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@ Favor of the Undying Light: You have helped the Mist
Chameleons while adventuring with Father Sollus Illuminus, and
they are in your debt. To aid you in the trials ahead, Father Sollus
has given you a small trinket — a small glass orb on a string. The
glass orb glows with an internal light, about as bright as a candle
flame. As a standard action, you may shatter the orb to gain one
(and only one) of the following effects:
Cause a creature or object to glow as per a daylight spell for
duration of 14 minutes.
. Cause a creature or object to glow as per a glitterdust spell for
duration of 14 rounds (Will DC 17 negates).
. Cause a creature or object to gain negative energy resistance
20 for duration of 14 minutes.
. Release a burst of positive energy, functioning as a turn
undead attempt (1d20+5 turning check, 2d6+19 turning damage,
destroys 7HD undead).
. Release a burst of positive energy, healing all creatures
within 30 feet of 1d8+14 hit points of damage (Will DC 20 half).
. Cure a single creature of 4d8+14 hit points of damage (Will
DC 23 half).

This counts as an influence point with the Mist Chameleon

@ Favor of the Flittering Shadow: You have helped the Mist
Chameleons while adventuring with Siraleth, and they are in your
debt. To aid you in the trials ahead, Siraleth has given you a small
trinket — a small glass orb on a string. The glass orb dances with
internal shadows, and draws darkness towards it. The bearer gains
a +1 circumstance bonus to Hide checks made in shadowy or dark
areas. As a standard action, you may shatter the orb to gain one
(and only one) of the following effects:

. Cause an object to radiate 20-foot darkness for duration of
140 minutes.

. Cause a creature or object to gain darkvision 60’ for duration
of 14 hours.

. Cause a creature or object to gain fire resistance 20 for
duration of 14 minutes.

. Affect a creature as if struck by enervation.

. Travel instantly between two locations, as per dimension
door. Both locations must contain at least shadowy darkness.

. Transport yourself and up to 14 creatures as per a shadow
walk spell (CL 14).

This counts as an influence point with the Mist Chameleon
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organization. Mark this favor as USED once it is consumed. max 2,025xp; 9,9008p
organization. Mark this favor as USED once it is consumed.
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