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SPEC1-2 Zhent’s Ancient Shadows 
 

SPEC03 – A Promise Fulfilled 
You have fulfilled the promise that you made to Yazeth 
Cobb, follower of Amaunator, Keeper of the Yellow Sun. 
Although many of the members of your expedition did not 
survive the battles within the southern ruins of Zhentil 
Keep, in the end, the Light prevailed, and a powerful 
artifact of Shadow was unmade. This story object 
represents the completion of the Major Quest that began 
with the story object SPEC02 A Promise to Return; you may 
now void that story object. 
 The clerisy of Amaunator will not soon forget the 
great service you have rendered on their behalf. You have 
been given a gold pin in the shape of a sunburst. During 
any adventure set in a city containing a temple of 
Amaunator (DM’s judgment), you may show this pin to the 
clerics, who will permit you to take refuge in the temple, or 
provide other assistance, within reason. Like any privilege, 
if you try to abuse it, the church will withdraw its favor 
from you. 
 
SPEC04 – Shar’s Displeasure 
For destroying an artifact sacred to her, you have earned 
the displeasure of the evil goddess Shar. You are not yet 
powerful enough to truly merit her attention, but the 
Mistress of the Night has a long memory. Considering that 
she is one of the few deities to have been present at the 
creation of the world, Shar may safely be said to take the 
long view of things. You may be certain that someday, the 
agents of her revenge will finally emerge from the deepest 
shadows in which they lurk. 
 The relic’s destruction unleashed powerful energies 
that would have been part of the Shadow Weave in the 
days before the Spellplague. One can only speculate what 
sort of mark or other effect this power might have on you 
now. In future adventures involving Netherese agents or 
other worshippers of Shar, you are likely to be singled out 
for special attention. This story object may have an 
important role to play in future adventures dealing with 
the fight against the Shadovar.
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