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Authorial Note
We at Expeditious Retreat Press had the pleasure of attending 
Ropecon 2009 in Helsinki, and this adventure is in part a 
thanks to all the coordinators, attendees, and especially the 
guest of honor team who made our visit unforgettable. While 
this adventure is inspired by Finnish mythology, it is far from 
being true to it, but as always, it should prove to be a good 
roleplaying romp.

Introduction
This adventure takes place in the Northland, a place of hard 
winters, rugged people, epic tales, and a streak of the wild. 
It can easily be dropped into a pre-existing campaign or 
world. While it is designed for 1 gamemaster and 1 player 
(sorcerer level 10-12), with some modification, it can be run 
for a traditional party of 4, level 6-7. If a GM wishes to do 
such, allow the entire party to enter the pearls of Pohjola and 
generally increase the number of combatants. In specific, in 
the second pearl, make the shadow a greater shadow and in 
the final pearl, add 3-4 hell hounds.

Adventure Background
Long ago when titans walked the earth and great beasts ruled the 
wild places, there was Pohjola, a land ruled by a great chief of the 
same name. To him was born 3 daughters. At first he cursed his 
fate—oh to be left heirless!—but in his greatest moment of grief 
he was given a sign from the gods that his daughters were not 
curses but treasures as a sea bird dropped into his beseeching 
hands a coral necklace with a pendant of pearls.
 To each of his daughters he entrusted something sacred, 
so that they may protect Pohjola in their own fashion according 
to their own temperament. To his eldest, who was the most 
maternal of the three, he entrusted the people. To his middle 
daughter, who was the most single-minded in devotion, he 
entrusted the chalice, an artifact most revered by the people 
of Pohjola. To his youngest, who was the most precocious, he 
entrusted their culture, ensuring the physical legacy of Pohjola 
was found and preserved.
 And so life went, each to their own duty until the youngest 
daughter ventured too far in her search for scrapers and nets, 
for she skirted too close to the gates of the underworld and 
was turned to stone by Surma, a large dog with a snake-like 
tail that guards the underworld.
 The great chief consulted wise men, priests and men 
of the world but none could bring the warmth back to his 
youngest’s flesh. Overcome by despair, Pohjola sought the 
counsel of the hag of the bog who followed in the path of 
Louhi. She threw the bones and therein laid their fate. To save 
the one, the sisters three—the very gems of Pohjola—must go 
into the pearls of the coral necklace, each with their wards. 
Only in that auspicious place could the youngest be freed from 
the great power of Surma’s gaze. The apparent wisdom of this 
council hid the true intentions of the hag—once placed inside 
the necklace, the hag could enter the necklace herself and gain 
possession of the chalice of Pohjola! What the hag failed to 
grasp was just how strong of a boon the gods bestowed upon 
the sisters three, for when the ritual was complete and the hag 
revealed her true intentions, she found herself trapped in the 
necklace, more victim than victor.
 Seeing the great avarice and trickery of the hag, the chief 
did the only thing he could do—hide away the necklace behind 
a spellgate until the ages produced a hero or heroine great 
enough to free his daughters from the necklace. Until then they 
wait, frozen in ever-summer with the blush of youth destined 
to repeat the tale of the old songs until a champion navigates 
the pearls and frees the precocious Outi from her stony form.

Adventure Synopsis
Upon entering the northland, there is a lone tavern that serves 
the area, a popular place to stay for those who are seeking 
audience with the Jukkas, a clan of intelligent bears who 
regard the great forest as their domain. During the night, 
the lycanthropes of the far north make a clandestine raid for 
provisions, and the PC must prove herself capable and fierce, 
or at very least, manage to survive. Many of the tavern guests 
are also petitioning the Jukkas for various rights, and the PC 
can opt to attain permission or avoid detection by the Jukkas 
in her search for the spellgate. From there she must find the 
mythic Pearls of Pohjola, enter the artifact, and pass a series of 
tests to prove her worthiness before facing the chalice bearer 
and ultimately freeing the daughters of Pohjola.

Adventure Set Up
There are numerous ways to attract the PC into adventuring in 
the far north. Perhaps the PC is in search of the fabled chalice of 
Pohjola, rumored to grant a boon to those who wield the wild 
magic or is tempted by the treasure said to be hidden with 
the pearls of Pohjola. Maybe the PC is from the area hunting 
down myths in children’s songs or is merely passing through, 
stopping for the night at the tavern on some other business 
when the bard’s song lures the PC into weaving herself into 
the tales of old.
 Regardless which hook is used, by the time the PC leaves 
the Tallinn Tavern, she is aware of the basic tale of Pohjola: that 
it is a place and family of legend, that there were three daughters 
set to protect its treasures, that fate locked the daughters and 
their wards away until such a time passed that a worthy hero 
should free them. The PC is also aware the northlands are 
covered in snow and ice for most of the year. The adventure 
area is on the northern edge of the wilderness and the nearest 
city is a week’s travel by foot. The pre-generated PC has gear 
with the cold in mind, but if the player is creating their own 
character, be sure to mention the weather conditions so they 
can properly equip themselves before venturing north.
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Wandering Encounters
The wilderness is a dangerous place. There are no wandering 
encounters in the immediate area around the Tallinn Tavern 
and the Petitioning Grove of the Jukkas, but when traveling 
through all other areas, roll on a d6 once every 8 hours in the 
day and every 4 hours in the evening.

1. OGRE (2) CR 3
CE large humanoid (giant)  800 XP
Init -1; Senses darkvision 60 ft., low-light vision; Perception +2

DEFENSE
AC 17, touch 8, flat-footed 17 (+4 armor, -1 Dex, +5 natural, 

-1 size)
hp 30 (4d8+12)
Fort +6, Ref +0, Will +3

OFFENSE
Spd 30 ft. (40 ft. base)
Melee greatclub +7 (2d8+7)
Ranged javelin +1 (1d8+5)
Space 10 ft.; Reach 10 ft. 

STATISTITICS
Abilities Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Base Atk +3; CMB +9; CMD 18
Feats Iron Will, Toughness
Skills Climb +7, Perception +2
Languages Giant 
Gear hide armor, greatclub, and 4 javelins
Treasure Wrapped tightly in a woman’s white linen shift is 

a badly tangled necklace [149 gp] that is the grey and 
fiery red of smoldering charcoal (polished irregular 
chips of hematite and rhodochrosite); a delicate tiara of 
silver [63 gp], set with a clear blue quartz and decorated 
with black ribbon; a beaded choker [bone and iron, 
30 gp] in a pattern of tiny, staggered black and white, 
triangular beads lies within the tiara; a wooden statue 
[15 gp], carved to fit into the palm of a hand, of an 
amazingly detailed owl with human hands; a pair of 
obsidian arrowheads [50 gp], etched with symbols and 
tied together with golden thread; a lightweight red wool 
cloak [5 gp] pinned with a small platinum broach [60 gp] 
of a woman in a long dress holding a cup; a short steel 
mace [68 gp] with the bronze head of a snarling dog is 
wrapped in a triangular blue and orange battle flag [4 
gp]; a tiny silver box [20 gp] holding a polished oval 
tigereye [22 gp] and a small silver key [3 gp]; and a black 
leather pouch [1 gp] filled with silver and copper coins 
[82 sp, 116 cp]. [Total 499.36 gp]

2. RAVEN, GIANT (2) CR 3
N large magical beast 800 XP
Init +3; Senses Low-light vision; Perception +15

DEFENSE
AC 15, touch 12, flat-footed 12 (+3 Dex, +3 natural, -1 size)
hp 26 (4d10+4)
Fort +5, Ref +7, Will +3
Defensive Abilities evasion

OFFENSE
Speed 10 ft., fly 80 ft. (average)
Melee 2 claws +7 (1d8+4), bite +7 (1d6+4)
Space 10 ft.; Reach 5 ft. 

STATISTITICS
Abilities Str 18, Dex 17, Con 12, Int 10, Wis 15, Cha 11
Base Atk +4; CMB +9; CMD 22
Feats Alertness, Flyby Attack
Skills Fly +8, Perception +15, Sense Motive +4; Racial 

Modifiers +4 Perception
Languages Auran (can’t speak)

3. GRIZZLY BEAR (2) CR 4
N large animal 1,200 XP
Init +1; Senses low-light vision, scent; Perception +6

DEFENSE
AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, -1 size)
hp 42 (5d8+20)
Fort +8, Ref +5, Will +2

OFFENSE
Speed 40 ft.
Melee 2 claws +7 (1d6+5 plus grab), bite +7 (1d6+5)
Space 10 ft.; Reach 5 ft. 

STATISTITICS
Abilities Str 21, Dex 13, Con 10, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +9 (+13 grapple); CMD 20 (+24 vs. trip)
Feats Endurance, Run, Skill Focus (Survival)
Skills Perception +6, Survival +5, Swim +14; Racial 

Modifiers +4 Swim

4. TROLL CR 5
CE large humanoid 1,600 XP
Init +2; Senses Darkvision 60 ft., low-light vision, scent; 

Perception +8

DEFENSE
AC 16, touch 11, flat-footed 14 (+2 Dex, +5 natural, -1 size)
hp 63 (6d8+36); regeneration 5 (acid or fire)
Fort +11, Ref +4, Will +3

OFFENSE
Speed 30 ft.
Melee bite +8 (1d8+5), 2 claws +8 (1d6+5)
Space 10 ft.; Reach 10 ft. 
Special Attack rend (2 claws, 1d6+7) 

STATISTITICS
Abilities Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Base Atk +4; CMB +10; CMD 22
Feats Intimidating Prowess, Iron Will, Skill Focus (Perception)
Skills Intimidate +9, Perception +8
Languages Giant
Treasure A large iron cooking pot [5 sp] with the lid tied to 

the pot with a chain [10 feet; 30 gp] serves as a makeshift 
treasure chest. Inside is a mass of coins [147 gp, 335 
sp, 558 cp] with a few useful items: a magnifying glass 
with its lens is intact and in good shape, if dirty, but 
the handle is cracked [90 gp]; a small lens contained 
in a round, wooden frame [jeweler’s eye loupe, 45 gp]; 
and a small leather drawstring bag [5 sp] containing 
a handful of platinum pieces [12 pp] and a number of 
small gemstones, each one cut and polished. Four are 
small, white and irregular [freshwater pearls, 5 gp each]. 
Another five are a lustrous blue and are semi-transparent 
[blue quartz, 10 gp each]. Three little silver-black stones 
[hematite, 10 gp each] and one larger yellowish stone 
with a white band [chrysoberyl, 50 gp] complete the 
collection. [Total 622.08 gp]
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5. DIRE WOLF CR 3
N large animal 800 XP
Init +2; Senses Low-light vision, scent; Perception +10

DEFENSE
AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 37 (5d8+15)
Fort +7, Ref +6, Will +2

OFFENSE
Spd 50 ft.
Melee bite +7 (1d8+6 plus trip)
Space 10 ft.; Reach 5 ft. 

STATISTITICS
Abilities Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Base Atk +3; CMB +8; CMD 20 (24 vs. trip)
Feats Run, Skill Focus (Perception), Weapon Focus (bite)
Skills Perception +10, Stealth +3, Survival+1 (+5 scent 

tracking); Racial Modifiers +4 Survival when tracking 
by scent

WOLF (3) CR 1
N medium animal 400 XP
Init +2; Senses Low-light vision, scent; Perception +8

DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1

OFFENSE
Spd 50 ft.
Melee bite +2 (1d6+1 plus trip)

STATISTITICS
Abilities Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Skill Focus (Perception)
Skills Perception +4, Stealth +6, Survival+1 (+5 scent 

tracking); Racial Modifiers +4 Survival when tracking 
by scent

6. NO ENCOUNTER

Tallinn Tavern
The Tallinn Tavern sits on the edge of the forest offering 
shelter, food, and warmth to those who seek audience with the 
Jukkas. As the PC approaches the tavern, read the following.

The biting cold nips at your extremities as the wind kicks 
up flurries from the loose snow, encasing another layer of 
white on your person. All is quiet except the crisp crunch 
that sounds as you take another step through the white 
landscape, stark and uniform save the wheel ruts and 
horse hoofprints that the snow is already trying to erase 
and reclaim. All hope of warmth might be lost if it weren’t 
for the ribbons of smoke on the horizon marking the way 
out of the snow.

The main house is 2 stories tall while the wagon tracks lead to 
the barn in the back. In the main house, the ground floor is a 
common area with a large roaring fire where food and drink 
can be had while the upper floor has private rooms for lodgers 
as well as the living quarters for the proprietor and his family. 
The cellar is stuffed with provisions as supply runs are often 
interrupted by inclement weather.

 While Otto, the owner of tavern, is quite terse, his wife 
Olli is more gregarious, welcoming the PC to the tavern and 
giving her a place by the fire and a cup of strong drink to warm 
her up. Food, drinks, and lodging for the night are available at 
the standard rates listed in the Pathfinder Core Rulebook.
 Being that right mix of curious and talkative, Olli tries to 
engage the PC in conversation, hoping to get her name and 
story. In turn the PC can glean some basic information from 
the mistress of the tavern. They don’t get too many visitors, 
but the tavern is more full than usual due to the Petitioning 
tomorrow, including “a curious fellow with some sort of 
instrument and a strapping lad from the east.” Should the 
PC engage in a little chatter or girl talk (Diplomacy DC 10), 
Olli expounds on what she knows, “not that she gossips.” The 
fellow with the instrument goes by Sysikuu and he wants to 
wander the domain of the Jukkas to gain more inspiration 
for his song. The strapping lad from the east is called Stefan, 
and while Olli can attest to his brooding disposition and deep 
cerulean eyes, she has yet gotten a satisfactory answer as to 
why he’s actually in the area.
 If the PC mention Pohjola or the chalice to Olli, read the 
following.

“You’re one of those, are you? Suppose you are looking 
for the gate that has no walls?” Olli lets out a snort and 
slaps her dishtowel across her thigh. “Every few years we 
get someone with the same notion, and if they are lucky, 
they return to us empty handed. The unlucky are never 
seen again, chasing phantom leads in the snow no doubt.” 
The doughty matron shakes her hand knowingly and 
continues, “well, if it’s Pohjola you’re seeking, at least 
you’ll like the evening’s entertainment.”

With that Olli leaves the PC be. She is free to rent a room and 
retreat there until supper or socialize with the other tavern 
guests. Stefan is a solemn drinker and starts as indifferent to 
the PC. If the PC is female, add a +2 bonus to her Diplomacy 
checks and if the PC buys him a few rounds, add an additional 
+3 circumstantial bonus to her Diplomacy checks. If the PC 
can get Stefan to Friendly, she discovers that Stefan is far from 
home and is seeking asylum in the Jukkas realm until the 
political turmoil in his homeland settles down. Stefan doesn’t 
know anything about Pohjola, dismissing such things as 
“superstitious nonsense people tell to children before bed.”
 Sysikuu, on the other hand, is a pleasant fellow with an 
easy going manner (starts as Friendly). His bardic bent and 
the fact he is from the area means he can provide the PC some 
basic information about the history of Pohjola (see Adventure 
Background). The PC can probe him for more information on 
the following topics.

The Chalice of Pohjola: An artifact as old as Pohjola, 
crafted by the gods and used to anoint the first chief of 
Pohjola. There are many tales surrounding the chalice 
from granting a simple boon to full-blown resurrection 
powers. The hag of the bog, being a follower of Louhi, 
sought the chalice to heighten her prowess with the 
wild magic, but it is doubtful that is all the chalice can 
do. Some think the chalice may be no more than a 
chameleon, echoing those that come before it.

The Daughters of Pohjola: The three daughters of Pohjola, a 
great chief who ruled a land by the same name, thought 
to be the progenitors of the contemporary people of the 
north. The sisters three are the guardians of Pohjola, 
locked away in the Pearls of Pohjola until someone of 
strength and valor frees them.
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OFFENSE
Speed 30 ft.
Melee masterwork rapier +5 (1d6+2/18-20)
Ranged dagger +4 (1d4+2/19-20)
Special Attacks rogue talent (bleeding attack), sneak attack +1d6

STATISTICS
Abilities Str 14, Dex 16, Con 14, Int 12, Wis 11, Cha 10
Base Atk +1; CMB +3; CMD 17
Feats Weapons Finesse, Point Blank Shot
Skills Appraise +6, Bluff +5, Climb +7, Disable Device +8, 

Disguise +5, Escape Artist +8, Perception +5, Sense 
Motive +5, Sleight of Hand +8, Stealth +8

Languages Common, Dwarven
SQ trapfinding
Gear masterwork studded leather armor, masterwork rapier, 

daggers (4), silver dagger, masterwork thieves tools, 
backpack, bedroll, winter blanket, cold-weather outfit, 
torches (5), flint and steel, rations (6), rope (hemp), 
waterskin, 5 10-gp gems, 1 50-gp gems, 25 gp, 50 sp, 100 cp

SYSIKUU CR 5
CG Male medium humanoid (human) bard 5 1,600 XP
Init +2; Senses Perception +8

DEFENSE
AC 15, touch 12, flat-footed 13 (+2 armor, +1 enhancement, 

+2 Dex)
hp 35 (5d8+10)
Fort +3, Ref +6, Will +4 (additional +4 vs. bardic 

performance, sonic and language-dependant effects)
Defensive Abilities well-versed

OFFENSE
Speed 30 ft.
Ranged masterwork light crossbow +6 (1d8/19-20)
Melee masterwork longsword +4 (1d8/19-20)
Special Attack bardic performance 15 rounds/day 

(countersong, distraction, fascinate, inspire courage +2, 
inspire competence +2), cantrips

Spells Known (CL5)
2nd (3/day)—invisibility, sound burst (DC 15), suggestion (DC 15)
1st (5/day)—charm person (DC 14), comprehend languages, 

cure light wounds, expeditious retreat, sleep (DC 14)
0—daze (DC 13), detect magic, lullaby (DC 13), mage hand, 

prestidigitation, summon instrument

STATISTICS
Abilities Str 11, Dex 15, Con 14, Int 12, Wis 10, Cha 17
Base Atk +3; CMB +3; CMD 15
Feats Far Shot, Point Blank Shot, Precise Shot, Rapid Shot
Skills Bluff +9, Diplomacy +11, Knowledge (Geography) 

+8, Knowledge (Nobility) +8, Knowledge (History) 
+8, Knowledge (Local) +9, Linguistics +7, Perception 
+8, Perform (String) +11, Perform (Oratory) +11, Sense 
Motive +11, Spellcraft +9, Use Magic Device +11

Languages Celestial, Common, Dwarven, Elven, Sylvan
SQ bardic knowledge (+3 on all other knowledge checks), 

lore master 1/day, versatile performance (Oratory)
Gear +1 leather armor, masterwork light crossbow, +1 crossbow 

bolts (17), masterwork longsword, scroll of identify (4), 
leather journal, scroll case, pen, ink (3 vials) and paper (20 
sheets), fine dulcimer (150 gp), mahogany flute with ivory 
and obsidian inlay (100 gp), backpack, winter blanket and 
clothing, rations (5), waterskin, pewter flask filled with 
whisky, sunrods (5), gold ring with amber stone (50 gp), 5 
10-gp gems, 2 25-gp gems, 20 cp, 20 sp, 10 gp

The Gate That Has No Walls: A cryptic line from the old 
song said to be the resting place of the sea necklace that 
holds the daughters of Pohjola.

The Hag of the Bog: A follower of Louhi, the goddess 
of sorcerery who was renowned for her avarice and 
underhandedness. In her own desire for the chalice of 
Pohjola, the hag bound the daughters of Pohjola into 
a necklace given to their father as a boon (see Pearls of 
Pohjola), only to be trapped in it as well.

The Pearls of Pohjola: The necklace dropped into Pohjola’s 
hands by a seabird, a sign from the gods that his three 
daughters were not a curse but indeed a blessing. Strung 
with coral, the necklace bears a pendant of pearls and the 
old song suggests the daughters of Pohjola reside in the 
pearls, placed there by magics long ago by the hag of the 
bog in her attempt to possess the chalice of Pohjola.

What Happened Next?: The old song does not say, only that 
the daughters and that which they guard wait in the 
pearls, hidden away by their father. Some regard the tale 
as myth, while others think there really is a gate with no 
walls, and some worthy hero will free the daughters and 
Pohjola will be made whole once again.

Does Sysikuu think it is real?: “I am just the shepherd of 
the old song. It is not for me to believe or not believe. 
Regardless if it is real or not, I must tend to it.”

OTTO, THE TAVERN KEEPER CR 5
LN Male medium human fighter 4/expert 2 1,600 XP
Init +4; Senses Perception +8

DEFENSE
AC 17 touch 10, flat-footed 17 (+6 armor, +1 enhancement)
hp 57 (4d10+16 plus 2d8+6)
Fort +7, Ref +1, Will + 5 (+7 against fear)
Defensive Abilities armor training 1, bravery

OFFENSE
Speed 30 ft.
Melee masterwork longsword +9 (1d8+4)
Ranged masterwork heavy crossbow +6 (1d10/19-20)

STATISTICS
Abilities Str 14, Dex 11, Con 16, Int 13, Wis 12, Cha 10
Base Atk +5; CMB +7; CMD 17
Feats Alertness, Combat Expertise, Improved Disarm, 

Improved Initiative, Improved Trip, Weapon Focus 
(longsword), Weapon Specialization (longsword)

Skills Climb +6, Handle Animal +7, Intimidate +6, 
Perception +8, Profession (tavern keeper) +8, Ride +5, 
Sense Motive +8, Survival +7, Swim +6

Languages Common, Dwarven, Elven
Gear +1 breastplate, masterwork longword, masterwork 

heavy crossbow, silver dagger, cold iron dagger, +1 
crossbow bolts (17), gold ring (50 gp), 30 pp, 200 gp, 500 
sp, 1000 cp, Tallinn Tavern and all its contents

STEFAN CR 2
CN Male medium humanoid (human) rogue 2 600 XP
Init +3; Senses Perception +5

DEFENSE
AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)
hp 18 (2d8+6)
Fort +2, Ref +6, Will +0
Defensive Abilities evasion
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Evening Meal and Entertainment
The evening meal is served family style with a little fanfare 
as serving girls present petite plates and shallow platters of 
various dishes: saffron pickled vegetables, gingered turnip, 
baked smoked sauerkraut, rye bread and herbed nut bread, 
cured salmon, fresh herbed cheese, stewed rabbit in white wine 
sauce, boar bear and elk sausage, cooked spelt, spiced lentils, 
and tall jugs of mulled wine and honeyed beer followed by a 
dish of rose pudding dressed with fragrant petals. Olli beams 
with pride as the feast is laid out before the unsuspecting 
guests who were told that dinner would be “nothing fancy, 
just simple nourishing food.”
 If the PC has not had a chance to talk to the other guests, 
she may do so now over food and drink; otherwise dinner 
table discussion is left to casual topics and (as the liquor 
flows more freely) story telling. Besides talking to Stefan and 
Sysikuu, the PC will have the opportunity to talk to Otto who 
is a bit more gregarious thanks to the mulled wine. Otto starts 
as Indifferent, sharing basic information about the area like 
weather trends and where the Jukkas hold their council. If the 
PC can bring Otto to Friendly, the tavern keeper speaks more 
freely, telling stories about others who have petitioned the 
Jukkas in the past from disastrous blunders to grand gestures. 
From this, the PC can glean helpful information that gives a 
+3 to Diplomacy checks when petitioning the Jukkas. If Otto 
becomes Helpful, he hints a little at his background as a soldier 
before settling down and running the tavern and offers the PC 
what he considers the most useful piece of advice: “This is an 
old land with old secrets. It’s best to never underestimate it.”
 As food, drink, and the fire start to dwindle, Sysikuu 
takes up his dulcimer at Olli’s instigation, singing sections 
from the old song for the evening’s entertainment, including 
Lament for the Daughters of Pohjola.

Oh daughters, where have you gone,
My gems within pearls?
Oh Marjatta, who will watch over the people?
Oh Katri, who will guard the chalice?
Oh Outi, who will preserve our legacy?

A king without a kingdom,
A father without heirs.
Will Louhi’s touch never end?
Will I ever see your blush again?

In the Pearl will you stay
Ever-summer, ever-young
Until one day a hero arises
To free Pohjola from its ivory cage.

Where the greatest worry is Wizzu’s quest
Where the greatest sickness is from within
Where no man can walk the thousand-fold field
Where the greatest virtue is bravery
Where the son that wrought stony misery once slain will free 
my precious three

There will you wait,
Through the gate with no walls,
Hidden in the way it was before it was made
Until one day a hero arises
To free Pohjola from its ivory cage.

A Howl in the Night
As the PC and the other people in the tavern are feasting by the 
fire, a fierce howl pierces the winter wind. From the far north 
crossing the frozen lands travels a group of werewolves lead by 
their fearless leader Timo, in search of neither food nor finery, 
but of drink. Long are the winters and deeply have Timo and 
his kin dipped into Skoda’s liquor cabinet that its shelves are 
nearly bare! Their hope is to fill its shelves at the tavern and 
retreat to the north before the Jukkas know of their intrusion.
 They engage a local troop of wolves lead by a dire wolf 
in their scheme. Led by 1 werewolf in wolf form, they attack 
the horses in the barn, drawing out the fighting men from the 
tavern. Timo and the second werewolf then circle around and 
enter the tavern, loading all the stores of strong drink they can 
find (10 rounds once inside the tavern). While the werewolves 
are not interested in killing for food, the local wolves are quite 
hungry and do not turn their nose up at an available meal. The 
werewolf leading the wolf pack decoy retreats after 12 rounds 
of combat, figuring that Timo has had enough time to get the 
liquor and get out of the tavern.
 All stated NPCs and the PC make a Perception check DC 
20 to hear Timo’s howl pierce through the noise of the night’s 
wind and the evening’s carousing. Two rounds later the local 
wolves howl back, this time closer (Perception DC 15). Three 
rounds later, a Perception DC 10 allows them to hear the barn 
dog barking and the horses whining. The dog barks for 1 
round before being silenced.
 Once Otto hears the wolves or the dog, he grabs his 
weapons from behind the bar (he has his breast plate on under 
his clothing) and tells Olli to gather the girls and bar themselves 
upstairs. To the guests, he cautions that wolves are coming and 
he would gladly take any help in fending them off.
 Both Stefan and Sysikuu ready themselves for battle and 
the PC can choose whether to go outside or not. If the PC goes 
out with the men, a Perception check DC 20 reveals that the 
tracks circle back to the front of the tavern (-5 to the check if 
she is still in the heat of battle). If the PC decides to stay with 
the women and children, 2 rounds after the men leave, she 
hears someone (Timo and another werewolf) enter the tavern 
and climb down to the cellar.
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TIMO CR 3
Human natural werewolf fighter 3 800 XP
CE medium humanoid (human, shapechanger)
Init +5; Senses Low-light vision, scent; Perception +8

DEFENSE
AC 17, touch 11, flat-footed 16 (+6 armor, +1 Dex)
hp 26 (3d10+6)
Fort +5, Ref +2, Will +3 (+4 vs. fear)
Defensive Abilities armor training 1, bravery +1

OFFENSE
Spd 30 ft.
Melee masterwork longsword +7 (1d8+4/19-20)
Ranged masterwork light crossbow +5 (1d8/19-20) 

STATISTITICS
Abilities Str 17, Dex 13, Con 14, Int 12, Wis 14, Cha 10
Base Atk +3; CMB +6; CMD 17
Feats Cleave, Combat Reflexes, Dodge, Improved Initiate, 

Power Attack
Skills Climb +6, Intimidate +6, Perception +8
Language Common, Sylvan
Special Qualities change shape (human, hybrid, and wolf; 

polymorph), lycanthropic empathy (wolves and dire wolves)
Gear masterwork chainmail, masterwork longsword, 

masterwork light crossbow with 20 bolts, velvet cape with 
a broach of shielding (20 points left), Skoda’s liquor cabinet

TIMO (HYBRID FORM)
CE medium humanoid (human, shapechanger)
Init +5; Senses Low-light vision, scent; Perception +8

DEFENSE
AC 22, touch 12, flat-footed 20 (+6 armor, +2 Dex, +4 natural)
hp 29 (3d10+9)
Fort +6, Ref +3, Will +3 (+4 vs. fear)
Defensive Abilities armor training 1, bravery +1; DR 10/silver

OFFENSE
Spd 30 ft.
Melee masterwork longsword +8 (1d8+6/19-20), bite +2 

(1d6+1 plus trip and curse of lycanthropy)
Ranged masterwork light crossbow +6 (1d8/19-20) 

STATISTITICS
Abilities Str 19, Dex 15, Con 17, Int 8, Wis 14, Cha 8
Base Atk +3; CMB +7; CMD 19
Feats Cleave, Combat Reflexes, Dodge, Improved Initiate, 

Power Attack
Skills Climb +6, Intimidate +6, Perception +8
Language Common, Sylvan 
Special Qualities change shape (human, hybrid, and wolf; 

polymorph), lycanthropic empathy (wolves and dire wolves)

Tallinn Tavern Map

CELLAR
MAIN FLOOR UPPER STORY

BARN
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