Handout

PLAYER
HANDOUTS

he following pages contain various handouts that you can copy and give to your
players to enhance their experience during the Splinters of Faith Campaign.
Each handout is detailed in the text of the main adventure so you’ll know just
when to hand them out. The handouts include maps, clues, notes, and more.
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Description

Rusgart’s Map

Rayne’s Bargain
Wanted Poster

Lady Averlyne’s Plea
Lord Arnsworth’s Map
Lord Arnsworth’s Letter
Players’ Map of

the Kanderi Desert

Calling All Knights

Letter to Daznashal
The Summons

Fire Giant’'s Map

Chapter 5: Burning Desires
Chapter 5 : Burning Desires
Chapter 6: Culvert Operations
Chapter 8: Soul of Glass
Chapter 8: Soul of Glass

Chapter 8: Soul of Glass

Chapter 9: Eclipse of the Hearth

Chapter 9: Eclipse of the Hearth
Chapter 10: Morning of Tears
Chapter 11: The Heir of Sin

Chapter 12: Pains of Scalded Glass
Chapter 12: Pains of Scalded Glass

Chapter 14: Remorse of Life



HANDOUT NO. 1: RUSGART’S MAP




HANDOUT NO. 2: RAYNE’S BARGAIN




HANDOUT NO. 3: WANTED POSTER
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HANDOUT NO. 4: LADY AVERLYNE’S PLEA

% Piots Yo Uiy,

0 ok %ﬁﬂ ﬁmmmam&@n , /M0 /meee
b éwfm%ﬁw % N fdins

@wi%a. @Jioﬁﬁﬁdwmgmwumwm,
D st Runll, Dy of o obblind b

ol
" Dl byt v e s ol By,
Mﬁ@m@‘ O D)) Moo Qo inko 6 sullstntind
%%Mw MWW@J wils T,
7y ey
%MWAM&M%)/



£
<
=
2
=
S
=
N
Z
=
<
=
o
Q
=

5:

HANDOUT NO




HANDOUT NO. 6: LORD ARNSWORTH’S LETTER
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HANDOUT NO. 8: CALLING ALL KNIGHTS
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HANDOUT NO. 9: LETTER TO DAZNASHAL
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HANDOUT NO. 10: THE SUMMONS
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HANDOUT NO. 11: FIRE GIANT’S MAP
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