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This free download includes additional encounters
and premade characters for the Amethyst free
adventure, Hearts of Chaos. The player characters
included are examples of specific builds of techan
classes, but not the only option available. They have
been custom designed for the adventure and are
presented in an easy to read format that does not
require much preparation to play.

Also included are several additional encounters
that expand the journey before and after the game’s
climax. It increases the difficulty and extends the
mounting tension before the adventure’s resolution.

AREA ALPHA
DOJENN EXPLOSION

River map (Between Areas 2 and 3)
Still on the same day, read or paraphrase the
following:

The slope dips towards a shallow river. The water moves by
with some haste, enough to cloud the bottom, but not
enough to be a danger to the vehicle or people if properly
secured. With the ground concealed, taking the scrambler
in without a scout would be hazardous. There appears to be
no other way to cross and the beach sits almost 50 feet on
the other side.

If the scrambler travels across without a character
checking the terrain, or if it attempts to race across
at any point in the encounter, it will drive into a
trench half-way across the river. If one or more
characters walk in front, they will avoid this. If the
scrambler is caught, a large rock preventing the rear
axle from moving will need to be destroyed before
the vehicle can unseat itself. The side access doors
are high enough to clear the surface of the water, but
opening the door ramp will cause a flood and damage
the vehicle.

Half-way across the river, while a character or
characters are outside the vehicle, a sudden wave will
dash around the bend to the north.

Rogue Wave Level 6 Lurker (xp 250

A sudden flood of water is violent and so abrupt, it cannot be a

coincidence. Itisn't.

Hazard: A sudden rushing of thousands of gallons of water
from the North.

Perception
*DC20: The character hears the rushing torrent and
notices the wave. Only that character gains an action
before the wave hits.

Initiative: +10

Trigger
The moment the scrambler is half-way across the river and
at least 1 character is outside the vehicle.

Attack

Standard Action Special




Target: All creatures in the river and outside the vehicle.

Attack: +11 vs. Reflex

Hit: 1d8+2 damage and the target is pushed 6 squares down
the river, away from the scrambler, and is stunned for one
round. Afterwards, they are slowed (save ends).

Miss: No damage, but the target is still pushed and slowed
(save ends).

Countermeasures

the hit character more than 2 squares per round.
Special

The wave only initiates a single attack, but the current

causes the entire river is to be considered difficult terrain

for 4 rounds.

attacked by 3 Dojenn...

than your entire skull.

Level 6 encounter (xp 1200)
3 Dojenn (level g lurkers)

Level 9 Lurker
XP 400
Senses Perception +10; Darkvision

Dojenn Matark
Medium Fae Humanoid (Aquatic)
Initiative +11
HP 76; Bloodied 38
AC 24; Fortitude 20, Reflex 22, Will 19
Speed 6, swim 10
A M  Devastating bite (standard; at will)
+13 vs. AC; 3d6 damage.
r  Scavenged Harpoon (standard; at will)
B +13 vs. AC; 2d6 damage and the target is slowed
3 (save ends).
Caustic excretion
; When attacked by a non-ranged power, the dojenn
Fo— e deals 3 poison damage to the attacker.
! : m Feeder Tendrils (move; at will)
+13 vs. Reflex; 2d6 damage, and the target is
grabbed. Up to three enemies may be entangled in
the dojenns’ Feeder Tendrils per round.
2 Feeding Time (standard; if grabbing at least one
creature)
One grabbed creature suffers a Devastating Bite
attack, and all other grabbed creatures take 1dé6

damage.
Alignment Chaotic Evil Languages Old Faen
Str14(+6) Dex16(+7) Wis 8(+3)

Con 12(+5)  Int 6(+2) Cha 6(+2)
Skills Intimidation +7, Stealth +8

_ their realm.

If tied, the character is prevented from being pushed, but is
still stunned. Even the strongest characters cannot move

After 2 rounds, the character(s) swept down river is

Three dark shapes slide effortlessly under the water around
you. As they lift from the surface, you stare into oversized
black eyes and jaws of dagger-long teeth that open wider
Tentacles down their back whip
towards you in their attempt to drag you below as easy prey.

The dojenn prefer to keep the battle in the water as
they swim faster than they walk. If they dive under
the water, they will attempt stealth and have
concealment while beneath the surface. They will
prefer sudden quick attacks to drag characters into

Advice: Area effects are near useless so characters
should save their grenades. The dojenn’s AC and hit
points are too high for broad attacks. Characters
need to remove each target one at a time.
Concentrate fire on any one that has grappled an ally.
Characters need to ensure the safety of any allies
caught in the wave. The scrambler will not be able to
escape this encounter as it will take 10 rounds for it
crawl out of the river under these rapids so don’t
bother trying to drive away while the dojenn are alive
or the vehicle will be trapped. The Marshal should
employ his daily powers and sacrifice his combat
rounds to others.

AREA BETA

THESE SHAPELESS
ARE MAKING ME
THIRSTY

(Forest Map Between Areas 3 and 4)
Night falls in the forest and the only light offered the
group is the dim glow from Attricana—the white
gate — above them. They can start a fire or remain in
their vehicle. Like previous nights, it s
recommended that someone remain up and outside
in case something approaches. On this night,
something does...

Read or paraphrase to the character(s) on guard
(characters can interrupt at any time to call for
assistance). Finish the paragraph afterward:

You catch something out of the corner of your eye. It’s
late... too late for any of your allies to take a bathroom
break. You notice the shadow of a humanoid figure cast
against one of the larger trees. The silhouette is being cast
from the few lights the scrambler still gives off (or a fire, if
one burns). That would make the figure throwing the
shadow appear in front of the scrambler. Regardless, you
see nothing between the lamps and the tree. The shape
shifts from the wood and vanishes. You notice the figure
appear on another tree several feet away, without appearing
on the trees in between the path. This time, it looks slightly
larger. Its shoulders are wide and its arms are too long for
any normal person. It uncurls its hands and the glints of
silver claws emerge... shadows can't cast reflections. You
notice another rising from the first tree. They both peel
themselves from the trees and slide forward.

These are shapeless wild from the Sana Marsh—an
evil realm of death nearby . They are in their element
and seek easy kills to appease their desire for
inflicting pain.

Level 6 encounter (XP 1500)
8 Shapeless Wild (Level 3 Skirmisher)
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