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Church of Tayne  •  Ground Floor
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a wide fl ight of stairs ascending to the main worship hall 

on the second fl oor. Two marble statues of Tayne fl ank the 

stairs, and shields, long swords, and tapestries decorate 

the walls.

003 – 005: Defense towers. These have arrow loop alcoves that 

allow missile fi re against attackers. The northwest tower 

has a latrine and a circular staircase that descends to the 

cellar.

006: Kitchen. In addition to cookery, this area has three 

tables where the staff and guardsmen eat. Ventilation 

shaft exterior opening: Glyph of warding (caster level 9; 4d8 

electricity blast; trigger: evil).

007: Armory. This contains a healthy arsenal of armors and 

weapons, easily twice that required by the church’s current 

compliment. Ventilation shaft exterior opening: Glyph of 

warding (caster level 9; 4d8 electricity blast; trigger: evil).

008: Barracks. This has rows of double bunk beds for the 

church’s junior priests, novices, and guardsmen. The 

bunks can be tripled if necessary to increase berthing 

capacity. Ventilation shaft exterior opening: Glyph of 

warding (caster level 9; 4d8 electricity blast; trigger: evil).

SECOND FLOOR

009: Worship hall. This long chamber is lined with tall, stained 

glass windows that rise to the ceiling. The altar rests at 

the western head of the hall and the walls around the 

sanctuary are lined with shields.

010: Great hall. This contains two large 

formal dining tables, but is used for 

a variety of purposes, including daily 

lectures for the novices. Twin staircases in 

the southeast corner permit access to the ground 

and third fl oors.

011 – 013: Defense towers. These have arrow loop 

alcoves that allow missile fi re against attackers. 

The northwest tower has a latrine that empties 

into a cesspit in the cellar.

THIRD FLOOR

014 – 016: Defense towers. These have arrow loop alcoves that 

allow missile fi re against attackers. The northwest tower 

has a ladder that accesses the roof.

017: Priest’s bedroom. This is neatly arranged with a single 

bed, dresser, armoire, and chest.

018 – 019: Bedrooms. These two chambers are assigned to the 

church’s fi rst priest and resident paladin.

020: Senior priest’s bedroom. The largest of the private 

bedchambers, it boasts a writing desk and the only 

four–poster bed in the church. Locked (Open Locks DC 

25) chest: Glyph of warding (caster level 9; 4d8 sonic blast; 

trigger: password).

021: Worship hall roof. A 2ft. battlement atop the exterior wall 

provides partial cover for defenders.
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Cedin Kanurth

+1 full plate armor, +2 heavy steel shield, +1 ring of protection, 

oil of bless weapon, potion of aid, potion of cure moderate 

wounds, silver holy symbol, healer’s kit, 38gp.

THRONTIS (the Strong)

Powerful Leader of the Flock of the Sun,

Strongest Champion of Law and Good,

Bearer of the Seal of Might and Vigor,

Alignment: Lawful good

Priest Alignment: LG, LN, NG

Domains: Law, Strength, Sun

Symbol: Golden sun

Favored Weapon: Bastard sword

Associated Animal: Lion

Associated Colors: Gold

Holy Days: Summer solstice

Sacrifi ce Forms: Offerings, tithing

Throntis is a brusque and straightforward 

power with whom there is little vagueness, 

indecision, or tolerance. He is a powerful 

warrior, and one of the strongest advocates of 

Law and Goodness. Throntis considers himself 

to be the strongest champion of law and good, 

given that his mother is “too involved with 

her magical pursuits”. But even the deities 

agree that Throntis is headstrong, stubborn, 

and intolerant.

Throntis is the son of Jasamai and 

Zandaron. He is on good terms with Aieridyn and his 

parents, but his closest kinship is with Arcannis and 

Tayne. He views his brother Monlotos 

as a studious fool of misplaced priorities, 

and considers him to be a coward.

 Throntis always appears as a great warrior, 

clad in gleaming golden plate armor. He wields a 

bastard sword and carries his round shield upon 

which is emblazoned a golden sun. Common titles 

for Throntis are the Strong One, Leader of the Flock 

of the Sun, and Champion of Law and Goodness.

Throntis’ clergy are warrior priests who must strive to 

be strong, charismatic leaders. Their intolerance of differing 

beliefs and faiths frequently lead to problems. But for the most 

part, the advantages of a powerful and established city temple 

greatly outweigh the minor problems and confl icts that arise.

 Throntis’ temples are always stone fortresses. They are 

well advertised, with his holy symbol engraved into the 

exterior walls, and pennants bearing his symbol are fl own 

from the rooftops.

CHAPEL OF THRONTIS

This is a single–story building that houses 1 

priest (1 Clr4/Ftr1) and 3 novices.

001: Worship hall. The hall is adorned with 

shelves of candles and is brightly lit by 

continual fl ame torches.

002: Kitchen. This functions as both a 

cooking and eating area.

003: Common room. This contains a small 

bookcase and dressers fi lled with religious 

accoutrements. Bedrolls are neatly stored 

beneath the bench, and the novices sleep either 

here or in the kitchen.

004: Priest’s bedroom. This modestly furnished 

chamber contains a single bed, armoire, writing 

desk, and storage chest.

INHABITANTS

Cedin Kanurth, Glimmer of Throntis, Male 

Human Cleric 4/Fighter 1: CR 5; Medium–size 

Humanoid (human); HD 1d10+4d8+10; HP 

38; Init +0; Spd 20 ft.; AC 20 (+8 full plate armor, +2 

heavy steel shield), touch 10, fl at–footed 20; Base Atk +3; 

Grp +5; Atk +6 melee (1d10+3/19–20 x2, bastard sword) 

or +3 ranged (1d10/19–20 x 2, heavy crossbow); Full Atk 

+6 melee (1d10+3/19–20 x2, bastard sword) or +3 ranged 

(1d10/19–20 x 2, heavy crossbow); SA turn undead 3/day;  

SQ –; AL LN; SV Fort +6, Ref +3, Will +6; STR 14, DEX 10, 

CON 14, INT 9, WIS 15, CHA 10.

Skills: Climb +6 (4), Concentration +10 (8), Jump +6 (4).

Feats: Brew Potion, Exotic Weapon Profi ciency (bastard 

sword), Power Attack, Weapon Focus (bastard sword).

Cleric Spells Prepared (5/5/4; save DC 12 + spell level): 

0 – cure minor wounds (2), guidance, light, virtue; 1st 

Feature Description Break HRD HP

Door, interior 1 in. wood, barred 15 5 10

Door, exterior 2 in. wood, barred, DC 30 lock 25 5 20

Floor 2 ft. fl agstone 45 8 180

Ceiling 9 ft. fl at; 1 in. wood 10 5 10

Roof 15 ft. A-frame; 1 in. slate tile 15 8 15

Wall, interior 3 in. wood 20 5 30

Wall, exterior 1 ft. masonry 35 8 90

Window 1/4 in. glass pane 5 1 1

CHAPEL OF THRONTIS
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Chapel of Throntis– bless, cure light wounds, divine favor, 

endure elements, protection from chaos; 2nd 

– aid, bull’s strength, cure moderate wounds, 

heat metal.

Domains: Law, Sun.

Languages: Common.

Possessions: +1 bastard sword, heavy crossbow, 

crossbow bolts (10), full plate armor, heavy steel 

shield, potion of bull’s strength, potion of cure light 

wounds, silver holy symbol, 19gp.

Cedin is a burly young man, and the proud owner 

of several battle scars. He enjoys the company of fellow 

believers, and his patience with non–warriors wears thin 

quickly. He is overly talkative and tends to speak loudly, 

especially in conversations about his deity. Cedin sees no 

reason to curtail his religious enthusiasm and has no qualms 

about dismissing other religions. He realizes his demeanor 

and views cause problems, but he is determined to shine 

the light of Throntis upon the ranks of the unfaithful.

TEMPLE OF THRONTIS

 This is a three–story structure consisting of two fl oors 

above ground and one underground level. Four steeple 

towers, one at each corner of the worship hall, reach a height 

of 20 ft. above the roof. The temple houses 3 priests (1 Clr8, 1 

Clr5, and 1 Clr3) and 6 novices.

CONSTRUCTION NOTES

 The interior and exterior walls of the ground fl oor are 

masonry and the spells in effect do not penetrate them. The 
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come to learn.

009: Cloister. Access into this courtyard from 

the plaza is through a locked iron gate (Open 

Locks DC 30). The cloister is reserved for the clergy’s 

meditation. Visitor access is prohibited specifi cally 

because of the forbiddance prayer in effect.

010, 011: Latrine gallery. A wooden wall divides 

the chamber into two latrines that may be accessed 

separately from the front plaza and the rear cloister.

012 – 015: Priests’ bedrooms. Each room contains a double 

bunk bed and houses two of the church’s junior priests.

015: Library. This contains volumes devoted to history, local 

information, nobility and royalty, and religion.

016: Dining hall. Two large, ornate tables fi ll this room and a 

chandelier hangs from the ceiling. There are twin storage 

cabinets lined against the south wall and a fi replace in the 

north wall.

017: Kitchen. The great hearth dominates this busy room. 

Double doors provide easy exterior access into the kitchen 

and a staircase in the southern corner descends to the 

storage cellar.

SECOND FLOOR

019 – 022: Bell towers. The southeast tower’s staircase ascends 
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and bullied throughout his childhood. 

Once he was old enough to strike out alone, 

Lurfek wasted no time doing so. The ensuing 

years placed him in odd company, but even Lurfek 

was surprised when the Gambler’s teachings held 

his interest. Once again he walked a strange path, 

but it proved to be the right choice. 

VERSION 3.5 CONTENT

Lurfek Tarbender, Reveler of Luliki, Male Dwarf Rogue 

4/Cleric 3: CR 7; Medium-size Humanoid (dwarf); HD 

4d6+3d8+14; HP 44; Init +2; Spd 20 ft.; AC 20 (+5 chain shirt 

armor, +1 ring of protection, +2 shield of faith, +2 Dex), touch 13, 

fl at-footed 18; Base Atk +5; Grp +5; Atk +5 melee (1d6/19-

20 x2, short sword) or +8 ranged (1d6+1/x3, +1 shortbow); 

Full Atk +5 melee (1d6/19-20 x2, short sword) or +8 ranged 

(1d6+1/x3, +1 shortbow); SA rebuke or command undead 1/

day, sneak attack +2d6; SQ evasion, trapfi nding, trap sense +1, 

uncanny dodge; AL CN; SV Fort +6, Ref +7, Will +6; STR 10, 

DEX 15, CON 14, INT 12, WIS 15, CHA 7.

Skills: Appraise +12 (7), Concentration +8 (6), Craft 

(trapmaking) +14 (10), Disable Device +8 (7), Hide +9 (7), 

Listen +9 (7), Open Locks +9 (7), Sleight of Hand +9 (7), 

Search +13 (7), Spot +9 (7).

Feats: Point Blank Shot, Skill Focus (craft: trapmaking), 

Weapon Focus (shortbow).

Cleric Spells Prepared (4/4/3; save DC 12 + spell level): 0 - 

detect magic, guidance (2), read magic; 1st – cure light 

wounds, entropic shield, protection from law, shield 

of faith; 2nd – aid, bull’s strength, hold person.

Domains: Chaos, Luck.

Languages: Common, 

Dwarven, Gnome.

Possessions: +1 shortbow, 

arrows (20), short 

sword, +1 chain 

shirt armor, 

+1 ring of protection, goggles of minute seeing, potion of cure 

light wounds (2), masterwork thieves tools, magnifying 

glass, merchant scale, silver holy symbol, 62gp.

NAULTAN (the Furious)

Master of All the Oceans and Seas,

Cold Lord of the Endless Murky Depths,

Spitter of Lightning and Bellower of Thunder,

Terrible Evoker of Storms and Winds.

Alignment: Chaotic Neutral

Priest Alignment: CN, CG, CE

Domains: Animal, Chaos, Destruction, Water

Symbol: Living wave backlit by a lightning bolt

Favored Weapon: Trident

Associated Animal: Gull

Associated Colors: Aquamarine

Holy Days: Full moon

Sacrifi ce Forms: Offerings, valuables from the ocean, tithing
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006: Storage. Crates and casks of alchemical components are 

stored here. Cut boards are piled against the north wall.

007: Pit trap room. This is the shrine’s last defense. A 20 ft. 

deep poisoned spike pit trap is built into the fl oor. The 

mechanical override is concealed in the west wall adjacent 

to the secret door leading into the storage cellar, and is 

reachable from the sewer ladder. A locked (Open Locks 

DC 30) metal trap door accesses a ladder that descends 30 

ft. to the city sewer. A secret door against the south wall 

opens into the shrine antechamber.

008: Shrine Antechamber. This contains a bookcase of 

religious texts, an armoire, and the chain winch to reset the 

pit trap. If the trap is sprung, the cut boards in the cellar 

storeroom can be laid across the open pit to permit safe 

access the antechamber door.

009: Altar Chamber. A large consecrated altar rests against 

the west wall. To either side is a rectangular iron brazier 

fi lled with coals and a table of ceremonial blades. The long 

troughs to the north and south are 

darkly stained and smell of blood.

TRAPS

007: Poisoned Spiked Pit Trap: CR 6; 

mechanical; location trigger; manual reset; hidden 

lock bypass (Search DC 25, Open Locks DC 30); DC 

20 Refl ex save avoids; 20 ft. deep (2d6, fall); multiple 

targets (fi rst target in each of the two adjacent  5-ft. 

squares); pit spikes (Atk +10 melee, 1d4 spikes per target 

for 1d4+5 plus poison each); poison (large scorpion venom, 

DC 18 Fortitude save resists, 1d6 Str/1d6 Str); Search DC 24; 

Disable Device DC 20.

ETERIS (the Horrid)

Wicked Bringer of Plague and Death,

Dark Lady of Filth, Vermin and Disease,

Vile Summoner of Swarms and Pestilence.

Alignment: Chaotic Evil

Priest Alignment: CE, NE

Domains: Chaos, Death, Evil

Symbol: Rat

Favored Weapon: Sickle

Associated Animal: Rat

Associated Colors: Purple and gray

Holy Days: winter solstice, new moon

Sacrifi ce Forms: Offerings, living sacrifi ces, tithing

 Eteris is a vile power who thrives on suffering and 

anguish. Poison, disease, and pestilence are her weapons, and 

hers is a realm of pain and torment. Parasites, rodents, vermin, 

and carrion feeders all heed her call, and spread her plagues 

throughout the world.

 Eteris is the daughter of Gadaru and Isbri. The 

Horrid One inherited her father’s chaotic outlook, but his 

mischievousness was twisted by her mother’s evil into 

a grotesque love of the horrible and frightening. Eteris 

remains close to her mother and is favored by Sethanit, who 

sees her as an invaluable ally against the forces of good.

 Eteris usually appears as a leprous old woman, hairless 

and toothless, wrapped in fi lthy, tattered robes of purple 

and gray. Common titles for Eteris are the Horrid One, 

Summoner of Swarms, and Lady of Pestilence.
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Church of Eteris  •  Sewer Level

and a hidden mechanism (Search DC 24) will bypass the 

locking bolt to grant access into the guardroom. The door 

is protected by a falling block trap, and anyone outside the 

room who mishandles the lock or attempts to force open 

the door will trigger the trap.

008: Foyer. This contains armoires and storage cabinets. 

Worshippers don robes here before 

passing through a secret door on the 

west wall into the church.

009: Worship hall. This gruesome room 

has seen countless horrors. It is dimly lit by 

sputtering oil tapers, and thick with smoke 


