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Adventure Background
Every city has craftsmen of varying renown.  Armorers 

and weapon smiths equip the city’s soldiers, while jewelers 
and tailors cater to nobler clientele.  Alchemists, like many 
other craftsmen, fill their own niche in the city—providing 
a wide variety of unusual services to those who seek them 
out.  They create cures for common maladies, craft useful 
items for adventurers, and occasionally, blow up store fronts 
without warning. 

Gerard Scribbleboom is the most infamous alchemist 
in Hearthridge.  His last grand experiment set the Merchant’s 
Quarter aflame, and people are slow to forgive.  Gerard was 
attempting to craft an alchemical oil that would set a blade 
aflame without harming the weapon itself.  The experiment 
seemed a simple enough task, as even normal lamp oil 
could burn, but became complicated as the gnome realized 
it would need to last longer than a single strike.  He was 
nearing a breakthrough when everything went horribly 
wrong.  As he added the last ingredient to his mixture, an 
explosion blew part of his workshop to timbers and sent him 
sailing through the air.  For a moment he thought he might 
have mistakenly discovered a new method of flight, but the 
ground dashed those thoughts, along with his aged body. 
Gerard’s inferno burned almost half the district, destroying 
dozens of shops and several homes.

Since that catastrophe the alchemist barely has enough 
customers to make ends meet, yet his thirst for knowledge 
and penchant for experimentation remains undiminished.  
Now he seeks to create something new; a concoction that 
can sooth any ache, revitalize travelers, and satisfy the 
palate. After a great deal of research, Gerard now believes 
he has deciphered the recipe for a true masterpiece: Gerard’s 
Ultimate Miraculous Benevolent Odiferous brew (or 
G.U.M.B.O. for short).  A public embrace of this product 
could solve financial problems and restore his reputation as 
well.  Now all he needs are a few brave souls to help him 
gather the ingredients

Adventure Summary 
This adventure takes place in the city of Hearthridge 

and the surrounding area, where a troubled inventor bets his 
waning reputation on a single experiment.  In the employ of 
Gerald Scribbleboom, a gnomish alchemist of ill repute, the 
PCs seek out a wide variety of ingredients to complete his 
concoction. Giant rats, kobolds, and more, challenge the PCs 
as they collect the items he needs for his latest concoction.

Hearthridge
NG Small city
Corruption +1; Crime +1; Economy +3; Law -1;

Lore +1; Society +5
Qualities prosperous, racially intolerant (gnomes), 

rumormongering citizens, strategic location
Danger +5

Demographics
Government Council
Population 8,139 (6,043 humans, 820 halflings,

507 gnomes, 769 other)

Notable NPCs
High Councilor Edward Valeer (NG male

human aristocrat 4/sorcerer 2)
Captain of the Guard Erik Grint (LN male

human fighter 7)
Thieves’ Guildmistress Tilka Swiftblade (CN

female ratfolk rogue 6)

Marketplace
Base Value 7,400 gp; Purchase Limit 37,500 gp;

Spellcasting 6th
Minor Items 4d4; Medium Items 3d4;

Major Items 2d4
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Getting Started
 Gerard has been looking for qualified individuals 

to assist him in gathering the components for his brew, 
but his reputation  precedes 
him.  When most who would 
undertake such a venture 
hear that he has concocted 
another alchemical “miracle”, 
they laugh or scold him in 
memory of the infamous fire he 
caused.  

 Because of his reputation 
he has fallen to posting notices 
throughout Hearthridge stating the 
following:

To any and all adventurers 
who believe themselves brave:



Gerald Scribbleboom lost his reputation, and most of his clientele, in an experiment that failed with 
exceptionally explosive results. Now he seeks to make amends, but the people of Hearthridge view the reckless 
gnome alchemist as a terrible threat. Brave souls are in need to gather the items required for his latest concoction, 
Gerard’s Ultimate Miraculous Benevolent Odiferous brew (or G.U.M.B.O. for short).  Can the PCs face down 
angry mobs, mischievous kobolds, and scheming ratfolk to collect Gerald’s ingredients before it’s too late? 

G.U.M.B.O. is a stand-alone adventure for the Pathfinder Roleplaying Game designed for four to six characters 
of 3rd to 5th level. This scenario includes pre-generated characters, allowing players to begin their journey without 
delay.

A bit of this and a little of that.


