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FFiirree  IInn  TThhee  SSkkyy 
((SSuuccccoorr  ooff  LLiiffee  --  PPaarrtt  11))  

 

BByy  DDaanniieell  LLeewwiiss  
 

 

Shooting stars are many things to many people…luck, wishes, signs, and omens.  

Most are there one moment and gone the next, but this one keeps coming back to 

the same place in the sky every night.  Something tells you this one falls squarely 

into the “ill omen” category.  A one-round adventure for heroes level 1-16. 

 

(Updated February 2013) 
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WWEELLCCOOMMEE  TTOO  LLSSJJ!!  

This is a Legends of the Shining Jewel campaign 

adventure. It is written to be played in a standard four-

hour convention time slot.  It is a good idea to have the 

players and judge place some sort of name tag in front 

of them, so everyone can easily identify each other and 

the names of the characters they are playing.  Some of 

the text in this adventure is in boxed bold italics . This 

text is for the players to hear, although you are certainly 

free to paraphrase or summarize the text if you feel it is 

necessary. 

LSJ GM EMPOWERMENT CLAUSE 

The coordinators of the campaign empower GMs to 

make changes to the module as necessary to 
accommodate any unforeseen actions taken by the PCs.  
If the players find another way to deal with the module, 

they should be successful and appropriately rewarded.  

The GM may also invent new NPCs as needed to 

populate the city of Amthydor, which is not completely 

detailed due to practical limitations. 

If the party is having trouble dealing with say, undead 

encounters, the GM can always have a patrol of priests 

or the like come along to finish the combat and save the 

PCs.   

Do NOT save the PCs if their failure is a result of their 

own ill-advised actions or lack of forethought. Softening 

the blow from a bad set of rolls or simple bad luck is 

one thing, but stupid actions deserve what they get. 

CCAALLCCUULLAATTIINNGG  AATTLL  ((AAVVEERRAAGGEE  TTAABBLLEE  LLEEVVEELL))  

Add up the levels of all characters at the table (plus 

cohorts and entourages) and any animals that will take 

part in combat that are not granted by class features 

(such as familiars, animal companions, or bonded 

mounts).  Divide this total by 6, regardless of how many 

player characters are at the table.  This gives you the 

Average Table Level (ATL) for running combats. 

AA  NNOOTTEE  AABBOOUUTT  AATTLLSS  AANNDD  TTHHEE  PPOOWWEERR  OOFF  PPCCSS  

Not all parties are created equal.  Some level 1 parties 

can handle anything the GM can throw at them, and 

some level 3 parties are relatively weak for their levels.  

If the GM finds that the party at the table is really not up 

to the challenge of the tier, he should adjust the 

encounters DOWN for that party.  This is particularly 

important if the party has a broad mix of experience 

levels, is lacking clerics and paladins who can heal, or is 

a “role-playing” rather than “battle-ready” party.  The 

encounters should be a worthy challenge, not an 

impossible task or a slaughter fest.  Regardless of what 

the instructions say, the GM should let common sense 

rule the day (and the module). 

AABBOOUUTT  TTHHEE  MMOODDUULLEE  

"Fire In The Sky" is Part 1 of the ‘Succor of Life’ 

Series.  It is best to play this module first for the sake of 

continuity.  But each module in the series can be played 

unto themselves and can be played individually. 

LLIIFFEESSTTYYLLEE  IINN  LLSSJJ  

Player Characters have to spend money on many things 

during downtime: food, rent, repairs on weapons and 

armor, and other daily expenses.  In the LSJ Campaign 

this is reflected in Lifestyle Costs, which are paid at the 

start of every LSJ adventure.  See page 147 of the LSJ 

Campaign Guide. 

mailto:lsj-plots@theshiningjewel.com
http://paizo.com/pathfinderRPG/compatibility
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AADDVVEENNTTUURREE  BBAACCKKGGRROOUUNNDD  

There is an asteroid that is crashing towards the 

surface of Raia.  The nature of this particular 

object is wholly unnatural and thoroughly sinister.  

Unfortunately, the truth behind its summoning is 

intentionally hidden from all for the time being.  It 

arrived 2 weeks ago, taking up a decaying orbit 

above the planet, rather than the standard high-

altitude near-miss vector that normally results in 

“shooting stars”.   

 

It has been circling the planet every day, returning 

to the same vector and relative location in the night 

sky every day for the last two weeks.  Every day its 

decaying orbit brings it a little closer to the surface, 

which makes it appear slightly brighter.  It will 

indeed impact the surface, but since it is in a 

decaying orbit rather than a direct impact path, it 

will take a little while to hit. 

  

12 days ago, Nathan Sperleng, a native of 

Jadenspur and scholar of astronomy, began making 

some observations on the object; he was trying to 

determine its origin and nature, and he published 

his findings and measurements daily amongst other 

scholars in Jadenspur.  A week later, his work was 

disrupted at his personal observatory, just outside 

of Jadenspur, by a surprise attack from the Drow.  

He was forced to flee, but returned the next day to 

find that the Drow had taken his equipment and 

burned his observatory down. 

 

A colleague of his, named Harold, is a specialist in 

finding lost objects, even over great distances.  

Harold used a specially researched form of locate 

object to track down Nathan's equipment, and 

Nathan discovered that the Drow had built an 

observatory of their own in an open space in the 

mountains north of Jadenspur.  Nathan went there 

and tried to ask politely for his equipment, but 

instead of even attempting to parley, the Drow 

started ordered their golems to kill Nathan. 

 

Nathan would like the PCs to go to the Drow 

observatory and get his equipment back by any 

means necessary; then he needs them to keep him 

safe while he completes his work in order to figure 

out what this thing is and when it will hit. 

Introduction: It has been a slow two weeks, except 

for the light in the night sky.  The PCs receive a 

message that their presence is requested at the 

Fraternity for a special job. 

 

Encounter 1: The PCs are offered a job by Nathan 

Sperleng from Jadenspur, through the Fraternity of 

Venturers.  Everyone else has refused the job, but 

the reward has finally become too good to pass up.  

The PCs will meet Nathan there. 

 

Encounter 2: Nathan brings the PCs to his private 

laboratory in Jadenspur to give them information 

and preparation time.  He needs them to raid a 

Drow observatory to recover his stolen equipment, 

then escort him to make his observations.  

 

Encounter 3:  A raid against a Drow observatory, 

possibly stealthy.  At least 1 of them will escape. 

 

Encounter 4: Nathan has the PCs escort him to 

several locations to conduct measurements and 

calculations.  There is no ambush; it's all just 

boxed text explaining the circumstances. 

 

Encounter 5: The Drow counter-attack Nathan’s 

laboratory and the PCs must drive them off without 

losing any of the data.  This encounter can possibly 

be bypassed if the heroes can teleport themselves. 

- Much more interesting since only half the group 

is there at the very start of the ambush-combat. 

 

Conclusion A: The PCs complete all of the tasks, 

and Nathan’s analysis is completed and verified by 

his peers.  The PCs learn that the object will 

impact on Jadenspur in a few weeks, which is not 

much time to properly evacuate the city. 

 

Conclusion B: The PCs failed one or more tasks, 

leaving the nature of the object a mystery. 

 

Epilogue – The news of the incoming asteroid is 

delivered to the city’s leadership, which results in a 

borderline panic.  The PCs will need to be ready 

for the resulting storm of chaos as people attempt 

to flee in every direction. 

 

THIS MODULE HAS ATL 17 COMBAT & XP 

FOR GROUPS THAT WISH TO "PLAY UP". 
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IINNTTRROODDUUCCTTIIOONN  ––  YYOOUURR  DDAAIILLYY  DDÉÉJJÀÀ  

VVUU  

The last two weeks have been full of refreshingly 

quiet days; peaceful, relaxing, and nobody even 

trying to kill you. 

 

The same cannot be said of the nights though.  

For the past fortnight there has been a strange 

light in the sky.  Most thought at first that it was a 

shooting star, but those only last a few seconds.  

This light has come back night after night, in the 

same place in the sky, and you think it's just a 

tiny bit brighter each time. 

 

For adventurers, strange events tend to spawn 

jobs, so you were only mildly surprised when you 

received a message this morning from the chief of 

the Fraternity of Venturers, Melton Daderhoff, 

stating that he has a job for you specifically 

concerning the strange light in the sky.  He 

requests your presence at the Fraternity at noon 

today to meet your potential employer. 

 

Everyone has seen the bright light in the night sky, 

but nobody knows for sure what it actually is yet.  

The wizardly scholar who is offering the job, 

Nathan Sperleng, is here in the city consulting with 

the League of Thaumaturgical Studies. 

 

Allow everyone ample opportunity to make 

preparations and once everyone has agreed to 

answer the summons, proceed to this boxed text. 

 

The Fraternity of Venturers is a bustle of activity 

at this time of day, with adventurers of all types 

talking with prospective employers, chatting with 

one another and getting gear set to leave. As you 

sign in, Dorinda, the Fraternity's administrative 

assistant, takes note of your names and pulls you 

aside. "Oh, you're the ones that Mr. Daderhoff 

sent for to handle the special request we got from 

Jadenspur!  You just go on in and have a seat in 

the waiting room, I think the gentleman 

requesting the job will be here any minute.  And 

some of the others may be in there already too." 

 
This is the time to allow for introductions and such 

and then GO TO Encounter 1. 

 

EENNCCOOUUNNTTEERR  11  ––  YYOOUU''RREE  CCRRAAZZYY......  
Nathan will finish up his meeting with the League 

at the same time the PCs finish their introductions 

and pleasantries with each other.   

The <pop> sound is Nathan Sperleng using 

Dimension Door to get into Melton's office.  A 

Spellcraft check DC 12 will identify it properly. 

 

As you chat with your friends, you hear a faint 

<pop!> sound come from Melton's office, along 

with a startled yelp.  There are some muffled 

voices, and then Melton opens the door and 

beckons you inside. "Oh good, you've all arrived, 

please come in.  Allow me to introduce Nathan 

Sperleng, a wizard and scholar of astronomy 

from Jadenspur.  He came to us a few days ago 

with a rather unique request; unfortunately 

nobody wanted to take the job, even when he 

increased the reward, so I decided to contact you 

all directly instead." 

 

With a nod he indicates the other man in his 

office.  Nathan is a heavy-set, middle-aged 

human with thinning hair, dressed in simple 

robes and equipped for travelling, complete with 

component pouches and a spellbook dangling on 

a chain at his side.  He extends an ink-stained 

hand in greeting. "Pleased to meet you all.  As 

Mr. Daderhoff said, the job I'd like to hire you for 

may sound a little odd, but I assure you it is of the 

utmost importance.  No doubt you've all seen the 

strange light in the night sky that keeps coming 

back, yes?  Well, many of us who study the stars 

have been observing it for the last two weeks, 

trying to make sense of what it is and what it 

means.  I'd been conducting my observations in 

my personal observatory north of Jadenspur and 

sharing my data with colleagues in several cities.  

5 days ago, I was attacked there, without 

warning, by a group of drow elves.  Their attack 

was vicious and it was all I could do to grab a few 

of my notes and flee with my life.  I returned the 

next morning to discover that they had taken my 

equipment and razed my observation tower to the 

ground. Needless to say I was distraught at this, 

but I proceeded to track down my equipment 

anyway through a friend of mine and his 

personalized version of the locate object spell.  I 

discovered that they had taken my tools, charts 
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and telescopes to an open area in the mountains 

surrounding the bay near Jadenspur.” 

 

"I went to the area and discovered that they had 

built a small tower in a flat open space in the 

mountains, possibly with the assistance of the 

golems I saw standing outside of it.  My 

equipment, along with other pieces I didn't 

immediately recognize, was arranged on the roof 

of the tower, and some of the drow were actually 

making proper use of it. I made an unfortunate 

assumption that these drow were scholars and 

that the ones who had stolen my belongings and 

destroyed my tower were simply bandits, so I tried 

to talk to them and bargain for my equipment 

back. 

  

“But they weren't even willing to talk.  Instead 

they commanded their golems to kill me and they 

started firing arrows and casting hostile spells at 

me.  And again I fled, barely escaping with my 

skin.” 

 

“I'd had enough with their nonsense, so I tried to 

hire some local adventurers to go to the drow 

tower and get my equipment back for me.  But the 

hired help in Jadenspur is both notoriously 

expensive and fickle and nobody wanted to take 

my offer.  I remembered that Amthydor has a 

reputation for providing excellent problem 

solvers, so I came here. Unfortunately nobody 

here took the job offer seriously, even when I 

increased the reward.  Then Mr. Daderhoff 

suggested you fine folk and so here we are.” 

 

“Basically, I'd like you to confront these drow 

and recover my equipment without breaking 

anything.  I don't particularly care anymore how 

you manage to get it out of their hands; they've 

attacked me without cause twice and destroyed a 

small structure, but if they're willing to make a 

deal with you, that's fine.” 

  

“Once you've secured my equipment, I'd like to 

keep your services for a few days while we travel 

to some areas in the mountains around 

Jadenspur.  I'd like to complete the observations I 

was so close to finishing and at this point I feel I 

have need of an escort.” 

  

“If you agree to take the job, I will teleport your 

group to my laboratory near Jadenspur, which 

has thankfully not been attacked by anyone.  

Once there you can rest and prepare and I can 

answer any questions you may think of.  I will 

teleport us all to the locations we'll need to visit 

each day, to save effort and time.”  
  

“There is one last thing I should mention, 

though: I've consulted with your League of 

Thaumaturgical Studies and with the sage Eris 

Nightstar from Sidaris, and we are all fairly 

certain that this light in the sky is slowly getting 

closer to us.  So there is an element of urgency to 

my task: We can't afford to waste any more time, 

or else this light in the sky might hit the ground 

before we can observe it any more.  Do you have 

any questions?” 

 

Nathan will answer as many questions as the PCs 

ask and will do his best to convince the PCs that 

the job is valuable. 

 

The building of his that the drow destroyed was a 

small tower that he had built, out in the foothills 

well north of Jadenspur, specifically for his 

astronomy work.  He also has a personal 

laboratory, a good-sized cabin with a stone 

basement, where he does his other magical work.  

It's a completely different building, just outside of 

Jadenspur to the north and he had no reason to 

think that the Drow knew of it. 

 

 What's the pay/reward?  

“Your reward will be several parts.  First, 

knowledge: If everything goes according to plan, 

I should be able to finish my observations and 

measurements and hopefully learn the truth 

about this strange light in the night sky.   

Second, gold: I will pay you ATLx150 gold each 

if you successfully bring my equipment back 

without breaking anything and escort me while I 

make my final calculations. And if the Drow end 

up acting just as violent to you as they were to me, 

then you can keep anything of theirs that you find 

after the fight.” 

 

 Why not use other equipment, like from the 

League or your other colleagues?  
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"That's what I have been doing for the last 4 

days.  But every time I borrow someone else's 

tools, it stops their work.  And my calculations 

had been made with my personally calibrated 

instruments, so borrowing someone else's means 

that I'd basically have to start everything over 

again.  I'm hiring you specifically to bring back 

my own property and help me do my own work, 

not to help me copy off of someone else." 

 

 What's the real point, or intent, of this job?  

"I'm an astronomer, but I'm a scientist, not a 

diviner.  This light in the sky is a phenomenon 

that's both new and strange, yet somehow oddly 

familiar, and it's my duty to study it. To that end I 

need my own equipment back, and hopefully any 

of my notes that the drow may have also taken, so 

that I can finish my own work properly.  I need to 

complete my observations, do more calculations 

and then have my work verified by my colleagues 

in established academic institutions, like the 

Mage's Guild in Jadenspur and your own League 

of Thaumaturgical Studies.” 

 

"I'll admit that my opinion of the drow is biased, 

as my only experiences with them have been two 

unprovoked attacks against me.  But I'm not 

hiring you to kill them, I'm hiring you to recover 

my property that they violently stole; if they attack 

you like they did me, then they've left you little 

choice, but personally I don't care one way or the 

other." 

 

 But you said they destroyed your tower...?  

"No, they destroyed my personal observatory.  I 

also have a laboratory, it's a totally different 

building, in a different area outside Jaenspur." 

 

 You've got to be kidding!  Surely there must 

be a safer way to get the tools you need?  

"Yes, I could buy new equipment, re-calibrate all 

of it and start my work from scratch.  That would 

cost valuable time and more gold than I currently 

have available.  I know it sounds strange to say it, 

but this job really is the easiest method to allow 

me to finish my work."  

 

 Where is this drow observatory?  

"In a flat, open space in the mountains, over 100 

miles north of Jadenspur.  I have a map in my 

laboratory that I can give you." 

 

 What's the layout of the tower area?  

"It's in a flat, open area in the mountains, almost 

like a very tiny valley, roughly circular, about 

120' in diameter, surrounded by sheer rock walls.  

There's a twisting path leading up to it and the 

tower is at the far end of the clearing from the 

path.  The tower was 30' tall, arrow slits, one 

wood door, not much to look at." 

 

 You said they had golems?  

"Yes, a pair of them, flanking the door into the 

tower, obviously acting as guardians. 

ATL 1 – 3:  Ice golems  

ATL 5 – 7:  Wood golems 

ATL 9 – 13:  Glass golems 

ATL 15 – 17:  Clockwork golems 

I can tell you more about them when we get to my 

lab and I can consult my books." 

Or the PCs can do Knowledge (Arcana) DC 

ATL+15 to get the same answer as he would give 

in Encounter 2 (see the golem question). 

 

 How many drow were there?  

"I'm not really sure.  When they attacked my 

tower observatory, there were only three of them, 

but that was plenty.  When I went to their tower I 

saw at least four, but they started shooting before 

I could be sure of a good count." 

 

 Where do you need us to escort you to?  

"I've built a few observation sites for myself in 

the mountains near Jadenspur.  They're quite 

remote and nobody has bothered them; I have a 

map in my laboratory that I can show you." 

 

 How did you learn of this observatory?  

"My friend Harold specializes in finding lost 

objects, even over great distances, so he used a 

variant of the locate object spell to track my own 

equipment.  I've a passing familiarity with those 

mountains, as I've used them to make other 

observations in the past, so I just followed the 

spell and found their tower." 
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Harold left Jadenspur on other business a few days 

ago and is unreachable.  The PCs have no way to 

discover this spell, and Nathan has no information 

on it, save that it requires a piece of the object in 

question.  Nathan luckily had a lens in his pocket 

that he'd been adjusting at the time of the attack. 

 

 How are we supposed to get to these 

locations?      i.e. your lab and this observatory 

"I will teleport us all to the locations we need to 

go to.  Sea voyages tire me, and we have precious 

little time to waste for travel. Unfortunately, for a 

group this size, I'll have to make two trips to get 

everyone to a given location, so we'll only be able 

to teleport to any given place once per day. We'll 

have to rest for the night each time before we can 

go anywhere else.  But I need a few hours of 

darkness each night to do my work, so it works 

out. Once the job is finished I'll bring you all 

back here.  I'll need to come here to have my 

results verified anyway."  

 

 We have our own teleportation magic. 

Or word of recall or whatever else.  

"Marvelous!  That could save us valuable time 

and effort.  You'll need me to teleport you to these 

places first, since I'm familiar with them and you 

aren't, but this could make it much faster and 

easier to get back." 

 

 

 Are we going to have any trouble with the 

law in Jadenspur?  

"No, the area I would be asking you to go to is 

well outside of Jadenspur's jurisdiction.  I don't 

know how you do things here, but in Jadenspur 

if someone attacks you with lethal force and 

steals your property, you're well within your 

rights to pursue them and take it back.  The law 

of my city will have no trouble with you."  

The area he's asking them to go to is outside the 

range of the Protectorate, so Amthydoran law has 

no say.  It's the land version of international waters. 

 

 Why didn't you just do this yourself?  

"Because I've had two run-ins with the drow 

already and neither of them ended well.  This task 

is too much for me to handle alone.  And, 

honestly, the entire reason I'm hiring you is 

specifically so that I don't have to put myself in 

more danger than I can handle alone." 

 

 Will you at least be coming with us?  

ATL 1 – 5 

"Yes, of course, that's how I'll be teleporting your 

group everywhere we need to go.  Though I don't 

particularly want to deal with the drow again, I'll 

follow your lead and assist you as best I'm able.  I 

just can't do this on my own, is all." 

 

ATL 7 – 17 

"I will, of course, be coming with you so that I 

can teleport you to the drow observatory.  But I 

do not want to deal with them again, so I will stay 

well away and out of sight while you handle the 

drow however you see fit.  When you're done 

getting my equipment back and we're ready to 

move again I'll rejoin you and teleport us to 

where we need to go next." 

 

 You said nobody else wanted the job?  Why?   

"It's probably my own fault for advertising the 

job as 'raid a drow observatory'.  I wrote the 

description column when I was still quite upset 

about them.  I guess nobody ever took the job 

seriously.  Luckily for me the Fraternity has 

contacts with capable adventurers such as you." 

 

 Do we have time to gather supplies first?   

"Of course, gather whatever equipment you need.  

I'll teleport us to my lab today, then we can rest 

and head to the drow observatory tomorrow 

morning.  Meet me back here whenever you are 

ready to leave." 

 

 

 

 What about talking to them, offering to buy 

the equipment back, or using Diplomacy?  

"You're welcome to try, I suppose, but they never 

even spoke to me, so I don't know how much 

success you'll get trying to talk them into giving 

my tools back. I guess if you want to offer to buy 

them back (buying back my own equipment from 

the thieves, sheesh, really?), I can offer you an 

additional 3,000 gp to 'pay' to buy back my own 

property.  That's about half of what it would be 

worth brand new, but I just don't have any more 

money than that." 
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Nathan Sperleng is 10
th
 level, so he can teleport up 

to 3 people in addition to himself at a time, but he 

has a Ring of Major Spell Storing with 2 additional 

teleport spells in it, and several scrolls of teleport, 

so he has no problem making multiple teleport 

trips to get everyone to Jadenspur to start the mod. 

 

For the sake of these teleport spells, do not bother 

rolling for a mishap, as Nathan is very familiar 

with both locations (he was *in* Melton's office all 

of 6 seconds ago, after all). 

 

 When all of the questions are answered, 

GO TO Encounter 2. 

  

EENNCCOOUUNNTTEERR  22  ––  JJUUSSTT  CCRRAAZZYY  EENNOOUUGGHH  

TTOO  WWOORRKK  

This encounter feels like it’s just an extension of 

Encounter 1, and for the most part that’s true.  But 

the important differences are that: 

1) The PCs are no longer in Amthydor (with no 

fast way to get back, as Nathan is out of teleports). 

2) The PCs can get some of the more specific 

questions answered and make some preparations. 

 

When you are ready to go, Nathan gathers 

everyone together and asks you to join hands as 

he begins to chant.  All at once the world goes 

dark and cold and is immediately bright and 

warm again.  With a <pop!> you materialize in a 

large stone room, standing inside a circle 

inscribed within a 6-pointed star.  Brightly lit 

runes cover every flat surface, providing a soft 

light.  The room has no windows, but there's a 

staircase in the corner leading up. 

 

All at once, you notice 3 troubling things: 

1) You are completely paralyzed. 

2) Your mind is foggy and you can’t seem to  

focus on any of your spells or special abilities. 

3) There are angry-looking Fire Elementals  

standing at each point of the star, staring at you. 

  

You feel it appropriate to allow yourself a brief 

moment of panic, as any professional would.  In 

that moment, Nathan materializes, glances 

around (apparently not paralyzed), and then 

shakes his head in exasperation. With a few 

gestures and arcane words to each elemental he 

dismisses them all and also releases you from 

your paralysis.  A large box sits on the floor next 

to a desk; Nathan goes over to the desk, lights a 

few candles and pulls out a large map of the local 

area.     Player’s Handout 1 

  

"Sorry, I guess I forgot to turn off the 

summoning traps before I brought you here.  

Well anyway, welcome to my summoning room.  

This whole building has a number of protective 

wards on it, so we should be fine to rest here for 

the night.  I`ve marked the location of the drow 

observatory and the observation points we’ll need 

to visit on this map. With my available teleport 

spells, we should be able to go to the drow tower, 

recover my equipment and go straight to the first 

observation point.  We'll need to stay the night 

there while I do my work, then we can go to the 

second point, stay the night again and then come 

back here.  And speaking of recovering my 

equipment, you'll need this." He indicates the 

large box on the floor, which has been divided 

into 14 compartments of varying sizes and shapes.  

Each compartment is padded with thick silk and 

has a paper in it with detailed drawings and 

descriptions of the specific piece of equipment 

meant to be stored in that space.  The box is as 

large as a military footlocker and seems to be 

made of oak, yet it is as light as a down pillow 

and as hard as stone. "This is the case that I store 

my most delicate instruments in.  As you can see, 

the drow ended up taking the entire set; though, 

in a strange way, I'm glad they did since it means 

that none of my tools were crushed in the rubble 

of my tower.  If you can recover everything that's 

meant to be in this box, I will be able to finish my 

work.  Oh, and if you see any of the drow's books, 

grab those too; they might have data, 

observations or calculations that we can use. Do 

you have any other questions?" 

Refer to Encounter 1 if a question is not here. 

 

 Where in the tower do you think we'd find 

your equipment?  

"Most of it would probably be on the roof, but 

some of it is of use indoors as well."  
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 Do you think the drow might destroy the 

equipment rather than let you have it back?  

"I certainly hope not, but it is a risk, yes.  They 

have obviously shown a preference for violence, 

but I doubt they'd go so far as to destroy the tools 

that they went to the effort of stealing in the first 

place."  

 

 Can you tell us anything more about the 

drow and how they attacked you?  

"They obviously had an arcane caster with them, 

since there were some magic missiles.  From what 

little I know of the drow, they tend to move in 

groups with at least one warrior for protection 

and usually a priest as well.  I don't know 

anything else that I haven't already said." 

 

 

 What about the golems?  

ATL 1 – 3 

"Ice golems; they’re immune to most spells, but 

you can use fire and electricity against them, just 

don’t use cold."  

ATL 5 – 7 

"Wood golems; they’re immune to most spells, 

but you can use fire and wood-based spells 

against them, just don’t use cold." 

ATL 9 – 13 

"Glass golems; they’re immune to most spells, 

but you can use cold to slow them and shatter to 

hurt them, just don’t use fire and beware that 

they can sometimes reflect spells back at you." 

ATL 15 – 17 

"Clockwork golems; they’re immune to most 

spells, but you can use rusting grasp against 

them, just don’t use grease." 

 

 Where, exactly, can you teleport us to in the 

clearing around the drow tower?  

"We can arrive in the clear open area or down 

the path and out of sight, it's your choice." 

 

Once the questions are answered, proceed with this: 

 

When you are finished asking your questions and 

examining the box and map, Nathan gathers up 

his gear and heads towards the staircase. "You 

are more than welcome to stay here for the night; 

this room, in fact this whole building, should be 

safe. Make any preparations you need to, we'll 

leave in the morning." With that Nathan 

disappears up the stairs and you are free rest and 

prepare. 

 

The PCs can explore out of the basement if they 

want, but there isn't anything that's of any real 

interest in the building or the surrounding area.  

Jadenspur can be seen in the distance to the south 

if the PCs are outside. 

 

Give the players plenty of time to rememorize 

spells or get gear ready, then: 

 

 Roll a d% in secret and then Go To Encounter 

3. 

  

EENNCCOOUUNNTTEERR  33  ––  IITT’’SS  GGOO  TTIIMMEE  
Depending on how the PCs plan to approach the 

tower, modify the boxed text as needed: 

 

Your rest is undisturbed and surprisingly 

peaceful given that the floor is made of stone and 

can summon fire elementals.  Nathan finds you 

in the morning as you are finishing securing your 

gear for the trip. “Are you ready to go?  We have 

precious little time to lose.” 
 

Assuming the players say ‘yes’… 
 

Nathan has you join hands again and with a few 

quick words you are transported to a rocky 

pathway cut into a mountain.  A short way up the 

hill the path takes a sharp turn, obscuring your 

position from the view of the tower. The clear 

area is a rough circle about 120' across, 

surrounded by the sheer rise of the rocky cliffs 

around it.  On the far end of the clearing is a 

break in the cliffs and the tower is built to take 

advantage of the added visibility. The tower is 

round, about 30' tall and 20' wide and looks 

hastily constructed; it was built from the same 

stone as the mountain around you and features a 

few arrow slits and a single wooden door.  You 

can just make out the gleam of some metal 

instruments arrayed on the roof, but you cannot 

see any details from here.  You see the golems 

flanking the door, but you don't see any other 

movement around the tower.  

 

Nathan turns to you: 
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Continue below according to ATL 
 

ATL 1 – 5  

 "I’ll follow your lead from here.  If the 

situation ends up turning violent, please be extra 

careful not to damage any of the equipment.  If 

there is a fight, we should try to keep it outside; if 

it goes inside, don't use any area-of-effect 

damage magic, summon wild beasts, or do 

anything involving sonic damage. Oh, and if you 

see any of the drow's books, grab those too; they 

might have data,  observations, or calculations 

that we can use." 

 

 

ATL 7 – 17 

"This is as far as I go, it's your show now.  If the 

situation ends up turning violent, please be extra 

careful not to damage any of the equipment.  If 

there is a fight, try to keep it outside; if it goes 

inside, don't use any area-of-effect damage 

magic, summon wild beasts or do anything 

involving sonic damage.  I'll wait here for you to 

come back with my equipment.  Oh, and if you 

see any of the drow's books, grab those too; they 

might have data,  observations or calculations 

that we can use." 

 

 

Dealing With The Drow Tower 
There are several ways that this encounter can go, 

depending on how the PCs wish to approach the 

tower.  Some of the common approaches are listed 

below, but feel free to adjust as necessary.   

Note that some aspects of the encounter can apply 

to multiple kinds of tactics (especially if the PCs 

split up and try two different approach methods 

simultaneously), so be sure to read them. 

 

Approaching the tower - The Golems 

The golems have been instructed that only the 4 

drow in the tower are allowed to approach. 

 

If the PCs approach the tower and the golems can 

see them (check Appendix A for stat blocks), the 

golems will challenge them for the password when 

they get within 50' of the tower. Disguises don't 

matter because the golems have been programmed 

to recognize only the drow that are currently in the 

tower. 

Challenge: The golems will point at a 

character (golems can't speak) until that 

character speaks. 

-No matter what that PC says, it will not be the 

correct password. 

-The golem will clench its fist against its chest, and 

point at the character again until they speak again. 

-No matter what that PC says, it will not be the 

correct password. 

-When they give the wrong password a second 

time, the golems sound the Alarm by banging on 

the door with their fists, and then attack. 

 

 

Diplomacy 

Unfortunately, there is nothing to be done about 

diplomacy in this case. 

The drow are not outside and will not hear the PCs 

unless they make an exceptionally loud ruckus. 

 

Even if the PCs somehow get the drow's attention 

(while the PCs are still nowhere near the tower), 

the drow are not interested in talking.  They are 

fanatics and don't want visitors. 

 

If the PCs try to talk to the drow first (while none 

of them are near the tower), the drow will shout for 

them to leave immediately or be killed. 

If the PCs don't start moving away from the tower 

immediately, the drow will order their golems to 

attack and begin their own preparations (see 

Tactics and Order of Battle below). 

 

 

Direct Assault 

It is possible that the PCs will see the golems, 

make the (correct) assumption that there is no way 

to talk their way past them, and simply attack the 

golems immediately. 

 

If they do this, the golems will sound the Alarm by 

banging on the door with their fists, and then 

attack (see Tactics and Order of Battle below). 

 

 

Stealth 

Some PCs may want to try to infiltrate the tower 

and simply steal the equipment back, assuming 

(incorrectly) that the drow are asleep right now. 
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The golems may or may not be able to detect the 

PCs, depending on the measures they take (see 

Appendix A for the golems' stat blocks and 

senses). 

If the golems do not detect the PCs, they may be 

able to sneak into or on top of the tower.  The 

golems will definitely notice if the door opens for 

any reason, though. 

 

Into the Tower: If the PCs sneak into the tower, 

they will discover that the drow are actually 

awake, but they are preparing to go to sleep after 

spending all night observing the meteor. 

There may or may not be equipment inside the 

tower (see Gathering Equipment below). 

 

On Top of the Tower: If, instead, the PCs decide to 

start on the roof of the tower, they will find that all 

of the drow are currently inside the tower. 

Some, or all, of the equipment will be on the roof, 

and the PCs can attempt to gather it up without 

alerting the drow inside or the golems below (see 

Gathering Equipment below). 

 

Gathering Equipment 

Gathering the delicate pieces of equipment and 

putting them in the box without breaking them 

requires time and patience. 

 

Assuming the PCs spent some time examining the 

drawings in the box the previous night: 

Identifying a piece of equipment requires an 

Intelligence check DC 5 as 2 Full-round actions. 

Securing a piece of equipment requires 2 Full-

round actions, and the ability to make careful 

movements. 

 

If the all of the PCs are not in combat, then 

gathering the equipment requires no rolls and can 

be done at their leisure. 

 

If any of the PCs are in combat, then use the listed 

time requirements.  This is to represent the careful 

actions the PCs must take, as measured in combat 

rounds (6 seconds in a round). 

 

There are 14 pieces of equipment that need to be 

recovered, some of which may be inside the tower.  

Roll 1d20 and consult the table to see where all the 

equipment is located: 

 

d20 Location 

1 - 10 All pieces on the roof, plus some drow 

journals and log books 

11 - 16 1d3 pieces inside the tower 

17 - 19 1d4+1 pieces inside the tower 

20 2d6 pieces inside the tower 

 

Remind the PCs to take any of the drow journals 

and log books, if there are any, as they are part of 

Encounter 4. 

Once the PCs have secured all the equipment, they 

can proceed back to Nathan as they see fit. 

 

Tactics and Order of Battle 

 

As soon as the golems sound the Alarm, or the PCs 

attack them, Roll for Initiative 

 

∙ Round 1: The PCs attack the golems, or vice-

versa.  The golems sound the alarm (see above). 

 

∙ Round 2 → Until Golems Are Dead: Golems 

fight as best they can. 

 

∙ 1 round after the Golems Die: Drow open the 

door and come out of the tower to fight.  The 

monks come out first, followed by the priest and 

the sorcerers last. 

 

∙ As soon as any single Drow dies: One of the Drow 

sorcerers uses Dimension Door to escape away 

(ATL 1 – 5: goes Invisible and Silent and flees). 

-At a high enough ATL, the monk could also 

Abundant Step and escape the same way. 

 

Unless the GM lets PCs do something really 

broken, they can’t stop that Drow from escaping. 

Do not let the PCs stop that drow from 

escaping. 

 

If for some reason the PCs enter the tower early, 

the find all the Drow in the first-floor room.  This 

should be enough to get the PCs back outside. 

 

There’s really no reason for the PCs to end up 

anywhere near the delicate instruments Nathan 

wants them to recover.   

Unless the PCs really go out of their way to ignore 

Nathan’s directions, assume they don’t break 

anything. 



LSJ136 - Fire in the Sky Page 12 

 

If the PCs do somehow manage to break things 

they shouldn't, there is a special piece of boxed text 

for them, and then they fail the module. 

 

This combat is meant to be interesting, but not 

incredibly deadly, so that it can introduce the Drow 

into the story for later in the series. 

See below for all ATL breakdowns. 

See Appendix A for all stat blocks 

 

ATL 1 

Ice Golems, Minor (2) 

Drow Monks (2) 

Drow Sorcerers (2) 

 

Ally: Nathan Sperleng (pg. 15) 

 

ATL 3 

Ice Golems, Lesser (2) 

Drow Monks (2) 

Drow Sorcerers (2) 

 

Ally: Nathan Sperleng (pg. 15) 

 

ATL 5 

Wood Golems, Lesser (2) 

Drow Monk (1) 

Drow Sorcerers (2) 

Drow Priest (1) 

 

Ally: Nathan Sperleng (pg. 15) 

 

ATL 7 

Wood Golems (2) 

Drow Monk (1) 

Drow Sorcerers (2) 

Drow Priests (1) 

 

ATL 9 – 13 

Glass Golems (2) 

Drow Monk (1) 

Drow Sorcerers (2) 

Drow Priests (1) 

 

ATL 15 – 17 

Clockwork Golems (2) 

Drow Monk (1) 

Drow Sorcerers (2) 

Drow Priests (1) 

 

 

Once the combat is finished, Nathan will bring the 

players together, either by helping finish the battle 

or waiting for the PCs to kill or drive off all the 

Drow and finding them afterwards. 

 

If the PCs Fought the Drow 

Paraphrase the boxed text as necessary to fit the 

PCs actions, assuming there was a combat with the 

drow and the PCs did not go out of their way to 

break anything. 

 

With the Drow defeated, Nathan produces a bag 

of holding and proceeds to investigate the tower 

top-to-bottom, collecting tools, documents and 

maps of all descriptions.  The tower isn't very 

large and before long he comes back to you, a 

satisfied look on his face. "I've recovered 

everything I need, and I also managed to find 

some of the drow's own data.  Perhaps they've 

had some insight or made some observation that 

we haven't; at the very least it may give me a clue 

as to why they attacked me.  Regardless, we 

should leave quickly, in case any more decide to 

investigate." 

 

As before, you join hands, Nathan speaks a few 

words, and the world vanishes in a blink. 

 

 Roll a d% in secret, then Go To Encounter 4. 

 

If the PCs Did Not Fight the Drow 

Paraphrase the boxed text as necessary to fit the 

PCs actions, assuming that the PCs avoided a 

combat with the drow (likely via stealth), and 

managed to recover all the equipment without 

breaking anything: 

 

You return to Nathan with the box, filled with his 

stolen equipment and tools, and the drow none 

the wiser.  Nathan gives everything a quick once-

over and nods approvingly. "Very well done, I'm 

impressed.  Everything is here and undamaged 

and now those thieves know what it's like to be 

stolen from.  Well, we should leave immediately, 

before they realize anything is amiss." 
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As before, you join hands, Nathan speaks a few 

words, and the world vanishes in a blink. 

 

 Roll a d% in secret, then Go To Encounter 4. 

 

If for some reason the PC's did go out of their 

way to break things, paraphrase this boxed text: 

 

Nathan eyes the tower and the smashed 

equipment with a sigh. "Really?  You couldn't 

stop this from happening?  Unbelievable...  I 

suppose there's no more need for this operation; 

or you, for that matter.  I'll take you home and 

pay you for your time, I guess, though it beats me 

as to why.  I'll have to figure something else out 

now.  Thanks for nothing." 

 

Nathan teleports everyone back to Amthydor, pays 

each person 50 gp, and then leaves in a huff. 

 Go To Conclusion B. 

 

EENNCCOOUUNNTTEERR  44  ––  WWAAIITT  FFOORR  IITT......  

You appear on a rocky ledge that has been cut 

into the side of the mountain.  The ledge is a 

perfect 15' radius circle that has been polished 

smooth and somehow you get the impression that 

it is also perfectly flat and level.  From here you 

can easily see the bay and the surrounding 

mountains and the faintest outline of the sprawl 

of Jadenspur directly to the south.  

 

"Welcome to one of my observation points.  I 

searched for months to find the perfect vantage 

points for my original work, and now it seems 

that fate is rewarding my efforts.  Please make 

yourselves comfortable, we'll be here until 

tomorrow morning. These mountains are home to 

various large cats, though I doubt the drow could 

find us here so quickly.  Of course I also doubted 

that the drow would ever build an observatory in 

the mountains surrounding Jadenspur." With 

that, Nathan sets up the various pieces of 

equipment you recovered and begins writing in a 

book, all but ignoring your group. 

 

The funny part is, there's no ambush here. 

 

If the PCs fought the drow in Encounter 3 and 

looted the tower, then they may want to investigate 

what they got in their Bag of Holding.   

If so, use the following descriptions of the items.  

If the players are actually able to identify the items, 

feel free to show them the certs. 

 

The Bag contains: 

- A large (30'x10') silk tapestry, sewn with stars.  It 

is undamaged, but does not function properly here 

since there are no walls to mount it on. 

- A spyglass that looks to be made of adamantine 

- A sextant that looks to be made of adamantine 

- A scroll tube with several scrolls (Read Magic) 

- A lyre, finely crafted and surprisingly undamaged 

- A curiously clean pair of black silken gloves 

 

The players can ask Nathan questions at this time, 

but he'll answer quickly and get back to his work. 

 

 What do you hope to find out…?  

"I'd like to identify this shooting star...what it 

actually is, and hopefully why it keeps coming 

back every night. It's quite strange."  

 

 What are you doing…?  

"I'm sorry, but these calculations are quite 

complicated and it's taken me many years to 

perfect my science.  Please just watch for trouble 

and do not touch the equipment."  

 

 Do you expect trouble?  

"No, but that's what guards are for...to watch for 

unexpected trouble."  

 

 Can you identify these magic items?  

"Not right now; I've got quite a bit of work to do 

before dark.  Once I finish my work and we get 

back to the city I'll be glad to help."  

 

When the PCs are done with whatever it is they 

want to do for the day, proceed to this boxed text: 

 

The day is peaceful and ambushes from drow or 

animals are pleasantly absent, and darkness falls 

almost before you realize it. From here, with your 

view unobstructed and no other lights around, the 

sky is clear as crystal and the strange reddish 

light is almost directly overhead.  Nathan works 

for a few hours, occasionally drawing in a sharp 
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breath or muttering to himself.  Just as you feel 

like you're about to doze off, he speaks: 

 

"Incredible...I don't think this shooting star is at 

all what it appears.  I believe I've gathered all the 

information I can here.  Before I put away my 

tools, would you like to see it?" 
 

Assuming the PCs say 'yes' 
 

He motions to the large telescope that he has 

pointing almost straight up.  As you put your eye 

to the viewing lens, you are at once amazed and 

horrified.  The object -whatever it is- is a dark 

mass surrounded by a flickering nimbus of red-

orange light. There's no way to judge its size, and 

as you watch, you can see it slowly turning end 

over end.  For a split second, you are hit with a 

feeling of intense nausea, as if you'd just seen 

something awful.  It passes, and your view 

remains the same. 

  

"I still have no idea what it is, but I have 

confirmed that it has lost altitude from a few days 

ago.  This is most troubling, as it means that if 

this thing keeps falling, eventually it will hit the 

surface of Raia.  It has been a long time since a 

star fell to the ground, but the stories say that the 

devastation was terrible.  I need more information 

and from a different place so that I can compare 

data.  Get some sleep, we will leave tomorrow for 

the next observation point." 

 

At this point, the PCs may want to question Nathan 

again about this thing. He will answer honestly that 

he doesn't know anything more than he's already 

said. He will add that he does not have enough 

information to say anything for certain, and ask 

them to hold more questions for later. 

 

With that troubling image in your mind, you drift 

to sleep.  In the morning Nathan packs up his 

tools and notes, you once again join hands, and 

he transports you to another of his personal 

observation posts. 

 

This one is built much like the last, except that 

from here the bay stretches out to the south and 

Jadenspur too far off to be seen. During the 

otherwise uneventful day, Nathan digs around in 

a sack and produces the drow log books and 

journals that you recovered from their 

observatory. "Would you be willing to help me 

scan through these notes from their researchers?  

I'd like to know what they found as well." 

 

They may raise concerns about reading what is 

basically scientific notes, but Nathan shushes them, 

saying that he's interested in their conclusions, 

which would be written in plain language. 

 

If any of the PCs speak/read Elven, they can read 

the journals just fine (minus some of the technical 

details).  Otherwise it will take Linguistics DC 

ATL+10 to read the journals.  Intelligence DC 

ATL+10 will decipher the technical writing and 

may lead to more questions. 

 

It takes your group most of the day to leaf 

through the books that you managed to recover 

from the drow observatory. The scholars' 

journals are completely devoted to the study of 

this strange light in the sky.  There are numerous 

calculations and measurements concerning the 

object's path as well as speculation as to when, 

where and how they believe the object will land 

on the surface.   

 

Nathan comments, “Their work is somewhat 

sloppy, but most of their data matches the 

measurements I’ve made myself.  The drow seem 

to think the object will impact somewhere in the 

mountains surrounding the bay near Jadenspur, 

possibly within the next 3 weeks.” 

  

Amongst the technical details, you also find 

numerous personal accounts from the 

researchers.  Poems, prayers and songs all 

devoted to this shooting star and apparently 

welcoming its approach.  It seems the drow may 

have actually known this thing was coming, and 

were rejoicing and welcoming its arrival. Most of 

it is unskilled and cumbersome prose, but the 

drow seem to believe that this strange light is 

somehow an answer to their desire for vengeance 

against the rest of the world. 

 

This may throw the PCs off a bit and they may 

want to ask Nathan more questions.  He doesn't 

have more information at this point (he needs night 

to fall to make his last set of measurements). 
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 Do you think the Drow are right about 

when and where this thing will land?  

"From what I've seen so far...possibly.  The 

object could very well hit these mountains, or the 

surrounding countryside.  I cannot speak for the 

timeframe yet, as I need to make more 

measurements and calculations, but such a thing 

has happened before.  The stories say that this 

bay itself, and the surrounding mountains, were 

actually the result of a shooting star hitting what 

used to be a flat grassland.  That might also be 

why Jadenspur has so many subterranean levels 

underneath the city."  

 

 Why would they be happy about it?  

"I have no idea.  Perhaps they believe it is some 

sort of sign for their people.  I have no knowledge 

of Drow stories; I cannot begin to guess why this 

might be important to them."  

 

 What do you think these notes mean?  

"It seems that, whatever else these drow were, 

they were capable scientists.  Their measurements 

and calculations are quite accurate, and their 

logic is sound.  As for the poetry and prayers....I 

cannot begin to guess."  

 

 Do you think the Drow had something to do 

with this thing's arrival?  

"I have no idea how that could possibly be.  I'm 

educated enough in magic to know that many 

incredible things are possible, but I have no idea 

how one could ever call down a star from the 

heavens.  I sincerely hope they are not directly 

responsible for this...the implications of such 

power would be terrifying."  

 

When the PCs are finished with their questions, 

paraphrase this text as necessary for their actions: 

 

 

GM Note: It matters what order Nathan teleports 

people back in, since he'll have to make two trips.   

 

Assuming they let Nathan teleport them back for 

Encounter 5, then half the group teleports into an 

ambush at the beginning of the encounter. 

 

Alternatively, the players may use their own 

teleportation magic (or word of recall, or 

whatever) to get themselves and Nathan back. 

 

If that's the case, they may avoid Encounter 5 

entirely or drastically change the way it is set up. 

 

If that happens, either run the fight as-is, or just 

skip to the appropriate conclusion. 

However, if they skip the fight, they lose the XP. 

 

Night falls and once again Nathan spends hours 

examining the object and working on his 

calculations.  Just before you fall asleep, Nathan 

curses under his breath and puts down his books. 

"My friends, I believe I've learned all I can here 

and it is most troubling.  I cannot be sure until I 

consult with my peers in Jadenspur and in your 

League, but I believe this object will impact the 

surface within the next three weeks. We must 

return as soon as possible tomorrow.  Please be 

ready to travel." 

 

No harm comes to you during the night, and in 

the morning Nathan gathers you together once 

more as you prepare to leave. "We must consult 

other experts; my results are nothing if they are 

not validated.  I'm going to teleport us back to my 

lab, as it is my most familiar location and I'll 

need some of my notes from home before I meet 

with my colleagues.  We will have to move 

quickly, so don't get comfortable when we arrive.  

Who will come with me for the first trip?  Join 

hands with me." You join hands, Nathan speaks 

a few words, and the world blinks out...  

 

Make sure the PCs decide which 3 people teleport 

back with Nathan on the first trip and the second. 

 

The PCs might protest, but Nathan is adamant that 

he is going to teleport back to his lab. 

He does not want to risk an "off-target" result on 

the d% for teleporting to an unfamiliar location. 

 

He is going back to his lab because it offers the 

best chance of being on-target. 

Little does he know that an "off-target" result is the 

entire basis of Encounter 5. 
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It's not necessary to actually roll the "off-target" 

result on the teleport spell at the end of this 

encounter, just: 

 Roll a d% in secret, then Go To Encounter 5 

  

EENNCCOOUUNNTTEERR  55  ––  SSUURRPPRRIISSEE!!  

This encounter can start as an immediate ambush.   

 

It very much matters who went with Nathan on the 

first trip and the second.  Remember, Nathan can 

only Teleport 3 people at a time 

 

This encounter operates on the condition that 

Nathan suffered an "off-target" teleport from the 

secret d% roll at the very end of Encounter 4. 

 

It is possible that the PCs can derail this encounter 

in some way,  such as their own teleport back to 

his basement with a perfect d% roll on their own 

teleport or with a word of recall or something 

similar for example. 

 

If that happens, just run the combat under the new 

conditions.  For instance, now the PCs surprise the 

drow by coming out the front door or whatever. 

 

It's also possible that the PCs skip this encounter 

entirely, maybe by teleporting somewhere else.  

They can't convince Nathan to do that, since he 

doesn't want to risk an "off-target" due to an 

unfamiliar destination (ha ha, joke's on him). 

But they could cast their own teleport spells (and 

risk the d% roll) to get their way. 

 

If the PCs skip the encounter entirely, then they 

miss out on the XP and just Go to Conclusion A. 

 

If the PCs do the encounter the normal way, i.e. 

Nathan does his teleport at the end of Encounter 4, 

then resolve it as normal: 

Half the group fights the Drow, while Nathan takes 

the first 2 rounds teleporting back to get the rest. 

 

You appear outside of Nathan's laboratory on the 

outskirts of Jadenspur.  Much like the last time 

you were teleported here, you notice a few 

troubling things right away: 

1) You are *outside*, rather than in his lab 

2) There are several Drow already here and they 
apparently are waiting for you 

3) Of course, only half your group is here 

The lead Drow points at Nathan and snarls, "You 

there!  You will not stop the glory that is to come!  

Slaughter them all!" 

Before you can think, Nathan gives you a 

small push at your back and says, "Stop them, 

they'll destroy our information to stop us from 

telling others what we know!  I will go and get 

your friends immediately!"  

 

The Drow are ready, and clearly surprised the PCs, 

but they wasted their surprise round shouting at 

them in the boxed text.   Roll for Initiative 

 

Tactics and Order of Battle 
∙ Round 1: The Drow attack.  Nathan teleports 

back to the rest of the group from Encounter 4. 

 

∙ Round 2: Nathan and the other half of the group 

teleport back into the fight at the end of the round. 

 

∙ The Drow will try to kill Nathan first.  Nathan 

will tell the PCs to keep him and his work safe. 

 

∙ The Drow fight without mercy, and will not 

surrender or flee, and will never answer questions. 

 

∙ If the PCs somehow capture one, he will kill 

himself with a hidden pill in his mouth. 

 

See the next page for all ATL breakdowns. 
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See Appendix A for all stat blocks 

 

ATL 1 – 3 

Drow Monks (2) 

Drow Sorcerers (1) 

 

Ally: Nathan Sperleng (pg. 15) 

 

ATL 5 – 17 

Drow Monks (2) 

Drow Sorcerers (1) 

Drow Priest (1) 

 

Ally: Nathan Sperleng (pg. 15) 

 

When the fight is over, you may need to 

paraphrase this boxed text depending on the exact 

circumstances that the PCs went with in order to 

get to the fight: 

 

Nathan surveys the scene outside his lab with a 

troubled expression. "I haven't suffered an off-

target teleport in years, and now this. It would 

have been a different story if we'd appeared 

inside my lab.  I'm quite glad you were here, you 

did well. I suppose I should have expected them to 

find me.  I introduced myself when I visited them 

the first time...it's not a stretch to assume they 

sent someone to watch me after that. Quickly, we 

need to get to Jadenspur and consult with my 

peers about my findings.  Tomorrow I will return 

you all to Amthydor and we can meet with your 

League of Thaumaturgical Studies as well." 

 

 Go To Conclusion A. 
 

 

Ally 

 

ALL ATLs 

Nathan Sperleng 

N Human Wizard 10          

Initiative +8;                Space/Reach 5 ft./5 ft. 

AC 28, T 21, FF 23 (+6 armor, +4 Dex, +1 dodge, 

+4 natural, +3 deflection) 

HP  96 (10d6 + 30 + 10 favored)       Speed 30' 

Fort +9, Ref +11, Will +13       

SQ/SR/DR/Immune None 

Full Attack Dagger +5 (1d4, 19-20x2) or Light 

Crossbow +9 (1d8, 19-20x2) or 

R. Touch +9 (20x2), M. Touch +5 (20x2) 

Special Attacks/Abilities   

-Arcane Bond – Cast any 1 spell in your spellbook 

-Acid Dart – 30' ranged touch, 1d6+5 dmg, 8/day 

-Dimensional Steps – Teleport up to 300'/day, in 5' 

increments, standard action, use up equal amounts 

of additional distance to bring others with you 

Spells:  Save DC = 15 + spell level 
0

th
 – ∞/day – Detect Magic, Flare, Light, Read Magic 

1
st
 – 6/day – Color Spray, Grease, Shield, Magic 

Missile (2), Summon Monster I
*
 

2
nd

 – 5/day – Acid Arrow (2), Invisibility, Mirror 

Image, Scorching Ray 

3
rd

 – 4/day – Dispel Magic, Haste, Hold Person (2) 

4
th
 – 4/day – Dimension Door (2), Fear, Summon 

Monster IV
*
 

5
th
 – 3/day – Teleport (3) 

Str 10 Dex 18 Con 14 Int 20  Wis 14 Cha 10 

Base Atk +5; CMB +5; CMD 23 

Feats Augment Summoning
*
, Combat Casting, 

Dodge, Toughness, Improved Initiative, Scribe 

Scroll
B
, Spell Mastery

B 
x2, Spell Focus (Conj.) 

Gear Dagger, Light Crossbow (20 bolts), Bracers 

of Armor +6, Amulet of Mind Blank, Ring of 

Protection +3, Headband of Vast Intelligence +4, 

Ring of Major Spell Storing (Teleport x2), Belt of 

Incredible Dexterity +4, Vest of Natural Armor 

+4, Cloak of Resistance +4, Potion of Cure 

Serious Wounds (2), Scroll of Teleport (3), Scroll 

of Dimension Door (3), Scroll of Contingency 

Skills: Concentration +15, Fly +17, Spellcraft +18 

Special Abilities Arcane School: Conjuration 

(Barred: Necromancy, Divination), Arcane Bond 

-Contingency: Nathan has a contingency spell 

already cast and set to teleport him home to 

Jadenspur if his HP drops to 1/2 or less.  
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CCOONNCCLLUUSSIIOONN  AA  --  SSUUCCCCEESSSS  
Paraphrase as necessary if the PCs analyzed the 

treasure in the Bag of Holding during Encounter 4. 

 

If the PCs skipped the combat option entirely in 

Encounter 3, then they would not have gotten any 

of the treasure from the observatory.  Instead, 

paraphrase such that they got the items from the 

dead drow from Encounter 5. 

 

If the PCs skipped combat in Encounter 3 and  also 

skipped Encounter 5, then there was no combat in 

this module.   

They get no treasure at all.  Sucks to be them. 

 

You spend the rest of the day following Nathan 

Sperleng around as he visits other wizards and 

scientists in Jadenspur.  Each of them takes 

copies of Nathan's findings and compares them 

to their own.  Hours are spent with the wizards 

scribbling notes, performing calculations and 

discussing complex results in hurried tones. No 

matter how many you visit, nobody tells you the 

conclusions they came to.  At the end of the day, 

Nathan brings you to a fine inn, fully paying for 

your stay and says he'll take you home in the 

morning.  He barely answers your questions, and 

he seems paler than before. 

 

In the morning, Nathan takes you back to 

Amthydor, arriving at the campus of the League 

of Thaumaturgical Studies.  Again he spends the 

day meeting with others and comparing results.  

Finally, when the sun is low, Nathan and a few 

League wizards find you: “We've been over the 

calculations a dozen times and there can no 

longer be any doubt.  The object in the sky will 

indeed hit Raia, but not in the countryside.  It is 

going to hit Jadenspur...directly on the city itself.  

It's impossible to know where in the city, but it 

doesn't really matter at that point. It will impact 

in the two weeks, at the most.  I will need to go 

home and tell my city's leaders.  I do not know 

how we can prepare for such a thing, but we must 

try. I thank you for your assistance in this matter.  

Were it not for you, we might not have had nearly 

as much warning.  As it stands, we may be able to 

do something.” 

"By the way, I had a friend identify and appraise 

some of what we recovered from the drow 

observatory. Please take it with my blessing.  I 

must go...may the gods have mercy on us all." 

  

CCOONNCCLLUUSSIIOONN  BB  --  FFAAIILLUURREE  
The players would only get this result if they 

disregarded Nathan's directions and somehow 

smashed the equipment in the drow observatory. 

 

You do not hear from Nathan Sperleng again, but 

news eventually reaches Amthydor of troubling 

tidings from Jadenspur.  From the stories, the 

leadership of Jadenspur has come to the 

conclusion that the object in the sky poses some 

kind of danger to their city.  Some say that the 

thing is going to hit the ground near the city.  

Some say it's going to hit the city itself. Everyone 

has a guess as to when...everywhere from the next 

half hour to the next half year. Some say the 

drow are to blame and more blame each of the 

other races as well.  Some blame the people of 

Jadenspur and still others even blame Amthydor. 

The only thing that all the stories agree upon is 

that the people of Jadenspur are scared...and 

nothing goes well when people are scared. 

 

EEPPIILLOOGGUUEE  

Over the next few days, fear and uncertainty 

grows in the people of Jadenspur.  Word of mass 

hysteria and panic are heard even in Amthydor.  

Nobody knows what's going to happen, but 

everyone seems to agree that *something* is 

going to happen, and soon. 

Jadenspur looks to be preparing for the 

worst, including a mass evacuation from the city 

itself.  You would not be at all surprised to hear of 

even more troubles in store for them. 

 

TTHHUUSS  EENNDDSS  ““FFIIRREE  IINN  TTHHEE  SSKKYY””  
 

TIME UNIT COST:  

Conclusion A:  6 TU             

Conclusion B:  3 TU 

 

 

EEXXPPEERRIIEENNCCEE  PPOOIINNTT  SSUUMMMMAARRYY  
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ATL 

1 

ATL 

3 

ATL 

5 

ATL 

7 

ATL 

9 

ATL 

11 

ATL 

13 

ATL 

15 

ATL 

17 

Module Experience 500 700 1,000 1,500 2,500 3,900 6,300 9,600 15,500 

PCs did not break any 

equipment in Encounter 3 
50 50 100 100 100 200 200 500 500 

PCs helped analyze the drow 

journals in Encounter 4  
50 50 100 100 100 200 200 500 500 

PCs participated in the 

combat of Encounter 5 
100 150 200 300 400 600 700 900 1,500 

Roleplaying XP Bonus 50 50 100 100 100 200 200 500 500 

Maximum XP 750 1000 1500 2100 3200 5100 7600 12000 18500 

Experience earned is based on the Average Table Level (ATL), and no PC receives experience greater 

than the ATL at which the adventure was run.  However, the maximum experience a specific PC can earn 

is also limited to the next higher ATL above his “personal ATL” level (his character level rounded up to 

the nearest odd number).  For example: a 3rd level PC plays at the same table with high-level players and 

the group comes out to be an ATL 9.  The maximum amount of experience the 3rd level PC can earn 

would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With 

such a disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to 

make sure that low-level PCs don't earn experience too quickly. 

 

TTRREEAASSUURREE  SSUUMMMMAARRYY  
Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which 

the PC played or received experience.  For example: a 3rd level PC plays at the same table with high-level 

players and the group comes out to be an ATL 9.  The maximum amount of treasure the 3rd level PC can 

earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a 

disparaging range of magic available, this is the only way to make sure that low-level PCs don't become 

too powerful too quickly so as not to overpower a table of their peers. 

 

If it’s not on this list, the PCs cannot keep it. 

It is possible that the players got no treasure.  See the text above Conclusion A for details. 

 

Adventuring Spyglass 
A spyglass made of adamantine and having several 

magical properties. 

Value: 8,100 gp 

 

Adventuring Sextant 
A star compass made of adamantine and having 

several magical properties. 

Value: 9,500 gp 

 

Narcissist's Star Chart 
A silk mural capable of displaying the night sky 

and drawing patterns in the constellations. 

Value: 7,500 gp 

 

Drow Spell Collection 
A collection of spell scrolls from the Drow, some 

of them may be useful even before the mod is over. 

Value: Varies (see cert) 

 

Drow Lyre of Building 
A lyre made of adamantine and shedding a dim 

light, but otherwise identical to a Lyre of Building 

Value: 12,500 gp 

 

Gloves of Arrow Snaring 
A pair of black silk Gloves of Arrow Snaring 

formerly belonging to one of the fallen Drow 

Value: 4,000 gp 
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PPLLAAYYEERR’’SS  HHAANNDDOOUUTT  ##11  
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APPENDIX A - Drow Enemies
ATL 1 

Drow Monks (2)          

LE Drow Elf  Monk 1 

Initiative +4;                Space/Reach 5 ft./5 ft. 

AC 17, T 17, FF 13 (+4 Dex, +3 Wis) 

HP  9 (1d8 + 1 favored)               Speed 30’ 

Fort +2, Ref +6, Will +5 

SQ Darkvision 120'   SR 7 

Immune Sleep, +2 Will vs. Enchantment 

Full Attack Unarmed Strike +4 (1d6+2, 20x2) or 

Flurry of Blows +3/+3 (1d6+2, 20x2) or  

Sling +4 (1d4+2, 20x2)  

Special Attack Stunning Fist – 1/day, DC 14 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 18° Con 10 Int 11 Wis 16 Cha 9 

Base Atk +0; CMB +2; CMD 19 

Feats Deflect Arrows
B
, Weapon Finesse 

Gear Sling (20 bullets)  

Skills: Acrobatics +8, Climb +6, Escape Artist +8, 

Perception +9, Stealth +8 

Special Abilities AC/CMD Bonus 

 
Drow Sorcerers (2)      

NE Drow Elf Sorcerer 1 

Initiative +2;                 

Space/Reach 5 ft./5 ft. 

AC 16, T 12, FF 14 (+4 armor, +2 Dex) 

HP  7 (1d6 + 1 favored)          

Speed 30' 

Fort +0, Ref +2, Will +2 

SQ Darkvision 120' SR 7 

Immune Sleep, +2 Will vs. Enchantment 

Full Attack Spear +0 (1d8, 20x3) or Light 

Crossbow +3 (1d8, 19-20x3) or 

R. Touch +2 (20x2), M. Touch +0 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 15 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Read Magic 

1
st
 – 5 4/day – Mage Armor, Magic Missile  

Str 10 Dex 14 Con 10 Int 14 Wis 10 Cha 20° 
Base Atk +0; CMB +0; CMD 12 

Feats Combat Casting, Eschew Materials
B
 

Gear Spear, Light Crossbow (20 bolts),  

Scroll of Invisibility, Scroll of Silence (only used 

for escape) 

Skills: Concentration +6, Fly +6, Spellcraft +6, 

Perception +1 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells) 
 
 Minor Ice Golems (2)          

N Medium Construct 

Initiative +0;                 

Space/Reach 5 ft./5 ft. 

AC 16, T 10, FF 16 (+0 Dex, +6 Natural) 

HP  31 (2d10 + 20)                 

Speed 30’ 

Fort +1, Ref +1, Will +1 

SQ Darkvision 60', Construct traits 

Immune Magic (see below), cold 

Weaknesses Vulnerability to fire 

Full Attack Slam +5 (1d6+3 plus 1d4 cold, 20x2)  

Special Attacks  

-Breath Weapon (20' cone, 2d4 cold, Reflex DC 13 

half, usable every 2d3 rounds) 

-Intense Cold (+1d4 cold on hit, creatures attacking 

with natural/unarmed take 1d4 cold per strike) 

Str 16 Dex 10 Con -- Int -- Wis 11 Cha 1 

Base Atk +2; CMB +5; CMD 15 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Fire spells affect it normally (no magic immunity) 

-Electricity slows the golem, as the Slow spell, for 

2d6 rounds, no save 

-Cold heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 
 

When he escapes, the Drow sorcerer will simply 

run from the fight as quickly as possible.  Tracking 

him over the rocks of the mountains will be 

impossible, and he will escape into a network of 

underground tunnels that the PCs have no chance 

of finding within the time of the game. 
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ATL 3 

Drow Monks (2)         LE Drow Elf Monk 3 

Initiative +4;                Space/Reach 5 ft./5 ft. 

AC 18, T 18, FF 13 (+4 Dex, +3 Wis, +1 dodge) 

HP  20 (3d8 + 3 favored)               Speed 40’ 

Fort +3, Ref +8
*
, Will +7 (+4 vs. ench.) 

SQ Darkvision 120'   SR 9 

Immune Sleep, +4 Will vs. Enchantment 

Full Attack Unarmed Strike +7 (1d6+2, 20x2) or 

Flurry of Blows +6/+6 (1d6+2, 20x2) or  

Sling +6 (1d4+2, 20x2)  

Special Attack Stunning Fist – 3/day, DC 14 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 18° Con 10 Int 11 Wis 16 Cha 9 

Base Atk +2; CMB +5; CMD 22 

Feats Deflect Arrows
B
, Dodge

B
, Weapon Finesse, 

Weapon Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance 

Skills: Acrobatics +10, Climb +8, Escape Artist 

+10, Perception +11, Stealth +10 

Special Abilities AC/CMD Bonus, Evasion
*
, 

Maneuver Training, Still Mind 

 
Drow Sorcerers (2)      

NE Drow Elf Sorcerer 3 

Initiative +2;                

 Space/Reach 5 ft./5 ft. 

AC 16, Touch 12, FF 14 (+4 armor, +2 Dex) 

HP  16 (3d6 + 3 favored)        

Speed 30 ft. 

Fort +1, Ref +4, Will +4 

SQ Darkvision 120' SR 9 

Immune Sleep, +2 Will vs. Enchantment 

Full Attack Spear +2 (1d8, 20x3) or Light 

Crossbow +4 (1d8, 19-20x3) or 

R. Touch +4 (20x2), M. Touch +2 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 15 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Read Magic, Resistance 

1
st
 – 7 6/day – Burning Hands, Identify, Mage 

Armor, Magic Missile  

Str 10 Dex 14 Con 10 Int 14 Wis 10 Cha 20° 
Base Atk +1; CMB +1; CMD 13 

Feats Cmbt. Cast., Eschew Materials
B
, Silent Spell 

Gear Spear, L. X-bow (20 bolts), Potion of Bless 

Scroll of Invisibility, Scroll of Silence (only used 

for escape) 

Skills: Concentration +8, Fly +8, Spellcraft +8, 

Perception +3 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (1/day) 

 

These are used in Encounter 3 only. 
Lesser Ice Golems (2)           

N Medium Construct 

Initiative +0;                 

Space/Reach 5 ft./5 ft. 

AC 16, T 10, FF 16 (+0 Dex, +6 Natural) 

HP  42 (4d10 + 20)                 

Speed 30’ 

Fort +2, Ref +1, Will +2 

SQ Darkvision 60'   

DR 2/adamantine 

Immune Magic (see below), cold, construct traits 

Weaknesses Vulnerability to fire 

Full Attack Slam +7 (1d6+3 plus 1d4 cold, 20x2)  

Special Attacks  

-Breath Weapon (20' cone, 2d6 cold, Reflex DC 13 

half, usable every 2d3 rounds) 

-Intense Cold (+1d4 cold on hit, creatures attacking 

with natural/unarmed take 1d4 cold per strike) 

Str 16 Dex 10 Con -- Int -- Wis 11 Cha 1 

Base Atk +4; CMB +7; CMD 17 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Fire spells affect it normally (no magic immunity) 

-Electricity slows the golem, as the Slow spell, for 

2d6 rounds, no save 

-Cold heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 
 

When he escapes, the Drow sorcerer will simply 

run from the fight as quickly as possible.  Tracking 

him over the rocks of the mountains will be 

impossible, and he will escape into a network of 

underground tunnels that the PCs have no chance 

of finding within the time of the game. 
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ATL 5 

Drow Monks (2)          LE Drow Elf Monk 5 

Initiative +8;                Space/Reach 5 ft./5 ft. 

AC 20, T 19, FF 15 (+4 Dex, +3 Wis, +1 monk, 

+1 dodge, +1 natural) 

HP  31 (5d8 + 5 favored)              Speed 40’ 

Fort +5, Ref +9
*
, Will +8  (+4 vs. ench.) 

SQ Darkvision 120'         SR 11 

Immune Sleep, +4 Will vs. Enchantment      Ki 5 

Full Attack Unarmed Strike +10 (1d8+3, 20x2) or 

Flurry of Blows +10/+10 (1d8+3, 20x2) or  

Sling +8 (1d4+2, 20x2)  

Special Attack Stunning Fist 
£
– 5/day, DC 15 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 19° Con 10 Int 11 Wis 16 Cha 9 

Base Atk +3; CMB +7; CMD 25 

Feats Deflect Arrows
B
, Dodge

B
, Imp. Init., Weap. 

Finesse, Weap. Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Bless, Potion of Barkskin +1, Oil of 

Magic Fang +1 

Skills: Acrobatics +12, Climb +10, Escape Artist 

+12, Perception +11, Stealth +12 

Special Abilities AC/CMD Bonus, Evasion
*
, 

Maneuver Training, Still Mind, Ki Pool (Magic), 

Slow Fall 20’, Purity of Body, High Jump, 

Maneuver Training, Stunning Fist (Fatigued)
£
 

 

Drow Sorcerers (2)      NE Drow Elf Sorcerer 5 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 22, T 13, FF 19 (+4 armor, +2 Dex, +4 

shield, +1 dodge, +1 natural) 

HP  25 (5d6 + 5 favored)        Speed 30' 

Fort +2, Ref +4, Will +5 

SQ Darkvision 120'         SR 11 

Immune Sleep, +2 Will vs. Enchantment 

Full Attack Spear +3 (1d8, 20x3) or Light 

Crossbow +5 (1d8, 19-20x3) or 

R. Touch +5 (20x2), M. Touch +3 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 15 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance 

1
st
 – 8 6/day – Burning Hands, Identify, Mage 

Armor, Magic Missile, Shield 

2
nd

 – 6/day – Invisibility, Scorching Ray 

Str 10 Dex 14 Con 10 Int 14 Wis 10 Cha 21° 

Base Atk +2; CMB +2; CMD 15 

Feats Combat Casting, Dodge, Eschew Materials
B
, 

Silent Spell 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Cure Light Wounds, Potion of Bless, Potion of 

Barkskin +1 

Scroll of Invisibility, Scroll of Silence (only used 

for escape) 

Skills: Concentration +10, Fly +10, Spellcraft 

+10, Perception +5 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (1/day) 
 

When he escapes, the Drow sorcerer will simply 

run from the fight as quickly as possible.  Tracking 

him over the rocks of the mountains will be 

impossible, and he will escape into a network of 

underground tunnels that the PCs have no chance 

of finding within the time of the game. 
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ATL 5 – Continued 

Drow Cleric (1) LE Drow Elf Cleric of 

Oblivion 5 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 20, T 13, FF 17 (+2 Dex, +6 armor, +1 dodge, 

+1 natural) 

HP  31 (5d8 + 5 favored)              Speed 40’ 

Fort +6, Ref +4, Will +9 

SQ Darkvision 120' Immune Sleep        SR 11  

Full Attack Longsword +7 (1d8+2, 19-20x2) or  

Heavy Crossbow +6 (1d10, 19-20x2) or  

Melee Touch +1 (spell, 20x2) 

Special Dread Touch 7/day, Vengeful Blow 7/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 14 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 5/day – Bane, Cause Fear, Cure Light 

Wounds, Sanctuary, Shield of Faith 

2
nd

 – 4/day – Cure Moderate Wounds (2), Hold 

Person, Touch of Idiocy  

3
rd

 – 3/day – Bestow Curse, Cure Serious Wounds, 

Searing Light 

Str 12 Dex 14 Con 10 Int 10 Wis 19° Cha 13 

Base Atk +3; CMB +4; CMD 17 

Feats Combat Casting, Dodge, Selective 

Channeling 

Gear Heavy Crossbow (20 bolts), Breastplate, 

Longsword, Potion of Bless, Potion of Barkskin 

+1, Oil of Magic Weapon +1 

Skills: Concentration +9, Spellcraft +8, Perception 

+9 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 3d6, DC 

17, 4/day), Spontaneous Casting (Inflict spells) 

Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 16 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled.

These are only used in Encounter 3 

Lesser Wood Golems (2)      N Medium 

Construct 

Initiative +3;                Space/Reach 5 ft./5 ft. 

AC 19, T 13, FF 16 (+3 Dex, +6 Natural) 

HP  48 (5d10 + 20)                Speed 30’ 

Fort +1, Ref +4, Will +4 

SQ Darkvision 60'  DR  3/adamantine 

Immune Magic (see below), construct traits 

Weaknesses Vulnerability to fire 

Full Attack Slam +9 (1d8+4, 20x2)  

Special Attacks  

-Splintering (20' radius burst, 3d6 slashing, Reflex 

DC 14 half, free action every 2d4 rounds) 

Str 18 Dex 17 Con -- Int -- Wis 17 Cha 1 

Base Atk +5; CMB +9; CMD 22 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Fire spells affect it normally (no magic immunity) 

-Warp Wood & Wood Shape slows the golem, as 

the Slow spell, for 2d6 rounds, no save 

-Repel Wood drives it back 60' and deals 2d12 dmg 

-Cold heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 
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ATL 7 

Drow Monks (2)          LE Drow Elf Monk 7 

Initiative +4;                Space/Reach 5 ft./5 ft. 

AC 25, T 19, FF 20 (+4 Dex, +3 Wis, +1 monk, 

+1 dodge, +2 natural, +4 armor) 

HP  49 (7d8 + 7 + 7 favored)              Speed 50’ 

Fort +6, Ref +10
*
, Will +9  (+4 vs. Enchant.) 

SQ Darkvision 120', Wholeness of Body       SR 13 

Immune Sleep, Disease         Ki 6 

Attack Unarmed Strike +13 (1d8+4, 20x2) or 

Flurry of Blows +13/+13/+8 (1d8+4, 20x2) or 

Sling +10 (1d4+2, 20x2)  

Special Attack Stunning Fist 
£
– 7/day, DC 16 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 19° Con 10 Int 11 Wis 16 Cha 9 

Base Atk +5; CMB +11
α
; CMD 26

α
 

Feats Agile Maneuvers, Deflect Arrows
B
, Dodge

B
, 

Improved Grapple
αB

,Toughness, Weap. Finesse, 

Weap. Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Bless, Potion of Barkskin +2, Oil of 

Greater Magic Fang +2, Potion of Mage Armor, 

Potion of Cure Light Wounds 

Skills: Acrobatics +14, Climb +12, Escape Artist 

+14, Perception +13, Stealth +14 

Special Abilities AC/CMD Bonus, Evasion
*
, 

Maneuver Training, Still Mind, Ki Pool (Magic), 

Slow Fall 30’, Purity of Body, High Jump, 

Maneuver Training, Wholeness of Body, Stunning 

Fist (Fatigued)
£
 

 

Drow Sorcerers (2)      NE Drow Elf Sorcerer 7 

Initiative +6;                Space/Reach 5 ft./5 ft. 

AC 23, T 13, FF 20 (+4 armor, +2 Dex, +4 

shield, +1 dodge, +2 natural) 

HP  48 (7d6 + 7 + 7 favored + 7 temp.)        

Fort +3, Ref +5, Will +6   Speed 30' 

SQ Darkvision 120'         SR 13 

Immune Sleep, +2 Will vs. Enchantment 

Full Attack Spear +4 (1d8, 20x3) or Light 

Crossbow +6 (1d8, 19-20x3) or 

R. Touch +6 (20x2), M. Touch +4 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 15 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 7/day – Invisibility, Scare, Scorching Ray 

3
rd

 – 5/day – Dispel Magic, Fireball 

Str 10 Dex 14 Con 10 Int 14 Wis 10 Cha 21° 

Base Atk +3; CMB +3; CMD 15 

Feats Combat Casting, Dodge, Eschew Materials
B
, 

Improved Initiative
B
, Silent Spell, Toughness 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Aid, Potion of Barkskin +2, Potion of Cure Light 

Wounds 

Scroll of Dimension Door (only used for escape) 

Skills: Concentration +12, Fly +12, Spellcraft 

+12, Perception +7 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (2/day) 
 

When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 
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ATL 7 – Continued 

Drow Cleric (1) LE Drow Elf Cleric of 

Oblivion 7 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 22, T 12, FF 20 (+1 Dex, +8 armor, +1 dodge, 

+2 natural) 

HP  56 (7d8 + 7 + 7 favored + 7 temp.)  Speed 40’ 

Fort +7, Ref +5, Will +10 

SQ Darkvision 120' Immune Sleep        SR 13  

Full Attack Longsword +9 (1d8+3, 19-20x2) or  

Heavy Crossbow +8 (1d10, 19-20x2) or  

Melee Touch +7 (spell, 20x2) 

Special Dread Touch 7/day, Vengeful Blow 7/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 14 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 6/day – Bane, Cause Fear, Command, Cure 

Light Wounds, Sanctuary, Shield of Faith 

2
nd

 – 5/day – Cure Moderate Wounds (2), Hold 

Person (2), Touch of Idiocy  

3
rd

 – 4/day – Bestow Curse, Cure Serious Wounds, 

Searing Light (2) 

4
th
 – 2/day – Cure Critical Wounds, Poison 

Str 12 Dex 14 Con 12 Int 10 Wis 19° Cha 10 

Base Atk +5; CMB +6; CMD 19 

Feats Combat Casting, Dodge, Selective 

Channeling, Improved Channel 

Gear Heavy Crossbow (20 bolts), Banded mail, 

Longsword, Potion of Aid, Potion of Barkskin +2, 

Oil of Magic Weapon +2, Oil of Magic Vestment 

+1 

Skills: Concentration +11, Spellcraft +10, 

Perception +11 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 4d6, DC 

20, 3/day), Spontaneous Casting (Inflict spells) 

Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 17 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled.

These are only used in Encounter 3 

Wood Golems (2)                  N Medium 

Construct 

Initiative +3;                Space/Reach 5 ft./5 ft. 

AC 19, T 13, FF 16 (+3 Dex, +6 Natural) 

HP  64 (8d10 + 20)                Speed 30’ 

Fort +2, Ref +5, Will +5 

SQ Darkvision 60'  DR  5/adamantine 

Immune Magic (see below), construct traits 

Weaknesses Vulnerability to fire 

Full Attack 2 Slams +12 (2d6+4, 20x2)  

Special Attacks  

-Splintering (20' radius burst, 6d6 slashing, Reflex 

DC 14 half, free action every 1d4+1 rounds) 

Str 18 Dex 17 Con -- Int -- Wis 17 Cha 1 

Base Atk +8; CMB +12; CMD 25 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Fire spells affect it normally (no magic immunity) 

-Warp Wood & Wood Shape slows the golem, as 

the Slow spell, for 2d6 rounds, no save 

-Repel Wood drives it back 60' and deals 2d12 dmg 

-Cold heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 
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ATL 9 

Drow Monks (2)          LE Drow Elf Monk 9 

Initiative +7;                Space/Reach 5 ft./5 ft. 

AC 29, T 23, FF 21 (+7 Dex, +3 Wis, +2 monk, 

+1 dodge, +2 natural, +4 armor) 

HP  62 (9d8 + 9 + 9 favored)             Speed 60’ 

Fort +10, Ref +16
*
, Will +12  (+4 vs. Enchant.) 

SQ Darkvision 120', Wholeness of Body       SR 15 

Immune Sleep, Disease         Ki 7 

Attack Unarmed Strike +19 (1d10+5, 20x2) or 

Flurry of Blows +20/+20/+15/+15 (1d10+5, 20x2) 

or Sling +15 (1d4+3, 20x2)  

Special Attack Stunning Fist 
£
– 9/day, DC 19 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 24° Con 10 Int 11 Wis 16 Cha 9 

Base Atk +6; CMB +16
α
; CMD 31

α
 

Feats Agile Maneuvers, Break the Breath, Imp. 

Grapple
αB

, Deflect Arrows
B
, Dodge

B
, Weap. 

Finesse, Tough., Weap. Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Barkskin +2, Oil of Greater Magic Fang 

+2, Potion of Mage Armor, Potion of Heroism, 

Potion of Divine Favor +1, Potion of Cat’s Grace, 

Potion of Cure Moderate Wounds 

Skills: Acrobatics +22, Climb +16, Escape Artist 

+22, Perception +17, Stealth +22 

Special Abilities AC/CMD Bonus, Improved 

Evasion
*
, Maneuver Training, Still Mind, Ki Pool 

(Magic), Slow Fall 40’, Purity of Body, High 

Jump, Maneuver Training, Wholeness of Body, 

Wholeness of Body, Stunning Fist (Fatigued, 

Sickened)
£ 

Drow Sorcerers (2)      NE Drow Elf Sorcerer 9           

1d4+3 mirror images 

Initiative +8;                Space/Reach 5 ft./5 ft. 

AC 26, T 16, FF 20 (+4 armor, +4 Dex, +4 

shield, +1 dodge, +2 natural, +1 haste) 

HP  61 (9d6 + 9 + 9 favored)       Speed 60 ft. 

Fort +6, Ref +10, Will +9      DR 10/adamantine 

SQ Darkvision 120'                           (90 points) 

Immune Sleep, +2 Will vs. Enchantment      SR 15 

Full Attack Spear +8/+8 (1d8+1, 20x3) or Light 

Crossbow +12 (1d8+1, 19-20x3) or 

R. Touch +12 (20x2), M. Touch +8 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 18 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message, 

Mending 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 8 7/day – Acid Arrow, Cat’s Grace, 

Invisibility, Scare, Scorching Ray 

3
rd

 – 7 5/day – Dispel Magic, Fireball, Haste, 

Mirror Image 

4
th
 – 5 4/day – Bestow Curse, Dimension Door, Ice 

Storm, Stoneskin 

Str 10 Dex 18 Con 10 Int 14 Wis 10 Cha 26° 

Base Atk +4; CMB +4; CMD 18 

Feats Combat Casting, Dodge, Empower Spell, 

Eschew Materials
B
, Improved Initiative

B
, Silent 

Spell, Toughness 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Heroism, Potion of Barkskin +2, Potion of Divine 

Favor +1, Potion of Eagle's Splendor, Potion of 

Cure Moderate Wounds 

Scroll of Dimension Door (only used for escape) 

Skills: Concentration +15, Fly +16, Spellcraft 

+14, Perception +9 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (2/day), New Arcana 
 

 

 

When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 
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ATL 9 – Continued 

Drow Cleric (1) LE Drow Elf Cleric of 

Oblivion 9 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 25, T 12, FF 23 (+1 Dex, +11 armor, +1 

dodge, +2 natural) 

HP  62 (9d8 + 9 + 9 favored)   Speed 40’ 

Fort +10, Ref +8, Will +15 

SQ Darkvision 120' Immune Sleep        SR 15  

Full Attack Longsword +12/+7 (1d8+4, 19-20x2) 

or Heavy Crossbow +11 (1d10+1, 19-20x2) or  

Melee Touch +10 (spell, 20x2) 

Special Dread Touch 8/day, Vengeful Blow 8/day 

Aura of Dread 1/day, Aura of Vengeance 1/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 17 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 7/day – Bane, Cause Fear, Command, Cure 

Light Wounds (2), Sanctuary, Shield of Faith 

2
nd

 – 6/day – Bear's Endurance, Cure Moderate 

Wounds (2), Hold Person (2), Touch of Idiocy  

3
rd

 – 5/day – Bestow Curse, Cure Serious Wounds 

(2), Searing Light (2) 

4
th
 – 4/day – Cure Critical Wounds, Poison, Dispel 

Magic (Silent) (2) 

5
th
 – 3/day – Flame Strike, Mark of Justice, 

Righteous Might 

Str 12 Dex 14 Con 12 Int 10 Wis 24° Cha 10 

Base Atk +6; CMB +7; CMD 20 

Feats Combat Casting, Dodge, Selective 

Channeling, Improved Channel, Silent Spell 

Gear Heavy Crossbow (20 bolts), Full plate, 

Longsword, Potion of Heroism, Potion of Divine 

Favor +1, Potion of Owl's Wisdom, Potion of 

Barkskin +2, Oil of Magic Weapon +2, Oil of 

Magic Vestment +2 

Skills: Concentration +15, Spellcraft +12, 

Perception +16 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 5d6, DC 

23, 3/day), Spontaneous Casting (Inflict spells) 

-Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

-Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 21 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled. 

-Aura of Dread: Standard action, emit 30' radius 

aura for 6 rounds.  Enemies in the aura take -2 on 

attacks, damage, ability checks, saves & skills. 

-Aura of Vengeance: Immediate action, reflect 1 

spell back on caster.  Must make Spellcraft DC 

14+spell level, if you pass the spell is reflected.  If 

you fail, make a caster level check DC 15 + spell 

level + enemy's casting stat modifier, if you pass, 

spell is reflected; fail and the spell hits you.  No 

matter the result, the ability is used up.  

 

These are only used in Encounter 3 

Glass Golems (2)   

N Large Construct 

Initiative +3;                     Space/Reach 10' x 10' 

AC 21, T 8, FF 21 (-1 Dex, +13 natural, -1 size) 

HP  96 (12d10 + 30)                Speed 30’ 

Fort +4, Ref +3, Will +4 

SQ Darkvision 60'  DR  5/adamantine 

Immune Magic (see below), construct traits 

Defensive Reflect Spells 

Full Attack 2 Slams +16 (2d8+5 plus Bleed, 20x2)  

Special Attacks  

-Bleed (1d8, an enemy struck by this attack takes 

1d8 damage immediately and again at the start of 

the golem's turn every round.  The damage does 

not stack, and can be stopped with magic healing 

or Heal check DC 15) 

-Dazzling Brightness (in an area of bright light, all 

enemies must make Fort DC 16 or be dazzled, 

once you make the save, you are immune) 

Str 20 Dex 9 Con -- Int -- Wis 11 Cha 1 

Base Atk +12; CMB +18; CMD 27 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Cold slows the golem, as the Slow spell, for 3 

rounds, no save 

-Fire heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 

-Shatter affects it as if it was a crystalline creature 

-Reflect Spells: Free action every 1d4 rounds, for 1 

round the golem reflects all spells (even ones that 

affect it differently, as above) as if under the 

effects of a Spell Turning spell 
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ATL 11 

Drow Monks (2)        LE Drow Elf Monk 11 

Initiative +7;                Space/Reach 5 ft./5 ft. 

AC 32, T 25, FF 24 (+7 Dex, +5 Wis, +2 monk, 

+1 dodge, +3 natural, +4 armor) 

HP  95 (11d8 + 33 + 11 favored)       Speed 60’ 

Fort +12, Ref +17
*
, Will +13  (+4 vs. Enchant.) 

SQ Darkvision 120', Wholeness of Body       SR 17 

Immune Sleep, Disease, Poison        Ki 8 

Attack Unarmed +22
¥
 (1d10+8

¥
, 20x2) or Flurry 

+23/+23/+18/+18
¥
 (1d10+8

¥
, 20x2) or Sling +17 

(1d4+5, 20x2)  

Special Attack Stunning Fist 
£
– 11/day, DC 22 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 24° Con 14 Int 11 Wis 20 Cha 9 

Base Atk +8; CMB +18
α
; CMD 35

α
 

Feats Agile Maneuvers, Break the Breath, Imp. 

Grapple
αB

, Deflect Arrows
B
, Dodge

B
, Medusa’s 

Wrath
¥B

, Weap. Finesse, Tough., Vital Strike
¥
, 

Weap. Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Barkskin +3, Oil of Greater Magic Fang 

+3, Potion of Mage Armor, Potion of Divine Favor 

+1, Potion of Cat’s Grace, Potion of Owl’s 

Wisdom, Potion of Good Hope, Potion of Bear’s 

Endurance, Potion of Cure Moderate Wounds (2) 

Skills: Acrobatics +24, Climb +18, Escape Artist 

+24, Perception +19, Stealth +24 

Special Abilities AC/CMD Bonus, Improved 

Evasion
*
, Maneuver Training, Still Mind, Ki Pool 

(Magic, Lawful), Slow Fall 50’, Purity of Body, 

High Jump, Maneuver Training, Diamond Body, 

Wholeness of Body, Stunning Fist (Fatigued, 

Sickened)
£ 

Drow Sorcerers (2)    NE Drow Elf Sorcerer 11           

1d4+3 mirror images 

Initiative +8                Speed  60’ (fly 70’ good) 

AC 29, T 18, FF 23 (+4 armor, +4 Dex, +4 

shield, +1 dodge, +3 natural, +1 haste, +2 deflect.) 

HP  85 (11d6 + 11 + 11 favored + 22 BE)       

Fort +9, Ref +10, Will +12      DR 10/adamantine 

SQ Darkvision 120'                             (110 points) 

Immune Sleep, +2 Will vs. Enchantment      SR 17 

Full Attack Spear +9/+9 (1d8+2, 20x3) or Light 

Crossbow +13 (1d8+2, 19-20x3) or 

R. Touch +13 (20x2), M. Touch +9 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 18 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message, 

Mending, Flare 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 8 6/day – Acid Arrow, Bear’s Endurance, 

Cat’s Grace, Invisibility, Scare, Scorching Ray 

3
rd

 – 7 5/day – Dispel Magic, Fireball, Haste, Hold 

Person, Mirror Image 

4
th
 – 7 6/day – Bestow Curse, Dimension Door, Ice 

Storm, Shout, Stoneskin 

5
th
 – 5 4/day – Cone of Cold, Overland Flight, 

Wall of Force  

Str 10 Dex 18 Con 14 Int 14 Wis 14 Cha 26° 
Base Atk +5; CMB +5; CMD 22 

Feats Combat Casting, Dodge, Empower Spell, 

Eschew Materials
B
, Imp. Init.

B
, Spell Pen., Silent 

Spell, Maximize Spell, Toughness 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Good Hope, Potion of Barkskin +3, Potion of 

Divine Favor +1, Potion of Eagle's Splendor, 

Potion of Shield of Faith +2, Potion of Owl's 

Wisdom, Potion of Cure Serious Wounds 

Scroll of Dimension Door (only used for escape) 
Skills: Concentration +17, Fly +18, Spellcraft +16, 

Perception +11 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (3/day), New Arcana 


When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 
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ATL 11 – Continued 

Drow Cleric (1)     LE Drow Cleric of Oblivion 

11 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 32, T 15, FF 30 (+1 Dex, +11 armor, +1 

dodge, +2 natural, +4 shield, +3 deflection) 

HP  97 (11d8 + 11 + 11 favored + 22 BE)  

Fort +11, Ref +8, Will +16   Speed 40’ 

SQ Darkvision 120' Immune Sleep        SR 17  

Full Attack Longsword +15/+10 (1d8+7, 19-

20x2) or Heavy crossbow +13 (1d10+3, 19-20x2) 

or M. Touch +12 / R. Touch +13 (spell, 20x2) 

Special Dread Touch 8/day, Vengeful Blow 8/day 

Aura of Dread 1/day, Aura of Vengeance 1/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 17 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 6 7/day – Bane, Cause Fear, Command, Cure 

Light Wounds (2), Sanctuary, Shield of Faith 

2
nd

 – 5 6/day – Bear's Endurance, Cure Moderate 

Wounds (2), Hold Person (2), Touch of Idiocy  

3
rd

 – 6/day – Bestow Curse, Cure Serious Wounds 

(2), Invisibility Purge, Searing Light (2) 

4
th
 – 5/day – Cure Critical Wounds (2), Poison, 

Dispel Magic (Silent) (2) 

5
th
 – 4/day – Cure Critical Wounds (Reach), Flame 

Strike, Mark of Justice, Righteous Might 

6
th
 – 3/day – Cure Critical Wounds (Reach x2), 

Disintegrate, Heal 

Str 12 Dex 14 Con 12 Int 10 Wis 24° Cha 10 

Base Atk +8; CMB +9; CMD 22 

Feats Combat Casting, Dodge, Select. Channeling, 

Imp. Channel, Reach Spell, Silent Spell 

Gear Heavy Crossbow (20 bolts), Full plate, 

Longsword, Heavy Shield Potion of Good Hope, 

Potion of Divine Favor +1, Potion of Owl's 

Wisdom, Potion of Barkskin +2, Oil of Magic 

Weapon +3, Oil of Magic Vestment +2 (2) 

Skills: Concentration +17, Spellcraft +14, 

Perception +18 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 6d6, DC 

24, 3/day), Spontaneous Casting (Inflict spells) 

-Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

-Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 22 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled. 

-Aura of Dread: Standard action, emit 30' radius 

aura for 6 rounds.  Enemies in the aura take -2 on 

attacks, damage, ability checks, saves & skills. 

-Aura of Vengeance: Immediate action, reflect 1 

spell back on caster.  Must make Spellcraft DC 

14+spell level, if you pass the spell is reflected.  If 

you fail, make a caster level check DC 15 + spell 

level + enemy's casting stat modifier, if you pass, 

spell is reflected; fail and the spell hits you.  No 

matter the result, the ability is used up.  

 

 

These are only used in Encounter 3 

Improved Glass Golems (2)     N Large Construct 

Initiative +3;                     Space/Reach 10' x 10' 

AC 22, T 8, FF 22 (-1 Dex, +14 natural, -1 size) 

HP  102 (13d10 + 30)                Speed 30’ 

Fort +4, Ref +3, Will +4 

SQ Darkvision 60'  DR  5/adamantine 

Immune Magic (see below), construct traits 

Defensive Reflect Spells 

Full Attack 2 Slams +17 (2d8+5 plus Bleed, 20x2)  

Special Attacks  

-Bleed (1d8, an enemy struck by this attack takes 

1d8 damage immediately and again at the start of 

the golem's turn every round.  The damage does 

not stack, and can be stopped with magic healing 

or Heal check DC 15) 

-Dazzling Brightness (in an area of bright light, all 

enemies must make Fort DC 16 or be dazzled, 

once you make the save, you are immune) 

Str 20 Dex 9 Con -- Int -- Wis 11 Cha 1 

Base Atk +13; CMB +19; CMD 28 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Cold slows the golem, as the Slow spell, for 3 

rounds, no save 

-Fire heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 

-Shatter affects it as if it was a crystalline creature 

-Reflect Spells: Free action every 1d4 rounds, for 1 

round the golem reflects all spells (even ones that 

affect it differently, as above) as if under the 

effects of a Spell Turning spell 



LSJ136 - Fire in the Sky Page 31 

ATL 13 

Drow Monks (2)        LE Drow Elf Monk 13 

Initiative +11;                     Darkvision 120' 

AC 35, T 28, FF 27 (+7 Dex, +5 Wis, +3 monk, 

+1 dodge, +3 natural, +4 armor, +2 deflection) 

HP  112 (13d8 + 39 + 13 favored)       Speed 70’ 

Fort +13, Ref +18
*
, Will +14  (+4 vs. Enchant.) 

SQ Wholeness of Body, Abundant Step       SR 23 

Immune Sleep, Disease, Poison        Ki 9 

Attack Unarmed +24
¥
 (2d6+10

¥
, 19-20x2) or 

Flurry +26/+26/+21/+21/+16
¥
 (2d6+10

¥
, 19-

20x2) or Sling +18 (1d4+5, 20x2)  

Special Attack Stunning Fist 
£
– 13/day, DC 23 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 25° Con 14 Int 11 Wis 20 Cha 9 

Base Atk +9; CMB +20
α
; CMD 38

α
 

Feats Agile Maneuvers, Break the Breath, Imp. 

Grapple
αB

, Deflect Arrows
B
, Dodge

B
, Medusa’s 

Wrath
¥B

, Imp. Init., Imp. Crit. (Unarmed), Weapon 

Finesse, Toughness, Vital Strike
¥
, Weapon Focus 

(Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Barkskin +3, Oil of Greater Magic Fang 

+4, Potion of Mage Armor, Potion of Divine Favor 

+2, Potion of Cat’s Grace, Potion of Owl’s 

Wisdom, Potion of Good Hope, Potion of Bear’s 

Endurance, Potion of Shield of Faith +2, Potion of 

Cure Serious Wounds, Potion of See Invisibility 

Skills: Acrobatics +26, Climb +20, Escape Artist 

+26, Perception +21, Stealth +26 

Special Abilities AC/CMD Bonus, Improved 

Evasion
*
, Maneuver Training, Still Mind, Ki Pool 

(Magic, Lawful), Slow Fall 60’, Purity of Body, 

High Jump, Maneuver Training, Diamond Body, 

Wholeness of Body, Abundant Step, Diamond 

Soul, Stunning Fist (Fatigued, Sickened, 

Staggered)
£
 

 

 

When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 

Drow Sorcerers (2)    NE Drow Elf Sorcerer 13           

1d4+3 mirror images 

Initiative +8                Speed  60’ (fly 70’ good) 

AC 31, T 19, FF 25 (+4 armor, +4 Dex, +4 

shield, +1 dodge, +4 natural, +1 haste, +3 deflect.) 

HP  100 (13d6 + 13 + 13 favored + 26 BE)       

Fort +9, Ref +11, Will +13      DR 10/adamantine 

SQ Darkvision 120'                             (130 points) 

Immune Sleep, +2 Will vs. Enchantment      SR 19 

Full Attack Spear +10/+10/+5 (1d8+3, 20x3) or 

Light Crossbow +14 (1d8+3, 19-20x3) or 

R. Touch +14 (20x2), M. Touch +10 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 18 + spell level 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message, 

Mending, Flare 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 8 6/day – Acid Arrow, Bear’s Endurance, 

Cat’s Grace, Invisibility, Scare, Scorching Ray 

3
rd

 – 7 4/day –Fireball, Haste, Heroism, Hold 

Person, Mirror Image 

4
th
 – 7 6/day – Bestow Curse, Dimension Door, Ice 

Storm, Shout, Stoneskin, Summon Monster IV 

5
th
 – 7 6/day – Baleful Polymorph, Cone of Cold, 

Overland Flight, Wall of Force  

6
th
 – 5/day – Chain Lightning, Flesh to Stone, 

Greater Dispel Magic, True Seeing 

Str 10 Dex 18 Con 14 Int 14 Wis 14 Cha 27° 
Base Atk +6; CMB +6; CMD 24 

Feats Combat Casting, Dodge, Empower Spell, 

Eschew Materials
B
, Imp. Init.

B
, Spell Pen., Silent 

Spell, Maximize Spell, Quicken Spell, Toughness 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Good Hope, Potion of Barkskin +4, Potion of 

Divine Favor +2, Potion of Eagle's Splendor, 

Potion of Shield of Faith +3, Potion of Owl's 

Wisdom, Potion of Cure Serious Wounds (2) 

Scroll of Dimension Door (only used for escape) 
Skills: Concentration +19, Fly +20, Spellcraft +18, 

Perception +13 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (3/day), New Arcana (2)
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ATL 13 – Continued 

Drow Cleric (1)     

 LE Drow Cleric of Oblivion 13 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 33, T 15, FF 31 (+1 Dex, +11 armor, +1 

dodge, +3 natural, +4 shield, +3 deflection) 

HP  114 (13d8 + 13 + 13 favored + 26 BE)  

Fort +12, Ref +9, Will +17   Speed 40’ 

SQ Darkvision 120' Immune Sleep        SR 19  

Full Attack Longsword +16/+11 (1d8+7, 19-

20x2) or Heavy Crossbow +14 (1d10+3, 19-20x2) 

or M Touch +13 / R. Touch +14 (spell, 20x2) 

Special Dread Touch 8/day, Vengeful Blow 8/day 

Aura of Dread 2/day, Aura of Vengeance 2/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 17 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 6 7/day – Bane, Cause Fear, Command, Cure 

Light Wounds (2), Sanctuary, Shield of Faith 

2
nd

 – 5 6/day – Bear's Endurance, Cure Moderate 

Wounds (2), Hold Person (2), Touch of Idiocy  

3
rd

 – 6/day – Bestow Curse, Cure Serious Wounds 

(2), Invisibility Purge, Searing Light (2) 

4
th
 – 6/day – Cure Critical Wounds (2), Poison, 

Dispel Magic (Silent) (2), Unholy Blight 

5
th
 – 5/day – Cure Critical Wounds (Reach) (2), 

Flame Strike, Mark of Justice, Righteous Might 

6
th
 – 4/day – Cure Critical Wounds (Reach x2), 

Cure Crit. Wounds (Empower), Disintegrate, Heal  

7
th
 – 2/day – Spell Turning, Cure Critical Wounds 

(Reach, Empower) 

Str 12 Dex 14 Con 12 Int 10 Wis 25° Cha 10 

Base Atk +9; CMB +10; CMD 23 

Feats Cmbt. Cast., Dodge, Select. Channel., Imp. 

Channel, Reach Spell, Silent Spell, Empower Spell 

Gear Heavy Crossbow (20 bolts), Full plate, 

Longsword, Heavy Shield Potion of Good Hope, 

Potion of Divine Favor +1, Potion of Owl's 

Wisdom, Potion of Barkskin +3, Oil of Magic 

Weapon +3, Oil of Magic Vestment +2 (2) 

Skills: Concentration +19, Spellcraft +16, 

Perception +20 
Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 7d6, DC 25, 

3/day), Spontaneous Casting (Inflict spells) 

-Dread Touch: Melee touch, target takes penalty equal 

to cleric level on next attack, skill check, ability check 

or save made within 3 rounds.  Any given target can 

only be affected once per day. 

-Vengeful Blow: Immediate action, reflect damage from 

one attack, not spell.  Enemy makes DC 23 Will save, 

fail = they take dmg you would have.  Used after you 

are hit, but before dmg is rolled. 

-Aura of Dread: Standard action, emit 30' radius aura 

for 6 rounds.  Enemies in the aura take -2 on attacks, 

damage, ability checks, saves & skills. 

-Aura of Vengeance: Immediate action, reflect 1 spell 

back on caster.  Must make Spellcraft DC 14+spell 

level, if you pass the spell is reflected.  If you fail, make 

a caster level check DC 15 + spell level + enemy's 

casting stat modifier, if you pass, spell is reflected; fail 

and the spell hits you.  No matter the result, the ability is 

used up.  

 

These are only used in Encounter 3 

Greater Glass Golems (2)     N Large Construct 

Initiative +3;                     Space/Reach 10' x 10' 

AC 25, T 9, FF 24 (+16 natural, -1 size) 

HP  120 (16d10 + 30)                Speed 30’ 

Fort +6, Ref +6, Will +6 

SQ Darkvision 60'  DR  7/adamantine 

Immune Magic (see below), construct traits 

Defensive Reflect Spells 

Attacks 3 Slams +21 (2d10+6 plus Bleed, 20x2)  

Special Attacks  

-Bleed (1d10, an enemy struck by this attack takes 

1d10 damage immediately and again at the start of 

the golem's turn every round.  The damage does 

not stack, and can be stopped with magic healing 

or Heal check DC 15) 

-Dazzling Brightness (in an area of bright light, all 

enemies must make Fort DC 17 or be dazzled, 

once you make the save, you are immune) 

Str 22 Dex 10 Con -- Int -- Wis 11 Cha 1 

Base Atk +16; CMB +22; CMD 31 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Cold slows the golem, as the Slow spell, for 3 

rounds, no save 

-Fire heals the golem for 1 HP for every 3 damage 

it would have done (excess becomes temp. HP), 

and breaks any slow effect, no save 

-Shatter affects it as if it was a crystalline creature 

-Reflect Spells: Free action every 1d4 rounds, for 1 

round the golem reflects all spells (even ones that 

affect it differently, as above) as if under the 

effects of a Spell Turning spell 
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ATL 15 

Drow Monks (2)        LE Drow Elf Monk 15 

Initiative +11;                     Darkvision 120' 

AC 38, T 30, FF 29 (+7 Dex, +5 Wis, +3 monk, 

+2 dodge, +4 natural, +4 armor, +3 deflection) 

HP  129 (15d8 + 15 + 15 favored)       Speed 80’ 

Fort +14, Ref +20
*
, Will +15  (+2 vs. ench.) 

SQ Wholeness of Body, Abundant Step       SR 25 

Immune Sleep, Disease, Poison        Ki 10 

Attack Unarmed +28
¥
 (2d6+11

¥
, 19-20x2) or 

Flurry +30/+30/+30/+25/+25/+20/+20
¥
 

(2d6+11
¥
, 19-20x2) or Sling +22 (1d4+6, 20x2)  

Special Attack Stunning Fist 
£
– 15/day, DC 24 

Quivering Palm – 1/day, DC 24 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 14 Dex 25° Con 14 Int 11 Wis 20 Cha 9 

Base Atk +11; CMB +22
α
; CMD 47

α
 

Feats Agile Maneuvers, Break the Breath, 

Defensive Combat Training, Imp. Disarm
αB

, Imp. 

Grapple
αB

, Deflect Arrows
B
, Dodge

B
, Medusa’s 

Wrath
¥B

, Imp. Init., Imp. Crit. (Unarmed), Weapon 

Finesse, Toughness, Vital Strike
¥
, Weapon Focus 

(Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Barkskin +4, Oil of Greater Magic Fang 

+4, Potion of Mage Armor, Potion of Divine Favor 

+3, Potion of Cat’s Grace, Potion of Owl’s 

Wisdom, Potion of Good Hope, Potion of Bear’s 

Endurance, Potion of Shield of Faith +3, Potion of 

Haste, Potion of Cure Serious Wounds (2), Potion 

of See Invisibility 

Skills: Acrobatics +28, Climb +22, Escape Artist 

+28, Perception +23, Stealth +28 

Special Abilities AC/CMD Bonus, Improved 

Evasion
*
, Maneuver Training, Still Mind, Ki Pool 

(Magic, Lawful), Slow Fall 70’, Purity of Body, 

High Jump, Maneuver Training, Diamond Body, 

Wholeness of Body, Abundant Step, Diamond 

Soul, Quivering Palm
¥
, Stunning Fist (Fatigued, 

Sickened, Staggered)
£
 

 

 

When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 

Drow Sorcerers (2)    NE Drow Elf Sorcerer 15           

1d4+3 mirror images 

Initiative +8                Speed  60’ (fly 70’ good) 

AC 32, T 20, FF 26 (+4 armor, +4 Dex, +4 

shield, +1 dodge, +4 natural, +1 haste, +4 deflect.) 

HP  115 (15d6 + 15 + 15 favored + 30 BE)       

Fort +10, Ref +12, Will +14    DR 10/adamantine 

SQ Darkvision 120'                             (150 points) 

Immune Sleep, +2 Will vs. Enchantment      SR 21 

Full Attack Spear +12/+12/+7 (1d8+4, 20x3) or 

Light Crossbow +16 (1d8+4, 19-20x3) or 

R. Touch +16 (20x2), M. Touch +11 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:        Save DC = 18 + spell level (+2 Evoc.) 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message, 

Mending, Flare 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 8 6/day – Acid Arrow, Bear’s Endurance, 

Cat’s Grace, Invisibility, Scare, Scorching Ray 

3
rd

 – 7 4/day –Fireball, Haste, Heroism, Hold 

Person, Mirror Image 

4
th
 – 7 6/day – Bestow Curse, Dimension Door, Ice 

Storm, Shout, Stoneskin, Summon Monster IV 

5
th
 – 7 6/day – Baleful Polymorph, Cone of Cold, 

Overland Flight, Summon Monst. 5, Wall of Force  

6
th
 – 5/day – Chain Lightning, Disintegrate, Flesh 

to Stone, Greater Dispel Magic, True Seeing 

7
th
 – 5/day – Delayed Blast Fireball, Greater 

Teleport, Insanity 

Str 10 Dex 18 Con 14 Int 14 Wis 14 Cha 27° 
Base Atk +7; CMB +7; CMD 25 

Feats Combat Casting, Dodge, Empower Spell, 

Eschew Materials
B
, Imp. Init.

B
, Spell Pen.

B
, Silent 

Spell, Maximize Spell, Quicken Spell, Toughness, 

Greater Spell Penetration 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Good Hope, Potion of Barkskin +4, Potion of 

Divine Favor +3, Potion of Eagle's Splendor, 

Potion of Shield of Faith +4, Potion of Owl's 

Wisdom, Potion of Cure Serious Wounds (2) 

Scroll of Greater Teleport (only used for escape) 
Skills: Concentration +21, Fly +22, Spellcraft +20, 

Perception +15 

Special Abilities Arcane Bond (Ring), Bloodline 

Arcana (+1 DC for metamagic spells), Metamagic 

Adept (4/day), New Arcana x2, Schl. Pwr (Evoc.)
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ATL 15 – Continued 

Drow Cleric (1)    

 LE Drow Cleric of Oblivion 15 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 35, T 15, FF 33 (+1 Dex, +12 armor, +1 

dodge, +3 natural, +5 shield, +3 deflection) 

HP  131 (15d8 + 15 + 15 favored + 30 BE)  

Fort +13, Ref +10, Will +18   Speed 40’ 

SQ Darkvision 120' Immune Sleep        SR 21  

Attacks Longsword +20/+15/+10 (1d8+9, 19-

20x2) or Heavy Crossbow +17 (1d10+4, 19-20x2) 

or M. Touch +16 / R. Touch +17 (spell, 20x2) 

Special Dread Touch 8/day, Vengeful Blow 8/day 

Aura of Dread 2/day, Aura of Vengeance 2/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 17 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 6 7/day – Bane, Cause Fear, Command, Cure 

Light Wounds (2), Sanctuary, Shield of Faith 

2
nd

 – 5 6/day – Bear's Endurance, Cure Moderate 

Wounds (2), Hold Person (2), Touch of Idiocy  

3
rd

 – 6/day – Bestow Curse, Cure Serious Wounds 

(2), Invisibility Purge, Searing Light (2) 

4
th
 – 6/day – Cure Critical Wounds (2), Poison, 

Dispel Magic (Silent) (2), Unholy Blight 

5
th
 – 6/day – Cure Critical Wounds (Reach) (2), 

Flame Strike (2), Mark of Justice, Righteous Might 

6
th
 – 5/day – Cure Crit. Wounds (Reach x2), Cure 

Crit. Wounds (Empower), Disintegrate (2), Heal  

7
th
 – 3/day – Spell Turning, Cure Critical Wounds 

(Reach, Empower), Cure Crit. Wounds (Maximize) 

8
th
 – 2/day – Antipathy, Flame Strike (Maximize) 

Str 12 Dex 14 Con 12 Int 10 Wis 25° Cha 10 

Base Atk +11; CMB +12; CMD 25 

Feats Cmbt. Cast., Dodge, Select. Channel., Imp. 

Channel, Reach Spell, Silent Spell, Empower 

Spell, Maximize Spell 

Gear Heavy Crossbow (20 bolts), Full plate, 

Longsword, Heavy Shield Potion of Good Hope, 

Potion of Divine Favor +2, Potion of Owl's 

Wisdom, Potion of Barkskin +3, Oil of Magic 

Weapon +4, Oil of Magic Vestment +3 (2) 

Skills: Concentration +21, Spellcraft +18, 

Perception +22 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 8d6, DC 

26, 3/day), Spontaneous Casting (Inflict spells) 

-Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

-Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 24 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled. 

-Aura of Dread: Standard action, emit 30' radius 

aura for 6 rounds.  Enemies in the aura take -2 on 

attacks, damage, ability checks, saves & skills. 

-Aura of Vengeance: Immediate action, reflect 1 

spell back on caster.  Must make Spellcraft DC 

14+spell level, if you pass the spell is reflected.  If 

you fail, make a caster level check DC 15 + spell 

level + enemy's casting stat modifier, if you pass, 

spell is reflected; fail and the spell hits you.  No 

matter the result, the ability is used up.  

 

These are only used in Encounter 3 

Clockwork Golems (2)     N Large Construct 

Initiative +1;                     Space/Reach 10' x 10' 

AC 26, T 10, FF 25 (+1 Dex, +16 natural, -1 size) 

HP  120 (16d10 + 30)                Speed 30’ 

Fort +6, Ref +7, Will +7 

SQ Darkvision 60'            DR  10/adamantine 

Immune Magic (see below), construct traits 

Attacks 2 Slams +23 (2d10+8 plus Grab, 20x2)  

Special Attacks  

-Grind (deals an additional 2d10+12 slashing dmg 

when it makes a successful Grapple check) 

-Death Burst (upon death, explodes for 12d6 dmg, 

10' radius, DC 18 Reflex for half) 

-Wall of Gears (standard action, become a wall as 

per blade barrier, 10'x10' or 5'x20', DC 18 Reflex.  

Stats stay the same, resume form as move action.) 

Str 27 Dex 12 Con -- Int -- Wis 12 Cha 1 

Base Atk +16; CMB +25 (+4 grapple); CMD 36 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Grease makes the golem move and attack quickly, 

as the Haste spell, for 1d6 rounds 

-Rusting Grasp affects it normally and it is 

staggered for 1d6 rounds (no save) 
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ATL 17 

Drow Monks (2)        LE Drow Elf Monk 17 

Initiative +11;                     Darkvision 120' 

AC 42, T 33, FF 32 (+8 Dex, +5 Wis, +4 monk, 

+2 dodge, +5 nat., +4 armor, +4 def.) + Blur 

HP  146 (17d8 + 51 + 17 favored)       Speed 80’ 

Fort +16, Ref +22
*
, Will +16  (+2 vs. ench.) 

SQ Wholeness of Body, Abundant Step       SR 27 

Immune Sleep, Disease, Poison, Age       Ki 10 

Attack Unarmed +30
¥
 (2d8+13

¥
, 19-20x2) or 

Flurry +33/+33/+33/+28/+28/+23/+23/+18
¥
 

(2d8+13
¥
, 19-20x2) or Sling +24 (1d4+8, 20x2)  

Special Attack Stunning Fist 
£
– 17/day, DC 25 

Quivering Palm – 1/day, DC 25 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Str 18 Dex 26° Con 14 Int 11 Wis 20 Cha 9 

Base Atk +12; CMB +27
α
; CMD 50

α
 

Feats Agile Maneuvers, Break the Breath, 

Defensive Combat Training, Imp. Disarm
αB

, Imp. 

Grapple
αB

, Deflect Arrows
B
, Dodge

B
, Medusa’s 

Wrath
¥B

, Imp. Init., Imp. Vital Strike
¥
, Imp. Crit. 

(Unarmed), Weapon Finesse, Tough., Vital Strike
¥
, 

Weapon Focus (Unarmed) 

Gear Sling (20 bullets), Potion of Resistance, 

Potion of Barkskin +5, Oil of Greater Magic Fang 

+4, Potion of Mage Armor, Potion of Divine Favor 

+3, Potion of Cat’s Grace, Potion of Owl’s 

Wisdom, Potion of Good Hope, Potion of Bear’s 

Endurance, Potion of Shield of Faith +4, Potion of 

Haste, Potion of Bull's Strength, Potion of Blur, 

Potion of Cure Serious (3), Potion of See Invisibility 

Skills: Acrobatics +31, Climb +24, Escape Artist 

+31, Perception +25, Stealth +31 

Special Abilities AC/CMD Bonus, Improved 

Evasion
*
, Maneuver Training, Still Mind, Ki Pool 

(Magic, Lawful, Adamantine), Slow Fall 80’, 

Purity of Body, High Jump, Timeless Body, 

Tongue of the Sun and Moon, Maneuver Training, 

Diamond Body, Wholeness of Body, Abundant 

Step, Diamond Soul, Quivering Palm
¥
, Stunning 

Fist (Fatigue, Sicken, Stagger, Blind/Deafen)
£
 

 

When he escapes, the Drow sorcerer will simply 

Dimension Door into a network of underground 

tunnels that the PCs have no chance of finding 

within the time of the game. 

Drow Sorcerers (2)    NE Drow Elf Sorcerer 17           

1d4+4 mirror images 

Initiative +8                Speed  60’ (fly 70’ good) 

AC 34, T 21, FF 28 (+4 armor, +4 Dex, +5 nat., 

+4 shield, +1 dodge, +1 haste, +5 deflect.) + Blur 

HP  130 (17d6 + 17 + 17 favored + 34 BE)       

Fort +10, Ref +12, Will +15    DR 10/adamantine 

SQ Darkvision 120'                             (170 points) 

Immune Sleep, +2 Will vs. Enchantment      SR 23 

Full Attack Spear +13/+13/+8 (1d8+4, 20x3) or 

Light Crossbow +17 (1d8+4, 19-20x3) or 

R. Touch +17 (20x2), M. Touch +12 (20x2) 

Special Attack  Arcane Bond – Re-cast 1 spell 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:        Save DC = 19 + spell level (+3 Evoc.) 
0

th
 – ∞/day – Acid Splash, Detect Magic, Light, 

Ray of Frost, Read Magic, Resistance, Message 

1
st
 – 8 6/day – Burning Hands, Color Spray, 

Identify, Mage Armor, Magic Missile, Shield 

2
nd

 – 8 5/day – Acid Arrow, Bear’s Endurance, 

Blur, Cat’s Grace, Invisibility, Scorching Ray 

3
rd

 – 7 4/day –Fireball, Haste, Heroism, Hold 

Person, Mirror Image 

4
th
 – 7 6/day – Bestow Curse, Dimension Door, Ice 

Storm, Shout, Stoneskin, Summon Monster IV 

5
th
 – 7 6/day – Baleful Polymorph, Cone of Cold, 

Overland Flight, Summon Monst. 5, Wall of Force  

6
th
 – 7/day – Chain Lightning, Disintegrate, Flesh 

to Stone, Greater Dispel Magic, True Seeing 

7
th
 – 7/day – Delayed Blast Fireball, Greater 

Teleport, Insanity, Summon Monster VIII 
8

th
 – 4/day – Greater Shout, Maze, Polar Ray 

Str 10 Dex 18 Con 14 Int 14 Wis 14 Cha 28° 
Base Atk +8; CMB +8; CMD 26 

Feats Combat Casting, Dodge, Empower Spell, 

Eschew Materials
B
, Imp. Init.

B
, Spell Pen.

B
, Silent 

Spell, Maximize Spell, Quicken Spell, Toughness, 

Greater Spell Pen., Spell Focus (Evocation) 

Gear Spear, Light Crossbow (20 bolts), Potion of 

Good Hope, Potion of Barkskin +5, Potion of 

Divine Favor +3, Potion of Eagle's Splendor, 

Potion of Shield of Faith +5, Potion of Owl's 

Wisdom, Potion of Cure Serious Wounds (3) 

Scroll of Greater Teleport (only used for escape) 
Skills: Concentration +23, Fly +24, Spellcraft +22, 

Perception +17 

Special Arcane Bond (Ring), Bloodline Arcana 

(+1 DC on metamagic spells), Metamagic Adept 

(4/day), New Arcana (2), School Power (Evocation)



LSJ136 - Fire in the Sky Page 36 

ATL 17 – Continued 

Drow Cleric (1)      

LE Drow Cleric of Oblivion 17 

Initiative +2;                Space/Reach 5 ft./5 ft. 

AC 39, T 16, FF 37 (+1 Dex, +13 armor, +1 

dodge, +4 natural, +6 shield, +4 deflection) 

HP  165 (17d8 + 34 + 17 favored + 34 BE)  

Fort +14, Ref +10, Will +19   Speed 40’ 

SQ Darkvision 120' Immune Sleep        SR 23  

Attacks Longsword +21/+16/+11 (1d8+9, 19-

20x2) or Heavy Crossbow +18 (1d10+4, 19-20x2) 

or M. Touch +17 / R. Touch +18 (spell, 20x2) 

Special Dread Touch 9/day, Vengeful Blow  9/day 

Aura of Dread 3/day, Aura of Vengeance 3/day 

1/day ea. – Dancing Lights, Darkness, Faerie Fire 

Spells:  Save DC = 18 + spell level 
0

th
 – ∞/day – Bleed, Detect Magic, Guidance, 

Resistance 

1
st
 – 6 7/day – Bane, Cause Fear, Command, Cure 

Light Wounds (2), Sanctuary, Shield of Faith 

2
nd

 – 5 6/day – Bear's Endurance, Cure Moderate 

Wounds (2), Hold Person (2), Touch of Idiocy  

3
rd

 – 6/day – Bestow Curse, Cure Serious Wounds 

(2), Invisibility Purge, Searing Light (2) 

4
th
 – 6/day – Cure Critical Wounds (2), Poison, 

Dispel Magic (Silent) (2), Unholy Blight 

5
th
 – 6/day – Cure Critical Wounds (Reach) (2), 

Flame Strike (2), Mark of Justice, Righteous Might 

6
th
 – 6/day – Cure Crit. Wounds (Reach x2), Cure 

Crit. Wound (Empower), Disintegrate (2), Heal (2) 

7
th
 – 4/day – Cure Crit. (Reach, Empower) (2), 

Cure Crit. Wounds (Maximize), Spell Turning 

8
th
 – 3/day – Antipathy, Flame Strike (Maximize) (2) 

9
th
 – 2/day – Wail of the Banshee, Implosion 

Str 12 Dex 14 Con 12 Int 10 Wis 26° Cha 10 

Base Atk +12; CMB +13; CMD 26 

Feats Cmbt. Cast., Dodge, Select. Channel., Imp. 

Channel, Reach Spell, Silent Spell, Empower 

Spell, Maximize Spell, Toughness 

Gear Heavy Crossbow (20 bolts), Full plate, 

Longsword, Heavy Shield Potion of Good Hope, 

Potion of Divine Favor +2, Potion of Owl's 

Wisdom, Potion of Barkskin +4, Oil of Magic 

Weapon +4, Oil of Magic Vestment +4 (2) 

Skills: Concentration +23, Spellcraft +20, 

Perception +24 

Special Abilities Aura: Evil, Domains (Fear, 

Vengeance), Channel Energy (Negative, 9d6, DC 

28, 3/day), Spontaneous Casting (Inflict spells) 

-Dread Touch: Melee touch, target takes penalty 

equal to cleric level on next attack, skill check, 

ability check or save made within 3 rounds.  Any 

given target can only be affected once per day. 

-Vengeful Blow: Immediate action, reflect damage 

from one attack, not spell.  Enemy makes DC 26 

Will save, fail = they take dmg you would have.  

Used after you are hit, but before dmg is rolled. 

-Aura of Dread: Standard action, emit 30' radius 

aura for 6 rounds.  Enemies in the aura take -2 on 

attacks, damage, ability checks, saves & skills. 

-Aura of Vengeance: Immediate action, reflect 1 

spell back on caster.  Must make Spellcraft DC 

14+spell level, if you pass the spell is reflected.  If 

you fail, make a caster level check DC 15 + spell 

level + enemy's casting stat modifier, if you pass, 

spell is reflected; fail and the spell hits you.  No 

matter the result, the ability is used up.  

 

These are used in Encounter 3 only 

Greater Clockwork Golems (2) 

N Large Construct 

Initiative +2;                     Space/Reach 10' x 10' 

AC 29, T 11, FF 27 (+2 Dex, +18 natural, -1 size) 

HP  131 (18d10 + 30)                Speed 30’ 

Fort +7, Ref +9, Will +8 

SQ Darkvision 60'            DR  12/adamantine 

Immune Magic (see below), construct traits 

Attacks 2 Slams +27 (2d12+10 plus Grab, 20x2)  

Special Attacks  

-Grind (deals an additional 2d10+14 slashing dmg 

when it makes a successful Grapple check) 

-Death Burst (upon death, explodes for 13d6 dmg, 

10' radius, DC 20 Reflex for half) 

-Wall of Gears (standard action, become a wall as 

per blade barrier, 10'x10' or 5'x20', DC 20 Reflex.  

Stats stay the same, resume form as move action.) 

Str 30 Dex 14 Con -- Int -- Wis 12 Cha 1 

Base Atk +18; CMB +29 (+4 grapple); CMD 40 

Special Abilities Magic Immunity: 

-Immune to any spell that allows SR 

-Grease makes the golem move and attack quickly, 

as the Haste spell, for 1d6 rounds 

-Rusting Grasp affects it normally and it is 

staggered for 1d6 rounds (no save) 
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Critical Event Summary: Fire In the Sky 
 

Convention: ____________________ Date: ___________________________  
 

1.  Did the PCs break any of the equipment in the Drow observatory? Yes No 

If 'Yes', describe what they did to cause the damage:____________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

2.  Were they able to prevent the Drow from escaping in Encounter 3?   Yes No 

If 'Yes', describe how they managed to stop him:_______________________________________ 

______________________________________________________________________________ 

______________________________________________________________________________ 

 

3.  Did the PCs investigate the treasure in the Bag of Holding during Encounter 4?  

  

 Yes  No  Waited until later  Not until the Conclusion 

 

4.  Did the PCs help Nathan analyze the Drow scholars' journals in Encounter 4? 

 

 Yes  No  Couldn't read them  Not interested, but could've 

 

5.  Did the PCs ask any of the questions listed in Encounter 4? 

 

 Yes  No  Just suffered quietly through all that boxed text 

 

6.  Was the half-party ambush in Encounter 5 an effective surprise and a fun fight for the PCs?  

 

     Said it was unfair, but  PCs were slaughtered b/c of 

 Yes  No  they managed just fine poor or unlucky division 

 

7.  Was Nathan Sperleng hurt or killed during Encounter 3?  

           Triggered his 

 Unhurt  Killed  Injured  Did not participate  Contingency 

 

8.  Was Nathan Sperleng hurt or killed during Encounter 5?  

 

 Unhurt  Killed  Injured  Triggered his Contingency 

 

9.  Which Conclusion did the PCs get? A B 

If B, briefly describe why:________________________________________________________ 

 

Return this form to: David Samuels, 2722 East 64
th

 Street, Brooklyn, NY 11234, or by e-mail to 

lsj-modsummary@theshiningjewel.com. 
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RROOSSTTEERR  OOFF  HHEERROOEESS::  FFIIRREE  IINN  TTHHEE  SSKKYY  
Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:        
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  
 

Player Name:        Home State:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str       Dex       Con       Int       Wis       Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:       Wish to Judge Future Events:        Wish to Author Future Events:  

Please send completed form to: 
 Eric V. Clark, 300 Indiana Ave, 
Pendleton, IN 46064, or email  

to 
 lsj-roster@theshiningjewel.com. 
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Welcome to the LSJ Shopping Spree!  

Enclosed in this package is all you need to use the 

Shopping Spree.  

What to Print  

Please print out the Shopping Spree cert file. Each 

character gets one and only one cert per adventure to 

make their purchases.  Please destroy any unused certs.  

General Rules  

Each player may purchase up to four items per adventure, 

all listed on a single cert.   

All unused slots on the cert must be crossed out at the 

time of purchase.   

Exception: A player with a cohort who is playing in that 

adventure may purchase up to an additional four items for 

the cohort, all on a second cert.  

In game time terms, Shopping Spree purchases may only 

take place before or after an adventure.  

No items may be purchased during an adventure, nor may 

any be added to a purchase completed before an 

adventure.   

  

E.g.: The party runs into some lycanthropes and has no 

silver weapons.  They decide at that time that they had 

bought silversheen using the Shopping Spree.  Sorry, that 

isn’t happening.  Deny the purchase until after the module 

is over.  

  

What Can Be Purchased  

The following may be purchased from Pathfinder RPG 

Core Rulebook.  

Scrolls are available for the following Arcane/Divine 

Spells.  Prices are listed for (Arcane)/(Divine).  NA in the 

listing means the spell is not available as that type of 

scroll.  

All potions and scrolls available for purchase are at minimum caster level.  

  

 

 

      * An alignment (Good / Evil / Law / Chaos) must be specified when purchased. 

    ** One type of energy (fire / cold / acid / electric / sonic) must be specified when purchased. 

  *** There may be a chance for a mishap if the scroll is cast by a caster less than 5th level. 

**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level. 

Available Potions / Scrolls 
Scroll 

Price A / D 

Potion 

Price 

Cure light wounds (potion)  50 / 25  50  

Endure elements (potion)  NA / 25  50  

Mage armor (potion)  NA / NA  50  

Magic fang (potion)  NA / 25  50  

Magic weapon (oil)  NA / 25  50  

Protection from XX* (potion)  NA / 25  50  

Remove fear (potion)  NA / 25  50  

Bless weapon (oil)  NA / 100  100  

Silversheen (oil)  NA  250  

Aid (potion)  NA  300  

Cure moderate wounds 

(potion)  

200 / 150  300  

Darkvision (potion)  NA / 375  300  

Delay poison (potion)  200 / 150  300  

Lesser restoration (potion)  NA / 150  300  

Remove paralysis (potion)  NA / 150  300  

Resist energy 10** (potion)  NA / 150  300  

Cure serious wounds (potion)  525 / 375  750  

Magic circle against XX* 

(potion)  

NA / 375  750  

Neutralize poison (potion)  1000 / 375  750  

Remove blindness/deafness 

(potion)  

NA / 375  750  

Remove curse (potion)  NA / 375  750  

Remove disease (potion)  NA / 375  750  

Water breathing (potion)  NA / 375  750  

Dispel Magic (scroll)*** NA / 375 NA 

Hold Person (scroll)*** NA / 150 NA 

Breath of Life (scroll)**** NA / 1125 NA 

Raise Dead (scroll)**** NA / 6125 NA 
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OPEN GAME LICENSE Version 1.0 
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, broadcast, 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 Identity 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 Identity" 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, symbols, 

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 abilities 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 Identity, 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 be Used 

under and in terms of this License. You must affix such a notice to any 

Open Game Content that you Use. No terms may be added to or subtracted 
from this License except as described by the License itself. No other terms 

or conditions may be applied to any Open Game Content distributed using 

this License. 

3. Offer 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. Notice 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 Identity: You agree not to Use any Product Identity, 

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 in conjunction with a work containing Open Game 

Content except as expressly licensed in another, independent Agreement 

with the owner of such Trademark. The use of any Product Identity in 

Open Game Content does not constitute a challenge to the ownership of 

that Product Identity. The owner of any Product Identity used in Open 

Game Content shall retain all rights, title and interest in and to that Product 

Identity. 
8. Identification: 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 regulation 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 1.0a Copyright 2000, Wizards of the Coast, Inc. 

   System Reference Document. Copyright 2000, Wizards of the Coast, 

Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 

material by E. Gary Gygax and Dave Arneson. 

   Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; 

Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte  
Cook, and Skip Williams. 

   Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason 

Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip 

Williams. 

   Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC; 

Author: Cam Banks, Wolfgang Baur, Jason Bulmahn, Jim Butler, Eric 

Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James Jacobs, 

Kenneth Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal 
Maclean, Colin McComb, Jason Nelson, David Noonan, Richard Pett, Rich 

Redman, Sean K Reynolds, F. Wesley Schneider, Amber Scott, Doug 

Seacat, Mike Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, Penny 

Williams, Skip Williams, Teeuwynn Woodruff. 

   Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; 

Author: Jason Bulmahn. 

   The Book of Experimental Might. Copyright 2008, Monte J. Cook. All 
rights reserved. 

   Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: 

Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 

Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, 

and Bill Webb; Based on original content from TSR.    

   The LSJ Campaign Guide, Copyright 2009, The Shining Jewel, LLC; 

Authors LSJ Staff. 

   Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, 
LLC; Author Keith Knecht 

   INSERT YOUR TITLE, Copyright 2010, The Shining Jewel, LLC, 

Author INSERT YOUR NAME. 

 

 
 

 

 
 

 

 
 

 

 

 


