aerie.

B31. Armory: This large, central room contains mundane
weapons and armor for Spurhorn’s garrison, as well as
crates full of arrows and crossbow bolts.

B32. Infirmary: Priests of Apsu care for wounded
soldiers in these chambers.

B33. Medical Storeroom: Herbs and medical supplies
for the infirmary are stored here, including 10 potions of
cure light wounds, six potions of cure moderate wounds, and two
potions of cure serious wounds.

B34. Chapel: A large statue of a dragon in flight
dominates this small shrine dedicated to Apsu the
Waybringer, god of the metallic dragons. Apsu is the
patron deity of the Dragon Legion, and many legionaries
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and dragonkin are his faithful followers. Six priests of
Apsu (LG dragonkin or Triaxian cleric 5) tend the chapel.

B3s5. Priests’ Quarters: The half-dozen priests of Apsu
stationed at Spurhorn who oversee the infirmary (area
B32) and chapel (area B34) share these chambers.

B36. Hall of Remembrance: Paintings, plaques, and
small statues honor past heroes of the Dragon Legion in
this gallery.

B37. Guard Post: Two pairs of dragonriders and
dragonkin, as well as four Dragon Legion crossbowmen,
staff this guard post at all times.

B38. Assembly Hall: The dragonriders and dragonkin
of the Dragon Legion assemble in this chamber below
the flight ramp for sorties out of Spurhorn’s central keep
(area Bs).

B39. Dragonkin Armory: Weapons and riding tack for
the Dragon Legion’s dragonkin are stored in this chamber.

Bgo. Training Hall: Members of Spurhorn’s garrison
keep their fighting skills honed through regular practice
bouts and training sessions in this large hall.

B41. Dragonkin Officers’ Quarters: Spurhorn’s dragonkin
officers are housed in these quarters.

B42. Dragonkin Barracks: The rank-and-file dragonkin
of Spurhorn’s Dragon Legion are quartered in these
large rooms.

B43. Jailer’s Guard Post: Two Triaxian soldiers are
usually posted here, but if the PCs have been captured, two
Dragon Legion crossbowmen and an ice seer are assigned
to guard the prisoners. The guards hold the keys for the
cells in area B44.

Bg4. Jail: Spurhorn’s jail holds cells for both Medium
and Large creatures. The cells are currently empty, but if
the PCs have been captured, they are stripped of their gear
and imprisoned here. The cell doors are made of'iron bars,
and equipped with good locks (hardness 10, hp 60, break
DC 28, Disable Device DC 30). A stairway at the far southern
end of the jail leads to the teleport trap chamber (area B4s),
but the stairs were blocked off and bricked over long ago,
and a successful DC 40 Perception check is required to
discover the passage. Once the passage is found, it is easy
to pry away the brittle mortar and break open the wall.

Bgs. Teleport Trap: This area is detailed on page 24.

B46. Ice Seers’ Barracks: The Dragon Legion’s ice seers
stationed at Spurhorn are quartered in these rooms.

B47. Library: All of Spurhorn’s garrison has access to this
library, which contains books on a wide variety of topics,
from popular fiction to military strategy and theory.

B48. Archive: The books and scrolls filling the shelves
in this chamber contain a complete history of the Dragon
Legion and the Skyfire Mandate, with a focus on the
holdings of the Parapet Mountains, as well as ledgers and
records detailing the settlements and inhabitants of the

holding of Spurhorn.

B12. COMMANDER’S OFFICE

This room contains a neat and orderly writing desk and comfortable
armchairs, sized for both humanoids and dragonkin. A map of
Spurhorn and the surrounding area is spread out on the desk.
Several bookcases line the curving southern wall between glassed-
in arrow slits, where a large map of a mountainous region also hangs.

The doors to this room are normally kept locked
(hardness 8, hp 60, break DC 28, Disable Device DC 30);
Commander Pharamol and Amerenth carry the only keys.
The map on the desk details all of Spurhorn’s rooms as
well as the positions of the Drakelands army and their
encampments outside the fortress. The large map on
the wall depicts the border region between the Skyfire
Mandate and the Drakelands; the locations of both
Spurhorn and Ivoryglass are marked on this map.

Commander Pharamol manages the daily operations
of Spurhorn and administration of its holding from this
office. Currently, he is also organizing and directing
Spurhorn’s defense from here. If not resting or sleeping
in area B13, Commander Pharamol can usually be found
here working, or patrolling the fortress and keeping up
the morale ofhis troops, his dragonkin partner Amerenth
never far from his side.

Treasure: Pharamol’s desk holds a platinum holy symbol
of Apsu (worth 500 gp), a cherished gift from his dragonkin
partner Amerenth. In addition, a locked chest in the room
(Disable Device DC 30) contains the Dragon Legion’s payroll
and funds for Spurhorn’s upkeep, totaling 15,000 gp.

B13. COMMANDER’S QUARTERS (CR 12)

This tidy bedroom contains both an oversized canopied bed and
a simple sleeping pallet, as well as wardrobes, chairs, and other
furnishings. Tapestries cover the narrow windows and thick
carpets line the floor. A large birdcage covered with a pale cloth
stands next to the eastern window.

Commander Pharamol and his dragonkin partner
Amerenth sleep in these quarters. The door to the south
leads to Pharamol’s office (area B12) and is normally kept
locked (hardness 8, hp 60, break DC 28, Disable Device
DC 30); Pharamol and Amerenth carry the only keys. Close
to the north wall, a secret trap door in the ceiling leads
to the parapet of the Lord’s Tower (area Bi4). The trap
door can be discovered with a successful DC 25 Perception
check. A 25-foot-long folding ladder stands against the
wall nearby, hidden behind a tapestry (Perception DC 15
to notice).

Creatures: During the evening, Commander Pharamol
and his dragonkin partner Amerenth can usually be found
resting here. If alerted to intruders, the two assume the




PCs are assassins or spies and raise the alarm as they fight
to defend themselves.

AMERENTH CR9
XP 6,400

Female gold dragonkin (see page 16)

hp 115

COMMANDER PHARAMOL CR 11

XP 12,800
hp 118 (see page 58)

Treasure: The birdcage next to the window holds a two-
headed eagle, one of the two keys left on Triaxus by Baba
Yaga that will take the Dancing Hut to its next destination.
Aside from having two heads, the bird is in all ways a
normal eagle (Pathfinder RPG Bestiary 118). If the PCs steal
the eagle, it recognizes the mantle of the Black Rider that
they bear and goes with them peacefully and quietly. See
Stealing the Key on page 27 if the PCs take the bird and
then need to escape Spurhorn.

Development: If Pharamol and Amerenth raise the
alarm, guards on duty elsewhere in the keep rush to aid
their commander. These reinforcements are likely to
arrive after the fight is over, but if the PCs tarry too long,
they could well have to face even more defenders.

B45. TELEPORT TRAP (CR 13)

The smell of death hangs heavily in the stale air of this disused
square stone chamber. The decomposing corpses of a Triaxian
and a frost drake lie crumpled on the floor, the thick dust around
them showing signs of recent and violent disturbance. A sealed
stone portal stands in the western wall, long lines of script
engraved above it.

Long forgotten by the aerie’s current inhabitants, this
30-foot-high chamber is the diversion destination of the
teleport trap wards around Spurhorn (see page 18). While it is
common knowledge in the Dragon Legion that teleportation
into or out of Spurhorn is impossible, the details of why this
is true have been lost to time. These days, a Dragon Legion
spellcaster wishing to teleport to Spurhorn normally
teleports to a spot well outside the fortress, then enters
by more conventional means. The dead Triaxian was a
Drakelands sorcerer ordered to test Spurhorn’s defenses
several weeks ago. He teleported in with a frost drake escort
and was slain by the room’s guardian.

The door is a solid block of granite 10 feet in diameter
and 18 inches thick (hardness 8, hp 270), weighing over
20,000 pounds. The script above the door is written in an
archaic form of Triaxian using draconic characters. A PC

who succeeds at a DC 30 Linguistics check (a character who

speaks either Draconic or Triaxian gains a +2 circumstance

bonus on this check) or magic such as comprehend languages
can decipher the writing, which reads, “We must never
forget the sacrifice of the Great Ones. Honor the fallen by
naming the first and the last.” This is a reference to four
of the Dragon Legion’s greatest champions of the War of’
Heroes: the dragonrider Aernon and the dragonkin Vayus,
the first casualties of the war; and the dragonrider Nurylae
and the dragonkin Zentar, who were the last to die before
victory was achieved. These four names are the password
used to command the room’s guardian to open the portal.

If Bescaylie or another Dragon Legionary is with the
PCs, she automatically knows the answer. Otherwise
the PCs will likely have to use divination magic such as
contact other plane, divination, or legend lore, or perhaps the
Drakelands sorcerer’s scholar’s ring (see Treasure, below), to
discover this information.

Creature: A 15-foot-tall iron golem sculpted to resemble
a dragon-headed humanoid stands against the west wall,
ominously clear of dust. Created long ago as an ever-
vigilant guardian, the golem does not automatically attack
creatures entering the room. Instead, it waits for the
correct password to open the stone portal, the only exit
from the chamber. If intruders attempt to open the portal
themselves, damage anything in the chamber, or attack,
the golem attacks. The golem fights until destroyed or
until there are no intruders left in the room.

IRON GOLEM CR 13
XP 25,600
hp 129 (Pathfinder RPG Bestiary 162)

Treasure: The corpse of the Drakelands sorcerer still
wears some its equipment, including an amulet of natural
armor +2, a cloak of elvenkind, and a scholar’s ring (Ultimate
Equipment 177). At your option, the corpse could also be
carrying a few scrolls containing new spells—spells that
might be common on Triaxus, but that are rare or even
unheard of on Golarion.

Development: If the PCs give the golem the correct
password, it opens the stone portal, dragging the giant
stone block out of the way. Once alone in the chamber,
the golem reseals the portal. A short flight of stone stairs
beyond the portal ends at a brick wall at the top. The mortar
between the bricks is ancient and brittle, and breaking a
hole in the wall isn't difficult. Spurhorn’s jail (area B44) lies
on the other side of the wall, though it is currently empty.

ARRIVING AT SPURHORN

Once inside Spurhorn, the PCs need to convince the
Dragon Legion that they are trustworthy allies who want
to help defend the fortress. The defenders’ reaction to the
PCs depends largely on whether Bescaylie or Efrixes are
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accompanying them. The defenders know the dragonrider
and dragonkin, and after briefly confirming their identities,
the defenders welcome them home with a cheer. If Bescaylie
vouches for the PCs, they are admitted into Spurhorn. The
PCs are quartered in the guest quarters (area By) until
Spurhorn’s commanding officer, Commander Pharamol,
can meet with them the next morning.

Ifthe PCs arrived without Bescaylie, they must convince
the Dragon Legion of their good intentions. Fighting
the massed defenders of Spurhorn
at this point would be fatal; the ""‘“‘{-‘5
dozens of dragonkin and scores of o
archers surrounding them should '
convince the PCs that diplomacy or
surrender is the best option. The
defenders have an initial attitude
of hostile; a successful DC 29
Diplomacy check is required to
make them indifferent. The PCs
gain a +2 circumstance bonus
on this check for each enemy the
defenders saw them slay on their
flight into Spurhorn. If the PCs
fail this check, or if they surrender
upon arriving at Spurhorn, they are
stripped of their weapons and magic
items and imprisoned in area B44. Two
Dragon Legion crossbowmen and an ice seer
(see page 23) are posted outside their cells until
the council meeting the following morning.

Councit MEETING
The morning after the PCs’ arrival at Spurhorn, Commander
Pharamol calls a council of the Dragon Legion’s senior
officers in the conference room (area Bix). If the PCs arrived
peacefully, they are invited to attend. If they were taken
prisoner, they are escorted to the meeting under guard.
Besides Commander Pharamol and his dragonkin
partner Amerenth, eight officers of the Dragon Legion, both
Triaxian and dragonkin, are present, as well as Bescaylie and
Efrixes, if they accompanied the PCs into Spurhorn. These
officers are detailed below, along with roleplaying notes
and their initial attitudes toward the PCs. Commander
Pharamol is fully detailed in the NPC Appendix on page 58.
Amerenth (LN female gold dragonkin): Amerenth is
Commander Pharamol’s bonded partner. While Pharamol
is officially Spurhorn’s commander, in reality, Amerenth
shares many of the post’s duties and responsibilities with
him. Amerenth remains quiet throughout the council
meeting, letting Pharamol speak for the both of them.
Calissus (NG female white dragonkin): Calissus is heavily
adorned with jewelry and carries a masterwork guisarme.

She has a quiet voice and is a calm and patient presence on

the council, but she is initially undecided about the PCs.
Calissus is bonded with the dragonrider Sumira (see below).

Herjan (N male black dragonkin): Herjan is a veteran of
many battles, and his head bears the scars to prove it. He
carries his own lance and is bonded with the dragonrider
Zusk (see below). Herjan is gruffand pragmatic, and seems
bored by the proceedings, but he is initially suspicious of
the PCs.

Jarilne (LG female Winterborn Triaxian oracle 10): Almost
blind, with her white body fur turning

gray, Jarilne is the oldest legionary
in Spurhorn. She leads the ice seers
of the Dragon Legion, and her
wisdom is greatly respected by the
council. Although she is favorably
disposed toward the PCs, she
seeks confirmation of her initial
feelings with probing questions
and insightful commentary.
Nevra (NG female blue dragonkin):
Armed with a masterwork glaive,
Nevra is a beautiful dragonkin
with a slim neck and sleek body.
One of only a few dragonkin in
Spurhorn without a bonded partner,

Nevra serves as the aerie’s seneschal,
though she would love to find the right
person to bond with and give up her mundane
responsibilities inside Spurhorn’s walls for the
thrill of battle and adventure in the open air.
Nevra is open and curious about the PCs, and responds
favorably toward them.

Sumira (NG female Winterborn Triaxian fighter 8):
Sumira is the bonded rider of the dragonkin Calissus (see
above). She dresses in immaculate white armor, matching
her dragonkin’s scales. She is passionate and inquisitive,
and is initially sympathetic to the PCs’ position.

Talsune (N male copper dragonkin): Talsune has large
horns and thickly ridged shoulders, and wields a masterwork
greatsword in combat. He is intent and determined, and
listens carefully to the PCs before he makes up his mind
about them. Talsune is currently without a bonded rider;
his last partner, Grithis, died in battle a few months ago,
and Talsune feels at least partially responsible for her
death. Although he has not yet chosen a new rider to bond
with, Talsune is slowly coming to grips with the loss of
Grithis and may soon start looking for a new partner.

Thronull (LN male Winterborn Triaxian fighter 8):
Wiry and balding, Thronull is not a dragonrider, Instead,
he commands Spurhorn’s crossbowmen. A veteran of the
Dragon Legion, Thronull is well respected by the other
officers. Thronull is logical and a natural skeptic, and is
initially suspicious of the PCs.




Zusk (N male Winterborn Triaxian fighter 8): Zusk is
a muscular Triaxian with short, grizzled body fur. The
bonded rider of the dragonkin Herjan (see above), Zusk
is confident and insistent, but he respects bravery. Like
Herjan, he is suspicious the PCs, but he wants to hear what
they have to say to confirm his initial opinion.

Once everyone is assembled, Commander Pharamol asks
the PCs to state their case, then tells his officers to question
the PCs and give their opinions before he make a decision.
The PCs need to convince Commander Pharamol and
Spurhorn’s officers that they are willing to help defend the
aerie and would be trustworthy allies.

Nevra and Sumira are initially friendly toward
the PCs, eager to hear their story, while
Herjan, Thronull, and Zusk are distrusting
and antagonistic. The rest of the officers are
undecided. To gain further understanding
of the PCs and their motivations in offering to
defend Spurhorn, the officers question the
PCs about their place of origin, their
presence on Triaxus (and specifically,
in the Skyfire Mandate), their
experiences, and their objectives.

To convince the council of their
good intentions, the PCs must
succeed at a total of three Bluff,
Diplomacy, or Intimidate checks
(at least one of these checks must be a
Diplomacy check). The DC of these checks
is 23 (28 if the PCs were brought into Spurhorn as
prisoners). Each failed check increases the DC of the next
check by 5. Only one PC can attempt each check, but other
PCs can aid another. If present, Bescaylie can also speak on
the PCs’ behalf, granting the PCs a +2 circumstance bonus
on one Diplomacy check. This is primarily a roleplaying
encounter; give the PCs the opportunity to state their case,
and use the NPCs to guide the discussion before asking
for skill checks. Particularly good roleplaying may, at your
option, add additional bonuses to the checks.

If the PCs succeed at all three checks, Commander
Pharamol and his officers agree to accept the PCs’ help
and welcome them to the ranks of Spurhorn’s defenders.
The PCs are assigned to the guest quarters (area By) for
the duration of their stay. If asked, Commander Pharamol
agrees to turn over his two-headed eagle to the PCs in
exchange for their help once the siege is lifted. The bird is
a rare and valuable pet, but it is a small price to pay for the
aid of powerful allies against the superior numbers of the
besieging Drakelanders. None of Spurhorn’s officers have
heard of Baba Yaga (Commander Pharamol received the
eagle as a gift from a village under his protection, and has
no idea of its function as a key for the Dancing Hut). They

have no knowledge of the bearskin key either (the Triaxians

don’t even know what a bear is), but they can tell the PCs

that Ivoryglass is the stronghold of the dragon warlord
Yrax, whose army is now besieging Spurhorn. If the PCs
help lift the siege, Commander Pharamol offers to help
them get to Ivoryglass as well. Go to Assault on Spurhorn
on page 28 for the next stage of the adventure.

The adventure assumes that the PCs befriend Spurhorn’s
defenders, but if the PCs fail to convince Commander
Pharamol, he places them under arrest, locking them up

under guard in the cells (area B44). If this happens,
the PCs should have opportunities to escape,
particularly during the assault on Spurhorn.
In this case, you can use the ideas in
Stealing the Key (see page 27) to create
encounters for the escaping PCs.
Development: The dragonkin Nevra
and Talsune are both currently without
bonded riders. If the PCs present their
case eloquently during the council meeting
and then help loyally defend Spurhorn, there
could be an opportunity for a PC to form a
rider bond with one of the dragonkin. See
the sidebar on page 38 for more details on
bonding with a dragonkin.

Story Award: If the PCs convince the
Dragon Legion to accept their help and
join Spurhorn’s defenders, award them
19,200 XP.

THE DRAKELANDS ENCAMPMENTS

If the PCs want to join the Drakelands army in attacking
Spurhorn instead of joining the defenders, they must
travel to one of the Drakelands encampments and face
the same patrols that guard the approaches to Spurhorn.
These patrols are not interested in talking, and attack any
unauthorized creatures approaching the army’s camps.
Use the three patrols beginning on page 18 for these
encounters, and see Getting into Spurhorn on page 18 for
ways to avoid the patrols. In this situation, The Walls of
Spurhorn encounter does not occur.

Once the PCs are past the patrols, they must convince
the pickets posted outside the camps that they are worth
General Malesinder’s attention, which requires one of
the following: a successful DC 17 Bluff check, DC 29
Diplomacy check, or DC 20 Intimidate check. If the check
is successful, the PCs are admitted into the camp and
allowed to keep their weapons, but are placed under heavy
guard until General Malesinder deigns to grant them
an audience. If the check fails, the PCs are barred entry,
but they may try again at another camp. Alternatively, the
PCs can surrender to the guards, in which case General
Malesinder is curious about the “alien prisoners” and has
them brought before her.
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MEETING THE GENERAL
Once the PCs have gained entry into the Drakelands
encampments, General Malesinder eventually orders the
aliens brought before her. Malesinder receives the PCs in
her large, luxuriously appointed tent in the southeastern
encampment, guarded by dragonkin and Drakelands
barbarians. The silver dragonkin general reclines on plush
cushions under a banner displaying a white dragon skull
on a dark blue background—the personal heraldry of
Yrax, Lord of the Howling Storm. Attended by scantily clad
Triaxian slaves, General Malesinder drinks chilled icewine
and questions the PCs about where they’re from, why they're
on Triaxus (and in the Skyfire Mandate), and what they
want. This should be a chance for the PCs to roleplay and
present their case for joining forces to the general.
Malesinder is not about to turn away an offer of aid from
these outsiders, but she would like to know more about
their capabilities. When the PCs are finished, Malesinder
tells them that she is willing to let them join the Drakelands
army and gain a share of the stronghold’s spoils (including
the two-headed eagle, if the PCs mention this), but they
must first prove their offer to join the assault on Spurhorn
is sincere by demonstrating their skill in battle. If the PCs
agree, Malesinder arranges a combat exhibition (see The
Proving Grounds, below). If the PCs refuse, Malesinder
curses them for wasting her time and signals her guards
to kill them. In the middle of the Drakelands encampment,
the PCs face overwhelming odds, and their best option is
to flee immediately—Malesinder is more concerned with
her upcoming attack on Spurhorn, and does not waste
additional resources pursuing the PCs. General Malesinder
is fully detailed in the NPC Appendix on page 60.

THE PROVING GROUNDS (CR 11)

To prove themselves to General Malesinder, the PCs must
show that they are capable combatants. A makeshift arena
is soon cleared in the middle of the Drakelands camp, and
the troops gather along the edges to watch the combat,
along with Malesinder herself.

Creatures: Malesinder commands four Drakelands
barbarians to face the PCs. These are not her best soldiers,
but she has plenty of them, and if the PCs kill them, their
loss will have little impact on her battle plans. This battle
is to the death; combatants are only allowed to leave the
arena once all of their opponents are dead. The barbarians
fight to the death in the service of their general.

DRAKELANDS BARBARIANS (4) (R7
XP 3,200 each
hp 97 each (see page 29)

Development: Ifthe PCs defeat the barbarians in combat,
General Malesinder welcomes them to the ranks of the

Drakelands army. She rewards them by having a finely
crafted surcoat or tabard tailored for each PC, worth 100
gp each. Emblazoned with the white dragon skull insignia
of Yrax, this attire doesn’t provide an official rank, but
identifies the wearer as part of the Drakelands army. She
assigns them tents in the camp, and advises them to be ready
to attack at a moment’s notice. Go to Assault on Spurhorn on
page 28 for the next stage of the adventure.

Story Award: If General Malesinder accepts the PCs as
allies and they join the attack on Spurhorn, award them
19,200 XP.

STEALING THE KEY

The PCs might also plan to steal the two-headed eagle from
Spurhorn without making a deal with either the Dragon
Legion or the Drakelands army. With no local allies, the
PCs’ largest obstacle will be getting inside Spurhorn itself,
and they will likely face the same Drakelands patrols outside
the fortress. See Getting into Spurhorn on page 18 for the
difficulties on reaching the fortress, and use the three
patrol encounters beginning on page 18 as written. Once
past the patrols, the PCs must still get inside Spurhorn’s
walls without being detected. Teleportation will get the
PCs inside, but not before they are diverted by Spurhorn’s
teleport trap to area B4s. Attempting to physically enter
the aerie requires scaling the steep cliffs below Spurhorn
as well as the fortress’s walls, and climbers will likely face
defenders on the walls (see The Walls of Spurhorn on page
20). Alternatively, if the PCs have convinced Spurhorn’s
officers that they want to help with the defense, they might
decide to try to steal the eagle from Commander Pharamol’s
quarters (area B13) during their stay at Spurhorn.

Once the PCs are inside Spurhorn, they’ll need to
stealthily explore the fortress in search of the eagle-key.
Using invisibility or disguises has a reasonable chance of
working inside Spurhorn, as most of the ice seers (who have
blindsense and can cast invisibility purge) are either posted
on the walls or resting in their quarters, but the PCs will
still face some defenders before they can get into the Lord’s
Tower and up to Commander Pharamol’s quarters where
the eagle is kept. This task is made even more difficult once
General Malesinder launches her assault on Spurhorn.

Rather than use the five events from Assault on
Spurhorn as written, you should create similar encounters
for stealthy PCs within Spurhorn using the stat blocks
from those events to create encounters of equivalent
CRs. For example, the PCs could encounter three Dragon
Legion crossbowmen or dismounted dragonriders (a CR
10 encounter) while searching Spurhorn for the key. Once
in the Lord’s Tower, the PCs encounter two alert Dragon
Legion crossbowmen and an ice seer (a CR 11 encounter)
guarding the conference room (area Bi1). Upon entering

the commander’s quarters (area Bi13) the PCs confront




Commander Pharamol and Amerenth (a CR 12 encounter).

Once the PCs have the eagle in hand, they’ll need to escape
Spurhorn, perhaps running into some of the Drakelands
attackers, such as two dracolisks and a war hydra or a squad
of four Drakelands barbarians (both CR 11 encounters).
If the PCs use flight to flee, they could face pursuit by
a Dragon Legion dragonrider and dragonkin (a CR 10
encounter), while four Dragon Legion crossbowmen fire
at them from the walls (a CR 11 encounter). Once free of
Spurhorn’s defenders, the PCs still need to break through
the Drakelands army’s lines, encountering a pair of frost
drakes (a CR 9 encounter) before facing off against General
Malesinder herself(a CR 12 encounter).

Story Award: If the PCs successfully steal the two-headed
eagle from Spurhorn, award them 19,200 XP.

ASSAULT ON SPURHORN

A few days after the PCs arrive on Triaxus and have had
the opportunity to make contact with and join one of the
factions, the Drakelands army launches a major attack
on Spurhorn. Under cover of a heavy snowstorm at night,
several units of Drakelands troops assemble at the bottom
of the sheer cliffs below Spurhorn, and using both stealth
and magic, set up a series of ropes and ladders to slowly
convey ground troops and materiel up the escarpment at
one of Spurhorn’s few defensive blind spots. As Malesinder
correctly predicted, the storm’s powerful winds and whiteout
conditions dramatically curtail the Dragon Legion’s aerial
scouting, and her troops are in position by dawn.

General Malesinder’s strategy is to launch a strike on
Spurhorn’s western parapets with a large force of frost
drakes and Drakelands barbarians from the northern and
southwestern encampments. Meanwhile, troops from the
southeastern camp will attempt to breach the fortress’s
eastern wall while Spurhorn’s defenders are distracted and
out of position. Once the breach is secured, large numbers
of Drakelands barbarians in the southeastern encampment
will quickly advance and climb the ropes to swarm straight
into Spurhorn, overwhelming the defenders. Malesinder
holds her small force of dragonkin in reserve to combat
any dragonriders who get airborne. Although she expects
heavy losses, especially among her frost drakes, Malesinder
considers their loss well worth the cost to seize Spurhorn.

Where the PCs are when the battle starts depends mainly
on which side they have chosen to support. If the PCs
have joined the Dragon Legion in defending Spurhorn,
Commander Pharamol asks the PCs to be ready to help
wherever they can do the most good. During the battle, he
communicates with the PCs using sending, cast from a wand
by one of his ice seers, asking for their assistance in specific
areas. If the PCs have joined the Drakelands army, General
Malesinder keeps the PCs in the dark about her plans,

sending a messenger to their tent only minutes before the

attack commences. During the battle, Malesinder directs
the PCs from one event to another by having one of her
Drakelands sorcerers cast whispering wind to communicate
with the PCs over long distances and guide them to the
parts of the battlefield where they are needed.

BATTLE EVENTS
The battle for Spurhorn is a closely fought struggle, and the
PCs’ actions during the conflict could well be the deciding
factor. The fight is a chaotic scene, with the sounds of battle
cries, the clash of steel, and the screams of the wounded
ringing out through white flurries of falling snow. Many
combatants are involved on both sides, but rather than
simply slogging through wave after wave of low-level foes,
the PCs face certain specific events during the battle that
have the potential to be crucial to the battle’s outcome.
Each of these events is divided into two encounters, but
the PCs face only one encounter per event, depending on
whether they are defending Spurhorn or attacking it. You can
ignore the unused encounter. These events happen in order
and in relatively quick succession. Unless otherwise noted,
the PCs should have no more than a few rounds between
each event to catch their breath, cast spells, heal themselves,
and otherwise prepare themselves for the next encounter.

Victory POINTS

Each encounter provides the opportunity for the PCs to
gain Victory Points (VP) based on how well they perform
at these critical points in the conflict. Throughout the
battle, keep track of how many Victory Points they earn (or
lose). At the end of the battle, the PCs’ Victory Point total
determines the battle’s outcome.

EVENT 1: BASTION UNDER ATTACK (CR 10)

General Malesinder begins her attack by launching a strike
on the western side of Spurhorn with the majority of her
frost drakes, each of which carries two heavily armored
Drakelands barbarians. Malesinder’s objective is to quickly
land as many troops on Spurhorn’s western walls as possible
to gain a foothold for the remainder of her forces to exploit.

This encounter occurs at dawn atop one of the western
bastions (area B2). The bastion holds a battery of siege
engines vital to Spurhorn’s defense, including two light
ballistae, one heavy ballista, and one firedrake (Ultimate
Combat 161), and 10 Triaxian soldiers (N Triaxian rangers 1)
are stationed here to crew the weapons. See Ultimate Combat
for rules on using siege engines in combat.

The distant morning sun provides only dim light, and
snow is falling. All creatures have concealment (20% miss
chance) from those without darkvision, and the reduced
visibility results in a —4 penalty on Perception checks
and a —4 penalty on ranged weapon attacks (but not siege
weapons attacks).




Defend

If the PCs have joined the Dragon Legion, Commander

Pharamol sends them to one of the western bastions to
help defend against the attackers’ initial rush toward the
western parapets. As the PCs approach, they spot a frost
drake and two ice barbarians swooping down to land on
top of the bastion, followed by cries of pain from the siege
engine crews atop the bastion. When the PCs arrive, the 10
Triaxian soldiers crewing the siege engines are unconscious
after being caught in the frost drake’s freezing mist breath. A
20-foot-radius area on the western side of the bastion around
the siege engines is slippery with ice from the drake’s breath,
and is considered difficult terrain for 2d4 rounds.
Creatures: Two Drakelands barbarians have just
dismounted on the north and south sides of the bastion,
each next to a light ballista (AC 4, hardness 5, hp 50) and
they’re about to start hacking the siege
engines apart to disable them. The frost %
drake perches on top of the firedrake
(AC 3, hardness 10, hp 70) on the bastion \
between them and moves to intercept
anyone trying to stop the barbarians.

DRAKELANDS BARBARIANS (2)

XP 3,200 each

Winterborn Triaxian barbarian (armored hulk) 8
(Pathfinder RPG Ultimate Combat 28 and see page 86)

CE Medium humanoid (Triaxian)

Init +2; Senses low-light vision; Perception +17

DEFENSE

AC 22, touch 9, flat-footed 21 (+10 armor, +1 Dex, -2 rage,
+3 shield)

hp 97 each (8d12+40)

Fort +10, Ref +4, Will +6; +2 vs. fear, paralysis, and sleep

Defensive Abilities indomitable stance, resilience of steel
(+2); DR 1/—; Resist cold 6

OFFENSE

Speed 35 ft.

Melee +7 bastard sword +14/+9 (1d10+5/19-20), bite +7 (1d4+2)

Ranged javelin +10 (1d6+4)

Special Attacks rage (20 rounds/day), rage powers (animal
fury, dragon totem [white]'¢ +2, dragon totem resiliences,
intimidating glare)

TACTICS

During Combat The barbarians rage and focus their attacks on
the siege engines until someone engages them in combat,
at which point they turn their fury on their attackers.

Morale The barbarians fight to the death.

Base Statistics When not raging, a Drakelands barbarian’s
statistics are AC 24, touch 11, flat-footed 23; hp 81; Fort +8,
Will +4; no cold resistance; Melee +7 bastard sword +12/+7
(1d10+3/19-20); Ranged javelin +10 (1d6+2); Str 15, Con 15;
CMB +10; Skills Climb +7, Perception +15.

STATISTICS

Str 19, Dex 14, Con 19, Int 10, Wis 14, Cha 8

Base Atk +8; CMB +12 (+13 overrun); CMD 22 (23 vs. overrun)

Feats Blind-Fight, Exotic Weapon Proficiency (bastard
sword), Nimble Moves, Power Attack, Weapon Focus
(bastard sword)

Skills Climb +9, Intimidate +10, Perception +17, Survival +13

Languages Draconic, Triaxian

$Q improved armored swiftness, seasoned

Combat Gear elixir of dragon breath (green dragon)“t, war
paint of the terrible visage® (2); Other Gear +7 full plate,
+1 heavy steel shield, +1 bastard sword, javelins (3), 42 gp

FROST DRAKE CR7
XP 3,200
hp 84 (Pathfinder RPG Bestiary 2 108)




TACTICS

During Combat The frost drake must wait 1d6 rounds to use its
breath weapon again, so it makes Power Attacks against the
firedrake until its breath weapon recharges, at which point it
targets attackers with its freezing mist breath. It only breaks off
its attacks against the siege engine if attacked in melee combat.

Morale The drake fights to the death.

Development: Once the PCs defeat the frost drake and
barbarians, friendly reinforcements arrive to crew the
siege engines and defend the bastion.

Victory Points: The PCs gain 1 VP for each light ballista
that survives and 2 VP each if the heavy ballista and
firedrake survive, but they lose 1 VP for every siege engine
that gains the broken condition.

Attack

If the PCs have joined the Drakelands army, General
Malesinder orders the PCs to aid the drake assault on
the western side of Spurhorn by quickly destroying or
disabling the siege engines atop one of the bastions. If
any of the PCs are unable to fly, Drakelands sorcerers cast
fly (CL 10th) on them before the attack.

A frost drake has already taken out the siege engine crews,
leaving the siege engines themselves undefended. There are
two light ballistae (AC 4, hardness 5, hp 50), a heavy ballista
(AC3, hardness 5, hp 100), and a firedrake (AC 3, hardness 10,
hp 70) on the bastion. A siege engine can be attacked and
damaged normally, and is considered “destroyed” ifit gains
the broken condition (reduced to halfits hit points or fewer).
A siege engine can be also disabled with 2d4 rounds of effort
and a successful DC 20 Disable Device check.

Creatures: Although the siege engine crews are no longer
a threat, a Dragon Legion dragonrider riding a green
dragonkin swoops down to stop the PCs from destroying
the battery. The dragonrider and dragonkin fight to the
death to defend Spurhorn.

DRAGON LEGION DRAGONRIDER (R7
XP 3,200
Winterborn Triaxian fighter 8 (see page 86)
LN Medium humanoid (Triaxian)
Init +2; Senses low-light vision; Perception +11
DEFENSE
AC 20, touch 13, flat-footed 17 (+7 armor, +2 Dex, +1 dodge)
hp 80 (8d10+32)
Fort +10, Ref +5, Will +6 (+2 vs. fear)
Defensive Abilities bravery +2
OFFENSE
Speed 30 ft.
Melee +7 lance +13/+8 (1d8+7/x3) or
mwk battleaxe +11/+6 (1d8+2/x3)
Ranged mwk javelin +12 (1d6+3)

Special Attacks weapon training (spears +1)

STATISTICS

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

Base Atk +8; CMB +10; CMD 23

Feats Dodge, Iron Will, Mounted Combat, Power Attack, Ride-By
Attack, Skill Focus (Ride), Spirited Charge, Vital Strike, Weapon
Focus (lance), Weapon Specialization (lance)

Skills Intimidate +10, Perception +11, Ride +15

Languages Draconic, Triaxian

$Q armor training 2, seasoned

Combat Gear potion of cure moderate wounds, potion of
heroism, snapleaf't; Other Gear +1 breastplate, +1 lance,
mwk battleaxe, mwk javelins (3), cloak of resistance +1, 27 gp

GREEN DRAGONKIN CR9
XP 6,400
hp 115 (see page 16)
Immune acid
Special Attacks breath weapon (30-ft. cone, 9d6 acid damage)

Development: After 12 rounds, the Dragon Legion forces
move to retake the bastion. Malesinder sends a whispering
wind to the PCs, ordering them to fall back. If the PCs
don’t retreat from the bastion, add increasing numbers of’
Dragon Legion attackers to the combat every other round
until the PCs withdraw.

Victory Points: The PCs gain 1 VP for each light ballista
destroyed or disabled and 2 VP each if they disable or
destroy the heavy ballista or firedrake. If they are unable to
destroy or disable any of the siege engines, they lose 4 VP.

EVENT 2: BREACH THE WALLS (CR 12)

Overnight, Drakelands soldiers laboriously dragged a siege
tower up Spurhorn’s cliffs piece by piece, and it is now
approaching the fortress’s southeast wall, pushed by a pair
of Drakelands war hydras. If the tower makes it to the wall,
hundreds of barbaric Drakelanders can rush straight into
the heart of Spurhorn. This encounter occurs at Spurhorn’s
southeastern wall (area B1) immediately after Event 1. It is
still early morning; all creatures have concealment (20%
miss chance) from those without darkvision.

The siege tower (Core Rulebook 436) begins 60 feet away
from the wall on a steep 45-degree slope. The tower and
moves at a speed of 10 feet, pushed by a pair of hydras. If
only one of the hydras pushes the tower, it has a speed of
5 feet. The siege tower takes up a space 15 feet across. The
hydras pushing the tower have improved cover against
attacks from the other side. Smaller creatures behind the
tower have total cover.

Defend

Lookouts on Spurhorn’s walls spot the siege tower’s

approach, and Commander Pharamol requests the PCs’




- THE FROZEN STARS

aid in preventing the tower from reaching the wall.
Destroying the entire siege tower before it reaches the wall
is unlikely—its wooden walls are 1 foot thick (hardness 5,
hp 120) and covered in wet hides to prevent it being set
on fire. However, a character who succeeds at a DC 15
Knowledge (engineering) or Profession (siege engineer)
check notices that the steep angle of the rocky slope
makes the tower extremely unstable; an attack against
the tower’s rear wheels would likely destabilize the tower,
causing it to tip over, possibly sliding back down the slope
and dragging the hydras with it.

To reach the tower’s rear wheels, the PCs must get inside
the tower, which has a single entrance in back at ground
level. Alternatively, the PCs could try to break through the
walls of the tower. Once inside, a character can attack the
iron-banded wheels themselves (hardness 10, hp 60) or
attempt to sabotage them with a successful DC 20 Disable
Device check taking 2d4 rounds.

Creatures: Two war hydras push the tower, while two
frost drakes guard them against attackers from Spurhorn.
The drakes move to engage anyone approaching the tower.
The hydras can’t push the siege tower and attack at the same
time, so they concentrate on moving the tower forward; they
don’t attack until the tower reaches the wall, or if a creature
attempts to interfere with or get into the tower. Both the
drakes and the hydras fight to the death.

FROST DRAKES (2) C(R7
XP 3,200 each
hp 84 each (Pathfinder RPG Bestiary 2 108)

WAR HYDRAS (2) CR9

XP 6,400 each

Advanced seven-headed cryohydra (Pathfinder RPG Bestiary
178, 294)

N Huge magical beast (cold)

Init +3; Senses darkvision 60 ft., low-light vision, scent;
Perception +11

DEFENSE

AC 21, touch 11, flat-footed 18 (+3 Dex, +10 natural, -2 size)

hp 80 each (7d10+42); fast healing 7

Fort +11, Ref +10, Will +6

Immune cold

Weaknesses vulnerable to fire

OFFENSE

Speed 20 ft., swim 20 ft.

Melee 7 bites +11 (1d8+5)

Space 15 ft.; Reach 10 ft.

Special Attacks breath weapon (15-ft. cone, 3d6 cold damage,
Reflex DC 19 half, usable every 1d4 rounds), pounce

STATISTICS

Str 21, Dex 16, Con 22, Int 6, Wis 15, Cha 13

Base Atk +7; CMB +14; CMD 27 (can’t be tripped)

Feats Combat Reflexes, Iron Will, Lightning Reflexes, Weapon
Focus (bite)

Skills Climb +11, Perception +11, Swim +13

Languages Draconic (can't speak)

$Q hydra traits, regenerate head

Development: If the PCs are unable to stop the hydras
and the siege tower reaches the wall, huge numbers of
Drakelanders surge up the tower and over the walls, as
Dragon Legion defenders rush to contain the breach.

Victory Points: The PCs gain 10 VP for destroying the
siege tower or preventing it from reaching the walls.




Attack

General Malesinder orders the PCs to take out any Dragon

Legion forces that threaten the cryohydras pushing the
siege tower and to ensure that the tower reaches the wall.

Creatures: As the hydras struggle to push the siege tower
into position, two Dragon Legion dragonriders mounted on
dragonkin fly out of Spurhorn to halt the tower’s advance.
The dragonkin attack the hydras with their breath weapons,
but the dragonriders turn to face other opponents (such as
the PCs) while their mounts’ breath weapons recharge.

DRAGON LEGION DRAGONRIDERS (2) (R7
XP 3,200 each
hp 80 each (see page 30)

BLACK DRAGONKIN CR9
XP 6,400
hp 115 (see page 16)
Immune acid
Special Attacks breath weapon (60-ft. line, 9d6 acid damage)

RED DRAGONKIN CR9
XP 6,400
hp 115 (see page 16)

Development: If the PCs are unable to defeat the Dragon
Legionaries, the dragonkin’s breath weapons soon take
out the hydras, and the Dragon Legion topples the tower
before it can reach the walls. If the PCs defeat the Dragon
Legionaries, the hydras push the tower to the wall, and the
Drakelands army takes advantage of the breach to move a
large number of troops inside Spurhorn’s walls where they
can better attack the fortress’s defenders.

Victory Points: The PCs gain 10 VP if the tower makes
it to the wall.

EVENT 3: FORCE AN ENTRY (CR 11)

With some of her troops already inside Spurhorn’s walls,
General Malesinder wants to break through into the
fortress’s lower level. This encounter occurs a few minutes
after Event 2 next to one of the blockhouses (area B) leading
into Spurhorn’s interior. Snow has started falling again, and
the reduced visibility results in a —4 penalty on Perception
checks and a —4 penalty on ranged weapon attacks. The
stone door of the blockhouse is locked but not barred
(hardness 8, hp 60, break DC 28, Disable Device DC 25).

Defend

Commander Pharamol sends the PCs to stop the Drakelands
forces from getting into Spurhorn’s interior and holding
the blockhouse until reinforcements can arrive.

Creatures: Two Drakelands barbarians and a Drakelands
sorcerer are trying to batter their way into the blockhouse.

One of the barbarians carries an adamantine warhammer,
wielding it two-handed to break open the door. Meanwhile,
the other barbarian and Drakelands sorcerer attack anyone
interfering with her task.

DRAKELANDS BARBARIANS (2) C(R7
XP 3,200 each
hp 97 each (see page 29)
Resist cold 6, fire 20
Melee +7 bastard sword +14/+9 (1d10+5/19-20), bite +7
(1d4+2) or
adamantine warhammer +12/+7 (1d8+6/x3), bite +7 (1d4+2)

DRAKELANDS SORCERER CR9

XP 6,400

hp 92 (see page 19)

Resist fire 20

TACTICS

Before Combat The Drakelands sorcerer casts false life
and mage armor every day. Before combat, he casts see
invisibility and shield on himself and resist energy (fire) on
both the barbarians and himself.

During Combat The sorcerer casts haste on the first round of
combat (including the barbarians in its effects), then targets
groups of enemies with cone of cold, lightning bolt, or shout.

Morale If the two barbarians are killed, the sorcerer attempts
to flee. Otherwise, he fights to the death.

Treasure: In addition to their gear, one of the Drakelands
barbarians carries an alpine ice axe (see page 62).

Development: Once the door is open, the Drakelanders
move inside the blockhouse, while the sorcerer covers their
rear with a wall of fire. If the Drakelanders break through
the door but are defeated by the PCs, a Dragon Legion ice
seer arrives on the scene shortly after the fight and reseals
the portal with stone shape.

Victory Points: The PCs gain 4 VP if they stop the
Drakelanders from getting inside, but they lose 2 VP if the
Drakelanders manage to break through the door.

Attack

General Malesinder instructs the PCs to open the doors to
one of the blockhouses leading to Spurhorn’s lower level
and deal with any defenders stationed there to clear the
way for her troops.

Creatures: A Dragon Legion ice seer and a bronze
dragonkin are quickly sent to stop the PCs from breaking

in the door.

BRONZE DRAGONKIN
XP 6,400

hp 115 (see page 16)
Immune electricity




Special Attacks breath weapon (60-ft. line, 9d6 electricity damage)

TACTICS

During Combat The dragonkin uses its breath weapon against
anyone trying to get through the door, then makes Flyby
Attacks while its breath weapon recharges. It lands next to
the ice seer to get healing when needed.

Morale The dragonkin fights to the death in Spurhorn’s defense.

XP 6,400
Winterborn Triaxian oracle 10 (Pathfinder RPG Advanced
Player’s Guide 42 and see page 86)
LN Medium humanoid (Triaxian)
Init +6; Senses blindsense 30 ft., darkvision 60 ft., low-light
vision, snow sight; Perception +12
DEFENSE
AC 24, touch 16, flat-footed 21 (+8 armor, +3 deflection, +2 Dex,
+1 dodge)
hp 88 (10d8+40)
Fort +7, Ref +7, Will +11
Resist cold 10
OFFENSE
Speed 30 ft.
Melee mwk spear +7/+2 (1d8-1/x3)
Ranged dart +9 (1d4-1)
Oracle Spells Known (CL 10th; concentration +14)
5th (3/day)—holy ice"™ (DC 19), icy prison"™ (DC 19), mass
cure light wounds (DC 19)
4th (6/day)—cure critical wounds, freedom of movement,
ice storm, order’s wrath (DC 18)
3rd (7/day)—cure serious wounds, dispel magic, invisibility
purge, sleet storm, stone shape
2nd (7/day)—aid, arrow of law"™ (DC 16), cure moderate
wounds, frost fall' (DC 16), sound burst (DC 16),
spiritual weapon
1st (7/day)—bless, command (DC 15), cure
light wounds, divine favor, endure
elements, magic weapon, shield of faith
0 (at will)—detect magic, detect poison,
guidance, light, mending, purify food and
drink, resistance, stabilize, virtue
Mystery wintero™
TACTICS
Before Combat The ice seer uses his ice armor

revelation and casts freedom of movement
and shield of faith before combat.

During Combat The ice seer casts icy prison on anyone he
catches attempting to break down or open the blockhouse
door, then focuses on aiding the dragonkin with his spells
and healing her when necessary. The ice seer then targets
anyone else who is attempting to open the door with his
offensive spells.

Morale The ice seer fights to the death to defend Spurhorn.

STATISTICS
Str 8, Dex 14, Con 15, Int 12, Wis 10, Cha 19
Base Atk +7; CMB +6; CMD 22
Feats Combat Casting, Dodge, Extra Revelation**¢, Improved
Initiative, Iron Will, Toughness
Skills Heal +13, Knowledge (nature) +9, Knowledge (religion) +9,
Perception +12, Spellcraft +14, Stealth +10, Survival +8
Languages Draconic, Triaxian
$Q oracle’s curse (clouded vision), revelations (cold aura 3/day,
ice armor, icy skin, snow sight), seasoned
Combat Gear potion of levitate, wand of cure moderate
wounds (45 charges), thunderstone (2); Other Gear padded
armor, darts (6), mwk spear,
cloak of resistance +2,
headband of alluring
charisma +2, spell
component
pouch, 27 gp

ICE SEER
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SPECIAL ABILITIES
Cold Aura (Su) As a swift
action three times
per day, an
ice seer can

cause waves

of cold to

radiate from DRACOLISK
his body. This
cold deals
5d6 points
of cold damage
to all creatures
within 10 feet (Fort DC
19 half). In addition, a flurry
of snow momentarily surrounds the ice seer, granting him
concealment until his next turn.

Ice Armor (Su) An ice seer can conjure armor of ice that grants a
+8 armor bonus to AC in cold conditions. The ice seer can use
this armor for 10 hours per day. This duration does not need
to be consecutive, but must be spent in 1-hour increments.

Icy Skin (Ex) An ice seer gains cold resistance 10.

snow Sight (Su) An ice seer can see through falling snow and
sleet without taking any penalties on Perception checks as
long as there is enough light for him to see normally.

Development: Whether or not they defeat the ice seer
and dragonkin, if the PCs don’t get the door open after
10 rounds, the Dragon Legion rallies its defenders to hold
the blockhouses, and General Malesinder orders the PCs
to abandon the blockhouse. If the PCs don't withdraw,

add increasing numbers of Dragon Legion attackers to

the combat every other round until the PCs retreat. If

the PCs manage to open the door within 10 rounds,
Drakelands forces soon arrive to relieve the PCs
and pour into the lower level.

Victory Points: The PCs gain 4 VP if they open
the blockhouse door within 10 rounds, but if they
don’t kill the ice seer or the dragonkin, they lose 1 VP for
each of the two who survives.

EVENT 4: UNLEASH THE DRACOLISKS (CR 11)

Near midday, General Malesinder plans to release a pair
of hostile dracolisks into Spurhorn to wreak even greater
havoc among the fortress’s defenders. This event follows
Event 3.

Defend

Following Event 3, Commander Pharamol sends a message
to the PCs asking them to report to the conference room
in the Lord’s Tower (area B11). As the PCs make their way
across the battlefield, they see two dracolisks accompanied
by a blue Drakelands dragonkin soar over the walls and
land in the keep’s private garden (area B8). Most of the
Dragon Legion archers on the keep’s towers are turned
to stone by the dracolisks’ gaze attacks; those that are left
soon fall to the dragonkin’s breath weapon.

Creatures: The two dracolisks are half-black dragon,
half-basilisk, with eight legs, acidic breath weapons, and
a basilisk’s petrifying gaze. The dragonkin flies above the
dracolisks, taking care to remain at least 30 feet from them
to avoid their petrifying gaze.

DRACOLISKS (2) C(R7
XP 3,200 each

Half-black dragon basilisk (Pathfinder RPG Bestiary 170)

hp 73 each

TACTICS

Morale Each dracolisk fights until it is reduced to fewer than
40 hit points, at which point it attempts to fly off.

DRAKELANDS DRAGONKIN CR9
XP 6,400

CE copper dragonkin (see page 16)

hp 115

Immune acid
Special Attacks breath weapon (60-ft. line, 9d6 acid damage)
TACTICS

During Combat The dracolisks are immune to the dragonkin’s
acid breath, so it uses its breath weapon as often as
possible, even if the dracolisks are in its area of effect. In
melee, the dragonkin makes Flyby Attacks.

Morale The dragonkin flees if both of the dracolisks are killed
or driven off. Otherwise, it fights to the death.
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Victory Points: The PCs gain 2 VP for each dracolisk
they kill or defeat.

Attack

General Malesinder informs the PCs that she is sending in
a pair of dracolisks to break into Spurhorn’s central keep,
but she is concerned about the threat of Dragon Legionaries
emerging from the flight ramp inside the keep (area
Bs). The PCs must secure or block the large doors on the
northeast side of the keep so the dracolisks can reach the
keep’s garden safely. The doors are 20 feet wide and located
10 feet above the ground. The easiest way to do this is with
magic—arcane lock and hold portal are obvious choices, as
is stone shape or any of the wall spells. Otherwise, the PCs
need to physically block the doors, something that can be
accomplished with a successful DC 20 Disable Device check
taking 2d4 rounds.

Creatures: As the PCs work to block the doors, four
Dragon Legion crossbowmen on the keep’s parapets (30
feet above the ground) open fire on them with crossbows.
The crossbowmen focus their shots on anyone attempting
to block the flight doors. These Dragon Legionaries fight
to the death.

DRAGON LEGION CROSSBOWMEN (4) (R7
XP 3,200 each
hp 80 each (see page 20)

Development: The PCs have 10 rounds to block the
doors and defeat the crossbowmen so the dracolisks can
get inside the keep. If the doors are not secured by this
time, a dragonrider and dragonkin fly out of the doors
every round until the PCs withdraw.

Victory Points: The PCs gain 2 VP for blocking the door
and 2 VP for defeating the crossbowmen.

EVENT 5: THE FINAL ASSAULT (CR 12)

As the day draws to a close, General Malesinder launches
her dragonkin against Spurhorn’s defenders in a final
effort to capture the aerie. A lethal dance of wing and
claw plays out in the skies above Spurhorn. Drakes and
dragonkin slash and tear at each other’s wings to knock
their foes from the skies. Mortally wounded dragons fall
to their deaths, their shattered bodies lying broken and
bleeding upon Spurhorn’s battlements. This event takes
place after Event 4. Afternoon once again brings dim light,
granting concealment (20% miss chance) against those
without darkvision.

Defend

Creatures: In the skies above Spurhorn, a severely wounded
silver Dragon Legion dragonkin named Shatha, lacking

both rider and saddle, struggles valiantly to fight off a

group of Drakelands dragonkin. A gold enemy dragonkin
blasts Shatha with its fiery breath weapon, while a blue
one barrels into him, driving him to the ground in
Spurhorn’s northwest courtyard (area B3) and knocking
him unconscious. Unless the PCs intervene, the blue
Drakelands dragonkin is poised to kill the courageous
Dragon Legionary with a coup de grace attack. If the PCs
interfere, the attention of the three Drakelands dragonkin
turns to them instead.

BLUE DRAKELANDS DRAGONKIN CR9
XP 6,400
CE blue dragonkin (see page 16)
hp 115
Immune electricity
Special Attacks breath weapon (60-ft. line, 9d6 electricity damage)

GOLD DRAKELANDS DRAGONKIN CR9
XP 6,400

CE gold dragonkin (see page 16)

hp 115

WHITE DRAKELANDS DRAGONKIN CR9
XP 6,400

CE white dragonkin (see page 16)

hp 115

Immune cold

Special Attacks breath weapon (30-ft. cone, 9d6 cold damage)

SHATHA CR9
XP 6,400
NG male silver dragonkin (see page 16)
hp 115 (currently -5)
Immune cold
Special Attacks breath weapon (30-ft. cone, 9d6 cold damage)

Development: If the PCs save Shatha, they earn his
heartfelt gratitude. In addition, any PC who comes to
Shatha’s aid or healed him can potentially form a rider
bond with him later. See the sidebar on page 38 for more
details on bonding with a dragonkin.

Victory Points: The PCs gain 1 VP for each Drakelands
dragonkin they kill, and if they save Shatha’s life, their
heroism in aiding the wounded legionary earns them an
additional 3 VP.

Attack

Creatures: In a final effort to repel the Drakelands
attackers, the Dragon Legion commander takes to the air
astride his gold dragonkin. Commander Pharamol and
Amerenth attempt to rally the scattered Dragon Legion
aerial troops, exhorting them to reform and sweep through
the tired Drakelanders. If the dragonriders regain the




upper hand in the air, the tide of the attack will surely
turn, and the defenders will prevail.

COMMANDER PHARAMOL CR 11

XP 12,800
hp 118 (see page 58)

AMERENTH CR9
XP 6,400

Female gold dragonkin (see page 16)

hp 115

Development: If the PCs slay Commander Pharamol,
his defeat shatters the morale of the Dragon Legion.
The remaining Drakelands drakes and dragonkin above
Spurhorn drive the Dragon Legion forces back and prevent
them from regrouping.

Victory Points: The PCs gain 4 VP for killing Commander
Pharamol and 2 VP for slaying Amerenth.

AFTERMATH OF THE BATTLE

After Event 5, the battle for Spurhorn is over. Total up the
number of Victory Points (VP) the PCs earned during the
battle and refer to the table below for the final outcome of’
the battle. The consequences of this outcome depends on
whether the PCs were defending or attacking Spurhorn, as
described in the following section.

VP Total Outcome
o-10 Defeat

11-19 Close victory
20-27 Victory

28+ Total victory

DEFENDING SPURHORN

The consequences of the defense of Spurhorn depend
on how successful the PCs were, based on the number
of VP earned.

Defeat: Despite the PCs’ efforts, the Drakelands army
overwhelms the Dragon Legion defenders and conquers
Spurhorn. Commander Pharamol dies fighting a valiant
rear guard effort to allow a small fraction of the garrison,
including the PCs, to escape. If the PCs are quick,
they might be able to grab the two-headed eagle from
Pharamol’s quarters in the chaos of the rout.

Close Victory: The Dragon Legion retains control of
Spurhorn and holds off the Drakelands army, but the
cost of the bitterly fought victory is high. Many of the
defenders are dead, but they sold their lives dearly, taking
a large number of the Drakelands troops with them. If the
Drakelands forces can regroup and receive reinforcements
and supplies, however, then the next attack might well

spell the end for Spurhorn.

Victory: The Dragon Legion determinedly fights off the
assault by the Drakelands invaders, and the banners of the

Dragon Legion still fly above Spurhorn. Although weakened
by heavy casualties and disheartened by their defeat, the
besieging army still maintains its grip around the fortress.
Until the siege is broken, Spurhorn is still threatened.

Total Victory: The Dragon Legion drives back the
attacking Drakelands army and leaves it in disarray.
Demoralized and lacking the numbers to effectively
maintain the siege, the Drakelanders are confused and
disorganized. The enemy leadership makes frantic efforts
to retain some authority and prevent full-scale desertion.

Development: Once the outcome of the battle is
determined, go to Counterstrike on page 37.

Story Award: Award the PCs 12,800 XP for a close victory,
19,200 XP for a victory, or 38,400 XP for a total victory.

ATTACKING SPURHORN
The consequences of the attack on Spurhorn depend on
how successful the PCs were during the battle, based on
the number of VP earned.

Defeat: Despite the best efforts of the PCs, the assault
fails and Spurhorn remains in the hands of the victorious
Dragon Legion. The siege is broken and the Drakelands
army is shattered. General Malesinder struggles to
maintain her authority and organize an orderly retreat in
the face of pursuing Dragon Legionaries. Nevertheless,
Malesinder does manage to seize Commander Pharamol’s
two-headed eagle as a spoil of war.

Close Victory: Spurhorn falls to the Drakelands army,
but the cost is high. The Drakelanders suffered heavy
casualties, and though the defenders were forced to
abandon Spurhorn, the victorious army will be hard
pressed to hold the fortress against the inevitable Dragon
Legion counterattack to retake it.

Victory: Spurhorn falls, overcome by the Drakelands
army, and the Dragon Legion defenders flee the fortress in
disarray as Yrax’s banner is raised above the battlements.
Many of the Drakelanders acknowledge the PCs’ part in
the battle, including General Malesinder herself, who
publicly thanks the PCs before the victorious army.

Total Victory: The Drakelands army overruns the
Dragon Legion and conquers Spurhorn. Those legionaries
lucky enough to have survived the assault are cruelly
executed, and the corpses of Commander Pharamol
and Amerenth are hung from Spurhorn’s walls as grisly
trophies. The Drakelanders have secured a major foothold
in the Skyfire Mandate, and the PCs are hailed as the
heroes of the battle.

Development: Once the outcome of the battle is
determined, go to Just Rewards on page 38.

Story Award: Award the PCs 12,800 XP for a close victory,
19,200 XP for a victory, or 38,400 XP for a total victory.
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COUNTERSTRIKE (CR 12)

This encounter occurs only if the PCs joined the defenders
of Spurhorn. If the PCs joined the attackers, run Just
Rewards (see page 38) instead.

The siege of Spurhorn has been lifted, and the PCs and
their Dragon Legion allies have emerged victorious. The
evening after the battle, Commander Pharamol calls a
council meeting of the surviving Dragon Legion officers
(and the PCs) in Spurhorn’s conference room. Spurhorn
may have resisted the Drakelands attack, but the enemy
leader, the silver dragonkin General Malesinder,
survived the battle. As long as she lives, Spurhorn faces
the possibility of another siege. Commander Pharamol
proposes a bold counterattack to smash the enemy
leadership and break the invasion force for good.
Pharamol’s plan is to lead a large force of legionaries
in a feint against the besiegers’ main supply depot in
the encampment northwest of Spurhorn, destroying
as much as they can and drawing out forces from the
other encampments. At the same time, the PCs will
attack Malesinder’s command post in the southeastern
encampment and kill the enemy general, breaking the
leadership of the army. Commander Pharamol is willing
to listen to alternative plans, but he feels that removing
Malesinder is the only sure way to victoriously and
decisively end the siege, and the rest of the council agrees
with him.

Commander Pharamol launches the attack in the middle
of the night. If the PCs can’t fly, he assigns dragonkin
to carry them to General Malesinder’s camp. Pharamol
also gives the PCs his last dragon bane arrow, telling them
to drive it through Malesinder’s black heart. Unless
something happened to them earlier in the adventure, the
dragonrider Bescaylie and her partner Efrixes volunteer to
go with the PCs as well.

This encounter assumes that the PCs achieved at least
a close victory in the battle and that Spurhorn remains
in the hands of the Dragon Legion. If the PCs and the
Dragon Legion were defeated and were forced to abandon
Spurhorn, you can still run this encounter. In this case,
one of the surviving council members (such as Jarilne,
Nevra, or Thronull) proposes the same plan. The attack
in this scenario, however, is more about revenge for
Commander Pharamol’s death, and the encounter likely
takes place within the conquered walls of Spurhorn.

Creature: When the PCs arrive at the southeastern
Drakelands encampment, they find Malesinder out in the
open, attempting to reassert her authority and maintain
her control over her troops, in hopes of rallying them
to make a final assault on Spurhorn. If any dragonkin
accompanied the PCs, they hold off the general’s
bodyguards and any nearby troops, allowing the PCs to
face Malesinder on her own.

GENERAL MALESINDER CR 12

XP 19,200
hp 161 (see page 60)

Treasure: Once the PCs kill General Malesinder,
Commander Pharamol rewards them for their assistance
in the siege with spoils taken from the Drakelands
attackers, consisting of a suit of +2 copper dragonhide banded
mail, a javelin of lightning, a page of spell knowledge ® (draconic
reservoir*™®), restless lockpicksVE, a lesser strand of prayer beads,
and four truefrost elixirs (see page 63). Alternatively, you can
replace any or all of these rewards with items of your own
choosing, but the PCs should receive rewards totaling
approximately 46,000 gp.

Development: If General Malesinder is slain, her death
causes a total collapse of leadership in the Drakelands army.
Order breaks down as bickering officers each struggle to
assume command, and desertion is rampant. The siege
is broken, and the Drakelanders beat a hasty retreat. The
Dragon Legion takes immediate advantage of the turmoil,
and the chaotic withdrawal soon turns into a rout as jubilant
Dragon Legionaries harry the fleeing mass of Drakelanders.

A search of Malesinder’s tent reveals solid evidence that
the Drakelands force that attacked Spurhorn was only a
small portion of an even larger barbarian army amassed
by the dragon warlord Yrax. The siege of Spurhorn was
only a precursor to a much larger invasion of the Skyfire
Mandate and perhaps even the Allied Territories.

When the PCs return to Spurhorn, Commander
Pharamol is grateful to the PCs but troubled by the
information they uncovered. Although the threat to
Spurhorn has been removed, the entire Skyfire Mandate
faces an even greater danger. But there may yet be hope.
Pharamol believes that much of Yrax’s barbarian army only
serves the dragon out of fear. If the draconic warlord could
be killed, the barbarian armies would likely flee back to
the wilds and the border would remain secure. The PCs
have already done much for the Dragon Legion by helping
repel the assault on Spurhorn, but Commander Pharamol
asks the PCs for their help once more—this time to travel
to Ivoryglass and kill Yrax himself!

The PCs don’t have to accept the mission, but they should
know by now that the second key they need for the Dancing
Hut lies in Ivoryglass, and they must retrieve it before they
can pick up Baba Yaga’s trail again. If they agree to help,
they’ll not only have the assistance of the Dragon Legion
in this endeavor, but they’ll earn the heartfelt gratitude of
Commander Pharamol and all of the legionaries under his
command, and know they’ve helped protect the people of the
Skyfire Mandate from the tyranny of a draconic overlord.

For all the PCs have done, Pharamol is more than
willing to give them his rare two-headed eagle right now,

but he points out that leaving the bird here in Spurhorn




PC DRAGONRIDERS

If the PCs fought with the Dragon Legion, they might be
interested in establishing rider bonds with dragonkin,
particularly if they have befriended some of the riderless
dragonkin in Spurhorn, such as Nevra, Shatha, or Talsune.
How exactly this is accomplished is up to you, but keep in
mind that as a CR 9 creature, a dragonkin makes a powerful
ally. If you do allow a PC to bond with a dragonkin, it is
recommended that it be more than a simple cohort. A
dragonkin is an intelligent ally and friend, and will only stay
with a rider if it is treated as such. Furthermore, you might
need to adjust the difficulty of some of the encounters later
in the Adventure Path to reflect the additional support a
dragonkin ally would bring to the party.

Alternatively, you could allow the PCs to bond with
dragonkin temporarily—only for the duration of this
adventure. These dragonkin are loyal members of the
Dragon Legion, and might very well be uncomfortable
leaving Triaxus in the company of alien strangers, no
matter how friendly they’ve become. In short, this
adventure presents a fine opportunity for the PCs to
become dragonriders, but you should carefully consider
the possible implications for your campaign.

might be easier and safer than bringing it with them to
Ivoryglass. He will gladly hand over the eagle to them on
their return.

Story Award: Award the PCs 19,200 XP for acquiring the
two-headed eagle from Commander Pharamol.

JUST REWARDS (CR 12)

This encounter only occurs if the PCs joined the
Drakelands army attacking Spurhorn. If the PCs joined
the defenders, run Counterstrike (see page 37) instead.

The siege of Spurhorn is over, and the Drakelands army is
victorious. The evening after the battle, General Malesinder
summons the PCs, stating that she wishes to give them
their share of the spoils from the sacking of Spurhorn. She
requests that they meet with her privately, however, at a
location a mile south of her camp. If the PCs had arranged
a deal with her for the two-headed eagle, she explains that
she can’t just publicly hand over such a rare and unique
treasure to outsiders, or word would get back to Yrax and
she would likely be reprimanded for giving away spoils the
dragon would claim for himself. Otherwise, she states the
reason for the private meeting is because she wants to give
the PCs a larger share than what’s officially allowed by the
army’s regulations in recognition for their help.

In fact, Malesinder plans to take the eagle back to
Ivoryglass as a trophy of victory and present it to Yrax,
and she has come to the realization that the PCs (and their

*

amazing Dancing Hut) might be even better trophies to
bring back with her. After the loyalty the PCs have shown
to the Drakelands cause, however, Malesinder knows
she can’t just throw them in chains without damaging
the morale of her army. At the same time, she is jealous
of these strange, powerful aliens and feels threatened by
the PCs, fearing that Yrax might even use them to replace
her. Therefore, if she cannot capture them, Malesinder
resolves to take them out of the picture altogether.

This encounter assumes that the PCs achieved at least
a close victory in the battle and that Spurhorn fell to the
Drakelands siege. If the PCs and the Drakelands army were
defeated, you can still run this encounter. In this case,
Malesinder is apoplectic over the loss, and dreads Yrax’s
reaction when word reaches him of her defeat. She angrily
summons the PCs to her and decides to slay them out of
hand, reasoning that she can blame them for the defeat. If
she can’t give Yrax Spurhorn, perhaps she can appease the
dragon by giving him the PCs’ Dancing Hut instead.

Creature: Malesinder doesn’t trust anyone else to help
her with eliminating the PCs, so she meets with them
alone. The rendezvous point is in a hilly and inhospitably
rugged region, making it impossible for the PCs to
approach in the Dancing Hut. Malesinder has a small chest
in front of her and a cage holding the two-headed eagle.
She greets the PCs warmly and thanks them again for
their bravery and assistance during the battle. She offers
to make them honorary knights of the Drakelands, and
bids them kneel before her to be knighted. Once the PCs’
guard is down, she targets them with her breath weapon
and attacks. Malesinder tries to deal nonlethal damage
to each PC with at least one attack in order to take them
alive if possible, but she attempts to kill them outright if
capture seems unlikely.

GENERAL MALESINDER CR 12

XP 19,200
hp 161 (see page 60)

Treasure: The two-headed eagle in the birdcage is the
first key the PCs seek. Additionally, Malesinder’s chest
contains two truefrost elixirs (see page 63).

Development: If the PCs kill General Malesinder, they
can take the two-headed eagle, the first key they need
for the cauldron in the Dancing Hut. The PCs should
know by now that the second key, the bearskin, lies in
Ivoryglass, the fortress of the white dragon warlord Yrax.
With Malesinder’s betrayal, the PCs have lost their only
ally among the Drakelanders. To retrieve the bearskin
and pick up Baba Yaga’s trail, they must venture into the
Drakelands to search Ivoryglass for the key themselves.

Story Award: Award the PCs 19,200 XP for acquiring the
two-headed eagle from General Malesinder.
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PART THREE: INTO THE DRAKELANDS

Whether Spurhorn stands or falls to Drakelands invasion,
or ifthe PCs avoided involvement in the battle by sneaking
into Spurhorn, the PCs should now have secured the first
of Baba Yaga’s keys—the two-headed eagle. From the clues
in the Dancing Hut, the PCs should know that the second
key can be found in Ivoryglass, the fortress of the white
dragon warlord Yrax, 200 miles northwest of Spurhorn.

How the PCs get to Ivoryglass is up to them, though it will
involve travel through the relatively hostile Drakelands. If
they joined the Dragon Legion in the defense Spurhorn
and agreed to defeat Yrax, Commander Pharamol sends a
flight of Spurhorn’s dragonkin to carry the PCs into the
Drakelands and assist them on this dangerous mission,
giving them a chance to be dragonriders themselves.
Exactly who accompanies the PCs is up to you, but it
should include those dragonriders and dragonkin the PCs
have formed relationships with.

If the PCs joined the Drakelanders, they can find a
map in General Malesinder’s tent that will lead them to
Ivoryglass. Likewise, PCs who stole the eagle from Spurhorn
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can use the map in Commander Pharamol’s office (area B12)
to get to Ivoryglass. Otherwise, the PCs will likely need to
use magic or question locals to learn the palace’s location.
Without dragonkin to ride, the PCs must make their own
way to Ivoryglass, though if they've mastered control of the
Dancing Hut, they can use it as transportation.

ALIEN MONSTERS (CR 12)

Creatures: As the PCs journey through the Drakelands
toward the Vahara Glacier, they come upon a wolflike
humanoid creature called an adlet under attack by a pair
of giant furred insects called ursikkas. Outnumbered
and overwhelmed, it seems only a matter of time before
the adlet is devoured by the giant insects. If the PCs are
traveling with any of the Dragon Legion, the legionaries
recommend helping the adlet, who seems to be no match
for the ursikkas.

URSIKKAS (2) CR 10

XP 9,600 each
hp 138 each (see page 88)




Development: If the PCs defeat the ursikkas, the adlet
greets them and thanks them for their aid. She introduces
herself as Baknarla, a shaman, and hails the PCs as “the
destined ones.” If questioned, she claims that “the stars

have spoken” about the coming of ones from beyond the
sky who will give her people back their lands. She goes on
to explain that the adlets inhabit the frozen wastes near
the Vahara Glacier, but the tyrannical dragon warlord Yrax
has harshly oppressed the adlet people and driven them
out of their traditional tribal grounds. Baknarla
believes that the PCs, as aliens to Triaxus, are
destined to defeat Yrax, allowing the adlets
to reclaim their ancestral domain.

Unfortunately, most of the other
shamans in Baknarla’s tribe do not
share her beliefs, and her tribe has
shunned her, so she went seeking /
“the destined ones” on her own. / !
Believing she has finally found =~~~ o
them, Baknarla has a plan that 7
can both help the PCs defeat Yrax
and help her own people. One of
her people’s most holy sites is a place
called the Rimekeening Crevasse, located in
lands that the dragon has driven the adlets from
and forbidden them from returning. Although it
is taboo for outsiders to set foot in the crevasse,
Baknarla is willing to guide the PCs there, hoping
they will help her find the last resting place of a
legendary adlet hero named Sarnok. Sarnok was
a mighty warrior-shaman who lived long ago and slew more
than one dragon with his magic spear. He was also renowned
for his wisdom, bringing about peace treaties between the
adlet tribes and several Drakelands realms. The old tales
say that one day Sarnok set out to explore the depths of the
Rimekeening Crevasse and was never seen again, but that he
will return some day to guide his people to glory once more.

If Baknarla and the PCs can locate Sarnok’s grave, the
adlet hopes to find a holy relic of the hero that she can
bring back to her people to restore their hope and her own
position in the tribe. At the same time, Baknarla believes
they will find Sarnok’s legendary spear, which the PCs
can use to slay Yrax. Furthermore, Baknarla believes there
is a hidden way from the crevasse into Ivoryglass. Once
the PCs have the spear, they can then approach Ivoryglass
through the crevasse, thereby avoiding the soldiers that
patrol the glacier surrounding the palace.

If the PCs agree, Baknarla leads them to the Rimekeening
Crevasse. If they refuse to help her, she pleads with them
to reconsider, but does not push them. If they will not
accompany her, she will go to the Rimekeening Crevasse by
herself to find Sarnok’s grave. Baknarla thanks them again

for their help against the ursikka and wind walks away.

BAKNARLA

Story Award: If the PCs save Baknarla from the ursikkas
and agree to undertake her quest, award them 19,200 XP.

BAKNARLA CR 11
XP 12,800

Female advanced adlet shaman (Pathfinder RPG Bestiary 3 9)
hp 157 (currently 73)
spell-Like Abilities (CL 10th, concentration +11)
1/day—commune with nature, summon
(1 greater ice elemental or 1d4+1 Large
ice elementals)

Languages Adlet, Triaxian

ICE RUNNERS (CR 12)

Creatures: On the way to the Vahara
Glacier, on a flat plain west of the
Emhos River, the PCs (and Baknarla, if she
\  isaccompanying them) come across a large
flock of migrating flightless birds called
i ) ice runners. The ice runners stand about
10 feet tall and weigh over 500 pounds, and
they are well suited to running across snowy
plains. They are also very aggressive, and as
soon as they catch sight of the PCs, eight of the
creatures run forward to attack and drive off’
the intruders.

ICE RUNNERS (8) (R6

XP 2,400 each

Advanced variant boreal axe beak (Pathfinder RPG
Bestiary 3 29, 290; Pathfinder Campaign Setting: Irrisen,
Land of Eternal Winter 56)

N Large magical beast (cold)

Init +5; Senses low-light vision; Perception +10

DEFENSE

AC 19, touch 14, flat-footed 14 (+5 Dex, +5 natural, -1 size)

hp 73 each (7d8+42)

Fort +11, Ref +10, Will +4

Immune cold

Weaknesses vulnerable to fire

OFFENSE

Speed 50 ft.

Melee bite +12 (1d8+7/19-20), 2 talons +11 (1d4+7)

Space 10 ft.; Reach 10 ft.

Special Attacks sudden charge

STATISTICS

Str 25, Dex 21, Con 22, Int 2, Wis 15, Cha 14

Base Atk +5; CMB +13; CMD 28

Feats Improved Critical (bite)®, Improved Natural Armor, Run,
Skill Focus (Perception), Weapon Focus (bite)

Skills Acrobatics +10 (+18 when jumping), Perception +10,
Stealth +5 (+9 in snow), Survival +4 (+8 in snow)

$Q trackless step
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RIMEKEENING CREVASSE

The Rimekeening Crevasse cuts deeply into the Vahara
Glacier, and runs from the edge of the glacier to Ivoryglass.
The crevasse is a holy place to the adlets; they believe the
sound of the wind whistling through the crevasse to be
the howls of their ancestors, and only during rare sacred
rituals do they approach close enough to hear these wails.
It is forbidden for outsiders to even set foot inside the
crevasse, but Baknarla is willing to break the taboo to find
Sarnok’s grave and help her people.

She guides the PCs to the edge of the vast fracture, which
stretches off'into the distance in both directions. The rift is
about 500 feet wide at this point, but it narrows sharply as it
descends into the glacier. Freezing winds whistle through
the crevasse, producing an eerie wailing that at times seems
to sound like the lonely cry of a grieving woman.

The crevasse drops almost 200 feet below the surface
of the glacier. The difficulty of the climb down into the
rift varies from areas of rough outcropping with adequate
handholds (Climb DC 15) to sheer cliff faces (Climb DC 25).
Many areas are also slippery with ice or snow, adding 5 to
the DCs of some Climb checks. Of course, the PCs might
also have access to magical flight or other means to
make the descent, such as an alpine ice axe.

The bottom of the crevasse is narrow
and cluttered with sharp rocks and
jumbled, snow-covered boulders.
Several hundred feet along the
crevasse is the jagged maw
of an ice cave in the cliff wall.
Anyone who succeeds at a DC
20 Perception check notices an
ancient pictogram carved above the
cave entrance. According to Baknarla,
the pictogram is the personal sigil of Sarnok,
and it is a sign that he went this way. Inside
the cave, the sound of the howling wind quickly
dies down. The roughly circular passage is just
over 50 feet in diameter. It slopes downward
at a steep angle to the west, and all surfaces
inside the cave are rimed with icy frost, making
the terrain slippery (+5 to Climb check DCs, +10 to
Acrobatics check DCs).

C1. FROSTCRAWLER LAIR (CR 11)

About 200 feet down the tunnel, a large, cracked recess
opens in the southern wall, about 20 feet above the
floor of the main passage.

Creatures: A pair of mated creatures,
called frostcrawlers by the adlets,
have made a lair in the recess. These
many-limbed reptilian creatures are
similar to behirs, but are silvery-white
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in color and have evolved in response to their arctic
environment, though they retain their electricity breath
weapon, which they use to hunt cold-immune prey.
The female of the pair has recently laid an egg, and the
frostcrawlers are even more aggressive than normal. They
attack any intruders in the tunnel as soon as they become
aware of them, and fight to the death to protect their nest.

FROSTCRAWLERS (2) CR9
XP 6,400 each
Advanced variant behir (Pathfinder RPG Bestiary 34, 294)
hp 125 each
Immune cold, electricity

C2. DEVOURING SLUSH (CR 11)

The rough walls of this wide cavern glisten with sparkling
crystals and mineral deposits.

Creature: A bluish-purple carnivorous crystal slowly
absorbs nutrients from a deposit near the southeast
fissure in this cave. When it senses the presence of
highly nourishing minerals within the PCs, it activates
its subsonic hum, and slithers hungrily toward them,
mindlessly focusing its attacks on the creature
wearing the most metal.

CARNIVOROUS CRYSTAL CR 11

XP 12,800
hp 136 (Pathfinder RPG Bestiary 3 45)
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Treasure: Although most of the crystals in this cavern
are not of any particular value, large aquamarines worth
7,000 gp in total can be gathered from this chamber

C3. FROST WORM ATTACK (CR 14)

Creatures: As the PCs enter this chamber, the vibrations of
their footsteps attract the notice of a frost worm in the ice
beneath them. A round later, the frost worm bursts from
the floor to attack, joined 1d4 rounds later by a second frost
worm attracted by the sounds of the battle.

FROST WORMS (2) CR 12

XP 19,200 each

hp 168 each (Pathfinder RPG Bestiary 2 126)

TACTICS

During Combat The frost worms use their breath weapons

before attacking. They only use their trill ability if prey is out
of reach or seems to be trying to escape.
Morale The frost worms fight to the death.

C4. SARNOK’S GRAVE (CR 12)

Cracks and fissures riddle this jagged, frozen grotto. Sharp icicles
hang from the uneven ceiling and thick ice covers much of the

walls. A vertical sheet of ice fills the western end of the cavern,
and the frozen remains of several creatures are visible within the
ice, sealed within the frozen wall.

The roofin this cave varies between 15 and 25 feet high.
Dense rubble covers the ground where indicated on the
map and is considered difficult terrain. The entire floor
of the grotto is slippery, increasing the DC of Acrobatics
checks by 5.

The preserved corpses of seven creatures stand entombed
in the western ice wall, a macabre display case of trophies
of the cavern’s inhabitant. The frozen creatures consist of
a copper dragonkin, an elf, four Triaxians (including one
Summerborn), and an adlet—the remains of the mythical
hero Sarnok.

Creature: A reclusive and eccentric roper named
Zavackuul lurks in one of the larger fissures running
through the ceiling of this chamber. As inhumanly cruel
as others of her kind, Zavackuul is a compulsive collector
of her more interesting and eloquent victims, whom she
slowly freezes alive and then puts on display, encased in ice.
Zavackuul hangs upside down in her crevice, 25 feet above
the floor near the outcropping that divides the cavern to

the southeast, patiently waiting until prey approaches the

1'SQUARE = 10 FEET




ice wall at the western side of the cavern before lashing out
with her strength sapping strands.

ZAVACKUUL CR 12

XP 19,200

Female roper (Pathfinder RPG Bestiary 237)

hp 162

Speed 10 ft., climb 10 ft.

Skills Climb +35, Perception +18

Languages Aklo, Triaxian

TACTICS

During Combat Zavackuul focuses her attacks on one creature,
hoping to completely drain the victim’s strength and claim a
new trophy.

Morale If reduced to fewer than 50 hit points, Zavackuul calls
for a truce, offering to exchange one of her precious trophies
for one of the PCs’ party. If they refuse, she renews her
attack and fights to the death.

SPECIAL ABILITIES

Stone Clinger Zavackuul has the Stone Clinger (Pathfinder
Campaign Setting: Dungeon Denizens Revisited) feat
instead of Skill Focus (Perception). This grants her a climb
speed of 10 feet. Also, she can hang upside down from
a ceiling indefinitely, and can drop on a creature below,
dealing 2d6+6 points of bludgeoning or piercing damage.

Treasure: Sarnok and the other preserved creatures are
entombed behind over 2 feet of ice (hardness o, hp 80). The
adlet hero still bears his +1 dragon bane thawing"® longspear.
Although his garb and other mundane equipment have
deteriorated after years entombed in ice, he still wears a
belt of fallen heroes"t and a prophet’s pectoral’E. The prophet’s
pectoral is the holy relic Baknarla has come to claim and
return to her tribe, but she offers Sarnok’s spear and belt
to the PCs to aid them in defeating Yrax.

In addition, one of the Triaxian corpses is wearing hide
of the dragonrider (see page 63). The other corpses have coins
and other jewelry worth a total of 425 gp, but the rest of
their gear has deteriorated to uselessness.

Story Award: If the PCs recover Sarnok’s spear and the
prophet’s pectoral for Baknarla, award them 19,200 XP.

PART FOUR: IVORYGLASS
After traveling through the Drakelands (and possibly the
Rimekeening Crevasse), the PCs reach Ivoryglass, the
glacial fortress-palace of the white dragon warlord Yrax,
Lord of the Howling Storm. During the long Triaxian
winters, the Drakelands’ white dragons often become
ascendant over their kin, and Yrax is one of the most
powerful white dragon warlords.

Ivoryglass sits within the Vahara Glacier, inside a large
well-like shaft almost 200 feet deep called a moulin,

formed over millennia from glacial meltwater. Ivoryglass

takes its name from an immense, circular block of smooth,
palely reflective white stone over 3,000 feet in diameter that
supports the entire fortress and its outbuildings. Crafted
ages ago by powerful dragons, this massive stone “floats”
atop the moving glacier and magically keeps the fortress
level and in place, ensuring that the glacier doesn’t slowly
overrun and swallow the fortress. The stone has a strong
abjuration aura that interferes with teleportation magic,
doubling the percentage chance of a mishap, arriving
off target, or appearing in a similar area. Short-range
teleportation (such as dimension door) and planar travel are
unimpeded, as are more powerful teleportation effects
that lack a chance of arriving off target.

ENTERING THE MoOuLIN

The only apparent entry into or out of the Ivoryglass moulin
is through the open top of the glacier, which is well guarded
by Drakelands forces. While much of Yrax’s army is
mustering on the Skyfire Mandate border in preparation for
the coming invasion, the warlord still retains a substantial




number of troops here to defend his headquarters, and the
PCs need to elude these guards to get inside.

How the PCs plan their foray is up to them. Baknarla,
Bescaylie, and any other NPCs in attendance recommend
that the PCs’ main goal should be to get inside the palace
swiftly. Even though the PCs are powerful heroes, the
sheer number of troops around Ivoryglass means it would
be fatal to get pinned down fighting an ever-increasing
number of enemies.

If the PCs befriended Baknarla, the easiest way to
gain entry to the grounds of Ivoryglass is through the
Rimekeening Crevasse. The crevasse leads right to the
southern wall of the moulin. Entering the moulin from
above via the hole atop the glacier is still a viable option,
however. The PCs can simply fly down, or ifany dragonkin
are accompanying the PCs, they offer to carry the PCs down
to Ivoryglass. Scaling the icy, 200-foot-high cliff walls of
the moulin requires successful DC 30 Climb checks.

Once inside the glacier, the PCs must make their way
to Ivoryglass itself. Surrounding the palace are numerous
outbuildings for the servants and subjects of Yrax, including
guard posts, barracks for both dragonkin and Triaxians,
drake ghettos, servant and slave quarters, smithies,
storehouses, and wolliped pens. Whether the PCs enter
the moulin from the crevasse or from above, they must still
contend with a succession of Drakelands patrols.

EVENT 1: RAMPAGE OF DRAKES (CR 12)

Creatures: A pack of four frost drakes and their Drakelands
sorcerer handler patrol the skies above the glacier, and are
likely to attack PCs attempting to fly into Ivoryglass. The
sorcerer casts haste on himself and the drakes as soon as
battle is joined. Both the drakes and the sorcerer fight to
the death.

DRAKELANDS SORCERER CR9

XP 6,400

hp 92 (see page 19)

Resist fire 20

TACTICS

Before Combat The Drakelands sorcerer casts false life and
mage armor every day. Before combat, he casts fly, see
invisibility, and shield on himself and resist energy (fire) on
both the drakes and himself.

FROST DRAKES (4) (R7
XP 3,200 each

hp 84 each (Pathfinder RPG Bestiary 2 108)

Resist fire 20

Story Award: If the PCs manage to avoid or evade this
patrol, award them 19,200 XP, as if they had defeated the
patrol in combat.

EVENT 2: HYDRA PATROL (CR 12)

Creatures: A green dragonkin named Kezshar holds

leashes tied to the halters of a pair of war hydras, guiding
them on a regular circuit around Ivoryglass. All three have
the scent ability, and Kezshar investigates anything they
discern as out of place as standard procedure. Kezshar
hates having to “drag smelly beasts” around on guard duty
and can be fooled into thinking that a threat that catches
the hydras’ attention is actually something trivial and
harmless, such as if the PCs are hiding near a wagon of
food supplies or in a corral of wollipeds. Once Kezshar
detects intruders, she unleashes the hydras and takes to
the air, alternating attacks between her glaive and acidic
breath weapon.

KEZSHAR CR9
XP 6,400
CE female green dragonkin (see page 16)
hp 115
Immune acid
Special Attacks breath weapon (30-ft. cone, 9d6 acid damage)

WAR HYDRAS (2) CR9
XP 6,400 each
hp 80 each (see page 31)

Story Award: If the PCs manage to avoid or evade this
patrol, award them 19,200 XP, as if they had defeated the
patrol in combat.

IVORYGLASS

The palace of Ivoryglass is carved from a solid block of
glacial ice, compacted with pressure and age to the hardness
and strength of stone. The walls are 30 feet thick at their
narrowest, and are scores or even hundreds of feet thick in
most places. Unless otherwise noted, rooms and corridors
in the palace are 30 feet high, and the temperature hovers
around 30° F. Doors are made of gray stone (hardness §,
hp 60, break DC 28) and are typically unlocked. Numerous
sky-blue continual flames set in sconces carved to resemble
draconic claws or jaws provide illumination in the palace’s
passages and chambers. The entire palace is warded with
a permanent mage’s private sanctum effect (CL 15th) that
prevents scrying inside its walls.

Several golems patrol the halls and chambers of
Ivoryglass. These golems only follow the commands of
Yrax, but they ignore the palace’s permanent residents
(Cesseer, Iantor, Viveka, or Yrax) and any creatures bearing
Yrax’s personal arcane mark. Guards, servants, and official
visitors to the palace (including the kokogiak in area D8
and the akhlut in area Dui1) all bear Yrax’s arcane mark.
This arcane mark can be forged with a successful DC 30
Linguistics check; success means the golems will not attack
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the creature bearing the forged mark. The golems attack

any other creatures not bearing Yrax’s mark unless they
are escorted by one of the palace’s permanent residents.

D1. PALACE GATE (CR 12)

The sole entrance to Ivoryglass stands in the palace’s
eastern wall, flanked by two stone guardhouses. Barred
iron gates 20 feet wide and 6 inches thick (hardness 10,
hp 180, break DC 30) remain firmly closed under most
circumstances, but the PCs might be able to bluff their
way in, provided they speak fluent Draconic or Triaxian
and have either forged orders or an extremely compelling
reason to be allowed inside.

Creatures: A squad of four heavily armored Drakelands
barbarians guards Ivoryglass’s gate, supported by a
Drakelands ice seer. The oracle uses detect magic on anyone
approaching to detect illusions or the possible presence of
invisible enemies (casting dispel magic or invisibility purge
as needed). Both the barbarians and the ice seer fight to
the death.

DRAKELANDS BARBARIANS (4) C(R7
XP 3,200 each
hp 97 each (see page 29)

DRAKELANDS ICE SEER (R9

XP 6,400

hp 88 (see page 33)

TACTICS

Before Combat The ice seer activates his ice armor revelation
and casts freedom of movement and shield of faith.

During Combat The ice seer tries to avoid melee combat, using
his spells to support the barbarians.

D2. ATRIUM (CR 11)

Slender ice pillars support the tall roof of this sweeping
gallery. Thick blocks of translucent crystal set in the roof
allow some outside light to illuminate the area. Ornamental
rock gardens line both sides of a wide flagstone path running
through the center of the chamber. A dozen alabaster statues,
all depicting the same draconic figure, flank the pillars on
either side of the path.

This atrium is go feet high. The gardens contain a small
variety of Triaxian plant life, most of it currently dormant
in winter’s chill. The statues are all likenesses of the white
dragon Yrax.

Creature: A score of years ago, Yrax decided he needed
an heir to eventually inherit his domain. Unwilling to
allow another dragon even a hint of legitimacy in his
regime by producing children with her, and finding

the thought of mating with a lesser (i.e., non-dragon)

species abhorrent, Yrax sought a different approach. He
hired alchemical and arcane specialists and had them
infuse his draconic blood into the egg of an unusual
beast rarely seen on Triaxus. When the egg hatched,
Yrax had his heir—a strange, eyeless half-dragon,
half-destrachan he named Iantor. As Iantor matured,
however, Yrax became less and less interested in him, for
while the half-dragon was strong and bright, he lacked
both ambition and the ability to speak, making him
unsuitable as an heir or even as a leader of his father’s
armies. Nevertheless, Yrax has yet to dispose of his
offspring simply because Iantor is no threat to him, and
is a loyal, if uninspiring, son. The half-dragon has led
a lonely and harsh life, but still secretly believes his father
will recognize him if he can prove himself worthy. Not
allowed outside the palace without permission, Iantor
spends much of his time in the atrium practicing his
flying and climbing skills.

Suspicious of any visitors, Iantor confronts any
intruders in the atrium, flapping down to cling to a pillar
15 feet above the PCs and hissing at them. Even though he
can't speak, Iantor expects the PCs to explain themselves
and won't let them pass until they do. If the PCs ignore
Tantor or attempt to move toward an exit without a
good explanation, he eagerly attacks, hoping to gain
acknowledgment from his father for killing or capturing
the PCs.

IANTOR CR 11

XP 12,800

Male advanced half-white dragon destrachan (Pathfinder RPG
Bestiary 170, 294; Pathfinder RPG Bestiary 2 83)

NE Large dragon

Init +7; Senses blindsight 100 ft.; Perception +21 (+29 hearing)

DEFENSE

AC 26, touch 12, flat-footed 23 (+3 Dex, +14 natural, -1 size)

hp 150 (12d8+96)

Fort +14, Ref +9, Will +14

Defensive Abilities protection from sonics; Immune cold; gaze
attacks, visual effects, illusions, and attacks relying on sight;
paralysis; sleep; Resist sonic 30

OFFENSE

Speed 30 ft., fly 60 ft. (average)

Melee bite +18 (2d6+10), 2 claw +18 (1d8+10)

Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon 1/day (30-ft. cone, 12d6
cold damage, Reflex DC 24 half), destructive harmonics
(DC 24)

TACTICS

During Combat lantor stays in the air and uses the Hover feat
to kick up dirt, sand, and dust to gain concealment from
enemies. He tries to keep out of melee combat, pounding
foes with his destructive harmonics. lantor reserves his cold




breath weapon until he can catch at least 3 opponents in its
cone of effect.

Morale If reduced to 50 hit points or fewer, lantor flees deeper
into the palace, either to join his father in area D20 (50%
chance) or to his own quarters in area D10 (50% chance) to
lick his wounds.

STATISTICS

Str 30, Dex 17, Con 26, Int 19, Wis 22, Cha 19

Base Atk +9; CMB +20; CMD 33

Feats Great Fortitude, Hover, Improved Initiative, Lightning
Reflexes, Lunge, Vital Strike

Skills Acrobatics +18, Climb +25, Escape Artist +18, Fly +16,
Intimidate +19, Knowledge (nobility) +19, Perception +21
(+29 hearing), Sense Motive +18, Stealth +14, Survival +21

Languages Aquan, Auran, Draconic, Triaxian (can’t speak)

D3. PENTAGONAL PASSAGE (CR 12)

Creatures: Three fossil golems patrol Ivoryglass’s main
corridor, which forms a pentagon between the atrium
(area D2) and the western hallway (area D17). Constructed
from the ancient, fossilized bones of prehistoric Triaxian
dragons, the golems make their rounds in a staggered
rotation so that each golem patrols a different side of the
pentagon, with a full circuit taking 4 minutes.

FOSSIL GOLEMS (3) CR 12

XP 19,200 each
hp 122 each (Pathfinder RPG
Bestiary 3 136)

D4. HALL OF THE
VANQUISHED (CR 12)
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Massive stone plinths line
both sides of this long, arched
hallway. Over half the plinths are
in use, displaying the skeletal
remnants of draconic creatures.
Sheets of ice sheathe some of
the skeletons, holding their ossified
remains arranged as if in life, while others are
merely jumbled piles of bones.

Those who seek an audience with Yrax
are shown through this disturbing
gallery, which displays the
remains of some of
the dragon warlord’s
former adversaries.
A few of the skeletons
are from dragonkin, but the rest are those of true
dragons. The bones on display here are a mere fraction
of those Yrax has slain over the years—the ones he felt

were “worthy” opponents. The empty plinths are a grim
reminder to visitors that there’s plenty of room for their
skeletons if they offend the Lord of the Howling Storm.

Creatures: Yrax has employed powerful magic to have his
fallen foes serve him, even in death. Four of the skeletons
on the plinths are bone golems. The golems wait until a
creature reaches the middle of the room before animating
and attacking.

BONE GOLEMS (4) CR 8
XP 4,800 each
hp 90 each (Pathfinder RPG Bestiary 3 133)

D5. AUDIENCE CHAMBER (CR 12)

Two sets of steps ascend fifteen feet to a huge raised dais that
fills one end of this immense hall. A massive nestlike structure
constructed of pale wood, masterfully carved and woven into
elaborate patterns, takes up the center of the dais, next to a
much smaller throne-like chair. Intricate mosaics of draconic




forms spiral up the hall’s thick stone buttresses and flow across
the tall arched ceiling, giving the place an air of grandeur.

This is Yrax’s public audience chamber, but it is usually
empty unless the Lord of the Howling Storm is holding
court or entertaining visitors from his nestlike throne atop
the dais. The chair is for Yrax’s consort, Cesseer of Ning,
whom the dragon likes to “exhibit” as an expensive, exotic
trophy when holding court. The ceiling is 60 feet high in
this chamber. An illusory wall (Will DC 16 to disbelieve)
conceals an entrance 45 feet up in the western wall, which
gives Yrax the chance to observe foreign dignitaries before
making a dramatic entrance. The illusory wall hides a
short corridor and stairway that crosses over the western
hallway (area D1y) and descends into the antechamber
(area D1g). Although most of Yrax’s followers (and all of the
palace residents) know of the entrance, they’re also aware
that they could fall under Yrax’s scrutiny any time they’re
in this hall.

Creatures: Four glass golems stand at attention in the
room, two against the eastern wall and two atop the dais,
flanking Yrax’s throne. They attack any creatures in the
room that lack Yrax’s arcane mark unless Yrax is present.

GLASS GOLEMS (4) CR 8
XP 4,800 each
hp 96 each (Pathfinder RPG Bestiary 2 138)

D6. LIBRARY

This chamber contains rows of bookshelves holding oversized
books apparently designed for the hands, or perhaps the claws,
of large readers.

Mostly penned in Draconic or Triaxian, the books
here are works of fiction and histories of the Drakelands
written with an obvious bias toward flattering the land’s
dragon rulers. Yrax occasionally studies up on military
tactics and historical battles here.

D7. SHRINE OF DAHAK

This irregularly shaped room has a high, ridged ceiling that
slopes smoothly down to the sides. Huge skeletal designs carved
along the floor, walls, and ceiling convey the sense of being
inside a massive winged beast. A black stone altar inside the
beast’s “skull” at the northern end of the room is carved with
symbols of a fiery falling star streaking downward.

This chamber takes the shape of a dragon in flight. A
successful DC 20 Knowledge (religion) check identifies the
room as a shrine to Dahak, the Endless Destruction, evil

god of the chromatic dragons.

D8. GUEST QUARTERS (CR 12)

Tables, beds, and other furnishings lie heaped in a pile in one
corner of this chamber, which is significantly colder than the rest
of the palace. Small drifts of snow have collected in corners and
at the intersections of walls and floor.

Creature: A rare creature from Triaxus’s arctic called a
kokogiak currently occupies this chamber. Although it
looks terrifyingly like a gigantic ten-legged polar bear,
the kokogiak is far more than a simple beast. In fact,
the evil, cunning, and highly intelligent kokogiak is
Yrax’s honored guest and something of an ambassador
to Ivoryglass. This kokogiak dominates a powerful tribe
of barbarian Drakelanders whom Yrax wants to join his
army in attacking and conquering the Skyfire Mandate.
Thus far, Yrax has been unsuccessful in gaining the
kokogiak’s support, despite plying it with valuable gifts;
the ambassador has remained noncommittal, and the
dragon is growing frustrated with the creature’s silence.
For its own part, the kokogiak cares little for the wordly
treasures Yrax has bestowed upon it, much preferring live
sacrifices instead, which have been sorely lacking inside
Ivoryglass’s walls. The kokogiak attacks any intruders
entering its quarters.

KOKOGIAK CR 12

XP 19,200

Pathfinder Adventure Path #69 86

NE Huge magical beast

Init +1; Senses darkvision 60 ft., low-light vision; Perception +18

DEFENSE

AC 25, touch 9, flat-footed 24 (+1 Dex, +16 natural, -2 size)

hp 172 (15d10+90)

Fort +15, Ref +10, Will +9

Immune cold, illusions

OFFENSE

Speed 40 ft., burrow 20 ft., climb 20 ft., swim 20 ft.

Melee bite +23 (2d6+10 plus pull), 6 claws +24 (2d6+10/19-20)

Space 15 ft.; Reach 10 ft. (20 ft. with bite)

Special Attacks blizzard breath, forlorn gaze, pull (bite, 10 ft.)

spell-Like Abilities (CL 15th; concentration +18)
At will—fog cloud, ventriloquism (DC 14)
3/day—major image (DC 16), solid fog

TACTICS

During Combat The kokogiak casts solid fog on the first round
of combat, then uses its breath weapon against anyone
trapped in the fog. With its long neck, the kokogiak can
reach opponents almost anywhere in the room without
needing to move through the fog.

Morale The kokogiak fights to the death.

STATISTICS

Str 31, Dex 13, Con 22, Int 13, Wis 14, Cha 16




Base Atk +15; CMB +27; CMD 38 (54 vs. trip)

Feats Critical Focus, Improved Critical (claws), Improved Vital
Strike, Iron Will, Power Attack, Staggering Critical, Vital
Strike, Weapon Focus (claws)

Skills Bluff +18, Climb +22, Perception +18, Stealth +11 (+19 in ice
or snow), Swim +22; Racial Modifiers +8 Stealth in ice or snow

Languages Aquan, Triaxian

$Q ice walker, penetrating sight, sound imitation

SPECIAL ABILITIES

Blizzard Breath (Su) A kokogiak’s breath weapon is a polar
gale so bitterly cold that it saps vigor from those it touches.
Once every 1d4 rounds as a standard action, a kokogiak can
expel a 60-foot cone of blistering arctic winds, dealing 8d6
points of cold damage to all creatures struck. A successful DC
23 Reflex save halves this damage. Any creature damaged
by this attack must then succeed at a DC 23 Fortitude save or
become fatigued (or exhausted if it was already fatigued).
The save DCs are Constitution-based.

Forlorn Gaze (Su) As a standard action, a kokogiak can lock
its black eyes on a target within 60 feet to fascinate the
creature. A successful DC 20 Will save negates this effect.
Creatures that fail the save are fascinated and they see the
kokogiak as a lost loved one, trusted friend in danger, or
ally in desperate need. Once a creature is fascinated, the
kokogiak can compel the creature to move toward it. Once
adjacent, the creature is flat-footed against the kokogiak’s
attacks, but the creature receives a new saving throw at the
beginning of its turn to break the fascination. This is a mind-
affecting effect and the save DCis Charisma-based.

Ice Walker (Ex) A kokogiak takes no penalty to speed or on
Acrobatics, Climb, or Stealth checks in snowy or icy terrain or
weather conditions. It can walk across snow crusts or thin ice
without breaking through. In addition, a kokogiak can choose
to not leave tracks when moving in this type of terrain.

Penetrating Sight (Ex) A kokogiak’s sight is not affected by its
own fog cloud or solid fog spell-like abilities. In addition, a
kokogiak does not take any penalties on Perception checks
while its snowing.

sound Imitation (Ex) A kokogiak can mimic any voice or sound
it has heard by making a successful Bluff check against a
listener’s Sense Motive check.

Treasure: A collection of valuable items lies heaped in one
corner. These are gifts from Yrax, but the kokogiak has so
far disdained them. The pile consists of an amulet of blue
dragon’s breath (see page 62); a golden bowl engraved with
images of dragons (worth 500 gp); a jeweled egg containing
the blood of an ancient dragon warlord (worth 4,500 gp); an
engraved mithral figurine of an ursikka (see page 88) worth
500 gp; a platinum flute worth 1,000 gp; and a strange gold
idol in the shape of a pregnant, furred female humanoid
with insect wings, a dragon’s head, and a single ruby eye,

engraved with queer carvings (worth 1,500 gp).

D9. CESSEER’S QUARTERS

A richly woven curtain divides these luxurious living quarters. The
room holds magnificent furnishings and is sumptuously decorated.

Yrax prepared this opulent chamber for his new
consort, Cesseer of Ning (see area Di4), but she rarely
sleeps here, preferring the simplicity of a cell near the
training hall. The only personal items here are several
changes of clothing belonging to Cesseer, all in current
Ningese fashion.

D10. IANTOR’S QUARTERS

Alarge pile of furs lies in the center of this plain, circular stone cell.

The half-dragon Iantor (area D2) sleeps in this chamber,
originally built as small guest room or prison cell for
dragonkin or other large creatures. The room’s stone door
can be barred from the outside.

Treasure: Hidden beneath a loose rock under the
furs (Perception DC 25 to find) is Iantor’s most treasured
possession, a miniature toy dragon made of platinum.
The dragon functions as a bronze griffon figurine of wondrous
power, but it transforms into a Large dragon-shaped
creature (use the normal stats for a griffon).

D11. SWIMMING POOL (CR 13)

Along, rectangular pool of dark water fills the center of this large
chamber, which is slightly warmer than the rest of the palace.

The pool is 30 feet deep, filled with ice-cold water.
It has a faint transmutation aura, and is imbued with
magic to keep the water’s temperature just above the
freezing point. Although the pool was built for Yrax, the
dragon rarely feels the urge to swim, and only Cesseer
of Ning (area D14) and the nereid Viveka (area D1i2)
regularly use the pool.

Creature: The pool is also home to Yrax’s newest pet, a
bizarre hybrid of killer whale and wolf called an akhlut.
The akhlut recognizes Yrax, Cesseer, and Viveka, but
it views anyone else as potential prey. In the water, the
akhlut is fully transformed into an orca, but it charges
out of the water as soon as anyone enters the chamber,
using its shore storming ability to take them by surprise.
A skilled hunter, the akhlut pursues fleeing intruders
throughout the palace, but it retreats back to the pool if
reduced to fewer than 60 hit points.

AKHLUT CR 13

XP 25,600
hp 189 (Pathfinder RPG Bestiary 3 11)




D12. KITCHEN (CR 10)

A row of large ovens line one wall of this long, well-stocked
kitchen. Oversized plates, some several feet wide, sit in neat
stacks on shelves beside utensils, crockery, and culinary tools.

Creature: A nereid named Viveka works and lives in
the kitchen, serving as Ivoryglass’s cook and preparing
meals for the palace’s residents. Once a native of
the Lake of the Eye north of Ivoryglass,
Viveka fell afoul of a Triaxian fisherman
from the city of Iris who stole her shawl.
The fisherman promptly “tithed” her shawl
to the city’s priest-king, the blue dragon
Harkor, who enslaved her and made her
into an exotic trophy, training her to be his )
personal chef. Always one to covet the
trophies of others, Yrax later bought
the shawl from Harkor, and brought
Viveka to Ivoryglass. Enslaved to
draconic masters for the past 237
years, Viveka has resigned herself
to her fate, though she would still leap
at the opportunity to reclaim her shawl
and her freedom. Over the years, Viveka has
become quite a skilled chef and is obsessively
passionate about her cooking. Unfortunately,
she finds little excitement in her current role
of catering for Yrax. The dragon orders the same meals
repeatedly, usually consisting of lightly cooked or raw
meat, and she has never received a compliment from Yrax,
no matter how delicious the food. Yrax’s son, Iantor (see
area D2), just wolfs down whatever Viveka serves him.
Viveka has eagerly begun learning to cook Ningese cuisine
to make Yrax’s consort Cesseer (area Di4) feel more at
home, but the ukara prefers very plain food, so most of
Viveka’s culinary creations go unappreciated.

Nevertheless, Viveka tries to maintain an effervescent
and upbeat personality, and she loves to flirt with visitors
and guests in hopes of finding a distraction from her
mostly humdrum daily existence. When the PCs enter the
kitchen, Viveka greets them enthusiastically and offers
them a quick snack, even though she’s fairly certain that
they’re intruders—that’s not her problem. The nereid
isn’t familiar with Golarion cuisine and tastes, of course,
so while the food she offers the PCs is expertly prepared,
it might taste wonderful, horrible, or even just bland.
Viveka’s initial attitude to the PCs is indifferent, but if a PC
tastes her food and offers an honest opinion—no matter
whether it’s complimentary or critical—she becomes
friendly, considering it a challenge to create a repast
suitable for the PCs’ palates. Viveka knows Ivoryglass’s

layout, and if made friendly, she’s happy to talk about

VIVEKA

the other residents of the palace as she bustles about the
kitchen. If made helpful, she even lets slip in conversation
that Yrax’s private chambers lie hidden to the west.

Viveka has no knowledge of Baba Yaga’s bearskin, but if
the PCs tell her they are here to kill the dragon, she begs
them to find her shawl, which she believes Yrax keeps
in his hoard. Although she’d prefer the PCs to agree to

recover her shawl on their own, she uses her beguiling
aura and suggestion ability to compel them
to do so, if necessary.

{__ XP 9,600
b\ Nereid (Pathfinder RPG Bestiary 2 198)
" hp 126
TACTICS
During Combat If attacked, Viveka
responds in kind, using her poison and
drowning kiss against anyone not affected
by her beguiling aura.
Morale If reduced to 60 hit points or
fewer, Viveka attempts to flee to the
swimming pool (area D11) where she
summons a Huge water elemental to
defend her.
STATISTICS
Skills Profession (cook) +18 (instead of
Perform [sing])

Treasure: A decanter of endless water is built into a cabinet
beneath the sink to provide running water for the kitchen.

Development: If the PCs recover Viveka’s shawl from
Yrax’s treasury (area D21) and free her, she thanks the PCs
and rewards them with the kitchen’s decanter of endless water
(see Treasure, above). Viveka attempts to leave Ivoryglass as
soon as possible, but she might also be persuaded to join the
PCs on their travels in the Dancing Hut, at your discretion.

Story Award: If the PCs successfully obtain useful
information about the palace and its residents from
Viveka, award them 9,600 XP, as if they had defeated her
in battle.

D13. FIGHTING PIT

Wide stone stairs lead up to an elevated walkway overlooking
a sunken fighting pit in this circular chamber. The floor of the pit
is covered with sand, and a single passage exits the pit to the
northwest beneath an iron portcullis.

Constructed to allow Yrax and favored guests to watch
prisoners fight to the death, the fighting pit is 20 feet
deep. A permanent widened globe of invulnerability effect
(CL 1yth) covers the entire bottom of the pit and excludes




THE FROZEN STARS %

all spell effects of 4th level or lower. The passage at the
bottom of the pit leads to the training hall (area D14); the
portcullis is currently raised, controlled by a winch on the
walkway above.

D14. TRAINING HALL (CR 12)

Training dummies, ropes, weights, and other martial exercise
equipment fill this room, the floor of which is covered in padded
woven mats. A weapon rack stands against the northwest wall,
and iron manacles hang from the walls.

This room was once Yrax’s torture chamber (the
manacles on the walls are relics of those days), and the
door to this room from the hallway can be barred from
the outside. When Yrax acquired a member of the elite
ukara warrior caste from the far-off southern land of Ning
as a consort, he had the room refurbished for his new,
prestigious “battleflower.” The weapons on the rack are
mundane weapons, blunted for practice combat. A door to
the southeast leads to the fighting pit (area D13).

Creature: The ukara Cesseer of Ning is dedicatedly
training and exercising in this chamber, even if the palace
is on alert. Cesseer’s official role is “consort” to Yrax,
but this is a formal business relationship and she holds
no loyalty to him personally. Cesseer is incredibly bored
with her position in Ivoryglass; Yrax treats her more like
a trophy than an honored companion, and there has been
virtually no ritual combat for her to compete in, much less
an audience to perform for.

When Cesseer becomes aware of the PCs, she ceases
her workout and cautiously approaches them, curious to
learn more of these intriguing alien creatures. While she
is by custom expected to defend Yrax, their arrangement
does not formally require her to do so. She greets the PCs
in Triaxian, and if they respond cordially, she politely
inquires about the PCs’ backgrounds and homelands
while describing her own in return.

Cesseer apologizes for her bluntness before inquiring
whether the PCs are intruders and asking why they are in the
palace. Cesseer has a dilemma, which she freely expresses
to the PCs: Technically, she should either report their
presence or possibly fight them to defend her employer’s
property, but the PCs are the most interesting people
she has met since arriving at Ivoryglass. A successful DC
14 Diplomacy check to make Cesseer friendly puts her
enough at ease to hint that, hypothetically, if a PC were to
challenge her to a one-on-one duel and defeat her, then she
would be honor-bound do nothing more to hinder them.

If a PC challenges Cesseer, she smiles happily and
animatedly explains the possible forms the challenge
could take. Cesseer would prefer a nonlethal combat with

the option of yielding, which would forfeit the fight, as

would dealing any lethal damage to an opponent. Cesseer
is also willing to accept other types of combat as long as
the conditions are fair to both sides, including a duel to
the death, if necessary.

If the PCs agree, Cesseer proposes holding the duel
in the fighting pit (area D13), with the remaining PCs
observing from above. Cesseer knows about the magic-
inhibiting properties of the fighting pit’s globe of
invulnerability, but only uses this to her advantage if the
PCs attack her immediately or if she suspects the PCs
are cheating during a duel. If the combat is nonlethal,
Cesseer can make nonlethal attacks at no penalty, but
most PCs will take a —4 penalty on attack rolls to deal
nonlethal damage.

CESSEER OF NING CR 12

XP 19,200
hp 114 (see page 56)

Development: If a PC challenges Cesseer and defeats
her fairly, she bows in acknowledgment and sincerely
thanks the PCs for the esteemed pleasure of facing a
worthy opponent. If she has learned that the PCs are from
another planet, she obliquely asks about their means of
transport, hoping that they might be able to assist her in
returning home to the Immortal Suzerainty of Ning. If'it
seems the PCs might be able to get her home, Cesseer asks
if she can meet with them again away from Ivoryglass once
they have finished here, planning to inconspicuously leave
Ivoryglass shortly after the PCs do.

If the PCs don't agree to challenge Cesseer, or if their
challenger is unable to defeat her, Cesseer bows and uses
her abundant step ability to teleport to Yrax’s sanctum
(area D2.0) where she waits with her patron to fight the PCs
when they arrive.

Story Award: If the PCs defeat Cesseer in a challenge,
award them her full XP value.

D15. PRISON CELLS

These plain cells contain simple sleeping pallets and
little else. Designed to confine prisoners, the cells’ doors
can be barred from the outside. Cesseer of Ning (area
D14) finds these austere cells more comfortable than her
assigned quarters in area D9, and she often sleeps in the
easternmost cell (area D1sc) as it is closer to the training
hall. Cells Disa and D15b are empty.

D16. GOLEMWORKS

Impressed with the golems created by hired or enslaved
wizards and sorcerers to guard his palace, Yrax has decided
to try his own hand at golemcrafting, and has turned this
large hexagonal chamber into his personal golemworks.
Worktables lining the walls contain a variety of magical and




alchemical crafting gear, while a large, circular stone table

in the center of the room holds several bodies preserved in
the cold air of the palace, including the cadavers of three
Triaxians as well as several other, less easily identified
corpses of mnative Triaxian creatures. These are the
beginnings of Yrax’s first creation—a carrion golem—
though it is still incomplete, as Yrax has had to stop the
work to acquire more scrolls for the golem’s creation.

Treasure: Among the mundane supplies in this
chamber are some of the ingredients needed to create a
carrion golem, consisting of a scroll of contagion, two scrolls
of false life, a scroll of gentle repose, a scroll of lesser geas, and
special reagents worth 500 gp.

Development: The carrion golem is only half-completed,
though someone with the Craft Comstruct feat could
attempt to pick up the work where Yrax left off using the
supplies in this room. Currently, 5 days have been spent on
the golem’s creation; it requires 6 more days of work (and
the expenditure of additional costs) to be completed.

D17. WESTERN HALLWAY

Two illusory walls (Will DC 16 to disbelieve) in the western
wall of this hallway conceal two passages leading to the
antechamber to Yrax’s private sanctum (area D1g).

D18. WASTE DISPOSAL (CR 12)

A five-foot-high circular column with a stone plug a foot thick sits
in the center of this small chamber.

The ceiling here is only 10 feet high. The stone plug
weighs 2,500 pounds and covers a 4o0-foot-deep well where
servants dispose of the palace’s waste.

Creature: A giant, cold variant of a black pudding
called a white pudding inhabits the well, thriving on the
garbage produced by the palace’s residents. If the plug
over the well is removed, the pudding waits to be fed
for only 1d4 rounds before surging up out of the well to
attack any creatures nearby.

GIANT WHITE PUDDING CR 12

XP 19,200

Advanced variant black pudding (Pathfinder RPG Bestiary 35)
N Gargantuan ooze

Init -5; Senses blindsight 60 ft.; Perception -5
DEFENSE

AC 1, touch 1, flat-footed 1 (-5 Dex, -4 size)

hp 178 (17d8+102)

Fort +11, Ref +0, Will +0

Defensive Abilities split; Immune cold, ooze traits
OFFENSE

Speed 20 ft., climb 20 ft.

Melee slam +15 (2d8+10 plus 2d6 acid and grab)

Space 20 ft.; Reach 15 ft.

Special Attacks constrict (2d8+10 plus 2dé6 acid), corrosion

STATISTICS

Str 24, Dex 1, Con 22, Int —, Wis 1, Cha 1

Base Atk +12; CMB +23 (+27 grapple); CMD 28 (38 vs. bull rush,
can’t be tripped)

Skills Climb +15

$Q suction

SPECIAL ABILITIES

Acid (Ex) A white pudding’s acid is identical to that of a black
pudding, but it does not affect metal or stone. The save DC
for a white pudding’s acid is 24.

D19. ANTECHAMBER (CR 11)

A layer of gleaming ice covers every surface of this large circular
chamber. A frosty obelisk of murky ice stands at the center of
the chamber, its faceted sides incised with runes and symbols.

This antechamber is the entrance to Yrax’s personal
wing of the palace. All of Ivoryglass’s residents know that
trespassing here is forbidden, and they must await their
draconic lord’s pleasure if they want to speak with him.
The floor is slick with ice (requiring 2 squares of movement
to enter a square, increasing the DC of Acrobatics checks
by +5, and requiring a successful DC 10 Acrobatics check
to charge or run).

Creature: The obelisk in the center of the room is actually
an ice elemental. Allow the PCs to attempt Perception checks
opposed by the ice elemental’s Stealth check to recognize
the obelisk for what it is. The elemental comes to life and
attacks any creature other than Yrax or those accompanied
by the dragon. Once roused, the elemental isn’t confined to
this chamber and pursues intruders relentlessly.

ELDER ICE ELEMENTAL CR 11

XP 12,800
hp 152 (Pathfinder RPG Bestiary 2 115)

D20. LORD OF THE HOWLING STORM (CR 14)

The smooth walls of this gigantic pentagonal chamber curve
gently inward to form a lofty domed roof above the icy floor.
A raised platform sits fifteen feet above the floor at the
western end of the room, with a large metal door set into
the rear wall.

Atop the raised platform is Yrax’s nest, a huge, circular
pile of cloth heaped as bedding, and several smaller pieces
of furniture, including a desk covered in written reports
from Yrax’s generals, a low table holding a 10-foot-square
map of the Skyfire Mandate with markers showing the

known locations of Dragon Legion and Drakelands forces,




and a comfortable chair for Yrax’s consort, Cesseer of Ning
(though she is rarely present).

The entire floor of the chamber (including the raised
platform) is slick and icy (requiring 2 squares of movement
to enter a square, increasing the DC of Acrobatics checks
by +5, and requiring a successful DC 10 Acrobatics check
to charge or run). This ice coats the wall below the raised
platform as well; a successful DC 35 Climb check is
required to scale it. The ceiling is 8o feet high above the
lower section, and 65 feet high above the raised section.

The double doors from the antechamber are normally
open, but Yrax can close and bar them if aware of intruders
(hardness 8, hp 120, break DC 30). When in residence in his
sanctum, Yrax casts a mental alarm on the antechamber
doors and on the door to his treasury (area D21) every day.

Creature: This is the sanctum of Yrax, Lord of the
Howling Storm, one of the most powerful dragon warlords
of the Drakelands. Over oo years old, Yrax has lived through
two of Triaxus’s centuries-long orbital years, and this is his
third Triaxian winter. He has ruled the Vahara Glacier for
centuries, and though his power waned during the long
summer, he managed to retain control of Ivoryglass and
has now mustered a powerful barbarian army capable of
threatening the Skyfire Mandate for the first time
in centuries. The dragon warlord is atop the raised
platform, planning the next steps in his invasion of £
the Skyfire Mandate and the defeat of the hated 4 y
Dragon Legion. Immensely proud, the Lord of !
the Howling Storm brooks no interruption
or intrusion into his private sanctum.

If the PCs met Cesseer of Ning in -
area D14 and did not defeat her,
she is here as well, reluctantly
but dutifully fulfilling her
obligation to defend Yrax.
Even at this stage, however,
the PCs might still be able to
convince Cesseer that she
does not have to fight for
Yrax with a successful
DC 24 Diplomacy check.
The PCs receive a +2
bonus on the check
for each PC that
previously dueled
Cesseer, a +5 bonus
if they offer to take
her back to Ning,
and a +2 bonus if a PC
uses appropriate forms
of courteous conduct
and succeeds at a DC 20
Knowledge (nobility) check.

If the Diplomacy check is successful, Cesseer accepts that

her honor has been satisfied and steps out of the way,
leaving Yrax to face the PCs alone.

YRAX, LORD OF THE HOWLING STORM (R 14

XP 38,400

Male very old white dragon (Pathfinder RPG Bestiary 100)

CE Huge dragon (cold)

Init +4; Senses dragon senses, see invisibility, snow vision;
Perception +25

Aura cold (10 ft., 1d6 cold damage), frightful presence (270 ft.,
DC 21)

DEFENSE

AC 34, touch 8, flat-footed 34 (+26 natural, -2 size)

hp 237 (19d12+114)




Fort +17, Ref +11, Will +14

DR 15/magic; Immune cold, dragon traits, paralysis, sleep;
Resist acid 20, electricity 20, fire 20; SR 25

Weaknesses vulnerable to fire

OFFENSE

Speed 60 ft., burrow 30 ft., fly 200 ft. (poor), swim 60 ft.

Melee bite +27 (2d8+15/19-20), 2 claws +27 (2d6+10), tail
slap +22 (2d6+15), 2 wings +22 (1d8+5)

Space 15 ft.; Reach 10 ft. (15 ft. with bite)

Special Attacks breath weapon (50-ft. cone, 18d4 cold
damage, Reflex DC 25 half, usable every 1d4 rounds),
crush (2d8)

spell-Like Abilities (CL 19th; concentration +21)

At will—fog cloud, gust of wind (DC 14)
3/day—freezing fog (DC 18)

Sorcerer Spells Known (caster level 7th; concentration +9)
3rd (4/day)— displacement, ice spears™™ (DC 15)
2nd (7/day)—mirror image, resist energy, see invisibility
1st (7/day)—alarm, ray of enfeeblement (DC 13),

snowballP°™ (DC 13), true strike, unseen servant
0 (at will)—acid splash, detect magic, mage hand, message,
prestidigitation, ray of frost, read magic

TACTICS

Before Combat If aware of intruders in the palace, Yrax casts
resist energy (acid, electricity, and fire) and see invisibility
on himself. Once the alarm on the antechamber doors goes
off, Yrax casts mirror image.

During Combat Yrax lets out a deafening roar and activates
his frightful presence while creating a freezing fog around
intruders entering the sanctum, followed by a blast of his
breath weapon. Yrax casts displacement as soon as possible
thereafter to protect himself against ranged attacks.
Depending on the tactics of those facing him, Yrax might
swoop over opponents and use Flyby Attack and Greater
Vital Strike with his bite attacks. If brought to fewer than 125
hit points, Yrax lands and makes full attacks against his most
troublesome foe.

Morale Here at the seat of his power, Yrax considers retreat
only when reduced to 40 hit points or fewer, and then only if
he has a good chance of getting away.

STATISTICS

Str 31, Dex 10, Con 23, Int 14, Wis 17, Cha 14

Base Atk +19; CMB +31; CMD 41 (45 vs. trip)

Feats Craft Construct, Craft Magic Arms and Armor, Craft
Wondrous Item, Flyby Attack, Greater Vital Strike, Improved
Critical (bite), Improved Initiative, Improved Vital Strike,
Power Attack, Vital Strike

Skills Fly +14, Heal +25, Intimidate +24, Knowledge (arcana) +14,
Knowledge (geography) +14, Knowledge (history) +14,
Knowledge (nobility) +15, Linguistics +6, Perception +25,
Sense Motive +25, Stealth +14, Swim +18

Languages Aklo, Aquan, Draconic, Triaxian

SQ ice shape, icewalking

Treasure: Yrax stores the majority of his hoard securely
in his treasury (area D21), but he does display some of his
wealth openly, as befits a powerful Drakelands warlord.
Yrax wears four huge ruby-studded bracers (worth 2,000
gp each), a gold serpentine draconic armband (worth 1,000
gp), and two gold draconic torcs (worth 1,500 gp each). In
addition, a coffer near his sleeping nest contains ample
healing supplies, consisting of a potion of cure serious wounds,
two potions of lesser restoration, a potion of remove blindness/
deafness, and two applications of restorative ointment.

D21. TREASURY

The steel door to Yrax’s treasury is 2 feet thick and fitted
with a highly complex lock (hardness 10, hp 720, break DC 73,
Disable Device DC 40).

Treasure: Inside the vault is an immense collection of
wealth, truly worthy of the title dragon’s hoard. While Yrax
has spent a significant amount outfitting and maintaining
his invasion army, he still possesses an impressive hoard,
sorted and tastefully arranged by general type. These
riches consist of 75,604 cp, 8,773 sp, 6,111 gp, and 165 pp in
a variety of coins, bars, and ingots; a black pearl worth 500
gp; two emeralds worth 1,000 gp each; a fire opal worth
650 gp; a sapphire worth 1,100 gp; and exotic hides, furs,
and pelts worth a total of 5,000 gp. In addition to these
mundane treasures, Yrax’s hoard also contains a gloom
blade“ , a set of dragonbone divination sticks%, a drinking
horn of bottomless valor'®, a manual of war’%, an oil of magic
vestment, a potion of good hope, a ring of x-ray vision, a suzerain
scepter’®, and a scroll of hallucinatory terrain.

The PCs can also attempt DC 25 Appraise checks to find
the following less obvious but highly valuable items in the
hoard. A dull, pitted spherical rock 1-1/2 feet in diameter
displayed on a sumptuous silk-covered stand is in fact a
meteorite. It contains 15,000 gp worth of adamantine,
but it weighs over 850 pounds. An unadorned leather
case holds a long metallic tube and several other delicate
mechanical devices, including a powerful telescope, an
astrolabe, a sextant, a cylinder of star charts, and other
astrophysical instruments, each beautifully constructed
and exceptionally accurate (worth 7,000 gp as a set). In
addition, a humanoid mannequin in one corner wears a
simple white shawl; this is Viveka’s shawl (area D12), and
the source of the dragon’s control over the nereid.

Finally, a successful DC 20 Perception check reveals a
brown bearskin among the other exotic hides and furs in
the vault. This bearskin is the second key to the Dancing Hut
that Baba Yaga left on Triaxus. A beautiful elven diplomat
from Castrovel presented it to Yrax as a gift—as the pelt of
a creature not found anywhere on Triaxus, the bearskin is
arare and valuable treasure, and Yrax greedily and eagerly

accepted it, adding the skin to his hoard. Unknown to Yrax,
the elfwas actually Baba Yaga, who felt that the safest place
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for one of her keys was inside the treasury of one Triaxus’s
most powerful dragon warlords.

Development: Once the PCs have the bearskin, their
business in Ivoryglass is finished. While the PCs might want
to loot every copper piece in Yrax’s treasury, they cannot afford
to tarry. Ivoryglass is surrounded by hostile Drakelands
troops, and though it will take them some time to mobilize
and organize, the PCs had best be gone before Yrax’s soldiers
storm the palace. Escaping Ivoryglass can be as simple as the
PCs retracing their steps through the Rimekeening Crevasse,
flying away on the backs of dragonkin, or even casting a
teleport spell once outside the palace.

If the PCs left the two-headed eagle with Commander
Pharamol, they can return to Spurhorn to claim their
reward. The Dragon Legion hails them as heroes for
defeating Yrax, and following the dragon’s death, the
barbarian Drakelands army falls apart, no longer a threat
to the Skyfire Mandate. If the PCs already have the eagle,
they can return to the Dancing Hut as soon as they are able.

Story Award: Award the PCs 38,400 XP for acquiring the
bearskin from Yrax’s hoard.
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CONCLUDING THE ADVENTURE
Whatever the results of the siege of Spurhorn and the PCs’
assault on Ivoryglass, the PCs have certainly changed the
fates of countless beings on Triaxus—though whether this
bodes good or ill for the peoples of the Skyfire Mandate
and the Drakelands depends on what actions the PCs took.
The PCs are free to wrap up any loose ends and say their
good-byes to any newfound friends—unless those friends
wish to accompany the PCs to even stranger worlds and
new adventures.

With the two-headed eagle from Spurhorn and the
bearskin from Ivoryglass, the PCs have the next two
“breadcrumbs” in Baba Yaga’s trail. As before, they should
return to the Dancing Hut and the place the items in the
cauldron in the gazebo (area A1). As the PC stir the stew
in the cauldron, the hut travels to a new destination,
warping and shifting again into a new layout. Once
again, the PCs must explore their new surroundings—
perhaps the strangest yet—in search of Baba Yaga in the
next installment of the Reign of Winter Adventure Path,
“Rasputin Must Die!”
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