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Welcome friends and soon to be to West End Inn. We offer the best (or close to it anyways) food, drink, and
rooms for rent. My name is Sy'lan Vexan, | am the proud owner of this fine business. If there is any way we can
make your stay more enjoyable, just ask the desk clerk and we will see what we can do.........
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Sy'Lan VYexan CR 9; Rakshasa (Nuetral Lawful); HD 7d8+21 (Outsider) ; hp 52; Init+ 4; Spd 40; AC 23; Atk + 15
base melee, + 11 base ranged; +15/+10 { 1d4+8, 2 Claws; 1d6+4, Bite }; SA: Detect thoughts (Su), Spells; SQ:
Alternate form (Su), Inmunity: Spell (Su), Vulnerability: blessed crossbow bolts (Ex), Damage reduction (Su); AL
LE; S8V Fort+ 8, Ref + 9, Will + 8; STR 26, DEX 18, CON 16, INT 15, WIS 16, CHA 17.

Possessions: Magic: Wondrous: Amulet of natural armor (+3).

Skills: Alchemy + 4.5 Bluff+ 7, Diplomacy + 4, Disguise + 7, Intimidate + 5, Listen + 5, Profession (Brewer) + 9,
Profession (Cook) + 8, Profession (Innkeeper) + 13, Ride + 6, Sense Motive + 5, Speak Language + 1, Spellcraft +
3, Spot+5.

Feats: Alertness, Blind-Fight.

Spells Known (SA Spells: Sor&6f7i7i5). 0 - Arcane Mark, Dancing Lights, Daze, Detect Poison, Light, Mending,
Resistance; 1st - Animate Rope, Cause Fear, Shocking Grasp, Sleep, Summon Monster |; 2nd - Bull's Strength,
Cat's Grace, Invisibility; 3rd - Fireball, Lightning Bolt.

Sy'Lan is not your typical Rakshasa, He prefers to not follow his peers into the evil arts. His family was not
accepted at first by the others within the village, but eventually earned the trust of others and now is one of the
most respected business owners around. He loves to hear stories from adventurers and he has been known to
trade a meal and a room to adventurers who entertain the customers with a tale or two. The only tales he
doesn't consider appropriate are ones that involve the killing of his own kind, even if they are evil. Sy'Lan still
maintains some friendships with differant clans of Rakshasa and fears that the tales could be about one of them



The rooms for rent are simple, but very clean. All beds accomidate 2 human sized customers, but Sy'Lan
doesn't care how many people actually share a room, just as long as he gets his money and the rooms are left as
they found them. If a room is torn up and the renter has left, Sy'Lan will notify the authorities

# of Beds | # of Rooms | Room Size | Storage Chest | Cost Per Night | Cost Per Week | Cost Per Month

1 4 5' X 15 NIA 3 sp 18 sp 6 gp
1 2 10' X 15 Yes bsp 3 gp 1pp
2 2 15' X 15 Yes g8sp 5 gp 2pp
4 2 15' X 20° Yes 2qgp 8 gp 3 pp

All room prices include the following services

Nightly: Breakfast (Continental) - Maid Service
Weekly: Breakfast (Continental) - Dinner (Bread & Stew) - Maid Service
Monthly: Breakfast (Continental) - Lunch {Daily Special) - Dinner (Bread & Stew) - Maid Service
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The common room is where food, drink, and all around good times take place. More times than not, some sort
of performance will be going on (music, plays, etc...). The wait staff that works the common room is comprised
of 4 humans who are happy to serve patrons, but will only fight when personal harm is threatened and wiill
eventually run away if possible. The stairs in the common room lead to the second floor where rental rooms can
be found.

The kitchen boasts 3 cooking fireplaces. The kitchen staff is also comprised of 4 humans and will react in the
same way as the wait staff of the common room, except they will use ktichen knives to help defend themselves
with. A door in the kitchen leads to the cellar.

The living quarters of Sy'Lan is comprised of 2 rooms. The main room includes a bookshelf of normal
reading, a desk with all the papers that goes with running an inn, atable, an expensive rug {2500gp), and very
plush furniture. A door leads to the bedroom where 2 kingsize beds and 3 chest can be found. The chests only
include clothes. Mothing of any real value is kept in the living quarters. Also within the living quarters are
Sy'Lan's 2 wives who do not work at the inn. His 2 wives are also Rakshasa. They keep to themselves while at
the inn, but can be seen at such social functions as the local Ladies Tea Garden Club and the Ladies Social
Society. Sy'Lan's wives will not enter combat, but are capable of defending themselves if threatened {use
standard rakshasa stats if needed).

The cellar includes 3 overflow rental rooms (only used if the 2nd floor rooms are all rented), A small storage
room for supplies including kegs of wine, ale, dried foodstuffs, etc. The room that appears to have no doors
leading in or out that is full of kegs is a holding area. There is in fact a secret door somewhere (the map doesn't
show it as it is so well concealed by magics that only a very high level mage could find it). One of the many kegs
holds the wealth of Sy'Lan (if by chance any player does find it, which is highly unlikely, the contents is left
completely up to the DM ... this way the DM has total control of what gets into the hands of his players based on
what the players really need and shouldn't have).
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All text and maps are to be considered Open Game Content and can be used under the
OGL that is included with this game suppliment. All trademarks of Wizards of the Coast and
FEI Games are registered to their particular owners.

All images used within this suppliment was taken from public domain image archives
and are in the public domain as of the creation of this suppliment to the best of my
knowledge.

All people and places within this suppliment is purely fictional and any similarities to real
places and people was purely by accident and unintentional.

All maps was created with Dungeon Crafter v1.4 - www.dungeoncrafter.com
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OPEN GAME LICENSE Version 1.0a

The following text is the property of
Wizards of the Coast, Inc.

and is Copyright 2000

Wizards of the Coast, Inc
{("Wizards™). All Rights Reserved.

1. Definitions: {a)"Contributors” means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material™ means copyrighted material including derivative works and translations {including into other computer
languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) "Distribute™ means to reproduce, license, rent, lease, sell,
hroadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content” means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not embody the Product ldentity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product ldentity” means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symhols, designs,
depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abhilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product identity by the owner of the Product ldentity, and which
specifically excludes the Open Game Content; (f) “Trademark™ means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g}
"Use”, "Used” or "Using™ means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. {h) "You" or "Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may
only he Used under and in terms of this License. You must affiz such a notice to any Open Game Content that you Use. No terms may
he added to or subtracted from this License except as described hy the License itself. No other terms or conditions may he applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.



6.Motice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product ldentity: You agree not to Use any Product ldentity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product ldentity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product ldentity used in Open Game Content shall retain all rights, title and interest in and to that
Product ldentity.

8. ldentification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any

authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any version
of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the

Open Game Content due to statute, judicial order, or governmental requlation then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.



. Every Adventurer Knows That Good

A#% Clean Inns Are Few And Far Between
| While Traveling. They Also Know That
= When They See An Inn With The Sign Of
¥ The Tiger, They Have Found The One
And Only Inn Known To All As The........
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