paizo.com #3125966, Kevin Athey <drizzz@acm.org>;Jul 1, 2014

PART 1: DEEPER INTO THE DUNES Pace 8
The PCs once more enter the Parched Dunes, searching the desert for the Sightless
Sphinx—the Cult of the Forgotten Pharaoh’s secret base, where the cult has taken the
stolen body of the architect Chisisek.
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PART 2: PRIDE OF THE DISPOSSESSED PAGE 16
The PCs encounter a pride of displaced maftets who offer to show them the way to the
Sightless Sphinx if they reclaim an ancient shrine of Sekhmet from a band of evil genies.
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PART 3: IN THE SHADOW OF THE SIGHTLESS SPHINX PAGE 24
The PCs enter the Sightless Sphinx, where the Cult of the Forgotten Pharaoh is battling
a maftet cult of Areshkagal, the demon lord of riddles, for control of the Sphinx. The
PCs must face both cults before battling their way to the Forgotten Pharaoh herself to
reclaim Chisisek’s body.
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" ADVANCEMENT TRACK

i
“Secrets of the Sphinx” is designed for four
characters and uses the medium XP track.

@ The PCs begin this adventure at
'; 1oth level.

The PCs should be 11th level by
the time they enter the halls of
the Sightless Sphinx.

The PCs should reach 12th level
while exploring the Sightless
Sphinx, and before facing the
Forgotten Pharaoh.

The PCs should be 13th level by the end of’
the adventure.




ADVENTURE BACKGROUND

Centuries ago, cultists of Areshkagal, the demon lord of
greed, portals, and riddles, built a temple to their demonic
patron in the desert wastes of Osirion. Mimicking
Areshkagal’s own form, the temple was constructed as a
colossal statue of a six-legged, faceless sphinx that became
known as the Sightless Sphinx. The cult inhabited the
Sphinx for many decades, but a band of templars devoted
to Sarenrae breached the temple’s defenses 150 years
ago to eradicate the cult. The beleaguered cultists even
summoned a powerful glabrezu ally named Ninureset to
help defend the Sphinx, but they were defeated. All of the
cultists were slain, and the glabrezu was banished back to
the Abyss. Their work done, the paladins left, leaving the
Sightless Sphinx empty and abandoned.

Decades later, a tribe of maftets settled near the
Sightless Sphinx. Obeying their racial imperative to guard
sites of importance, the maftets established their camp in
the shadow of the Sightless Sphinx but never dared enter
the structure. The elder maftets sensed the ruins’ foul
history, and the tribe knew better than to take a chance
at stirring up old evils. Eventually, however, some of the
younger members of the tribe grew curious, and in recent
months, a group led by a charismatic maftet named Userib
eventually found a way into the Sphinx.

But as the maftet elders had warned, evil still lingered
within the Sightless Sphinx. For the first time in 150
years, living creatures had set foot inside the Sphinx,
and Areshkagal herself sensed the presence of the young
maftets in her ancient temple. Once more, Areshkagal sent
the glabrezu Ninureset to the Sightless Sphinx, charging
him to make up for his earlier failure by rebuilding her
cult. As Userib and his companions explored the Sphinx’s
empty rooms, a portal appeared before them and Ninureset
stepped through, accompanied by a wash of Abyssal energy.
This profane energy amplified the chaotic, somewhat selfish
natures of the maftets, and when Ninureset offered them
power and guidance, Userib and most of his companions
gave into temptation and swore their fealty to Areshkagal.
Only one of the maftets was able to resist the lure of the
glabrezu’s power and fled the Sphinx.

The maftet who returned to camp gave her elders a
garbled version of events. Some of the maftet elders were
wary of the glabrezu’s power, but others were committed
to rescuing their lost tribespeople and called for the
tribe’s strongest warriors to assault the temple. Before
the maftets could take action, however, Userib and those
maftets loyal to him emerged from the Sphinx with their
new demonic allies. Maftet fought maftet in the skies
above the Sightless Sphinx until the original members
of the tribe, recognizing themselves outnumbered and
outmatched, retreated to avoid losing any more of their
number. The maftets abandoned their ancestral home,
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fleeing to an old ruin in the Parched Dunes where they
established a makeshift camp.

More recently, a Nethysian priestess named Serethet
discovered the heart of Hakotep, which contained another
piece of the soul of Hakotep I—his ib, the seat ofhis emotion,
thought, and will—beneath Azghaad’s Spire in Sothis.
Hakotep’s ib possessed Serethet, replacing the cleric’s
consciousness with his own. After spending millennia
neither alive nor dead, Hakotep finally had a body, but with
the pieces of his soul still separated, the ancient pharaoh
did not know the location of his flying tomb, which still
held his ba and his body. Now calling himselfthe Forgotten
Pharaoh, Hakotep formed a cult devoted to finding and
reuniting the lost fragments of his soul so he could return
to life and resume his rule over his ancient kingdom.

During her researches in the Nethysian archives, Serethet
had learned of the Sightless Sphinx, and with access to her
memories, the Forgotten Pharaoh decided the ancient temple
would be the perfect base for her cult while her followers
searched for the Mask of the Forgotten Pharaoh and Hakotep’s
tomb. To ensure success, the Forgotten Pharaoh secured
the services of girtablilu mercenaries to help defend the
cult’s new headquarters. But when the Cult of the Forgotten
Pharaoh entered the Sightless Sphinx, its members found it
already inhabited by Userib’s new cult of Areshkagal.

The two cults immediately clashed—the Forgotten
Pharaoh, in her hubris, could not conceive of yielding a site
in what should be her own kingdom. In an early conflict,
the maftets kidnapped several cultists of the Forgotten
Pharaoh and sacrificed them to summon several vrocks and
shadow demons to reinforce their numbers. The maftets
also captured an ornate lacquered chest containing the royal
thriae larva stolen by the Cult of the Forgotten Pharaoh.

Ninureset met the Cult of the Forgotten Pharaoh head-
on in combat and only narrowly escaped death at the hands
of a skilled group of girtablilu mercenaries. Since then, the
glabrezu has been more circumspect in his interactions
with the cult. Using his veil ability, Ninureset has infiltrated
the Cult of the Forgotten Pharaoh to sow discord among its
members. The demon even tricked one of the Forgotten
Pharaoh’s lieutenants into wishing for great strength, then
twisted the wish and transformed the cultist into a hideous
half-crocodile monstrosity with stone arms.

Now the two cabals maintain an uneasy ceasefire,
punctuated by the occasional skirmish when the cultists
run into each other. Userib plans to capture more Forgotten
Pharaoh cultists to sacrifice, hoping to eventually destroy
the cult and return Areshkagal to glory in the region. The
Cult of the Forgotten Pharaoh, meanwhile, continues to
push against the maftets, scheming on how to destroy
the Areshkagal cultists and their demon allies while the

Forgotten Pharaoh continues her search for the Mask of the
Forgotten Pharaoh and Hakotep’s tomb.
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PART I: DEEPER INTO THE DUNES

After defeating the Cult of the Forgotten Pharaoh at
Chisisek’s tomb in the previous adventure, the PCs
learned that the cult stole the architect’s body and took it
to a place called the Sightless Sphinx. If the PCs rescued
the gynosphinx Tetisurah, she knows the approximate

area where the Sphinx can be found—the Parched Dunes
north of Chisisek’s tomb—but not its exact location. To
find the Sightless Sphinx and finally defeat the Cult of the
Forgotten Pharaoh, the PCs will have to scour the desert.

The first part of this adventure continues the PCs’
exploration of the Parched Dunes begun in “Shifting
Sands,” this time in the northern reaches of the region.
As in the previous adventure, this sandbox-style hex-crawl
uses the exploration rules detailed on pages 154-159 of
Pathfinder RPG Ultimate Campaign (also available online
at paizo.com/prd). You should familiarize yourself with
these rules before running this section, as well the rules
on desert terrain on pages 430—431 of the Pathfinder
RPG Core Rulebook. Temperatures in the Parched Dunes
fluctuate between very hot (above 9o° F) and severe heat
(above 110° F) during the day. The Core Rulebook also details
rules for heat dangers, starvation, and thirst, though at
this point in their careers, the PCs are likely to be able to
easily overcome such problems with spells such as create
water and endure elements, and the focus in this part of the
adventure should be on exploration and adventure, not
bookkeeping and resource tracking.

The PCs can track their exploration on a piece of hex
paper, such as the blank sheet of hex paper provided in the
Mummy’s Mask Player’s Guide, but it would be best to continue
using the same hex map from the previous adventure. The
direction and speed of the PCs’ exploration is left to the
them; not every hex contains an encounter or treasure, but
there’s no way to know whether a hex will prove valuable
without exploring it first!

Story Awards: Award the PCs 100 XP for each hex they
fully explore.

Hex TERRAIN TYPES
The vast majority of hexes within the northern Parched
Dunes are considered desert terrain—this includes areas
of dunes, rocky plains, and sand flats. Badlands hexes are
also desert, but they contain difficult terrain elements. To
the northeast are hexes that incorporate hill and mountain
terrain. All of the hexes in the Parched Dunes are considered
trackless. If more than one terrain type is present in a hex,
treat it as if it were a hex of the dominant terrain type.
Travel time through the Parched Dunes is determined by
the slowest member of the party, but assuming a base speed
of 30 feet, it takes 8 hours to travel through a desert, hill, or
mountain hex. It takes 2 days to explore a desert hex, 1 day
to explore a hill hex, and 3 days to explore a mountain hex.

RANDOM HAZARDS AND WANDERING MONSTERS

As the PCs explore the northern Parched Dunes, you can
liven things up with random encounters. Roll once per day
(or once per hex, if the PCs enter multiple hexes in a single
day) on the random encounters table on page 155 of Ultimate
Campaign. If the result is a hazard, you can use the sample
hazards on page 159 of Ultimate Campaign. Other possible
hazards include dry quicksand (Core Rulebook 427) and
duststorms (Core Rulebook 438). If the result is a monster,
you can randomly generate it using the table on page 83
of this book, page 324 of the Pathfinder RPG Bestiary, or
the Osirian Desert table on page 53 of Pathfinder Campaign
Setting: Osirion, Legacy of Pharaohs.

NORTHERN PARCHED DUNES LOCATIONS

The following section presents specific, planned
encounters the PCs might come across as they explore
the Parched Dunes. Unless otherwise noted, the PCs
must explore a hex to encounter the creature or location
there; simply traveling through a hex does not trigger
the encounter. Assuming that the PCs continue their
explorations from Chisisek’s Tomb, they should start in
that hex, on the western side of the Parched Dunes, about
halfway up the map.

A. THE SLAIN SCOUT (CR 9)

A sunbaked corpse lies half-buried in a sand dune. The body’s
upper torso resembles that of a human man, but it’s joined to
the body and curling tail of a giant scorpion.

Creature: A second figure, equally parched and withered
but much more animated, crouches over the corpse, tearing
off strips of flesh and stuffing them greedily into its
mouth, slurping and chomping with disgusting glee. The
corpse is that of a girtablilu, one of the mercenaries from
the Sightless Sphinx (area J). He was out scouting when
he ran afoul of a baykok. After stalking its prey across the
sands, the baykok killed the girtablilu and is now settling
down to feed on the corpse and devour the girtablilu’s
soul. The baykok snarls and attacks the moment it notices
the PCs.

BAYKOK CR9

XP 6,400

hp 97 (Pathfinder RPG Bestiary 3 35)

TACTICS

During Combat The baykok opens combat with its dread
howl, trying to paralyze as many opponents as possible.
It then takes to the air and unleashes a barrage of arrows
at multiple targets, again trying to keep as many foes
paralyzed as it can.

Morale The baykok fights until destroyed to protect its kill.
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FINDING THE SIGHTLESS SPHINX WITH MAGIC |

The PCs might try to use magic to locate the Sightless Sphinx,
but the unique magical wards placed on the Sphinx by the
cult of Areshkagal years ago shield it from detection by
means such as find the path or legend lore. However, if the
1 PCs learn about the girtablilu mercenaries serving the Cult

of the Forgotten Pharaoh, they can circumvent the wards by

using find the path to search for “the girtablilu camp” or “the
i mercenary camp.” Similarly, if the PCs interrogate any of the

cultists and learn the name and a detailed description of one
‘ of the prominent cult members, the PCs might be able to use
locate creature to narrow down the location of the Sphinx
when they are within the spell’s range.

Treasure: In addition to the baykok’s +1 composite longbow,
the girtablilu corpse carries a few items of value: a scorpion
tail whip (see page 63), a composite longbow (+2 Strength),
a quiver with 20 arrows and two +1 arrows, a small pouch
containing 43 gp, and a decorative golden amulet engraved
with a spiraling scorpion’s tail (worth 85 gp).

Development: The girtablilu, whose name was Dakuri,
was the nephew of the mercenaryleader Rubila (see area K12).
Dakuri was a fine scout and the girtablilus anxiously await
his return. A successful DC 25 Knowledge (religion) check
allows a PC to recall the burial customs of the girtablilu. To
respect the body, the PCs should cover it with sand and place
astone engraved with a simple rune over the body. A PC who
succeeds at a DC 20 Knowledge (nature) check knows that
the amulet Dakuri wears is a personal effect that his family
would likely appreciate having returned.

B. LAIR OF THE KING (CR 11)

The facade of a once-grand temple extends from a rocky slope
among the dunes. The slender gold columns and cupola of the
temple suggest the image of an elegant gilded cage. Patches of
bare rock show through where the gold leaf has flaked away,
however, and cracked steps worn from the passage of countless
feet show the temple’s age. Desert sand lies thickly on the
temple’s balustrades, but the steps seem freshly swept.

A PC who succeeds at a DC 15 Knowledge (religion)
check recognizes the structure as a temple of Sarenrae.
With a successful DC 25 Knowledge (religion) check, a PC
can identify small religious glyphs carved on the pillars
indicating that the temple’s residents deconsecrated the
temple in a formal ceremony, probably as part of moving
to another holy site. In such a ceremony, the temple relics
would have been removed, along with any items of value
that could be of use at the new site.

MMYS MASKS:

Use the map on page 12 for this location.

Creature: A broad-shouldered human man with sun-
darkened skin, white hair, and a dignified bearing is
exploring the temple, and approaches the PCs if they
enter. He introduces himself as Zaid Faad, an explorer of
many years who specializes in investigating old temples.
Faad seems interested in the PCs’ adventures but says he
has already claimed this temple for his own and he “can’t
possibly allow others to come tromping in, knocking
into walls and tracking sand all over the place” until he’s
finished his research. He assures them, “It shouldn’t be
more than a month or so now. Do come back then—I'm
sure you'll be interested in my notes.”

In truth, Faad is neither a human nor an explorer; he
is one of the five humanoid forms of a royal naga named
Zereletan who lairs within the temple. Though he considers
it beneath him, Zereletan takes on his humanoid forms in
an effort to discourage the curious instead of resorting to
more violent methods. If the PCs demand to investigate the
temple or threaten “Zaid Faad,” the naga resumes his normal
appearance, rearing up in a terrifying display above the
PCs. Zereletan orders the PCs out of his temple, warning
them that he has the patience of a mountain but the ferocity
of the burning sun itself; and says, “If it comes to violence, I
will not be the one to bleed out upon the desert sands.”

If the PCs try to deal diplomatically with the naga, they
discover Zereletan is a proud and noble creature. He often
unintentionally insults those with whom he speaks, noting
that his “alternate forms serve to chase away those with
duller senses than nagas” and how he “rightfully claims this
treasure as one of the few beings cultured and intelligent
enough to appreciate it.” He seems baffled by any offense
the PCs take and quickly grows irritated with any of their
attempts to convince him that they are his equals (much less
his superiors). If the PCs act deferential and flatter the naga,
however, he becomes much more congenial toward them.

Zereletan’s initial attitude is unfriendly; if made friendly
with a successful DC 29 Diplomacy check, Zereletan asks
the PCs to do him a small service. Several days ago, the
naga was bathing in a nearby river (area C) when his crown
slipped off one of his heads and was lost in the fine silt. If
the PCs return with his crown, Zereletan will give them a
fine prize from his personal hoard, “worthy of those who
serve nobility.”

If the PCs choose to fight Zereletan or persist in their
“uncultured” behavior, the naga demands once again
that they leave and retreats into the temple, meeting any
further incursions with violence.

ZERELETAN CR 11

XP 12,800
Male royal naga (Pathfinder RPG Bestiary 3 198)
hp 133




TACTICS
Before Combat Zereletan casts mage armor before approaching
the PCs.
During Combat Zereletan activates his deafening gaze and casts
blink on the first round of combat. On subsequent rounds,
he switches to his blinding gaze and casts spells at those
unaffected by his dual gaze. If forced into melee combat, he
first targets melee fighters first with multiple bites.
Morale Although arrogant, Zereletan has no desire to
die for his treasure hoard. If reduced to fewer
than 30 hit points, he casts invisibility and
flees the temple.

Treasure: Zereletan keeps his treasure
hoard in a tiny secret compartment
behind the temple’s altar (Perception
DC 20 to locate). The eight art pieces in
the hoard—statues, paintings, pottery,
and the like—are worth between goo
and 1,200 gp individually (8,000
gp altogether). In addition, there is

a strange triangular piece of iron
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with a gold feather engraved along
each surface. A detect magic spell reveals
the object’s moderate evocation aura; a
successful DC 25 Spellcraft check reveals that
the object is a power source for an automaton or
construct of some sort (the bronze sentinel at area I).

Development: If the PCs find Zereletan’s crown at
area C and return it to the naga, he offers them gold and
gems or an art object (including the bronze sentinel’s power
source) worth 3,000 gp in total from his hoard.

Story Award: If the PCs strike a deal with Zereletan and
return his crown, award them XP as if they had defeated
the naga in combat.

C. STEEL-FEATHERED IBISES (CR 12)

The desert sands run right to the edge of a narrow, winding
river. The opposite riverbank is rockier, and a few thin reeds
grow here and there along the banks. Though narrow, the river
seems cool and deep and swirls by at a lazy pace. Clouds of
humming insects hover above the surface of the water.

The headwaters of the Scarab River wind through the
Parched Dunes in this hex.

Creatures: A flock of large, long-legged ibises with steely
gray feathers cluster near the reeds, ruffling their feathers
whenever the insects draw too near. The “ibises” are actually
an Osirian strain of stymphalidies, and can be identified as
such with a successful DC 18 Knowledge (arcana) check. The
territorial and ravenous birds attack the moment the PCs
come within 40 feet of the flock.

" ZEREL

STYMPHALIDIES (4)
XP 4,800 each
hp 94 each (Pathfinder RPG Bestiary 3 257)

TACTICS
During Combat The stymphalidies use their glare attacks to
attempt to blind attackers. The stymphalidies then fling wing
razors at approaching combatants before charging into melee.
Morale If two or more stymphalidies are slain, any
survivors attempt to flee.

R S Treasure: The PCs can search the river
\ for Zereletan’s lost crown (see area B)
once the stymphalidies are defeated.
Searching the river takes 1d3 hours and
requires a DC 25 Perception check. With
a successful check, the PCs find a small
golden circlet dotted with teardrop-
shaped diamonds, sized for the naga’s
main head. The crown is worth 350 gp.

D. SCORCHED OBELISK (CR 10)

PCs entering this hex automatically
g0 discover this location. In addition, a PC in

an adjacent hex who spends 1 hour studying

&‘\ this hex from afar can attempt a DC 10
ET Survival check to discover this location.

An obelisk of black stone stands alone on the rocky
desert plain. No markings adorn its perfectly smooth sides.
At the base of the obelisk lies a still humanoid form. Its skin
is charred black and flaking from its bones, and the tattered
remains of its clothes flutter in the gentle breeze.

The obelisk is nearly 30 feet tall, and once marked a long-
forgotten border of Ancient Osirion. The stone from which
the obelisk is made has the unusual property of conducting
and storing electricity, which the Ancient Osirians used to
defend this border. The corpse is that of a human trader
named Marik who became separated from his caravan and
sought shelter from a recent desert storm in the shadow
of the obelisk, only to be incinerated by a lightning strike,
which also charged the obelisk with electricity.

Trap: A creature who touches the obelisk with bare skin or
ametal weapon triggers a release of the stored electricity in a
manner akin to a trap—lightning arcs out from the obelisk
in all directions. The obelisk can be detected and disabled as
anormal magic trap. If the PCs successfully disable the trap,
they realize that the energy stored within the obelisk can
be used to temporarily charge metal melee weapons with
magical electricity. There is enough electricity within the
obelisk to give up to three weapons the shock special ability
for 1 week. Alternatively, the energy can be used to charge

a single weapon, giving it the shocking burst special ability




for 1 week. Triggering the trap or charging weapons depletes
the obelisk of energy; it only resets after being struck by
lightning in a naturally occurring desert storm.

SCORCHED OBELISK CR 10

XP 9,600

Type magic; Perception DC 31; Disable Device DC 31

EFFECTS

Trigger touch; Reset special; Bypass special

Effect spell effect (chain lightning, up to 13 bolts at separate
targets, 13d6 electricity damage, Reflex DC 24 half for
primary bolt, Reflex DC 22 half for secondary bolts); multiple
targets (up to 13 targets, all of which must be within 30 ft. of
primary target)

Story Award: If the PCs disable the obelisk and use it
to charge their weapons, award them the full XP value for
the trap.

E. GARDEN OF SYMMETRY (CR 11)

From a distance, a long line of pale rocks set appear to be some
sort of low wall or perhaps trail markers. Nearer, though, the rocks
become part of an elaborate design traced out on the ground.

Each rock is roughly the size of a human head, polished and
shaped until the rocks are almost identical. The pale gray color
of the stones gives them the disquieting appearance of skulls.

The rocks form a geometric pattern over 100 feet across,
though it’s impossible to gain a complete view of the design
from the ground. Use the map above for this location.

Creatures: These rocks were carefully shaped, polished,
and individually placed by a young blue dragon named
Keferuzagra. The dragon’s obsessive nature led him to
create this elaborate rock garden; the symmetry and order
of the lines soothe the dragon and he often spends hours
gliding over the pattern and meditating on its perfection.
When the PCs approach, there is a 20% chance that
Keferuzagra is flying above the rock garden; the dragon’s
coloring blends into the sky and he flies several hundred
feet in the air, imposing a —10 circumstance penalty on
Perception checks to spot him. Keferuzagra keeps an eye
on the PCs to see what they do. If creatures move within
30 feet of the garden or take to the air, the dragon attacks,
fearing that the intruders will disturb his creation—and
thinking they might make a tasty dinner. If Keferuzagra
is not in the air, he is coiled in his lair beneath the garden
(area E1).




Keferuzagra also uses a clay golem to guard the garden.

The golem stands in the center of the garden. If any
creatures approach within 30 feet of the garden, the clay
golem moves to intercept them. If Keferuzagra is in his
lair, he emerges 2 rounds later to join the fight, alerted
by the sounds of combat. Together the dragon and golem
make for a formidable combat, but the PCs can use the
terrain to their advantage, as both foes go to great lengths
to avoid disturbing the rock garden.

CLAY GOLEM CR 10

XP 9,600

hp 101 (Pathfinder RPG Bestiary 159)

TACTICS

During Combat The clay golem attacks any intruders who
come within 20 feet of the garden. It has been explicitly
ordered to not disturb the garden under any circumstances,
and does not pursue opponents across the rocks. If intruders
move more than 60 feet away from the garden, the golem
ceases to pursue them.

Morale The golem fights until destroyed.

KEFERUZAGRA CR9

XP 6,400

Male young blue dragon (Pathfinder RPG Bestiary 94)

hp 95

TACTICS

During Combat Keferuzagra has a pathological fear of
disturbing his rock garden and refuses to engage in melee
with enemies who stand among the rocks (though he
continues to fight from the air). He also refrains from using
his breath weapon if doing so would scorch the rocks.

Morale If reduced to fewer than 25 hit points, Keferuzagra
takes wing and shouts down at the PCs to leave his territory
with their lives. If they press the attack, he uses his desert
thirst ability before flying away at top speed to hide in the
desert, returning 6 hours later to take stock of his lair.

E1. Keferuzagra’s Lair

The entrance to Keferuzagra’s lair lies in a low pile of
boulders west of the garden, as the dragon doesn’t want
to risk disturbing his carefully crafted patterns. The
entrance is well concealed, but it can be found with a
successful DC 25 Perception check (the DC drops to 15 if
the PCs see Keferuzagra emerge from the sands). A 10-foot-
wide passage, lined with smoothly polished rocks, leads to
an egg-shaped chamber beneath the desert.

Sand fills the bowl of this subterranean chamber, providing a
soft and shifting surface to walk upon. A heatless flame burns
in a blue glass lantern hanging from the ceiling, filling the
room with a pale azure glow. On the other side of the chamber,
another dark passage stretches away.

Keferuzagra sleeps in this chamber; he keeps his hoard
in the treasure chamber at the end of the passage on the
other end of the room.

Treasure: An iron bracket inside the blue lantern
burns with a continual flame. The bracket can be removed,
allowing it to be placed within a lantern.

E2. Keferuzagra’s Hoard (CR 9)

Shining gold glitters in the depths of this chamber. Heavy gold
statues depicting dragons in flight rise from the sandy floor of
the room. A silver box sits atop a narrow stone pedestal. An
iron chest sits at the far end of the chamber, almost entirely
engulfed in sand.

Trap: The iron chest is unlocked but is warded with a
trap that targets every creature in the room with arcs of
electricity when the chest is opened.

SHOCKING CHEST TRAP CR9
XP 6,400
Type magic; Perception DC 26; Disable Device DC 26
EFFECTS
Trigger touch; Duration 1d6 rounds; Reset none
Effect spell effect (shocking grasp, Atk +10 ranged touch, 4d6
electricity damage); multiple targets (all targets in area E2)

Treasure: Six large gold statues of dragons stand in
various poses in the room. Although impressive at first
glance, they are just gilded wood, worth only 150 gp each
and weighing 70 pounds each. The box on the pedestal is a
silver-and-jade jewelry box (worth 125 gp) holding 10 rough-
cut emeralds worth 50 gp each. The iron chest contains
186 pp, 3,380 gp, and 4,000 sp. In addition, a yellow leather
quiver decorated with the holy symbol of Sarenrae—an
efficient quiver—hangs from a peg on the wall.

F. RUINS OF KHER-MA

This area is detailed in Part 2.

G. NOMAD CAMP (CR 10)

Campfire smoke curls up from this rocky dell, which contains
several small, dun-colored tents. A handful of camels and mules
stand nearby in a makeshift pen of wooden stakes and hemp
ropes. A small pool of water ripples between the tents and
livestock pen.

Use the map on page 12 for this encounter.

Creatures: A tribe of desert nomads has set up camp in
this hex. These nomads make their living crisscrossing
the desert, hunting wild animals and preserving the

hides, teeth, claws, and certain salable organs for trade,
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as well as combing through ruins for trinkets and bits of’
pottery to sell. In all, there are 22 nomads in the camp,
including their leader, a tall, dark-skinned woman named
Naheeba. The nomads are cautious, but they make their
livings trading with strangers, so the moment they spot
the PCs, a cry of “Naheeba!” goes up around the camp.
Naheeba emerges from one of the tents and greets the
PCs in both Taldane and Osiriani. She is a friendly
woman who wears a brightly colored tunic over
loose linen trousers. She knows a smattering
of many languages and tries to put people at
ease by inserting slang phrases from other
cultures in her conversation.

If the PCs are interested in trading with
the nomads, Naheeba is willing to do so.
While most of the nomads’ trade goods are
of little use to adventurers, they do have a
few exceptional items available for sale
(see Treasure, below). If the PCs are
interested in purchasing mounts,
Naheeba explains that the nomads
need all the animals they have. If the
PCs succeed at a DC 25 Diplomacy check,
Naheeba agrees to sell either a mule or
a camel at double its normal price. If the
PCs succeed at a DC 30 Diplomacy check,
Naheeba agrees to sell at most one mule and
one camel at 150% of the normal cost.

If the PCs ask the nomads for information or seek to
share the nomads’ camp for the night, Naheeba welcomes
them to spend the night, but the nomads are more reticent
with information. Everything in the desert is valuable,
after all. Naheeba invites the PCs to join the nomads for
ameal so that they can get to know each other and decide
whether they wish to share information. During the meal,
the nomads invite the PCs to tell stories, sing songs, or
otherwise entertain the camp. In exchange, the nomads
entertain the PCs with their own tales of Ancient Osirion
and with some local dances that feature a great deal of
spinning. If the PCs provide entertainment and succeed
ata DC 20 Perform check, the nomads become much more
friendly and agree to share information.

Though the nomads don't know the location of the
Sightless Sphinx, they did encounter a displaced maftet tribe
several weeks ago. One of the maftets mentioned previously
living “in the shadow of the Sphinx.” The nomads can direct
the PCs to the maftet camp in the ruins of Kher-Ma (area F),
and can warn the PCs of the dangerous stymphalidies that
gather near the river at area C. In addition, they know of the
scorched obelisk in area D, but they superstitiously avoid it
and know nothing of'its abilities.

If the PCs make camp with the nomads, they are

awakened in the middle of the night by screams and sounds

NAHEEBA

of panic, as a pair of powerful bulettes tears up through the

ground in search of dinner. The quick movements of the
fleeing nomads attract the bulettes’ attention, and each
bulette has a 50% chance each round of veering offto chase
down and attack the nearest nomad. A PC can redirect a
bulette’s attention toward the PCs instead of the nomads
by dealing at least 10 points of damage to the creature in a
single attack, by succeeding at a DC 19 Bluff check
to attract the bulette’s attention, or by using an
ability that compels an enemy to attack, such as
a cavalier’s challenge.

The nomads are no match for the bulettes
and scatter immediately to flee in various
directions. Naheeba is woefully outmatched,
but she considers it her duty to try to distract
the bulettes and protect her people. She

attacks and makes as much of'a distraction
as she can, potentially leading the bulettes
into range of the PCs’ attacks.

NAHEEBA CR5
XP 1,600

Traveling merchant (Pathfinder RPG
GameMastery Guide 285)

hp 31

TACTICS

During Combat Naheeba has no wish to fight, but she
takes up arms to protect her people if necessary.
Morale Naheeba fights to the death to defend her people.

NOMADS (21) (R1
XP 400 each
Vagabond (Pathfinder RPG GameMastery Guide 291)

hp 15 each

ADVANCED BULETTES (2) CR 8
XP 4,800 each

hp 100 each (Pathfinder RPG Bestiary 39, 294)

TACTICS

During Combat A bulette makes a leap attack against the

nearest nomad within range of its charge. If no nomads are
in range, the bulettes either leap on the nearest PC or take a
double move action toward the nearest nomad.

Morale A bulette burrows into the sand and flees if reduced to
fewer than 25 hit points.

Treasure: Among the wares carried by the nomads are the
following (their prices are in parentheses): a +2 khopesh of
ancient Osirian design, its blade decorated with hieroglyphs
of birds (Pathfinder RPG Ultimate Equipment 30; 8,320 gp); six
+1 frost bolts (166 gp each); a dusty rose ioun stone (5,000 gp); an
iron spike of safe passage (Ultimate Equipment 306; 2,000 gp); four
hot weather outfits (Ultimate Equipment 89; 8 gp each); and




25 feet of “fine silk cord” (actually a piece of spider’s silk rope,
unfamiliar to the nomads, Ultimate Equipment 73; 1 gp).

If the PCs slay the bulettes and at least half'the nomads
survive, the grateful Naheeba offers the PCs her personal
treasure, an eye of Horus amulet (see page 62).

H. WALLED 0ASIS

This area is detailed in Part 2.

I. BRONZE SENTINEL (CR 10)

Finding this ravine while exploring the hex requires a
successful DC 25 Perception check, or a successful DC 20
Survival check to notice the tracks of the cultists going
into the ravine. Use the map on page 12 for this location.

A narrow ravine dips down beneath the level of the sands. Loose
chips of red shale cover the ground, and variegated streaks of
crimson and purple ripple across the walls of the ravine. What
looks like a large humanoid figure or statue of burnished metal
stands in the center of the ravine, reflecting the light of the sun
overhead. Silence hangs over the depression.

Hundreds of years ago, a small cabal of arcane
researchers built an outpost and laboratory in this area.
The outpost has long since collapsed and been reduced to
dust, but one of the researchers’ creations remains. The
statue in the center of the ravine is actually a magical
automaton called the bronze sentinel. It is 15 feet tall, made
of magically treated bronze, and crafted in the shape of a
muscular man with an impassive countenance, wearing a
silver headband resembling two serpents twined together.

The sentinel is magical, and a detect magic spell reveals
the object’s moderate evocation and transmutation aura. A
PC who succeeds at a DC 34 Spellcraft check can identify
the sentinel as some sort of automaton bears similarities
to golems and other constructs.

With a successful DC 25 Perception check, a PC can find a
secret 2-foot-square hatch in the statue’s back. Opening the
hatch reveals an inner chamber, large enough for a Medium
humanoid to sit inside, containing a number of pedals and
levers. The pedals and levers are stiff and immobile. A PC
in the inner chamber who succeeds at a DC 20 Perception
check notices two triangular holes in the sentinel’s control
panel; with a successful DC 25 Knowledge (arcana) check,
a character realizes that two components are missing
from the sentinel. Without these components, the sentinel
remains deactivated and nothing short of a miracle or wish
can restore it. One of these components is in the hoard of
the royal naga Zereletan in area B, while the other may be
found in the shrine of Sekhmet in the walled oasis (area Ho).

Creatures: A group of cultists serving the Cult of the
Forgotten Pharaoh has also discovered the sentinel and
have set up camp here while investigating the strange

statue. These wardens have been sent out to scout the
desert surrounding the Sightless Sphinx for anyone—
such as the PCs—who might get too close to the cult’s
headquarters. Three of the cultists are examining the
statue curiously while one member of the band stands on
the edge of the ravine above, keeping watch for threats.
The cultists immediately attack any strangers.

WARDENS OF THE FORGOTTEN PHARAOH (4)

XP 2,400 each

Human fighter 5/ranger 2

LE Medium humanoid (human) b4

Init +5; Senses Perception +9

DEFENSE

AC 19, touch 12, flat-footed 17 (+6 armor, +1 Dex, +1 dodge,
+1 shield)

hp 73 each (7d10+30)

Fort +10, Ref +5, Will +0 (+1 vs. fear)

Defensive Abilities bravery +1

OFFENSE

Speed 30 ft.

Melee +7 scimitar +13/+8 (1d6+7/18-20)

Ranged mwk composite longbow

+9/+4 (1d8+3/x3)

CR6

—

 BRONZE SENTINEL




special Attacks combat style (archery), favored enemy
(humans +2), weapon training (heavy blades +1)

TACTICS
During Combat The cultists use Stealth to hide behind cover
before firing flaming arrows at opponents. Once opponents

are within 60 feet, a cultist drops her bow and draws her
scimitar and shield, charging into melee to take advantage
of her Opening Volley feat and make Power Attacks.

Morale The cultists are fanatically devoted to the Forgotten
Pharaoh and fight to the death, which triggers their Troth
of the Forgotten Pharaoh feat, destroying their bodies.
If a cultist is knocked unconscious or her capture seems
inevitable, her Troth of the Forgotten Pharaoh feat activates
as an immediate action to prevent capture.

STATISTICS

Str 16, Dex 13, Con 16, Int 10, Wis 8, Cha 12

Base Atk +7; CMB +10; CMD 21

Feats Dodge, Improved Initiative, Opening Volley'<, Point-
Blank Shot, Power Attack, Toughness, Troth of the Forgotten
Pharaoh (see page 17), Weapon Focus (scimitar), Weapon
Specialization (scimitar)

Skills Climb +6, Knowledge (nature) +5, Knowledge (religion) +2,
Linguistics +1, Perception +9, Stealth +8, Survival +9

Languages Ancient Osiriani, Common, Osiriani

$Q armor training 1, track +1, wild empathy +3

Combat Gear +7 flaming arrows (8), potion of cure moderate

wounds; Other Gear +7 scale mail, mwk light wooden
quickdraw shield“, +7 scimitar, mwk composite longbow (+3 Str)
with 12 arrows, gilt wooden funerary mask (worth 25 gp), 4 gp

Treasure: If the PCs recover both of the bronze sentinel’s
missing components and insert them into their proper
receptacles, the sentinel’s eyes glow green and the eyes
of the serpents around its brow glow yellow. Silver runes
form a glowing triangle of arcane sigils on its chest. All of
the controls in the sentinel’s inner chamber move easily,
and the bronze sentinel becomes fully functional. The bronze
sentinel is a modified, variant apparatus of the crab. Unlike
an apparatus of the crab, the sentinel cannot swim, and
instead of pincers and feeler, it has arms and hands. See
page 62 for full details of the bronze sentinel.

J. THE SIGHTLESS SPHINX

This area is detailed in Part 3.

PART 2: PRIDE OF THE DISPOSSESSED

The tribe of maftets who once lived “in the shadow of
the Sightless Sphinx” has inhabited the Parched Dunes
for generations. After being driven from the Sightless

Sphinx by the Areshkagal-worshiping maftets under the
leadership of Userib, the remainder of the tribe took up
residence among the fallen walls of a ruined village called
Kher-Ma. Though the site has been picked over countless

times by explorers and tomb robbers, its sense of antiquity
remains, and the maftets feel comfortable in the ruins.

In the mountains to the east of Kher-Ma stands an outpost
that contains a shrine to Sekhmet, the Ancient Osirian
goddess of war and healing. The maftets would like to
receive Sekhmet’s blessing at the shrine, believing it would
help them reclaim their former home and heal the rift in
their tribe, but the outpost’s current residents—a group of
efreet—aggressively defend their territory and repelled the
maftets when they attempted to visit the shrine.

F. RUINS OF KHER-MA (CR 12)

Broken rock walls offer scant shade from the burning desert sun,
but cloth sheets painted with triangles and yellow and blue stripes
stretch between the crumbling walls, affording some shelter. Here
and there, the walls remain intact enough to suggest the frame of
a building, but the ruins otherwise appear ravaged by time. Still,
the ruins show some signs of habitation. Wooden barrels topped
with white marble lids stand in a shady area next to a wall. On
the outskirts of the ruins, wooden racks hold stretched and drying
animal hides. The hum of conversation drifts on the dry breeze.

Creatures: A pride of 13 maftets is all that remains of the
tribe that once dwelled near the Sightless Sphinx. Having
recently suffered such terrible losses, the maftets are wary
of strangers. Two adults always stand guard on the outskirts
of the ruins; the other seven adults of the tribe remain
inside the ruins with the tribe’s four children. The guards
look like 7-foot-tall, dark-skinned humans with the lower
limbs of lions and gold-feathered wings stretching from
their backs,. The guards challenge anyone who approaches,
demanding to know their business with the tribe.

If the PCs wish to talk or ask to trade or purchase
supplies, the maftets require the characters to lay down
their weapons as a show of good faith. Because of the recent
troubles that have plagued the tribe, reluctance or attempts
at negotiation on the part of the PCs stokes the fire of the
maftets’ suspicion, making them hostile. A successful DC
25 Diplomacy check is required for the PCs to convince the
maftets they are not hostile and should be allowed to keep
their weapons for safety’s sake. A request to speak to the
leader of the tribe is likewise met with suspicion, but the
maftets agree to bring their leader out for negotiations if’
the PCs lay down their weapons first.

If the PCs make any mention of the Cult of the Forgotten
Pharaoh or the Sightless Sphinx, the maftets order the PCs
to wait where they are. One maftet remains on guard while
the other leaves to fetch their leader, Erayu. See Meeting
Erayu on page 17 for details of this encounter.

Ifthe PCs are accompanied by the gynosphinx Tetisurah,
they gain a +5 circumstance bonus on any Diplomacy
checks to befriend the maftets.




If the PCs attack, they find themselves facing almost the
entire pride of angry maftets—all the adults save Erayu.

Though quick to defend their home, the maftets are not
cold-blooded murderers. They first try to reduce a PC to
unconsciousness before ordering the rest to leave. If the
PCs attempt to negotiate during combat, the maftets are
willing to call off hostilities but insist only one PC remain
to talk while the rest must retreat at least 100 feet away.

MAFTETS (8) (R6

XP 2,400 each

hp 68 each (Pathfinder RPG Bestiary 3 188)

TACTICS

During Combat The maftets are practiced warriors and
immediately take to the sky, then use their runic tattoos to
activate cat’s grace and magic weapon as a standard action.
The maftets break into two groups of four, and each group
targets a single opponent with raptor dives. Each group then
arranges its members into a diamond-shaped formation
around its target to gain flanking bonuses, focusing attacks
until the group’s target is unconscious or dead.

Morale If three or more maftets are slain, the rest take wing
and retreat into the ruins to fetch their young and any
supplies they can grab before fleeing.

Meeting Erayu (CR 10)
The pride’s current leader, a maftet elder named Erayu,
oversees the rearing of the young maftets, teaching them
geography, desert survival, and their people’s history.
Over the years, Erayu has helped defend the tribe against
bulettes, giant scorpions, sandstorms, and other threats,
and the maftets have survived and even flourished. When
Userib led his group of young maftets into the Sightless
Sphinx, it came as a great shock to the tribe, especially to
Erayu. This was a challenge unlike any the maftet leader
had faced before. Erayu instinctively knew that the Sphinx
was an evil place, but he could not bring himselfto abandon
Userib and the others to their grim fate. But before he could
formulate a solid plan for extricating the lost ones, Userib
and the demon-worshiping maftets emerged and attacked
their former tribespeople. After a pitched battle in which
several maftets died, the tribe was forced to withdraw.
Creatures: Assuming the PCs make peaceful contact with
the maftets, Erayu emerges from the ruins to speak with
them. Erayu is an aged maftet; his hair is white, his fur is
streaked with gray, and his wing feathers are tipped with
white, but he still carries himself with an inner strength.
Erayu is cautious, but willing to talk to the PCs. He keeps
two guards with him at all times and is alert for any signs
of aggression on the PCs’ part. Erayu is an even-tempered
but protective maftet. The safety of his pride comes first,
and any interactions with the PCs always lead back to the

well-being of his people. Erayu has the habit of growling

New Fear '

Many cultists of the Forgotten Pharaoh take part in a
painful ritual in which they carve the cartouche of Hakotep
into their flesh to demonstrate their devotion to the cult.
This ritual takes the form of a new feat.

TROTH OF THE FORGOTTEN PHARAOH
You've pledged your body to the Forgotten Pharaoh, and are
willing to sacrifice yourself to keep his secrets even in death.

Prerequisite: Must be a member of the Cult of the
Forgotten Pharaoh.

Benefit: Upon taking this feat, you undergo a ritual
wherein the cartouche of Pharaoh Hakotep I is carved
into your flesh (typically on the chest or back), and then
embellished with painful crimson and ocher tattoos. The
ritual takes 1 hour to complete, and you take 3 points
of damage from the wound (see Special, below). Upon
completion of the ritual, you gain the feat’s benefits.

As an immediate action, or when you die, you can cause
white-hot fire to burst from the tattooed cartouche on your
flesh, immolating your body in a bright flash and instantly
reducing it to ash. If you are still alive, you are immediately
slain. Spells such as raise dead or speak with dead cannot
be used on your remains, but your equipment is unaffected.

As the fire consumes you, fiery snakes whip out of your
body in a 5-foot-radius burst, dealing 1d6 points of fire
damage + 1 point per character level. Creatures in the area
can attempt a Reflex save to negate the damage (DC 10 +
1/2 your character level + your Constitution modifier). In
addition, creatures within a 10-foot burst must succeed at
a Fortitude save (DC 10 + 1/2 your character level + your
Constitution modifier) or be blinded for 1 round. Blind or
sightless creatures are unaffected by this blinding effect.

Special: You permanently lose 3 hit points when you
take this feat. This damage can be healed only with a
miracle or wish spell, but doing so causes you to lose all
benefits of this feat.
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softly when he thinks, a trait that can be off-putting to those
he negotiates with. When he learns the PCs are seeking the
Sightless Sphinx, Erayu thinks hard before replying.

“Until recently, my people lived in the shadow of the Sightless
Sphinx. Circumstances drove us from our homes, which have
now fallen into the clutches of evil. | am loath to direct you to the
Sphinx without knowing more about you. Not only is it a place
of danger, but you could unknowingly do great harm. I regret |
cannot say more until | am reassured of your abilities. Would you
be willing to provide a service to us in exchange for information
on the Sightless Sphinx?”

o
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RUINS OF KHER-MA . !

N thorp

Corruption -4; Crime -5; Economy -4; Law -3; Lore -2;
Society -4

Qualities insular

. Danger -10

\ DEMOGRAPHICS
Government autocracy

. Population 13 (9 adult maftets, 4 children)

~ Notable NPCs

‘ Pride Leader Erayu (N male old maftet fighter 4)
Shaman Sibri (N female maftet oracle 3)

MARKETPLACE

Base Value 50 gp; Purchase Limit 500 gp; Spellcasting 1st

Minor Items +7 banded mail, potion of cure moderate
wounds; Medium Items —; Major Items —

T

Ifthe PCs seem open to the idea, Erayu continues.

“We chose to settle in these ruins because my people are
most comfortable in ancient places, but also because a nearby
outpost—though otherwise too new to be of interest to us—
holds a shrine to Sekhmet, our patron of battle.

“Upon settling here, we journeyed to the outpost to make
our offerings to the Lady of Slaughter, but as we approached,
monstrous creatures emerged from the outpost to drive us back.”
Erayu scratches the sand at his feet and spits to the side. “Red-
skinned humanoids with curving horns sprouting from their
brows and fire in their hearts. They attacked without warning,
and we were forced to retreat before we lost even more from
our pride. | dare not risk all of us in a direct assault. Perhaps you
could investigate the outpost and clear a path for us to the shrine
of Sekhmet? With Sekhmet’s blessing, | would feel confident in
showing you the way to the Sightless Sphinx.”

Erayu does not know what manner of creatures guarded
the outpost, but he can describe them as 12-foot-tall, red-
skinned humanoids with horns. They carried falchions
and heat radiated from their bodies. Upon hearing Erayu’s
description, a PC who succeeds at a DC 23 Knowledge
(planes) check can identify the creatures as efreet. If the
PCs agree to visit the outpost and defeat the efreet within,
Erayu gives them directions to the walled oasis (area H),
which he describes as a solidly built outpost that has
weathered years of abandonment well.

ERAYU CR 10

XP 9,600

Male old maftet fighter 4 (Pathfinder RPG Bestiary 3 188)

N Medium monstrous humanoid

Init +4; Senses darkvision 60 ft., low-light vision; Perception +16

DEFENSE

AC 25, touch 14, flat-footed 21 (+7 armor, +4 Dex, +3 natural,
+1 shield)

hp 105 (12 HD; 8d10+4d10+39)

Fort +9, Ref +13, Will +9 (+1 vs. fear)

Defensive Abilities bravery +1

OFFENSE

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

Melee scimitar of the striking wing +17/+12/+7 (1d6+8/18-20),
mwk scimitar +16/+11 (1d6+6,/18-20)

Special Attacks paired weapons, raptor dive

spell-Like Abilities (CL 8th; concentration +9)
Constant—mage armor
3/day—magic weapon
1/day—cat’s grace, protection from evil

TACTICS

Before Combat Before meeting the PCs, Erayu casts protection
from evil on himself.

During Combat Erayu casts magic weapon on his off-hand
scimitar and takes flight. Once in the air, he raptor dives
at the most heavily armored enemy, trying to take down
powerful warriors before they can do too much damage.

Morale Erayu fights to the death to defend his pride.

STATISTICS

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

Base Atk +12; CMB +16; CMD 30

Feats Combat Reflexes®, Double Slice, Improved Two-Weapon
Fighting, Lightning Reflexes, Two-Weapon Defense, Two-
Weapon Fighting, Two-Weapon Rend, Weapon Focus
(scimitar), Weapon Specialization (scimitar), Wingover

Skills Diplomacy +10, Fly +10, Knowledge (geography) +8,
Knowledge (history) +12, Knowledge (local) +8, Perception +16,
Stealth +18, Survival +10

Languages Ancient Osiriani, Common, Osiriani, Sphinx

$Q armor training 1, runic tattoos

Gear +1 breastplate, scimitar of the striking wing (+2 scimitar,
see page 63), mwk scimitar, 170 gp

MAFTETS (2) (R6
XP 2,400 each
hp 68 each (Pathfinder RPG Bestiary 3 188)

Development: If the PCs return to the ruins of Kher-Ma
with the outpost cleared of the efreet and their allies and the
shrine of Sekhmet accessible to the maftets, Erayu thanks
them for their help.

“You have indeed proven your worth. It takes strength and
purpose to survive the Parched Dunes, and | see now that you
have both. I thank you, and | will help you in your quest.”

Erayu ruffles his wings and leans forward to tell his story.
“We lived for many generations in the shadow of the Sightless
Sphinx, quarding and preserving it, though never entering it, for




ancient evil lingered within its crumbling walls. But several of
our younger kin, led by a rash youth named Userib, decided to
explore the Sphinx. Of the dozen who ventured within, only one
returned, her face white with fear. She told us that Userib had
awakened the evil within the Sphinx and that it had corrupted
him and the others. Her words held truth, for before we could
initiate a rescue, Userib and his followers attacked. Many of
my tribe fell under their assault, leaving us no choice but to

abandon the Sphinx.” e

A solemn look spreads over Erayu’s
face. “I could say that in our weakened
condition, and with the children to
consider, we could not expect to win the
day in an attack on the Sphinx. This would
be true. But it is also true that our own
kin still reside within the Sphinx. Can they
be saved and returned to the pride? | do
not know. | cannot imagine facing those
we have raised from birth and making the
decision to end their lives. You are strong and |
believe you are worthy souls. We shall direct you
to the Sightless Sphinx. May Sekhmet grant you
power in battle, and Thoth give you the wisdom
to do what is necessary.”

A
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Erayu gives the PCs directions to the

includes two efreeti allies and a shaitan named Picasi. Kixexa

and Picasi have been friends for decades and the efreet take
orders from either genie. In addition, Picasi managed to
make peaceful contact with a desert drake named Kjef-kadeq,
who now serves as a guardian for the outpost in exchange for
a portion of the genies’ treasure. Kixexa’s long-term goals
involve gathering sufficient resources to return to the Plane
of Fire and secure a small domain, but in
the short term, she is content to maintain

her position here while scouring the
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desert for treasure-laden ruins.

One efreeti in human form always
stands guard on the battlements
(area Hs) above the provisionary,
patrolling the walls of the outpost
once every hour. If the efreeti spots

anyone approaching the compound,
it calls down a warning to the drake
in area Hz. If intruders get within

100 feet of the outpost, the efreeti

encircles them in a wall of fire to deter

any closer approach.

If the lookout alerts the compound,
the second efreeti in area H4 joins him
on the battlements. The lazy desert drake
Kjef-kadeq remains in the courtyard, waiting to see

Sightless Sphinx (area J), though he can’t spare ‘ ERAYU  whether the efreet really need his assistance. Only

any of his maftets to accompany the PCs.
Story Award: Award the PCs 9,600 XP for learning the
location of the Sightless Sphinx from the maftets.

H. WALLED OASIS (CR VARIES)

A successful DC 30 Perception check is required to discover
this outpost while exploring the hex. If the PCs are
following the directions of the maftets, they can find this
location automatically.

Weathered stone walls, still solid despite obvious years of wear,
stand strong and tall among the desert mountain peaks. The
tips of green palm fronds just show over the top of the walls,
suggesting a courtyard within, and a three-story circular tower
rises from one corner of the compound. An air of emptiness
hangs over the outpost.

This outpost was built around an oasis in a secluded
valley where the peaks of the Pillars of the Sun extend into
the Parched Dunes. The oasis still remains viable, and this
guaranteed access to water, along with the good condition
of the structures, makes the outpost a valuable site that
has been fought over repeatedly. The stone masonry walls
of the compound are 3 feet thick and stand 15 feet tall.

Currently, a fierce noble efreeti named Kixexa and her

small band of genies control the outpost. Kixexa’s company

after the efreet call for aid several times does the
drake stir itself, joining the combat 1d4 rounds later, letting
out a terrific roar to alert the rest of the inhabitants.

H1. Front Gate

A 7-foot-tall gate of 2-inch-thick wood stands in the middle
of the south wall. The gate is locked and the lock is rusted
shut (hardness 5, hp 20, break DC 25, Disable Device DC 40);
the genies fly over or stone glide through the walls. Climbing
the walls requires a successful DC 20 Climb check.

H2. Courtyard Oasis (CR 8)

A placid pond sits in the center of the courtyard, surrounded by
several lush green palm trees and piles of bleached bones. Sun-
warmed sand fills the rest of the courtyard. In the northwest
corner, a stretch of blue-and-white striped canvas casts a
patch of shade over a couple of wooden chairs beneath it. A
rectanqular building sits in the northeast corner, and a circular
tower rises over the southeast corner.

Creature: The desert drake Kjef-kadeq spends most of
its time here baking in the sun. It leaves the outpost at
night to hunt—the remains of its prey lie scattered around
the edge of the oasis. Kjef-kadeq eagerly attacks anyone
other than its allies who enter the compound, but it is lazy,
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and it waits 1d4 rounds before responding to calls for aid
from the efreeti lookouts.

KJEF-KADEQ CR 8
XP 4,800
Desert drake (Pathfinder RPG Bestiary 3 105)
hp 103
TACTICS

During Combat Kjef-kadeq tries to catch as many enemies
as possible with its sandstorm breath in the first round of
combat (even if an efreeti is the area of effect, but not if two
of them are). It then moves to attack the enemy who seems
the most badly wounded from its breath, attacking with bite
and tail slap. If Kjef-kadeq falls to below 40 hit points, it rises
into the air and attempts to stay out of melee, exclusively
using its breath weapon.

Morale If reduced to 20 hit points or fewer, Kjef-kadeq
abandons its allies and attempts to fly away.

Treasure: Kjef-kadeq has buried its treasure beneath
the sand in the courtyard. A successful DC 30 Perception

check or DC 20 Survival check reveals a slightly grainier
patch of sand in the courtyard, indicating the area has
been dug up and smoothed down again. Buried beneath

this patch of sand is a +1 khopesh (Ultimate Equipment 30), a
water elemental gem (which Kixexa wanted to destroy and
the drake managed to salvage), a string of amber beads
(worth 400 gp), a silver circlet set with a pearl (worth 250
gp), and 2,000 gp in loose coins in a wooden chest.

Development: If the PCs engage in combat in the
courtyard, the efreeti in area H4 can attempt a DC 20
Perception check to hear the battle; if successful, it joins
in on the following round. The DC reflects the thick stone
walls of the tower and its distance from the battle.

H3. Provisionary (CR 10)

The thick stone walls and floor of this chamber keep the room
cool even beneath the midday sun. Wax-sealed clay vessels line
one wall, and a stack of crates sits in a corner. A few droning
flies bumble around in the dark room, and the smell of rancid
oil lingers in the air. A wooden ladder climbs up to a trap door
in the ceiling.

This provisionary holds old supplies, most of which are
unnecessary to the outpost’s current denizens. The clay
vessels were used to make olive oil and the spoiled remains
of the oil coats the inside of the vessels. The crates hold




bundles of arrows, candles, linen sheets, and tools, and a few

desiccated bits of dried rations. The trap door in the ceiling
leads to area Hs.

Trap: The crates in the corner conceal a second trap door
in the floor, which the PCs can discover with a successful
DC 15 Perception check. The shaitan Picasi has made the
rooms below (areas H8 and Hg) her domain, and as she can
stone glide through the floor, she’s locked the trap door
(hardness 5, hp 15, break DC 18, Disable Device DC 25) and
repaired an old trap in the walls that shoots razor-tipped
arrows at anyone opening the door.

BURST OF ARROWS TRAP CR 10

XP 9,600

Type mechanical; Perception DC 25; Disable Device DC 25

EFFECTS

Trigger touch; Reset repair

Effect Atk +20 ranged (8dé6); multiple targets (all targets in a
20-ft. radius)

Treasure: A successful DC 20 Perception check reveals
three +2 arrows tucked within one of the arrow bundles in
the crates.

H4. Tower Main Floor (CR 10)

Arrow slits in the wall of this round chamber reveal slivers of the
desert outside. In the center of the room, four cane-back chairs
surround a table. A curved stone staircase along one wall leads
to a trap door in the ceiling.

A wooden box underneath the table holds dusty tin
plates, mugs, and cutlery. The trap door in the ceiling leads
to area H6 and is barred from the other side (hardness s,
hp 15, break DC 25).

Creature: One efreeti resides in this room, unless the
compound has been alerted and it has joined its allies
elsewhere. The efreeti attacks any intruders who enter
the tower.

EFREETI CR 8
XP 4,800
hp 95 (Pathfinder RPG Bestiary 140)
TACTICS

Trap: To prevent intruders from accessing her chamber
above, Kixexa granted a wish to the desert drake Kjef-
kadeq to create a magic trap on the trap door to area H6.
Attempting to open or even touching the trap door triggers
the trap and launches a fireball into the center of the room,
where it explodes, filling the entire room with flame. When
necessary, the genies use a hidden switch to bypass the trap.

FIREBALL TRAP CR 8

XP 4,800

Type magic; Perception DC 28; Disable Device DC 28

EFFECTS

Trigger touch (alarm); Reset none; Bypass hidden switch
(Perception DC 25 to locate)

Effect spell effect (fireball, 10d6 fire damage, Reflex DC 19
half); multiple targets (all targets in a 20-ft.-radius burst)

Treasure: A wax-sealed tin casket in the box beneath
the table contains pungent spice that still maintains its
potency (worth 75 gp).

H5. Battlements (CR 8)

A crenellated stone wall edges this roof, though cutouts allow
access to the top of the compound’s walls. Blowing sand has
scoured the edges of the defensive wall into smoothness, and
fine grit coats the roof, making footsteps crunch. A wooden trap
door sits near the center of the roof.

The trap door leads to area H3 below.

Creature: One efreeti spends most of its time on this
roof, which gives it an excellent view of the surrounding
desert. The efreeti normally takes human form while on
lookout duty, and makes a circuit of the compound’s walls
once every hour. The efreeti engages anyone approaching
the outpost (see area H). Its tactics in combat are identical
to those of the efreeti in area H4.

EFREETI CR 8
XP 4,800
hp 95 (Pathfinder RPG Bestiary 140)

H6. Chamber of Flame (CR 11)

During Combat The efreeti casts wall of fire to separate
opponents as much as possible and scorching ray to wear them
down (watching for signs of fire resistance). In melee, the
efreeti uses its falchion, taking 5-foot steps whenever possible
to force enemies to provoke attacks of opportunity as they
move to attack the efreeti. The efreet are used to fighting in
tandem and anticipate each other’s moves if working together.

Morale If reduced to 30 or fewer hit points, the efreeti casts
gaseous form and retreats to area H6 to regroup.

Sheets of roaring flame form a circular chamber of sorts, with a
ceiling of crackling fire overhead and a floor of sluggishly moving
lava. More lava flows down a curving staircase of dark stone along
one flaming wall. To the north, a huge pile of cushions lies upon
a stone platform above the lava floor. Heat radiates from every
surface, and the air is sharp with the tang of sulfur and ash.

All of the flames and furnishings in this chamber are

permanent images created by the room’s occupant. Beneath the




illusions are bare stone walls marked with graffiti carved by

bored guards and a simple wooden table. The illusions also
conceal a trap door in the floor that leads to area H4. The
stairs are normal stone stairs leading up to a trap door in the
ceiling that opens into area Hy. Both trap doors are barred
from this side, but the bars can be easily removed from
within this room. Anyone interacting with the illusions can
attempt a DC 20 Will save to disbelieve them. Because this
room has no windows, the outpost’s defenders retreat here if
necessary during an assault on the compound.

Creature: The leader of the genies at the outpost is a noble
efreeti, a malikah named Kixexa. She spends most of her
time in this chamber, which she has claimed as her personal
quarters, working on her plans and maps of the desert. Kixexa
values the strategic location of the compound highly and she
immediately attacks intruders. Like many efreet, Kixexa has
an inflated sense of self-worth and an arrogant confidence,
butherintelligence keeps her from being too cocky. She curtly
orders intruders away even as she unleashes fireballs in their
faces. She maintains a terse, focused silence during combat,
speaking only after particularly effective attacks or when an
enemy falls: “As you can see, you are outmatched. Flee now
and you may escape with your lives.” Kixexa is content to let
survivors flee from battle, but only after demonstrating her
power by killing one or two opponents.

XP 12,800
Female advanced noble efreeti (Pathfinder RPG Bestiary 140, 294)
LE Large outsider (extraplanar, fire)
Init +9; Senses darkvision 60 ft., detect magic; Perception +20
DEFENSE
AC 25, touch 15, flat-footed 19 (+5 Dex, +1 dodge, +10 natural,
-1 size)
hp 149 (13d10+78)
Fort +10, Ref +13, Will +14
Immune fire
Weaknesses vulnerable to cold
OFFENSE
Speed 20 ft., fly 40 ft. (perfect)
Melee 2 slams +20 (2d6+8 plus 1d6 fire)
Space 10 ft.; Reach 10 ft.
Special Attacks change size (DC 16), heat (1d6 fire)
spell-Like Abilities (CL 15th; concentration +19)
Constant—detect magic
At will—plane shift (willing targets to elemental planes,
Astral Plane, or Material Plane only), produce flame,
pyrotechnics (DC 16), scorching ray
3/day—quickened fireball (DC 17), heat metal (DC 16),
invisibility, quickened scorching ray, wall of fire (DC 18)
1/day—grant up to 3 wishes (to non-genies only), gaseous form,
greater invisibility, permanent image (DC 20), pyroclastic
storm (as ice storm, with fire instead of cold damage)

TACTICS

During Combat Kixexa casts greater invisibility on herself
right away and fills the room with quickened fireballs and
scorching rays in quick succession. When she has expended
her fireballs, Kixexa launches quickened scorching rays at
those who seem most injured by the fire while targeting
others with her area effect spell-like abilities. Kixexa prefers
to fight with her magic, but she attacks with her slam attack
in melee if she has no other choice.

Morale If reduced to fewer than 50 hit points, Kixexa casts
gaseous form and attempts to flee, joining Picasi in area H9.

STATISTICS

Str 27, Dex 21, Con 22, Int 16, Wis 18, Cha 19

Base Atk +13; CMB +22; CMD 38

Feats Combat Casting, Combat Reflexes, Dodge, Improved
Initiative®, Improved Natural Attack (slam), Iron Will,
Quicken Spell-Like Ability (fireball), Quicken Spell-Like Ability
(scorching ray)

Skills Bluff +20, Craft (traps) +18, Disquise +16, Fly +20,
Intimidate +20, Knowledge (geography) +12, Knowledge
(planes) +12, Perception +20, Sense Motive +20, Spellcraft +19,
Stealth +17

Languages Aquan, Auran, Common, Draconic, Ignan, Osirian,
Terran; telepathy 100 ft.

$Q change shape (humanoid or giant; alter self or giant form I)

Treasure: Kixexa wears jewelry worth a total of 1,000 gp.
In addition, a brass strongbox engraved with flames and
set with a false ruby in its lid sits beneath the table. The
strongbox is unlocked. It contains a handful of old coins
from various kingdoms, a few chips of semiprecious stones,
a small length of brass chain, a key, and other sundries,
worth 25 gp in all. These items were claimed during the
group’s expeditions and weren’t valuable enough on their
own to keep for trade, but nonetheless caught Kixexa’s eye.
The key opens the chest in area Hog.

The strongbox also holds six maps of the Parched Dunes,
crated by Kixexa based on reports from her efreeti allies and
Picasi. Drawn on fine parchment in colored ink, the maps
are both gorgeous works of art and accurate representations
of the region. The maps grant a +5 competence bonus on
any Survival checks to navigate within the Parched Dunes.
While the Sightless Sphinx does not appear on the maps,
they do detail the locations of an abandoned temple of
Sarenrae (the Lair of the King, area B), the obelisk in
area D, and the Garden of Symmetry (area E), though they
contain no clues as to what those locations are. In total, the
beautifully drawn maps are worth 600 gp.

H7. Unused Tower Room

A layer of sand on the floor here gives the impression that no
one has used this room for some time. Arrow slits in the circular




wall afford a complete view of both the courtyard and the
desert outside. A wooden trap door, half obscured by sand, lies
in the floor.

Kixexa and her allies have had no need to use this room,
so they barred the trap door, which leads to area H6, from
the other side (hardness 5, hp 15, break DC 25), cutting off
this room as an access point. The PCs may be able to enter
the tower this way via magical means (such as using gaseous
form to pass through the arrow slits), but breaking through
the trap door almost certainly alerts Kixexa in area H6.

H8. Subterranean Storeroom (CR 9)

The scent of cool water rises from a low stone circle in one
corner of this room, and a stack of wooden crates stands in the
opposite corner. A stone door stands in the west wall.

This chamber held stores for the outpost’s defenders
in the event of a siege. The provisions once stored in the
crates turned to dust years ago, but the well in the corner
taps into the same underground reservoir as the oasis in
the courtyard, and the water is still fresh.

Creature: Once Picasi claimed these rooms as hers, she
returned to the Plane of Earth and bartered for the services
of a greater earth elemental. The elemental remains in
this room, guarding it from intruders.

GREATER EARTH ELEMENTAL CR9

XP 6,400

hp 136 (Pathfinder RPG Bestiary 123)

TACTICS

During Combat On the first round of combat, the elemental
stomps heavily on the ground to warn Picasi in area H9
of intruders. The elemental stays away from the well but
otherwise uses its earth glide ability to move into the floor
and walls and strike from there, gaining cover while it is
partially melded into the rock. It pummels anyone in reach
but focuses on individuals approaching the door to area H9.

Morale If the elemental falls to 25 hit points or fewer, it sinks
into the ground and waits for a day before resurfacing to
look for Picasi and have her return it to the Plane of Earth.

H9. Shrine of Sekhmet (CR 10)

A tall warrior with the head of a snarling lioness and wearing a
long red dress looks out from the far wall of this long chamber,
seemingly poised to step out of the wall. The golden light of
flickering torches casts shadows over the finely carved image,
almost giving it the appearance of life. The carving stands
beneath a stone arch inscribed with hieroglyphs. A
small altar emblazoned with seven crossed arrows sits

on a raised semicircular dais beneath the arch.
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The hieroglyphs on the arch are in Ancient Osiriani, and
read, “Lady of Slaughter, Mistress of Red Linen, Mistress
of Life, She-Who-Makes-the-Mighty-Tremble, hear our
battle cry. Unfurl your banner beneath the sun and we shall
follow your steps in the sand to victory.” With a successful
DC 20 Knowledge (religion) check, a character identifies the
lioness-headed woman on the wall as Sekhmet, the Ancient
Osirian goddess of fire, healing, vengeance, and war; the
titles in the arch’s inscription refer to her as well.

Two everburning torches illuminate the room.

Creature: The shaitan Picasi lives in this chamber.
Although Picasiis nota worshiper of Sekhmet, the goddess’s
strength and warlike nature appeal to her and the stone
walls and sandy floor make this chamber feel like home.
If warned of intruders by the earth elemental in area HS,




Picasi melds into the wall with meld into stone to hide and
wait for a good ambush opportunity. Picasiis a determined
opponent but has a more temperamental personality than
her friend Kixexa. The shaitan attacks relentlessly and
taunts her opponents about their weaknesses, pointing
out every missed attack and laughing at their failures:
“Who are you to think you can resist the strength of the
mountains and the power of the earthquake?”

PICASI (R 10 =

XP 9,600 ey e 4
Female shaitan monk 6 (Pathfinder RPG _v;.»’ -’-:;" ;
Bestiary 143) ; LA

LN Large outsider (earth, extraplanar)
Init +7; Senses darkvision 60 ft.,
tremorsense 60 ft.; Perception +20
DEFENSE
AC 26, touch 16, flat-footed 23
(+3 Dex, +1 monk, +3 Wis,
+10 natural, -1 size)
hp 127 (15 HD; 9d10+6d8+51)
Fort +14, Ref +11, Will +14; +2 vs.

enchantments

Defensive Abilities evasion; DR 10/ PICAS]

adamantine (120 points); Immune disease,
electricity
OFFENSE

Speed 40 ft., burrow 60 ft., climb 20 ft.

Melee flurry of blows +19/+19/+14/+9 (2d6+7/19-20)

Space 10 ft.; Reach 10 ft.

Special Attacks earth mastery, flurry of blows, metalmorph,

stone curse (DC 21), stunning fist (8/day, DC 16)

spell-Like Abilities (CL 12th; concentration +15)

At will—meld into stone, plane shift (willing targets to
elemental planes, Astral Plane, or Material Plane only),
soften earth and stone, stone shape, veil (DC 19; self only)

3/day—quickened glitterdust (DC 15), stoneskin, rusting
grasp, stone tell, wall of stone

1/day—transmute mud to rock (DC 18), transmute rock to
mud (DC 18)

TACTICS

Before Combat Picasi uses meld into stone to merge with a
wall or the floor and then casts stoneskin on herself.

During Combat Picasi bull rushes the closest target to her
hiding place, attempting to drive the target into a wall and
trap it with her stone curse ability. Otherwise, she lashes out
with a flurry of blows at anyone within reach. If pressed, she
uses wall of stone to seal away some of her opponents.

Morale If reduced to 30 hit points or fewer, Picasi burrows into
the sandy floor and attempts to escape.

STATISTICS

Str 25, Dex 16, Con 17, Int 14, Wis 17, Cha 16
Base Atk +13; CMB +23 (+27 bull rush); €MD 38 (40 vs. bull rush)

Feats Awesome Blow, Combat Casting, Combat Reflexes,
Critical Focus, Gorgon's Fist, Greater Bull Rush, Improved
Bull Rush, Improved Critical (unarmed strike), Improved
Initiative®, Improved Unarmed Strike, Power Attack, Quicken
Spell-Like Ability (glitterdust), Scorpion Style, Stunning Fist

Skills Acrobatics +20 (+30 when jumping), Appraise +14,

Bluff +15, Climb +27, Craft (gemcutting) +14, Knowledge
(engineering) +14, Linguistics +3, Perception +20, Sense
Motive +16, Spellcraft +14, Stealth +17
Languages Aquan, Auran, Common, Ignan,
Osiriani, Terran; telepathy 100 ft.
$Q fast movement, high jump, ki pool (6 points,
(_‘ magic), maneuver training, slow fall 30 ft.,
stone glide
Gear potions of cure serious wounds (3)

Treasure: Kixexa has secured most
of the treasure that her group has
found in the desert in a vault on the
Plane of Fire. However, the efreeti

malikah has not yet transported
their latest haul, which remains in
this chamber in an iron chest bound

in brass bands with a lock shaped like
a grinning efreeti. A successful DC 30 Disable
Device is required to open the chest (Kixexa in area
HG6 has the key). The chest contains a necklace of fireballs
type III, a set of six silver cups engraved with river scenes
(worth 450 gp as a set), a heavy gold ring set with chips of
lapis lazuli (worth 185 gp), 15 pp, and 280 gp. The chest also
holds a triangular iron bar engraved along each side with
a stylized silver eye. A detect magic spell reveals the object’s
faint transmutation aura; with a successful DC 20 Spellcraft
check, a character identifies the object as a control rod
containing the sentience and programmed responses for a
type of automaton or construct (the bronze sentinel at area I).
Development: If Kixexa flees from battle in area H6,
she retreats here and drinks all of Picasi’s potions of cure
serious wounds to bring herself'back to fighting strength.

PART 3: IN THE SHADOW OF THE
SIGHTLESS SPHINX

The Sightless Sphinx is a colossal statue of a six-legged,
faceless sphinx that represents Areshkagal, the demon lord
of greed, portals, and riddles. The Cult of the Forgotten
Pharaoh recently attempted to seize the Sphinx to use
as a base of operations, and is still struggling with the
complex’s previous inhabitants, a group of Areshkagal-
worshiping maftets, for control of the structure.

J. ENVIRONS OF THE SIGHTLESS SPHINX
The girtablilu mercenaries allied with the Cult of the
Forgotten Pharaoh have set up a perimeter around the




Sightless Sphinx. While the main force resides inside the

Sphinx and works with the cultists there, a small group
camps outside the Sphinx, patrolling the perimeter and
serving as a first line of outer defense.

The girtablilus are fierce and ruthless mercenaries who
attack without hesitation when the perimeter is breached.
The PCs may attempt to gain access to the Sphinx through
stealth, but the girtablilus are alert and perceptive, and the
unusual properties of the Sphinx make magical attempts
to enter the structure difficult (see area K for details). Use
the map on page 32 for the following encounters.

J1. Avenue of Sphinxes (CR 12)

Traps: The girtablilus have buried three steel scorpion
traps in the sandy area between the stone blocks beyond
the avenue of sphinxes. Similar to an oversized bear trap,
a steel scorpion trap looks like an upside-down metal
scorpion. When stepped upon, the sharpened legs of the
scorpion snap closed around the triggering creature’s
ankle, hindering its movement. At the same time, a hinged
arm like a stinger flips up, injecting the victim with
scorpion venom.

STEEL SCORPION TRAPS (3) CR5
XP 1,600 each

Type mechanical; Perception DC 20; Disable Device DC 20
EFFECTS

A wide avenue leads up to a colossal statue of a seated sphinx.
Though the sphinx’s sloped shoulders, powerful leonine body,
and clawed limbs were skillfully crafted, its face is an obliterated
and jagged mass of stone. The scouring force of erosion seems
absent here; a deliberate rawness has been infused in the
degraded face, a tormented, almost malicious devastation that
gives the still figure an ominous aura. Huge paving stones might
once have formed a path to the statue, but now a carpet of
sand blows across the broken slabs. Two rows of smaller sphinx
statues, their faces flat and featureless, blindly gaze at each other
across the avenue from atop stone pedestals. A ring of heavy
stone blocks encircles the large sphinx beyond the avenue, a
rough perimeter marred by frequent gaps and missing stones.

The sphinx statues lining the avenue are approximately
15 feet tall. The stone blocks ringing the Sightless Sphinx
are of various sizes, but they average 30 feet in length and
10 feet tall.

Creatures: A strong contingent of girtablilu mercenaries
always wards the direct approach to the Sightless Sphinx.
Three girtablilus remain on guard beyond the stone ring,
trading shifts with the girtablilus at area J5. The girtablilus
stay out of direct line of sight behind the stone blocks,
waiting for intruders to trigger the steel scorpion traps
buried beneath the sand (see Traps, below) before attacking.

GIRTABLILUS (3) CR8

XP 4,800 each

hp 105 each (Pathfinder RPG Bestiary 3 130)

TACTICS

During Combat The girtablilus are skilled and calculating
warriors. They focus their attacks on melee fighters who deal
significant damage or on spellcasters whose spells affect
the girtablilus. In the first round of combat, two girtablilus
cast summon nature’s ally to conjure giant scorpion
reinforcements, while the third strikes a gong to alert the
cultists and girtablilus in areas J2 and J5.

Morale If two of the girtablilus at this location are killed, the
survivor retreats to area J5.

Trigger location; Reset manual

Effect sharp jaws spring shut around the creature’s ankle (3d6
damage); stinger (Atk +15 melee [1d4 damage plus Large
scorpion venomy]); Reflex DC 20 negates; the creature’s base
speed is halved (or the creature is held immobile if the trap
is attached to a solid object); the creature can escape with
a successful DC 20 Disable Device check, DC 22 Escape Artist
check, or DC 26 Strength check.

Development: If a defender rings the gong, the sound
alerts the cultists in area J2, who prepare for battle but allow
the girtablilus to handle the intruders—that’s what they
were hired for, after all. A single warden of the Forgotten
Pharaoh crawls along the wall to spy on the combat, and
returns to alert his companions if the PCs clearly have the
upper hand (and to report on any obvious PC tactics).

J2. Bone Forest (CR 11)

A grove of strange palm trees stretch toward the sky to the
south of the Sphinx. Their bleached-white, chalky trunks support
bladelike fronds of dull ivory, as if some giant hand set curved
and serrated bones atop the trees. A gentle breeze blows, but
the grove remains immobile as the Sphinx beside it.

Cultists of Areshkagal built these bone trees hundreds
of years ago, though their reasons for doing so remain
a mystery. A successful DC 24 Knowledge (arcana) check
reveals that the tree trunks are magically shaped stone
and the palm fronds are actually crafted from sphinx
bones. Three small canvas tents sit in the shade cast by
the bone forest.

Creatures: Six cultists of the Forgotten Pharaoh—three
wardens and three zealots—are stationed in the grove to
help maintain the perimeter. One of the warden crouches
atop the ring wall surrounding the Sightless Sphinx and
uses ranged attacks against intruders; the others fight
from within the bone forest, using the trees for cover

whenever possible.
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WARDENS OF THE FORGOTTEN PHARAOH (3)
XP 2,400 each
hp 73 each (see page 15)

TACTICS

During Combat The cultists take cover behind trees or stone blocks
and fire flaming arrows at opponents. If at least two zealots are
slain, the surviving wardens drop their bows and charge into
melee to take advantage of their Opening Volley feat.

Morale The stalking cultists fight to the death, triggering their
Troth of the Forgotten Pharaoh feat.

ZEALOTS OF THE FORGOTTEN PHARAOH (3) CR 6

XP 2,400 each

Human barbarian (elemental kin) 7 (Pathfinder RPG Advanced
Player’s Guide 78)

CE Medium humanoid (human)

Init +3; Senses Perception +11

DEFENSE

AC 18, touch 11, flat-footed 15 (+7 armor, +3 Dex, -2 rage)

hp 76 each (7d12+25)

Fort +10, Ref +5, Will +5

Defensive Abilities improved uncanny dodge; DR 1/—; Resist
electricity 3

OFFENSE

Speed 30 ft.

Melee +7 longspear +14/+9 (1d8+8/x3) or
mwk warhammer +13/+8 (1d8+7/x3)

Ranged mwk javelin +11 (1d6+5)

Special Attacks elemental fury (+2 rounds), rage (17 rounds/
day), rage powers (energy resistance**® [electricity], lesser
elemental rage*®s [electricity], quick reflexes)

TACTICS

During Combat The zealots fly into a rage on the first round
of combat, charging the nearest foes with their longspears.
Once in melee, they activate their lesser elemental rage
power and make Power Attacks every round, regardless of
the accuracy of their attacks. If an opponent gets within the
reach of a zealot’s longspear, the zealot drops his spear and
attacks with his warhammer.

Morale Devoted to the Forgotten Pharaoh, the zealots fight to
the death, triggering their Troth of the Forgotten Pharaoh feat.

STATISTICS

Str 20, Dex 16, Con 17, Int 10, Wis 12, Cha 8

Base Atk +7; CMB +12; CMD 23

Feats (leave, Great Fortitude, Power Attack, Troth of the
Forgotten Pharaoh (see page 17), Weapon Focus (longspear)

Skills Acrobatics +10, Climb +12, Intimidate +9, Perception +11,
Survival +11

Languages Common, Osiriani

$Q fast movement

Combat Gear potions of cure moderate wounds (2); Other
Gear +1 breastplate, +1 longspear, mwk javelins (3), mwk
warhammer, gilt wooden funerary mask (worth 25 gp), 5 gp

J3. Rear Guard (CR 10)

A pavilion tent, its canvas walls painted in swirling red and gold
designs, stands near the southwestern corner of the sphinx.
East of the small camp, a barricade of stone blocks forms a
defensible blind.

Creatures: A single girtablilu mercenary guards the rear
perimeter around the Sphinx, accompanied by a giant dust
scorpion native to the Parched Dunes. If trouble occurs,
the girtablilu sounds a gong to alert its allies in areas
J1 and J2 and uses its vermin empathy to order the dust
scorpion to attack.

DUST SCORPION CR 8
XP 4,800

Deadfall scorpion (Pathfinder RPG Bestiary 3 237)

hp 95

GIRTABLILU CR8
XP 4,800
hp 105 (Pathfinder RPG Bestiary 3 130)
TACTICS
During Combat The girtablilu focuses on holding off invaders
until help arrives.
Morale The girtablilu fights to the death.

Development: If a defender rings the gong, the sound
alerts the cultists in area J2, who prepare for battle but
allow the girtablilus to handle the intruders alone—
that’s what they were hired for, after all. A single warden
of the Forgotten Pharaoh crawls along the wall to spy on
the combat, and returns to alert his companions if the
PCs clearly have the upper hand (and to report on any
obvious PCs tactics). The gong also alerts the girtablilus
in area J1, who send two of their members to help defend
the area.

J4. Scaffold Lookout (CR 10)

A wooden scaffold stands against the curved haunch of the
sphinx. A spyglass with a shaded lens and a small brass gong
are mounted on a wide platform at the top of the scaffold,
supported by angled beams.

Creatures: Two girtablilus are always posted atop the
scaffolding, using the spyglass to watch for intruders. If
the lookouts notice a potential threat, they strike the gong
to alert the camp.

GIRTABLILUS (2) CR 8
XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)




TACTICS

During Combat The girtablilus use summon nature’s ally to
conjure giant scorpions to help them fend off intruders.

Morale The girtablilus fight to the death.

J5. The Shadow of the Sphinx (CR 12)

A vast, dark shadow stretches across the sand north and east
of the sphinx. Based on the position of the sun overhead, the
monolithic statue should cast a shadow in a completely different
area, one that is fully illuminated in sunlight. Even more
strangely, the patch of darkness remains constant as the sun
moves across the sky. Four pavilion tents painted with red and
gold swirls sit within the shadow.

Before being driven from the area, the maftet tribe lived
“in the shadow of the Sightless Sphinx,” and the description
is quite literal. Centuries ago, the cultists of Areshkagal who
erected the Sphinx thinned the boundaries between the
Material Plane and the Shadow Plane in this area, creating
a magical portal that allowed creatures to easily travel
between the two planes. During the battle with the templars
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of Sarenrae, the portal was destroyed, but the resulting
magical backlash locked the shadow of the Sightless Sphinx
in place, creating this area of permanent shade that never
moves, regardless of the sun’s position in the sky. As aresult,
this area remains pleasant and cool, even in the blazing heat
of afternoon. After the maftets left, the girtablilus set up
camp in the same spot.

Creatures: Three girtablilu mercenaries relax in the
camp, preparing meals and sleeping when off-duty. The
mercenaries’ second-in-command, Orchamus, remains
in this area too, receiving reports and planning defense
strategies. Orchamus and his mercenaries hold this area
if an alarm is sounded, knowing that survivors from
besieged areas will regroup in the shadow.

Orchamus is a levelheaded and intelligent fighter and
tactician, acting as a calming counterpart to the hot-
tempered mercenary leader, Rubila, who commands the
mercenaries inside the Sphinx. Orchamus’s focus is on
honoring the contract the girtablilus have with the Cult
of the Forgotten Pharaoh. Even if obviously outnumbered
and overpowered, he orders his remaining mercenaries
to attack. In battle, he issues commands in a strong voice,




periodically addressing his enemies with exhortations
to leave: “You are forcing me to execute my orders. Turn
back lest we both lose warriors. Nothing within can be so
valuable as to warrant this loss of life.”

If the PCs request or demand negotiations, Orchamus
is willing to temporarily suspend violence. He allows the
PCs only a minute or 2 to make their case, though, before
resuming the battle. Years of experience have taught
Orchamus the value of reputation and reliability, even in
the face of death, and no amount of persuasion or bribery
can convince the girtablilu to abandon the contract.

The girtablilus care deeply for their culture and
tradition, however, and one topic that can sway Orchamus
is knowledge of the dead girtablilu, Dakuri, whose body
lies in area A. After Dakuri went missing, Orchamus tried
to find him, but the scout’s skill in covering his tracks
foiled even Orchamus’s best efforts. Orchamus has been
deeply disturbed ever since Dakuri’s disappearance,
especially considering the young
scout is Rubila’s nephew. If the
PCs bring up their discovery of
Dakuri’s body, Orchamus
tries to hide his
interest in their

claim, but a PC who succeeds at a DC 20 Sense Motive

check senses the girtablilu’s curiosity. If the PCs describe
their findings and offer to return Dakuri’s scorpion tail
amulet, they can attempt a DC 31 Diplomacy check. If
the PCs respectfully buried Dakuri’s body according to
girtablilu custom and inform Orchamus of their actions,
the DC of the Diplomacy check is reduced to 26. If the
check is successful, Orchamus agrees to let the PCs enter
the Sightless Sphinx without further interference from
his troops, and suggests that the PCs return Dakuri’s
amulet to his aunt Rubila, the mercenaries’ commander.
Orchamus cannot, however, promise that Rubila, who is
notoriously aggressive, will honor the deal.

GIRTABLILUS (3) CR8
XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)
TACTICS
During Combat The girtablilus obey Orchamus’s instructions
unquestioningly.
Morale The mercenaries fight to the death.

ORCHAMUS CR9
XP 6,400
Male girtablilu ranger 1 (Pathfinder RPG Bestiary 3 130)
LN Large monstrous humanoid
Init +8; Senses darkvision 60 ft., tremorsense 30 ft.;
Perception +16
DEFENSE
AC 24, touch 14, flat-footed 19 (+2 armor, +4 Dex, +1 dodge,
+8 natural, -1 size)
hp 116 (11d10+56)
Fort +10, Ref +13, Will +10
OFFENSE
Speed 50 ft.
Melee mwk bardicheVt
+18/+13/+8 (1d10+10/19-20) or
2 claws +17 (1d6+7 plus grab),
sting +17 (1d6+7 plus poison)
Space 10 ft.; Reach 10 ft. (15 ft.
with bardiche)
Special Attacks constrict (1d6+7),
favored enemy (monstrous

humanoids +2), poison
Spell-Like Abilities (CL 10th;
concentration +11)
1/day—summon nature’s ally V
(1d3 giant scorpions)
TACTICS
During Combat Orchamus
%_orders the girtablilus under his
command to engage foes in
melee while he attacks at a distance




with his bardiche. If opponents get within the reach of his
weapon, he instead uses his natural attacks.

Morale Honor is paramount to Orchamus, and he fights to the
death to uphold his contract.

STATISTICS

Str 25, Dex 18, Con 20, Int 12, Wis 12, Cha 13

Base Atk +11; CMB +19 (+23 grapple); CMD 34 (46 vs. trip)

Feats Dodge, Improved Initiative, Improved Vital Strike,
Iron Will, Mobility, Vital Strike

Skills Climb +19, Craft (cloth) +9, Knowledge (geography) +8,
Knowledge (history) +6, Knowledge (nature) +8, Perception +16,
Sense Motive +6, Stealth +18, Survival +14

Languages Common, Girtablilu, Osiriani

$Q scorpion empathy +11, track +1, undersized weapons, wild
empathy +2

Combat Gear restorative ointment; Other Gear leather armor,
mwk bardiche", ivory dagger pendant (worth 25 gp), 52 gp

Story Award: If the PCs successfully negotiate with
Orchamus to enter the Sightless Sphinx, award them
20,800 XP, as if they had defeated the girtablilus in combat.

J6. The Arms of the Sphinx (CR 10)

A broad path leads between the outstretched forelimbs of the
giant statue, one of which has collapsed into a towering heap of
rubble. At this close proximity, the sphinx looms like a mountain
above, its featureless visage staring blindly out into the desert.
A set of double doors, made of the same dun-colored sandstone
as the sphinx itself, are carved into the sphinx’s chest. Inlaid
hieroglyphs of ivory and lapis lazuli on the doors catch what little
light makes its way into the shadowed avenue.

The doors are sealed with an arcane lock (hardness 8,
hp 60, break DC 38; Disable Device DC 50) and are trapped.

If the PCs search the collapsed left front leg of the
Sphinx, a successful DC 25 Perception check enables them
to find a secret door in the rubble that leads to area K3o.

Trap: Any attempt to open the double doors triggers the
trapped glyphs on the doors. The Cult of the Forgotten
Pharaoh lost three members to the trap before Serethet
herself arrived and deciphered the meaning of the glyphs
and how to open the doors.

A character who succeeds at a DC 15 Perception check
notices that the inlaid hieroglyphs are loosely set in
the doors. The hieroglyphs act as “buttons” to open
the doors, provided the correct combination is known.
The hieroglyphs are Ancient Osiriani representations
of Golarion’s solar system. Anyone who reads Ancient
Osiriani or who succeeds at a DC 30 Linguistics check
(DC 20 if the character speaks contemporary Osiriani) can
attempt a DC 15 Knowledge (arcana) or Knowledge (nature)

check to identify the 12 planets: Aballon, Castrovel,

Golarion, Akiton, Verces, the Diaspora, Eox, Triaxus,
Liavara, Bretheda, Apostae, and Aucturn.

A character who succeeds at a DC 15 Knowledge (planes)
or Knowledge (religion) check recognizes the Sightless
Sphinx as a representation of Areshkagal, the demon lord
of greed, portals, and riddles. Once the hieroglyphics
representing the planets and Areshkagal have been
identified, a character can work out which buttons to
press to open the door by attempting a DC 25 Knowledge
(arcana) or Knowledge (planes) check to know which
planets are associated with Areshkagal’s areas of concern.
On a success, a character knows that Eox represents greed,
Castrovel represents portals, and Aucturn represents
riddles. Pressing the hieroglyphs representing those three
planets bypasses the trap and opens the doors.

Pressing the wrong hieroglyphs or attempting to
break down the doors triggers the trap. In this case, any
creatures standing between the forelegs of the sphinx
suffer a hallucination of the faceless head of the sphinx
toppling forward to crush and bury them under tons of
rock. A successful DC 23 Will save identifies the vision
as a hallucination; otherwise, an affected creature must
succeed at a DC 23 Fortitude save or die of fright.

A rogue who succeeds at a DC 34 Disable Device check
can disable the trap, but the doors remain sealed.

COLLAPSING SPHINX TRAP CR 10

XP 9,600

Type magic; Perception DC 34; Disable Device DC 34

EFFECTS

Trigger touch (a/larm); Reset automatic; Bypass see above

Effect spell effect (weird, death, Fort DC 23 for 3d6 points of
damage, 1d4 points of Strength damage, and stunned for
1 round); Will DC 23 negates; multiple targets (all creatures
in the area between the Sightless Sphinx's forelimbs).

K. SIGHTLESS SPHINX

The imposing statue of the Sightless Sphinx is over 600

feet long and rises almost 200 feet high. The Sphinx’s
walls are made of 2-foot-thick stone blocks. The blocks are
not mortared in place, but have been formed so smoothly
and laid together so perfectly that they have almost fused
together over the years from the weight of the structure.
When the original cult of Areshkagal inhabited the
Sphinx, the cultists performed a number of bloody and
corrupt rituals to their demonic patron. In exchange,
the Sphinx was imbued with protective wards that have
only now begun to wear thin. In general, the Sphinx’s
outer walls block any sort of teleportation or dimensional
travel spells, including dimension door, etherealness, teleport,
and similar spells. They also block any divination spells
attempting to locate the Sphinx or anything inside it,
including clairaudience/clairvoyance, find the path, legend lore,
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locate creature, scrying, or similar spells. These spells work
normally inside the Sightless Sphinx, but their effects
cannot pass through the structure’s outer walls.

With these wards in place, the front doors are the most
obvious way into the Sphinx’s interior, but the PCs may
be able to find other routes. In addition, the protective
barrier has worn thin in some spots. Anyone within 30 feet
of the Sphinx can attempt a DC 30 Spellcraft check to note
a weak spot where teleportation and scrying are possible.
These weak spots change constantly, however, and further
attempts at scrying or teleportation, even in the same area,
require new Spellcraft checks.

If the PCs have acquired the bronze sentinel (see area I),
they might choose to bring it inside the Sphinx, though it
must squeeze through many of the Sphinx’s doorways. The
bronze sentinel also interacts with some areas of the Sphinx
in specific ways. The effects of these interactions are noted
in the descriptions of the individual rooms.

Once inside the Sightless Sphinx, the PCs face danger
from all sides. Near the front and on the upper level, the Cult
of the Forgotten Pharaoh holds sway. In the rear section, the
maftet cult of Areshkagal and its glabrezu ally Ninureset
control the halls. Between the two is a contested zone full
of skirmishes and subterfuge. The PCs can find some
assistance in the form of a long-dead paladin of Sarenrae
whose spirit lingers in the ruin, as well as an ancient vault
beneath the Sphinx that still holds weapons of power.

Unless otherwise noted, the ceilings within the Sphinx
are 20 feet tall and the rooms and corridors are dark. The
doors are stone and usually unlocked (hardness 8, hp 6o,
break DC 28).

K1. Entrance Hall (CR 12)

A grand entrance hall stretches forth beyond the double doors.
Flames flicker atop ten-foot-tall stone pillars marked with graven
eyes, filling the hall with rippling shadows. Though an aura of
ancient stillness hangs in the room, the smooth stone floor
shows no dust or marks of age. Woven reed curtains cover the
walls to the north and south. In the center of the room, a white
stone statue of a six-legged, faceless sphinx with dragon wings
and a viper tail, its face a reflection of the jagged visage outside,
faces the front doors from atop a stone pedestal.

The flames atop the two pillars are continual flames.
A successful DC 15 Knowledge (religion) or Knowledge
(planes) check reveals that the statue is a likeness of
Areshkagal, the demon lord of greed, portals, and riddles.

Creatures: The Cult of the Forgotten Pharaoh always
leaves two of its disciples, along with two girtablilu
mercenaries, in this hall as guards. The guards stand in

the alcoves behind the woven reed curtains on either side
of the hall, watching through the slits in the reed curtains.

When any unknown creatures enter the hall, the cultists

and mercenaries step past the curtains and attack.

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8

XP 4,800 each

Human monk 9

LE Medium humanoid (human)

Init +5; Senses Perception +13

DEFENSE

AC 21, touch 21, flat-footed 15 (+2 deflection, +5 Dex, +1 dodge,
+2 monk, +1 Wis)

hp 95 each (9d8+51)

Fort +11, Ref +12, Will +10; +2 vs. enchantments

Defensive Abilities improved evasion; Immune disease

OFFENSE

Speed 60 ft.

Melee +7 unarmed strike +12/+7 (1d10+5) or
+1 flurry of blows +13/+13/+8/+8 (1d10+5)

Ranged mwk light crossbow +12 (1d8/19-20)

special Attacks flurry of blows, stunning fist (9/day, DC 15)

TACTICS

Before Combat The disciples drink their potions of bear’s
endurance, cat’s grace, and shield of faith before combat.

During Combat The disciples begin by firing bolts from their
crossbows, then move into melee to make the best use of their
flurry of blows, using Stunning Fist to incapacitate opponents.

Morale If reduced to fewer than 50 hit points, the disciples
shout warnings to the guards in area K3. The fanatical
disciples fights to the death, triggering their Troth of the
Forgotten Pharaoh feat.

STATISTICS

Str 18, Dex 20, Con 18, Int 10, Wis 12, Cha 8

Base Atk +6; CMB +13; CMD 31

Feats Combat Reflexes, Dodge, Gorgon's Fist, Improved
Unarmed Strike, Iron Will, Scorpion Style, Step Up, Stunning
Fist, Toughness, Troth of the Forgotten Pharaoh (see page 17),
Weapon Focus (unarmed strike)

Skills Acrobatics +17 (+38 when jumping), Climb +16,
Knowledge (history) +7, Knowledge (religion) +7, Linguistics +1,
Perception +13, Stealth +17

Languages Ancient Osiriani, Common, Osiriani

$Q fast movement, high jump, ki pool (5 points, cold iron/
magic), maneuver training, slow fall 40 ft., wholeness of
body (9 hit points)

Combat Gear potion of bear’s endurance, potion of cat’s grace,
potion of shield of faith; Other Gear mwk light crossbow
with 10 bolts, amulet of mighty fists +1, belt of giant
strength +2, cloak of resistance +1, gilt wooden funerary
mask (worth 25 gp), 40 gp

GIRTABLILUS (2) (R8
XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)




TACTICS

During Combat The girtablilus try to flank the most accessible
target, focusing their attacks on that foe until their enemy
is dead.

Morale The girtablilus fights to the death.

K2. Chamber of Eyes (CR 8)

The ceiling of this roofless room is open to a larger chamber
that surrounds it, leaving a large gap between the top of the
walls and the ceiling of the larger chamber. On either side of
the room, a graven eye stares at its twin on the opposite wall.
A carved image of a ferociously snarling six-legged sphinx with
dragon wings decorates the door at the far end of the room,
carved so realistically it seems ready to leap off the door at
any moment.

The walls surrounding this chamber are 10 feet tall.
The gap between the walls and the ceiling of area K3 is 5
feet high.

Trap: Anyone passing between the graven eyes at their
level (3 feet up the wall) triggers a trap that summons
fiendish hieracosphinxes into the room to attack
intruders. Those who succeed at a DC 30 Knowledge
(religion) or Knowledge (planes) check know that the
faithful were required to kneel before this particular
image of the demon lord Areshkagal, and approach the
door on their hands and knees. Worshipers of Areshkagal
know this automatically.

FIENDISH SPHINX TRAP CR 8
XP 4,800
Type magic; Perception DC 32; Disable Device DC 32
EFFECTS
Trigger visual (true seeing); Reset automatic (10 minutes)
Effect spell effect (summon monster VII, summons 1d4+1
fiendish hieracosphinxes for 13 rounds)

FIENDISH HIERACOSPHINXES (1D4+1) CR—
hp 60 each (Pathfinder RPG Bestiary 3 253, 290)

Development: If the cultists in area Ki shouted a
warning, the disciples in area K3 are standing on the
platforms overlooking this hall, and fire their crossbows
at intruders fighting the summoned sphinxes.

K3. Redoubt (CR 10)

This U-shaped chamber wraps around the smaller room
protruding into the area from the east. Short stairs on either
side of the roofless room lead to small platforms overlooking
the enclosed area. A single flame flickers from the top of an
unmarked stone pillar against the western wall.

SPHINX

| MovING ENCOUNTERS

As the PCs explore the Sightless Sphinx, they may encounter
several denizens who can move more freely throughout the |
complex, including the shadow demon Sargota in area K15, |
the oracular Forgotten Pharaoh cultist Thmei in area K16, the |
maftet cultists of Areshkagal in area K26, and the half-fiend [
divine guardian gynosphinx Areshkhesbed in area K39.

These inhabitants are presented in the locations where
they are most likely to be encountered, but you should feel |
free to move them around and have them encounter the
PCs elsewhere in the Sphinx and at any time. Use these
encounters at dramatically appropriate moments, but
be careful not to overwhelm the PCs by adding them to
combats already in progress, as any one of these encounters
can turn an easy fight into a difficult one or turn a difficult
fight into one that leaves dead characters on the ground.

(@)

A continual flame burns atop the pillar.

R . Ty

Creatures: Two disciples of the Forgotten Pharaoh stand
guard in this room.

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR8

XP 4,800 each

hp 95 each (see page 30)

TACTICS

During Combat The disciples fire their crossbows at a single
PC until engaged in melee combat, at which point they fight
back to back.

Morale The disciples fight to the death, triggering their Troth of
the Forgotten Pharaoh feat.

Development: If alerted by the cultists in area K1, the
disciples take positions on the platforms overlooking area
K2 while the two girtablilu mercenaries from area K4
stand by the pillar, ready to attack intruders that make it
into this room. The girtablilus also emerge from area K4
if'they hear the sounds of combat in this room.

K4. Armory (CR 10)

A clay lamp atop a wooden table lights this room. Against the
wall stand weapon racks holding only a few warped and rusted
blades. Rotten quivers hang from spikes driven into the wall.
Two small wooden casks sealed with wax stand beneath the
quivers. The smashed remains of a third cask lie in a puddle
of oil.

Creatures: Two girtablilu mercenaries rest in this room,
unless they're alerted by the cultists in areas K1 or K3, in

which case they move into area K3 to assist.
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GIRTABLILUS (2)

XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)

Treasure: The cultists split one cask open to see what
it contained, and discovered it held lamp oil for igniting
flaming arrows. They left the other two intact in case they
were needed. Both casks contain 4 pints of lamp oil, but a
successful DC 20 Perception check reveals a ruby worth 250
gp in one cask that a cultist hid here many decades ago.

K5. Cultists’ Quarters (CR 8 or 10)

This small room contains four wooden cots with legs carved
to resemble lions” paws. A padded neck rest and a thin cotton
sheet rest atop each cot. Above each cot, a niche cut in the wall
serves as a shallow shelf, and is adorned with a carved figure of
a snarling sphinx looking out into the room. Four wicker stools sit
in a corner of the room next to a small wooden chest.

The cultists of the Forgotten Pharaoh have taken over
these rooms as their own.

Creatures: Two wardens of the Forgotten Pharaoh rest in
area Ksa, and two zealots rest in area Ksb. If battle is joined
with the cultists in one room, the sounds of combat alert
the cultists in the adjoining room, who join the combat in
1d3 rounds. All of the cultists fight to the death, triggering
their Troth of the Forgotten Pharaoh feat.

WARDENS OF THE FORGOTTEN PHARAOH (2) CR 6
XP 2,400 each
hp 73 each (see page 15)

ZEALOTS OF THE FORGOTTEN PHARAOH (2) CR 6
XP 2,400 each
hp 76 each (see page 26)

Treasure: The chest in each room contains cultists’
clothes, valueless personal items, and 4d6 gp. A PC who
succeeds at a DC 20 Perception check can find a spare gilt
funerary mask (worth 25 gp) under a cot in area Ksa and a
potion of invisibility hidden behind a loose brick in area Ksb.

K6. Hot Spring (CR 11)

Clouds of steam fill this room, and rivulets of water drip down
the rough stone walls. In the southwest corner of the room,
carved stone seats ring a rippling pool of water—the source of
the humid mist coiling through the air. A lump of rock rises above
the waterline in the center of the pool, its silhouette disturbingly
organic, as if a great beast were poised to erupt from the water.
On the wall behind the pool, carvings of clawed tentacles reach
up from the mist.

A natural hot spring has been tapped to feed the pool in
this room.

Creatures: Two girtablilu mercenaries relax here,
sweating out their stresses before returning to duty.
But the mercenaries are not alone. Years ago, the cult
of Areshkagal summoned a guardian from this pool to
help protect the Sphinx—a fiendish mihstu. When the
last cultists died, the mihstu returned to the pool and
has been dormant ever since. If any blood is shed in this
room, the act of violence awakens the guardian, which
bursts forth from the pool and attacks anyone not devoted
to the worship of Areshkagal. The mihstu has detect good
as a constant spell-like ability, and targets good-aligned
creatures first.

GIRTABLILUS (2) CR 8
XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)

GUARDIAN OF ARESHKAGAL CR9

XP 6,400

CE fiendish mihstu (Pathfinder RPG Bestiary 2 190, 292)

hp 92

spell-Like Abilities (CL 8th, concentration +9)
Constant—detect good

TACTICS

During Combat The guardian attacks good-aligned creatures
first; it uses its smite good ability on such a foe before
attempting to grapple and pin its victim in its deadly embrace.

Morale The guardian fights to the death.

Treasure: The cult of Areshkagal threw valuable items
into the pool as offerings to the guardian when it was
originally summoned. Almost all have deteriorated away
in the water, but a platinum circlet set with a brilliant oval
diamond (worth 1,150 gp in total) still lies intact within
the hot spring. In addition, one of the mercenaries wears a
gold armband shaped like a serpent with emerald chips for
eyes, worth 245 gp in total.

K7. Sanctum of the Stone Warrior (CR 10)

White and green flagstones cover the floor of this opulent
chamber in an interlocking pattern. Tiles of semiprecious stone
decorate the north wall in an elaborate mosaic depicting a
ferocious lion devouring a multi-headed serpent. A fine linen
curtain curves around the northeastern corner of the room; the
form of a large bed shows through the delicate fabric. On either
side of a curtained archway leading south, green flames burn
atop white stone pillars that reach almost to the ceiling.

A successful DC 25 Perception check allows a PC to notice
a small vent cunningly concealed above the bed. The vent




connects to area K1 and allows anyone in this room to hear
what transpires in the entrance hall. The flames atop the
pillars are continual flames.

These are the quarters of the leader of the cultists on
the main level of the Sightless Sphinx—a man named
Rathos—but he now spends most of his time in the
chamber of scrying next door (area K8).

Creatures: Rathos has posted two disciples of the
Forgotten Pharaoh here as guards. He leaves them to face
any intruders alone.

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8
XP 4,800 each
hp 95 each (see page 30)

K8. Chamber of Scrying (CR 12)

constant agony, and he rarely stirs from this chamber,

leaving the defense of the Sightless Sphinx’s entrance in
the hands of cultists and the girtablilu mercenaries.

If the PCs do nothing to hide their movement through
area K1, Rathos becomes aware of their presence through
the vent in area Ky. He activates the scrying pool to watch
the PCs fight there, taking note of their tactics and advising
his guards in area K7 accordingly. He then retreats to this
chamber to wait for the intruders, and attacks them as
soon as they enter, roaring in rage and pain.

RATHOS CR 12

XP 19,200

Male broken soul human fighter 11 (Pathfinder RPG Bestiary 4 24)
NE Medium humanoid (human)

Init +2; Senses Perception +9

DEFENSE

A glowing pool occupies the center of this chamber, illuminating
the room with a rippling green light reminiscent of being
underwater. Silk pillows cover a raised dais next to the well.
0n the western side of the room, a white stone statue of a six-
legged, faceless sphinx gazes unseeingly toward the well.

The high priests of Areshkagal used the pool in this
chamber to spy on other rooms of the Sightless Sphinx
containing specific white stone statues of Areshkagal. The
pool has a strong divination aura (caster level 20th). If a
character identifies the powers of the pool with detect magic
and a successful DC 35 Spellcraft check, the pool can be
used to view the entrance hall (area K1) with clairaudience/
clairvoyance, centered on the statue of Areshkagal there.
Alternatively, a PC can attempt a DC 25 Use Magic Device
check to blindly activate the pool. Once activated, the pool
displays an image of the area for up to 20 minutes. After
activation, the pool must recharge for 1 hour before it can
be used again.

The Forgotten Pharaoh deciphered the nature of the
scrying pool and statue and instructed Rathos (see below)
on their use, but neither is aware that the Sightless Sphinx
contains other such scrying devices, which allow the
maftet Userib in area K37 and his glabrezu ally Ninureset
to monitor the cult’s activities by spying through the
statue in this chamber.

Creature: An unfortunate man named Rathos inhabits
this room. Formerly the Forgotten Pharaoh’s second-
in-command, Rathos was demoted when he ran afoul of
the glabrezu Ninureset. The glabrezu offered a wish to
Rathos, who foolishly wished to be the strongest warrior
for a hundred miles. Ninureset granted the wish by
transforming Rathos into a pain-wracked mockery of a
strong warrior—a crocodile-headed monstrosity with
massive stone arms. Although Rathos used to make regular

patrols of this level, his transformation has left him in

AC 27, touch 13, flat-footed 24 (+10 armor, +2 Dex, +1 dodge,
+4 natural)

hp 150 (11d10+85)

Fort +15, Ref +5, Will +1 (+3 vs. fear)

Defensive Abilities bravery +3; DR 5/—; Resist acid 5, cold 5,
electricity 5, fire 5, sonic 5

OFFENSE

Speed 20 ft.

Melee +7 bite +22 (1d8+11), 2 +1 slams +22 (2d6+11/19-20) or
torturous touch +17 touch (2d6 plus 1d6 Dex damage and

convulsions)

Special Attacks agonized wail (DC 19), baleful gaze (DC 19),
torturous touch (DC 19), weapon training (natural +2, heavy
blades +1)

TACTICS

Before Combat Rathos drinks a potion of greater magic fang
before combat.

During Combat Rathos begins combat by unleashing his
agonizing wail. He wades into melee combat making
Power Attacks with his stone fists, focusing his attacks on
opponents who fall victim to his baleful gaze.

Morale Rathos fights to the death, if only to end his shameful
and tortured existence, which triggers his Troth of the
Forgotten Pharaoh feat.

STATISTICS

Str 22, Dex 14, Con 22, Int 10, Wis 6, Cha 6

Base Atk +11; CMB +17 (+19 sunder); CMD 30 (32 vs. sunder)

Feats Critical Focus, Diehard®, Dodge, Endurance®, Great
Fortitude®, Greater Weapon Focus (bite), Greater Weapon
Focus (slam), Improved Critical (slam), Improved Sunder,
Power Attack, Toughness®, Troth of the Forgotten Pharaoh
(see page 17), Vital Strike, Weapon Focus (bite), Weapon
Focus (slam), Weapon Specialization (bite), Weapon
Specialization (slam)

Skills Climb +17, Intimidate +20, Perception +9; Racial
Modifiers +8 Intimidate




Languages Common, Osiriani

$Q armor training 3, twisted wish

Combat Gear potions of greater magic fang (2); Other Gear
+2 half-plate, belt of physical might +2 (Str, Con), 100 gp

SPECIAL ABILITIES

Twisted Wish (Su) Rathos is the victim of a glabrezu’s twisted
wish. The wish transformed him into a crocodile-headed
monstrosity wracked with pain, granting him the broken
soul template and natural bite and slam attacks. In addition,
it grants him a +4 racial bonus to the saving throw DCs of his
special attacks.

K9. The Pyramid Within (CR 12)

This large chamber appears to have been hollowed out of the
sphinx’s right front leg and paw. A small pyramid stands near
the center of the room. Steep stairs climb the pyramid’s western
face to reach its flattened top. The pyramid abuts the southern
wall of the chamber, creating a corridor around the pyramid
to the north. Balls of green fire at each corner of the pyramid
illuminate the room.

The pyramid is 20 feet tall, and the ceiling
curves almost 50 feet overhead. The pyramid’s
stairs are steep enough to be considered difficult
terrain. The balls of green fire at the pyramid’s
corners are continual flames.

Creatures: Two girtablilu mercenaries stand guard
here, backed by two wardens of the Forgotten Pharaoh
positioned atop the pyramid. Both mercenaries and
cultists fight to the death.

GIRTABLILUS (2) CR 8
XP 4,800 each
hp 105 each (Pathfinder RPG Bestiary 3 130)

WARDENS OF THE FORGOTTEN PHARAOH (2) CR 6
XP 2,400 each
hp 73 each (see page 15)

TACTICS

During Combat The wardens fire flaming arrows at opponents,
switching to melee weapons only if intruders reach the top
of the pyramid.

Morale The wardens fight to the death, triggering their Troth of
the Forgotten Pharaoh feat.

Treasure: A successful DC 20 Perception check reveals
a secret door in the pyramid’s eastern face. The door
leads to a small chamber (area Kga) where a cultist of
the Forgotten Pharaoh has stored a few valuables in a
woven reed basket, consisting of'a golembane scarab in the
shape of a scarab beetle with inlaid carnelian wings, two
pearls worth 100 gp each, and a pouch containing 85 gp.

K10. Hall of Sekhmet (CR 10)

Great rents mar the walls at either end of this chamber. Shards
of stone jut from the walls like jagged blades, somehow hurled
with enough force to sink inches into the solid stone walls. Two
flickering images hover in the sides of the room, one of a golden
lioness, the other of a fierce, lion-headed woman wearing a
blood-soaked dress. In the space of a heartbeat, the images
morph from one form to the other and back again.

In addition to their demonic patron, the original
cultists of Areshkagal also venerated Sekhmet, the Ancient
Osirian goddess of fire, vengeance, and war. Statues of the
warrior goddess once stood at either end of the hall, but
disgusted with the evil actions of the cult,
Sekhmet destroyed her own statues.

The echoes of her fury linger in this




hall as illusory manifestations of the goddess and a curse.
Any living creature that enters the room must succeed at
a DC 22 Will save or fall victim to Sekhmet’s curse. Those
afflicted by the curse momentarily feel as iflarge claws are
raking their bodies, and take a —4 penalty on attack rolls,
saving throws, and weapon damage rolls until the curse is
removed. Once a creature is afflicted by the curse, it cannot
be affected again until the curse is removed.

With a successful DC 20 Knowledge (religion) check, a
character identifies the shifting images as representations
of Sekhmet. The PCs might remember the prayer to
Sekhmet written on the wall of her shrine in area Hog; a PC
who worships Sekhmet and succeeds at a DC 25 Knowledge
(religion) check also recalls the prayer. Ifa character recites
the prayer in this chamber, the illusory figures resolve
into two stable images: a lioness and a lion-headed woman.
Both figures roar their approval before vanishing. The
room’s curse is removed from any PC or ally afflicted by it,
and each PC and ally receives Sekhmet’s blessing, gaining a
+2 sacred bonus on attack rolls, saving throws, and weapon
damage rolls for the next 24 hours. Thereafter, neither the
curse nor the blessing manifests in this chamber.

Creatures: Two disciples of the Forgotten Pharaoh patrol
the hallway beyond this area. They wait for intruders to
pass through the cursed area before attacking.

DISCIPLES OF THE FORGOTTEN PHARAOH (2) CR 8
XP 4,800 each
hp 95 each (see page 30)
SPECIAL ABILITIES
Sekhmet’s Curse The cultists have already fallen victim to
Sekhmet’s curse and take a -4 penalty on attack rolls, saving
throws, and weapon damage rolls.

K11. Mad Painter’s Cell (CR 13)

The dust of centuries lies heavily over everything in this room.
Three bare wooden easels stand angled toward each other. A
small table nearby holds the remains of several dried-up paint
pots and a few wooden brush handles, their bristles eaten away
by time. The moaning whisper of the wind seems to fill the room.

Creature: This room was once the studio of a cultist of
Areshkagal named Ausetitha, an elven artist whose fanaticism
led her to create great works of art in her demonic patron’s
name. As Ausetitha’s skill and madness grew, Areshkagal
rewarded the troubled artist with a profane gift, granting
her the ability to paint the secrets within an individual. Her
fellow cultists grew wary of her power, and when she revealed
her greatest work—a painting that revealed the hidden truth

within the soul of whoever beheld it—their distrust proved
fatal, and they slew Ausetitha and destroyed her paintings.
Ausetitha’s spirit still lingers in her studio, however, and

when she senses the heartbeats of any living creatures

entering this chamber, she wakes and springs through the
southern wall, shrieking madly and ready to kill.

AUSETITHA CR 13

XP 25,600

Banshee (Pathfinder RPG Bestiary 2 41)

hp 161

TACTICS

During Combat Ausetitha begins combat with her wail, and
then targets the nearest foe with her touch attack.

Morale Ausetitha chases down her enemies throughout
the Sightless Sphinx, following them through the walls if
necessary to slay them all. She fights until destroyed.

Treasure: One of the paint pots on the table contains
marvelous pigments that have survived through the centuries.

K12. The Silver Forge (CR 12)

Asilver bonfire burns within a wide rectanqular pit in this chamber,
giving off a considerable amount of heat and shedding dim white
light that reflects off of polished shields affixed to the vaulted
ceiling. Stone workbenches form a half-circle around the pit next
to long stone troughs. A brick kiln sits on the far side of the pit.
Against the walls, more tables hold various tools and implements.

The original cultists of Areshkagal constructed this
everburning forge to craft their own armaments, armor,
and other items to use in the temple’s defense. A complex
enchantment created the forge, which is fixed permanently
in place and has no effect other than to provide a continually
hot but smokeless forge. The cultists fired pottery in the
kiln, and crafted magic items at the workstations against
the walls. The ceiling is 30 feet high in this chamber.

Creatures: The girtablilu leader Rubila has claimed
this room as her personal quarters and command center,
where she organizes mercenary and receives reports on the
ongoing skirmishes with the maftet cultists of Areshkagal
and their demon allies. Two girtablilu mercenaries are
also present here. The guards shout a warning and prepare
to attack the moment anyone other than a cultist of the
Forgotten Pharaoh or a girtablilu enters the room.

The PCs can temporarily stave off an attack either
by disguising themselves as cultists of the Forgotten
Pharaoh or by immediately displaying Dakuri’s scorpion
tail amulet (found in area A). Either method works for
only a short time, just long enough for Rubila to spot the
disguises or for her to gruffly demand what the PCs mean
by displaying the amulet: “My nephew would never give up
his sigil willingly. Whether he gave it to you freely or you
stole it from his corpse after slaying him, speak quickly
before I sheathe my sword in your bodies.”




'SECRETS OF THE SPHINX

The PCs can attempt to influence Rubila however they
wish, but the girtablilu is difficult to sway. Like the rest
of her mercenaries, she places a great deal of stock in her
reputation. She also highly values honor and the glory
of combat. The PCs will have the most success by giving
examples of their own honor, such as how they treated
Dakuri’s body, and by trying to persuade Rubila that the
girtablilus’ reputation will suffer if word gets out that they
served an evil cult.

Rubila begins the negotiation with an initial attitude
of hostile. With a successful DC 27 Diplomacy check,
a character changes her attitude to unfriendly, or to
indifferent if the result is 32 or higher. The PCs take a —5
penalty on this check to reflect Rubila’s stubbornness,
pride, and reliance on reputation. The PCs gain a +5
bonus on this Diplomacy check if they make a convincing
argument regarding their own honor or return Dakuri’s
amulet to Rubila. They gain an additional +5 bonus if they
argue that the mercenaries’ reputation could be harmed
by their agreement with the Cult of the Forgotten Pharaoh.

If the PCs change Rubila’s attitude to indifferent, they
can make further requests of her, such as asking her to
withdraw her mercenaries and leave the Forgotten Pharaoh
cultists on their own, by attempting an additional DC 17
Diplomacy check, modified as appropriate.

If the PCs somehow make Rubila friendly or helpful, she
might even agree to assist in the fight against the glabrezu
or the Forgotten Pharaoh, but she will not risk her people
in the combat unless the odds are more or less even—to do
otherwise would be dishonorable in her eyes. She also will
not help the PCs in lesser battles. “Can’t you handle such
enemies on your own?” she asks disdainfully. “What sort
of warrior needs allies for such a small skirmish?”

If negotiations fail, Rubila and her guards immediately
attack, ignoring further pleas for parley.

GIRTABLILUS (2)
XP 4,800 each
hp 105 each (Pathfinder RPG

Bestiary 3 130)

RUBILA CR 12

XP 19,200

Female girtablilu rogue 8
(Pathfinder RPG Bestiary
3130)

N Large monstrous humanoid

Init +9; Senses darkvision 60 ft.,
tremorsense 30 ft.; Perception +20

DEFENSE

AC 27, touch 15, flat-footed 21 (+4 armor, +5 Dex,
+1 dodge, +8 natural, -1 size)

hp 163 (18 HD; 10d10+8d8+72)

Fort +9, Ref +18, Will +11
Defensive Abilities evasion, improved uncanny dodge, trap
sense +2

OFFENSE

Speed 50 ft.

Melee +2 short sword +22/+17/+12/+7 (1d6+8/17-20), 2 claws
+15 (1d6+3 plus grab), sting +15 (1d6+3 plus poison)

Ranged mwk dagger +21 (1d4+6/19-20)

Space 10 ft.; Reach 10 ft.

Special Attacks constrict (1d6+5), poison (DC 19), sneak
attack +4d6

spell-Like Abilities (CL 10th; concentration +12)
1/day—summon nature’s ally V (1d3 giant scorpions)

TACTICS

During Combat Rubila flanks with

the other mercenaries to ?
make sneak attacks. If N 3
unable to flank, she uses .

Greater Feint to make \ e f

sneak attacks. /




Morale Rubila fights to the death to uphold her contract and
her reputation.

STATISTICS

Str 22, Dex 21, Con 18, Int 13, Wis 14, Cha 14

Base Atk +16; CMB +23 (+27 grapple); CMD 39 (51 vs. trip)

Feats Combat Expertise, Dodge, Greater Feint, Improved Critical
(short sword), Improved Feint, Improved Initiative, Mobility,
Spring Attack, Vital Strike, Weapon Finesse

Skills Acrobatics +16, Bluff +23, Climb +18, Craft (traps) +9,
Diplomacy +23, Disable Device +20, Knowledge
(dungeoneering) +10, Knowledge (history) +6,
Perception +20, Sense Motive +23, Stealth +26, Survival +15

Languages Common, Girtablilu, Osiriani

$Q rogue talents (combat trick, finesse rogue, honeyed wordsA®,
surprise attack), scorpion empathy +10, trapfinding +4,
undersized weapons

Combat Gear potions of cure serious wounds (2), potions of
spider climb (3); Other Gear +2 leather armor, +2 short
sword, mwk daggers (4), 272 gp

Treasure: Among the mundane tools on the tables
are two sets of masterwork artisan’s tools, one for
armorsmithing and one for weaponsmithing.

K13. Stone Stairs

A stone staircase leads upward at a steep angle.

These stairs climb up to the Sphinx’s upperlevel, ending
in a long passage that leads to the head of the Sightless
Sphinx (area K40).

K14. Blocked Hallway

A stone wall bars further passage down this long hallway.
Curiously, the stone doesn’t match the sandstone used to build
the rest of the Sphinx, and judging by its smooth surface, the
wall must have been placed here deliberately.

K15. Shadowy Rooms (CR 11)

This small room contains four bare wooden cots with legs
carved to resemble lions” paws. Above each cot, a niche cut in
the wall serves as a shallow shelf, adorned with a carved figure
of a snarling sphinx looking out into the room.

These rooms once provided quarters for the Areshkagal
cultists who lived within the Sightless Sphinx. Separated
from the rest of the rooms in the Sphinx by the stone block
in area K14, these rooms lie empty and abandoned—with
the exception of a single shadowy explorer.

Creature: The maftet cult of Areshkagal has been
concentrating its efforts against the cult of the Forgotten
Pharaoh, but a shadow demon named Sargota has taken
it upon itself to explore the ruined areas of the Sightless
Sphinx. The demon hopes to prove itself to Ninureset
by bringing back valuable information and perhaps a
prisoner to sacrifice. The PCs can encounter Sargota in
any of these rooms, but if they don’t immediately detect
the demon, it sizes up their power and decides they are
too much for it to handle at once. Instead, Sargota follows
them, keeping to the shadows, striking at a time when
they are weak or already dealing with an enemy, such as
the mud elementals in area K18.

SARGOTA CR 11

XP 12,800

Advanced shadow demon (Pathfinder RPG Bestiary 67)

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

Init +8; Senses darkvision 60 ft.; Perception +27

DEFENSE

AC 20, touch 20, flat-footed 15 (+5 deflection, +4 Dex, +1 dodge)

hp 119 (14d10+42)

Fort +7, Ref +13, Will +11

Defensive Abilities incorporeal; DR 10/cold iron or good;
Immune cold, electricity, poison; Resist acid 10, fire 10; SR 22

Weaknesses sunlight powerlessness

Clerics accompanying the Sarenite templars who
cleansed the Sphinx 150 years ago sealed off key areas of
the temple with walls of stone while the paladins eradicated
the cultists. The Areshkagal-worshiping maftets and the
Cult of the Forgotten Pharaoh have removed the other walls
of stone, but left this one in place to reduce the number of
fronts the cults must fight on.

A character can identify the wall as a magical wall of
stone with a successful DC 25 Knowledge (arcana) check.
The only way through the 2-inch-thick wall is to batter it
down (hardness 8, hp 30, break DC 24).

In the corridor beyond the wall is a secret door that
leads into area K25; it can be found with a successful DC 25

Perception check once the wall has been breached.

OFFENSE
speed fly 40 ft. (perfect)
Melee bite +18 touch (2d6 plus 1d6 cold), 2 claws +18 touch
(1d8 plus 1dé6 cold)
Special Attacks pounce
Spell-Like Abilities (CL 10th; concentration +15)
At will—deeper darkness, fear (DC 19), greater teleport (self
only), telekinesis (DC 20)
3/day—shadow conjuration (DC 19), shadow evocation (DC 20)
1/day—magic jar (DC 20), summon (level 3, 1 shadow
demon 50%)
TACTICS
During Combat If it gets the chance, Sargota attempts to
possess one of the PCs with magic jar to make use of a
physical body. If unsuccessful or prevented from possessing




an opponent, Sargota lashes out with its incorporeal touch
attacks and spell-like abilities.

Morale If reduced to fewer than 60 hit points, Sargota
attempts to flee. The Sightless Sphinx’s wards, however,
prevent it from using greater teleport, so it flees through the
walls back to the maftet-held areas of the Sphinx.

STATISTICS

THMEI CR 12

XP 19,200

Female human oracle 13 (Pathfinder RPG Advanced Player’s
Guide 42)

LE Medium humanoid (human)

Init +7; Senses Perception +9

DEFENSE

Str —, Dex 18, Con 17, Int 14, Wis 14, Cha 20

Base Atk +14; CMB +18; CMD 34

Feats Blind-Fight, Combat Reflexes, Dodge, Improved Initiative,
Improved Natural Attack (bite), Improved Natural Attack
(claw), Mobility

Skills Acrobatics +21, Bluff +22, Fly +29, Knowledge (local) +19,
Knowledge (planes) +19, Perception +27, Sense Motive +19,
Stealth +21

Languages Abyssal, Common; telepathy 100 ft.

$Q shadow blend, sprint

K16. Scriptorium (CR 12)

Remarkably well preserved wooden racks line the walls of
this room, but the scrolls slotted into the racks have fared less
well over the years. Most are little more than bundles of brittle

papyrus barely held together by rotted ribbons. Here and there,
however, an intact scroll or carved scroll case juts out from
the smoothly curved racks. In the center of the room,
warped and withered chairs surround a flat stone table.

The cult of Areshkagal stored its written
works and copied holy texts in this chamber,
though most have suffered from the ravages
of time.

Creature: A Forgotten Pharaoh cultist and
oracle named Thmei has been exploring the
Sphinx in her spare time. These unexplored
areas intrigue the oracle, and she has been
using her spirit walk ability to access them.

Have Thmei attempt a Perception check as the
PCs’ approach this room. If she detects them, she
drinks one of her potions of invisibility and resolves to follow
them to learn more about their purpose here. Thmei
hopes that if she is able to destroy the PCs, the Forgotten
Pharaoh might make her a personal lieutenant and
bring her upstairs, where she will no longer have to
serve Rathos, whom the oracle considers to be idiotic
and embarrassing. If she remains undetected, Thmei
waits for a time when the PCs are resting or have
divided their numbers before she attacks. She prefers
not to join a combat in progress, wary of having to face
both the PCs and another creature if things go poorly
for her. However, if the PCs detect Thmei and she has
no other choice, she attacks, even if the situation is
not as favorable to her as she would like.

AC 28, touch 18, flat-footed 24 (+8 armor, +4 deflection, +3 Dex,
+1 dodge, +2 natural)
hp 111 (13d8+49)

Fort +8, Ref +9, Will +11
Immune disease, sickened condition
OFFENSE
Speed 30 ft.
Melee +7 ghost touch spear +10/+5
(1d8+1/x3)
oracle spells Known (CL 13th;
concentration +18)




6th (4/day)—antilife shell, greater heroism, harm (DC 21),
mass cure moderate wounds

5th (7/day)—flame strike (DC 20), greater command (DC 20),
mass cure light wounds, slay living (DC 20), telekinesis
(DC 20)

4th (7/day)—cure critical wounds, divine power, freedom
of movement, order’s wrath (DC 19), poison (DC 19),
spiritual ally**®

3rd (7/day)—bestow curse (DC 18), borrow fortune*™, cure
serious wounds, heroism, inflict serious wounds (DC 18),
searing light

2nd (7/day)—aid, bull’s strength, cure moderate wounds,
death knell (DC 17), hold person (DC 17), silence (DC 17),
spiritual weapon

1st (8/day)—command (DC 16), cure light wounds, divine
favor, inflict light wounds (DC 16), obscuring mist, shield
of faith, unseen servant

0 (at will)—bleed (DC 15), create water, detect magic,
guidance, light, mending, purify food and drink, read
magic, resistance

Mystery ancestor™

TACTICS

Before Combat Thmei casts shield of faith and keeps her spirit
shield active while exploring the Sphinx.

During Combat Thmei casts antilife shell to keep melee
attackers at bay, then summons her ancestral weapon. She
casts spiritual ally to aid her in combat, and continues to cast
damaging spells such as harm and poison from the safety of
her antilife shell. She targets tight groups of enemies with
flame strike or order’s wrath. If forced into melee combat,
Thmei casts divine power and greater heroism on herself and
attacks opponents with slay living or inflict serious wounds.

Morale Unwilling to return to Rathos defeated, Thmei fights to

the death, triggering her Troth of the Forgotten Pharaoh feat.

STATISTICS

Str 10, Dex 16, Con 14, Int 10, Wis 13, Cha 20

Base Atk +9; CMB +12; CMD 27

Feats Agile Maneuvers, Combat Casting, Combat Reflexes,
Dodge, Improved Initiative, Mobility, Toughness, Troth of the
Forgotten Pharaoh (see page 17)

Skills Diplomacy +9, Heal +8, Knowledge (history) +10,
Knowledge (religion) +10, Linguistics +6, Perception +9,
Sense Motive +9, Spellcraft +16, Stealth +16

Languages Ancient Osiriani, Common, Kelish, Osiriani

$Q oracle’s curse (wasting), revelations (ancestral weapon
[+1 ghost touch, 13 minutes/day], spirit shield [+6 AC, 50%
ranged miss chance, 13 hours/day], spirit walk [13 rounds,
1/day], storm of souls [6d8, Fort half DC 21, 2/day])

Combat Gear potions of invisibility (2); Other Gear amulet of
natural armor +2, belt of physical might +2 (Dex, Con), cloak
of resistance +2, headband of alluring charisma +2, platinum
bracelet (worth 300 gp), gilt wooden funerary mask (worth

25 gp), 75 gp

il i i

Treasure: The scroll racks hold four intact magic scrolls:
a scroll of ball lightning (Pathfinder RPG Advanced Player’s Guide
204), a scroll of mass bear’s endurance, a scroll of waves of fatigue
in a bone scroll case worth 75 gp, and a scroll of word of chaos
in an ivory scroll case inlaid with turquoise worth 220 gp.

In addition to her personal effects, Thmei carries a
ceramic tile marked with the image of an armored warrior.
This tile is one of the keys that opens the hidden vault in
area K18.

K17. High Scribe’s Quarters

A withered heap of wood and tattered cloth in the corner of this
chamber is all that remains of a bed. Wooden frames hang on
the walls, holding brittle and faded sheets of papyrus that seem
on the verge of crumbling away.

The Areshkagal cult’s keeper of records occupied this
room. The scrolls on the walls depict brightly painted
scenes of battle against different Osirian creatures,
including a swarm of asps, a crocodile, a giant scorpion,
and a stone golem.

Treasure: The high scribe used alchemical means to
preserve the scrolls on her wall, but time has worn away
that protection. Touching or moving the scrolls causes
them to collapse into dust, but a make whole spell or the
application of unguent of timelessness restores the scrolls to
their original form. If restored, the scrolls are worth 500
gp each to an art collector or historian.

K18. Mud Baths (CR 13)

A rich, earthy smell pervades the tendrils of steam that drift
through the air in this room. The eastern wall of this long chamber
is a sunken pit of reddish mud. Lazy currents ripple through the
mud, with an occasional slow-forming bubble rising to the surface.
Three stone carvings protrude from the wall behind the mud pit at
evenly spaced intervals above square recesses about the size of a
human hand. Tiny hieroglyphs decorate each carving.

Only the highest-ranking priests of Areshkagal were
permitted to relax in this warm mud bath. Fed by the
same underground hot spring as the pool in area K6, the
3-foot-deep mud baths are rich in minerals and soothing
to the skin.

A slab in the floor in the center of the chamber leads to a
hidden vault beneath the Sightless Sphinx, but a successful
DC 30 Perception check is necessary to notice the secret
portal. However, opening the slab requires the placement
of three specific tiles in the recesses beneath the stone
carvings on the eastern wall. One tile depicts a ferocious
sphinx, one depicts an armored warrior-cultist, and one
depicts a coiling serpent, but the tiles have been scattered




throughout the Sightless Sphinx. The sphinx tile lies in
Userib’s treasure trove in area K37. The Forgotten Pharaoh’s
oracular lieutenant, Thmei, found the warrior tile in her
explorations and carries it with her (see area K16). The
serpent tile was placed in a secret compartment behind the
sacrificial altar in the Grand Temple (area K24b).

Each of the carvings on the east wall displays the same
hieroglyphs—prayers to the demon lord Areshkagal—but
a successful DC 20 Perception check allows a PC to notice
that one small hieroglyph is different on each carving. The
left carving displays the hieroglyph for “four,” the center
carving the hieroglyph for “two,” and the right carving
has no hieroglyph at all in that space. These hieroglyphs
are clues to the proper placement of the tiles to open the
hidden vault. The hieroglyphs on the carvings refer to the
number of legs in each tile—four for the sphinx, two for
the warrior, and none for the serpent.

Creatures: The high priests of Areshkagal bound a pair
of elder mud elementals to the bath to guard the stone
carvings on the wall. Any living creature that enters the
mud baths without invoking Areshkagal in a specific
prayer rouses the mud elementals, as does placing the tiles
in the wrong spaces.

If the PCs use the bronze sentinel to enter the mud baths,
the elementals do not attack, as the sentinel is not a living
creature, but they still attack if the tiles are placed in the
wrong order, even if the bronze sentinel placed the tiles.

ELDER MUD ELEMENTALS (2) CR 13

XP 12,800 each
hp 152 each (Pathfinder RPG Bestiary 2 121)

K19. Antechamber

A round stone disk hovers two feet off of the sandy floor in the
center of this room. A golden glow radiates from beneath the
disk, giving it the appearance of floating on a luminous cloud.
The image of a snarling sphinx stretches its engraved wings
across a stone door in the western wall. Beneath the sphinx’s
outstretched wings, hordes of tiny, twisted demons are carved
upon the door.

Both the floating disk and the stone door have moderate
transmutation auras. The glow beneath the disk sheds
dim light in the room. The door contains no handles or
other visible mechanisms to open it and weighs over 1,600
pounds. If a living creature weighing at least 100 pounds
stands on the floating disk, the door slides upward into
the wall and reveals the chamber beyond (area K20). When
the creature steps off the platform, the door closes again.
The only other way through the door is by breaking it
(hardness 8, 6o hp, break DC 28) or lifting it with brute
force, which requires a minimum Strength score of 26.

K20. Chamber of the Invisible Step (CR 11)

A round stone platform sits in the center of this room, its edge
traced with graceful runes etched in silver. A bas-relief of a
female head wearing a pharaoh’s headdress, its blank face
emblazoned with a spiky rune, decorates the wall opposite the
platform. The lower third of each wall is inlaid with countless
clear crystals, forming a rough and dazzling perimeter around
the room. A stone door exits the room to the east.

TACTICS

During Combat The mud elementals attack any creatures
within the mud baths first before moving to the nearest
creatures in the room. Bound to this chamber, the mud
elementals do not pursue enemies outside this room.

Morale The mud elementals fight to the death.

Treasure: As in the hot spring, cultists of Areshkagal
occasionally threw offerings into the mud bath here. One
of these offerings, a mythopoeic sphinx (see page 63) can be
discovered deep beneath the mud with a successful DC 30
Perception check.

Development: If the PCs find all three tiles and place
them in their correct recesses, the stone slab concealing
the entrance to the hidden vault opens with a grinding of
stone on stone. A cloud of dust and dried mud rises from
the floor as a 10-foot-square slab of stone in the center
of the room drops several inches and slides to the side,
revealing a set of stone stairs leading down to area K38.

Opening the secret entrance alerts the half-fiend divine
guardian gynosphinx Areshkhesbed in area K39, who has
placed an alarm on the slab.

This chamber provided a means for the cultists of
Areshkagal to teleport into or out of the Sightless Sphinx.
The platform here is exempt from the Sphinx’s protective
wards that block extradimensional travel and has a strong
conjuration aura. Anyone standing on the platform can use
dimensional travel spells such as dimension door, teleport,
and greater teleport normally. Up to six Medium creatures
or one Large creature can stand on the platform at once.

The carving on the wall represents Areshkagal, as does
the rune on the carving’s face; recognizing either requires
a successful DC 15 Knowledge (religion) or Knowledge
(planes) check. The cultists used the bas-reliefas a memory
touchstone, allowing them to accurately picture this room
when teleporting in.

The stone door to area K19 cannot be opened from this
side. Cultists returning to the Sphinx using teleport had to
do so at designated times, when another cultist would be
available to stand on the floating disk in the antechamber
to open the door. The PCs can use this chamber to teleport
out of the Sphinx and return to a city to resupply or heal,

but they must leave someone behind to open the door ifthey
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wish to come back via this route (they may of course destroy

the door or find some other way around this limitation).

Creature: A large clay statue of a cat-headed humanoid
stands in the northeast corner of the room. Such variant clay
golems, called panthereons, were popular guardians during
Osirion’s First Age. The original cultists of Areshkagal
placed this panthereon here to guard against incursions
into the sphinx via teleportation. The panthereon attacks
any creature entering the room, whether through the
door to area K19 or the teleportation platform, unless the
creature strongly presents an unholy symbol of Areshkagal.
The panthereon pursues intruders throughout the Sightless
Sphinx, and fights until destroyed.

PANTHEREON GOLEM CR 11

XP 12,800
hp 118 (see page 88)

K21. 0ld Battleground

The signs of an ancient battle still linger in this room. Shards of
brittle bone lie scattered among bits of masonry hacked from
the walls, and dried splashes of blood mar the walls. In the
middle of the floor, loose stones have been arranged in a pattern
that resembles the holy symbol of Sarenrae.

Cultists of Areshkagal retreating from the battle in the
Grand Temple fled to this room, but Sarenrae’s paladins
cut them down before they could reach the safety of
the adjoining siege room (area K22). A successful DC 25
Perception check reveals a secret door to area K22 hidden
in the east wall.

K22. Siege Room (CR 8)

This small chamber has the look of a redoubt or fortified retreat.
Two narrow wicker-framed beds, their bedding long since rotted
away, stand against the walls. The shelves lining the walls likely
once held numerous supplies, but are now buried beneath a thick
layer of dust. A tarnished metal box sits next to one of the beds.

When the templars of Sarenrae cleansed this area of the
temple, they discovered the secret door and used the chamber
beyond to stockpile supplies for an extended battle.

Trap: A cleric accompanying the templars placed a ward
on the door that remains to this day, triggering a holy word
spell if the door is opened.

HOLY WORD TRAP
XP 4,800

Type magic; Perception DC 32; Disable Device DC 32
EFFECTS

Trigger touch; Reset none

Effect spell effect (holy word [caster level 13th], Will DC 20
partial); multiple targets (all nongood creatures in a 40-ft.-
radius spread centered on the door)

Treasure: The tarnished silver box is marked with the
holy symbol of Sarenrae and contains three +1 holy bolts,
a scroll of raise dead, a wand of cure moderate wounds with
20 charges, and 6 flasks of holy water. If cleaned up, the
silver box itselfis worth 250 gp.

K23. Spirit of the Past (CR 12)

Although this chamber bears battle scars, it is in better condition
than others in this area. Some effort has been made to clear
the floor of debris, though dust still blankets much of the room.
A silver holy symbol of Sarenrae, almost entirely obscured by
tarnish, hangs on one wall. Beneathit, several rusted longswords
lie in a fan, their blades pointed outward.

Creature: During the battle between the Sarenites and the
cultists of Areshkagal, a powerful paladin died in this room,
slain by the glabrezu demon Ninureset. Lady Sophronia
presented a shifting array of masculine and feminine
qualities in daily life, but adopted a priestess’s raiments
when performing holy duties to honor Sarenrae. She was
a talented and well-respected warrior among the templars,
and her death was greatly mourned. Since her death,
Sophronia’s spirit has lingered in this area, wandering the
empty halls of the Sightless Sphinx in search of the demon
who killed her, but unable to find him. She exists in a
cloudy mental state, lost in reveries of glorious deeds and
old battles, mingled with painful memories of her death,
and takes little notice of present events within the Sphinx.

If the PCs fight any of the evil creatures in this area of
the Sphinx, such as the shadow demon in area K15 or the
spectres in area K24a, Sophronia reveals herself to the
group. She appears as she did in life, though translucent
and ghostly: a muscular figure with long black hair, dressed
in shining plate and wearing a fluttering tabard of Sarenrae
that constantly furls and unfurls in an invisible wind.

Lady Sophronia congratulates the PCs on their actions
and commends them for their bravery. She is happy to talk
about her life as a paladin and the assault on the Sightless
Sphinx, but she tends to lose her focus and drift away mid-
sentence, only to return a moment later with apologies and
explanation: “Please forgive me. I exist now without time
and direction, and I've forgotten what it’s like to live from
one moment to the next. My existence is one long moment
now, an endless search for a powerful demonic enemy who
forever eludes justice. I can only wait until the Dawnflower
deems me ready, when she shall bring me to her glory.” As
she speaks with the PCs, Lady Sophronia asks them about
their quest and their faiths, showing particular interest in




PCs who worship Sarenrae, and using zone of truth to verify
the group’s answers.

Sophronia’s starting attitude is indifferent. If the PCs
impress her with a successful DC 26 Diplomacy check to
make her helpful, she chooses to ally with them. Sophronia
can offer little in the way of direct assistance to the PCs, as
her movement is limited to the rooms in which she fought
and died—areas K18 through K24—but if the PCs engage
any evil creatures in those rooms, Sophronia can manifest
and assist in the battle. She also knows much about demons
and cults and can help the PCs with her Knowledge skills.
Lady Sophronia also volunteers her healing abilities to
the PCs if needed, and offers to keep watch over the PCs
while they rest, making this chamber a safe retreat in the
otherwise dangerous Sightless Sphinx.

If the PCs inform Lady Sophronia that the cult of
Areshkagal is on the rise once more, or that Ninureset is
present inside the Sightless Sphinx, she flares in furious
anger. Her apparition takes on a red tint and appears lit
from behind as if by flames. “My greatest fear has come
to pass. This, then, is why I have remained here all this
time. I always thought my talents would be needed again.
The cult must not be allowed to rise. With your assistance,
perhaps I can make another strike against this nest of
vipers corrupting the land.” Although she cannot leave
the area of her death to personally face Ninureset, Lady
Sophronia offers to imbue one of the PCs’ weapons with
divine power using her divine endowment ability.

LADY SOPHRONIA CR 12

XP 19,200

Human ghost paladin of Sarenrae 11 (Pathfinder RPG
Bestiary 144)

LG Medium undead (augmented humanoid, human,
incorporeal)

Init +5; Senses darkvision 60 ft.; Perception +23

Aura courage (10 ft.), justice (10 ft.), resolve (10 ft.)

DEFENSE

AC 27, touch 17, flat-footed 26 (+10 armor, +6 deflection, +1 Dex)

hp 153 (11d10+88)

Fort +19, Ref +10, Will +15

Defensive Abilities channel resistance +4, incorporeal,
rejuvenation; Immune charm, disease, fear, undead traits

OFFENSE

speed fly 30 ft. (perfect)

Melee +7 ghost touch longsword +20/+15/+10 (1d8+7/19-20) or
corrupting touch +12 (12d6, Fort DC 21 half)

Special Attacks champion of the Dawnflower, channel positive
energy (DC 21, 6dé6), divine endowment, smite evil 4/day
(+6 attack, +11 damage), telekinesis (DC 21)

Paladin Spell-Like Abilities (CL 11th; concentration +17)

At will—detect evil
Paladin Spells Prepared (CL 8th; concentration +14)

3rd—holy whisper**® (DC 19), prayer
2nd—paladin’s sacrifice*®, weapon of awe**¢, zone of truth
(DC 18)

1st—bless weapon, divine favor, lesser restoration, rally point**®

TACTICS

During Combat Lady Sophronia casts spells to assist her allies
and uses her smite evil ability to attack evil foes with her
ghost touch longsword. Against living evil creatures, she
uses her corrupting touch as well.

Morale Lady Sophronia fights to defeat evil until she’s
destroyed, though she rejuvenates 2d4 days later.

STATISTICS

Str —, Dex 12, Con —, Int 14, Wis 14, Cha 22

Base Atk +11; CMB +12; CMD 28

Feats Alignment Channel (evil), Blind-Fight, Channel Smite,
Combat Expertise, Improved Initiative, Toughness, Weapon
Focus (longsword) _ ol




Skills Diplomacy +18, Fly +4, Heal +14, Knowledge (planes) +11,
Knowledge (religion) +14, Perception +23, Sense Motive +14,
Stealth +4

Languages Celestial, Common, Osiriani

$Q divine bond (weapon +3, 2/day), lay on hands 11/day (5d6),
mercies (cursed, diseased, sickened)

Gear +1 ghost touch full plate, +1 ghost touch longsword, silver
holy symbol of Sarenrae

SPECIAL ABILITIES

Champion of the Dawnflower (Su) Lady Sophronia’s devotion
to Sarenrae empowers her attacks. She adds her Charisma
modifier as a bonus to attack rolls and damage rolls made
with a ghost touch weapon. This bonus on attack rolls stacks
with the bonus gained from her smite evil ability.

Divine Endowment (Su) Lady Sophronia can touch a weapon to
imbue it with a measure of divine power. The weapon then
sheds light as a torch, gains an additional +1 enhancement
bonus (to a maximum of +5), and gains the holy weapon
special ability. These effects end if the weapon leaves the
Sightless Sphinx or if Lady Sophronia is permanently destroyed
or put to rest. While a weapon is infused with this power, Lady
Sophronia loses the use of her divine bond class feature.

Rejuvenation (Su) Lady Sophronia persists as a ghost so long
as the glabrezu Ninureset is alive. If Ninureset is killed or
banished back to the Abyss, Lady Sophronia is put to rest and
her soul passes on to the afterlife.

Treasure: The eight longswords on the ground represent
Lady Sophronia’s fallen comrades. Rusted and ancient, they
have no monetary value. If Lady Sophronia is put to rest, she
leaves behind her +1 ghost touch full plate and +1 ghost touch
longsword. Her silver holy symbol hangs on the wall.

Story Award: If the PCs befriend Lady Sophronia and
slay Ninureset, thereby putting the paladin to rest, reward
them XP as if they had defeated her in combat.

K24a. Grand Temple (CR 12)

Dust and fine sand cover the floor of this grand hall, as if decades,
maybe even centuries, had passed since any living creature
set foot here. Sconces carved into the stone walls hold the
withered stems of ancient torches, their blackened heads cold
and crumbling. Here and there, yellow bones molder among the
drifts of sand.

At the far end of the hall, a narrow staircase leads up to a raised
platform. The front of the platform displays hideous images of
lion-headed figures, ferocious sphinxes, and horned demons
tearing screaming mortals apart. A white stone statue of a faceless
demonic sphinx with six legs glares down from atop the dais. The
sphinx’s wide dragon wings spread to either side, forming two flat
altars stained with the blood of countless sacrifices. On the curved
wall behind the sphinx, the fragmented remains of thirteen
humanoid skeletons have been pinned upside-down against the

wall with rusty metal spikes. A tarnished oval mirror hangs flat
against the wall above the middle skeleton.

A pitched battle between the paladins of Sarenrae and
the cultists of Areshkagal took place here. After the dead
had been counted, the templars took away their fallen
and consecrated them properly, but they left the cultists’
bodies here to rot.

A PC who succeeds at a successful DC 25 Perception
check discovers a secret door in the north wall just past
the entrance. The door leads to area K25. The ceiling is
50 feet high in this chamber.

Creatures: The angry spirits of three dead cultists linger
in the room as spectres, hiding in the walls until living
creatures enter the room. The spectres have been here a
long time and are desperate for the warmth of the living.

ADVANCED SPECTRES (4) CR 8

XP 4,800 each

hp 68 each (Pathfinder RPG Bestiary 256, 294)

TACTICS

During Combat The spectres target individuals wearing holy
symbols or other identifiers of Sarenrae first. If no one
wears such symbols, the spectres scatter, each attacking
separate targets.

Morale The spectres fight until destroyed.

K24h. Sacrificial Altar

The dais at the eastern end of the Grand Temple rises
5 feet above the floor of the rest of the chamber. The stone
sphinx statue atop the dais represents Areshkagal, which
a character recognizes with a successful DC 15 Knowledge
(religion) or Knowledge (planes) check.

The outspread wings of the sphinx form an altar where
the cultists of Areshkagal made living sacrifices to their
demonic patron. The partial skeletons spiked to the
wall behind the altar are the aged remains of the cult’s
sacrificial victims.

The statue and the bronze mirror behind it are part of
the Sightless Sphinx’s scrying network. The mirror has a
strong divination aura (caster level 20th). If activated, the
mirror can be used to view the Chamber of the Sky (area
K37), where Userib now dwells. The statue and mirror
here have not been used in over a hundred years, and
since the current occupants of the Sightless Sphinx have
not explored the Grand Temple, neither Userib nor his
demonic ally Ninureset realize that these objects can be
used to look into their headquarters. See area K8 for full
details on using the scrying chambers and statues.

Treasure: The templars of Sarenrae missed a secret
cache here when they cleared the temple and eradicated
the cult. A PC who succeeds at a DC 25 Perception check

discovers a secret panel in the floor behind the sphinx




statue. The compartment beneath holds a bag of holding
type II containing a +1 greatsword, a potion of displacement,
a potion of fly, a potion of rage, and a square ceramic tile
painted with the image of a coiled snake. This tile is one of’
the keys that opens the hidden vault in area K18.

K25. Ohservation Post

Horizontal slits in the eastern wall of this small chamber allow
a view into the grand hall beyond. A layer of dust on the floor
indicates that no one has likely used this observation post for
many years.

Initiates of the cult of Areshkagal who were not yet
considered worthy to actually participate in ceremonies
in the Grand Temple were allowed to observe the
cult’s rituals from this room, where they also provided
additional security against interruption. The secret
doors in the north and south walls are easily visible from
within this room.

K26. Hall of the Dead (CR 13+)

A wide hall stretches from a pair of stone double doors to the
south to an oversized archway to the north. Engraved sigils of
eyes, suns, swords, and water birds mark the large stone blocks
that pave the floor. Six alcoves line the hall, three on each side.
Within each alcove stands an upright stone sarcophagus carved
in the likeness of a human man, his arms crossed over his
chest. Thin, foul-smelling smoke emanates from the eyes of the
sarcophagi, creating a dank haze in the room.

The first sarcophagus to the southeast stands open
and empty; a small pile of charred bones lie heaped
on the floor in front of it. A PC who succeeds at a DC 23
Knowledge (planes) check can identify the foul-smelling
smoke issuing from the sarcophagi as a characteristic of
the extraplanar undead creatures known as bodaks. The
ceiling is 30 feet high in this chamber.

Creatures: Through horrific torture and exposure to the
supernatural evil of Areshkagal, the cultists of Areshkagal
transformed six captured innocents into bodak guardians
and sealed the undead within the sarcophagi lining the
walls. If a living creature steps anywhere within the
3o0-foot-square space in front of a sarcophagus, the lid of
the sarcophagus flies open, releasing the bodak within to
attack. This leaves a 10-foot-wide corridor down the center
of the chamber where creatures can safely pass through
the room without releasing the trapped bodaks.

When Userib and the maftets first entered the Sphinx,
they accidentally released the first bodak near the door.
Userib quickly realized that proximity triggered the

release of the undead, so after burning the corpse of the

creature, the maftets moved straight down the center

of the room and into the next chamber, leaving the five
remaining bodaks still trapped in their sarcophagi.

If the PCs realize how to release the bodaks from their
sarcophagi, they can gain a strong advantage against
the undead by taking care to release only one bodak at a
time. Clever PCs may even attempt to ambush unwitting
opponents by maneuvering them into releasing the bodaks,
though the undead make no distinction between the PCs
and their enemies once released. Note, however, that the
maftet cultists and their allies know of the bodaks and avoid
releasing them if possible. In addition, the PCs have no way
of knowing that every bodak that dies here strengthens the
zombie lord Heqet in area K28, and thus their bravery (or
greed) may come back to haunt them in the near future.

BODAKS (5) (RS

XP 4,800 each

hp 85 each (Pathfinder RPG Bestiary 2 48)

TACTICS

During Combat A bodak uses its death gaze to try to slay
any enemies it sees. Once in melee, it attacks the nearest
creature with its slam attacks.

Morale The tormented, rage-filled bodaks fight until destroyed.

Development: This chamber lies between the territories
claimed by the cult of Areshkagal and the Cult of the
Forgotten Pharaoh, and the two cults have clashed here on
numerous occasions.

Creatures: Two maftet cultists of Areshkagal are under
orders to cause as much damage as possible to the Cult of
the Forgotten Pharaoh and any other potential threats
they find inside the Sightless Sphinx. The maftets have
defaced their runic tattoos with ritualistic scars and dyed
the fur on the lower halves of their bodies blue in honor
of their demonic patron. Red dye streaks their wings, as if
their trailing feathers had been dipped in fresh blood. The
maftets burst through the archway from area K27 at an
opportune moment, such as when the PCs are fighting the
bodaks. Ifany Forgotten Pharaoh cultists (or PCs disguising
themselves as cultists) are present, one of the maftets focuses
its attacks on the cultists while the other attacks the PCs.

CULTISTS OF ARESHKAGAL (2) (RY9
XP 6,400 each

Maftet rogue 6 (Pathfinder RPG Bestiary 3 188)

CE Medium monstrous humanoid

Init +6; Senses darkvision 60 ft., low-light vision; Perception +18
DEFENSE
AC 23, touch 16, flat-footed 17 (+4 armor, +6 Dex, +3 natural)
hp 113 each (14 HD; 8d10+6d8+42)

Fort +7, Ref +17, Will +9

Defensive Abilities evasion, trap sense +2, uncanny dodge
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UMMYS MASK:

=

OFFENSE During Combat The maftets take advantage of the high ceiling
Speed 40 ft., fly 60 ft. (poor) to make raptor dives coupled with sneak attacks. The cultists
Melee +7 scimitars +17/+17/+12/+12/+7 (1d6+6/15-20) attempt to flank with another to continue making sneak
Special Attacks paired weapons, raptor dive, sneak attack +3d6 attacks, keeping to the air as much as possible.
Spell-Like Abilities (CL 8th; concentration +9) Morale Zealous converts to Areshkagal’s worship, the maftets
Constant—mage armor fight to the death.
3/day—magic weapon STATISTICS
1/day—cat’s grace, protection from evil Str 20, Dex 22, Con 16, Int 12, Wis 12, Cha 13
Rogue Spell-Like Abilities (CL 6th, concentration +7) Base Atk +12; CMB +17; CMD 33

3/day—ray of frost
2/day—vanish*¢
TACTICS
Before Combat The maftets cast magic weapon on
their scimitars before combat, and cast vanish
just before entering the room.

Feats Bleeding Critical, Combat Reflexes®, Critical Focus,
Double Slice, Improved Critical (scimitar), Improved Two-
Weapon Fighting, Two-Weapon Fighting, Weapon Focus
(scimitar), Wingover

Skills Acrobatics +22, Disable Device +14, Fly +18, Intimidate +18,

Knowledge (history) +9, Knowledge (local) +12, Knowledge

(planes) +4, Knowledge (religion) +4, Perception +18,

Stealth +27, Survival +12

Languages Abyssal, Common, Sphinx

$Q rogue talents (combat trick, major magic, minor
magic), runic tattoos, trapfinding +3

Gear mwk scimitars (2), aegis of recoverys, silver unholy
symbol of Areshkagal

\ K27. Chamber of Ritual Purification (CR 11)

Low stone tables covered in brownish stains ring the center of
this chamber, with piles of rusted chains heaped next to them.
The tables surround a red stone altar. Obsidian chips embedded
on each face of the altar form pointed runes that stab down
toward the ground, and several black iron knives lie atop the
altar in a puddle of fresh blood.

The cult of Areshkagal prepared their dead for burial
in this room, which they also used to torture prisoners
and engage in bloody rituals in honor of their demonic
patron. A PC who succeeds at a DC 15 Knowledge (religion)
or Knowledge (planes) check recognizes Areshkagal’s rune
on the altar. Anyone investigating the stone tables can
attempt a DC 10 Perception check to notice that two of the
slabs bear fresh blood stains and deep score marks, as if
from sharp blades. A PC who succeeds at a DC 25 Survival
check finds a dried but relatively recent blood trail
leading from the bloodstained table to the eastern door. A
successful DC 25 Perception check reveals the presence of
a secret door in the northeast wall.

The newly converted maftet cultists of Areshkagal
recently resurrected the use of this chamber. When the
hostilities initially began, the maftets captured two
cultists of the Forgotten Pharaoh and brought them
here. After torturing the cultists for information, the

maftets gruesomely sacrificed them as part of a demon-
summoning ritual, then scattered their bones far and
wide in the desert.




Creatures: The Forgotten Pharaoh cultists sacrificed in
this room have returned as vengeful guecubus, forming
undead bodies from the sand and stone of the Sightless
Sphinx itself. The guecubus hide beneath the floor using
their earth glide ability until their tremorsense detects
movement in the room above. Remembering well their
torture at the hands of the maftet cultists, the guecubus
emerge from the floor to attack any living creatures in
the room.

ADVANCED GUECUBUS (2) CR9
XP 6,400 each
hp 126 each (Pathfinder RPG Bestiary 3 145, 290)

HEQET CR 13

XP 25,600

Female human zombie lord cleric of Areshkagal 13 (Pathfinder
RPG Bestiary 4 286)

CE Medium undead

Init +6; Senses darkvision 60 ft.; Perception +20

DEFENSE

AC 31, touch 16, flat-footed 29 (+8 armor, +4 deflection, +2 Dex,
+2 natural, +5 shield)

hp 154 (15d8+83)

Fort +14, Ref +11, Will +18

Defensive Abilities channel resistance +5; DR 5/slashing;
Immune undead traits; Resist electricity 20; SR 25

TACTICS

OFFENSE

During Combat The guecubus cast spike stones to hinder
opponents in the room, then each targets a single enemy
with its melee attacks and misfortune ability.

Morale The guecubus fight until destroyed.

Treasure: The four black iron knives atop the altar,
each a masterwork cold iron dagger, were used to torture
and kill the Forgotten Pharaoh cultists. In addition, the
cultists’ bloodstained gilt wooden funerary masks (each
worth 25 gp) lie discarded behind the altar.

Development: If all of the bodaks in area K26 have been
destroyed, the zombie lord Heget in the secret room (area
K28) gains enough strength to burst through the secret
door and attack the PCs as soon as they enter this room.

K28. The Relict’s Tomb (CR 13)

A stone sarcophagus rests in the center of this room. Carved
from pale sandstone, the sarcophagus depicts the figure of a
woman holding a serpent in each hand. Though the figure’s body
has been carefully carved to appear young and voluptuous, her
face is blank and featureless. Small stone plinths stand at the
head and foot of the sarcophagus, each one holding a small
golden box.

Creature: One of Areshkagal’'s most faithful cultists,
a cleric named Hegqet, was interred in this tomb, but she
has not rested in her sarcophagus for some time. Shortly
after her entombment, she rose as an undead zombie lord
and now stands, silent and watchful, in this dark room.
Heget is magically bound to the bodaks in area K26 and
can sense their movements and general condition. For
each bodak that is destroyed, Heqet grows stronger. If all
six bodaks are destroyed, Heqet becomes strong enough to
break through the secret door to this chamber, which was
not designed to open from this side. If Heqet can break
through the door, she does so as soon as the PCs enter area
K27. Otherwise, she waits here, and anyone who opens the
door and enters the room faces her wrath.

Speed 20 ft.
Melee rod of the viper +17/+12 (1d8+6,/19-20) or
slam +14 (1d6+6)
Special Attacks channel negative energy 8/day (DC 21, 7d6),
fury of the Abyss (+6, 7/day), scythe of evil (6 rounds, 2/day)
Domain Spell-Like Abilities (CL 13th; concentration +17)
7/day—lightning arc (1d6+6 electricity)
Cleric Spells Prepared (CL 13th; concentration +17)
7th—blasphemy® (DC 21), destruction (DC 23)
6th—chain lightning® (DC 20), harm (DC 22), summon
monster VI
5th—dispel good® (DC 19), major curse"™ (DC 21), slay living
(DC 21), spell resistance
4th—divine power, freedom of movement, inflict critical
wounds (DC 20), spell immunity, spit venom*™ (DC 18),
unholy blight® (DC 18)
3rd—blindness/deafness (DC 19), gaseous form®, inflict
serious wounds (DC 19), invisibility purge, magic
vestment, wrathful mantle**¢
2nd—dread bolt*™ (DC 16), hold person (DC 16), resist energy,
shard of chaos"™ (DC 16), silence (DC 16), wind wall®
1st—deathwatch, doom® (DC 17), entropic shield,
murderous command“™ (DC 15), ray of sickening"™
(DC 17), shield of faith
0 (at will)—bleed (DC 16), detect magic, guidance, read magic
D domain spell; Domains Air, Evil (Demon subdomain”*®)
TACTICS
Before Combat Heget can sense what the bodaks in area K26
experience and see through their eyes. As soon as they fall
under attack, she casts magic vestment on her shield and
freedom of movement. Based on the PCs’ tactics, she also
casts resist energy against a suitable energy type and spell
immunity against appropriate spells (such as holy smite,
searing light, and undeath to death). Once all of the bodaks
have been destroyed or the PCs appear to be heading toward
her tomb, Heqet casts shield of faith, spell resistance, and
wrathful mantle.
During Combat Heqet casts summon monster VI just before
breaking through the secret door (or on the first round of




combat) to summon 1d3 babau allies. She immediately Combat Gear scroll of blade barrier; Other Gear +2 breastplate,

b ] targets the nearest enemy (or anyone openly displaying mwk heavy steel shield, rod of the viper, adamantine and
174 the holy symbol of a good-aligned deity) with destruction, platinum unholy symbol of Areshkagal (worth 500 gp)
AR followed by her most powerful spells, including blasphemy, SPECIAL ABILITIES
'\ \ chain lightning, and unholy blight. If pressed into melee Lost Soul Bond (Su) Heget is magically bound to the bodaks in
combat, Heqet casts divine power and transforms her rod of area K26 and can sense their presence and general condition
' the viper into a serpent. as if she were casting a status spell. By concentrating, Heget
@ Morale Heget fights until destroyed. can see through the eyes of any of the bodaks. In addition,
-'_— .' STATISTICS she is empowered whenever one of the bodaks is destroyed,
: Str 18, Dex 14, Con —, Int 10, Wis 18, Cha 16 gaining 10 temporary hit points, a +2 profane bonus to
— Base Atk +10; CMB +14; CMD 30 her Strength score, and a +1 profane bonus to her channel
! Feats Combat Casting, Extra Channel, Greater Spell Focus resistance. Currently, one of the bodaks has been destroyed
i, (necromancy), Improved Channel, Improved Critical (heavy (the bonuses she received from that bodak’s destruction are

mace), Improved Initiative, Lightning Reflexes, Spell Focus already included in her statistics). If the other five bodaks are
(necromancy), Toughness®, Weapon Focus (heavy mace) destroyed, she gains 50 additional temporary hit points, an
Skills Knowledge (history) +8, Knowledge (planes) +8, additional +10 bonus to her Strength (giving her a +5 profane

Knowledge (religion) +8, Linguistics +4, Perception bonus on her melee attack rolls and damage rolls), and an
+20, Sense Motive +12, Spellcraft +16 additional +5 profane bonus to her channel resistance.
Languages Abyssal, Common, Osiriani
$Q lost soul bond Treasure: The two golden boxes (each worth

250 gp) flanking Hegqet’s sarcophagus hold personal
possessions that Heget treasured in life and did not
want to despoil with her own moldering corpse. The

one at the head of the sarcophagus contains a headdress
made of delicate gold chain links and set with a turquoise
serpent over the brow, worth 2,800 gp. The box at the feet of
the sarcophagus holds a pair of leather-soled slippers with

gold chains that wrap up to the knees, worth 1,000 gp.

K29. Altar of Riddles (CR 9)

Ashort hallway leads into a wide, dark room. An elaborate mural
of moons waxing and waning through their various phases
dominates the curving wall at the far end of the chamber. A
pitch-black altar decorated with curved black horns sits in an
alcove in the middle of the mural. A low, keening wail echoes
through the room.

The blood trail from area K27 leads into this room.

Creature: One of Userib’s friends, a maftet named
Ligash, was more reluctant than the others to enter the
Sightless Sphinx, and he fell less under Ninureset’s sway
than his companions. Ligash longed to flee the Sphinx
but saw no way to break ties with Userib’s newly formed
cult without losing his life. Instead, Ligash decided to
play along with the others until an opportunity arose
for escape. Unfortunately, he found himself trapped in
the Chamber of Ritual Purification while Userib and the
others, under the guidance of the glabrezu, hideously
tortured two cultists of the Forgotten Pharaoh to death and
sacrificed them to summon a host of monstrous fiends.
The sight shattered Ligash’s sanity, and suffering from
schizophrenia (Pathfinder RPG GameMastery Guide 251),
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the maftet now lurks in this room, hopelessly mad and
shunned by his former companions.

When the maftets first swore allegiance to Areshkagal,
they studied a series of ancient scrolls depicting the 23
Riddles of the Flesh, an interlocking series of puzzles
that no mortal has ever been able to comprehend. In his
madness, Ligash has become obsessed with the 23 Riddles,
and he spends his time here gnawing on his own hands and
crafting his own riddles in homage to Areshkagal.

When he spots the PCs, Ligash begins snarling out his
homemade riddles (see the sidebar) and demands that the
PCs answer them. A PC who succeeds at a DC 20 Sense Motive
check gets the sense that Ligash is suffering from some sort
of metal affliction. If the PCs successfully answer all three
riddles, Ligash becomes quiet and docile to the point of
catatonia. If the PCs do not or cannot answer them correctly,
Ligash roars in frustration and attacks.

XP 6,400

Cultist of Areshkagal (see page 45)

hp 113

TACTICS

During Combat On the first round of combat, Ligash must
succeed at a DC 16 Will save or become confused for 1d6
rounds. If able to act normally, he attacks the closest
opponent with all of his attacks, ignoring other combatants
for the most part until his target is dead.

Morale The insane maftet fights to the death.

SPECIAL ABILITIES

Schizophrenic (Ex) Ligash suffers from schizophrenia
(GameMastery Guide 251). He takes a -4 penalty on all Wisdom
and Charisma-based skill checks, cannot take 10 or take 20, and
must succeed at a DC 16 Will save when in a stressful situation
(such as combat) or become confused for 1d6 rounds.

Development: If the PCs want to try to cure Ligash of his
insanity, they may do so, but it is a lengthy process unless
powerful magic such as greater restoration, heal, limited wish,
miracle, or wish is used. Otherwise, Ligash may attempt a DC
16 Will save to reduce the insanity’s DC by 1 once per week.
Ifthe PCs return Ligash to Erayu and the maftet tribe, years
of safety among his family in the sun may also restore some
modicum of sanity and peace to the troubled maftet.

Story Award: If the PCs answer Ligash’s riddles and
render him docile, award them 6,400 XP, as if they had
defeated the maftet in combat.

K30. Quartermaster’s Chamber

The door to this room stands open. Bloody streaks smear the
walls, and broken splinters of wood that may once have been
furniture lie strewn about this chamber. The headless bodies

_SECRETS OF THE

LicasH's RiDDLES

The insane maftet Ligash presents the PCs with the
following three riddles, crafted in the twisted corridors of
his deranged mind.

“The sky breathes against mountains tall, and makes
their stony hearts to fall. Flame heats the mountains’ |
broken domes and makes a window of their bones. What
lies within the mountain’s grave?”

Answer: Sand, or sand forged into glass.

“They have no weight, no shape, no size, yet all
well know when they arise. Though wordless, tuneless,
tongueless too, they sing a song of pain full true.”

Answer: Screams.

“Four awls have I for punching through. Four knives have
I for cutting true. Ten friends above and ten below, to grind
up pieces of my foe. What am I?”

Answer: A lion, which has four canine teeth, four
carnassial teeth, and approximately 20 more teeth in its
mouth. (A successful DC 23 Knowledge [nature] check can
provide the correct answer to this riddle.)

=0

of half a dozen snakes, their carcasses torn and shredded, lie
rotting in small, sad heaps around the room.

The insane maftet Ligash in area K29 has taken to
catching, violently killing, and half-devouring harmless
snakes that make their way into the Sphinx in this chamber.

With a successful DC 20 Perception check, a character
discovers a secret door in the eastern wall of the room. The
door once led to other chambers in the Sightless Sphinx’s
left front leg, but following the collapse of that portion of
the structure, it now exits outside the Sphinx. Neither the
cult of Areshkagal nor the Cult of the Forgotten Pharaoh is
aware of the existence of the door, which can provide the
PCs with the means to secretly enter and exit the Sphinx.

Treasure: A PC who succeeds at a DC 25 Perception
check uncovers a sturdy bronze ring in the shape of aram’s
head with two small rubies for eye. This ring of the ram was
hidden in one of the old bedposts in the room and freed
during Ligash’s rampage.

K31. Crossroads

Four doors exit this octagonal room. A symbol is engraved in the
wall above each doorway—a shield to the north, a skull to the
east, an eye to the south, and a blank female face wearing a
pharaoh’s headdress to the west.

The symbols on the walls in this chamber identify

the rooms beyond the doors. The shield represents the
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armory (area K32), the skull symbolizes the Chamber of

Ritual Purification (area K27), the eye indicates the way to
the Chamber of the Sky (area K37), and the blank female
face (Areshkagal’s symbol) designates the Chamber of the
Faceless Sphinx (area K35).

K32. Armory of the Faceless (CR 12)

Along the northern wall of this room, six wooden dummies sag and
lean under the weight of the armor they carry. Eight steel helmets,
each one carved with an elaborate golden face mask, hang on
the eastern wall. The faceplates of the helmets are distorted and
defaced, as if melted by acid or fire. Thick, sickly green vines twine
throughout the room, and black feathers litter the floor. A foul
stench hangs in the air, as if something recently died here.

The highest priests of the old cult of Areshkagal kept
their personal armor in this room.

Creatures: A trio of vrocks summoned by the new cult
chose this room as its lair. The vrocks’ spores are the
source of both the vines and the foul smell here.

VROCKS (3) (RY

XP 6,400 each

hp 112 each (Pathfinder RPG Bestiary 69)

TACTICS

During Combat The vrocks immediately cast mirror image
before beginning a joint dance of ruin, in the hopes that the
illusory doubles will give them time to complete the dance.
Afterward, or if the dance is interrupted, the vrocks screech
in an attempt to stun as many enemies as possible, then
cast heroism and release their spores before finally engaging
opponents in melee.

Morale If one of the vrocks is killed, the two survivors attempt
to summon more vrocks join the battle. If two of the original

vrocks are slain, the third flees to area K35 to warn Ninureset.

Treasure: Neither the maftets nor the demons wear
armor, and so the high priests’ bounty remains here. Four
of the suits of armor are ruined beyond repair, but the
other two remain intact: a set of +1 poison-resistant parade
armor (Ultimate Equipment 121, 13) plated with gold and
inlaid with a bejeweled lotus flower, and +2 silken ceremonial
armor (Ultimate Equipment 14) made of gold-trimmed white
linen with a heavy torc set with lapis lazuli. Each of the
eight helmets is worth 350 gp. A successful DC 20 Appraise
check reveals that the helmets’ melted faceplates were
deliberately crafted, likely in honor of Areshkagal.

K33. Maftet Quarters (CR 12)

Piles of uncured furs and hides make crude pallets on the floor
of this chamber, and dried blood and soot smears obscure the

walls. A rank smell hangs in the air, like that of a wet animal
baking in the sun.

Creatures: The maftet cultists of Areshkagal have taken
these chambers as their own. One maftet is currently
resting in area K33a and two more rest in area K33b. If the
PCs disturb any of the maftets, they scream a warning and
attack. The other maftets next door join the combat on
the following round. If two of the maftets are slain, the
survivor attempts to flee to area K37 to warn Userib and
the others.

CULTISTS OF ARESHKAGAL (3) CR9
XP 6,400 each
hp 113 each (see page 45)

Treasure: A PC who succeeds at a DC 20 Perception
check finds a semiprecious gemstone worth 50 gp and 3d1o
gp in assorted coins amid the debris in each room.

K34. Hall of Lightning

A short corridor extends beyond the door, ending at a crackling
sheet of lightning that blocks the end of the hallway. The smell
of a summer storm fills the air, and the sizzling of the lightning
makes normal conversation impossible near the barrier.

Ninureset created this lightning barrier by means of
an unholy ritual. The barrier protects the glabrezu’s lair
but the demons can freely pass through it, as they are
immune to electricity. Any creature walking through the
barrier takes 14 points of electricity damage (Reflex DC
21 half); effects that protect against electricity damage
work normally against the barrier. The barrier can be
dispelled, suppressed, or destroyed with dispel magic,
mage’s disjunction, antimagic field, or similar effects (caster
level 14th), but it is not a trap and cannot be disarmed.

If the PCs attempt to bring the bronze sentinel through
the barrier, an enormous thunderclap booms through the
hallway. All the electricity redirects through the sentinel’s
metal body and courses down into the earth, instantly
destroying the barrier. Anyone inside the bronze sentinel
is insulated from the attack and takes no damage, but
the sentinel takes 84 points of damage, gains the broken
condition, and is rendered immobile.

Development: The bronze sentinel can be repaired enough
to make it move again by casting make whole and succeeding
at a DC 24 Spellcraft check, but the item retains the broken
condition. While broken, the bronze sentinel takes a —2 penalty
on attack and damage rolls and its natural armor bonus is
reduced to +5. Further repair of the bronze sentinel to remove
the broken condition requires a mending or make whole spell

with a minimum caster level of 19th.




K35. Chamber of the Faceless Sphinx (CR 13)

A wide square stone platform stands in the center of the room.
Shallow stone steps lead up to the platform on each side of the
square. A stone slab hangs from the ceiling on thick iron chains,
mirroring the platform on the floor, but with a ball of green fire at
each corner. Beyond, the massive stone head and shoulders of a
sphinx protrude from the far wall. The carving stretches from floor
to ceiling, and its face is a featureless mass of jagged edges and
chipped stone. Life-sized carved images of kneeling supplicants
on the walls ring the chamber, facing the sphinx.

This was the private temple and meditation chamber for
the high priests of the old cult of Areshkagal, and lower-
ranking priests and initiates were strictly forbidden from
entering. The ceiling is 50 feet high in this room. The
stone platform is 5 feet high; the slab of stone hangs 40 feet
above. The balls of green fire are continual flames. The
hanging slab is studded with invisible iron spikes. Once an
elaborate trap, the slab was designed to drop on its chains,
but rust and time have disabled the ancient mechanism.
The sphinx carving on the far wall can be identified as
Areshkagal with a successful DC 15 Knowledge (religion)
or Knowledge (planes) check.

Creature: The glabrezu Ninureset makes his lair here
now, under the pitiless visage of his mistress Areshkagal.
If the PCs use the bronze sentinel to bypass the lightning
barrier in area K34, the noise instantly alerts Ninureset
that the room has been breached.

Ifaware of the PCs, Ninureset uses veil to appear to appear
as a relatively harmless human or friendly marid, perhaps
posing as a prisoner of the cult. The glabrezu willingly
talks with the PCs, spinning a sad tale of his imprisonment
(using Bluff), and offering the PCs a wish in exchange
for his freedom. This is a trick, of course, and if the PCs
accept, Ninureset does everything he can to twist the wish
in creative and destructive ways. If the PCs refuse to accept
his wish or they see through his illusion, Ninureset tries to
lure them up onto the platform where he can use his reverse
gravity spell-like ability to deadly effect (see Tactics, below).

NINURESET CR 13

XP 25,600

Glabrezu (Pathfinder RPG Bestiary 61)

hp 186

TACTICS

Before Combat If Ninureset is aware of intruders, he casts
mirror image before combat.

During Combat Ninureset waits on the far side of the platform
and casts chaos hammer or unholy blight at tightly grouped
foes and confusion on an obvious warrior. If any opponents
set foot on the platform, he casts reverse gravity to cause
them to “fall” into the invisible spikes on the slab above

(dealing 4d6 points of falling damage plus an additional 4d6
points of damage from the spikes). Once opponents reach
him, the glabrezu makes melee attacks, saving power word
stun for use against a particularly dangerous foe.

Morale Ninureset is bound to the Sightless Sphinx and knows
he cannot escape, but if reduced to 45 hit points or fewer,
he teleports to area K32 to rally the vrocks there. If all of the
vrocks have been killed, he teleports to area K37 to join Userib.

Development: If the PCs slay Ninureset, the act puts
the ghostly paladin Lady Sophronia (see area K23) to rest.
Before passing on, her spirit briefly appears before the
PCs and gives them a beatific smile before rising into the
ceiling, engulfed in translucent flames.

K36. Hall of Honor (CR 13)

A golden glow emanates from the vaulted ceiling of this hall,
giving the illusion of warm sunlight shining down. Low stone
walls create a path through the center of the hall between
ornate statues placed along the way. Carved from the same
yellowish sandstone, the statues depict humanoid figures in
reqal dress, their expressions proud and haughty. Stone crowns
and pharaonic headdresses sit upon their brows, and stone
robes adorned with bits of jewelry that glitter in the light bedeck
them. On the southern side of the hall stands an immense statue
of a golden scorpion that appears to have been crushed. The
scorpion’s carapace has been cracked from some mighty blow,
and its claws are twisted and shattered.

The walls that line the path are only 2-1/2 feet tall and
provide cover, but they also impede progress; crossing one
requires 2 squares of movement. The ceiling is 50 feet high
in this chamber. The “sunlight” shining down from the
ceiling is a permanent image that produces normal light in
this chamber.

The 23 statues in the room, one for each of Areshkagal’s
riddles, depict influential priests of the demon lord’s cult.
Close examination reveals something subtly wrong about
each statue. For example, one figure’s eyes are oddly spaced,
and the tip of a forked tail shows at the hem of another’s
robe. A few of the statues just seem subtly warped, with no
such overt signs of wrongness.

The golden scorpion represents Areshkagal’s hated
sister, the demon lord Aldinach, which a character who
succeeds at a DC 15 Knowledge (religion) or Knowledge
(planes) check recognizes. The statue is actually the gilded
carapace of an immense black scorpion. Areshkagal’s
cultists placed the scorpion’s carcass here as a trophy in
honor of Areshkagal and an insult toward Aldinach.

Creatures: Two maftet cultists patrol this hall, aided in
their task by a shadow demon servitor of Areshkagal that
hides itselfin the shadows among the statues.




CULTISTS OF ARESHKAGAL (2)
XP 6,400 each
hp 113 each (see page 45)

SHADOW DEMON SERVITOR OF ARESHKAGAL CR 11

XP 12,800

hp 119 (use the stats for Sargota on page 38)

TACTICS

During Combat The shadow demon flits in
and out of the walls to disorient foes. It
particularly enjoys popping up behind
targets that are already engaged in
melee with the maftets.

Morale If reduced to fewer then 30 hit
points, the shadow demon attempts to
flee to area K35 to warn Ninureset.

Treasure: Most of the jewelry worn
by the high priest statues is just colored
glass, but a successful DC 25 Appraise
check or DC 30 Perception check reveals
that a ruby in one statue’s bracelet is
real and worth 150 gp. The golden giant
scorpion is coated in a thin layer of solid

>
gold. The carapace is over 30 feet long and USERIB

weighs thousands of pounds, including 150 pounds
of gold. The gold alone is worth 7,500 gp, but the
gilded carapace would be worth up to 15,000 gp to a cultist
of Aldinach or Areshkagal, or a collector of demonic relics.

K37. Chamber of the Sky (CR 13)

The ceiling of this vast hall arches upward to a height of almost
fifty feet. The ceiling has been painted dark blue, and tiny lights
twinkle in the darkness like countless stars. Near the center of
the room, pillows overflow from a shallow pit. A polished bronze
shield lies atop a round stone table rising from the center of the
pit. Beyond the pit, a white stone statue of a six-legged, faceless
sphinx faces the room. On either side of the statue, long brass
poles stretch from floor to ceiling.

A character who succeeds at a DC 15 Knowledge (religion)
or Knowledge (planes) check recognizes that the sphinx
statue is another representation of Areshkagal. The statue
and the bronze shield on the table are part of the Sightless
Sphinx’s scrying network. The shield has a strong divination
aura (caster level 20th). The shield is linked to the statue
in the Chamber of Scrying (area K8), allowing Userib and
Ninureset to spy on the Cult of the Forgotten Pharaoh and
discern some of the cultists’ movements. However, neither
Userib nor Ninureset is aware that the mirror and statue in
the Grand Temple (area K24) look into this room. See area

K8 for details on using the scrying chambers and statues.

The two bronze poles on either side of the statue are
actually periscopes cunningly built into the Sightless
Sphinx. The southern periscope can be turned to view
south and west of the Sphinx, and the northern periscope
looks to the north and east of the Sphinx.

The twinkling “stars” on the ceiling are a permanent

dancing lights variant that illuminate the
chamber in dim light.

Creatures: Userib, leader of the

maftet cultists of Areshkagal,
resides in this room with two
maftet cultists as guards. The
thoroughly corrupted and slightly
maddened maftet reclines in
the pillow pit, plotting his next
attack on the Cult of the Forgotten

Pharaoh. He lets out a mighty roar

at the sight of intruders. “Why have
you trespassed in our home? This
place may seem abandoned, but our
blood and our faith have reawakened it!
Perhaps my old tribe sent you to retrieve
me? Know this: I shall never return to
that hollow pride of mewling weaklings.
My new tribe is here, bought and paid for
with my very soul. Join us in the worship
of the Faceless Sphinx or you shall not live to tell

others of this place!”

The PCs can try to negotiate with Userib, but the
maftet’s fanaticism and corruption make him almost
impossible to deal with. His starting attitude is hostile,
and a successful DC 27 Diplomacy check and a promise to
listen to his doctrine of Areshkagal are required to alter
his attitude. Userib can be stalled for several minutes as
he proselytizes on the worship of the Faceless Sphinx and
urges the PCs to pledge their lives to her faith. Userib
means this literally—he wants the PCs to offer themselves
as sacrifices to Areshkagal. A successful Bluff check is
required to convince Userib that the PCs are willing to do
so (Userib receives a +10 circumstance bonus on his Sense
Motive check, given the unlikeliness of random strangers
offering themselves up as sacrifices). If Userib suspects he
is being misled or the PCs refuse or attempt to bring him
back to his tribe by force, Userib attacks. Userib’s full stat
block appears in the NPC Gallery on page 60.

CULTISTS OF ARESHKAGAL (2) CR9
XP 6,400 each
hp 113 each (see page 45)

USERIB CR 12

XP 19,200
hp 161 (see page 60)
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Treasure: Scattered within the shallow pillow pit are
the collected treasures the maftets have liberated from
the Sightless Sphinx. These valuables include a wooden
wand of vision of hell wound with silver thread (12 charges,
Pathfinder RPG Ultimate Magic 248), a silver bowl almost
a foot in diameter engraved with hieroglyphs around its
lip extolling Sekhmet’s glory (worth 270 gp), a matching
silver pitcher (worth 210 gp), and two pillowcases stuffed
full of gold pieces (855 gp in total). In addition, alacquered
wooden box inlaid with topazes arranged in the shape of
a rising sun (worth 120 gp) holds 150 pp and a pouch of
six small sapphires that are worth 200 gp each. APC who
succeeds at a DC 10 Perception check discovers a ceramic
tile depicting a roaring sphinx stuffed inside a pillow.
This tile is one of the keys that opens the hidden vault
in area K18.

Lastly, a large, embossed wooden chest holds the royal
thriae larva that the Cult of the Forgotten Pharaoh stole
from the thriae hive in the Parched Dunes (Pathfinder
Adventure Path #81: Shifting Sands 42). Userib stole the
chest from the cult, and though he has no idea what the
larva is, he knows the Forgotten Pharaoh cultists value it,
and so he keeps the chest here, hoping to eventually find
some use for its contents.
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K38. Vault Guardian (CR 10)

The stairs open up into a subterranean chamber with air as
stale as a mummy’s breath. The temperature is markedly cooler
and more humid in this room than in the rest of Sphinx. A pool
of water, perhaps formed from seepage from the mud baths
above, glimmers against one wall. The floor is an expanse of
damp sand. On the wall across from the stairs, large double
doors provide an exit from the chamber.

The stairs beneath the secret entrance in area Ki8
descend 40 feet into this chamber.

Creature: During a short excursion to the headwaters of
the Scarab River south of the Sightless Sphinx, the original
cultists of Areshkagal encountered a large crocodile in the
river. The cultists killed the beast, brought its carcass back to
the Sightless Sphinx, and animated it as an undead guardian
for their hidden vault. The mummified crocodile remains
here to this day, attacking any creatures that enter this room.

GIANT MUMMIFIED CROCODILE CR 10

XP 9,600
Mummified dire crocodile (Pathfinder RPG Bestiary 4 196,
Pathfinder RPG Bestiary 51)




NE Gargantuan undead (augmented animal)
Init +4; Senses darkvision 60 ft.; Perception +14
Aura frightful presence (30 ft., DC 21, 1d6 rounds)

DEFENSE

AC 25, touch 6, flat-footed 25 (+19 natural, -4 size)
hp 126 (12d8+72)

Fort +13, Ref +8, Will +8

DR 5/—; Immune undead traits

Weaknesses vulnerable to sonic

OFFENSE

Skills Perception +14, Stealth +4 (+12 in water), Swim +23

$Q blessing of Areshkagal

SPECIAL ABILITIES

Blessing of Areshkagal (Su) When the crocodile was
mummified, Areshkagal blessed the cult’s creation, granting
the mummified crocodile a +18 profane bonus to its
Charisma score.

K39. Secret Vault (CR 12)

Speed 10 ft., swim 20 ft.; sprint

Melee bite +20 (4d6+15/19-20 plus grab), tail slap +15 (6d8+7)

Space 20 ft.; Reach 15 ft.

Special Attacks burst of vengeance, death roll (4d6+22 plus trip),
dust stroke, swallow whole (4d6+15 damage, AC 19, 12 hp)

STATISTICS

Str 41, Dex 10, Con —, Int 1, Wis 14, Cha 20

Base Atk +9; CMB +28 (+32 grapple); CMD 38 (42 vs. trip)

Feats Improved Critical (bite), Improved Initiative, Improved

Natural Attack (bite)®, Improved Natural Attack (tail
slap)®, Iron Will, Run, Skill Focus (Perception), Skill

Focus (Stealth), Toughness®
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ARESHKHESBED

Squat idols sit in shadowed alcoves on either side of this room,
and fist-sized gemstones glitter atop tattered velvet pillows on
two pedestals against the far wall. Open chests spill forth gold
coins that shimmer in the light of two silver-bracketed torches.

This chamber’s door is warded by a symbol of persuasion
(DC 23) that triggers when a creature passes through the
door. The ceiling is 30 feet high in this chamber.

Creature: All of the wealth in this chamber lies beyond
the crouching figure of a magnificent but terrifying
sphinx. Its muscled form and six leonine legs are covered
in midnight-blue fur, and two blood-red feathered
wings sprout from its shoulders. In hideous contrast to
its otherwise perfect body, the sphinx’s face is a nearly
featureless mask, with two gleaming red eyes and a slit ofa
maw containing rows of sharp black fangs. The spiky rune
of Areshkagal glows in the center of the sphinx’s chest.
The daughter of a nalfeshnee and a gynosphinx, the
half-fiend sphinx Areshkhesbed was a faithful
worshiper of Areshkagal for hundreds of years
before the construction of the Sightless
Sphinx. When the Sphinx was completed,
Areshkhesbed made a pilgrimage to the
temple and begged Areshkagal for the
chance to serve the faith in some
capacity. Areshkagal granted the
sphinx’s wish, transforming
Areshkhesbed’s body into a

replica of the demon lord’s
own form and damning her
to eternal life as a divine
guardian of the Sightless
Sphinx. She is bound to
defend the Sightless Sphinx,
and attacks any creatures that

intrude into her domain.

If any of the PCs are charmed by her symbol of
persuasion, Areshkhesbed suggests they focus their
efforts on defeating the Cult of the Forgotten Pharaoh—a
reasonable request, since the PCs are likely inclined to
do that anyway. Once the threat of the Forgotten
Pharaoh is removed, Areshkhesbed has no more
use for the PCs, and treats them as she would any




other intruder—she attempts to slay them and bathe in
their blood.
If the gynosphinx Tetisurah is accompanying the PCs,

she immediately attacks Areshkhesbed with a fierce roar,
determined to destroy the abomination.

ARESHKHESBED CR 12

XP 19,200
Female half-fiend divine guardian gynosphinx (Pathfinder RPG
Bestiary 171, 257; Pathfinder RPG Bestiary 4 60)
CE Large outsider (air, chaotic, evil, native)
Init +7; Senses darkvision 60 ft., see invisibility; Perception +28
DEFENSE
AC 27, touch 12, flat-footed 24 (+3 armor, +3 Dex, +12 natural,
-1 size)
hp 138 (12d10+72); fast healing 5
Fort +15, Ref +11, Will +14
Defensive Abilities ability healing; DR 10/magic; Immune
disease, mind-affecting effects, poison; Resist acid 10, cold 10,
electricity 10, fire 10; SR 23
OFFENSE
Speed 80 ft., fly 160 ft. (perfect)
Melee bite +19 (1d8+8), 2 claws +19 (3d6+8/19-20)
Space 10 ft.; Reach 5 ft.
Special Attacks smite good 1/day (+7 attack and AC,
+12 damage), pounce, rake (2 claws +19, 3d6+8/19-20)
Spell-Like Abilities (CL 12th; concentration +19)
Constant—comprehend languages, detect magic, read
magic, see invisibility

At will—dimension door (within Sightless Sphinx only)

3/day—alarm, clairaudience/clairvoyance, darkness, knock,
poison (DC 21)

1/day—arcane lock, augury, blasphemy (DC 24), commune,
contagion (DC 21), desecrate, dismissal (DC 22), dispel
magic, guards and wards (DC 23), hold portal, locate
object, remove curse, legend lore, unholy blight (DC 21)

1/week—any one of the following: symbol of fear (DC 23),
symbol of pain (DC 22), symbol of persuasion (DC 23),
symbol of sleep (DC 22), symbol of stunning (DC 24); all
symbols last 1 week maximum

TACTICS

Before Combat Areshkhesbed places alarms on the doors in
areas K18 and K38, and a symbol of persuasion on the door
to this chamber from area K38.

During Combat Areshkhesbed attacks intruders with her spell-
like abilities, making use of blasphemy, contagion, poison,
and unholy blight. If all else fails, the evil sphinx is more
than happy to pounce upon her foes, smiting good and
tearing them limb from limb with her claws and fanged bite.

Morale Bound for eternity to the Sightless Sphinx,
Areshkhesbed has no choice but to fight to the death to
defend the temple. However, if reduced to fewer than 35 hit
points, the sphinx uses dimension door to retreat to another

room, where she waits for her fast healing ability to heal her
before returning to attack intruders.

STATISTICS

Str 26, Dex 17, Con 20, Int 20, Wis 27, Cha 25

Base Atk +12; CMB +21; CMD 34 (42 vs. trip)

Feats Combat Casting, Great Fortitude, Improved Critical (claw),
Improved Natural Attack (claw), Iron Will, Toughness

Skills Acrobatics +18, Bluff +19, Diplomacy +19, Fly +24,
Intimidate +19, Knowledge (planes) +17, Knowledge
(religion) +17, Perception +28, Sense Motive +25, Spellcraft +17,
Stealth +14

Languages Abyssal, Ancient Osiriani, Auran, Common,
Draconic, Osiriani, Sphinx

$Q blessed life, divine swiftness, sacred site

Gear bracers of armor +3, headband of inspired wisdom +2

Treasure: The significant wealth of the cult of Areshkagal
lies in this chamber. Each of the four statues in the alcoves
depicts a different demon in a different medium: a brass
babau (worth 125 gp), a silver marilith (worth 280 gp), a gold
glabrezu (worth 450 gp), and a platinum balor (worth 1,800
gp)- The gemstone atop one pedestal is an emerald worth
600 gp, and the other is a sapphire worth goo gp. One chest
contains a +2 anarchic sickle engraved with Areshkagal’s
rune and an eagle cape (Ultimate Equipment 266) made of soft
golden sphinx wing-feathers atop a thin layer of 200 sp. The
other three chests in the room hold a total of 6,450 gp. The
two silver torches are everburning torches.

Development: As the divine guardian of the Sightless
Sphinx, Areshkhesbed can view any area within the temple
with clairaudience/clairvoyance and freely travel inside with
dimension door. As a result, she may take it upon herself to
seek out intruders and can encounter the PCs anywhere
within the Sightless Sphinx.

K40. Guardroom

This small, featureless room possibly served as a guardpost,
but is currently unoccupied. With the mercenary leader
Rubila stationed in the Silver Forge below, the Forgotten
Pharaoh saw no need to post additional guards here. The
door to the west, however, is locked (hardness 8, hp 6o,
break DC 28, Disable Device DC 30). The closed door and
thick walls muffle sound somewhat, but a successful
DC 25 Perception check allows a PC to hear the sound of
something large moving in the chamber beyond.

K41. Sphinx’s Crown (CR 11)

A vast, echoing chamber forms the head of the Sightless Sphinx.
Windows of transparent red crystal located where the Sphinx’s
eyes would be flood the room with crimson light. Six stone
pillars stretch from floor to ceiling, covered in countless tiny
hieroglyphs. Double doors fashioned in the shape of a perching
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falcon, its wings curving down to form each half of the door,
gleaming gold against the western wall.

Creature: When the Forgotten Pharaoh hired the services
of the girtablilu mercenaries, she also bargained for this
enormous emperor scorpion to serve as a guardian. The
girtablilus fed the scorpion a potion of gaseous form and used
their scorpion empathy to guide the beast up the narrow
stairs from area K12 to this chamber. The scorpion attacks
any creature other than a girtablilu or the Forgotten
Pharaoh that enters the room. Any sounds of combat with
the scorpion alert the Forgotten Pharaoh in area K42 that
her sanctum has been breached.

GIANT EMPEROR SCORPION CR 11

XP 9,600
hp 142 (Pathfinder RPG Bestiary 4 232)

Treasure: The gold on the double doors is just thin gold
leaf, worth only 100 gp at most if stripped off the doors.

K42. Sanctum of the Forgotten Pharaoh (CR 14)

A raised, oval platform beneath a canopy of delicate golden
feathers stands in the center of the room. Silk pillows and linen
sheets lie in a crumpled heap upon the platform, and four silver
orbs float at each corner of the bed, filling the room with soft
light. The ceiling is painted with vivid murals of fearsome, blank-
faced, six-legged sphinxes striding through the desert, crushing
giant scorpions, devouring humanoids, and rutting with a
staggering variety of creatures both mortal and demonic. A half-
completed painting on the far wall depicts a winged pyramid
flying over a city.

This chamber was the quarters of the high priest of the
Sightless Sphinx, but the Forgotten Pharaoh has claimed
it as her personal sanctum. The floating silver orbs are a
permanent dancing lights variant.

Creatures: The former Nethysian priestess Serethet—
possessed by the ib of Hakotep I and calling herself the
Forgotten Pharaoh—waits in this chamber along with
three cultists. She addresses the PCs as they enter, her
voice echoing weirdly from behind her golden funerary
mask, filling the room with a dual-toned voice that seems
both masculine and feminine at the same time.

“You have been a thorn in the side of my faithful for too
long. This ends here and now. You will give the mask to me
and prostrate yourselves at my feet. The Forgotten Pharaoh
will be forgotten no more! I live and breathe and shall not
lie down again!”

Assuming the PCs refuse, the Forgotten Pharaoh

orders her disciples to kill the PCs quickly. The Forgotten
Pharaoh is fully detailed in the NPC Gallery on page 58.

DISCIPLES OF THE FORGOTTEN PHARAOH (3)

XP 4,800 each
hp 95 each (see page 30)

TACTICS

Before Combat The disciples drink their potions of bear’s
endurance, cat’s grace, and shield of faith before combat.

During Combat At the Forgotten Pharaoh’s direction, the
cultists attempt to interfere with any spellcasters, making
use of flurry of blows and Stunning Fist.

Morale The disciples fight to the death to defend the Forgotten
Pharaoh, triggering their Troth of the Forgotten Pharaoh feat.

THE FORGOTTEN PHARAOH CR 13

XP 25,600
hp 179 (see page 58)

Development: When the Forgotten Pharaoh dies,
Hakotep’s ib abandons Serethet’s body. The masked cult
leader falls silently to the ground, the life drained from
her body. Her golden funerary mask tumbles from her
face, revealing her ordinary human features frozen in
an expression that’s equally defiant and terrified. From
her open mouth slips a glowing, ethereal winged heart
that soars up toward the ceiling and passes through it,
vanishing from sight.

If one of the PCs is wearing the Mask of the Forgotten
Pharaoh containing Hakotep’s ka, that character feels a
slight mental “tugging” as the winged heart soars away, as
if something within the mask wants to join the heart in its
flight. A PC who succeeds at a DC 25 Knowledge (religion)
check can identify the spectral winged heart as an ib, a
piece of the soul in ancient Osirian tradition. Embodied
in the heart, the ib was considered an individual’s seat of
emotion, thought, will, and intention. The PCs cannot
interfere with the ib in any wayj; it is a representation of an
intangible concept, not a physical item.

K43. Chisisek’s Sarcophagus

A magnificent wooden sarcophaqus lies atop a stone bier in this
chamber. The coffin’s lid is carved in the image of a human man
in repose, stone carving tools clutched in his hands. A inlaid
cartouche containing hieroglyphs of an owl inside a house is
inscribed in carnelian and lapis lazuli on the figure’s brow.

The Cult of the Forgotten Pharaoh brought Chisisek’s
sarcophagus here after removing it from his tomb.
Chisisek’s mummified remains lie within the coffin. If
Tetisurah is with the PCs, she can immediately confirm
the architect’s identity, as does the cartouche inscribed on
the sarcophagus.

Story Award: Award the PCs 19,200 XP for recovering
Chisisek’s body.
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With the death of the Forgotten Pharaoh, Hakotep’s ib
is freed from Serethet’s body and journeys to the Sky

Pharaoh’s flying pyramid to join with his ba. With two
pieces of his soul reunited, Hakotep rises as an undead
mummy lord and begins making plans to reclaim his
throne. Even though they have defeated the Cult of the
Forgotten Pharaoh, the PCs should be well aware that they
have not seen the last of the Sky Pharaoh Hakotep, who
may now pose an even greater threat than his cult did.

Once the PCs have secured the Sightless Sphinx, they
have the time to tie up any remaining loose ends. If the
PCs return to the ruins of Kher-Ma with news of the cult
of Areshkagal’s destruction, they earn the gratitude of the
maftets. Erayu is pleased to learn that the maftets can
return to the shadow of the Sightless Sphinx and begins
making plans for the tribe’s return, though he deeply
mourns the deaths of Userib and the other maftets. As a
reward for their assistance, Erayu presents the PCs with
his scimitar of the striking wing (see page 63).

If the PCs managed to recover the royal thriae larva in
area K37 and return it to the thriae hive in the Parched
Dunes (Pathfinder Adventure Path #81: Shifting Sands 42), the
thriae are overjoyed and hail the PCs as heroes. The thriae
seer Zizzira pledges the colony’s assistance to the PCs, be
it in combat or by offering them a safe place to rest and
research between adventures. In addition, she gives them
a swarmbow (Pathfinder Adventure Path #81 59) as a token of
her thanks.

Having recovered Chisisek’s body, the PCs can also
make plans to commune with the architect’s spirit. His
knowledge of Hakotep’s pyramid and the technology used
to create it will be instrumental in the PCs’ quest. The
information they gain from the deceased architect and
what it means for them are just the first of many secrets
the PCs will uncover in the next adventure, “The Slave
Trenches of Hakotep.”

Story Award: If the PCs find the royal thriae larva and
return it to the thriae colony, award them an additional
12,800 XP.
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