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“City of Locusts” is designed for four 
characters and uses the medium XP track.

Advancement Track

Part 1: The Defense of Drezen	 Page 7
Once again, Drezen comes under the attack of the marilith Aponavicius, but this time 
the heroes of the Fifth Crusade are there to defend it!

Part 2: Storm King’s Shadow	 Page 14
A dangerous journey to the ruined city of Iz to gather resources for the closing of the 
Worldwound puts the heroes in direct confrontation with the Storm King.

Part 4: Closing the Worldwound	 Page 55
All that remains is to perform the ritual of closing from the Lexicon of Paradox, yet even 
if the heroes close the Worldwound, Deskari must still be dealt with!

Part 3: Threshold of the End	 Page 37
Armed with the rituals and resources they need, the PCs delve into the heart of chaos to 
face its most powerful guardians in an attempt to finally close the Worldwound forever!

City of Locusts
The PCs should be 18th level/9th tier 
at the beginning of the adventure.L18

The PCs should be 19th level soon 
after they start Part 2.L19

The PCs should be 20th level by the 
time they begin exploring Threshold.L20

The PCs become 10th tier when they 
traverse the Worldwound in area F11.T10
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Adventure Background
A billion buzzing wings signal his approach. The world 
shudders and bleeds as he rises. Some say he foreshadows 
the end and call him the Usher of the Apocalypse. In the 
Worldwound, a realm scarred and infected by his presence, 
the sky boils crimson and the land below crumbles and 
dies. But a few heroes have the potential to halt the advance 
of the Lord of the Locust Host. Will they be enough? Can 
anyone face Deskari and his plague of demons, or is this 
the advent of the end of days?

All demon lords seek to expand their Abyssal realms, 
be it by conquering greater lands, growing new regions 
from their victims’ corpses, or infecting other worlds like 
a disease. Deskari’s realm is the Rasping Rift, a horrific 
maze of chasms that reach away into forever both above 
and below. His realm expands by extending its rifts into 
other worlds, and few know the horror of this expansion 
more intimately than denizens of Golarion. Deskari wants 
nothing more than to draw a significant portion of this 
world into his own rift, and now, he is finally ready to 
finish the job. If all goes according to plan, the cancer 
of canyons by which he’s invading Golarion may even 
consume the world entire. 

It has been long in coming, this day, this terrible day. 
Many might believe it began at the start of the Age of Lost 
Omens, when Deskari’s greatest mortal agent, the witch 
Areelu Vorlesh, engineered the opening of the Worldwound 
deep under the prison tower Threshold, yet this was more 
precisely the culmination of a long-laid plan. Deskari’s 
interest in Sarkoris winds back through the centuries, to 
when he first took notice of a singular “thinness” between 
the land and his own realm—a happenstance quirk of the 
underlying structure of reality he instructed his cult to 
explore. His worship grew and f lourished, and by 4406 ar 
his agents had secret temples scattered throughout the 
Northmounds of central Sarkoris. Yet these agents moved 
too quickly, too blatantly, and their plans were discovered. 
Deskari sought to aid them by investing his power in 
the greatest of his priests, transforming him into a sort 
of avatar, yet this act only further drew the attention of 
his enemies. Aroden himself finally defeated Deskari’s 
avatar, mere hours before the demon lord would have 
fully finished his transposition into the avatar’s body. His 
echo was driven across the land, forced to retreat through 
Mendev, where Aroden finally forced him and his demon 
armies into the Lake of Mists and Veils in 4433.

For well over a century, Deskari seethed in his Abyssal 
realm, but largely turned his interests elsewhere. It wasn’t 
until a woman named Areelu Vorlesh called upon him that 
his attentions returned to Sarkoris. Imprisoned in the tower 
of Threshold for the crime of using arcane magic, Areelu 
had discovered the same thinness between this world and 
the Abyss that had drawn Deskari to it before, and when she 

pledged her loyalty to him in return for aid in destroying the 
land that had betrayed her, the demon lord saw his chance. 
After 6 years of labor, Areelu, having recruited the aid of 
two other powerful arcane spellcasters and fellow prisoners 
under false pretenses of escaping, finally managed to open 
the destructive rift that would become the Worldwound. 
On the other side, Deskari used his scythe Riftcarver to 
widen the hole, beginning a chain reaction of devastation 
that saw the destruction of central Sarkoris and the rise of 
the Worldwound. Many scholars have theorized about the 
significance of this event’s timing, as the Worldwound 
opened only weeks after the death of Deskari’s old enemy 
Aroden, yet to date no evidence that this convergence of 
events was anything more than coincidence has surfaced.

For the next century or so, Deskari continued his acts 
of attrition, violence, and psychological warfare against 
the world, first against the Sarkorians, and then after they 
were all but defeated, against the Mendevian crusaders 
who came to try to contain his armies. After decades of 
skirmishing, corruption, and torment, however, Deskari 
has had his fill of toying with his victims and is finally 
ready to finish the job. Yet now, as he can taste victory, the 
crusade has finally produced a group of heroes who might 
just have a chance to stop him!

Part 1: The Defense of Drezen
At the start of this adventure, Deskari’s forces launch a 
final all-out assault on their enemies. Every city along the 
border is attacked by demonic armies as Deskari and his 
most trusted minions focus on the complex ritual that will 
prepare the Worldwound to rip wide open. Areelu Vorlesh 
and several of the more powerful agents have gathered in 
the tower of Threshold to perform this ritual, while the 
bulk of the rest of the forces are on the march. Drezen, 
being the home of the PCs, is one of the cities initially 
targeted by the enemy—in particular, by the marilith 
Aponavicius, who is eager to retake her first prize.

Once the events of “City of Locusts” begin, the PCs 
should have the feeling that there’s little chance for 
rest. Since the adventure is on a “timer,” the luxury of 
taking long breaks to recover should not be there for the 
PCs. They can certainly make quick trips to other cities 
via teleportation to resupply, but if they dally too long, 
they’ll risk not being able to stop Areelu and Deskari 
from opening the Worldwound. The timing of when this 
apocalyptic event might happen is left entirely to you—if 
it occurs, see “Beyond the Campaign” starting on page 64 
for more details.

The timing of when Aponavicius’s attack on Drezen 
begins is also left to you, but once the marilith and her 
armies strike, the attack commences swiftly indeed, with 
her demonic legions invading and attacking key parts of 
the city.
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A. Demons in the tower

B.	Opening the 
 	 Portal

C. Aponavicius’s Lair
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The Battle Begins
Aponavicius’s army is an immense force of vrocks, babaus, 
and mythic apocalypse locusts augmented by smaller 
groups of more powerful demons pressed into service. 
Aponavicius directs the battle via astral projection from 
her portable command center—a tiny extradimensional 
demiplane she can access via a magical pool in her lair 
(see area C3). Her projected image appears among her 
troops, issuing orders and reappearing on the battlefield 
as needed.

There is little warning of the attack—the demonic 
forces teleport in and appear at the southern and northern 
borders of Drezen, just beyond the 10-mile radius of 
protection afforded by the Sword of Valor. The artifact 
doesn’t prevent the demons from surging in to attack 
physically, but does cause them pain and penalties. Once 
the attack begins, the PCs should either realize it or be 
informed immediately.

This part of the adventure does not focus on the battle 
itself, but rather on a desperate series of encounters that 
face the PCs as they handle specific scenes that unfold 
during the battle. The PCs’ actions in these encounters 
should determine the battle’s results—if they can infiltrate 
Aponavicius’s lair and defeat the marilith, you should 

assume that Drezen’s armies endure heavy casualties, but 
in the end are victorious and turn back the demon army. If 
the PCs fail, they are likely killed by the marilith and her 
guardians, and the fate of Drezen and the Worldwound is 
in Deskari’s hands.

You can play out the mass combats in Drezen if you wish, 
either by using the narrative mass combat rules detailed 
in Pathfinder RPG Ultimate Campaign, by building troops of 
babaus and other demons using the rules for troop battle 
presented on page 16 of Pathfinder Adventure Path #71: 
Rasputin Must Die!, or using a different mass combat rules 
system of your choice, but this adventure does not focus on 
that aspect of the battle.

A. DEMONS IN THE TOWER (CR 18)
Creatures: Moments after the battle for Drezen begins, the 
PCs should be made aware of a shocking fact—the demons 
have already reached Citadel Drezen! A group of nalfeshnee 
demons has landed on the citadel’s roof and begun 
slaughtering guards there—this adventure assumes this 
attack takes place in what was once the lair of the mythic 
chimera Soltengrebbe (area F23 in “Sword of Valor”—the 
map for this encounter is reproduced above), but if it makes 
more sense for the attack to occur elsewhere, feel free to 
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change it as needed. How the PCs learn of the attack is 
irrelevant—they might be at the location when the demons 
attack, they could see the attack commence, or a significant 
NPC could warn them of the attack. If the PCs ignore this 
attack, the nalfeshnees press their way into the citadel and 
can wreak great havoc on the place—at your discretion, 
this could result in the deaths of one or more significant 
NPCs or the loss of treasure and magical items stored in 
the citadel. This encounter is meant to be little more than 
a “warm up” for the PCs, though, and if they skip it and go 
directly into the next encounter, don’t worry.

The nalfeshnees are nearly overwhelmed with battle 
lust and enjoy destroying the castle’s physical structures 
almost as much as slaying its inhabitants. Remember, the 
Sword of Valor prevents them from teleporting and imposes 
a –4 penalty to their AC and on saving throws. A nalfeshnee 
reduced to 40 or fewer hit points f lees the battle and does 
not return.

NALFESHNEES (4)	 CR 14

XP 38,400 each
hp 203 each (Pathfinder RPG Bestiary 65)

B. OPENING THE PORTAL
Once the nalfeshnees have been dealt with, take a few 
moments to describe to the PCs how their armies are 
doing against the demonic invaders—this is the time to 
make them feel that they’ve made a difference, so describe 
their armies heroically holding off f lights of vrocks and 
hordes of babaus, and even facing large demons like 
shemhazians or ulkreths (Pathfinder Adventure Path #73 82). 
Before the PCs can race off to join the battle, though, a new 
development comes to their attention—one of the walls 
in the basement of Citadel Drezen has started glowing 
with Abyssal runes and appears to be transforming into 
a portal!

The wall in question is in the old Ritual Chamber (area 
G10 in “Sword of Valor”; this room’s map is reprinted on 
page 8 of this adventure), to the west of the northern side 
chamber. This wall once contained a portal to Aponavicius’s 
personal extraplanar realm, but when she left Drezen at 
the start of “Sword of Valor,” she deactivated this portal. 
The PCs may have recognized the intended purpose of 
the wall earlier on, but now, Aponavicius is attempting to 
reactivate the portal from the other side—if she can get it 
open, she can invade Citadel Drezen from within!

The report of this looming event should be given to 
the PCs by Aravashnial or Arueshalae if possible, as these 
two NPCs know much of Abyssal portals and should be 
able to impress upon the PCs the danger of letting the 
portal manifest. At the same time, the NPC tells the PCs 
that if they do let it manifest and then use it to invade 
Aponavicius’s realm, they may be able to cut the army’s 

head off by defeating its commander—the opportunity for 
a swift resolution to the assault on Drezen should be too 
good to pass up.

Creatures: When the PCs arrive in the ritual chamber, 
they should do so just in time to see the glowing wall of 
runes f lash with sickening mauve light and then disgorge 
a mass of chattering, locustlike fiends. These monsters 
are particularly powerful apocalypse locusts—monsters 
normally used by the Worldwound as its least powerful 
mythic monsters. These are much more powerful than 
the standard apocalypse locusts, and while the vaguely 
humanoid locust-winged monsters are deadly foes that 
immediately attack the PCs, they are but the vanguard 
of the coming assault on the citadel. Once the greater 
apocalypse locusts come through the portal into the room, 
the wall’s energies suddenly dim, its magic temporarily 
consumed. But as the PCs fight these creatures, describe 
how the glowing wall is slowly rebuilding its radiance, as if 
a new wave of monsters were about to arrive at any moment. 
The next wave won’t arrive for several minutes, giving the 
PCs plenty of time to defeat the first wave and plan their 
response, but the PCs shouldn’t know this immediately.

GREATER APOCALYPSE LOCUSTS (4)	 CR 14/MR 6

XP 38,400 each
Advanced apocalypse locust (Pathfinder RPG Bestiary 4 12)

CE Large outsider (evil, extraplanar, mythicMA)

Init +6; Senses darkvision 60 ft., see invisibility; Perception +22

DEFENSE

AC 29, touch 13, flat-footed 25 (+2 Dex, +2 dodge, +16 natural, 

–1 size)

hp 212 each (16d10+124)

Fort +14, Ref +9, Will +13

DR 10/epic; Immune electricity, poison; Resist acid 10, cold 10, 

fire 10; SR 25

OFFENSE

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

Melee 2 pincers +26 (2d6+12 plus grab), sting +27 (1d6+12 

plus poison)

Space 10 ft.; Reach 10 ft.

Special Attacks Abyssal torment, breath weapon (30-ft. line, 

6d6 fire damage plus accursed brand, Will DC 22 negates, 

usable every 1d4 rounds), constrict (1d8+18), maddening 

buzz, mythic power (6/day, surge +1d8), powerful pincers

Spell-Like Abilities (CL 14th; concentration +18)

Constant—see invisibility

At will—blight (DC 19), greater dispel magic, greater teleport 

(self plus 50 lbs. of objects only), telekinesis (DC 19)

1/day—creeping doom

TACTICS

During Combat The greater apocalypse locusts each begin the 

battle by casting creeping doom on their foes. In melee, they 

coordinate their attacks on paladins first, seeking obvious 
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worshipers of good deities if no such targets are apparent. At 

range, they are fond of using telekinesis to disarm foes.

Morale The greater apocalypse locusts fight to the death.

STATISTICS

Str 34, Dex 14, Con 18, Int 15, Wis 17, Cha 19

Base Atk +16; CMB +29; CMD 43

Feats DodgeM, Flyby Attack, Improved Initiative, Improved 

Natural Attack (pincer), Lightning ReflexesM, Multiattack, 

Power AttackM, Weapon Focus (pincer)

Skills Acrobatics +21, Bluff +23, Fly +23, Intimidate +23, Knowledge 

(religion) +21, Perception +22, Stealth +17, Survival +22

Languages Abyssal

SPECIAL ABILITIES

Abyssal Torment (Su) If a victim takes ability damage from 

a greater apocalypse locust’s poison, it suffers wracking 

pain and takes a –4 penalty on attack rolls, skill checks, and 

ability checks until the damage is healed.

Accursed Brand (Su) A creature that fails its saving throw 

against a greater apocalypse locust’s breath weapon has 

his flesh branded by the fire and suffers hallucinations for 

24 hours. During this time, the victim becomes tainted—

good-aligned clerics and all druids, monks, and paladins are 

treated as if they’d temporarily broken their codes of conduct. 

Characters who have a class that’s restricted to a good 

alignment or lawful alignment are treated as ex-members of 

that class for 24 hours. Atonement instantly ends this effect.

Maddening Buzz (Su) As long as three or more apocalypse 

locusts live and churn their wings, any creature within a 

range of 100 feet + 10 feet per apocalypse locust must 

succeed at a DC 22 Will save or become confused (CL equals 

14 + number of apocalypse locusts present). This is a sonic 

mind-affecting effect. The save DC is Charisma-based.

Poison (Ex) Sting—injury; save Fort DC 22; frequency 1/round 

for 6 rounds; effect 1 Con plus Abyssal torment; cure 2 

consecutive saves.

Powerful Pincers (Ex) A greater apocalypse locust’s pincers 

are primary attacks.

Development: Once the locusts have been dealt with (or 
even during the fight if a PC wants to stop to examine the 
glowing wall), a successful DC 25 Spellcraft check confirms 
that the portal is quickly reactivating, and that this time 
the magic is forming a stable link, connecting the realm 
beyond to Drezen permanently. The portal functions at 
CL 20th, and can be temporarily dispelled as a magic item 
as appropriate, but unless the entire wall is destroyed, the 
portal continues to recharge.

Alternately, the PCs can assist in the opening of the portal 
and use it to invade the other side by either succeeding at a 
DC 30 Use Magic Device check or by concentrating on the 
portal while touching the glowing wall for 3 consecutive 
rounds. Doing so causes the magic of the portal to backlash, 
possibly stunning whatever may be found on the other side 

of the portal for a short period. A successful DC 25 Spellcraft 
check is enough to deduce this possibility.

C. APONAVICIUS’S LAIR
The realm beyond the portal has served the marilith 
Aponavicius as a lair for hundreds of years. She normally 
accesses the realm via a device known as a quasit key (see page 
63), but for many years, she maintained a permanent portal 
to her lair from Citadel Drezen as well so that she could 
travel to and from the pocket dimension more frequently. 
The lair itself is a small complex that appears to be carved 
out of a deep red stone, and is in fact located on the fringe of 
Deskari’s Abyssal realm, the Rasping Rifts. As such, the lair 
shares the planar traits detailed in the sidebar on page 11.

Air f low and temperature are constantly maintained in 
this tiny complex, which physically lies more than 2,000 
miles from the closest other open space—it’s possible to 
use greater teleport to travel from the lair to other points in 
the Rasping Rifts, but regular teleport spells lack the range 
required to make such a journey. Doors in the den are made 
of a strange deep-blue wood that is itself as hard as steel, but 
are kept unlocked unless otherwise noted. The entire place 
is lit by a soft red glow that fills the area with dim light at all 
times, yet no obvious source of the illumination is apparent. 
Even if Aponavicius is defeated, the stink of reptile musk 
lingers in this complex for decades.

Only one significant battle takes place in this complex, 
and that fight can easily rage across multiple areas of the 
lair. After the PCs defeat Aponavicius, they can use this 
complex as a staging area of their own—by using the quasit 
key, they can access the realm once per day regardless of 
their actual location, and thus can use it as a shortcut back 
to Drezen once the portal between the two locations is 
active. Brief descriptions of the contents of the seven areas 
within the lair are summarized below.

C1. Audience Hall (CR 16): This vast chamber has an 
80-foot-high vaulted ceiling supported by numerous pillars 
carved to resemble coiling snakes. An alcove in the east 
wall is decorated with glowing runes—those who travel to 
this complex via the reactivated portal in Citadel Drezen’s 
dungeon appear in this alcove, and can return to the ritual 
hall under Citadel Drezen by merely touching the wall and 
concentrating as a move action. A sloped stone ramp leads 
up to a 20-foot-high balcony that overlooks the rest of this 
area, while a second balcony leading from area C6 overlooks 
this one from 20 feet above. Aponavicius prefers to meet 
with visitors while standing on this balcony. Two alcoves in 
the north wall each contain metal statues of Deskari—these 
are both advanced iron golems, which lumber forth to attack 
intruders on sight. To the south, a pair of iron portcullises 
normally block access to area C2, but at this point both are 
raised so the guardian therein can come forth to aid in the 
defense of the area.
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ADVANCED IRON GOLEMS (2)	 CR 14

XP 38,400 each
hp 165 each (Pathfinder RPG Bestiary 162, 294)

C2. Pyralisia’s Kennel: A large nest of bones, rubble, and 
half-melted weapons and other bits of metal dominates 
this chamber. To the east lies a bone-dry fountain. This 
chamber is where Aponavicius prefers to keep her favorite 
pets—her most recent acquisition is nothing less than a 
unique, corrupted phoenix named Pyralisia. A character 
who succeeds at a DC 30 Knowledge (local) check recognizes 
the creature, who is also known to the crusaders as the 
Rain of Embers. Pyralisia first rose to prominence during 
the First Crusade, when she aided in the creation one of the 
first wardstones. She sacrificed herself to close an Abyssal 
rift that threatened the wardstone’s completion, only to be 
reborn as a remorseless creature of chaos and evil. Since 
then, stories of her rampages against crusaders have 
turned her into something of a legend—the story holds 
that if she could be slain again, the cleansing properties of 
her resurrection would restore her to neutral good, yet to 
date, none who have tried to defeat her have come close to 
doing so. She has been curiously absent during the battles 
of the Fifth Crusade, and her presence here explains why—
she was captured before this crusade began, and has been 
kept here as a plaything, pet, and guardian by Aponavicius. 
She swiftly moves to attack any intruders in the room.

PYRALISIA, THE RAIN OF EMBERS	 CR 18

XP 153,600
Female unique phoenix (Pathfinder Campaign Setting: Mythical 

Monsters Revisited 50)

NE Gargantuan magical beast (fire)

Init +10; Senses darkvision 60 ft., detect good, detect magic, 

low-light vision, see invisibility; Perception +39

Aura shroud of flame (20 ft., DC 28)

DEFENSE

AC 33, touch 13, flat-footed 26 (+6 Dex, +1 dodge, +20 natural, 

–4 size)

hp 287 (23d10+161); regeneration 10 (cold or good)

Fort +20, Ref +19, Will +14

Defensive Abilities self-resurrection; DR 15/good; Immune fire; 

SR 29

Weaknesses vulnerability to cold

OFFENSE

Speed 30 ft., fly 90 ft. (good)

Melee bite +28 (2d8+9 plus 4d6 fire and 4d6 electricity), 2 talons 

+28 (2d6+9/19–20 plus 4d6 fire)

Space 20 ft.; Reach 20 ft.

Spell-Like Abilities (CL 20th; concentration +27)

Constant—detect good, detect magic, see invisibility

At will—bestow curse (DC 21), chain lightning (DC 23), 

continual flame, greater dispel magic, wall of fire

3/day—fire storm (DC 25), mass inflict critical wounds (DC 25), 

quickened wall of fire

1/day—destruction (DC 24), meteor swarm (DC 26)

TACTICS

During Combat Pyralisia uses flyby attack and favors her spell-

like abilities in combat. She uses her fiery attacks to damage 

foes while simultaneously healing the iron golems in area C1.

Morale Pyralisia fights to the death. If she self-resurrects in 

the Abyss, she must attempt at a DC 25 Will save. If she 

succeeds, she returns as a neutral good phoenix; if she fails, 

she returns in her neutral evil form. An atonement spell 

cast on her remains before her self-resurrection allows her 

to automatically succeed at this saving throw. If restored 

to a good alignment, she pledges her aid to the PCs and 

promises to help them in whatever way she can.

STATISTICS

Str 29, Dex 23, Con 24, Int 23, Wis 20, Cha 24

Rasping Rifts Planar Traits
The Rasping Rifts are part of the Abyss, but as with all 

Abyssal realms, the exact nature of this region’s planar 

traits vary slightly from the standard traits for the Abyss 

detailed on page 191 of the Pathfinder RPG GameMastery 

Guide. The Rasping Rifts have the following traits.

•	 Divinely Morphic and Sentient: Deskari can alter the 

layout of the Rasping Rifts at will, but it sometimes 

changes itself as well as old rifts collapse into rubble 

and new ones rip open into the void.

•	 Strongly Chaos-Aligned and Strongly Evil-Aligned: 

A –2 circumstance penalty applies on all Intelligence-, 

Wisdom-, and Charisma-based checks attempted by 

creatures that aren’t chaotic or evil. The penalties for the 

chaotic and evil components of the alignment trait stack.

•	 Enhanced Magic: Spells and spell-like abilities with the 

chaotic or evil descriptor are enhanced. as are all spells 

that summon, create, or specifically target vermin.

•	 Impeded Magic: Spells and spell-like abilities with the 

lawful or light good descriptor are impeded, as are spells 

that grant flight, grant levitation, or protect against falling.

•	 Finite Shape: The Rasping Rifts extend for thousands of 

miles horizontally in a complex tangle that sometimes 

opens into other Abyssal Realms. While some of the rifts 

eventually narrow to ledges, the largest of them plunge up 

and down for vast distances—it’s possible to fall all the way 

down into the qlippoth-ruled depths of Yad Iagnoth, or fly 

up and out of the Abyss, although such a physical journey 

would take longer than most creatures live.

•	 Direction: The direction of north in the Rasping Rifts 

points toward the realm’s heart, where Deskari’s city-

sized fortress hangs above a bottomless rift.
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Base Atk +23; CMB +36; CMD 53

Feats Blinding Critical, Combat Reflexes, Critical Focus, Dodge, 

Flyby Attack, Improved Critical (talon), Improved Initiative, 

Iron Will, Mobility, Power Attack, Quicken Spell-Like Ability 

(wall of fire), Vital Strike

Skills Bluff +30, Fly +30, Intimidate +30, Knowledge (arcana) +29, 

Knowledge (nature) +29, Perception +39, Sense Motive +28, 

Stealth +20

Languages Auran, Celestial, Common, Ignan

SQ corrupted flames (DC 28)

SPECIAL ABILITIES

Corrupted Flames (Su) Whenever a creature begins its turn 

within Pyralisia’s shroud of flame, it must succeed at a DC 

28 Will save or gain 1d4 temporary negative levels as the 

spell enervation. Whether or not this save is successful, an 

affected creature is immune to this effect for 24 hours. The 

save DC is Charisma-based.

C3. Projection Pool: This room contains a 10-foot-deep 
pool of warm, brimstone-scented water. This entire pool is 
magically enhanced, and as long as it is filled with water, 
any one Large or smaller creature that f loats within the 
pool can use it to cast astral projection (self only) once per 
day (CL 20th). Aponavicius uses this pool often to direct 
her armies in the Worldwound without directly placing 
herself in danger. Only one creature can make such use of 
the projection pool at any one time. A single coloxus demon 
is always posted here, with orders to watch over the marilith 
while she uses the pool and her physical body is helpless. 
The demon wears a ring of spell storing containing a sending 
spell it can use to warn Aponavicius if her body is in danger.

COLOXUS DEMON	 CR 12

XP 19,200
hp 168 (Pathfinder RPG Bestiary 3 72)

C4. Secret Passageway: A successful DC 35 Perception 
check is needed to notice the secret doors that open into 
this hallway. Large levers to either side of the eastern door 
raise and lower the portcullises between areas C1 and C2. 

C5. Aponavicius’s Treasury: This room contains large 
displays along the north and south walls, and a single stone 
slab to the east. Here, Aponavicius displays her favorite 
trophies and treasures gained over the course of her time 
served in the Worldwound. She keeps a weapon from every 
significant crusader and enemy she’s slain, and dozens 
of them line the walls of this room—49 of them in all, of 
which 21 are +1 weapons and 28 are +2 weapons (or +1 weapons 
with +1-equivalent special abilities). Feel free to pick and 
choose the exact type of weapons as you wish. The eastern 
stone slab is used to display her more significant trophies, 
items claimed from the bravest and most deadly of her 
foes. This collection of weapons and shields includes a +2 

dancing rapier, a mace of smiting, a sun blade, a +3 ref lecting 
heavy steel shield, a +3 f laming burst holy scimitar, a +3 disrupting 
warhammer, and a rod of lordly might. If she’s captured any 
significant NPCs, she also keeps any gear taken from them 
in this room as well for the time being.

C6. Aponavicius’s Boudoir: This large chamber is strewn 
with immense cushions, furs, censers filled with smoking 
incense, hookahs, and other similar furnishings—this is 
where the marilith Aponavicius comes to rest, relax, and 
enjoy the company of her favorite slaves of the week. This 
room is currently empty.

C7. Prison Block: The four smaller cells to the south 
are each warded with permanent dimensional lock spells; 
the cell doors themselves are kept tightly locked (Disable 
Device DC 40). The cells are currently unoccupied, unless 
any of the PCs’ significant allies have been captured, in 
which case they can be found here. Keys to each cell hang 
on pegs in the room to the east, which serves as a cozy and 
well-equipped torture chamber.

Confronting Aponavicius (CR 24)
Of course, the PCs’ primary goal in invading the lair 
should be to track down and kill Aponavicius, general 
of the armies attacking Drezen and one of the highest-
ranking demons in the Worldwound. Her death will deal 
a critical blow to the enemy, and should cause the swift 
collapse of the armies at the PCs’ door. Yet Aponavicius is 
a powerful foe, and the PCs would be well advised to take 
care when attacking her.

When the PCs first enter the demon’s den, she is using 
the projection pool in area C3 to lead her armies via astral 
projection. This leaves her physical body vulnerable—she’s 
f loating in the pool, attended only by a coloxus demon 
servant. As soon as this demon hears the sounds of battle 
(even accounting for distance through two closed doors, the 
demon still automatically succeeds at the DC 13 Perception 
check to notice a fight in the easternmost portion of area 
C1), it uses the sending spell in its ring of spell storing to alert 
Aponavicius that her lair has been invaded. The marilith 
can’t immediately return; she must take a few rounds to 
make sure her armies are in good hands and won’t panic 
upon her sudden departure—only then does she end the 
astral projection effect and waken in this room. It takes her 
1d4+4 rounds to do this, so if the PCs can get to her body 
before this time limit is up (or better yet, can reach this 
room without alerting her guardian), they may be able to 
dispatch the marilith before she awakens.

APONAVICIUS	 CR 24

XP 1,228,800
Female marilith fighter 7 (Pathfinder RPG Bestiary 63)

CE Large outsider (chaotic, demon, evil, extraplanar)

Init +8; Senses darkvision 60 ft., true seeing; Perception +37
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Aponavicius

Aura unholy aura (DC 26)

DEFENSE

AC 43, touch 17, flat-footed 39 (+11 armor, +4 deflection, +4 Dex, 

+15 natural, –1 size)

hp 455 (23 HD; 16d10+7d10+329)

Fort +32, Ref +20, Will +16; +2 vs. fear

Defensive Abilities bravery +2; DR 10/cold iron and good; 

Immune electricity, poison; Resist acid 10, cold 10, fire 10; 

SR 28

OFFENSE

Speed 40 ft., fly 60 ft. (good)

Melee +3 katana +37/+32/+27/+22 (2d6+16/15–20), +3 shotel 

+36 (2d6+9/19–20/�3), +3 khopesh +36 (2d6+9/19–20), 

+3 falcata +36 (2d6+9/17–20/×3), +3 flaming kusari gama 

sickle +35 (1d8+8/18–20 plus 1d6 fire), +3 frost kusari gama 

ball +35 (1d4+8/18–20 plus 1d6 cold), tail slap +27 (1d8+5)

Space 10 ft.; Reach 10 ft.

Special Attacks constrict (tail slap, 2d6+15 plus 

crushing coils), infuse weapon, multiweapon 

mastery, weapon training (heavy blades +1)

Spell-Like Abilities (CL 16th; concentration +24)

Constant—true seeing, unholy aura (DC 26)

At will—greater teleport (self plus 50 lbs. of objects 

only), project image (DC 25), telekinesis (DC 23)

3/day—blade barrier (DC 24), fly

1/day—summon (level 5, 1 marilith 20%, 1 nalfeshnee 

35%, or 1d4 hezrous 60%)

TACTICS

Before Combat Aponavicius attempts to summon a marilith 

and casts fly before seeking out the PCs.

During Combat Aponavicius doesn’t immediately enter combat 

with the PCs. Rather, she uses project image to confront 

them, then uses blade barriers and telekinesis to soften 

them up. Once this tactic no longer seems viable, she 

slithers in to attack with her bewildering array of 

exotic weapons.

Morale Aponavicius is done with giving up and 

fleeing—she fights to the death.

STATISTICS

Str 30, Dex 19, Con 36, Int 20, Wis 16, Cha 27

Base Atk +23; CMB +34 (+38 disarm); CMD 52 (54 

vs. disarm)

Feats Combat Expertise, Combat Reflexes, Exotic 

Weapon Proficiency (falcata, katana, khopesh, 

kusarigama, shotel), Greater Disarm, Improved 

Critical (katana), Improved Disarm, Improved 

Initiative, Iron Will, Power Attack, Toughness, 

Weapon Focus (katana), Weapon Specialization 

(katana)

Skills Acrobatics +29 (+33 when jumping), Bluff +34, 

Diplomacy +34, Fly +34, Intimidate +34, Knowledge 

(engineering) +31, Perception +37, Sense Motive +29, 

Stealth +25, Use Magic Device +34

Languages Abyssal, Celestial, Common, Draconic; telepathy 

100 ft.

SQ armor training 2

Gear +5 breastplate, +3 flaming/+3 frost kusarigama, +3 keen 

human bane shotel, +3 keen lawful outsider bane falcata, 

+3 unholy khopesh, +3 wounding katana,  glove of storing, 

quasit key

Story Award: Defeating Aponavicius is a mythic trial.

Concluding the Battle
Once the PCs defeat Aponavicius, they need to present her 
remains to the armies that are attacking Drezen to break 
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their morale. Displaying her body or head would certainly 
suffice, but so would holding her weapons aloft at an obvious 
place such as from a watchtower surrounding the citadel. The 
demons disband swiftly as soon as they know their leader, 
whom they had believed to be immortal, has been defeated, 
teleporting away to cower in places scattered across the 
Worldwound. News of Aponavicius’s defeat spreads though 
the Worldwound quickly, and in the end is the triggering event 
that causes demonic armies all along the borders to collapse 
and fall back, perhaps for the last time. Khorramzadeh and 
his most powerful allies retreat to Iz, fearful that the PCs may 
be coming for them next, while Areelu redoubles her efforts 
to rip the Worldwound open.

In the short term, this should be a time of great celebration 
for the PCs. Allow them a day or so to recover, oversee repairs 
to the citadel, and tend to the sick and wounded. Ensure 
the PCs know that although the defenders and locals are 
still clearly terrified, they have survived the battle thanks 
to the PCs’ actions. The PCs should feel the adulation of the 
locals, and within an hour a new song begins to spread: “The 
Heroes of Drezen,” an uplifting ballad that chronicles the 
deeds of each PC—if you wish, you can take the time to craft 
a short song customized to the party, with at least one line of 
the song referencing a great deed for each PC. 

But that night, the ground rumbles softly with what feel 
like minor earthquakes, which grow in frequency. And 
to the south, the sky turns an ugly crimson-orange, as if 
somewhere near Iz the world has caught afire.

Part 2: Storm King’s Shadow
The night after the battle, one of the PCs experiences a 
divine vision. This PC should be the Herald of Iomedae, or 
barring that, any PC who has a deific parent. In the vision, 
the PC is told that the end of days is fast approaching—
that heroes’ string of successes against the Worldwound 
has finally forced Deskari’s hand, and he intends to rip the 
wound open and engulf much of Avistan in the Rasping 
Rifts. The Lord of the Locust Host no longer desires the 
constant steady stream of anguish and despair the long-
lasting crusade has supplied him with. He is ready to 
finish what he started, and his greatest champion, Areelu 
Vorlesh, is even now preparing the final ritual to finish 
the job she started over a century ago.

Only one option remains—the PCs must heal the 
wound in the world. Such an action is fraught with terrible 
dangers, for the wound can be healed only at its source, and 
that source is wreathed in the secret mists of the wound 
itself, a barrier beyond the power of any spells to penetrate. 
The wound is a madness, a land that sheds its skin like a 
snake, a place where what is seen cannot be trusted, and 
where the line between Golarion and the Abyss is at its 
thinnest. The deity granting the vision sadly reminds her 
chosen that even in such times, it is not the place of the 

divine to interfere, and thus the PCs must seek their own 
solution to the problem. As the vision fades, the PC knows 
that solution lies in the pages of the Lexicon of Paradox.

Iomedae also grants this vision to the leader of the 
crusade, Queen Galfrey. Galfrey knows what must be 
done, and at some point soon after the vision occurs, she 
teleports into the PCs’ proximity, wearing a grave and 
exhausted look on her face. Yet she bears good news, for 
the method to seal the Worldwound forever has finally 
been found in the pages of the Lexicon of Paradox!

The PCs and Queen Galfrey have already utilized a 
lesser version of this ritual to close a minor portal between 
the Abyss and the Material Plane back in “The Midnight 
Isles,” but she informs the PCs that the task ahead of 
them in closing the Worldwound at its source within the 
tower known as Threshold is a much more dangerous 
and involved task. The PCs are, of course, free to assault 
Threshold at once if they wish, but Galfrey warns them that 
to do so without preparation would be suicide, even for a 
group as powerful as theirs. Furthermore, to shut down the 
Worldwound, the PCs will need to place several dimensional 
locks within the prison tower of Threshold, on both sides 
of the Worldwound—these dimensional locks are akin to 
planting explosive charges in key architectural locations. 
They’ll resonate with the ritual itself and magnify it as 
needed to finish the job. Unfortunately, no mere casting of 
a symbol of sealing will do—this casting must be made with 
the use of a special focus—the Nahyndrian chisel used by the 
Storm King to destroy the Kenabres wardstone.

Galfrey suggests that the PCs should seek to accomplish 
three tasks before tackling the Worldwound itself—
securing the Nahyndrian chisel from Deskari’s cult and 
slaying its high priest, learning the nature of a mysterious 
secret related to the Worldwound’s formation referred 
to only as “the Suture,” and assassinating the army’s 
general—Khorramzadeh the Storm King. Once these 
tasks have been accomplished, the external defenses that 
could protect Threshold will be thrown into disarray. 
The PCs will still face great challenges within the prison 
tower, but they will not need to simultaneously contend 
with wave after wave of reinforcements from elsewhere in 
the Worldwound.

Fortunately, she says, all three of these missions can be 
accomplished in close proximity to the other. Unfortunately, 
that proximity lies within the heart of the greatest of the 
fallen cities of Sarkoris—Iz.

Missions in Iz
Queen Galfrey can go over the three goals the PCs should 
seek to accomplish in Iz in greater detail, but you should 
allow the PCs to determine how best they wish to approach 
these three goals. Once these goals have been accomplished, 
they can move on to the task of closing the Worldwound 
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forever. If the PCs ask Galfrey for details on how this will 
work, see the start of Part 3 on page 37 for details.

Secure the Chisel: Divinations have revealed that the 
Nahyndrian chisel is now kept as a bauble by the high priest 
of Deskari’s faith—a woman known among the faithful as 
Mistress Anemora. Very little is known of this mysterious 
figure, for the church of Deskari is very decentralized 
organization—cults exist in discrete cells that have little 
contact with each other. The cult believes that the Nahyndrian 
chisel’s use has passed, and its leader keeps it now as nothing 
more than a sacred relic. All of these cult cells eventually 
report to Mistress Anemora. In addition to securing the 
chisel, if the PCs can assassinate Mistress Anemora, the 
church of Deskari will fall to internal bickering and strife 
for several weeks, perhaps months—more than enough time 
for the PCs to finish the task of closing the Worldwound 
without the cult being able to move against them. Mistress 
Anemora dwells somewhere within the walls of an old 
Sarkorian brothel called the Yearning House, but what sort 
of horrors the demons have turned this place into, no spy 
can say. Nevertheless, Galfrey’s spies suggest that of the 
two sites in Iz the PCs need to visit, the Yearning House is 
slightly less dangerous than the Soul Foundry.

Learn about the Suture: At the Soul Foundry, lead is 
alloyed with captured souls to create an unusual and unstable 
material known as soul-lead, one of many vile materials 
used in the creation of Abyssal constructs like retrievers, 
warmonger wasps, and devastators. The Soul Foundry’s 
foreman, a half-babau dwarf known as the Filleted Man, is 
also called “the Suture’s keeper.” The Lexicon of Paradox notes 
only that the Suture, whatever it is, was created when the 
Worldwound opened, and that its presence at the original 
portal greatly increases the ease of closing it.

Assassinate the Storm King: Challenging Khorramzadeh 
in his palace in the heart of Iz would be foolish. Not only is 
this sprawling structure immense and well guarded, but it’s 
unknown whether Khorramzadeh is even there—attempts to 
scry upon the Storm King or otherwise discern his location 
have been consistently failing of late, perhaps because he is 
being protected by Deskari himself. But if the PCs manage 
to accomplish the above two tasks, Galfrey is confident that 
Khorramzadeh will not be able to stay away; he will be forced 
to step in and do what his minions could not—personally 
defeat the PCs—or suffer Deskari’s wrath. The PCs should be 
ready to face Khorramzadeh within seconds of accomplishing 
the second of the above two goals.

Apocalypse Countdown
Although previous adventures in “Wrath of the Righteous” 
have avoided incorporating a countdown that limits the 
amount of time the PCs have to accomplish their mission, 
that luxury ends once the PCs defeat Aponavicius. At that 
moment, the enemy knows without a doubt that the PCs 

have the capacity to stop them, and they work feverishly 
to complete the ritual to widen the Worldwound, now in 
its final stages. The PCs have only days to complete this 
adventure if they wish to stop the apocalypse Deskari has 
engineered. Use the following schedule of events to spur 
the PCs on. If they are unable to close the Worldwound in 
time, the resulting devastation will be great indeed.

Day 0: The PCs defeat Aponavicius and defend Drezen.
Day 1: Areelu Vorlesh begins the final stage of the ritual 

to tear the Worldwound wide open; Deskari focuses energies 
from the core of the Rasping Rifts from the portal’s far side. 
The skies above the Worldwound grow more oppressive 
and overcast. At this point, the energies to build enough to 
result in the apocalypse on the fifth day—even the death of 
Areelu or Deskari’s defeat cannot stop this inevitability. Only 
closing the Worldwound before this event occurs can stop it. 

Day 2: Abyssal inf luence extends out of the Worldwound. 
All of Threshold is now affected by the Rasping Rifts 
planar traits. The saving throw DCs of all spells and spell-
like abilities from demons and worshipers of Deskari 

Turning Back the Clock
Although the advancing apocalypse may seem to be a swift 

and inevitable doom, if the PCs need some extra time to 

finish the adventure, they can slow the process in several 

ways. Each option listed below is followed by a DC; this is 

the Knowledge (arcana or planes) check required to come up 

with the act that will slow the advancing apocalypse if the 

players don’t come up with the idea themselves.

Powerful Magic (DC 35): Miracle and wish can both be 

used to turn back the clock 1 day per casting (minimum of 

an effective day 0), but only once per spell before the ritual 

adjusts to resist further castings of either powerful effect. A 

mythic wish instead resets the clock back to effective day 0, 

but only if wish hasn’t yet been used to affect the schedule.

Prayer (DC 25): A prayer to a deity can, in some cases, 

results in a reprieve. If the Herald of Iomedae prays for 

intervention from Iomedae, or a divine scion prays to her 

deity, or if any player prays to Nocticula (this is a chaotic 

and evil act—but see “Beyond the Campaign” on page 

64), the ritual’s progress can be slowed so that it doesn’t 

advance for a day. Prayer can only affect the ritual’s 

schedule once during this adventure, regardless of which 

deity is beseeched.

Significant Triumph (DC 30): Defeating Khorramzadeh 

or Areelu Vorlesh causes the clock to turn back 1 day per 

defeat. Defeating Mistress Anemora causes the clock to 

stop advancing for 1 day.

Other Gambits: At your option, other significant actions 

taken by the PCs can hold back the clock as well.
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in Threshold gain a +2 profane bonus. The sky above the 
Worldwound turns black, with eerie ribbons of red light 
and strange f lickering stars; lighting is now treated as 
perpetually night.

Day 3: Abyssal inf luence extends farther, covering much 
of the Wounded Lands. All of Iz is now under the effects of 
the Rasping Rifts planar traits. All worshipers of Deskari 
in the Worldwound gain a +2 profane bonus to AC and on 
saving throws and attack rolls. Tremors begin to affect 
the Worldwound, wracking the landscape 1d4 times per 
hour at random intervals. A tremor lasts for 1d4 rounds, 
during which all ground is treated as difficult terrain and 
spellcasting is complicated by violent motion (concentration 
DC 15 + the level of the spell cast). The timing of when 
tremors occur is left to you to decide, but they should have 
an unnerving knack for occurring during battles when 
things otherwise seem to be going well for the PCs.

Day 4: The entire Worldwound becomes infused with 
the Rasping Rift’s planar traits. Abyssal upheavals (see 
page 38) now occur throughout the Worldwound, not just 
within Threshold. All demons and worshipers of Deskari 
in the region gain fast healing 10 and are treated as if 
under the effects of haste.

Day 5: The Worldwound tears open! The temporary 
bonuses granted from days 2–4 end as the Abyss absorbs 
the Worldwound and the rift begins growing outward to 
consume Avistan. See Concluding the Adventure and the 
“Beyond the Campaign” article for repercussions.

The City of Iz
Iz hangs upon the edge of the Worldwound like a 
condemned man in a noose, its jagged, decaying buildings 
dangling at the edge of a vast dark rift. The silence of the 
city streets is unnerving, yet the screams and shrieks and 
sounds of metal scraping on stone that periodically pierce 
the silence are worse. A sickness hangs about the city, a 
pallid smog that dances with the dark shadows of the Abyss, 
an otherworldly cancer caressing this world with terrible 
jagged rifts. Even the sky seems to bleed.

During the height of Sarkoris, the grand city of Iz was the 
only city in the nation that could be considered a metropolis, 
but even in those days it was underpopulated for its size. 
Today the city is all but abandoned, and serves as little more 
than a trophy for the Worldwound as its districts slowly 
crumble away into the Worldwound’s steadily approaching 
canyons. Only a third of the city remains, and most of its 
ruined buildings lie empty, or at most are infested with 
demonic vermin. Many of its larger or key structures 
have been claimed by powerful demons or minions of 
Deskari—the Yearning House and the Soul Foundry being 
two such examples. The streets of Iz are largely empty now. 
Until recently, trains of sacrifices being marched to Iz from 
Undarin were a regular sight here, yet as the end of the 

Fifth Crusade draws near, even these periodic breaks to the 
ruined city’s ghost-town qualities have abated.

The settlement is known today as the City of Locusts, for 
the skies above constantly buzz with carnivorous swarms 
of these pests, drawn to the region by Deskari’s growing 
inf luence. The swarms pay no attention to creatures who 
move about on the ground below, only attempting to feed 
on those who dare f ly higher than 100 feet above.

This adventure does not cover the journey to Iz, nor 
much in the way of exploring the largely empty ruined 
city—the PCs don’t have time for distractions, after all, 
and they know exactly where they’re going. Galfrey can 
provide precise directions to the Yearning House or the 
Soul Foundry, enough to allow the PCs to use greater teleport 
to arrive on site but not within the buildings themselves. If 
the PCs use other methods to reach these sites, feel free to 
have them attacked along the way by powerful foes, but take 
care not to distract the players with too much extraneous 
fighting. They’ll need all their resources to handle the 
challenges this adventure has planned for them!

THE YEARNING HOUSE
Iz hardly qualifies as a thriving city, yet there are places 
within its crumbling expanse that somewhat ape the 
purposes of structures in a healthy city. The Yearning House 
and the Soul Foundry are two such locations, but of the two, 
only the Yearning House accepts visitors from beyond the 
city’s crumbling walls. Run by the drider Anemora, Deskari’s 
high priest, the Yearning House is outwardly a brothel and 
drug den, but it’s actual purpose is to gather souls for use as 
trade or raw materials. The Yearning House’s occupants are 
mythic succubi, and while they do serve as companions for 
fiends and powerful cultists and other Worldwound allies, 
their primary function in the building is to drain souls, 
store them in gemstones, and send them on to where they 
may be needed. Visitors to the Yearning House pay not in 
gold or magic, but in living offerings of mortals whom the 
succubi, known as the Pleasers, can drain of life.

The Yearning House is a large, garish establishment 
where clientele range from the obscene to the horrific, and 
trouble is a wrong glance away. It resembles a dark fairyland 
brothel; its air is thick with strange drugs and scents, and 
its clientele slump amid cushions and furs or in private 
rooms while acts come and go atop a large central stage.

The following encounters present the Yearning 
House as it is when the PCs first arrive, its visitors and 
staff arranged throughout the building. The method 
by which the PCs seek out Mistress Anemora and claim 
the Nahyndrian chisel is left to them—they can go in with 
weapons drawn to clean the place out, or they can opt for 
a stealthier method of disguise and intrigue. Both tactics 
present their own specialized dangers, and both can easily 
result in failure if the PCs don’t take care!
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The Yearning House

1 SQUARE = 5 FEET

D1

D2

D3

D4D5

D6

D7

D9

D10
D8a

D8b

D8cD8dD8eD8f

D11d

D11b

D11c
D11a

Although the Yearning House is less of a brothel and 
more of a place where souls are harvested for use by the 
Worldwound as raw materials, it remains a location that 
is not appropriate for all groups. You know your players’ 
comfort levels, so you should adjust the site as appropriate 
in your game; the encounters as set up here are relatively 
tame but can go either direction if you wish.

The Yearning House presents another challenge as 
well, for the PCs will face simulacra of themselves therein. 
These aren’t intended to be signif icant challenges, but 
rather to serve as disturbing and unsettling elements. 
Excluding the PC simulacra doesn’t affect the challenge 
of the adventure much at all.

If you do choose to include the simulacra, you’ll need 
to borrow your PCs’ character sheets before the session 
to stat them up; we can’t provide these statistics for 
you. Don’t worry overmuch about getting the numbers 
exactly right; remember that as half-strength copies of 
the PCs, these things won’t last long in a f ight anyway. 
The PC simulacra should omit all mythic powers; they 
should have half the power of the PCs as they were at 
the start of this adventure—likely resulting in 9th-
level versions of them, since the PCs should begin 
this adventure at 18th level. The simulacra should be 
equipped with minor magic items and gear appropriate 

for their classes; give each one gear worth about 10,000 
gp in total.

D1. Courtyard (CR 18)

This dry courtyard contains dust, chunks of jagged rubble, a 

few lonely brambles, and two long reflecting pools filled with 

brackish water. It’s surrounded by a ten-foot-high stone curtain 

wall. Two twenty-foot-high watchtowers stand to the south, 

while a soot-caked stone building with a central dome sits to 

the north.

Creatures: The Yearning House courtyard is guarded 
by a group of particularly deformed ash giants and four 
unusual constructs built originally to serve as companions 
for visitors. These marble constructs, shapely humanoid 
creatures called soulbound shells, have been demoted to 
guardians now that the Pleasers serve in this capacity. The 
ash giants patrol the courtyard itself, while the soulbound 
shells walk the curtain wall. Their reaction to the PCs 
depends on whether the PCs are disguised or not—if the 
PCs arrive without bothering to conceal their identities, 
the ash giants chuckle lecherously while the soulbound 
shells greet the PCs, speaking in tandem in melodious 
tones, “Welcome to the Yearning House, heroes. You are 
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expected within. Please enjoy your stay!” If the PCs ask for 
more information, the guardians refuse to speak more—
they know only that Sister Perversion, the Yearning House’s 
acting madam, has been expecting the PCs’ arrival for 
some time. If the PCs arrive in disguise, the giants and 
soulbound shells move to confront them, demanding 
invitations and names. A successful Bluff check can secure 
passage—otherwise they attack. They also attack if the PCs 
seem intent on doing violence to those within the building 
to the north. The giants hurl blocks of rubble or step up to 
engage in melee while the soulbound shells remain on the  
catwalks and use their magic. All eight fight to the end.

ADVANCED ASH GIANTS (4)	 CR 12

XP 19,200 each
hp 175 each (Pathfinder RPG Bestiary 3 126)

SOULBOUND SHELLS (4)	 CR 12

XP 19,200 each
CE Medium construct

hp 132 each (Pathfinder RPG Bestiary 4 249)

D2. Entrance (CR 12)

The south and east walls of this twenty-foot-square room are 

carved with depictions of humans and demons in a scandalous 

carnal tangle. A red silken curtain hangs to the north, the fabric 

glittering with sparkling gems. A single mahogany desk sits to 

the east before a large chair. The only object atop the desk is a 

ledger bound in flesh.

Creature: A lone coloxus demon named Mazillgarub 
is posted here. As the PCs enter, he speaks in a soft, 
unsettlingly pleasing voice. If he recognizes the PCs, he 
bows deeply and thanks them for their visit, assuring 
them that “all is ready for your pleasure,” before offering 
to escort them to the Debauchery (area D4). If he doesn’t 
recognize the PCs, a successful Bluff check combined with 
a good story is not enough to secure passage into the room 
beyond—the demon also wishes to know how the PCs plan 
to pay for their visit. The only currency accepted is souls, 
of course, but these souls need not be “pre-captured.” 
Living sacrifices will do, but convincing the demon that 
some of the PCs or their allies are those sacrifices requires 
additional successful Bluff checks.

In any event, Mazillgarub swiftly alerts the Pleasers via 
telepathy of the PCs’ arrival, and Sister Perversion learns 
of them via the Pleasers’ telepathy soon thereafter.

MAZILLGARUB	 CR 12

XP 19,200
Coloxus demon (Pathfinder RPG Bestiary 3 72)

hp 168

Treasure: The curtain is silk and replete with 
gemstones—it is worth 6,000 gp in total. The ledger on 
the desk keeps track of the visitors to the Yearning House 
over the years, yet these visitors invariably use obviously 
false names. The PCs may be disturbed to find names like 
“Galfrey” or even “Aroden” scrawled here and there in the 
pages, but finding their own names used in more recent 
entries might be even more disturbing.

D3. Parlor (CR 17)

Six statues of attractive nude demons—succubi to the west and 

incubi to the east—line the southern half of this hall. A set of 

wide stairs leads up to the north, while to the side looms a 

pair of doors, their facades gilt in gold and depicting a scene of 

wanton debauchery.

Apart from the statues, this parlor is relatively bare. The 
stairs to the north lead up to area D7.

Trap: The salacious statues that guard the southern 
part of the parlor are the components of an insidious trap 
meant to capture, humiliate, and destroy intruders. The 
trap is semi-aware, infused with a magical intelligence 
that lets the trap not only observe and examine intruders, 
but also be inf luenced by the telepathic commands of the 
demons who run the place. If the PCs are expected, Sister 
Perversion telepathically commands the trap to let them 
pass—likewise, if the PCs manage to bluff their way into 
the Yearning House, the trap lets them pass. Otherwise, 
the trap waits until as many targets as possible that are not 
chaotic evil are in its area of effect before triggering—it 
can affect everyone in this room.

When triggered, a tangle of animated wires and metal 
tendrils lashes out from the statues, attempting to entrap 
a single target. If the mesh is successful, the wires pull the 
victim into a painful embrace against the statue, which 
sprouts blades and hooks and begins to squirm and writhe 
against the victim, swiftly reducing the victim to shreds. 
The magic of this attack carries with it a potent suggestion 
effect as well, similar to that produced by a succubus’s 
energy drain—each round a creature is entrapped, it 
must resist this suggestion or interpret the agonizing pain 
inf licted as overwhelming pleasure and be unable to take 
any action on its own to resist or escape.

EXQUISITE MOMENT OF DEATH BY PLEASURE	 CR 17

XP 102,400
Type magic; Perception DC 40; Disable Device DC 40

EFFECTS

Trigger visual (detect law, detect good, true seeing); Reset 

automatic

Effect Atk +20 ranged touch (5d6+16 slashing plus grab and 

constrict; CMB +26; CMD 36; constrict 5d6+24 slashing); 
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suggestion (Will DC 23 negates); multiple targets (up to 

6 creatures in area D3)

D4. The Debauchery (CR 18)

The ceiling of this large room rises to a dome some 50 feet 

above a central pool filled with unnaturally blue, smoking water. 

Murals on the walls and ceiling above provide an orgy of garish 

color, depicting all manner of obscene acts depicted in frightful 

realism in oils by a master artist. A wide balcony rings the room 

at a height of twenty feet above the floor, which is strewn with 

blankets, bottles of fluid, cushions, furs, hookahs, smoking 

braziers, and other devices. The air is thick and hazy and warm, 

reeking of sweat, incense, and tangy exotic drugs.

This room, known as the Debauchery, is the primary 
entertainment chamber of the Yearning House (along 
with the balcony above). Here, visitors can socialize, relax, 
and engage in all manner of distraction, ranging from 
the ample amounts of drugs and alcohol to pursuits of a 
carnal nature.

The pool in the middle of the room radiates strong 
conjuration (teleportation) magic, as it is a portal that 
connects the Yearning House to the Silk Embrace, a small 
cavern bisected by one of the Rasping Rifts in the Abyss (see 
areas D11–D13). The pool is only 3 feet deep. To activate it, 
a creature needs only to dip its head into the waters and 
inhale—doing so instantly transports the user to area D11 
of the Silk Embrace. Note that unless the traveling creature 
can breathe water (or doesn’t have to breathe at all), it must 
spend that first round after arriving coughing out the water 
or it immediately begins to drown. The nature and function 
of the pool, as well as how to activate it, can be determined 
with a successful DC 35 Spellcraft check—a successful DC 
30 Use Magic Device check to activate the pool can also 
transport a creature without the need to inhale the waters.

Creatures: This room is normally occupied, and the 
first time the PCs visit should be no exception. The 
Yearning House is staffed by six mythic succubi known 
collectively as the Pleasers, and many of them will be 
present here, entertaining and attending to their guests. 
The Pleasers are aided by a number of custom-built 
simulacra they’ve created; the mythic succubi often switch 
between different simulacra, but presently their assistants 
are built from the legendary PCs themselves! There should 
be one simulacrum of each PC present in this room, but 
feel free to add a few more based on significant NPCs that 
the PCs might be particularly fond of. These simulacra are 
used for menial tasks, humiliating entertainments, and 
even torture or sacrifice—after all, when one breaks, it’s 
easy enough for a Pleaser to create a replacement. (If you 
don’t have time to craft simulacra of the PCs for use in this 
encounter, simply omit them from the room—they serve 

thematic and psychological purposes rather than being 
load-bearing encounter components.) In addition to the 
Pleasers and the simulacra, numerous visitors are present 
when the PCs arrive. There are four visitors in all—when 
the PCs arrive, two of these visitors (Lady Blemish and the 
Tall Stranger) are each occupied with a Pleaser up in one of 
the private rooms above, and are detailed in that area (area 
D8)—the other two visitors can be found here, lounging 
and relaxing. The large number of creatures in the room 
make an encounter here complex, so make sure to study 
each of the individual creatures detailed below before 
running this encounter.

PC SIMULACRA (1 PER PC)	 CR —

XP —
hp varies

Maligntra: The most powerful of the regular visitors 
to the Yearning House is the vrolikai demon Maligntra, 
one of many assassins who serve Deskari. Maligntra’s 
original purpose upon being assigned to the Yearning 
House was to serve as Deskari’s ears and eyes—a spy, 
essentially, tasked with listening and watching who comes 
and goes. Yet in that time, Maligntra has grown obsessed 
with the House’s madam, the seraptis demon known only 
as Sister Perversion, and today the vrolikai sees himself 
as something of the seraptis’s personal bodyguard. Sister 
Perversion was a first delighted by the attention, but she’s 
long since grown tired of it and has regulated Maligntra 
to this outer chamber, where he spends the bulk of his 
time crouched in a mound of cushions in the northeast 
portion of the room, silently watching and observing 
while sipping strange liqueurs. The vrolikai immediately 
begins to communicate with Sister Perversion when he 
spies the PCs, intending to keep her updated, but swiftly 
comes to realize that something strange is going on with 
the seraptis and teleports up to area D10 to investigate 1 
round after any combat begins in this area. The demon’s 
swift death and resulting shriek send chills down the 
spines even of the Pleasers. Since it’s exceedingly unlikely 
that Maligntra becomes involved in a fight with the PCs as 
a result, this adventure does not assume the PCs earn XP 
for defeating him.

MALIGNTRA	 CR 19

XP 204,800
Vrolikai (Pathfinder RPG Bestiary 2 81)

hp 332

Yethyarr: The deadly tataka rakshasa Yethyarr is a recent 
visitor to the Yearning House, and is enjoying a hookah 
of pain-infused smoke imported at great expense from 
the Abyss while receiving a “massage” from two Pleasers 
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(choose randomly), who use their claws to scrape and cut at 
the rakshasa’s skin—this slashing damage can’t penetrate 
the rakshasa’s damage reduction, but he quite enjoys the 
sensation. Yethyarr is caught off guard if combat breaks out 
in the Debauchery, and hangs back for the first few rounds 
of a fight that takes place here, only entering combat if 
he is first attacked himself. If the PCs are looking like 
they’re losing the fight, the tataka rakshasa steps in to aid 
the Pleasers, hoping to curry a bit of favor from the house 
for helping. He wants little to do with a fair fight, though, 
and teleports away via dimension door as soon as it becomes 
apparent the PCs are winning the fight.

YETHYARR	 CR 15

XP 51,200
Tataka rakshasa (Pathfinder RPG Bestiary 3 230)

hp 225

Pleasers: These half dozen mythic succubi attend to 
customers’ needs, whatever they may be, and while they 
answer only to their madam, Sister Perversion, they also 
know that the Yearning House is a front for Mistress 
Anemora, the leader of Deskari’s cult. They guard this 
information with their lives, and do what they can to 
maintain the appearance that the building is nothing 
more than a particularly exotic house of deviance.

The six Pleasers all appear as beautiful succubi in their 
natural forms, but each has adopted her own favored 
“working” form to use while on duty in the Yearning House. 
They tend to remain in these forms even when in combat 
(and as such, all six forms retain claws for use in battle and 
wings for f light). Although they all seem eager to serve, 
their primary purpose here is to harvest souls—either 
taken from payments provided by customers in the form 
of living sacrifices, or from customers whose payments 
are deemed not good enough. Each Pleaser possesses a 
specific specialty, appearance, and key bit of information 
she might use to try to tempt a player character into sinning 
or providing a soul for in payment (or to bargain for her 
life with, if she’s captured). All of the Pleasers know how 
to activate the portal to the Silk Embrace, and each has her 
own knowledge specialty.
•	 Pleaser Ammon (geography): Dark-skinned Ammon prefers 

a male form and has a sadistic, abusive personality. He 
has taken a particular interest in the way Iz crumbles into 
ruins, and can accurately predict what sections of the Soul 
Foundry will go next if a collapse occurs (see page 36). 
Ammon is currently located in area D8b.

•	 Pleaser Eudora (planes): Towering and heavily tattooed 
Eudora claims to be one of Areelu Vorlesh’s mentors. She 
is the most arrogant of the Pleasers, and fancies herself to 
be the group’s leader—the others suffer her for the sake 
of house politics. She can accurately predict how long it 

will take for Areelu to open the Worldwound completely, 
as well as what effects this will have on the region as the 
days of the ritual go on. She also knows that Areelu keeps 
one of her greatest enemies, the God Caller Opon, as a 
sort of disembodied spiritual “pet” in Threshold, trapped 
within a magical brazier.

•	 Pleaser Ismarelda (religion): Dusky Ismarelda is a 
contortionist who uses her incredibly long blonde hair to 
cover her nudity—she enjoys receiving pain as much as 
Mahulda enjoys inf licting it, and she wears both of her 
severed and mummified pinky fingers on a necklace. 
She is the most religious of the Pleasers, and is the only 
one who knows Mistress Anemora is a drider. She also 
knows that Mistress Anemora keeps the Nahyndrian chisel, 
along with several other treasures, hidden in her lair in a 
portable hole tucked into a scrimshawed angel’s skull.

•	 Pleaser Mahulda (arcana): Lavender, hooved, and soft-
spoken Mahulda seems delicate as crystal, but her 
appetite for inf licting pain exceeds even that of 
Pleaser Ammon. Although her appearance seems quite 
feminine, she is in fact a hermaphrodite. She knows 
that the bond between Areelu and her quasit familiar 
Gimcrak is so strong that the familiar’s death will 
significantly weaken the mythic witch, but hasn’t 
decided on how best to use this information for her own 
personal gain. She is currently in area D8f.

•	 Pleaser Micajah (engineering): Slender Micajah has a voice 
like an angel, has crimson skin and dark feathered wings, 
and is completely androgynous in appearance. She alone 
of the succubi has no interest in sex, preferring to 
seduce purely via intellectual conversation. She knows 
that scales shed from Terendelev while the dragon still 
lived can cause the ravener great pain.

•	 Pleaser Preshea (nature): Obese Preshea specializes in 
administering drugs and creating exotic food and 
alcohol. She knows that the masters of the Soul Foundry 
have been using tainted ambrosia to keep someone or 
something that’s imprisoned in the building docile.

PLEASERS (4)	 CR 12/MR 4

XP 19,200 each
Advanced succubus (Pathfinder RPG Bestiary 68)

CE Medium outsider (chaotic, demon, evil, extraplanar, mythicMA)

Init +6; Senses darkvision 60 ft., detect good; Perception +27

DEFENSE

AC 27, touch 16, flat-footed 21 (+6 Dex, +11 natural)

hp 190 each (12d10+124)

Fort +11, Ref +14, Will +14

DR 10/epic and cold iron or epic and good; Immune electricity, 

fire, poison; Resist acid 10, cold 10; SR 31

OFFENSE

Speed 30 ft., fly 50 ft. (average)

Melee 2 claws +18 (1d4+3)
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Special Attacks consume soul, energy drain, mythic power 

(4/day, surge +1d8), penetrating enchantments, profane gift, 

soul trapping, sneak attack +6d6

Spell-Like Abilities (CL 12th; concentration +23)

Constant—detect good, tongues

At will—charm monster (DC 25), detect thoughts (DC 23), 

ethereal jaunt (self plus 50 lbs. of objects only), 

vampiric touch

1/day—dominate person (DC 26), summon (level 3, 

1 babau 50%)

Spells Prepared (CL 12th; concentration +23)

7th—simulacrum

6th—flesh to stone (DC 27), mass suggestion (DC 27)

5th—mind fog

TACTICS

During Combat One Pleaser uses mind fog at the start of 

combat, while the others immediately use mass suggestion 

to try to convince the enemies to assume subservient or 

humiliating positions and to remain in those positions for 

the duration. Pleasers are fond of turning such victims to 

stone via flesh to stone. In combat, they use mind control 

to prevent enemies from coordinating defense so they can 

focus on fewer targets at once in melee, much preferring to 

flank foes or feint to get in more sneak attacks.

Morale A Pleaser attempts to flee combat if reduced below 

40 hit points, offering her profane gift or her specific 

information as a bribe or payment for freedom if captured.

STATISTICS

Str 17, Dex 22, Con 24, Int 24, Wis 18, Cha 33

Base Atk +12; CMB +18; CMD 31

Feats Agile Maneuvers, Combat ExpertiseM, Greater Feint, 

Improved Feint, Iron WillM, Weapon Finesse

Skills Acrobatics +21, Bluff +34, Craft (sculpture) +22, 

Diplomacy +26, Disguise +26, Fly +21, Intimidate +26, 

Knowledge (varies) +19, Perception +27, Perform (dance) +23, 

Profession (courtesan) +16, Sense Motive +19, Stealth +21

Languages Abyssal, Celestial, Common, Draconic, Hallit; 

telepathy 100 ft.; tongues

SQ change shape (alter self, Small or Medium humanoid), 

simple arcane spellcasting

Gear black sapphires (one worth 20,000 gp, one worth 

15,000 gp, and two worth 10,000 gp each)

SPECIAL ABILITIES

Consume Soul (Su) As a standard action, a mythic succubus 

can consume a soul stored in a gemstone she carries. Doing 

so affects her as if by a heal spell (CL 15th) and grants her a 

+4 profane bonus to her Charisma for 1 minute.

Penetrating Enchantments (Su) A mythic succubus’s 

enchantment spell-like abilities and spells can affect 

creatures normally immune to mind-affecting effects of any 

sort, but such creatures gain a +4 bonus on saving throws to 

resist these effects.

Soul Trapping (Su) If a mythic succubus kills a creature, she 

can attempt to trap its soul in a gemstone she carries as an 

immediate action, affecting the soul as if by the spell soul 

bind. A successful DC 27 Will save negates this effect. If the 

creature being targeted was slain by the mythic succubus’s 

energy drain attack, it receives no saving throw to resist this 

effect. The save DC is Charisma-based.

D5. Side Entrance

Several large crates sit at the west end of this narrow storage 

area. The door to the south is chained tightly shut.

The key to the locks on the chains that bar the door to 
the south of this room is kept by Sister Perversion—until 
the chains are removed, a successful DC 34 Strength check 
is needed to smash the door down.

Treasure: Among the crates are stored exotic drugs 
and rare alcohol, along with other tools of the Yearning 
House’s trade, worth 5,500 gp in total. One crate contains 3 
doses of ambrosiaMA, but all of these doses are tainted by the 
Abyss. Anyone who consumes this cursed ambrosia must 
succeed at a DC 25 Fortitude save or become staggered by 
its overwhelming foulness for 24 hours. 

D6. The Cornucopia (CR 12)

The groaning shelves of this bustling kitchen are crammed with 

barrels of salted meats, cases of brandy and pesh, and hundreds 

of other luxuries.

Encounters in the Debauchery
How events play out in the Debauchery can vary, but in 

all likelihood, combat will be the end result. The Pleasers 

and guests in the private rooms above (area D8) will join 

any fight here, as does Mazillgarub from area D2, but 

the building’s madam, Sister Perversion, does not join 

the fight until the battle is over, for when the PCs attack, 

the demon lord Nocticula seizes control over the seraptis, 

intending to use her to deliver a message to the PCs. If a 

battle in the Debauchery goes bad for the PCs, you can 

consider having a Nocticula-controlled Sister Perversion 

enter the battle to aid the PCs so Nocticula can speak to 

them when things are over; otherwise, the possessed 

seraptis emerges from area D10 to address the PCs once 

the battle is over. If the PCs enter area D10 before starting 

a fight in the Debauchery, Nocticula speaks to them there 

but does not accompany them into the Debauchery to 

help them fight. In this case, the PCs may end up having 

to fight Sister Perversion at the same time as the rest of 

the building’s inhabitants.
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Creatures: A single coloxus demon named Norxusnagthi, 
attended by a half-dozen quasit minions, toils constantly 
in this chamber. The overworked but completely loyal 
demon is in charge of providing all of the exotic foods and 
refined drugs needed by visitors to the house. The coloxus 
is a wretched coward, and if attacked, he immediately 
teleports away, leaving the simpering quasits to their fates. 
If prevented from f leeing, the coloxus can provide the PCs 
with a detailed map of the Yearning House and can list all 
of the building’s current occupants in return for a promise 
of mercy.

NORXUSNAGTHI	 CR 12

XP 19,200
Coloxus demon (Pathfinder RPG Bestiary 3 72)

hp 168

QUASITS (6)	 CR 2

XP 600 each
hp 16 each (Pathfinder RPG Bestiary 66)

D7. The Lash (CR 7)

This curving balcony coils most of the way around the large room 

below, its length curling like the lash of a whip. To the north, the 

balcony widens just before it ends—here, a tangle of spiky iron 

cages lean outward, suspended at an angle by chains.

The stairs lead down to area D3.
Creatures: The three cages are used to imprison enemies 

of the Worldwound so that they might endure the iron-
maiden-like cruelties of the cages while looking down 
upon the debaucheries below. Most mortals don’t last long 
here, so Sister Perversion greatly prefers imprisoning good 
outsiders within. Currently, a hound archon whimpers and 
writhes within each cage, their bodies pierced and impaled 
by jagged iron spikes. These cages function as dimensional 
shackles on any creature locked within, and they actively 
suppress the archons’ healing. While the archons are locked 
in the cages, anyone attempting to heal damage to an archon 
must succeed at a DC 35 caster level check. A successful DC 
40 Disable Device check is needed to open a cage and release 
an archon—if this check is failed by 5 or more, the archon 
takes 2d6+10 points of damage (this damage bypasses the 
archon’s damage reduction). At your discretion, other 
methods of rescuing the hound archon, such as casting 
disintegrate on a cage, could work as well. For the purposes 
of dispel magic and other level-dependent effects, the cages 
function at CL 18th.

HOUND ARCHONS (3)	 CR 4

XP 1,200 each
hp 39 each (currently 0)

Story Award: For each hound archon the PCs manage to 
rescue, award them 9,600 XP.

D8. Pleasure Chambers (CR 19)
All of these nearly identical rooms are luxuriously appointed, 
with padded leather chairs, huge beds with feather 
mattresses and other garish peripherals such as gilt tables, 
fancy oil lamps burning scented oil, and long mirrors. 
The decor exudes an overt sexuality, and despite their 
cleanliness, the rooms have a tangible seediness about 
them. The Pleasers use these private chambers to entertain 
guests—at this time, areas D8b and D8f are in use. 

Area D8b: The current occupants of this room are Lady 
Blemish and Pleaser Ammon. Lady Blemish is a green-
skinned slimy demodand and a frequent customer to the 
Yearning House—a mercenary and bounty hunter who has 
largely abandoned her kind to work in the Worldwound. 
The Yearning House is her favorite place to relax between 
missions and unload crusaders she’s captured alive. The 
demodand’s vice of choice is sex—she is currently spending 
some time with her favorite Pleaser, Ammon. Lady Blemish 
is strangely protective of the Yearning House, and if combat 
begins, she loudly and brazenly steps in to protect the 
Pleasers and the establishment, hoping to earn a few free 
nights as a reward for her aid. The Pleasers are, of course, 
only too delighted to let her take the brunt of the initial 
damage in a fight. If the slimy demodand is reduced to 50 or 
fewer hit points, her bravery crumbles and she f lees.

LADY BLEMISH	 CR 16

XP 76,800
Slimy Demodand (Pathfinder RPG Bestiary 3 70)

hp 241

PLEASER AMMON	 CR 12/MR 4

XP 19,200 
hp 190 (see page 20)

Area D8f: This room’s occupant is a towering, hideous 
creature known only as the Tall Stranger. This 9-foot-tall 
humanoid figure is an unusually lawful-minded ecorche—
an undead atrocity who is fond of the tingling sensation that 
results from having rock salt massaged into its skinless f lesh. 
The Tall Stranger is the agent of a hidden society of devil 
worshipers from Ustalav—a group known as the Harlequin 
Society. This group, having read the writing on the wall, fears 
that the demons of the Worldwound are nearing a full-scale 
invasion of Ustalav, and has sent the Tall Stranger north 
on several diplomatic missions to attempt to organize an 
arrangement with the Storm King such that when Ustalav 
falls, the Harlequin Society will be allowed to continue to 
exist. While on these missions, the Tall Stranger also spies 
and observes, seeking any indication that the demons may, in 
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fact, not be in as strong of a position to invade as they seem. 
The Tall Stranger has heard of the PCs, but didn’t put much 
stock in these stories. If the PCs attack, though, he watches 
the battle silently from the balcony. If the PCs win the fight, 
he aids them in finishing off the last of the Pleasers before 
introducing himself as a “servant of an interested party to 
the south, one eager to see the Worldwound fall.” The Tall 
Stranger won’t offer much direct aid to the PCs, but he has 
learned much about the situation in Iz. You can use him 
to inform the PCs about anything you feel they should 
have learned already but through poor luck or chance, did 
not. In particular, the Tall Stranger knows that the Soul 
Foundry hides a unique and apparently immortal demon 
called the Suture whose existence is fundamentally tied to 
the Worldwound—he suspects that the Suture may be the 
transformed remains of the first demon to step through 
the portal, and that in his supernatural f lesh might lie a 
key to closing the Worldwound—if only the Suture could be 
brought to the actual original portal within Threshold. Alas, 
the Tall Stranger knows little more—finding out as much 
as he has about the Suture has been something of a miracle, 
he confides. Before he departs, the Tall Stranger wishes the 
PCs luck, admitting that for once, the rumors of heroes have 
turned out to be most impressive facts. For more information 
on the Tall Stranger’s masters in the Harlequin Society, see 
page 56 of Pathfinder Campaign Setting: Rule of Fear.

THE TALL STRANGER	 CR 16

XP 76,800
LE ecorche (Pathfinder RPG Bestiary 3 109)

hp 209

PLEASER MAHULDA	 CR 12/MR 4

XP 19,200 
hp 190 (see page 20)

Story Award: Award the PCs XP as if they’d defeated 
the Tall Stranger in combat if they learn what he knows 
of the Suture.

D9. Storeroom
Treasure: This cramped area is used to store various devices 
and components required in the day-to-day operation 
of the Yearning House. A search of the room uncovers a 
scattering of valuables, including a potion of delay poison, 
a potion of meld into stone, a potion of displacement, an elixir 
of fire breath, 3 doses of tears of death, and a periapt of proof 
against poison.

D10. The Obscene Boudoir (CR 20)

This chamber is decorated with furniture crafted from death—

piles of cushions covered with wan skin, a chandelier made of 

sinew and bone, and objects made of body parts. A huge circular 

black mirror hangs opposite the door, while a massive bed on 

a frame of bones sits to the southwest. The walls are painted 

with horrific scenes of suicide, carnal excess, and all manner 

of shocking deviance. The soft sounds of moaning—both from 

pleasure and pain—whisper through the room.

The decor in this room is not only upsetting and vile, but 
also infused with Abyssal energies that cause the furniture 
to groan and moan and periodically twitch. Any nonevil 
characters who enters the room must make a successful 
DC 28 Will save to avoid being sickened by the display for 
as long as they remain in the room.

Creature: This hideous boudoir is the domain of Sister 
Perversion, a powerful seraptis demon and the madam 
of the Yearning House. She reports directly to Mistress 
Anemora (most often via her magical mirror—see 
Treasure, below), but by and large she is left to run the 
building as she sees fit. 

Sister Perversion prefers to spend her time either 
observing her Pleasers doing their work via her magic 
mirror, or enjoying herself with victims. She is particularly 
fond of skinning her partners alive and using the f lesh 
as a snack for one of the many mouths on her arms or to 
decorate her boudoir, but once a partner dies, she loses 
interest and has a Pleaser dispose of the remains.

The seraptis has served many demon lords during 
her long career, with Deskari being but the latest, but as 
the PCs arrive, Sister Perversion is seized by one of her 
previous patrons, Nocticula, who wishes to speak once 
more to the heroes who recently impressed her so on the 
Midnight Isles. She uses the mirror of mental prowess to 
observe events in the Yearning House, waiting until after 
the PCs have defeated its guardians before she approaches 
them. As Nocticula greets the PCs, her shadowy image 
f lickers around the seraptis’s body.

“And so here are my heroes again, once more vexing and 

testing the patience of a Lord of Chaos. How utterly charming! 

You’re here seeking that bauble, the chisel the Storm King used 

to break your little toy, but you won’t find it here. The mistress 

of Deskari’s cult keeps it for herself in her own lair deep in 

the Rasping Rifts, but I know how you can get there. Indeed, I 

know more than you might wish to know about what is on your 

failing horizon...”

Of course, the PCs are free to attack the possessed 
seraptis at any point, but if they do so, Nocticula makes a 
sound of disappointment, then says, “So be it—enjoy your 
fates, fools!” before she abandons the seraptis to her fate.

If the PCs wish to parley with Nocticula, though, the 
Lady of Shadow deigns to speak for a moment. Some likely 
questions and possible answers are given on page 24.
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Sister Perversion

How can we recover the Nahyndrian chisel? Nocticula 
can tell the PCs how to use the pool in area D4, or barring 
that how to use the mirror of mental prowess to view Mistress 
Anemora’s lair. The priest carries the chisel on her person 
as a relic of her faith.

What is the Suture? Nocticula can explain to the PCs 
about the Suture’s nature, how he came to be what he is 
today, and how he can aid in closing the Worldwound (see 
area E12 for details).

How long will it be before the Worldwound opens? The 
demon lord can tell the PCs how many days they have 
left, but can also advise the PCs on methods to slow down 
or even turn back the advancing doomsday clock.

Why are you helping us now? She smiles coyly, 
saying only that she has her reasons for 
seeing Deskari laid low. If any of the 
PCs refused her direct aid in “The 
Midnight Isles” before traveling 
to the island of Colyphyr, she adds 
that in her many eons of existence, 
she has met few mortals who have 
had the courage, wisdom, and self-
control to resist her offers, and that she 
was quite moved by the PCs’ devotion 
to their ideals and convictions when 
they refused her aid before. She says 
she’s helping the PCs now, no strings 
attached, to show her respect for 
their convictions, even hinting that 
she might be able to learn something 
from the PCs. The revelation that the 
PCs’ earlier refusal left a fundamental 
impression on a demigod grants any 
PCs who refused her aid a permanent +5 
morale bonus on all Will saving throws.

Will you help us more? Nocticula tells 
the PCs that if they wish her aid in facing 
Deskari, they have but to offer a prayer to 
her and she will do what she can to help 
them, but for now she is eager to see what 
the PCs can accomplish on their own.

Once you feel enough time has 
passed or the PCs run out of questions, 
Nocticula wishes the PCs luck in their 
quest, hints that she’ll be watching from 
afar, and vanishes. Sister Perversion is 
stunned for a round after this, giving 
the PCs a round to try to defeat the 
seraptis before she recovers—she 
has a full memory of what just 
happened, and is desperate to 
slay the PCs before they can move 
forward with their quest.

SISTER PERVERSION	 CR 20

XP 307,200
Female seraptis bard 7/trickster 4 (Pathfinder Campaign Setting: 

Lords of Chaos 58, Pathfinder RPG Mythic Adventures 44)

CE Medium outsider (chaotic, demon, evil, extraplanar)

Init +18M; Senses darkvision 60 ft., deathwatch, true seeing; 

Perception +35

Aura gaze of despair (30 ft., DC 27), unholy aura (DC 28)

DEFENSE

AC 39, touch 20, flat-footed 33 (+9 armor, +4 deflection, +6 Dex, 

+10 natural)

hp 400 (22 HD; 15d10+7d8+287)

Fort +22, Ref +16, Will +19; +4 vs. bardic 

performance, language-dependent, 

and sonic

Defensive Abilities bloodless, 

evasion, hard to kill; DR 10/cold 

iron and good; Immune electricity, poison, bleed; 

Resist acid 10, cold 10, fire 10; SR 26

OFFENSE

Speed 50 ft.

Melee +5 keen scythe +33/+28/+23/+18 (2d4+17/×4), 

2 claws +26 (1d6+4 plus grab), gore +26 (2d6+4)

Special Attacks bardic performance 26 rounds/day 

(move action; countersong, distraction, fascinate, 

inspire competence +3, inspire courage +2, 

suggestion), compelling domination, fleet charge, 

menacing whisper, mythic power (11/day, surge +1d8), 

mythic spellcasting, ravenous embrace

Spell-Like Abilities (CL 15th; concentration +25)

Constant—deathwatch, true seeing, unholy aura (DC 28)

At will—crushing despair (DC 24), dispel magic, 

greater teleport (self plus 50 lbs. of objects only), 

telekinesis (DC 25)

3/day—confusion (DC 24), demand (DC 28), 

dominate person (DC 25), fly

1/day—symbol of insanity (DC 28), summon 

(level 5, 1 seraptis 20% or 1 glabrezu 40%)

Bard Spells Known (CL 7th; concentration +17)

3rd (3/day)—confusionM (DC 23), dispel magicM

2nd (6/day)—alter self, gallant inspirationAPG, 

invisibilityM, suggestionM (DC 22)

1st (7/day)—alarm, charm person 

(DC 21), grease (DC 21), undetectable 

alignment, unseen servant

0 (at will)—dancing lights, 

detect magic, ghost sound 

(DC 20), mage hand, message, 

prestidigitation (DC 20)

M mythic spell

TACTICS

Before Combat Sister 

Perversion casts a 
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mental alarm three times per day on the balcony outside the 

door to her room, and undetectable alignment on herself 

every day.

During Combat Once released from Nocticula’s control, Sister 

Perversion is stunned for the first round of combat. After 

this, she immediately teleports elsewhere in Iz to prepare for 

combat by casting fly and invisibility, then uses demand to 

contact a PC to suggest that PC should undress and cast aside 

all of his or her equipment. Sister Perversion then casts mythic 

invisibility on herself and returns to attack, starting the fight 

with dominate person and mythic confusion and switching to 

melee attacks once her foes are scattered and distracted by her 

mind-controlling magic (or sooner if it becomes apparent her 

enemies are resistant or immune to these tactics).

Morale Sister Perversion fights to the death rather than face 

punishment for failure from Mistress Anemora.

STATISTICS

Str 26, Dex 23, Con 32, Int 18, Wis 17, Cha 30

Base Atk +20; CMB +28; CMD 48

Feats Ability Focus (dominate person), Arcane Strike, 

Bleeding Critical, Combat Expertise, Combat Reflexes, 

Critical Focus, Improved InitiativeM, Iron WillM, Multiattack, 

Power Attack, Toughness

Skills Diplomacy +34, Intimidate +34, Knowledge 

(engineering) +15, Knowledge (geography) +15, Knowledge 

(local) +31, Knowledge (nobility) +31, Knowledge (planes) +31, 

Knowledge (religion) +31, Perception +35, Perform (dance) +34, 

Perform (sing) +34, Stealth +30

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

SQ amazing initiative, bardic knowledge +3, enhanced ability 

(Cha), lore master 1/day, recuperation, subtle magic, 

versatile performance (dance, sing)

Gear +5 mithral chain shirt, +5 keen scythe, dimensional 

shackles, ring of evasion, assorted jewelry worth a total of 

4,400 gp

SPECIAL ABILITIES

Bloodless (Ex) Sister Perversion is immune to bleed effects 

and to attacks that utilize blood drain to function.

Compelling Domination (Su) When Sister Perversion uses 

dominate person (as a spell or spell-like ability), its victims 

do not actively resist the control and do not gain a new 

saving throw when ordered to take actions against their 

nature unless those actions are obviously self-destructive, in 

which case the victim does get a new saving throw with a +2 

bonus to escape the effects of the domination.

Gaze of Despair (Su) Sister Perversion’s gaze fills the minds 

of those within 30 feet with overwhelming and soul-

crushing despair. Anyone who fails a DC 27 Will save upon 

being exposed to her gaze immediately takes 1d6 points 

of Charisma drain and is staggered for 1d6 rounds. If the 

Charisma drain would normally reduce a creature’s Charisma 

to 0, that creature instead succumbs to overwhelming 

suicidal urges and attempts to end its life by the most 

convenient method at hand, subject to GM discretion. (In 

most cases, this effect causes a creature to make a coup de 

grace attempt on itself, but if a more dramatic method of 

self-destruction is available, the creature takes that action.) 

Once a creature reaches this suicidal state of despair, it 

remains in that state until its Charisma score is restored to 

its normal maximum—if methods of restoring lost Charisma 

are not available, the suicidal victim must be restrained at 

all times to prevent attempts to kill itself. This is a mind-

affecting effect. The save DC is Charisma-based.

Grab (Ex) Sister Perversion gains a cumulative +4 bonus on 

grapple attempts for each successive claw attack that hits 

in a single round, provided the claw attacks all hit the same 

target. If she grabs a foe, she can use her ravenous embrace.

Ravenous Embrace (Su) Once per round, a creature grappling 

or grappled by Sister Perversion can be attacked by the 

ravenous, toothed wounds that decorate her arms. These 

teeth bite and chew, automatically dealing 4d6+12 points of 

damage each round—in addition, the wounds caused by the 

ravenous embrace cause 2d6 points of bleed damage and 

1d4 points of Strength drain as the seraptis drinks away the 

victim’s blood and other vital fluids. As long as the seraptis 

is within 30 feet of a foe suffering bleed damage from her 

ravenous embrace, the blood that flows from the victim 

writhes through the air into the seraptis’s arm maws, healing 

the seraptis by an amount equal to the amount caused by that 

round’s bleed effect.

Treasure: The mirror on the wall is a mirror of mental 
prowess (Pathfinder RPG Ultimate Equipment 311); it provides 
the PCs another way to escape or enter the Silk Embrace.

D11. Entrance Cavern

The walls of this twenty-foot-high cavern are covered in spots by 

thick, shaggy spider webs. A distant howling, as if of a violent 

windstorm, shrieks beyond a web-clogged opening in the cave 

to the south.

This cavern exists on the Rasping Rift in the Abyss. 
Characters who travel to this area from the pool in area 
D4 appear in the northern half of the cavern. No return 
portal is created by this pool, unfortunately—those who 
are ritually drowned in the pool are meant to wander this 
small cavern complex until the mistress of the place finds 
and devours them.

The webs blocking the entrance to area D11b function 
as a web spell (CL 20th), and automatically return 24 
hours after they are destroyed. Area D11b is often used 
by the area’s mistress as a place to imprison her favored 
offerings—if a significant NPC was abducted earlier, the 
PCs may find that NPC bound and near death in one of 
this cavern’s alcoves.
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Mistress Anemora

Area D11c is one of the countless side spurs of the 
Rasping Rifts—it falls away below into the infinite and 
rises up as well—other rifts connect to this one here and 
there far below and far above.

Creature: The ruler of this small region, the drider 
Anemora, has been the leader of Deskari’s cult in the 
Worldwound for decades, yet she has not held a very public 
presence in that role. Much of her time is spent exploring 
the Rasping Rifts or scouting other worlds for possible new 
sites for the Rasping Rifts’ expansions once Golarion has 
been claimed. Currently, Mistress Anemora is serving in a 
support role to Areelu’s efforts in Threshold, and has been 
spending the last few days in meditation and concentrated 
prayer in area D11d, lending her support to the expansion 
of the Worldwound. Momentary interruptions to this 
won’t delay the ritual, but killing the drider certainly will!

Anemora’s meditation allows her to notice when any 
magical portals open into her realm, and if any planar 
travelers arrive. With a successful Perception check, 
unmodified by distance or line of sight, she notices such 
arrivals immediately upon their appearance in area D11.

MISTRESS ANEMORA	 CR 22

XP 614,400
Female drider cleric of Deskari 14/hierophant 4 (Pathfinder 

RPG Bestiary 113, Pathfinder RPG Mythic Adventures 32)

CE Large aberration 

Init +13; Senses darkvision 120 ft., detect good, detect law, 

detect magic, true seeing; Perception +37

DEFENSE

AC 40, touch 23, flat-footed 33 (+9 armor, +5 deflection, +5 Dex, 

+2 dodge, +2 luck, +8 natural, –1 size)

hp 446 (23d8+343)

Fort +25, Ref +16, Will +29; +4 vs. poison and fear

Defensive Abilities hard to kill; Immune sleep; Resist fire 10; 

SR 32

OFFENSE

Speed 30 ft., climb 20 ft.

Melee staff of the hierophant +25/+20/+15/+10 (1d8+12), bite +18 

(2d6+3 plus poison)

Space 10 ft.; Reach 10 ft.

Special Attacks channel negative energy 7/day (DC 21, 

7d6), destructive smite (+7, 14/day), destructive aura 

(+7, 14 rounds/day), faith’s reach, inspired spell, inverted 

spontaneous casting, mythic power (11/day, surge +1d8), 

mythic spellcasting, weapon master (14 rounds/day), 

web (+20 ranged, DC 25, 9 hp)

Spell-Like Abilities (CL 9th; concentration +13)

Constant—detect good, detect law, 

detect magic

3/day—dancing lights, darkness, 

faerie fire

1/day—clairaudience/

clairvoyance, deeper 

darkness, dispel magic, 

levitate, suggestion (DC 17)

Domain Spell-Like Abilities 

(CL 20th; concentration +31)

14/day—battle rage 

(+7 damage)

Cleric Spells 

Prepared 

(CL 20th; 

concentration +31)

9th—energy drain 

(DC 30), miracle 

(DC 30), power word 

killD, quickened slay 

living (DC 26), true 

resurrection, quickened 

wall of stone

8th—quickened divine 

power, fire storm 

(DC 29), greater spell 

immunity, quickened 
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poison (DC 25), power word stunD, quickened unholy blight 

(DC 25)

7th—quickened bestow curse (DC 24), blasphemy (2, DC 28), 

quickened blindness/deafness (DC 24), disintegrateD (DC 28), 

quickened dispel magicM, quickened searing light

6th—blade barrierDM (DC 27), harmM (DC 27), heal, heroes’ 

feast, quickened hold person (DC 23), quickened sound 

burst (DC 23), word of recall (DC 27)

5th—breath of life, flame strikeM (DC 26), greater command 

(DC 26), insect plague, shoutD (DC 26), spell resistance, 

true seeing

4th—air walk, dimensional anchor, dismissal (DC 25), divine 

powerD, giant vermin, poison (DC 25), sending

3rd—bestow curse (DC 24), blindness/deafness (DC 24), 

dispel magicM (2), magic vestmentD, meld into stone, 

searing light (2)

2nd—death knell (DC 23), desecrate, enthrall (DC 23), 

hold person (DC 23), resist energy, sound burst (DC 23), 

spiritual weaponD, status

1st—command (4, DC 22), entropic shield, obscuring mist, 

sanctuary (DC 22), true strikeD

0 (at will)—bleed (DC 21), create water, mending, read magic

D domain spell; Domains Destruction, War; M mythic spell

TACTICS

Before Combat Anemora casts magic vestment and heroes’ 

feast daily. She casts greater spell immunity once she 

notices intrusion into her realm—since word of the PCs’ 

tactics and abilities has spread, she can choose spells she 

knows her enemies favor. She casts true seeing, air walk, 

spell resistance, and freedom of movement (the last from 

her staff) before entering combat. Just before entering 

combat, she casts sending to alert Areelu Vorlesh that the 

PCs are attacking her, more out of courtesy than any hope 

that the witch will send help (she won’t).

During Combat Anemora remains out of melee combat, and 

augments her spells with the Quicken Spell metamagic feat 

each round. Her first act each round is to use a quickened 

wall of stone to wall off some of the PCs while also casting 

blasphemy in hopes of banishing at least one PC. Remember, 

her faith’s reach mythic ability allows her to cast spells like 

quickened slay living, quickened poison, mythic harm, and 

spontaneously cast inflict spells at a range of 30 feet. She saves 

her miracle for emergencies. If reduced below 200 hit points, 

she casts heal on herself; if reduced below 200 hp again, she 

uses her amulet of the planes to flee to Golarion, then uses her 

healing magic to restore herself before using the amulet again 

to return to the Rasping Rifts, whereupon she casts word of 

recall to return to area D11d to continue the fight.

Morale Anemora uses her amulet of the planes to flee to 

Golarion if reduced to 50 hit points or fewer.

STATISTICS

Str 24, Dex 21, Con 32, Int 13, Wis 32, Cha 18

Base Atk +16; CMB +24; CMD 46

Feats Craft Staff, Craft Wondrous Item, DodgeM, Improved 

Initiative, Improved Natural Attack (bite), Lightning Reflexes, 

Mobility, Power Attack, Quicken Spell, Selective Channeling, 

Spring Attack, ToughnessM

Skills Bluff +24, Climb +15, Knowledge (religion) +27, 

Linguistics +7, Perception +37, Spellcraft +22

Languages Abyssal, Aklo, Celestial, Common, Elven, Undercommon

SQ amazing initiative, enhanced ability (Con), profane gift 

(+2 Wis), recuperation, undersized weapons

Combat Gear staff of the hierophantUE (8 charges), unholy 

water (6); Other Gear mwk mithral chain shirt, amulet of 

the planes, belt of physical perfection +6, headband of 

inspired wisdom +6, Nahyndrian chisel, ring of protection 

+5, ring of minor fire resistance, robe of scintillating colors, 

unholy symbol, two diamonds (worth 25,000 gp each), fine 

jewelry (worth 8,000 gp), 10 pounds of silver dust (worth 

50 gp), true seeing ointment (2 doses worth 250 gp each)

SPECIAL ABILITIES

Profane Gift (Su) Anemora is under the effects of a profane gift 

(+2 Con) granted to her by a succubus named Lelaxiss whom 

she has bound and imprisoned in a distant hidden locale.

Development: If the PCs slay Anemora, the countdown 
to the opening of the Worldwound pauses for 1 day. If 
the PCs don’t confront her, or if she manages to escape, 
she makes her way back to the Worldwound (likely after 
a day’s passage so she can cast word of recall to teleport to 
the Yearning House), uses true resurrection to restore Sister 
Perversion to life if the seraptis has been slain, then with 
the seraptis’s aid travels to Threshold to join Areelu in 
defending the tower. Where she and Sister Perversion are 
encountered in that complex is left to you.

Story Award: Killing Anemora is a mythic trial.

E. SOUL FOUNDRY
Lying not far from the Yearning House, the Soul Foundry 
is one of the few production facilities in the largely 
deserted city of Iz. The building is used for the creation of 
a foul material known as soul lead—a soft, malleable metal 
infused with mortal souls that is used in the creation of 
Abyssal constructs. Two foul monstrosities run the Soul 
Foundry: a half-babau dwarf named the Filleted Man and his 
hideously malformed companion, Lord Stillborn. At your 
option, you can replace one or both of these characters with 
surviving villainous NPCs from earlier in the campaign—
Staunton Vhane could replace the Filleted Man, for example, 
and Xanthir Vang could stand in for Lord Stillborn. If you 
take this option, increase the level and power of these NPCs 
so their CRs match those of the NPCs they’re replacing.

Disrupting the Soul Foundry or killing its leaders won’t 
impact the Worldwound Ritual, but the acquisition of 
the wretched but mythic demon kept prisoner within the 
building certainly will. This demon, once a powerful derakni 
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demon in Deskari’s employ, is now a powerfully mythic but 
still pitiable dretch known as the Suture. Immortal as long 
as the Worldwound exists, yet carrying within his f lesh the 
key to stitch the wound shut forever, the Suture has long 
presented Deskari’s minions with a quandary—as long as the 
Suture exists, he presents a threat to the Worldwound, but the 
Worldwound itself prevents his destruction. And so over the 
decades, the miserable demon has been kept prisoner by no 
fewer than a dozen powerful “wardens” in as many different 
impromptu prisons. After Raliscrad, the Suture’s previous 
location, nearly fell to the crusaders during the previous 
adventure, the mythic dretch was whisked away to here in 
Iz and placed under the care of the Filleted Man—much 
to the Suture’s agony, for the Filleted Man does quite enjoy 
torturing a creature that cannot die.

The Soul Foundry is a squat, stone structure perched 
perilously close to the edge of the Worldwound. Only the 
building’s exceptional architecture has kept it upright, 
when all the neighboring buildings have collapsed into 
ruins. The walls of the Soul Foundry are magically treated 
reinforced masonry (hardness 16, hp 360, break DC 65), 
while its doors are of iron (hardness 10, hp 60, break DC 28) 
and are typically left locked (Disable Device DC 40); both the 
Filleted Man and Lord Stillborn carry keys to these doors. 

Area E2 and E3 are both lit by molten lead, but the rest 
of the complex is without illumination—its occupants use 
darkvision to navigate the halls.

Normally, the Filleted Man can be found in either 
area E11 or area E12 and Lord Stillborn in area E8, but 
once they’re aware that the PCs have arrived (likely as a 
result of a loud fight in area E1), the two seek each other 
out and prepare an ambush. Feel free to play this ambush 
out as you see fit—most likely, they wait until the PCs are 
involved with a fight against the foes in areas E2 or E3 
before they sneak in to attack. Refer to areas E8 and E11 for 
their statistics and tactics.

E1. Soul Foundry Plaza (CR 21)

A single bunkerlike stone building sits amid the ruins here, not 

far from the edge of the rift into the Worldwound itself. The 

southwestern facade of the building is open to the air, revealing 

a forge within, while the surrounding plaza is a tangle of partially 

collapsed walls and stony rubble.

The rubble strewn plaza is considered difficult terrain. 
In places, crumbled walls still stand—these vary in height 
from 3 feet to 7 feet. 
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Terendelev

Creature: The plaza is under the watchful protection 
of one of the Storm King’s newest triumphs—the 
defiled remains of the silver dragon Terendelev. After 
her murder at the onset of the attack on Kenabres (see 
“The Worldwound Incursion”), the balor had the silver 
dragon’s body and head brought back here to Iz. Over the 
course of many weeks, necromancers and cultists alike 
toiled over the dragon’s remains, eventually animating 
them as a ravener. This hideous defilement has not only 
prevented the noble silver dragon’s soul from moving on 
to its reward, but also prevents her restoration at her allies’ 
hands via effects like true resurrection. The fact that the 
resulting undead atrocity is a powerful and loyal minion 
is almost an afterthought.

Although Terendelev is quite intelligent, in her undead 
state she is completely subordinate to Khorramzadeh’s 
will. Currently, her sole responsibility is the guardianship 
of the Soul Foundry—the Storm King has not seen fit to 
tell Terendelev that she’s actually guarding the Suture, 
but the undead dragon suspects that there’s something of 
great value in the building and it’s not just the soul-lead 
operation that the Storm King is worried about.

Terendelev prefers to nest in the rubble just west of 
the Soul Foundry, at area E1a. At rest, her bones look 
like nothing more than an ancient silver 
dragon’s remains (identif iable as such 
with a successful DC 30 
Knowledge [arcana] check).  
When she moves, the 
bones become infused 
with fell green energy. 

DEFENSE

AC 43, touch 10, flat-footed 43 (+5 deflection, –1 Dex, +33 natural, 

–4 size)

hp 387 (25d8+275)

Fort +24, Ref +15, Will +23

Defensive Abilities channel resistance +4, reflective scales, 

soul ward (250 hp); DR 15/good; Immune acid, cold, 

paralysis, sleep, undead traits, vorpal immunity; SR 30

Weaknesses scales, vulnerable to fire

OFFENSE

Speed 40 ft., fly 250 ft. (poor); cloudwalking, graceful flight

Melee bite +35 (2d8+21/17–20), 2 claws +35 (2d6+14/19–20), 

tail slap +33 (2d8+7/19–20), 2 wings +33 (2d6+7/19–20)

Space 20 ft.; Reach 20 ft.

Special Attacks breath weapon (60-ft. cone, DC 32, 20d8 cold 

and 2 negative levels), crush (Medium creatures, DC 32, 

4d6+21), energy drain, paralyzing breath, soul consumption, 

soul magic, tail sweep (Small creatures, DC 32, 2d6+21)

Spell-Like Abilities (CL 25th)

At will—control weather, control winds, detect evil, feather 

fall, fog cloud

Sorcerer Spells Known (CL 18th; concentration +28)

9th—imprisonment (DC 30)

The dragon’s head is 
not physically attached 
to her body—the vertebrae 
destroyed by Khorramzadeh’s 
blade exist now only as a ghostly 
figment. The ravener’s head remains 
roughly where it should be nonetheless.

TERENDELEV	 CR 21

XP 409,600
Female ancient silver dragon ravener (Pathfinder RPG Bestiary 110, 

Pathfinder RPG Bestiary 2 230)

CE Gargantuan undead (cold)

Init +3; Senses blindsense 120 ft., darkvision 240 ft., detect 

evil, dragon senses, fog vision; Perception +45

Aura cowering fear, frightful presence (30 ft., DC 32, 10 rounds)
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8th—greater shout (DC 29), maze

7th—banishment (DC 28), greater teleport, prismatic 

spray (DC 28)

6th—greater dispel magic, flesh to stone (DC 27), mass 

suggestion (DC 27)

5th—break enchantment, dismissal (DC 26), feeblemind 

(DC 26), sending

4th—dimension door, dimensional anchor, greater 

invisibility, wall of ice (DC 24)

3rd—dispel magic, displacement, haste, tongues

2nd—detect thoughts (DC 23), glitterdust (DC 23), mirror 

image, pyrotechnics (DC 23), scorching ray

1st—alarm, magic missile, ray of enfeeblement (DC 22), 

silent image (DC 22), unseen servant

0—acid splash, dancing lights, detect magic, detect poison, 

light, mage hand, message, prestidigitation, read magic

TACTICS

During Combat Terendelev casts greater invisibility on the 

first round of combat and takes to the air. She uses her 

breath weapon on the second round, then follows that by 

casting imprisonment and other spells, resorting to melee 

attacks only against foes who are capable of attacking 

her in melee. If reduced to 1 hit point so that she starts 

taking damage to her soul ward instead, she takes a round 

to cast sending, begging the Storm King for help, but 

Khorramzadeh ignores her cries for now, hoping to avoid 

a fight against the PCs before they’ve been sufficiently 

softened up; he intervenes only if they secure the Suture.

Morale Terendelev fights to the death.

STATISTICS

Str 39, Dex 8, Con —, Int 28, Wis 29, Cha 30

Base Atk +25; CMB +43; CMD 57 (61 vs. trip)

Feats Arcane Strike, Combat Expertise, Critical Focus, Flyby 

Attack, Improved Critical (bite), Improved Initiative, 

Improved Vital Strike, Lightning Reflexes, Multiattack, Power 

Attack, Staggering Critical, Toughness, Vital Strike

Skills Acrobatics +24, Diplomacy +38, Fly +17, Intimidate +46, 

Knowledge (arcana, engineering, history, local, nobility, 

planes) +37, Perception +45, Sense Motive +37, Spellcraft +37, 

Stealth +23, Use Magic Device +38

Languages Auran, Common, Draconic, Dwarven, Elven, Giant, 

Halfling, Terran

SQ change shape

SPECIAL ABILITIES

Scales (Ex) The scales shed by Terendelev at the start of this 

Adventure Path are anathema to the ravener. Any PC who 

carries one of these items (see “The Worldwound Incursion”) 

gains a +5 bonus to his AC and on all saving throws against 

the ravener’s attacks, and any damage the character deals 

to the ravener is deducted from her hit points and her soul 

ward simultaneously.

Vorpal Immunity (Ex) Terendelev has already been decapitated; 

she is now immune to further attacks that decapitate.

E2. The Forge (CR 16)

An octagonal forge with a churning fire within dominates this 

open air, stone-floored work area. Four anvils sit around the 

forge, and the waves of heat radiating from the fires are intense. 

The stench of molten metal is almost overwhelming.

This forge is used to craft and repair items for the 
Storm King and other important generals and principals 
of the war effort, and also to forge components for the 
construction of Abyssal constructs like devastators, 
retrievers, and warmonger wasps. A creature forced into 
the central square of the forge (such as by a bull rush) takes 
20d6 points of fire damage (Ref lex DC 25 half ).

Creatures: The forge is attended by a group of six highly 
skilled mythic salamanders, creatures who are themselves 
exceptionally difficult to damage. The salamanders do not 
participate in any fight in the plaza between the PCs and 
the ravener, but they do remain alert and observant—if the 
PCs survive the fight with the ravener, they immediately 
move to attack using their bows.

The forge is the dwelling of a mythic fire elemental. 
This creature only emerges to defend the area if it is 
intruded upon by enemies, but it fights to the death once it 
emerges from the fires.

INVINCIBLE ADVANCED SALAMANDERS (6)	 CR 8

XP 4,800 each
hp 102 each (Pathfinder RPG Bestiary 240, 294; Pathfinder RPG 

Mythic Adventures 224)

Ranged +3 flaming burst composite longbow +13/+8 

(1d8+8/×3 plus 1d6 fire)

MYTHIC FIRE ELEMENTAL	 CR 14

XP 38,400
hp 202 (Pathfinder RPG Mythic Adventures 195)

E3. The Pool of Molten Souls (CR 18)

Several bins line the walls of this room, each filled with stacks of 

ingots of dull gray metal. A twisted crack bubbles in the ground, 

filled with bubbling and sputtering molten metal that fills the 

area with noxious fumes.

The crack in the ground is filled with molten lead in 
which souls extracted via magic have been infused. The 
crack is heated by a planar bleed between the Material 
Plane and the burning fires in a molten rift in the Abyss. 
The rift is only 5 feet deep—treat the molten soul-infused 
lead as lava when determining the damage taken by any 
creature exposed to it. The bins hold ingots of soul-
lead—now and then, as supplies run low, an invincible 
salamander slithers in here to cast another few dozen 
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ingots from the essentially inexhaustible supply of molten 
stuff in the middle of the room.

Creature: A single strange guardian watches over this 
room—a powerful, violet-hued ooze made of melted 
Nahyndrian crystal. This is an advanced immortal ichor, 
an intelligent ooze composed from the blood of a dead 
demon lord. This particular immortal ichor is chaotic 
evil. In addition to serving as this room’s guardian, it is 
also responsible for steeping soul gems in the molten lead 
in order to keep the lead infused with souls. The creature 
isn’t immune to damage from contact with molten lead, but 
can regenerate that damage swiftly enough. It pursues foes 
throughout the immediate area, and fights to the death.

ADVANCED IMMORTAL ICHOR	 CR 18

XP 153,600
hp 310 (Pathfinder RPG Bestiary 4 156, 288)

Treasure: There are hundreds of pounds of soul-lead 
here, but the stuff is worthless save for in the construction of 
Abyssal constructs. Of greater interest to the PCs, perhaps, 
is the +3 construct-bane returning throwing cold iron warhammer 
hidden in the northernmost alcove—a successful DC 30 
Perception check reveals its presence.

E4. Workroom

Workbenches line the walls of this room, each cluttered with tools 

for metalworking and for crafting all sorts of strange devices.

Treasure: When he’s not tormenting the Suture or 
serving the Storm King as an assassin, the Filleted Man 
can often be found here, working on his latest project. An 
examination of the room reveals several key construct 
components for things like retrievers (identifiable as such 
with a successful DC 30 Knowledge [arcana or planes] 
check), and a partially completed +2 unholy battleaxe. The 
components and supplies here are worth 12,000 gp in all.

E5. Storage

Crates and other containers fill this room.

Treasure: Little of interest is stored here, although an 
examination of the tools and supplies kept here reveals 
an unusual amount of surgical and alchemical supplies—
more than one would expect to find in a forge storage 
room. The valuable supplies are worth 1,500 gp in all.

E6. Death Cages

Chains dangle from dozens of hooks in the ceiling of this room. 

Black birdcages sized for humans hang from several chains.

Each of the cages in this room is made of adamantine 
(hardness 20, hp 75, break DC 48) and are kept locked 
(Disable Device DC 40). The keys to the locks are carried by 
Lord Stillborn and the Filleted Man. This room is warded 
by a permanent dimensional lock (CL 20th).

Creatures: This room is used to imprison six vanth 
psychopomps. Each skeletal, birdlike outsider is kept in a 
separate cage, and their periodic shifting and thrashing, 
born of discomfort and madness, keep the cages constantly 
swinging. Normally silent and stoic, the vanths shriek 
and howl once they spot the PCs, begging for release in a 
cacophony of Abyssal, Celestial, and Infernal. Normally 
protectors of souls from those who seek to capture them as 
they journey from death to the Boneyard, these vanths were 
captured by the Filleted Man after they came looking for 
the cause of the destruction of souls in the area. He keeps 
them as additional pets to torment—if the PCs swiftly 
set to releasing the vanths, the psychopomps follow them 
around and serve as loyal minions in thanks, but if the PCs 
delay rescuing them for more than a minute, the vanths 
grow frustrated and start attacking with their searing lights 
to punish the PCs for not aiding them.

A rescued and thankful vanth can use locate creature 
to track down the Suture if so requested, provided the 
PCs have learned enough about the Suture (such as from 
speaking to Nocticula) to describe it accurately.

VANTH PSYCHOPOMPS (6)	 CR 7

XP 3,200 each
hp 76 each (Pathfinder RPG Bestiary 4 221)

E7. The Trophy Room

The walls of this room are devoted to the display of trophies—

the preserved heads of all manner of creatures are displayed, 

ranging from those of deformed vermin to those of demons, but 

the primary displays feature the heads of slain crusaders.

The Filleted Man displays his hunting prowess here. An 
examination of the trophies reveals creatures as diverse as 
demons, devils, dragons, angels, and more, but over half 
are of crusaders who fell to the Filleted Man. In each case, 
the cut to the creature’s neck is precise and clean—all of 
these were slain by the half-babau’s vorpal sword.

E8. Lord Stillborn’s Cradle (CR 20)

The air in this room reeks of vinegar and bitter chemicals. 

Numerous shelves on the walls contain jars of murky liquid in 

which float and twitch a nightmarish array of deformed fetuses 

from all manner of life. Some of the jars are much larger, sized 

for the unborn children of giants, perhaps, and sit upon the 

floor. Three of these larger jars are empty of displays and are 
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Lord Stillborn

barely a third full of preservatives; stains around the floor of 

these jars indicate frequent spillages, as if the things that once 

floated within have made it a habit to crawl in and out of their 

glass homes.

Creature: The Filleted Man’s partner, Lord Stillborn, 
is a monstrous undead creature known as a pickled punk. 
Deformed fetal monstrosities given foul unlife, most 
pickled punks are the offspring of human-sized mothers—
Lord Stillborn is the child of a long-dead ash giant priest of 
Sifkesh, and as such he is much larger than the norm for his 
hideous kind. Lord Stillborn has a monstrously huge head 
with a second, vestigial face that wears a constant, idiotic 
leer. Despite his deformed body, he moves with a quick and 
efficient grace, and his skill at murder is matched by few.

When not aiding his accomplice, Lord Stillborn prefers 
to spend his time soaking in one of the large jars in this 
room. If the PCs make it this far without alerting him, 
they find the small undead assassin f loating in one of the 
jars—f loating, but not sleeping. He immediately clambers 
out of his jar to attack when he notices intruders.

Like his mother before him, Lord Stillborn is a devotee 
of the demon lord Sif kesh, yet he has thrown his lot in with 
the Filleted Man out of an interest to see what happens to 

the Worldwound. The deformed assassin enjoys playing 
with the minds and despairs of victims, and is particularly 
fond of threatening to drown victims in molten lead. He 
knows a little about the Suture, but not the demon’s full 
history—only that the Storm King has entrusted the 
Filleted Man with the demon’s keeping.

LORD STILLBORN	 CR 20

XP 307,200
Male advanced pickled punk rogue 6/assassin 10/trickster 4 

(Pathfinder RPG Bestiary 4 214, Pathfinder RPG Mythic 

Adventures 44)

NE Small undead 

Init +14; Senses darkvision 60 ft.; Perception +24

DEFENSE

AC 30, touch 20, flat-footed 22 (+7 armor, +1 deflection, +6 Dex, 

+2 dodge, +3 natural, +1 size)

hp 286 (18d8+202)

Fort +13, Ref +18 (+2 vs. traps), Will +11; +5 vs. poison

Defensive Abilities evasion, hard to kill, uncanny dodge; DR 

5/bludgeoning; Immune undead traits

OFFENSE

Speed 15 ft.

Melee sword of subtlety +21/+21/+16 (1d4+7/17–20), bite +19 

(1d4+3 plus attach)

Special Attacks angel of death 1/day, control the mindless, 

death attack (DC 20), irritant, mythic power (11/day, surge 

+1d8), path dabbling (precision), quiet death, sneak attack 

+8d6, surprise strike, swift death 1/day, true death (DC 25)

TACTICS

During Combat Lord Stillborn starts combat by using his wand 

of greater invisibility so he can maximize his sneak attacks 

against foes. He relies on his wand of enervation for ranged 

attacks, and if reduced to fewer than 100 hit points, he 

flees into the Soul Foundry to find a hiding spot and uses his 

wand of inflict serious wounds to heal up before returning 

to the fight.

Morale Lord Stillborn flees if reduced to fewer than 40 hit 

points, fighting to the death only if cornered. If he escapes, 

he seeks healing and then devotes himself to tracking down 

and slaying the PCs, preferring to attempt assassinations 

when one PC is alone.

STATISTICS

Str 22, Dex 23, Con —, Int 10, Wis 16, Cha 26

Base Atk +12; CMB +17; CMD 36

Feats Combat Reflexes, DodgeM, Improved Critical (short 

sword), Improved Initiative, Lightning Reflexes, Mobility, 

Skill Focus (Stealth), Spring Attack, ToughnessM, Weapon 

Focus (short sword)

Skills Acrobatics +27 (+23 when jumping), Bluff +20, 

Craft (alchemy) +12, Disguise +20, Knowledge 

(local) +12, Perception +24, Stealth +34, Use 

Magic Device +20
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Languages Common

SQ amazing initiative, death throes, enhance magic items, hidden 

weapons, hide in plain sight, improved uncanny dodge, 

opportune, poison use, recuperation, rogue talents (bleeding 

attack +8, combat trick, stand up), trap sense +2, trapfinding +3

Combat Gear wand of enervation (20 charges), wand of 

greater invisibility (10 charges), wand of inflict serious 

wounds (20 charges); Other Gear +5 leather armor, sword of 

subtlety, amulet of natural armor +1, belt of physical might +6 

(Str, Dex), ring of protection +1, key ring, 430 gp

E9. The Cruel House

This room sings with the moans and cries of the damned. Nearly 

a dozen iron-barred cells of differing sizes, each filthy with 

ordure and decay, line the walls. Jars containing severed body 

parts and organs all preserved in brine decorate each cell’s floor.

Lord Stillborn keeps his favorite victims here, stashing 
them in these cells for later recreational vivisection and 
torture—the little horror is fond of preserving nonessential 
body parts and organs, and then decorating each creature’s 
cell with jars of its severed parts. His victims are all in 
various stages of amputation and mutilation; each victim 
is naked, but supplied with a small razor-sharp knife 
tethered to an iron piercing through the forearm or 
around a rib. The expectation is that any prisoner kept 
here may end its torment at any time via suicide. Most 
of the prisoners eventually chose this option, with those 
whose hands or fingers have been amputated and who thus 
can no longer wield a blade being the sorry few exceptions. 
The wretches kept here are essentially hopeless and 
aimless—you can have NPCs who’ve been abducted appear 
here, but they will likely need magic to regenerate their 
lost body parts and to restore their broken minds.

E10. Foundry Treasury (CR 19)
The door to this room is always kept locked and trapped—
make sure you’re familiar with how the trap works (see Trap, 
below) before reading the room description to the PCs!

This rectangular room is replete with treasure—several overflowing 

chests sit along the walls, interspersed with numerous larger 

objects of value such as tapestries, statues, and paintings. A 

mound of glowing gemstones sits on a small round table in the 

northeastern corner of the room.

Trap: The door to the treasury is trapped—this trap 
triggers regardless of whether the door is opened by key, 
lock pick, or force. The trap can visually detect those 
attempting to enter, and unless the door is opened by the 
Filleted Man or Lord Blemish (or by someone disguised as 
one or the other with a successful DC 40 Disguise check), 

the trap triggers as soon as the door is opened, encasing the 
hallway in walls of force and then creating a mobile, mythic 
blade barrier that moves back and forth across the hall.

FLENSING WALLS TRAP	 CR 19

XP 204,800
Type magic; Perception DC 40; Disable Device DC 40

EFFECTS

Trigger visual (true seeing); Reset automatic

Effect spells (walls of force appear along all walls, floors, and 

ceiling of the hallway south of area E10, CL 15th, duration 

15 rounds; mythic blade barrier moves back and forth along 

the hall from north to south, 15d8 force damage per round, 

Reflex DC 19 negates damage for 1 round, CL 15th, duration 

15 minutes)

Treasure: The Soul Foundry’s treasury is but one of 
dozens of places the Storm King has stashed the wealth he 
and his armies have gathered from the ruins of Sarkoris. 
Each of these treasuries is guarded by one of the Storm 
King’s favored minions—this one is guarded by the Filleted 
Man and Lord Stillborn. The items within the chests, and 
the other objects of value scattered about include 264,032 
cp, 198,019 sp, 93,104 gp, 10,400 pp, 50 pounds of minor 
gems and jewelry worth a total of 15,500 gp, a platinum 
circlet set with emeralds worth 20,000 gp, a gold torc 
inlaid with scenes of subtly disturbing-looking fey worth 
15,000 gp, a sylvan scimitar, a +5 thundering evil-outsider-
bane heavy repeating crossbow, a lyre of building, a staff of the 
woodlands (2 charges), a rod of security, a mantle of faith, and 
a set of bracers of armor +6. The glowing gems on the table 
are all black sapphires that contain souls for eventual use 
elsewhere—there are 10 gems worth 5,000 gp each, 5 gems 
worth 10,000 gp each, and 3 gems worth 20,000 gp each.

E11. Filleted Man’s Lair (CR 20)

This large chamber is an exquisitely decorated bedroom. An 

immense bed sits to the northwest, while the center of the room 

is open for sparring. A few of the well-used sparring dummies 

bear more than a passing resemblance to familiar figures.

The sparring dummies ar decorated to look like the PCs—
the Filleted Man finds it relaxing to spar against the greatest 
of his enemies’ champions, after all.

Creature: Something of a whispered legend in Iz, the 
Filleted Man (so named for the fact his red f lesh looks 
almost as if he’d been skinned) has long served the Storm 
King as a bounty hunter. Born a dwarf with a name he 
has now long forgotten, the Filleted Man became a half-
babau decades ago, not long after the Worldwound opened. 
Captured by Areelu Vorlesh, he became an initially 
unwilling victim in her early experiments with the Lexicon 
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Filleted Man

of Paradox and the ritual of becoming a half-demon. 
The Filleted Man was her first success, and she went on 
from there to apply the ritual to herself to become a half-
succubus. She has since released the now-evil dwarf from 
her servitude, allowing the half-babau to make his own 
fortune and name among the demons of the Worldwound. 
Today, the Filleted Man thinks of Areelu Vorlesh as a sort 
of mother figure.

The Filleted Man is encountered in this room only 
if the PCs make it this far without alerting others in 
the building to their presence. In this case, he’s either 
sleeping or sparring here, or tending to his torture tools 
in area E12. His reaction to intruders is one of shocked 
anger—he attacks on sight, even if he doesn’t recognize 
the PCs for who they are.

FILLETED MAN	 CR 20

XP 307,200
Male half-babau dwarf ranger 15/guardian 6 (Pathfinder 

Campaign Setting: Demons Revisited 6, Pathfinder RPG 

Mythic Adventures 26)

CE Medium outsider (dwarf)

Init +12; Senses darkvision 60 ft., see invisibility; 

Perception +20

Aura unholy aura (DC 17)

DEFENSE

AC 39, touch 17, flat-footed 36 (+9 armor, 

+4 deflection, +2 Dex, +1 dodge, 

+6 natural, +7 shield)

hp 312 (15d10+225)

Fort +23, Ref +15, Will +13;  

+6 vs. mind–affecting effects, 

+2 vs. poison, spells, and spell-

like abilities

Defensive Abilities absorb blow, 

acidic blood, adamantine mind, 

evasion, hard to kill, impervious 

body, mythic saving throws, 

quick recovery, to the 

death; DR 10/magic and 

epic, DR 2/—; Immune 

poison; Resist acid 10, cold 10, 

electricity 10, fire 10; SR 31

OFFENSE

Speed 30 ft.

Melee +3 vorpal longsword 

+25/+20/+15 (2d6+12/17–20), 

+5 light shield +29 (1d4+14 

plus bull rush), bite +19 (2d6+4)

Special Attacks favored enemy 

(dwarves +6, elves +2, good outsiders +2, 

humans +4), hatred, mythic power (15/day, 

surge +1d8), smite good, sneak attack +1d6

Spell-Like Abilities (CL 15th)

3/day—acid fog, darkness, poison (DC 13), unholy aura (DC 17)

1/day—blasphemy (DC 16), greater teleport, keen edge, see 

invisibility, unholy blight (DC 13)

Ranger Spells Prepared (CL 12th; concentration +14)

4th—freedom of movement

3rd—cure moderate wounds, strong jawAPG

2nd—barkskin, protection from energy, wind wall

1st—alarm, lead bladesAPG, longstrider, resist energy

TACTICS

Before Combat The Filleted Man casts unholy aura, keen edge, 

see invisibility, barkskin, longstrider, freedom of movement, 

lead blades, and strong jaw on himself before combat.

During Combat The Filleted man prefers to focus his attacks 

on available favored enemies if he can, flanking them if 

possible. With no strong ranged attack option, he relies 

exclusively on his ranged spell-like abilities or allies against 

enemies who maintain range superiority over him.

Morale The Filleted Man flees to Threshold to join Areelu 

via greater teleport if reduced to fewer than 75 hit 

points. If he can, he tries to bring Lord Stillborn 

with him.

STATISTICS

Str 28, Dex 15, Con 30, 

Int 14, Wis 14, Cha 8

Base Atk +15; CMB +24; 

CMD 41 (45 vs. bull rush 

and trip)

Feats Craft Magic Arms and 

Armor, Dodge, Double Slice, 

Endurance, Improved Initiative, 

Improved Shield Bash, Iron 

WillM, Power AttackM, Shield 

Focus, Shield Master, Shield 

Slam, ToughnessM, Two-

Weapon Fighting

Skills Craft (weapon) +15, 

Craft (armor) +15, Intimidate +17, 

Knowledge (local) +17, Knowledge 

(religion) +12, Perception +20, 

Sense Motive +17, Spellcraft +20, 

Survival +20

Languages Abyssal, Common, 

Dwarven, Orc

SQ amazing initiative, camouflage, 

favored terrain (cold +2, Abyss +2, 

urban +6), hunter’s bond (companions), 

quarry, recuperation, swift tracker, track +7, 

wild empathy +14, woodland stride

Gear +3 adamantine chainmail, +5 light 

steel shield, +3 vorpal longsword, belt 

of physical might +4 (Str, Con), winged 

boots, key ring, 2,226 gp
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E12. Private Torture Chamber (CR 12)

This room’s torture equipment is well organized and obviously 

kept in good repair; it’s also obviously well used. Clots of sticky 

blood and chunks of flesh cling to the devices or lie spattered on 

walls or across the floor.

The secret door to area E12a is well hidden, but can 
be found with a successful DC 40 Perception check. A 
successful DC 20 Survival check when examining the 
blood reveals telltale smears leading to and from the secret 
door, though—and it also grants a +10 circumstance bonus 
on any subsequent attempts to find the secret door. The 
door is locked (Disable Device DC 40).

Creature: This room is where the Filleted Man entertains 
himself by torturing and tormenting the immortal demon 
he keeps locked up in the secret room to the east—the 
Suture. Whenever the Suture is about to die from its 
torment, the Filleted Man tosses the expiring demon back 
into the secret cell, so the Suture’s death throes affect 
only the empty room, and the next time the urge for some 
recreational vivisection strikes the Filleted Man, the Suture 
has revived and is ready for another round of torments. 
The Suture is currently alive, shuff ling and whimpering in 
its cell—a successful DC 10 Perception check is needed to 
notice these sounds. If the PCs establish conversation with 
the Suture via shouting (in Abyssal), he can be convinced to 
reveal the location of the secret door... but only if he believes 
the PCs don’t intend to torture him.

The Suture is normally allowed the run of this cell, but 
sometimes he’s manacled to a chain attached to one wall. 
He’s a pitiful sight: a deformed dretch with no real lower 
torso to speak of—only a pair of crippled, twitching legs 
and a stubby broken tail. He moves around by “walking” 
on his hands. When the Worldwound first opened, 
the Suture was one of the more powerful of Deskari’s 
derakni demons, yet as the first demon to step through 
the Worldwound after it was opened, he absorbed all of 
its latent power, becoming the final sacrifice to stabilize 
the rent between worlds. He reformed as a dretch, the 
basest of demons, and a crippled one at that. Yet the 
Worldwound had also infused him with power. Areelu 
Vorlesh quickly realized that this new demon’s body 
represented a metaphoric suture that could help reseal the 
Worldwound, given the right circumstances. She spent 
many years looking for a way to kill the Suture and remove 
the threat, but eventually came to realize that the mythic 
dretch was essentially immortal. When she simply tried 
to take him away from the region to hide him in a distant 
place, she found that beyond a certain distance from the 
Worldwound, the Suture simply died in an explosion of 
electricity, only to reform somewhere in the region around 
Threshold. She finally decided the best tactic would be to 

hide the Suture, moving him from prison to prison under 
an ever-changing parade of guardians. She handed over 
this responsibility to the Storm King several years ago.

The Suture has no concept of his importance to 
the Worldwound—he knows only that he exists to be 
tormented. When the PCs report to Galfrey later (see the 
start of Part 3), she swiftly puts two and two together and 
realizes the value the mythic dretch represents. Of course, 
while the dretch is hardly a danger to the PCs, the fact that 
his presence dampens mythic power and causes pain is 
a constant thorn in their side. Canny PCs may hit upon 
the idea of transporting the wretch in a portable hole, or 
keeping him in some remote location until the time comes 
when he must be brought to the Worldwound for his 
destiny. Of course, if not well guarded, the Suture makes 
every attempt to escape captivity, and if he gets loose, it 
may become quite difficult to find him!

THE SUTURE	 CR 12/MR 10

XP 19,200
Unique dretch (Pathfinder RPG Bestiary 60)

CE Small outsider (chaotic, demon, evil, extraplanar, mythicMA)

Init +6; Senses darkvision 60 ft., true seeing; Perception +12

Aura pain (30 ft., DC 23)

DEFENSE

AC 28, touch 13, flat-footed 26 (+2 Dex, +15 natural, +1 size)

hp 132 (2d10+121); fast healing 15

Fort +14, Ref +2, Will +12

Defensive Abilities reflect death, rejuvenation; DR 10/epic and 

cold iron or epic and good; Immune electricity, pain, poison; 

Resist acid 10, cold 10, fire 10; SR 23

Weaknesses Worldwound-bound

OFFENSE

Speed 20 ft.

Melee 2 claws +6 (1d4+3), bite +6 (1d4+3)

Special Attacks dampen mythic power, mythic power (10/day, 

surge +1d12), simple divine spellcasting

Spell-Like Abilities (CL 2nd; concentration +4)

1/day—cause fear (DC 13), stinking cloud (DC 15), summon 

(level 1, 1 dretch 35%)

Cleric Spells Prepared (CL 2nd; concentration +9)

7th—blasphemy (DC 24), word of chaos (DC 24)

6th—harm (DC 23)

4th—sending

TACTICS

During Combat The Suture relies on blasphemy and word 

of chaos at first, then focuses his feeble melee attacks on 

those who lie senseless as a result. Otherwise, he spends the 

duration of every battle attempting to hide and avoid being 

hurt if possible, simpering and whining all the while.

Morale The Suture knows that death holds no permanence, 

but does not enjoy dying. He attempts to flee and hide if 

reduced to fewer than 100 hit points.
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The Suture

STATISTICS

Str 16, Dex 14, Con 28, Int 9, Wis 25, Cha 15

Base Atk +2; CMB +4; CMD 16

Feats Combat Casting, Great FortitudeM, Improved Initiative, 

Iron Will, Skill FocusM (Stealth), ToughnessM

Skills Bluff +7, Knowledge (local) +4, Knowledge (planes) +4, 

Perception +12, Stealth +14

Languages Abyssal, Common; telepathy 100 ft.

SQ death throes

SPECIAL ABILITIES

Aura of Pain (Su) The Suture’s body 

is constantly wracked with pain, 

causing all living non-outsiders 

within a 30-foot spread to writhe 

in sympathetic agony as well. At the 

start of any round in which a creature 

is in this area, it must succeed at a 

DC 23 Fortitude save or be staggered 

by the pain for 1 round. Once a 

creature succeeds at this saving throw, it 

is immune to the Suture’s aura of pain for 

24 hours. The save DC is Charisma-based, and 

includes a +10 racial bonus.

Dampen Mythic Power (Su) The Suture’s 

presence impedes the function of mythic 

power other than his own. All mythic creatures within a 30-foot 

spread of the Suture take a –2 penalty on all attack rolls, skill 

checks, saving throws, and ability checks (no save). All costs for 

expending uses of mythic power are doubled while in this area.

Death Throes (Su) If the Suture is slain, his body explodes in 

a blast of red lightning, filling a 30-foot-radius spread and 

dealing 20d6 points electricity damage to all creatures in 

the area of effect. A successful DC 20 Reflex save halves this 

damage. The save DC is Constitution-based.

Reflect Death (Ex) The Suture is immune to death effects, and 

any death effect that specifically targets him is automatically 

reflected back in full at the target, as if via spell turning (this 

ability also affects supernatural death effects).

Rejuvenation (Su) The Suture cannot be permanently slain 

as long as the Worldwound remains open. If killed by any 

method, he returns to life at the place he died (or in the 

closest available space able to support his weight; see also 

Worldwound-Bound, below). Long-term effects that disable 

him, such as flesh to stone, imprisonment, or temporal stasis, 

automatically fail after 24 hours, releasing him from the 

condition with no further harm. If the Worldwound is closed, 

he immediately perishes forever.

Worldwound-Bound (Ex) If the Suture ever travels farther 

than 100 miles from Threshold, he immediately dies 

(triggering his death throes). When he rejuvenates, he 

appears at a random location within a 10-mile radius of 

Threshold. Travel to other planes triggers this death, with 

the exception of entering the Rasping Rifts at Threshold. 

Entering an extradimensional pocket (such as that created by 

rope trick or a portable hole) does not trigger a death.

WRATH OF THE STORM KING (CR 26)
Once the PCs claim the Suture, 
regardless of how far they’ve 
progressed in the rest of the adventure, 

the Storm King knows immediately. He 
moves swiftly at this point, teleporting 
to the Soul Foundry’s yard and bellowing 
for the PCs to show themselves. If 
the PCs hesitate, the Storm King 

immediately starts destroying the 
Soul Foundry to get to them. 
While the PCs need not directly 

confront Khorramzadeh, defeating 
him is a mythic trial, can set back 

the advancing clock, and provides a 
hefty amount of experience and treasure. 

Avoiding the fight may be wiser, but accepting 
the Storm King’s challenge will pay off in the 

end—if he can be defeated!
The fight against the Storm King should be 

dynamic, with the mythic balor lord pursuing 
the PCs into the Soul Foundry if they don’t 

emerge to fight him in the open. Worse, as the PCs claim 
the Suture, the Worldwound heaves and buckles as if it 
knew the enemy had claimed one of its weakest links.

As the battle commences, tremors shake all of Iz. 
Creatures standing on the ground must make a successful 
DC 15 Ref lex save each round or fall down. Worse, as time 
moves on, sections of Iz crumble away into the rift below. 
The map of the Soul Foundry shows numerous numbered 
dotted lines that show how portions of the chasm crumble 
away over the course of the battle. Each dotted line is noted 
by a number—this number corresponds to the round 
in which portions of the map crumble away to meet this 
new cliff edge. The collapse occurs at initiative count 0 
in each round, and any creature standing on the ground 
beyond the crumbling edge plummets a mile into the 
chasm below. Eventually, the Soul Foundry collapses—any 
characters within the building at this time take 8d6 points 
of bludgeoning damage (Ref lex DC 15 half ) and is pinned 
beneath the rubble. Of course, this won’t last much longer, 
for by round 8, all of the region shown on the map is gone. 

The tremors continue until Khorramzadeh is slain or 
the PCs f lee Iz, but by that point, the city itself has been 
reduced by 25% of its previous size—the single largest 
collapse the ruins have yet endured.

KHORRAMZADEH	 CR 26/MR 5

XP 2,457,600
hp 605 (see page 60)
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Part 3: Threshold of the End
The timing of when Galfrey explains the plan to close the 
Worldwound is left to you. If the PCs wish to hear the plan 
before the travel to Iz, Galfrey is perfectly willing to go over 
the details at that point—likewise, she’ll wait until they’re 
finished with Iz if the PCs prefer, in which case they or she 
will need to travel (likely via teleportation) to a meeting place.

The investigation of the Lexicon of Paradox has yielded a 
significant success, yet the method the magical tome reveals 
will close the Worldwound is a daunting task. Parallels to 
the method used to close the portal in the Midnight Fane 
exist, but overall the procedure to close such a large and 
devastating rift between worlds is much more complex and 
dangerous. While numerous openings to the Rasping Rifts 
exist in the Wounded Lands, the ritual to close them all at 
once must be performed where the wound first opened—in 
the heart of the prison tower known as Threshold.

The ritual to close the Worldwound requires an 
exceptionally difficult (and likely impossible) series of 
simultaneous skill checks—the ritual is detailed in Part 4 of 
this adventure, but Galfrey can tell the PCs that the ritual 
needs at least four people who are skilled in at least one 
of the following: Disable Device, Knowledge (planes), 
Linguistics, Perception, Spellcraft, and Use Magic Device. 
A character capable of casting good spells or of smiting 
chaos or evil can aid as well. One of the participants 
must carry the Lexicon of Paradox and lead the ritual. Of 
course, if the PCs wish, they can invite Galfrey or any other 
significant NPC along to help perform the ritual (even if 
this merely means teleporting the NPC in once Threshold 
has been properly prepared and its defenses lowered).

Fortunately, the Lexicon of Paradox reveals several other 
things that can be done in the time leading up to the ritual 
to augment the chances of success. Galfrey recommends 
the PCs accomplish as many of these as they can before 
attempting to close the rift (see Part 4 for more details).

Assassinations: The deaths of Mistress Anemora, 
Khorramzadeh, and Areelu Vorlesh will weaken the portal, 
although now that the enemy has already started to widen 
the rift, their deaths alone won’t be enough to stop the end.

Dimensional Locks: If the PCs weaken the extraplanar 
nature of Threshold by casting dimensional lock at key 
places within the building, they can further enhance 
their chances of closing the portal. These spells should be 
placed in parts of the tower where the planar energies are 
particularly powerful—anywhere that detect magic reveals 
overwhelming conjuration magic. There are four such 
locations, one on each of the surviving f loors of the tower 
(areas F2, F6, F20, and F25).

Nahyndrian Chisel: Using this artifact as part of the ritual 
should enhance the ritual’s overall potency. Alternatively, 
a spellcaster can use mage’s disjunction to cause the same 
effect, but doing so runs a greater personal risk.

Recruit Allies: Finally, having loyal and trustworthy 
allies to provide moral support can only help—bringing 
in significant NPCs during the last stage of the ritual can 
provide benefits.

The Suture: The Lexicon of Paradox is vague as to the 
Suture’s nature beyond confirming his presence will hasten 
the Worldwound’s closure. A successful DC 35 Knowledge 
(planes) check confirms that the Suture’s unique history 
and link will provide a large bonus if the mythic dretch is 
present and in close proximity to the Worldwound portal 
when the closing ritual is performed.

The method and magnitude of how these preparatory 
actions will help the ritual are detailed in Part 4.

Approaching Threshold
While the PCs are free to approach the tower of Threshold 
on foot or by air, the location of the ancient prison is 
well documented, and learning its location well enough 
to use greater teleport to travel to the region is perhaps the 
best option. Of course, any attempt to teleport directly 
into Threshold will fail (see Threshold Features on page 
38), and the crusaders know this, having attempted such 
acts before in the past. Arriving on a nearby cliff side 
overlooking the tower is the safest bet.

As the PCs come within sight of the ruin, read or 
paraphrase the following.

Here, at the Worldwound’s heart, even the ground is forsaken. 

Sheer rifts gape open, forming a roughly circular pit nearly 

a mile across. Rivulets of molten lava cascade from the cliff 

sides into a boiling, bubbling lake of rancid filth and wriggling, 

wormlike creatures, while above the black storm clouds clench 

in a slowly spinning vortex. Demons of every sort wallow in the 

lake. Now and then, one breaks free and starts clambering up the 

cliffs or flies into the air, but half the time the monsters tumble 

back into the lake of worms to begin again. At the center of the 

lake, a thousand feet below the lowest cliff top surrounding it, a 

spike-walled tower of black stone emerges from the squirming 

filth, rising to a height of a hundred and twenty feet over the 

squirming surface below. This is what remains of the prison 

tower of Threshold, a structure wedged in the very gullet of the 

Worldwound itself.

The lake is filled with millions of wriggling larvae. 
The creatures are particularly ravenous; treat them as rot 
grubs if any creatures enter the lake (see area F11). The 
lake is 2,000 feet deep, and is riddled with portals that 
periodically open and close. Every round a creature swims 
in the water, there’s a 10% chance it swims through a portal 
and is deposited in the Rasping Rifts at some distant point 
in that realm.

Here, so close to the source of the Worldwound, reality 
shifts and writhes between the Material Plane and the 
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Abyss. As a result, strange, semi-real sensations and visions 
plague those in the vicinity—these events are known as 
Abyssal upheavals. While Abyssal upheavals are generally 
nothing more than disturbing features that manifest and 
have little game effect, they have an unnerving tendency to 
occur during times of violence and stress, such as combat. 
You can also use these to spice up otherwise empty rooms 
the PCs visit more than once as you see fit. Finally, feel 
free to add more upheavals of your own design, using the 
following as inspiration.

Abyssal Upheavals
d12	 Result

1	 A featureless sack enclosing a small humanoid 

wrapped in a bag of thick warty skin appears. The bag 

contains a dretch, and unless aided by outside help, the 

creature suffocates a minute or so after appearing.

2	 A tormented humanoid outline tries to drag itself free 

from the nearest wall, pawing from within the surface 

before fading away.

3	 The wailing of babies fills the air for 1d4 rounds.

4	 Something big slams into an adjacent wall. The thing 

hits the wall twice more, threatening to destroy it, then 

all is still. This can even occur when no walls are nearby.

5	 A great bell strikes six times somewhere very far 

away. (These bells presage the ringing of the bells in 

the Chapel of the Locust Plague in area F14.)

6	 The ground lurches as if it had suddenly become a 

living thing. Every creature standing in the area must 

succeed at a DC 15 Reflex save or fall prone.

7	 A random character feels a rasping hot tongue lick 

his cheek.

8	 The sound of sobbing fills the air for 1d4 rounds.

9	 The smell of rotting, sugary meat fills the air for an hour.

10	 For a fleeting moment, a random character’s face 

twists and shifts into a demonic form.

11	 An unpleasantly large and moist egg appears by a 

random PC. Any damage to the egg breaks it open—it 

breaks open on its own in 2d4 rounds, releasing an 

acid fog (CL 20th) in the area.

12	 Vermin scuttle and teem upon the walls, floor, and 

ceiling, transforming into a fiendish army ant swarm, 

a fiendish locust swarm, or another insect swarm.

THRESHOLD FEATURES
Threshold was once used by the Sarkorians to imprison 
those found guilty of practicing arcane magic. Here, under 
the watchful eyes of their wardens, the arcane spellcasters 
could continue their research, albeit while heavily supervised. 
The wardens viewed Threshold more as a retreat or academy 
than a prison, but the spellcasters kept within were not 
fooled—to them, it was never anything more than a prison 
especially designed to hold their kind. When Areelu Vorlesh 

was imprisoned here in 4598 ar, she immediately turned 
her attention toward an escape. She recruited two fellow 
prisoners to her cause, and with their aid, opened a portal to 
the Rasping Rifts, creating the Worldwound and plunging 
the tower of Threshold into a sort of in-between realm lodged 
twixt the Material Plane and the Abyss. This original portal 
(see area F11), still remains in the heart of the tower. Here 
the PCs must eventually perform the ritual of closing from 
the Lexicon of Paradox. 

Threshold and the lake it f loats within are treated as if they 
were on the Rasping Rifts—the planar traits of that realm 
are in full effect here. Additionally, this planar bleed causes 
the entire region to function as if it were another plane for 
the purposes of teleportation. Characters can teleport to 
the edge of the cliffs surrounding Threshold, but not from 
elsewhere directly into the tower itself. Within the region, 
teleportation effects are similarly impeded. Whenever a 
character attempts to use a teleportation effect, the character 
must succeed at a DC 30 caster level check or the attempt fails. 
If the attempt fails, the spell is lost and the caster takes 1d4 
points of ability drain to Intelligence, Wisdom, or Charisma 
(whichever is highest—determine randomly if there are ties). 
Demons gain a +4 racial bonus on this concentration check, 
yet even they tend to resist attempting teleportation except 
in emergencies. Even if the teleportation attempt works, one 
can teleport only between areas F1–F10 or between areas 
F12–F26—teleportation between these two areas is affected 
as if the distance were separated by a planar boundary.

The interior of Threshold is under the effects of an 
unhallow (CL 20th) spell to which has been linked a freedom of 
movement spell that affects all worshipers of Deskari. The 
building’s walls have been infused with Abyssal energy, 
and while made of stone, they have a drastically increased 
strength (hardness 25, hp 1,200, break DC 70). The doors 
are made of similarly reinforced cold iron (hardness 25, 
hp 180, break DC 32) and automatically lock when closed 
(Disable Device DC 40 to unlock). The touch of any demon 
(including redeemed demons like Arueshalae and half-
demons like Areelu) causes these doors to swing open 
automatically (this is a free action).

Further, the walls of Threshold are alive with vermin—
maggots and spiders and locusts and centipedes and more. 
These creatures create a constant distracting susurrus 
of skittering sounds that imposes a –2 penalty on all 
attack rolls, skill checks, and ability checks made against 
the PCs and their allies. This is a sonic, mind-affecting 
effect. Should any of the PCs or their allies touch any of 
Threshold’s walls, it immediately takes 2d6 points of 
swarm damage and must succeed at a DC 20 Fortitude 
save or be nauseated for 1 round. Area effect damage that 
includes a portion of any wall clears out that section’s 
swarm for 1 round before new vermin clamber out of the 
walls to replace those lost.

38

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

3891491

3891491

3891491

435573

435573

435573



paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

3891492

3891492

3891492

435574

435574

435574

Threshold Roof

Threshold Chapels

Threshold Prisons

Threshold Roots

1 SQUARE = 10 FEET

1 SQUARE = 10 FEET

1 SQUARE = 10 FEET

1 SQUARE = 10 FEET

F11

F12F13

F14

F15

F16

F17

F18

F19

F20

F21

F1

F2 F3F4

F5

S

S

S

S

F7

F6F10
F8

F9

F1

F1 F1

39

City of Locusts

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

3891492

3891492

3891492

435574

435574

435574



paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

paizo.com #3003353, Kevin Athey <drizzt@acm.org>, Feb 18, 2014

3891493

3891493

3891493

435575

435575

435575

Rasper

F1. The Outer Spires (CR 21)

Three of the tower’s four spires still arch up into the sky above 

the lake of worms, but the fourth lies partially crumbled in 

ruins. The central spire of the tower rises up twice as high; 

the rooftop surrounding it is splattered and scored with blood 

and fire.

Each surviving spire’s f loor sits 20 feet above the f loor 
of area F2. The lower areas in the four corners of the 
rooftop are a further 20 feet down, and can be accessed via 
numerous ladders.

Creatures: These four towers 
originally served as guard 
posts and watchtowers to 
monitor for potential attacks; 
they serve much the same 
purpose today. A priest of Deskari 
known simply as a rasper—a one-
time tief ling who underwent a vile 
ritual suicide in the Rasping 
Rift to become a worm that 
walks made of thousands 
of locusts—and 
her fiendish black  

dragon mount stand guard together atop each of the 
three surviving spires. The three pairs of guards keep 
watch diligently while the Worldwound ritual continues 
below, and they immediately take to the air to attack any 
obvious intruders.

The rasper posted on the northernmost tower has been 
targeted by Areelu’s status spell, so she knows the instant 
this particular priest is harmed in combat.

RASPERS (3)	 CR 15

XP 51,200 each
Tiefling cleric of Deskari 14 (Pathfinder RPG Bestiary 264)

CE Medium vermin (augmented outsider, native)

Init +4; Senses blindsight 30 ft., darkvision 60 ft.; Perception +20

DEFENSE

AC 36, touch 26, flat-footed 32 (+6 armor, +4 deflection, +4 

Dex, +8 insight, +4 shield)

hp 178 each (14d8+112); fast healing 15

Fort +15, Ref +10, Will +17

Defensive Abilities worm that walks traits; 

DR 15/—; Immune disease, paralysis, poison, sleep; 

Resist cold 5, electricity 5, fire 5; SR 26

OFFENSE

Speed 30 ft.

Melee slam +9 (1d4–1 plus grab)

Special Attacks channel negative energy 

3/day (DC 17, 7d6), destructive aura 

(+7, 14 rounds/day), destructive 

smite (+7, 11/day), discorporate, 

squirming embrace, tenacious, 

weapon master 

(14 rounds/day)

Domain Spell-Like 

Abilities (CL 14th; 

concentration +22)

11/day—battle rage 

(+7 damage)

Tiefling Spell-Like 

Abilities (CL 14th, 

concentration +14)

1/day—darkness

Cleric Spells Prepared (CL 14th; 

concentration +22)

7th—blasphemy (DC 25), disintegrateD 

(DC 25), mass cure serious wounds, 

repulsion (DC 25)

6th—blade barrierD (DC 24), greater dispel 

magic, heal (2), word of recall (DC 24)

5th—quickened divine favor, flame strike (DC 23), 

insect plague, shoutD (DC 23), spell resistance

4th—air walk, divine powerD, cure critical wounds, 

dimensional anchor, poison (DC 22), sending, unholy 

blight (DC 22)
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3rd—blindness/deafness (DC 21), cure serious wounds, 

dispel magic, invisibility purge, magic vestment, 

protection from energy, searing light

2nd—bear’s endurance, cure moderate wounds (3), hold 

person (DC 20), resist energy, spiritual weaponD

1st—command (DC 19), cure light wounds (3), sanctuary 

(DC 19), shield of faith, true strikeD

0 (at will)—bleed (DC 18), detect magic, mending, stabilize

D domain spell; Domains Destruction, War

TACTICS

Before Combat Each rasper casts air walk, bear’s endurance, 

shield of faith, and spell resistance on herself before combat, 

and casts magic vestment on her buckler. One of the raspers 

casts sending to alert Areelu that the PCs are attacking just 

before combat begins.

During Combat Each rasper directs her dragon to breathe acid 

as often as possible, supporting these attacks with ranged 

magic. Melee is a tactic of last resort, but if the PCs attempt 

to enter area F2, the raspers and their dragons swiftly 

move to engage in melee there to prevent the activation of 

the phase door to area F3. Raspers are fond of using their 

selective metamagic rods to render themselves and their 

allies immune to blade barriers and flame strikes.

Morale If reduced to 50 or fewer hit points, a rasper casts word 

of recall to retreat to area F17, whereupon she heals herself 

and then moves to area F21 to stay at Areelu’s side to 

protect her. A rasper fights to the death when doing so.

STATISTICS

Str 8, Dex 19, Con 22, Int 12, Wis 26, Cha 10

Base Atk +10; CMB +9 (+13 grapple); CMD 39 (35 vs. grapple)

Feats Craft Wondrous Item, Lightning Reflexes, Mounted Combat, 

Quicken Spell, Ride-By Attack, Skill Focus (Ride), Toughness

Skills Bluff +2, Knowledge (religion) +18, Perception +20, Ride +20, 

Sense Motive +16, Spellcraft +18, Stealth +14

Languages Abyssal, Common, Draconic

SQ fiendish sorcery, profane gift (+2 Wis), 

Other Gear +4 leather armor, mwk buckler, headband of 

inspired wisdom +6, selective metamagic rodUE

SPECIAL ABILITIES

Profane Gift (Su) Each of these clerics has used planar ally to 

contact a succubus to gain her profane gift—a profane bonus 

to Wisdom.

FIENDISH ANCIENT BLACK DRAGONS (3)	 CR 17

XP 102,400 each
hp 297 each (Pathfinder RPG Bestiary 93, 294)

F2. Rooftop Entrance

The floor of this open area is of polished stone in the center, but 

fades gradually to a rougher surface the farther out from the 

center it radiates. Above, the vaulted ceiling of the central spire 

rises to a height of fifty feet.

The central 10-foot-radius section of the f loor here 
radiates strong conjuration (creation) magic. The f loor 
here is a permanent phase door (CL 20th) that opens only 
for chaotic evil outsiders, but does so automatically at their 
touch, remaining open for 1 round. A successful DC 30 Use 
Magic Device check to emulate an alignment is enough 
to trick the door to open, but using the Suture to open 
the phase door works just as well. Barring these methods, 
others (such as passwall or simple physical destruction) 
can allow access to area F3 below. Note that characters who 
cannot f ly fall 70 feet to the f loor of area F3 when they use 
this phase door.

The peak of this area, as the highest point in the tower, is 
one of four locations where Threshold’s conjuration magic 
is particularly potent—placing a dimensional lock near the 
peak of the spire helps to destabilize the Worldwound and 
boosts the chances for the ritual to close it to succeed.

F3. Central Hall

The walls of this dark, dismal hallway seethe and crawl with 

vermin whose rasping wriggling fill the air with an unsettling 

susurrus. The air stinks of despair, smoke, sweat, blood, and 

worse. The stone floor has a smooth polish in the middle of the 

hallway, where the corridors intersect, but it’s rough elsewhere.

The f loor and ceiling at the junction are both permanent 
phase doors (see area F2 for details). The door in the ceiling 
leads to area F2, while the door in the f loor drops any who 
pass through it 30 feet into the heart of the Worldwound 
(area F11).

F4. Balcony (CR 20)

A triangular balcony, its railing adorned with spikes of stone, 

looks out over the churning lake of worms and demons. Above, a 

partially ruined spire hangs precariously over the balcony, while 

a pair of large iron doors sits in the wall to the east.

Trap: This balcony affords a more conventional entrance 
into Threshold’s prison level, but the doors into area F3 are 
not only locked tight, but also warded by a deadly trap—
if the doors are opened before the trap is disarmed or 
bypassed, they open not into Threshold ,but directly into 
the Rasping Rifts, releasing demonic guardians.

RASPING RIFT PORTAL TRAP	 CR 20

XP 307,200
Type magic; Perception DC 40; Disable Device DC 40

EFFECTS

Trigger touch (when doors are opened); Reset automatic; 

Bypass a demon’s touch on the doors deactivates the trap 

for 1 round
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Effect spell effect (gate; doors open directly into a remote 

corner of the Rasping Rift, allowing two katpaskir demons 

(see page 86) through to attack—the portal always remains 

open, but the katpaskirs guarding it are replaced once every 

24 hours)

F5. Arcane Cells (CR 19)

This vast chamber combines a sprawling torture chamber and 

a prison bloc. Its vaulted ceiling rises forty feet overhead, and 

the chamber’s expanse is decorated with all manner of strange 

torture implements and devices. The north and south walls 

feature stacks of prison cubicles, each just under ten feet square, 

rising in four stories up to the ceiling. Each cell contains a desk, 

bed, and chamber pot, and is sealed with a wall of black metal 

bars with no apparent method of entry. Dozens of glowing runes 

are carved into the walls of a large northern alcove.

Each of the prison cells is warded with a permanent 
antimagic field, and the bars to the cells are made of 
adamantine. Each of the 72 cells is keyed to a specific 
rune on the northern wall—touching one of these runes 
and concentrating as a move action causes the bars to the 
corresponding cell to turn ethereal, allowing the occupant 
to come and go.

The ground f loor cell in the southeast corner is never 
occupied, and its bars are nothing more than a permanent 
image, nor is the cell itself warded by antimagic. The 
secret door in the east wall of this cell can be spotted with 
a successful DC 40 Perception check.

Creatures: This room was once used to house the bulk 
of Threshold’s prisoners, yet today, all of those original 
occupants are long dead (with the exception of two, who 
are now kept elsewhere). Of the 72 cells, only a dozen 
currently contain prisoners, and all of these are insane, 
ruined shells of men and women plucked from the crusade. 
In most cases, arms, legs, and facial features and other 
body parts have been amputated from these prisoners. All 
are insane—at your option, spells like greater restoration 
and regenerate can heal these poor souls, and some of them 
may then be able to provide clues or aid to the PCs.

These prisoners (and new victims periodically brought 
here by others) are the primary entertainment of several 
demons whose only purpose is to torture. A particularly 
creative shemhazian demon named Aauvax and his eight 
kalavakus demon minions react with glee to the arrival of 
new playthings like the PCs, but as soon as any one demon 
is slain here, the others immediately call for aid from their 
master, the balor lord Diurgez Broodlord, via telepathy. 
The balor lord comes to join the fight immediately once 
this occurs (although he chooses to come join the fight 
on foot rather than risk teleporting). See area F6 for more 
information on Diurgez.

AAUVAX	 CR 17

XP 102,400
Advanced shemhazian demon (Pathfinder RPG Bestiary 2 80, 292)

hp 280

ADVANCED KALAVAKUS DEMONS (8)	 CR 11

XP 12,800 each
hp 145 each (Pathfinder RPG Bestiary 2 78)

F6. Chamber of Summoning (CR 24)

The air in this room is hot and rank, smelling of burning, rotten 

flesh. A faint haze shimmers in the air, and the insects that 

creep and the vermin that cling and crawl on the walls seem 

particularly agitated. Numerous magical circles, some glowing, 

others merely etched with chisels, decorate the floor of the 

otherwise empty room.

This room was used before the fall of Sarkoris to conjure 
and commune with extraplanar forces—it was here that 
Areelu performed many of her initial experiments (under 
a veneer of other activities to disguise her true goals from 
Threshold’s wardens) into the opening of the Worldwound.

The small side room to the northeast holds a large 
number of components for the use of conjuration magic. 
The secret door in the wall of this side room can be found 
with a successful DC 40 Perception check.

This room is one of four where Threshold’s conjuration 
magic is particularly potent—placing a dimensional lock in 
this room helps to destabilize the Worldwound and boosts 
the chances for the ritual to close it to succeed.

Creature: Before Areelu’s recent arrival, the balor lord 
Diurgez Broodlord had been tasked by Deskari with 
ruling Threshold, but the witch’s arrival has, in effect, 
demoted the balor to the position of a mere guardian. 
Diurgez seethes at this development, and would dearly 
love to betray Areelu, yet he knows better than to rouse 
Deskari’s wrath. Instead, he hopes to be the one to defeat 
the PCs and thus prove to Deskari his value over Areelu. 
The balor spends his time here, meditating among his 
swarms while waiting patiently for the PCs to arrive—
preferably with their resources already taxed somewhat 
from fights against raspers, dragons, demons, and the 
like—before he rouses himself to seek the intruders out 
and f inish them off.

DIURGEZ BROODLORD	 CR 24

XP 1,228,800
Male balor lord rogue 8 (Pathfinder RPG Bestiary 58)

CE Large outsider (chaotic, demon, evil)

Init +14; Senses darkvision 60 ft., low-light vision, true seeing; 

Perception +48

Aura flaming body, unholy aura (DC 28)
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Diurgez Broodlord

DEFENSE

AC 41, touch 24, flat-footed 30 (+4 deflection, +10 Dex, +1 dodge, 

+16 natural, +1 shield, –1 size)

hp 546 (28 HD; 20d10+8d8+400)

Fort +32, Ref +26 (+2 vs. traps), Will +27

Defensive Abilities evasion, improved uncanny dodge; DR 

15/cold iron and good; Immune electricity, fire, poison; 

Resist acid 10, cold 10; SR 31

OFFENSE

Speed 40 ft., fly 90 ft. (good)

Melee +5 defending vorpal battleaxe +39/+34/+29/+24 

(2d6+16/19–20/×3), master’s lash +39/+34/+29 

(1d4+16/19–20 plus 1d6 fire)

Space 10 ft.; Reach 10 ft. (20 ft. with whip)

Special Attacks sneak attack +4d6, swarm-infested

Spell-Like Abilities (CL 20th; concentration +30)

Constant—true seeing, unholy aura (DC 28)

At will—dominate monster (DC 29), 

greater dispel magic, greater teleport 

(self plus 50 lbs. of gear only), power 

word stun, telekinesis (DC 25)

1/day—blasphemy (DC 27), fire storm 

(DC 28), implosion (DC 29), 

summon (level 9, any 1 CR 

19 or lower demon 100%)

TACTICS

During Combat Diurgez 

releases a swarm of 

ticks each round during the 

first 3 rounds, and is fond 

of holding victims within 

these swarms’ confines 

via telekinesis. He doesn’t 

bother making attacks 

against foes unless they 

manage to actually 

damage him, at which 

point he stops playing 

around and uses his 

deadly weapons to their 

full effect.

Morale Diurgez fights to 

the death.

STATISTICS

Str 33, Dex 30, Con 38, Int 24, 

Wis 28, Cha 30

Base Atk +26; CMB +38; 

CMD 63

Feats Combat Expertise, 

Critical Focus, Dodge, Double 

Slice, Greater Feint, Greater Two-

Weapon Fighting, Improved 

Critical (battleaxe), 

Improved Critical (whip), Improved Feint, Improved Initiative, 

Improved Two-Weapon Fighting, Staggering Critical, Two-

Weapon Defense, Two-Weapon Fighting

Skills Acrobatics +38 (+42 when jumping), Bluff +38, Disable 

Device +41, Fly +43, Intimidate +41, Knowledge (arcana) +35, 

Knowledge (local) +38, Knowledge (planes) +38, Perception +48, 

Sense Motive +40, Spellcraft +35, Stealth +37, Survival +31, Use 

Magic Device +41

Languages Abyssal, Celestial, Draconic; tongues

SQ death throes, rogue talents (bleeding attack +4, combat 

trick, resiliency, surprise attack), trap sense +2, trapfinding +4, 

vorpal strike, whip mastery

Gear +5 defending battleaxe, master’s lash

SPECIAL ABILITIES

Swarm-Infested (Su) Diurgez is immune to damage and 

effects caused by swarms, and can elect to exclude swarms 
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from taking any damage from his energy-based attacks. He 

can direct the actions of any mindless swarm within 90 feet 

as a free action. Three times per day as a swift action, he 

can expel a fiendish advanced tick swarm from his body; 

the swarm appears in any four contiguous 10-foot squares 

adjacent to him, has a fly speed of 50 ft. (perfect), and lasts 

until it is slain.

F7. Library

The walls of this room seethe with crawling vermin, even where 

they contain numerous recessed shelves on which are lined 

hundreds of books, scrolls, and even stone tablets. The vermin 

scuttle furiously over these objects, yet the passage of their tiny 

claws and rasping mandibles do no damage.

Treasure: The collection of books in this room is 
vast indeed, and referencing the books while making 
a Knowledge (arcana or planes) check imparts a +6 
circumstance bonus on the check. Of course, interacting 
with the books puts the user in contact with the swarming 
walls and possible damage—the vermin don’t harm the 
books and scrolls but that concession is not extended to 
those who wish to peruse the shelves’ contents. Among 
the books are a few magical items as well: a scroll of gate, 
three scrolls of plane shift, a scroll of binding, a scroll of greater 
planar ally, a greater book of extended summoningUE, two 
empty blessed books, and a book of the loremasterUE. At your 
discretion, wizard spellbooks from long-dead inhabitants 
of Threshold may be found here as well.

F8. Alchemical Lab

This densely cluttered laboratory features several tables heaped 

with strange vats of bubbling matter, smoking fluids in glass 

jars, and stacks of filthy surgical instruments.

This lab was originally used to investigate alchemical 
sciences. The demons kept this lab relatively unchanged, 
but don’t often use its resources.

Trap: This lab hasn’t been used in some time, and 
several of the chemicals and components in the lab have 
decayed into an unstable, traplike danger. At the end of 
a round during which a character moves in this room, 
there’s a 20% chance the trap triggers—this chance 
increases by 20% for each additional character moving in 
the room, and rises to 100% if any of the magical items 
in the room are disturbed. When the trap goes off, a 
chain reaction of explosions shatters several containers 
and f ills the room with a nasty gray mist that causes 
swift f iendish mutations and madness in those who 
succumb. Creatures who succumb immediately deform 
into f iendish parodies of their true forms and become 

confused as they thrash and lurch about the room until 
the effects wear off after 2 minutes.

UNSTABLE ACCELERANT	 CR 18

XP 153,600
Type magic; Perception DC 40; Disable Device DC 40

EFFECTS

Trigger proximity or touch; Reset none

Effect transformation (for 2 minutes, all targets that fail a DC 

23 Will save gain the entropic creature simple template 

[Pathfinder RPG Bestiary 2 292] and act as if under the 

effects of an augmented mythic confusion spell [CL 20th] ; 

this is a mind-affecting effect); multiple targets (all creatures 

in area F8)

Treasure: A search of the room reveals a few still viable 
magical items, including an elixir of fire breath, 2 doses of 
dust of disappearance, a scroll of polymorph any object, and a 
bountiful bottleMA. 

Development: If the trap triggers, the raspers from area 
F9 come to investigate in 1d4 rounds.

F9. Necromancy Lab (CR 19)

Several stone slabs sit in this room, atop which lie the partially 

dissected and, in many cases, badly decayed bodies of dead men 

and women. Vivisection tools lie on the tables, as do numerous 

jars of entrails and strange fluids.

This lab was once a place where the wardens urged 
their arcane “guests” to explore and study the difference 
between arcane and divine healing—the power of bards 
and witches to use healing magic was fascinating to the 
wardens. Since Sarkoris’s fall, the demons have repurposed 
this room to serve as a necromancy laboratory.

Creatures: Four raspers toil in this room, working 
together on the body of a dead human paladin (or, if you’re 
feeling cruel, the body of an abducted significant NPC) in 
hopes of triggering a post-mortem transformation into a 
graveknight. Their efforts have failed so far, and the raspers 
are frustrated—the PCs’ arrival gives them a delightful and 
much-needed change of pace, and they attack at once. If they 
hear an explosion or bellowing from areas F8 or F10, they 
quickly move to investigate those rooms.

RASPERS (4)	 CR 15

XP 51,200 each
hp 178 each (see page 41)

Treasure: The paladin’s body is naked, but his gear lies 
heaped on the f loor nearby. This consists of a +4 heavy 
steel shield, +4 full plate, a sunblade, and a scarab of protection 
(3 charges left).
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Wivver Noclan

F10. Grafting Lab

This room smells bitter—the reek of stale chemicals and 

vinegar hangs heavy in the air. Shelves swarming with vermin 

and containing countless body parts preserved in glass 

containers of brine line the walls, while a few stone tables 

heaped with deformed bones sit in the center of the 

room. The central table holds a larger object the 

size of a kneeling man, although the shape is 

obscured by the bloodstained sheet thrown 

over the figure.

This lab was originally used to explore 
the school of transmutation—in 
particular, it was used to study 
polymorphing effects. The 
relationship between druidical 
wildshape and the various arcane 
polymorph spells was fascinating 
to Threshold’s original wardens, 
and they granted special favors 
to prisoners who made strides in 
studying this relationship. Since 
then, the demons have changed the focus 
of this lab to the magic of f leshwarping—
the practice of twisting and transforming 
living creatures into vile monsters. It was in this lab 
that cultists of Deskari f irst created the demonic vermin 
that are so widespread throughout the Worldwound 
today. A successful DC 25 Knowledge (arcana) is enough 
to confirm this lab’s purpose.

Creature: The shape under the sheets is a pitiable sight 
indeed—from the neck up, it appears to be an old Tian 
man, but from the shoulders down, the person’s body 
is a twisted, tangled, twitching mass of pulsating f lesh 
and broken limbs that hang off the edges of the table, 
looking more sluglike than humanoid. Clad in tattered 
purple robes that do little to hide his deformities, the 
malformed monstrosity shifts and moans under the 
sheet not long after the PCs enter the room—if no one 
investigates under the sheet in 3 rounds, the f igure utters 
a shriek of despair.

This sorry wretch is, in fact, one of the two arcanists 
who unwittingly aided Areelu in the creation of the 
Worldwound. Now a half-mad, barely intelligent creature, 
this f leshwarp was once a powerful wizard named Wivver 
Noclan. He, along with the summoner Opon, tried to stop 
Areelu from opening the Worldwound but failed, and the 
witch repaid his treachery by transforming him into the 
monstrous and immortal f leshwarp that sits atop this slab 
today. Wivver has remained here for the past century or 
so, gibbering and moaning softly, constantly starving yet 
never quite succumbing. While Wivver is no use to the 

PCs in his current state, granting him the mercy of death 
can aid the PCs in closing the Worldwound. Note that if 
Wivver is attacked but not killed before he takes an action 
to use his piteous moan, his cries alert the raspers in the 
nearby lab.

WIVVER NOCLAN	 CR 4

XP 1,200
Invincible grothlut fleshwarp (Pathfinder 

RPG Bestiary 4 103, Pathfinder RPG Mythic 

Adventures 224)

hp 50

Development: If Wivver shrieks 
or uses his piteous moan, the 
raspers in area F9 come to 
investigate in 1d3 rounds.

F11. The Worldwound  
(CR 20)

The walls of this immense chamber are 

seemingly made of pulsing, decayed flesh 

from which spurs and fragments of worked 

stone protrude like jagged bones. The vast 

space sprawls is eighty feet high, but there 

is no floor—only a vast, swirling lake of maggots that form a 

slowly churning vortex at the center. Deep in this sucking, 

gurgling whirlpool of worms shimmers a nauseating, pulsating 

orange light.

This room is the heart of the Worldwound, a churning 
portal of vileness and foul verminous horror. The vortex 
in the middle drops down 200 feet—creatures that pass 
through this worm-lined hole emerge through the ceiling 
into area F12. The vortex’s throat is 10 feet in diameter 
and is located directly below a phase door in the ceiling 
above that leads to area F3—see area F2 for how this phase 
door functions. A character who passes through that door 
from area F3 and who cannot f ly immediately falls into 
the hole below, provoking attacks of opportunity from 
1d3 nearby Worldwound grubs (see Creatures on page 
46) as they fall through the hole between worlds to land 
on the f loor in area F12, taking 20d6 points of falling 
damage from the impact. Yet such victims might count 
themselves lucky, for the lake is composed entirely of rot 
grubs. Any person who contacts the lake is exposed to the 
grubs (see page 245 of the Pathfinder RPG GameMastery 
Guide for rules on rot grubs as a hazard).

This entire area radiates overwhelming conjuration 
(chaotic and evil) magic. At the end of every round a non-
demon remains in this room (remember that Worldwound 
grubs count as demons), that creature must succeed at a 
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DC 25 Will save or go permanently insane (as per the spell 
of the same name).

Creatures: The rot grubs are the least of the worries 
in this chamber, for swimming among them are four 
immense, demonic versions of the ravenous maggots. 
These creatures are each 60 feet long, and are known as 
Worldwound grubs. They can swim through and among 
their lesser rot grub kin unharmed, and immediately 
move to attack anyone who enters the area.

WORLDWOUND GRUBS (4)	 CR 16

XP 76,800 each
CE Gargantuan magical beast (Pathfinder RPG Bestiary 3 215, 

Pathfinder Campaign Setting: The Worldwound 52)

Init +2; Senses darkvision 60 ft., low-light vision, tremorsense 

120 ft.; Perception +18

DEFENSE

AC 30, touch 4, flat-footed 30 (–2 Dex, +26 natural, –4 size)

hp 262 each (15d8+195)

Fort +21, Ref +5, Will +7

DR 10/cold iron; Immune electricity, poison; Resist acid 10, 

cold 10, fire 10

OFFENSE

Speed 30 ft., swim 30 ft.

Melee 2 bites +25 (6d6+18/19–20 plus poison and grab)

Space 20 ft.; Reach 20 ft.

Special Attacks gnaw, rapid biting

Spell-Like Abilities (CL 16th; concentration +18)

1/day—darkness, earthquake, greater teleport (self plus 50 lbs. 

of objects only), insect plague, vomit swarmAPG

TACTICS

During Combat A Worldwound grub generally eschews its 

spell-like abilities to make bite attacks against foes. If faced 

with a foe that remains in flight out of range, the grubs 

merely dive deep to avoid a fight.

Morale The Worldwound grubs fight to the death.

STATISTICS

Str 46, Dex 6, Con 34, Int 10, Wis 10, Cha 15

Base Atk +11; CMB +33; CMD 41

Feats Improved Critical (bite), Improved Initiative, Improved 

Iron Will, Improved Lightning Reflexes, Improved Natural 

Attack (bite), Iron Will, Lightning Reflexes, Toughness, 

Vital Strike

Skills Acrobatics +16, Perception +18, Stealth +4, Swim +41

Languages Abyssal, Celestial, Draconic; tongues

SPECIAL ABILITIES

Rapid Biting (Ex) A giant demonic rot grub bites with 

astounding speed; it can make one additional bite attack in a 

round as a swift action. 

Story Award: Passing through the Worldwound into 
area F12 is a mythic trial, and should be the final trial the 
PCs must endure before becoming 10th tier.

F12. The Heaven of Maggots (CR 20)

This room is filled with the constant, roiling sound of thunder—

the source of which is readily obvious, for the ceiling fifty feet 

above is a swirling lake of maggots churning around a vortex 

made of billions of wriggling white grubs. A nauseating orange 

light glows far above in the vortex’s heights. Now and then, 

grubs drip down from above to splatter onto the floor, which 

crawls with all manner of hungry vermin that feed on the fallen 

as quickly as they land.

The f loor in the middle of this room functions as a phase 
door identical to that in area F2; it leads to area F21. While 
it has the same polished appearance as the other phase 
doors, the thick layer of vermin and grub juice smeared 
over it obscures this feature, which can be noted if the area 
is cleaned or with a successful DC 20 Perception check.

Each round, there’s a 10% chance per character that 
several rot grubs drip down from above to attack that 
character. The vermin that scurry on the f loor are not 
numerous enough to constitute a swarm. The rumble of 
the torrent above penalizes listen-based Perception checks 
with a –5 penalty.

Creature: This chamber is guarded by a single powerful 
guardian—an Abyssal construct known as a devastator. 
The monster is immune to the effects of the rot grubs that 
rain down from above, and the volume of its attacks are 
more than enough to be heard over the din of the vortex 
above. The devastator doesn’t pursue foes beyond this 
room, but does attack foes who remain in reach or line of 
sight in other rooms.

DEVASTATOR	 CR 22/MR 8

XP 614,400
hp 365 (see page 90)

Development: The devastator’s powerful attacks and 
the constant rain of rot grubs makes occupants of nearby 
rooms reluctant to come join the fight, but they certainly 
prepare to defend themselves once they hear combat here.

F13. The Crawling Chapel (CR 22)

This cathedral-like space has a towering ceiling that rises to a 

height of a hundred feet. Masses of vermin crawl along every 

surface, their different colors shifting constantly to form sinister 

runes and strange messages out of their massed bodies. 

The swarms on the wall to the west glow with a nauseating 

orange light to form two huge runes that vaguely resemble an 

insectile face.

The vermin crawling upon the walls constantly spell out 
prayers to Deskari in Abyssal as they writhe and wriggle on 
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the walls. Those on the western walls that glow with light 
are more dangerous—the runes they make appear similar 
to the rune of Deskari (see page 88), but are imbued with 
magical power (see Trap, below).

Creatures: This vast chapel is currently host to a small 
group of raspers intent on lending their devotional 
energies to the ritual led by Areelu in area F21. The raspers 
are focused on the ritual, and take a –4 penalty on Perception 
checks, but they can cease concentrating to attack the PCs 
if needed without endangering the ritual itself. A pair of 
advanced retrievers stand guard to the north and another 
to the south—they and the raspers fight to the death and 
pursue foes throughout this level as best they can.

RASPERS (10)	 CR 15

XP 51,200 each
hp 178 each (see page 40)

ADVANCED RETRIEVERS (2)	 CR 12

XP 19,200 each
hp 167 each (Pathfinder RPG Bestiary 234, 294)

Trap: The vermin crawling on the western wall of this 
cathedral constantly form powerful magical symbols as 
they undulate and writhe. The f irst round the PCs enter 
this area, the vermin form themselves into an immense 
symbol of insanity. The vermin disband on the second 
round, then on the third round form a symbol of weakness. 
They disband again on the fourth round, and on the 
following round reform a symbol of insanity, continuing 
to cycle through these two symbols again every other 
round. All of these symbols are heightened to 9th level. 
Successfully disabling this trap merely indicates that 
the underlying magical nodes on the walls have been 
destroyed—it does not remove the vermin from the walls. 
Likewise, removing the vermin from the walls without 
disabling the trap merely renders the trap nonfunctional 
until the vermin return. Chaotic evil creatures are 
immune to the effects of these symbols.

VERMINOUS SYMBOLS	 CR 13

XP 25,600
Type magic; Perception DC 34; Deception DC 34
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Echo of Deskari

EFFECTS

Trigger sight; Reset automatic

Effect spell effect (heightened symbol of insanity; heightened 

symbol of weakness; Will or Fort DC 23 negates)

F14. Chapel of the Locust Plague (CR 22)

The walls of this chamber are decorated with lurid frescoes of 

vermin eating the world. These are given an added layer of horror 

by the presence of living vermin that creep and crawl along their 

surfaces. The image of a towering demonic insect wielding a 

massive scythe made of bone looms within each fresco. A pair of 

immense bells hangs from the ceiling, forty feet above.

The image of the towering demonic insect seems 
to portray none other than Deskari himself. A closer 
examination of the decorations reveals that the parts of 
the world shown being destroyed are those held dear to the 
observers—closer examination reveals individuals known 
to the observer being savaged by demons. 

The enormous bells that hang from the ceiling await the 
moment where the ritual to tear open the Worldwound is 
completed, at which point they begin ringing in the new 
apocalypse. At that point, or if they are rung before this 
point (by being struck by a weapon blow, for example), the 
clamorous sound deals 20d6 points of sonic damage to 
all creatures in this room (Ref lex DC 20 half ). 

Creature: With a successful DC 25 Knowledge (planes 
or religion) check, a character confirms that the immense 
image of “Deskari” on the walls here shows not the demon 

lord, but his avatar, the Echo of Deskari, driven 
into the Lake of Mists and Veils in 4433 ar. 

One round after any creature that is not 
chaotic evil enters this room, the bells 
above ring once, dealing damage to 
all creatures in the room. One round 

later, the images of the Echo of Deskari 
on the walls shatter as the actual avatar 

steps into the room to challenge the PCs. 
Once he manifests, the Echo pursues the PCs 

relentlessly, even beyond Threshold, in his 
focused attempt to slay them.

ECHO OF DESKARI	 CR 22/MR 8

XP 614,400
Advanced derakni (Pathfinder Campaign Setting: The 

Worldwound 43)

CE Large outsider (chaotic, demon, evil, mythicMA)

Init +20M/+0; Senses darkvision 60 ft., scent; Perception +38

Aura unholy aura (DC 23)

DEFENSE

AC 39, touch 21, flat-footed 31 (+4 deflection, +8 Dex, +18 

natural, –1 size)

hp 430 (20d10+320); fast healing 15

Fort +22, Ref +20, Will +15

DR 10/epic and good; Immune electricity, 

poison; Resist acid 10, cold 10, fire 10; SR 33

OFFENSE

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

Melee +4 brilliant energy scythe 

+33/+28/+23/+18 (2d6+19/19–20/×5), bite 

+24 (1d4+5 plus poison), sting +24 (1d8+5 

plus poison)

Space 10 ft.; Reach 10 ft.

Special Attacks Abyssal scythe, drone, mythic 

power (8/day, surge +1d10), swarm master, 

swarm-infested
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Opon

Spell-Like Abilities (CL 20th)

Constant—unholy aura (DC 23)

At will—blasphemy (DC 22), contagion (DC 19), greater 

teleport (self plus 50 lbs. of objects only), gust of wind

3/day—enervation, quickened summon swarm

1/day—imprisonment (DC 24), insect plague, summon 

(level 9, 1d3 mariliths, 75%)

TACTICS

During Combat The Echo of Deskari begins 

combat by attempting to cast imprisonment 

on a PC who looks frail, then follows that 

up by attempting to summon mariliths. 

After that, it attacks foes in melee. It uses 

blasphemy if it is surrounded by foes and is 

being overwhelmed, hoping to banish some 

foes for a time back to the Material Plane.

Morale The Echo of Deskari fights to 

the death.

STATISTICS

Str 30, Dex 27, Con 30, Int 13, Wis 

25, Cha 20

Base Atk +20; CMB +31 (+33 bull 

rush); CMD 53 (55 vs. bull rush)

Feats Flyby Attack, Improved Bull Rush, 

Improved CriticalM (scythe), Improved 

InitiativeM, Improved Iron Will, Iron WillM, Lunge, 

Power Attack, Quicken Spell-Like Ability (summon 

swarm), ToughnessM

Skills Acrobatics +31, Fly +33, Knowledge (religion) +24, 

Perception +38, Sense Motive +30, Stealth +27, Survival +30

Languages Abyssal, Celestial, Draconic; telepathy 100 ft., word 

of Deskari

SQ death throes, dual initiative

SPECIAL ABILITIES

Abyssal Scythe (Su) The Favored of Deskari can, as an 

immediate action, manifest a +4 brilliant energy scythe in 

his hands. Unlike a normal brilliant energy weapon, this 

weapon can harm living and nonliving creatures equally 

well. This scythe vanishes if it ever leaves the Favored’s grip.

Death Throes (Su) When the Favored of Deskari is slain, 

his body splits open to unleash a short-lived explosion of 

ravenous flesh-eating locusts that immediately fill a 30-foot-

radius spread. All creatures in this area take 10d6 points 

of slashing damage and take 10 points of bleed damage 

from the wounds—a successful DC 30 Reflex save halves 

the damage and negates the bleed damage. This attack 

penetrates damage reduction as if it were an epic evil magic 

weapon. The save DC is Constitution-based.

Drone (Su) By buzzing its wings as a free action, whether in 

flight or not, the Favored of Deskari creates a 60-foot-radius 

aura of droning sound. Any non-demon that begins its turn 

in this area must succeed at a DC 25 Will save or become 

confused for 1d4 rounds, affected as if by mythic confusion. 

A mythic creature that succeeds at this save is immune to 

the drone for 24 hours. This is a mind-affecting sonic effect 

that demons are immune to. The save DC is Charisma-based.

Poison (Su) Bite or sting—injury; save Fort DC 30; frequency 

1/round for 10 rounds; effect 1d6 Con drain and staggered 

for 1 round; cure 3 consecutive saves. This poison 

can affect creatures that are normally immune 

to poison, although such creatures gain a +4 

bonus on their saving throws against the 

effect. The save DC is Constitution-based.

Swarm-Infested (Su) The Echo of Deskari 

is immune to damage and effects caused 

by swarms. It can direct the actions of any 

mindless swarm within 90 feet as a free 

action. Any swarm it creates via its spell-like 

abilities deals triple the normal amount 

of swarm damage; this damage 

penetrates damage reduction as if it 

were an epic evil magic weapon.

Word of Deskari (Su) The Echo of 

Deskari can communicate with all 

vermin, and they follow his commands 

unerringly if they are nonintelligent.

F15. Opon’s Prison

A small alcove sits in the southern wall of this hallway, 

within which sits a single pillar on which a slowly smoldering 

brass censer carved to look like a swarm of locusts sits, lazy curls 

of purple smoke wafting up from within.

Two powerful arcanists aided Areelu in the creation of 
the Worldwound, yet she had deceived her accomplices, 
who realized the witch’s true intentions only at the last 
moment. One of these was the wizard Wivver, now a 
mindless and immortal abomination (see area F10). The 
other was a man named Opon, a summoner who was part 
of the Sarkorian tradition of the god callers. Of the two, 
Opon came closer to defeating Areelu than Wivver, and as 
such Areelu saved a special torment for him.

Opon now exists in a state halfway between life and 
death, his soul trapped within the fumes of the brazier on 
display in this alcove. His current predicament is similar 
to that caused by a metamorphosis binding spell—he has 
no true body, but can manifest his head and shoulders 
amid the fumes of the brazier when a creature stands 
before it and invokes his name. The PCs can learn of 
this via powerful divination magic if they haven’t heard 
rumors of Opon’s entrapment in a brazier (such as from 
one of the Pleasers in the Yearning House or the notes 
found in area F18).

If Opon’s name is spoken within 30 feet of the brazier, 
his face manifests in the vapors above, a look of despair 
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Gimcrak

on his features. A spiral rune, the mark of his long-
destroyed eidolon, weeps blood on his brow. Opon knows 
little about what has transpired in the world since his 
death and imprisonment, but is eager to learn more 
and to speak to any who might grant his spirit freedom. 
In exchange, he can tell the PCs what he knows about 
Areelu’s early history—this is unlikely to give any insights 
into her weaknesses, but you can use Opon to provide the 
PCs with an intimate tale of the days leading up to the 
Worldwound’s manifestation if you wish. If the PCs reveal 
they intend to challenge Areelu, Opon asks to witness the 
event—bringing his brazier along so he can observe the 
PCs’ confrontation with the witch can grant an unexpected 
advantage to them (see area F21).

The brazier is portable, but it cannot be put out without 
destroying it. Extinguishing it allows Opon’s spirit to 
move on to face his final judgment in the Boneyard.

F16. Outer Sanctum

The walls of this chamber are decorated with images of a vast rift 

tearing open through an idyllic landscape, and growing in size as 

it spreads south to engulf the space around an iron door.

The secret door to area F18 can be found with a successful 
DC 40 Perception check.

F17. Chapel of Wounds (CR 22)

A thirty-foot-high dome rises above this circular chamber. The 

walls of the room are made of pulsing, raw flesh that twists 

and throbs, and is covered with ravenous vermin. As quickly 

as the vermin feed on the bleeding walls, the cancerous flesh 

regenerates. The floor heaves like the flank of an immense 

squamous beast. Its meaty surface erupts with wounds only to 

scab over a heartbeat later. A vortex of orange energy shimmers 

above the center of the room, five feet above a fifteen-foot-

diameter, dome-shaped cage made of sinew and bone.

This vile room is where Areelu Vorlesh began the ritual 
to open the Worldwound years ago, and is where she 
started the new ritual to finish the job as this adventure 
began. She’s moved on to Threshold’s roots (area F21) to 
complete the ritual, but this room remains infused with 
power. The vortex of orange energy is one of the four focal 
points the PCs can disable with a dimensional lock spell.

Any creature that walks on the surface of this room’s 
semi-living f loor treats it as difficult terrain.

Creatures: The cage of sinew and bone contains a single 
creature—a lhaksharut inevitable named Imezlen, captured 
decades ago by Areelu after the inevitable attempted 
an ill-advised invasion of Threshold to try to close the 
Worldwound on its own. The tower’s defenders slew the 
inevitable’s minions, but had to call on Areelu for aid 

against the lhaksharut—she captured it alive and keeps it 
in a state of constant pain in this cage (hardness 20, hp 
240, break DC 36). The long, thin barbs of raw chaos on 

the cage bars keep Imezlen at 0 hit points and prevent its 
regeneration—further, it’s currently suffering from 20 

permanent negative levels. If it can be released and 
cured, the inevitable eagerly joins forces with 
the PCs and aids them as best it can for the rest 
of this adventure.

The inevitable’s presence is one of several things 
that helps to maintain the stability of the 
ritual—if the inevitable is killed or freed, 
this reduces the difficulty of closing the 

Worldwound (although the act isn’t enough 
in and of itself to stop the apocalypse).
A group of four katpaskir demons are on 

hand to prevent this from occurring. The demons are 
accompanied by Areelu’s quasit familiar, Gimcrak. While the 
katpaskirs immediately move to attack the PCs and work to 
defend the cage containing the inevitable, Gimcrak hangs 
back to observe their tactics and prepare a death attack.

GIMCRAK	 CR 17

XP 102,400
Male quasit familiar rogue 2/assassin 10/trickster 4 (Pathfinder 

RPG Bestiary 66, Pathfinder RPG Mythic Adventures 44)
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CE Tiny outsider (chaotic, demon, evil)

Init +9; Senses darkvision 60 ft.; Perception +24

DEFENSE

AC 34, touch 29, flat-footed 27 (+3 armor, +5 Dex, +2 dodge, 

+12 natural, +2 size)

hp 268 (20 HD)

Fort +11, Ref +16, Will +16; +5 vs. poison 

Defensive Abilities deadly dodge, evasion, hard to kill, improved 

evasion, vanishing move; DR 5/cold iron or good; Immune 

electricity, poison; Resist acid 10, cold 10, fire 10; SR 25

OFFENSE

Speed 20 ft., fly 50 ft. (average)

Melee mournful razor +22/+17/+12 (1d3+3/17–20), bite +14 

(1d4), claw +14 (1d3 plus poison)

Space 2-1/2 ft.; Reach 0 ft.

Special Attacks angel of death 1/day, death attack (DC 22), 

deliver touch spells, mythic power (11/day, surge +1d8), 

quiet death, sneak attack +6d6, surprise strike, swift death 

1/day, titan’s bane, true death (DC 25)

Spell-Like Abilities (CL 6th)

At will—detect good, detect magic, invisibility (self only)

1/day—cause fear (30-ft. radius, DC 11)

1/week—commune (six questions)

TACTICS

Before Combat Gimcrack uses invisibility to remain unseen, 

but knows it’s quite likely the PCs will notice him anyway, 

and as such hides near the inevitable’s cage.

During Combat Gimcrack studies a PC to prepare for a death 

attack. Once he attempts this, he spends a few rounds in 

melee, making use of titan’s bane to make sneak attacks 

against Medium PCs. 

Morale Areelu has a status effect on Gimcrak, and if she notices 

him become wounded or otherwise debilitated, she uses her 

bracelet of friends to teleport him to her side at area F21.

STATISTICS

Str 10, Dex 21, Con 11, Int 15, Wis 12, Cha 11

Base Atk +12; CMB +15; CMD 26

Feats Combat Reflexes, DodgeM, Great Fortitude, Improved 

Critical (war razor), Iron WillM, Mobility, Spring Attack, 

Weapon Finesse 

Skills Acrobatics +28, Bluff +23, Craft (alchemy) +25, 

Diplomacy +23, Disguise +23, Escape Artist +28, Fly +32, 

Intimidate +23, Knowledge (arcana) +22, Knowledge 

(local) +15, Knowledge (nobility) +9, Knowledge (planes) +25, 

Knowledge (religion) +12, Linguistics +8, Perception +24, 

Sense Motive +24, Spellcraft +22, Stealth +31, Use Magic 

Device +23

Languages Abyssal, Common; empathic link, telepathy touch

SQ amazing initiative, hidden weapons, hide in plain sight, 

improved uncanny dodge, poison use, recuperation, rogue 

talents (bleeding attack +6), share spells, store spells, 

trapfinding +1

Gear +5 heavy fortification leather armor, mournful razor

KATPASKIR DEMONS (4)	 CR 18

XP 153,600 each
hp 304 each (see page 86)

IMEZLEN	 CR 20

XP 307,200
Lhaksharut inevitable (Pathfinder RPG Bestiary 2 164)

hp 337 (currently 0)

F18. Areelu’s Retreat 

This rough stone cavern has been transformed from a plain cave 

into a well-appointed personal retreat, complete with a small bed 

and writing desk. Everything is covered with a layer of dust.

Treasure: Areelu Vorlesh used this secret cavern as a 
personal retreat many times over the past century, but 
once she developed the mythic ability to craft her own 
extradimensional sanctum, she abandoned it. Most of 
her treasure has been cleaned out, but a search of the 
room reveals a wand of cure serious wounds (3 charges), a 
wand of scrying (1 charge), a scroll of break enchantment, a 
scroll of plane shift, a scroll of dispel magic, a jar of restorative 
ointment with 1 dose left, and several pages of notes. The 
majority of these are idle lists of magical components, 
theories of dimensional travel, and prayers to Deskari, 
but among the notes is a mention of Opon’s brazier in 
area F15 , and of never completed plans to increase his 
torment by adjusting the brazier so that he would feel 
constant pain, “even when his name isn’t used to manifest 
his consciousness.”

F19. The Chapel of Chasms (CR 20)

The vermin-covered walls of this large chamber are crisscrossed 

by representations of chasms, rifts, and trenches, each depicted 

in incredible realism. To the northwest, a real chasm pierces the 

wall and floor, while throughout the rest of the room wriggling 

columns seemingly composed entirely of swarms of vermin 

extend to the ceiling forty feet above.

This chamber is used by the vermin cultists to meditate 
upon the power of Deskari, for the vermin pillars emanate 
a continuous buzzing that helps worshipers of the demon 
lord to concentrate. After spending 5 rounds in this room, 
non-worshipers of Deskari must succeed at a DC 20 Will 
save or become temporarily confused by the buzzing—this 
confusion effect lasts for 5 rounds, after which the visitor is 
immune to the effect until he leaves and reenters the room.

Creatures: This room is guarded by four bythos aeons 
who long ago succumbed to the maddening presence of the 
Worldwound. Once guardians of planar travel, they have 
now become addicted to the Worldwound’s proximity, and 
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The Favored of Deskari

spend their time drifting aimlessly in this room. The aeons 
immediately attack anyone who attacks them (including 
confused creatures), or any intruder that they realize is here 
to destroy the Worldwound. Once combat begins, the mad 
aeons fight to the death. 

MAD BYTHOS AEONS (4)	 CR 16

XP 76,800 each
hp 207 each (Pathfinder RPG Bestiary 2 10)

F20. The Feculence (CR 20)

The floor drops away into a large rift filled with a churning mass 

of seething rot and decay and worse. Vermin cling in sheets to 

the walls and squirm in the foulness below, and the smell rising 

up makes the eyes water and the gullet heave in protest.

This foul pit contains a churning morass of filth and 
decay—rotten material siphoned in here from those who 
die within Threshold. A creature that enters the area above 
the pit itself must succeed at a DC 25 Fortitude save each 
round to avoid being nauseated, and a creature in contact 
with the filth below takes a –5 penalty on this save (this is 
a poison effect). The filth is 30 feet down, and is another 
40 feet deep.

Creature: One of Deskari’s favorite demonic vermin—
indeed, the first of its kind 
to be created here in 
Threshold so long ago, 
dwells to this day within 
these filthy waters. The 
creature is a demonic 
eurypterid—an Abyss-
warped water scorpion that 
has, over time, become a 
powerful mythic barbarian 
in its own right. Now and then, 

Deskari or Areelu have 
unleashed the favored 

upon their enemies, but for now they leave the creature here 
to wallow in its decay.

THE FAVORED OF DESKARI	 CR 20

XP 307,200
Demonic spitting eurypterid barbarian 6/champion 2 (Pathfinder 

Campaign Setting: The Worldwound 52, Pathfinder Adventure 

Path #37 79, Pathfinder RPG Mythic Adventures 20)

CE Gargantuan magical beast (aquatic, augmented vermin)

Init +7; Senses low-light vision, tremorsense 30 ft.; 

Perception +16

DEFENSE

AC 38, touch 11, flat-footed 36 (+5 armor, +5 deflection, +1 Dex, 

+1 dodge, +22 natural, –2 rage, –4 size)

hp 418 (22 HD; 16d8+6d12+302)

Fort +27, Ref +8 (+2 vs. traps), Will +12

Defensive Abilities hard to kill, improved uncanny dodge; DR 

10/cold iron; Immune electricity, poison; Resist acid 10, 

cold 10, fire 10

OFFENSE

Speed 55 ft., swim 20 ft.

Melee 2 claws +37 (2d6+23/19–20), sting +37 (2d6+23 plus poison)

Space 20 ft.; Reach 20 ft. (30 ft. with sting) Special Attacks 

fleet charge, mythic power (7/day, surge +1d6), mythic rage, 

rage (24 rounds/day), rage powers (knockback, powerful 

blow +2, strength surge +6), spit

Spell-Like Abilities (CL 20th; concentration +23)

1/day—darkness, earthquake, greater teleport (self plus 

50 lbs. of objects only), insect 

plague, vomit swarmAPG

TACTICS

During Combat The Favored 

of Deskari uses greater 

teleport to relocate up into an 

upper ledge from the pit below 

to attack foes in melee. It uses its 

spit attack against foes who stay 

out of range.

Morale The Favored of 

Deskari fights to 

the death.
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STATISTICS

Str 48, Dex 13, Con 34, Int 8, Wis 13, Cha 17

Base Atk +18; CMB +41 (+43 bull rush); CMD 56 (58 vs. bull rush)

Feats Awesome Blow, Bleeding Critical, Critical Focus, Dodge, 

Fleet, Improved Bull Rush, Improved Critical (claws), 

Improved Iron Will, Improved Natural Attack (claws), Iron 

WillM, Mobility, Power Attack, Spring Attack, Toughness

Skills Climb +33, Perception +16, Swim +41

Languages Abyssal

SQ amazing initiative, amphibious, fast movement, impossible 

speed, skitter, trap sense +2

Gear amulet of mighty fists +4, bracers of armor +5, ring of 

protection +5

SPECIAL ABILITIES

Poison (Ex) Sting—injury; save Fort DC 30; frequency 1/round for 

6 rounds; effect 1d6 Con and 1d4 Dex; cure 2 consecutive saves.

Spit (Ex) As a standard action, the Favored of Deskari can spit 

a high-pressure jet of water in a 40-foot line that deals 10d6 

points of nonlethal damage to all creatures in the area of 

effect. In addition, these creatures are stunned for 1 round. 

A successful DC 30 Fortitude save halves the damage and 

negates the stun effect. Unlike a normal spitting eurypterid 

(which must recharge its water stores as a full-round action 

while submerged), the Favored of Deskari can use this ability 

at will. The save DC is Constitution-based.

F21. Threshold’s Roots (CR 28)

The domed ceiling of this immense chamber rises to a height 

of nearly two hundred feet above. The walls are covered 

with twisting brown vines that extend outward through open 

double doors in the east, north, south, and west sides of the 

room. Beyond these doors, thicker brown roots extend from the 

external walls out over a landscape of blasted stone set amid a 

plain crisscrossed with chasms that grind and thunder and grow 

wider and longer with each passing moment.

Characters who use the phase door in area F12 emerge 
on the f loor of this chamber, and vice versa—gravity 
subtly reversing itself as they appear here. The four doors 
lead outside into the Rasping Rifts—characters who step 
outside find that Threshold extends upward over 200 
feet, and its walls resemble a twisted, diseased tree trunk 
with a tangle of roots extending out in all directions. 
Dozens of slowly growing canyons extend from various 
points on the horizon toward Threshold—they will 
reach area F21 once the ritual is complete, at which point 
the Worldwound opens and Threshold is destroyed—
yet this is only the beginning of the apocalypse. See 
the Concluding the Adventure section on page 57 and 
“Beyond the Campaign” on page 64 for ideas on how to 
continue the campaign if the PCs don’t reach this area in 
time to stop the Worldwound ritual.

Creatures: Here, at the very base of Threshold, Areelu 
Vorlesh has been continuing the ritual to tear open 
the Worldwound. Until the witch is defeated, the PCs’ 
chances of closing the Worldwound are slim, but even 
with her defeat, success is not guaranteed. Areelu is not 
alone here, after all—she is protected not only by four 
powerful vrolikai demons sent to her side by Deskari 
himself, but also by the undead remnants of the Storm 
King. If Khorramzadeh was slain in Part 2, Deskari 
intervened and saw to the balor’s swift return as a mythic 
nightwalker, assigning him as a bodyguard for Vorlesh. If 
the PCs got this far without slaying Khorramzadeh, they 
should encounter the balor in his full glory. Likewise, if 
Diurgez Broodlord, the Echo of Deskari, Gimcrak, and the 
Favored of Deskari were not already slain, they should be 
encountered here as well.

If the PCs have Opon’s brazier and call forth his spirit 
during this fight, his very presence is enough to aggravate 
and distract Areelu, and she spends a round wasting her 
actions on an attempt to destroy the brazier instead of 
immediately attacking the PCs.

AREELU VORLESH	 CR 27

XP 3,276,800
hp 551 (see page 58)

TACTICS

During Combat Areelu begins combat by casting gate from her 

major ring of spell storing to call a hekatonkheires titan (see 

page 268 of Pathfinder RPG Bestiary 3—and note that the 

titan must squeeze to fit through the 20-foot-wide portal) to 

join the fight, then casts quickened mythic dominate person 

on a paladin or healer. On the second round, she casts mass 

hold monster and quickened blindness/deafness (the latter 

on an archer or wizard). On following rounds, she continues 

to stay at range and attacks with her spells. She casts heal 

on herself whenever she drops below 300 hit points. She 

saves Wail of the banshee for emergencies when she’s 

surrounded, and she won’t hesitate to use her iron flask to 

capture any powerful outsiders the PCs are traveling with. 

Note that since this fight takes place in the Rasping Rifts, she 

could, in theory, use her iron flask on a PC as well!

ADVANCED VROLIKAIS (4)	 CR 20

XP 307,200 each
hp 370 each (Pathfinder RPG Bestiary 2 81, 292)

KHORRAMZADEH REBORN	 CR 20/MR 8

XP 307,200
Unique nightwalker (Pathfinder RPG Bestiary 2 201)

CE Huge undead (extraplanar, mythicMA, nightshade)

Init +6M; Senses darkvision 60 ft., darksense, detect magic, 

low-light vision; Perception +29

Aura desecrating aura (30 ft.)
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Khorramzadeh Reborn

DEFENSE

AC 39, touch 39, flat-footed 37 (+2 Dex, +29 natural, –2 size)

hp 368 (21d8+274); fast healing 15

Fort +17, Ref +13, Will +21

Defensive Abilities channel resistance +4, deflective armor, 

endure light; DR 15/epic, good, and silver; Immune cold, 

undead traits; SR 39

OFFENSE

Speed 40 ft.

Melee 2 claws +35 (4d6+28/19–20/×3 plus 4d6 cold)

Space 15 ft.; Reach 15 ft.

Special Attacks channel energy (8d6, DC 26, 11/day), fear 

gaze, impaling strike, mythic power (8/day, surge +1d10), 

penetrating fear, powerful blows, swift sundering

Spell-Like Abilities (CL 16th; concentration +22)

Constant—air walk, detect magic, greater magic fang

At will—contagion (DC 20), deeper darkness, greater dispel 

magic, unholy blight (DC 20)

3/day—confusion (DC 20), haste, hold monster (DC 21), 

invisibility, quickened unholy blight (DC 20)

1/day—cone of cold (DC 21), finger of death (DC 23), plane 

shift (DC 23), summon (level 7, 4 greater shadows 100%)

TACTICS

During Combat Khorramzadeh remains near Areelu’s side, 

using his spell-like abilities at range to attack the PCs. He 

moves to engage any PCs who approach too close to Areelu 

in melee, hoping to prevent them from engaging the witch 

in combat.

Morale The former balor fights to the death.

STATISTICS

Str 41, Dex 14, Con —, Int 20, Wis 21, Cha 23

Base Atk +15; CMB +32; CMD 44

Feats Great Fortitude, Improved CriticalM (claw), Improved 

InitiativeM, Improved Natural Attack (claw), Iron Will, Lightning 

ReflexesM, Power Attack, Quicken Spell-Like Ability (unholy 

blight), ToughnessM, Vital Strike, Weapon Focus (claws)

Skills Intimidate +30, Knowledge (arcana) +29, Knowledge 

(planes) +26, Knowledge (religion) +29, Perception +29, 

Sense Motive +29, Spellcraft +29, Stealth +18 (+26 in dim light 

and darkness), Swim +36

Languages Abyssal, Common, Infernal; telepathy 100 ft.

SQ death throes, dual initiative

SPECIAL ABILITIES

Death Throes (Su) If slain, Khorramzadeh explodes in a blast 

of black fire that deals 100 points of damage (half fire, half 

unholy damage) to anything within 100 feet (Reflex DC 26 

half). A creature that fails its Reflex save against this effect 

also gains 1d4 negative levels. A successful DC 26 Fortitude 

save 24 hours later is needed to remove these negative 

levels. The save DCs are Charisma-based.

Deflective Armor (Ex) Khorramzadeh’s natural armor is 

infused with potent energies that allow it to apply its full 

bonus to his touch Armor Class.

Endure Light (Ex) Khorramzadeh does not possess the normal 

aversion to light shared by most nightshades.

Impaling Strike (Ex) On a critical hit with his claw against a 

Large or smaller creature, Khorramzadeh impales the victim. 

This allows the mythic nightwalker to make a grapple check 

as a free action as if he possessed the grab special attack. If 

he establishes a grapple in this way, Khorramzadeh does not 

gain the grappled condition himself.

Penetrating Fear (Ex) Any fear effect generated by 

Khorramzadeh can affect creatures normally immune to fear 

effects, although such creatures do gain a +4 bonus on any 

saving throws made against such effects.

Powerful Blows (Ex) Damage from Khorramzadeh’s claw attacks 

is always modified by 1-1/2 times his Strength modifier.
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The Rasping Rifts 1 SQUARE = 5 FEET

G1

G2

G3

G4G5
G6

Part 4: Closing the Worldwound
In order to close the Worldwound, the PCs must 
undertake a lengthy and dangerous ritual described 
within the pages of the Lexicon of Paradox. The ritual 
must be performed within the heart of the Worldwound, 
in area F11, and takes place over three stages, each of 
which is presented below.

Stage 1—Preparation
One character must lead the ritual by reading several 
passages out of the Lexicon of Paradox. This character 
must be able to read Abyssal, Aklo, Druidic, Hallit, and 
Thassilonian (or be under the effects of comprehend 
languages). This preparation ritual requires concentration 
and takes 6 minutes. At the end of each minute, the reader 
must succeed at a DC 25 Will save or take 1d4 points of 
Wisdom damage as the contents of the Lexicon of Paradox 
slowly drive her mad. Casting spells like restoration on the 
reader periodically can help ensure the reader doesn’t 
collapse from Wisdom drain before the preparation ritual 
ends. During this 6 minutes, the character must name all 
others who are to aid in the paradox ritual, designating 
them either primary or secondary participants. Only PCs 
can be designated as primary participants. PC cohorts 

and companions (such as eidolons), or one of the eight 
significant NPCs listed in the inside front cover of this 
adventure can be designated as secondary participants. 
Once this preparation begins, the shuddering and 
shrieking of reality swiftly alerts everything within 
the tower. Any guardians left alive in Threshold swiftly 
converge on area F11 to attack the PCs once they begin 
the ritual, so it’s certainly best if they clear the tower out 
before beginning! 

Stage 2—Invoke Paradox Ritual
After the preparation ritual ends, the lake of maggots 
churning around the Worldwound freezes, motionless, as 
if time had stopped. Blasts of orange light churn up from 
the depths of the vortex below. At this point, the primary 
participants in the ritual (as designated in Stage 1—this 
includes the character leading the ritual) must focus their 
spiritual energies on the Worldwound. The PCs can use 
the following methods of focusing their energies.

Disable Device: The character visualizes the Worldwound 
as an immense trap that she can dismantle by pulling just 
the right spheres of power from it until it collapses on itself.

Knowledge (planes), Perception, or Spellcraft: The 
character can observe the magical pathways along which 
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the Worldwound’s energies travel, and can inform the 
ritual participants which are the weakest links.

Linguistics: The character can aid the ritual leader by 
helping interpret the maddening inscriptions within the 
Lexicon of Paradox.

Magic or Smiting: A character can cast a spell with the 
lawful or good descriptor directly into the Worldwound, 
or use a smite evil or smite chaos attack to make a physical 
attack on the Worldwound in an attempt to destroy it.

Use Magic Device: The character can unravel the 
Worldwound’s anchors to cast it adrift.

Making the Checks: Once the primary participants each 
decide how they wish to focus their spiritual energies on 
the Worldwound, they must attempt the appropriate skill 
checks or attacks. If the character is using a spell, she can 
attempt a concentration check or a caster level check as if 
attempting to penetrate spell resistance. If the character 
is smiting, she makes an attack roll. If the check or attack 
is successful, the PCs gain 1 Closure Point. If the check 
or attack fails, no Closure Point is generated and that 
PC gains 1d4 negative levels as a portion of her soul is 
drawn into the Worldwound (Fortitude DC 30 negates). If 
the PCs accumulate 4 Closure Points, move on to Stage 3; 
otherwise, they must restart the ritual from Stage 1—in 
this case, they retain any Closure Points that they have 
already accumulated.

Paradox Ritual DC: A successful DC 100 skill check, 
concentration check, or caster level check, or a smite attack 
result of 100 is needed to damage the Worldwound and earn 
a Closure Point. Even high-level PCs will have difficulty 
achieving this, but fortunately there are methods to reduce 
the difficulty—see the table below.

Stage 3—Close the Worldwound
Once the PCs have accumulated 4 Closure Points, the 
orange glow in the vortex goes out for 1 round. The 
Lexicon of Paradox must be thrown into the dark vortex 
at this point—if it is not thrown into the vortex within 
1 round, the Worldwound returns to normal, the 

apocalypse clock advances by 1 day, and the PCs must 
restart the ritual (unless the advancement of the clock 
results in the Worldwound opening completely, in which 
case the Lexicon of Paradox is destroyed—consult “Beyond 
the Campaign” on page 64 for the ramifications of what 
happens next).

Deskari’s Vengeance (CR 29+)
Once the Lexicon of Paradox is hurled into the Worldwound, 
reality explodes in a blast of orange light that seems to 
paradoxically last an instant and an eternity. When the light 
fades, the PCs find that they have been cast deep into the 
Rasping Rifts, landing amid several old buildings scattered 
among a number of bottomless canyons. This region is 
represented on the nearby map—roll 1d6 to determine 
which area (from G1 to G6) each PC appears in (it’s possible 
for PCs to all appear in the same area).

The PCs aren’t the only ones who’ve been placed here—
the demon lord Deskari arrives as well (roll 1d6 again to 
determine his starting location among the six possibilities), 
along with four advanced balor slaves and eight greater 
apocalypse locusts (determine their starting positions 
randomly as well). The demon lord immediately attacks 
the PCs, infuriated and eager for revenge. He is joined by 
any of the powerful NPCs from Threshold who still live, 
and does his best to destroy the PCs. Of course, defeating 
Deskari is purely optional for the PCs at this point—their 
primary mission, the closing of the Worldwound, has 
already been completed. Fleeing the Abyss via plane shift 
or other means is certainly an option—but unless Deskari 
is defeated, the demon lord continues to hound and stalk 
and vex the PCs.

If the PCs defeat Deskari, he does not die—the Rasping 
Rifts revive him via his Abyssal resurrection, but after 
this defeat, Deskari retreats into the depths of his realm 
to await his year of recovery. Brave PCs may realize that 
this is a singular chance for them to seek out the Lord of 
the Locust Host and f inish the job, once and for all! (If 
you feel that such an end to the Wrath of the Righteous 

Reducing Paradox Ritual DC
Accomplishment	 DC Adjustment

Each secondary participant taking part in the ritual	 –2

Each dimensional lock placed in one of the four key locations in Threshold (maximum once per location)	 –4

Imezlen is freed or slain	 –4

Mistress Anemora is slain	 –4

Nahyndrian chisel is used or Mage’s disjunction is successfully cast at the Worldwound during Stage 1 (only once)	 –4

Opon’s spirit is released to the Boneyard	 –4

Wivver Noclan is slain	 –4

Khorramzadeh is slain	 –6

Areelu Vorlesh is slain	 –10

Having the Suture present during the ritual	 –10
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Adventure Path is too anticlimactic, feel free to rule 
that the closing of the Worldwound has momentarily 
disrupted Deskari’s connection to the Rasping Rifts. In 
this case, the demon lord must defeat the PCs to regain 
control of his realm—if he is slain, he remains dead and 
his body joins those of other slain demon lords in the 
Rift of Repose.)

Finally, PCs who had the foresight to prepare with 
Nocticula for this contingency may call upon her for aid 
in this battle as well with a short prayer. In this case, 
you should have Nocticula’s statistics from page 86 of 
Pathfinder Adventure Path #76 handy, for the demon lord 
appears at the side of the one who called her in such an event 
to aid the PCs in the fight. Faced with such unexpected 
odds, Deskari f lees and does not return after 3 rounds 
of combat if Nocticula has not been slain or banished. If 
she remains at the end of this fight, she asks the PC who 
called upon her to return with her to the Midnight Isles—
if that PC refuses, she attempts to take him or her by force, 
returning without her prize only if reduced to fewer than 
100 hit points. 

DESKARI	 CR 29

XP 6,553,600
hp 742 (see page 88)

ADVANCED BALORS (4)	 CR 21

XP 409,600 each
hp 410 each

GREATER APOCALYPSE LOCUSTS (8)	 CR 14/MR 6

XP 38,400 each
hp 212 each (see page 9)

Concluding the Adventure
By closing the Worldwound, the PCs have accomplished a 
miracle. Sarkoris remains overwhelmed by demons, and 
Deskari might still live to fight another day, but the Fifth 
Crusade has ended in glorious success! The PCs have 
achieved the highest level of power—where they go from 
here is up to them, but the article “Beyond the Campaign” 
explores the repercussions of the Wrath of the Righteous 
Adventure Path in detail—be the PCs victorious or not!
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