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WELCOME TO LSJ! 

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 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.  Full XP awards should not be given for the 

encounter if this is necessary. 

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. 

CALCULATING ATL (AVERAGE TABLE LEVEL) 

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. 

A NOTE ABOUT ATLS AND THE POWER OF PCS 

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). 

ABOUT THE MODULE 

"The Salvation of Man" is Part 2 of the Redemption of 

Man Series.  It is best to play in Part 1 (LSJ 

"Redemption of Man") prior to playing this module for 

the sake of continuity.  But each module can be played 

unto themselves and can be played individually. 

LIFESTYLE IN LSJ 

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 151 of the LSJ 

Campaign Guide.

http://paizo.com/pathfinderRPG/compatibility
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ADVENTURE BACKGROUND 

In Part 1 The Redemption of Man, the PCs were 

hired by the Red Mule Trading company to deliver 
a package, a scroll tube containing a piece of a 

map.  First they had to find the recipient.  They 

knew his general location, but had to seek them 

out.  The PCs were attacked at least once by 
vampires trying to get the package for their master.  

Once they got to the recipient, they could ask 

questions of who/what he was and could have 
attacked him or let him live. 

 

Introduction – The PCs are enjoying a nice 
breakfast at the White Horse Head Inn.  They are 

approached by someone who claims to know them.  

They are propositioned for their assistance to aid 

him in a quest to save a man from that which he 
desires most. 

 

Encounter 1: The PCs travel to the cave. 
 

Encounter 2:  The PCs choose to go to the left and 

have to solve the puzzles in each room as they go 
along. 

 

Encounter 3: The PCs have to disarm traps and 

unlock doors. 
 

Encounter 4:  If the PCs try to cut down the wall to 

the original room, the ceiling starts to cave in 
 

Encounter 5: The PCs find the phylactery.  Once 

they grab it, the ceiling starts to cave in.  The PCs 

have to decide if they are going to cut down the 
wall leading to the original room like the Kool-Aid 

man or run through the other rooms that they 

already cleared. 
 

Encounter 6:  The PCs get attacked by a group of 

good outsiders on a mission to rid the world of 
great evil. 

 

Encounter 7: The PCs travel to Rimmersdell to 

fight David. 
 

Epilogue – After a few days, the PCs receive a 

small package and a thank you note. 

 

INTRODUCTION – BACON AND 

EGGS 

You are sitting at a table in the White Horse Head 

Inn.  It’s busier than ever and people are joining 

with strangers at other tables just to find a seat.  

The waitress comes over to take your orders.  She 

is a tall human girl with curly red hair, bright 

green eyes and legs that don’t quit.  Her ruby red 

lips give a smile that can melt even the coldest of 

hearts.  Her personality is so bright and bubbly 

that you question how someone can be so happy 

this early in the morning.   

 

“Can I take your order?” she giggles as she 

speaks.  “Our special for the day is two strips of 

fresh smoked bacon from the back of one of the 

most succulent piggies you’ve ever seen. Chester 

was a good pig, but even better pork chops.  Do 

you know what I love most about pigs?  They take 

vegetables and turn them into bacon.  And with 

the bacon comes two eggs so fresh the hen will try 

to come up and lay on them.  Two pieces of toast 

lightly buttered from a loaf of bread that was 

baked fresh this morning in our state of the art 

oven.  If that’s not enough to satisfy your 

precious little hearts, we include a nice tall glass 

of orange juice squeezed fresh by the hands of an 

elf, so you know the oranges were treated with 

care and there is no pulp.  So what can I get for 

you?”  Without letting you answer, she says, 

“[Number of PCs] specials coming right up since 

that is all we have!”  She disappears into the 

crowd as quickly as she came.  A few minutes 

later, she comes back with your meals and places 

them down on the table.  You can smell why this 

place is so popular.  You start to eat your food 

when a stranger sits down at your table.   

 

He says, “I know what you did at the base of the 

mountain near Opauti.  The question is, do you 

know?  Anthony was a vampire.  When he was 

encased in that prismatic hemisphere, it closed off 

any chance of escape.  So, as the sun rose over 

the horizon, he experienced a most painful and 

excruciating death.  That was the penance that he 
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had to pay for his sins.  His atonement was for 

betrayal of his master.  As a reward for his 

selflessness in trying to rid the world of a great 

evil, Peliron has forgiven him and has 

resurrected him to his former place among his 

servants.  He’s doing what good he can at the 

temple and catching up on things that have 

changed over the past couple of millennia.  I need 

your help in saving another of the faithful of 

Peliron.  Where are my manners?  My name is 

Vic.  Will you help me?” 

 

He won’t answer any specific questions until they 
agree. 

 

If the PCs say no, go to Epilogue B. 

If the PCs say yes, read the following: 
 

“Thank you very much.  Do you have any 

questions?” 

 
 How much do we get paid? 

“Anything we find along the way is yours to 

keep.”                                                                                                                  

 

 Who are we trying to save? 

“David was once a faithful follower of Peliron.  

But he found a way of becoming an abomination 

of abominations.  He found a way of becoming 

both a lich and a vampire.”  

 

 How do we defeat him? 

“As a vampire, he is resistant to weapons without 

silver and magic.  As a lich, he is resistant to 

weapons that are not bludgeoning and magical.  

He is immune to electricity and cold.  You cannot 

affect his mind or change his shape.  He is the 

worst of both worlds.  But none of that matters if 

we can’t put a stake through both his heart and 

his phylactery at the same instance.”  

 

 Where do we find the phylactery? 

“The piece of the map that you delivered to 

Anthony was a key piece to the location.”  He 

taps a scroll tube on his hip.  “Now that the 

location has been found, the sooner we leave, the 

better off we are.  The phylactery is located in a 

mountain cave a day or so ride from Ramallas in 

Kehron.”  

 

 Where do we find David? 

“He lives in a vacation home that his family had 

for 12 generations before him. There’s nothing 

like a 3000 year old house next to the beach to 

enjoy the rest of your un-life in, eh?  It’s a day or 

so ride north of Rimmersdell in Ancaras.”  

 

 
 

 What can we expect at the cave? 

“David was always smart and loved puzzles and 

consequences.  I’m sure that he has laid forth a 

series of traps and puzzles to protect his 

phylactery.  It is a very expensive item to create 

and of the utmost importance to protect.”  

 

 What can we expect at the vacation house? 

“He’s arrogant and self-assured.  He probably 

doesn’t have any major deterrents.  He, as like 

with all lich, prefers his privacy.  He has his 

spawn that he can control when he needs to give 

orders.  But over the past couple of millennia, 

I’ve slowly eradicated them.  As far as I know, the 

only ones that were left were the ones that 

attacked you on the mountain and Anthony.  

Let’s hope I’m right.”  

 

 Why us? 

“I saw how you handled the deal with Anthony.  

You are capable heroes and I think I can trust 

you to do what’s right and just… and necessary.”  

 

 Do you have any weapons we can use? 

“I have a silver battle aspergillum with two vials 

of holy water.”  

 

It is silver with a holy symbol of Peliron on the 

top.  On the face, it has two ornamental chain 

patterns carved into it with 5 sapphires at the 
points where the two chains meet.  Under each of 

the 5 sapphires is a word written in celestial.  If the 

PCs know celestial, they can read them as 
Anthony, David, Vic, Alanna and forever. 

 

 Are you coming with us? 
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“Yes, I must go along on this quest and see it to 

the end.  I just can’t do it alone.”  

 

When the PCs are finished asking questions, 

read the following: 
 

“We leave in an hour.  I’ve arranged with LOTS 

for a teleport to take us to Ramallas.  You have 

just enough time to visit a few shops or temples.” 

 

Give the PCs an opportunity to utilize a 

shopping spree at this time if they want to.  

They can buy any non-masterwork weapons 

with no special materials (i.e. no silver or 

masterwork weapons).  They can buy oils of 

magic weapon, oils of silversheen and oils of 

bless weapon. 

 

ENCOUNTER 1 – TO THE BAT 

CAVE 

You meet up with Vic outside of LOTS.  He says, 

“Ah good.  I was afraid you forgot.  We are about 

to set off on a glorious journey. I can feel things 

are going to go well.  Well, let’s go.”  You go into 

LOTS and are greeted by a short human male 

with dark hair and eyes.  He says, “Welcome to 

LOTS.  My name is Veit Hlin.  Vic has hired me 

to take you to Ramallas.  Are you ready to go?”  

You gather together and hold hands and with a 

scroll in his hands, you [including animal 

companions that are wanted] are teleported to the 

outskirts of Ramallas.  Veit says, “Ah here you 

go.  I’ll be back in 3 days to take you to 

Rimmersdell.”      

 

  Vic says, “See you then and thank you.  May 

Peliron shine upon you in all of your days.”  With 

that, Veit disappears in that ever-familiar pop.   

 

Vic looks around to get his bearings and says, 

“Ah, yes.  This way.”  He leads you toward a path 

that heads out of town to the north east.  Though 

it is a bright sunny day, the grass is a deep shade 

of green.  The trees grow more and more dense.  

Though it is mid-afternoon, it seems dark as 

night.  You hear the sounds of critters off in the 

distance.  The path seems to get narrower and 

narrower.  The only thing telling you that you are 

going in the right direction is you can periodically 

see a familiar peak through the slight openings in 

the trees.  As night begins to fall, you finally 

reach an opening at the base of the mountain. 

 

The PCs may choose to rest for the night outside of 

the cave or go in right away, it doesn’t matter.  
After the PCs choose to enter the cave, read the 

following boxed text: 

 

The cave is dark and dank and as dreary as the 

catacombs under Amthydor.  It has the 

unmistakable aroma of death and rotten corpses.  

Vic lights a torch and strewn around the cave are 

the carcasses of several dead animals, like 

squirrels, mice and even a raccoon.  There is the 

skeleton of a man in the corner untouched by the 

thick layer of guano littering the floor.   

Vic says, “There lays a poor, broken man.  May 

Peliron have mercy on his soul.” Vic turns to the 

back of the cave and walks toward it.  He 

continues, “It’s around here somewhere.  Ah, 

there it is.”  He pushes a hidden button and a 

hidden door opens.  He continues, “He has put 

up an alarm that will sound if I enter.  I’ve tried 

sending in squirrels and rabbits that I’ve caught 

with or without my holy symbol nothing happens, 

but if I go in, it sounds immediately.  I know not 

the layout, only that it is there.  May Peliron bless 

you on your quest.”  With that he ushers you 

through the door.  

 

In the room, you find the walls,  floors and 

columns are made up of polished marble.  No 

expense was spared in making this place.  The 

room is 40 feet across and 40 feet deep. There are 

sconces with torches that light the room with an 

unnatural glow.  There are tapestries along the 

walls given life through movement of the pictures 

within.  Going from right to left it shows a group 

of 4 individuals walking through a glen and 

smiling.  The next one shows one of the figures 

finding an obsidian black tome with red letters 

saying “24”.  The next tapestry shows that figure 

reading the tome with a darker look on his face 

than before and a grin that makes the hair on the 



 

LSJ148 - The Salvation of Man Page 6 

back of your neck stand on end.  There is a door 

on each of the side walls under the tapestries.  On 

each door is a different word in a language you 

don’t recognize. 

 

The PCs may make a Linguistics 20+ATL, 

with a circumstance bonus of +5 if they speak 

elven or use a comprehend languages or 

tongues spell to decipher the words.  If they 

make the check, the door to the left says 

“Adventurers” and the door to the right says 

“Heroes.”  If they fail the check by less than 5, 

they read “Kitchen” and “Water Closet” 

respectively. 

 
 If the PCs go left, GO TO Encounter 2 (page 

6). 

 If the PCs go right, GO TO Encounter 3 

(page 7). 

 If the PCs cut down the wall with an 
adamantine weapon, GO TO Encounter 4 

(page 8) 

 If the PCs dimension door or other similar 
spell into the room, GO TO Encounter 5 

(page 9) 

 

ENCOUNTER 2 – ADVENTURE 

TIME 

The door is unlocked. 

The room is red as a baboon’s behind. There is 

another tapestry in this room showing the same 

man fighting a vampire and getting bitten.  There 

are 8 pillars, 6 feet tall apiece, in the 4 corners 

and along the 4 sides. The statues have the 

following names written in common: Ardra, 

Belatrix, Dymora, Elianna, Hyperion, Illudra, 

Krayve and Peliron.  There are 8 indentions in 

the floor in the center of the room, in the shape of 

the cardinal directions.  There is a door to the 

right of where you came in. 

 

These deities have the following alignments 
respectively: NG, CE, LE, CG, LN, CN, NE, LG.  

It is a Knowledge: religion DC 5 to know the 

alignment of the deities. 
 

If the PCs try to check the exit door, read the 

following: 

 

The exit door is locked with no noticeable locking 

mechanism.  The door that you entered slams 

shut and locks with no noticeable locking 

mechanism. 

 
If the PCs try to move the stones, read the 

following: 

 

After bracing to move the first stone, you notice 

it’s not as heavy as a 6 foot tall stone pillar 

should be. 

 

The stones are huge and surprisingly light given 
their size, only 250 pounds apiece to carry. 

 

See GM Aid 1for setup and completion. 
 

If the PCs put the stones in the wrong place, they 

receive 5d6 electrical burst Reflex DC 5+ATL for 

half to the PC touching the block and the blocks all 
return to their starting positions. 

  

Once the puzzle is complete, both doors unlock 
and open automatically.  This is the only time that 

doors behind the PCs will open up. 

 

This room is green with another tapestry in full 

motion replaying a scene of the man bitten by a 

vampire, visibly ill, toiling away at creating a gold 

necklace with a bright blue sapphire in the center 

in the shape of a heart.  He then begins to imbue 

the necklace.  On the floor you see a bunch of 

images jumbled about on tiles.  There is a door 

opposite the wall you entered. 

 
As soon as the PCs try to mess with the exit door 

or the jumbled image pieces, the door to the 

previous room slams shut and locks.  This is a 
standard sliding puzzle game.  Give the PCs Player 

Handout #1.  The solution is on GM AID #2 
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Start a timer as soon as the PCs get the puzzle 

pieces cut out and start to organize them.  After 2 
minutes, if the PCs haven’t solved the puzzle yet, 

deal 5d6 cold damage Reflex DC 5+ATL for half 

to all of the PCs. 

 
Once the Puzzle is solved, only the exit door 

unlocks and opens.  

 

This room is blue with another tapestry in full 

motion repeating the image of the man walking 

up to the rest of his comrades in a cave and 

suddenly turning on them.  He successfully bites 

the girl and drains her of her very life force.  

There is a door opposite the one you came in.  

There is a table in the middle of the room with 5 

chalices, each with a colorless, odorless liquid in 

it.  One chalice is silver encrusted with diamonds.  

One chalice is platinum with rubies adorning it.  

The third chalice is iron with rust staining the 

sides.  The fourth chalice is gold with sapphires 

abound.  The last chalice is wood with images of 

bats and rats covering it. 

 
As soon as the PCs try to mess with the exit door 

or the chalices, the door to the previous room 

slams shut and locks.   

 
The correct one to drink from is the gold chalice 

with sapphires, just like the necklace on the 

previous tapestry. 
 

If the PCs drink from the wrong chalice, the PC 

drinks acid dealing 5d6 acid damage Fortitude 

DC 5+ATL for half damage to the PC drinking 

the liquid. 

 

Once the Puzzle is solved, only the exit door 
unlocks and opens. 

 

The next room is 40’ by 40’ room with orange 

walls and a tapestry of the man attacking a 

village drinking the blood of the villagers when 

the other two comrades appear to try to save the 

village.  The man knocks out one of the heroes, 

grabs him and teleports away.  In the room, there 

are no doors, only 3 foot by 7 foot mirrors along 

the walls.  There is one for each wall. 

 

As soon as the PCs try to mess with the mirrors, 

the door to the previous room slams shut and locks.   
 

If the PCs have true seeing, they’ll see that the one 

to the right is the correct one to go through.  This 

one makes sense given that the other starting 
direction is likely going to end up in the same 

room, which would be to the right.  

 
If the PCs go through the wrong mirror, PC walks 

out at the entrance door and the whole room 

explodes in a fireball DC 5+ATL for half 

damage for all PCs in the room. 

 

 If the PCs cut down the wall with an 

adamantine weapon, GO TO Encounter 4 

(page 8) 

 If the PCs go through the mirror on the right, 

GO TO Encounter 5 (page 9). 

 

 

ENCOUNTER 3 – HEROES AND 

GRINDERS 

The door is unlocked. 

The room is red as a baboon’s behind. There is 

another tapestry in this room showing the same 

man fighting a vampire and getting bitten.  There 

are 8 pillars in the center of the room, 6 feet tall 

apiece, in the shape of the cardinal directions.  

They have the names Ardra, Belatrix, Dymora, 

Elianna, Hyperion, Illudra, Krayve and Peliron 

inscribed upon them.  There is a door along the 

wall to the left of where you came in. 

 

These deities have the following alignments 

respectively: NG, CE, LE, CG, LN, CN, NE, 

LG.  It is a knowledge religion DC 5 to know 

the alignment of the deities. 

 

The exit door is locked with no noticeable 

locking mechanism and as soon as someone 

tries to check that door or move the stones, the 

door that they came in from slams shut and 

locks with no noticeable locking mechanism. 
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The PCs must disarm the trap on the door.  It 

is a perception (visual) DC 10+ATL with the 

trapfinding feat to find the trap.  The lock is a 

DC 10+ATL disable device to unlock it.  If the 

PCs fail the disable device check, the trap 

resets. 

 

Once the door is unlocked, both the exit and 

entrance door open up.  This is the only time 

that doors behind the PCs will open up. 

 

This room is green with another tapestry in full 

motion replaying a scene of the man bitten by a 

vampire, visibly ill, toiling away at creating a gold 

necklace with a bright blue sapphire in the center 

in the shape of a heart.  He then begins to imbue 

the necklace.  On the floor you see the image of a 

lightning bolt crashing to Raia.  There is a door 

opposite the wall you entered. 

 

As soon as the PCs try to mess with the exit door 
or the puzzle, the door to the previous room slams 

shut and locks.  Give the PCs Player Handout #1.  

The solution is on GM AID #2 

 
The PCs must disarm the trap on the door.  It is a 

perception (visual) DC 10+ATL with the 

trapfinding feat to find the trap.  The lock is a DC 
10+ATL disable device to unlock it.  If the PCs fail 

the disable device check, the trap resets. 

 

Once the Puzzle is solved, only the exit door 
unlocks and opens.  

 

This room is blue with another tapestry in full 

motion repeating the image of the man walking 

up to the rest of his comrades in a cave and 

suddenly turning on them.  He successfully bites 

the girl and drains her of her very life force.  

There is a door opposite the one you came in.  

There is a table in the middle of the room a 

chalice, with a colorless, odorless liquid in it.  The 

chalice is gold with sapphires abound. 

 

As soon as the PCs try to mess with the exit door 

or the chalice, the door to the previous room slams 
shut and locks.   

 

The PCs must disarm the trap on the door.  It is a 

perception (visual) DC 10+ATL with the 
trapfinding feat to find the trap.  The lock is a DC 

10+ATL disable device to unlock it.  If the PCs fail 

the disable device check, the trap resets. 
 

Once the Puzzle is solved, only the exit door 

unlocks and opens. 
 

The next room is orange with a tapestry of the 

man attacking a village drinking the blood of the 

villagers when the other two comrades appear to 

try to save the village.  The man knocks out one 

of the heroes, grabs him and teleports away.  In 

the room, there is a door to the left. 

 

As soon as the PCs try to mess with the mirrors, 
the door to the previous room slams shut and locks.   

 

The PCs must disarm the trap on the door.  It is a 
perception (visual) DC 10+ATL with the 

trapfinding feat to find the trap.  The lock is a DC 

10+ATL disable device to unlock it.  If the PCs fail 

the disable device check, the trap resets. 
 

 If the PCs cut down the wall with an 

adamantine weapon, GO TO Encounter 4 

(page 8) 

 If the PCs go through the door on the left, GO 

TO Encounter 5 (page 9). 

 

 

ENCOUNTER 4 – AND THE 

WORLD COMES CRASHING 

DOWN 

As you start to cut down the wall, the entire 

mountain begins to shake.  Perhaps this wasn’t 

the best idea after all.  Rocks and pebbles start to 

fall from the ceiling and you can tell that there 

isn’t much time to get the phylactery and leave. 
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The PCs have 20-ATL rounds to finish cutting 

through the wall, grab the phylactery and get out of 
the cave.  After that time, the PCs remaining in the 

cave take 5d6 bludgeoning damage per round. 

 

The wall is of a hard stone.  It has a hardness of 15 
and 40 hit points per 5 feet hole in the wall. 

 

ENCOUNTER 5 – A ROOM WITH A 

VIEW 

This room is more ornate than the others.  It is 60 

x 20 feet.  There is a tapestry bursting with 

motion shows the man with one he captured 

before kneeling in front of him taking a vow of 

allegiance to his new master and then standing 

behind his master in his new position as his 

lieutenant.  There are four pillars, 20 feet apart 

along the walls, each adorned with carvings of 

different creatures.  One has carvings of various 

dragons in different stages of development from 

all over Raia.  Some look like the dragons of 

myths and legends and some look exotic, almost 

worm-like in nature.  Another pillar has demons 

and devils of all shapes and sizes.   One pillar is 

dedicated to undead creatures that seem to be 

falling into formation behind a single figure.  The 

last pillar is covered with insects, arachnids and 

all sorts of creepy-crawlies that go bump in the 

night.  In the center of the room is a pedestal 

glowing with a bright light illuminated by a gold 

necklace adorned with sapphires.   

 
Once the PCs grab the necklace, read or paraphrase 

the following text:   

You hear the doors behind you unlock.  Suddenly, 

the room begins to rumble and shake.  It doesn’t 

take you long to realize that it’s the whole 

mountain that is shaking as pebbles and rocks 

start to fall from the ceiling.  You can tell that 

there isn’t much time to escape. 

 
The PCs have 20-ATL rounds to leave through one 

of the paths or to cut through the wall and get out 

of the cave.  After that time, the PCs remaining in 
the cave take 5d6 bludgeoning damage per 

round. 

 

The walls are made of a hard stone.  They have a 
hardness of 15 and 40 hit points per 5 feet hole in 

the wall if the PCs try to cut their way out.  There 

is only one wall from the final room to the original 

room. 
 

ENCOUNTER 6 – BACK INTO THE 

DARKNESS 

You run out of the cave and look back and realize 

that just a few more seconds and that might have 

been your tomb.  Vic asks, “What happened?  Did 

you get the phylactery?” 

 

After the PCs tell Vic what happened continue on 

with the following: 

“I’m glad that you were able to get out!” Vic 

exclaims.  We must go back to Ramallas and wait 

for Veit to take us onto the next leg of our 

journey.  We can either rest here for the night or 

head back to Ramallas and rest there.   

 

If the PCs continue through the night, they will be 

fatigued. 
 

If the PCs teleport or otherwise go to Ramallas 

without travelling through the woods, skip to 

Encounter 7. 

You follow along your dark and dreary path, but 

it seems to be a bit darker than before.  There is 

an ominous air about you.  As the hairs stand up 

on the back of your neck and your skin becomes 

covered in goose bumps, you feel that something 

is watching you and waiting for its time to strike. 

Suddenly, you hear a loud, familiar pop as 
[Number of creatures] [Name of creatures] appear 

all around you. 

 

The path is about 20 feet wide.  There is heavy 
foliage between the trees to the left and right.  

These creatures are all good and are attacking 

because they sense the evil dwoemer of the 

phylactery on the PCs.  They will not attack 
immediately. They will demand the PCs submit so 

their evil can be eradicated.  To convince them not 
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to fight is Diplomacy DC 25+ATL.  Apply the 

following modifiers to the DCs: 
-5 Visibly displaying a holy symbol of a 

good deity 

-2 Good Aura by the person talking 

-5 Summoning an Azata, Angel or Archon 
-2 Describing the nature of the mission 

+5 Visibly displaying a holy symbol of an 

evil deity 
+2 Evil Aura by the person talking 

+5 Summoning an evil creature 

 
 

 

 

 
 

 

 
 

 

 
 

 

 

 
 

 

 
 

 

 

 
 

 

 
 

 

 
 

 

 

 
 

 

 
 

 

 

 

 
 

 

 

 
 

ATL 7 

Bralani (6) 
CG Medium outsider (azata, chaotic, extraplanar, 

good, shapechanger) 

Init +8; Senses darkvision 60 ft., low-light vi-

sion; Perception +15 

AC 20, touch 14, flat-footed 16 (+4 Dex, +6 natural) 
hp 66 (7d10+28) 

Fort +9, Ref +9, Will +6 

DR 10/cold iron or evil; Immune electricity, petrifica-

tion; Resist cold 10, fire 10; SR 17 

Speed 40 ft., fly 100 ft. (perfect) 

Melee +1 scimitar +13/+8 (1d6+8/18–20) or slam +12 

(1d6+7) 

Ranged +1 composite longbow +12/+7 (1d8+6/×3) 

Special Attacks whirlwind blast 

Spell-Like Abilities (CL 6th) 

At Will—blur, charm person (DC 13), gust of 

wind (DC 14), mirror image, wind wall 
2/day—lightning bolt (DC 15), cure serious wounds 

Str 20, Dex 18, Con 19, Int 13, Wis 14, Cha 15 

Base Atk +7; CMB +12; CMD 26 

Feats Blind-Fight, Improved Initiative, Iron 

Will, Skill Focus (Perception) 

Skills Bluff +12, Fly +22, Handle Ani-

mal +12, Perception +15, Ride +14, Sense Mo-

tive +12, Stealth +14 

Languages Celestial, Draconic, Infernal; truespeech 

SQ wind form 

Special abilities: 
Whirlwind Blast (Su) When in wind form, a bralani 

can attack with a scouring blast of wind, dealing 3d6 

points of damage in a 20-foot line (Reflex DC 17 

half). The save DC is Constitution-based. 

Wind Form (Su) A bralani can shift between its hu-

manoid body and a body made of wind and mist as a 

standard action. In humanoid form, it cannot fly or use 

its whirlwind blast. In wind form, it functions as if un-

der the effects of a wind walk spell. It can make slam 

attacks and use spell-like abilities in either form. A 

bralani remains in one form until it chooses to assume 

its other form. A change in form cannot be dispelled, 
nor does the bralani revert to any particular form when 

killed (both shapes are its true form). A true see-

ing spell reveals both forms simultaneously. 
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ATL 9 

Lillend (8):  
CG Large outsider (azata, chaotic, extraplanar, good) 

Init +3; Senses low-light vision, darkvision 60 

ft.; Perception +13 

AC 20, touch 12, flat-footed 17 (+3 Dex, +8 natural, –1 

size) 

hp 73 (7d10+35) 

Fort +7, Ref +10, Will +10 

Immune electricity, petrification, poison; Resist cold 

10, fire 10 

Speed 30 ft., fly 70 ft. (average) 

Melee +1 longsword +12/+7 (2d6+8/19–20), tail slap 

+6 (2d6+2 plus grab) 

Space 10 ft.; Reach 10 ft. 

Special Attacks bardic performance (20 
rounds/day), constrict (2d6+5) 

Spell-Like Abilities (CL 7th) 

3/day—darkness, hallucinatory terrain (DC 

18), knock, light 

1/day—charm person (DC 15), speak with ani-

mals, speak with plants 

Spells Known (CL 7th) 

3rd (2/day)—charm monster (DC 17), cure serious 

wounds 

2nd (4/day)—hold person (DC 16), invisibility, sound 

burst (DC 16), suggestion (DC 16) 

1st (5/day)—charm person (DC 15), cure light 
wounds, identify, sleep (DC 15) 

0 (at will)—dancing lights, daze (DC 14), detect mag-

ic, lullaby (DC 14), mage hand, read magic 

Str 20, Dex 17, Con 21, Int 14, Wis 16, Cha 19 

Base Atk +7; CMB +13; CMD 26 (can't be tripped) 

Feats Combat Casting, Hover, Iron Will, Lightning 

Reflexes 

Skills Bluff +14, Diplomacy +14, Fly +11, Knowledge (

nature) +9, Perception +13, Perform (stringed instru-

ments) +16, Sense Motive +13, Survival +14 

Languages Celestial, Draconic, Infernal; truespeech 

Special Abilities: 

Bardic Performance A lillend has the bardic perfor-

mance ability of a 7th-level bard, granting her access to 

that ability's countersong, fascinate, inspire courage, 

inspire competence, and suggestion aspects. 

Spells A lillend casts spells as a 7th-level bard. They 

favor enchantment and healing spells. 
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ATL 11 

Ghaele (1): 

CG Medium outsider (azata, chaotic, extraplanar, 

good, shapechanger) 

Init +5; Senses darkvision 60 ft., detect evil, low-
light vision, see invisibility; Perception +20 

Aura holy aura 

AC 28, touch 16, flat-footed 26 (+4 deflection, +1 
Dex, +1 dodge, +12 natural) 

hp 136 (13d10+65) 

Fort +17, Ref +11, Will +16 

DR 10/cold iron and evil; Immune electricity, pet-
rification; Resist cold 10, fire 10; SR 25 

Speed 50 ft., fly 150 ft. (perfect) 

Melee +2 holy greatsword +22/+17/+12 (2d6+12) 
Ranged 2 light rays +14 ranged touch (2d12) 

Special Attacks gaze 

Spell-Like Abilities (CL 13th) 

Constant—detect evil, holy aura (DC 21),  
see invisibility 

At will—aid, charm monster (DC 17), continual 

flame, cure light wounds, dancing lights, detect 
thoughts (DC 15), disguise self, dispel magic, hold 

monster (DC 18), greater invisibility (self on-

ly), major image (DC 16), greater teleport (self 
plus 50 lbs. of objects only) 

3/day—globe of invulnerability 

1/day—chain lightning (DC 19), prismatic 

spray (DC 20), wall of force 
Spells Prepared (CL 13th) 

7th—holy word (DC 21), 6th—banishment (DC 

20), heal (DC 20), 5th—flame strike (DC 19), raise 
dead, true seeing, 4th—death ward, dismissal (2) 

(DC 18), divine power, restoration, 3rd—cure seri-

ous wounds (3), searing light (2), 2nd—aid, align 
weapon, bear's endurance, lesser restoration (2), 

1st—bless, command (DC 15), divine fa-

vor, obscuring mist, shield of faith, 0 (at will)—

detect magic, purify food and 
drink, stabilize, virtue 

Str 25, Dex 12, Con 20, Int 16, Wis 19, Cha 17 

Base Atk +13; CMB +20; CMD 31 

Feats Combat Casting, Combat Exper-
tise, Dodge, Improved Disarm, Improved Initia-

tive, Improved Trip, Lightning Reflexes 

Skills Diplomacy +19, Escape Artist +17,  

Fly +25, Handle Animal +19, Knowledge (nature) 
+16, Knowledge (planes) 

+19, Perception +20, Sense Mo-

tive +20, Stealth +17 
Languages Celestial, Draconic, Infernal; 

truespeech 

SQ light form 

Special Abilities: 

Gaze (Su) In humanoid form, a ghaele's gaze at-

tack slays evil creatures of 5 HD or less (range 60 

feet, Will DC 18 negates, shaken for 2d10 rounds 
on a successful save). Nonevil creatures, and evil 

creatures with more than 5 HD, must succeed on a 

DC 18 Will save or be shaken for 2d10 rounds. A 
creature that saves against a ghaele's gaze is im-

mune to that particular ghaele's gaze for 24 hours. 

This is a mind-affecting fear effect. The save DCs 
are Charisma-based. 

Light Form (Su) A ghaele can shift between its 

solid body and one made of light as a standard ac-

tion. In solid form, it cannot fly or use light rays. In 
light form, it can fly and gains the incorporeal 

quality—it can make light ray attacks or use spell-

like abilities in this form, but can't make physical 
attacks or cast spells. This ability otherwise func-

tions similarly to a bralani's wind form ability. 

Light Ray (Ex) A ghaele's light rays have a range 

of 300 feet. This attack bypasses all damage reduc-
tion. 

Spells Ghaeles cast divine spells as 13th-level cler-

ics. They do not gain access to domains or other 
cleric abilities. 
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ATL 13 

Astral Deva (6): 

NG Medium outsider (angel, extraplanar, good) 

Init +8; Senses darkvision 60 ft., low-light vi-

sion; Perception +26 

Aura protective aura 

AC 29, touch 14, flat-footed 25 (+4 Dex, +15 natu-
ral; +4 deflection vs. evil) 

hp 172 (15d10+90) 

Fort +16, Ref +13, Will +11; +4 vs. poison, +4 
resistance vs. evil 

Defensive Abilities uncanny dodge;  

DR 10/evil; Immune acid, cold, petrifica-
tion; Resist electricity 10, fire 10; SR 25 

Speed 50 ft., fly 100 ft. (good) 

Melee +2 disrupting warhammer +26/+21/+16 

(1d8+14/×3 plus stun) or slam +23 (1d8+12) 

Spell-Like Abilities (CL 13th) 

At Will—aid, continual flame, detect evil, discern 

lies (DC 20), dispel evil (DC 21), dispel mag-
ic, holy aura (DC 24), holy smite (DC 20), holy 

word (DC 23), invisibility (self only), plane 

shift (DC 23), remove curse, remove dis-

ease, remove fear 

7/day—cure light wounds, see invisibility 

1/day—blade barrier (DC 22), heal 

Str 26, Dex 19, Con 21, Int 18, Wis 18, Cha 23 

Base Atk +15; CMB +23; CMD 37 

Feats Alertness, Cleave, Great Fortitude, Improved 

Initiative, Iron Will, Power Attack, Toughness, 

Weapon Focus (warhammer) 

Skills Acrobatics +22, Craft (weapons) +22,  

Diplomacy +24, Fly +26, Intimidate +24, 

Knowledge (planes) +22, Knowledge (religion) 
+19, Perception +26, Sense Motive +26, 

Stealth +22 

Languages Celestial, Draconic, Infernal; 
truespeech 

SQ change shape (alter self) 

Special Abilities: 

Stun (Su) If an astral deva strikes an opponent twice in 

one round with its warhammer, that creature must suc-

ceed on a DC 25 Fortitude save or be stunned for 1d6 

rounds. The save DC is Strength-based. 

Uncanny Dodge (Ex) This ability functions identical-

ly to the rogue ability.  
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ATL 15 

Trumpet Archon (6): 

LG Medium outsider (archon, extraplanar, good, 
lawful) 

 Init +7; Senses darkvision 60 ft., low-light vi-

sion; Perception +22 

Aura aura of menace (DC 22), magic circle 
against evil 

AC 27, touch 13, flat-footed 24 (+3 Dex, +14 natu-

ral; +2 deflection vs. evil) 

hp 175 (14d10+98) 

Fort +16, Ref +9, Will +14; +4 vs. poison, +2 re-

sistance vs. evil 

DR 10/evil; Immune electricity, petrification;  

SR 25 

Speed 40 ft., fly 90 ft. (good) 

Melee +4 greatsword +23/+18/+13 (2d6+11/19–
20) 

Special Attacks trumpet 

Spell-Like Abilities (CL 14th) 

Constant—magic circle against evil 

At will—aid, continual flame, detect evil, greater 

teleport (self plus 50 lbs. of objects only), message 

Spells Prepared (CL 14th) 

7th—mass cure serious wounds (2) 

6th—banishment (DC 21), heal (2) 

5th—dispel evil (DC 20), mass cure light 
wounds, plane shift (DC 20), raise dead 

4th—dismissal (DC 19), divine power, neutralize 

poison (DC 19), spell immunity 

3rd—cure serious wounds, daylight, invisibility 

purge, magic vestment, protection from energy 

2nd—bull's strength, consecrate, cure moderate 

wounds (2), lesser restoration (2), owl's wisdom 

1st—bless, cure light wounds (3), divine fa-

vor, sanctuary (DC 16), shield of faith 

0 (at will)—detect magic, purify food and 
drink, stabilize, virtue 

Str 20, Dex 17, Con 25, Int 16, Wis 20, Cha 17 

Base Atk +14; CMB +19; CMD 32 

Feats Blind-Fight, Cleave, Combat Reflex-

es, Improved Initiative, Lightning Reflex-
es, Persuasive, Power Attack 

Skills Diplomacy +24, Escape Art-

ist +17, Fly +24, Handle Ani-

mal +20, Knowledge (religion) 
+20, Perception +22, Perform (wind instruments) 

+20, Sense Motive +24, Stealth +20  

Languages Celestial, Draconic, Infernal; 
truespeech 

Special Abilities: 

Spells Trumpet archons can cast divine spells as 
14th-level clerics. They do not gain access to do-

mains or other cleric abilities. 

Trumpet (Su) All creatures except archons within 

100 feet of the trumpet's blast must succeed on a 
DC 19 Fortitude save or be paralyzed for 1d4 

rounds. The save DC is Charisma-based. The ar-

chon can also command its trumpet to become a +4 
greatsword as a free action. Out of the archon's 

hands, it is a chunk of useless metal. 
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ATL 17 

Planetar Angel (6): 

NG Large outsider (angel, extraplanar, good) 

Init +8; Senses darkvision 60 ft., detect evil, detect 
snares and pits, low-light vision, true see-

ing; Perception +27 

Aura protective aura 

AC 32, touch 13, flat-footed 28 (+4 Dex, +19 natu-
ral, –1 size; +4 deflection vs. evil) 

hp 229 (17d10+136); regeneration 10 (evil weap-

ons and effects) 

Fort +19, Ref +11, Will +19; +4 vs. poison, +4 

resistance vs. evil 

DR 10/evil; Immune acid, cold, petrifica-
tion; Resist electricity 10, fire 10; SR 27 

Speed 30 ft., fly 90 ft. (good) 

Melee +3 holy greatsword +27/+22/+17 

(3d6+15/19–20) or slam +24 (2d8+12) 

Space 10 ft.; Reach 10 ft. 

Spell-Like Abilities (CL 16th) 

Constant—detect evil, detect snares and 
pits, discern lies (DC 20), true seeing 

At will—continual flame, dispel magic, holy 

smite (DC 21), invisibility (self only), lesser resto-

ration, remove curse, remove disease, remove 
fear (DC 18), speak with dead (DC 20) 

3/day—blade barrier (DC 21), flame strike (DC 

22), power word stun, raise dead, waves of fatigue 

1/day—earthquake (DC 25), greater restora-

tion, mass charm monster (DC 25), waves of ex-

haustion 

Spells Prepared (CL 16th) 

8th—earthquake (DC 25), fire storm (DC 25) 

7th—holy word (DC 24), regenerate (2) 

6th—banishment (DC 23), greater dispel mag-
ic, heal, mass cure moderate wounds (DC 23) 

5th—break enchantment, dispel evil (2, DC 

22), plane shift (DC 22), righteous might 

4th—death ward, dismissal (DC 21), neutralize 

poison (DC 21), summon monster IV 

3rd—cure serious wounds (2), daylight, invisibility 

purge, summon monster III, wind wall 

2nd—align weapon (2), bear's endurance (2), cure 

moderate wounds (2), eagle's splendor 

1st—bless (2), cure light wounds (4), shield of 

faith 

0 (at will)—detect magic, purify food and 

drink, stabilize, virtue 

Str 27, Dex 19, Con 24, Int 22, Wis 25, Cha 24 

Base Atk +17; CMB +26; CMD 40 

Feats Blind-Fight, Cleave, Great Forti-

tude, Improved Initiative, Improved Sunder, Iron 
Will, Lightning Reflexes, Power At-

tack, Toughness 

Skills Acrobatics +24, Craft (weapons) +26, Di-

plomacy +27, Fly +26, Heal +24, Intimidate +27, 
Knowledge (history) +23, Knowledge (planes) 

+26, Knowledge (religion) +26, Perception +27, 

Sense Motive +27, Stealth +20 

Languages Celestial, Draconic, Infernal; 

truespeech 

SQ change shape (alter self) 

Special Abilities: 

Spells Planetars cast divine spells as 16th-level 

clerics. They do not gain access to domains or oth-

er cleric abilities. 
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ATL 19 

Solar Angel (1): 

NG Large outsider (angel, extraplanar, good) 

Init +9; Senses darkvision 60 ft., low-light vi-

sion, detect evil, detect snares and pits, true see-

ing; Perception +33 

Aura protective aura 

AC 44, touch 11, flat-footed 42 (+14 armor, +1 

Dex, +1 dodge, +19 natural, –1 size; +4 deflection 

vs. evil) 

hp 363 (22d10+242); regeneration 15 (evil arti-

facts, effects, and spells) 

Fort +25, Ref +14, Will +23; +4 vs. poison, +4 
resistance vs. evil 

DR 15/epic and evil; Immune acid, cold, petrifica-

tion; Resist electricity 10, fire 10; SR 34 

Speed 50 ft., fly 150 ft. (good); 35 ft., fly 100 ft. 
(good) in armor 

Melee +5 dancing greatsword +35/+30/+25/+20 

(3d6+18) or slam +30 (2d8+13) 

Ranged +5 composite longbow (+9 Str bonus) 

+31/+26/+21/+16 (2d6+14 plus slaying arrow) 

Space 10 ft.; Reach 10 ft. 

Spell-Like Abilities (CL 20th) 

Constant—detect evil, detect snares and 

pits, discern lies (DC 21), true seeing 

At Will—aid, animate ob-
jects, commune, continual flame, dimensional an-

chor, greater dispel magic, holy smite (DC 

21), imprisonment (DC 26), invisibility (self on-
ly), lesser restoration, remove curse, remove dis-

ease, remove fear, resist energy, summon monster 

VII, speak with dead (DC 20), waves of fatigue 

3/day—blade barrier (DC 23), earthquake (DC 
25), heal, mass charm monster (DC 

25), permanency, resurrection, waves of exhaus-

tion 

1/day—greater restoration, power word 

blind, power word kill, power word stun, prismatic 

spray (DC 24), wish 

Spells Prepared (CL 20th) 

9th—etherealness, mass heal, miracle, storm of 

vengeance (DC 27) 

8th—fire storm (DC 26), holy aura (2) (DC 

26), mass cure critical wounds (2) 

7th—destruction (DC 25), dictum (DC 

25), ethereal jaunt, holy word (DC 25), regenerate 

6th—banishment (DC 24), heroes' feast, mass cure 

moderate wounds, undeath to death (DC 24), word 

of recall 

5th—break enchantment, breath of life, dispel 

evil (DC 23), plane shift (DC 23), righteous 

might, symbol of sleep (DC 23) 

4th—cure critical wounds (3), death 

ward, dismissal (DC 22), neutralize poison (2) (DC 

22)  

3rd—cure serious wounds, daylight, invisibility 
purge, magic circle against evil, prayer, protection 

from energy, wind wall 

2nd—align weapon, bear's endurance, bull's 
strength, consecrate, cure moderate 

wounds (2), eagle's splendor 

1st—bless, cure light wounds (3), divine fa-
vor, entropic shield, shield of faith 

0 (at will)—detect magic, purify food and 

drink, stabilize, virtue 

Str 28, Dex 20, Con 30, Int 23, Wis 27, Cha 25 

Base Atk +22; CMB +32; CMD 47 

Feats Cleave, Deadly Aim, Dodge, Great Forti-

tude, Improved Initiative, Improved Sunder, Iron 
Will, Lightning Reflexes, Mobility, Power At-

tack, Toughness 

Skills Craft (weapons) +31, Diplomacy +32, Fly 

+32, Knowledge (history) +31, Knowledge (na-
ture) +31, Knowledge (planes) +31, Knowledge 

(religion) +31, Perception +33, Sense Motive +33, 

Spellcraft +31, Stealth +21, Survival +31 

Languages Celestial, Draconic, Infernal; 

truespeech 

SQ change shape (alter self) 

Special abilities: 

Spells Solars can cast divine spells as 20th-level 

clerics. They do not gain access to domains or oth-

er cleric abilities. 

Slaying Arrow (Su) A solar's bow needs no am-

munition, and automatically creates 

a slaying arrow of the solar's choice when drawn. 
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ENCOUNTER 7 – INTO THE BREACH 

After your encounter with the [Insert creature type 

from previous combat], you are glad to return to 

town for a get a good night’s sleep.  The inn is 

serving lamb stew, a warm loaf of bread and a 

slice of fresh apple pie.  In the corner are a group 

of rowdy dwarves playing a dice game and talking 

about their hard work in the mines.  A sky elf is 

talking to a desert elf about a recent series of 

attacks against sky elf villages and mutilations of 

winged creatures.  After dinner, you sleep a 

restless night impatiently waiting for the morning 

when Veit will return to take you to your next 

destination, Rimmersdell in Ancaras.  After 

preparing for the day, almost on cue, Veit comes 

in and says, “Hail adventurers!  I’m here to take 

you to Rimmersdell.  Are you ready?” 

 

After the PCs agree to leave, read the following: 
 

Veit continues, “Good.  Let’s go outside and get 

ready to go.”  You go outside to the courtyard.  

There are children playing around a small 

fountain with a statue of an angel in the middle 

dancing in the shower.  You see the dwarves from 

last night heading out of town towards the 

mountains to the east.  You gather hands and 

with that familiar pop, the world around you 

swirls and as quickly as it begins it ends.  You 

look around and see a small grove in the middle 

of town where a gnomish woman with bright red 

hair and emerald green eyes sings as small 

woodland creatures sitting at her feet reveling in 

the song.  Veit bids you a farewell and agrees to 

return in 3 days.   

 

You start your journey along the northern path 

towards David’s abode.  The terrain is hilly and 

green.  There are wild flowers growing 

throughout the grass and become more sparse the 

farther from Rimmersdell you get.  The land 

levels out after a few hours of travel.  After a few 

more hours of travel, greeting a few caravans 

along the way, you near where Vic says David 

lives.  You can see the ground getting darker and 

more twisted.  On the horizon, you can see the 

ocean and smell the salty sea air.  As you 

approach the beach, you can see a lone house 

sitting in dark black sand.  The house is a large, 

ranch-style home.  It’s painted blood red with a 

black tiled roof.  The door is crafted out of 

obsidian with the inscription in gold letters, 

“Those who dare disturb me shall become my 

servant for eternity.”   

 

The door is unlocked and there are no traps.  There 

are no windows and the roof is tight with no leaks. 

Once the PCs reserve themselves that the best 
course of action is to open the door or if they risk 

using a dimensional door or chop down the 

wooden walls, continue with the following: 
 

The door swings open with an eerie creek.  Inside 

is a large, 40 by 40 feet room with 20 feet high 

ceilings and candelabras aflame with glowing 

black flames. In the center of the room stands a 

small radiant hemisphere glistening with all of 

the colors of the rainbow.   In the hemisphere, 

there is a sarcophagus with runes and symbols in 

black, blood red, and deep purple praising 

Krayve.  From the sarcophagus a vapor slowly 

emanates and coalesces into a humanoid form.  

He is a tall, human-looking male with long black 

hair and black eyes and decaying, pale, white 

skin.  He is dressed in a long, flowing, black robe 

with a platinum symbol of Krayve, with deep 

violet accents visible underneath.  With a wave of 

his hand, he is wearing a shiny, obsidian set of 

plate armor accented with blood-red highlights.  

He shrugs off his robes and with another wave of 

his hand, a matching shield with a symbol to 

Krayve appears on his right arm.  He looks you 

over and stares intently at Vic.  He speaks in a 

smooth tenor voice, “Ah Vic, my old friend.  Good 

to see you again.  More lambs to the slaughter, I 

see.  If you think you can reach me, you are 

welcome to try.”   

 

Vic responds, “This is where it ends David.  For 

Anthony and for Alanna and for Peliron, you 
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must be eradicated from Raia.  By the power of 

Peliron!” With that, a divine light washes over 

Vic and he directs it toward David.  The barrier 

comes down and starts to surround David.   

 

David replies in a bemused tone, “Impressive, Vic 

but it’s not enough.  Once I’m done killing the 

sheep, I’ll slaughter the shepherd.”  With that, he 

readies his attack. 

 
At ATL 13 and up, Unhallow has been cast. 

 

Vic-Untiered 
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ATL 7 

David (1):    
Vampire, Lich Cleric (8) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 24, touch 13, flat-footed 21; (+2 Dex, +11 

natural, +1 dodge) 

hp 106 (8d8 +5, fast healing 5) 
Fort +11, Ref +6, Will +12 

Defense Abilities undead traits, channel resistance 

+4; DR 10/silver and magic; Immune cold, 

electricity; SR nil 
Spd 30 ft. 

Melee slam +9 (1d4+4, drain 2 levels DC 15) 

Full Atk slam +9 (1d4+4, drain 2 levels DC 15) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 20), energy drain (2 

levels, DC 20) 

Spell-Like Abilities Touch of evil (4 rnds, 9/day) 

Spells Known 0: Bleed (DC 16), Read Magic (DC 
16), Detect Magic, Guidance; 1: Bane (DC 17), 

Magic Weapon (DC 17), Cause Fear (DC 17), Pro-

tection from Good (DC 17), Detect Good, 
Command (DC 17), Doom (DC 17); 2: Hold Per-

son (DC 18), Desecrate, Align Weapon 

(DC 18), Darkness, Shatter (DC 18), Make Whole; 
3: Protection from Energy (DC 19), Magic Circle 

against Good (DC 19), Invisibility Purge (DC 19), 

Dispel Magic, Animate Dead; 4: Dismissal (DC 

20), Divination (DC 20), Inflict Critical Wounds 
(DC 20), Freedom of Movement (DC 20) 

Str 17, Dex 14, Con --, Int 20, Wis 22, Cha 20 

Base Atk +6; CMB +10; CMD 23 
Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), 

Blind-Fight, Combat Casting, Combat Reflexes (3 

AoO/round), Craft Wondrous Item, Dodge, Light-
ning Reflexes, Magical Aptitude, Shield Proficien-

cy, Simple Weapon Proficiency – All, Skill Focus: 

Spellcraft, Toughness +8 
Skills Acrobatics +10, Appraise +5, Bluff +21, 

Climb +3, Diplomacy +16, Disguise +5, Escape 

Artist +10, Fly +13, Heal +6, Intimidate +5, Per-
ception +35, Ride +2, Sense Motive +24, Spell-

craft +26, Stealth +18, Survival +6, Swim +3, Use 

Magic Device +15 

Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 
SQ undead traits, darkvision 60', change shape, 

gaseous form, shadowless, spider climb, Aura 

(Ex), Aura of Destruction +4 (8 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 
beast shape II) (Su), Channel Resistance +4, Chil-

dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 4d6 (8/day) (DC 19), Cleric Do-
main: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +4 (9/day) (Su), 

Dominate (DC 20) (Ex), Energy Drain (2 levels) 
(DC 20) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 

20) 

Gear Ring of Spellcraft +5 

Special Abilities  
Blood Drain (Su): A vampire can suck blood from 

a grappled opponent; if the vampire establishes or 

maintains a pin, it drains blood, dealing 1d4 points 
of Constitution damage. The vampire heals 5 hit 

points or gains 5 temporary hit points for 1 hour 

(up to a maximum number of temporary hit points 
equal to its full normal hit points) each round it 

drains blood. 

Children of the Night (Su): Once per day, a vam-

pire can call forth 1d6+1 rat swarms, 1d4+1 bat 
swarms, or 2d6 wolves as a standard action. (If the 

base creature is not terrestrial, this power might 

summon other creatures of similar power.) These 
creatures arrive in 2d6 rounds and serve the vam-

pire for up to 1 hour. 

Create Spawn (Su): A vampire can create spawn 

out of those it slays with blood drain or energy 
drain, provided that the slain creature is of the 

same creature type as the vampire's base creature 

type. The victim rises from death as a vampire in 
1d4 days. This vampire is under the command of 

the vampire that created it, and remains enslaved 

until its master's destruction. A vampire may have 
enslaved spawn totaling no more than twice its 

own Hit Dice; any spawn it creates that would ex-

ceed this limit become free-willed undead. A vam-

pire may free an enslaved spawn in order to en-
slave a new spawn, but once freed, a vampire or 

vampire spawn cannot be enslaved again. 

Dominate (Su): A vampire can crush a humanoid 
opponent's will as a standard action. Anyone the 

vampire targets must succeed on a Will save or fall 

instantly under the vampire's influence, as though 
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by a dominate person spell (caster level 12th). The 

ability has a range of 30 feet. At the GM's discre-
tion, some vampires might be able to affect differ-

ent creature types with this power. 

Energy Drain (Su): A creature hit by a vampire's 

slam (or other natural weapon) gains two negative 
levels. This ability only triggers once per round, 

regardless of the number of attacks a vampire 

makes. 

Change Shape (Su): A vampire can use change 

shape to assume the form of a dire bat or wolf, 

as beast shape II. 

Gaseous Form (Su): As a standard action, a vam-

pire can assume gaseous form at will (caster level 

5th), but it can remain gaseous indefinitely and has 

a fly speed of 20 feet with perfect maneuverability. 

Shadowless (Ex): A vampire casts no shadows 

and shows no reflection in a mirror. 

Spider Climb (Ex): A vampire can climb sheer 
surfaces as though under the effects of a spider 

climb spell. 

Undead traits (Ex): Immune to mind-influencing 
effects, poison, sleep, paralyzation, stunning, 

disease, and death effects. Not subject to critical 

hits, nonlethal damage, sneak attacks, ability 

damage to physical ability scores (Strength, 
Dexterity, and Constitution), ability drain, or 

energy drain.  Immune to fatigue, exhaustion, and 

any effect requiring a Fortitude save (unless the 
effect also works on objects or is harmless). 

Rejuvenation (Su): When a lich is destroyed, its 

phylactery (which is generally hidden by the lich in 

a safe place far from where it chooses to dwell) 
immediately begins to rebuild the undead 

spellcaster's body nearby. This process takes 1d10 

days—if the body is destroyed before that time 
passes, the phylactery merely starts the process 

anew. After this time passes, the lich wakens fully 

healed (albeit without any gear it left behind on its 
old body), usually with a burning need for revenge 

against those who previously destroyed it. 

Fear Aura (Su): Creatures of less than 5 HD in a 

60-foot radius that look at the lich must succeed on 
a Will save or become frightened. Creatures with 5 

HD or more must succeed at a Will save or be 

shaken for a number of rounds equal to the lich's 
Hit Dice. A creature that successfully saves cannot 

be affected again by the same lich's aura for 24 

hours. This is a mind-affecting fear effect. 

Paralyzing Touch (Su): Any living creature a lich 

hits with its touch attack must succeed on a 

Fortitude save or be permanently 

paralyzed. Remove paralysis or any spell that can 
remove a curse can free the victim (see the bestow 

curse spell description, with a DC equal to the 

lich's save DC). The effect cannot be dispelled. 
Anyone paralyzed by a lich seems dead, though a 

DC 20Perception check or a DC 15 Heal check 

reveals that the victim is still alive. 
 

 

http://paizo.com/pathfinderRPG/prd/spells/bestowCurse.html#_bestow-curse
http://paizo.com/pathfinderRPG/prd/spells/bestowCurse.html#_bestow-curse
http://paizo.com/pathfinderRPG/prd/skills/perception.html#_perception
http://paizo.com/pathfinderRPG/prd/skills/heal.html#_heal


 

LSJ148 - The Salvation of Man Page 21 

ATL 9 

David (1):    
Vampire, Lich Cleric (10) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 32, touch 13, flat-footed 21; (+8 (+2 

chainmail), +2 Dex, +11 natural, +1 dodge) 

hp 132 (10d8 +5, fast healing 5) 
Fort +12, Ref +7, Will +13 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic; Immune cold, 

electricity; SR nil 
Spd 30 ft. 

Melee slam +10 (1d4+4, drain 2 levels DC 20) 

Full Atk slam +10 (1d4+4, drain 2 levels DC 20) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 20), energy drain (2 

levels, DC 20) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 16), Read Magic (DC 
16), Detect Magic, Guidance; 1: Bane (DC 17), 

Magic Weapon (DC 17), Cause Fear (DC 17), Pro-

tection from Good (DC 17), Detect Good, 
Command (DC 17), Doom (DC 17); 2: Hold Per-

son (DC 18), Desecrate, Instant Armor, Align 

Weapon (DC 18), Darkness, Shatter (DC 18), 
Make Whole; 3: Protection from Energy (DC 19), 

Magic Circle against Good (DC 19), Invisibility 

Purge (DC 19), Dispel Magic, Deeper Darkness, 

Animate Dead; 4: Dismissal (DC 20), Divination 
(DC 20), Inflict Critical Wounds (DC 20), Free-

dom of Movement (DC 20); 5: Dispel Good (DC 

21), Flamestrike x 2 (DC 21), Shout (DC 21) 
Str 17, Dex 14, Con --, Int 20, Wis 22, Cha 20 

Base Atk +7; CMB +11; CMD 24 

Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium),  Ar-
mor Proficience (Heavy), Blind-Fight, Combat 

Casting, Combat Reflexes (3 AoO/round), Craft 

Wondrous Item, Dodge, Lightning Reflexes, Mag-
ical Aptitude, Shield Proficiency, Simple Weapon 

Proficiency – All, Skill Focus: Spellcraft, Tough-

ness +10 
Skills Acrobatics +12, Appraise +5, Bluff +23, 

Climb +3, Diplomacy +18, Disguise +5, Escape 

Artist +12, Fly +15, Heal +6, Intimidate +5, Per-

ception +39, Ride +2, Sense Motive +24, Spell-

craft +33, Stealth +18, Survival +6, Swim +3, Use 
Magic Device +19 

Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 

SQ undead traits, darkvision 60', change shape, 
gaseous form, shadowless, spider climb, Aura 

(Ex), Aura of Destruction +5 (10 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 
beast shape II) (Su), Channel Resistance +4, Chil-

dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 5d6 (8/day) (DC 20), Cleric Do-
main: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +5 (9/day) (Su), 

Dominate (DC 20) (Ex), Energy Drain (2 levels) 

(DC 20) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 
20) 

Gear Ring of Spellcraft +5 

Special Abilities  
See ATL 7 for details 
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ATL 11 

David (1):    
Vampire, Lich Cleric (12) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 33, touch 13, flat-footed 21; (+10 (full plate), 

+1 Dex, +11 natural, +1 dodge) 

hp 156 (12d8 +5, fast healing 5) 
Fort +12, Ref +7, Will +13 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic, 10/silver and 

magic; Immune cold, electricity; SR nil 
Spd 30 ft. 

Melee slam +12 (1d4+4, drain 2 levels DC 21) 

Full Atk slam +12 (1d4+4, drain 2 levels DC 21) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 21), energy drain (2 

levels, DC 21) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 16), Read Magic (DC 
16), Detect Magic, Guidance; 1: Bane (DC 17), 

Magic Weapon (DC 17), Cause Fear (DC 17), Pro-

tection from Good (DC 17), Detect Good, 
Command (DC 17), Doom (DC 17); 2: Hold Per-

son (DC 18), Desecrate, Instant Armor, Align 

Weapon (DC 18), Darkness, Shatter (DC 18), 
Make Whole; 3: Protection from Energy (DC 19), 

Magic Circle against Good (DC 19), Invisibility 

Purge (DC 19), Dispel Magic, Deeper Darkness, 

Summon Monster III, Animate Dead; 4: Dismissal 
(DC 20), Divination (DC 20), Inflict Critical 

Wounds (DC 20), Freedom of Movement (DC 20); 

5: Dispel Good (DC 21), Flamestrike x 2 (DC 21), 
Shout (DC 21), Summon Monster V; 6: Forbid-

dance, Harm x 3 (DC 22) 

Str 17, Dex 14, Con --, Int 20, Wis 23, Cha 20 

Base Atk +9; CMB +13; CMD 26 
Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), Ar-

mor Proficiency (Heavy), Blind-Fight, Combat 
Casting, Combat Reflexes (3 AoO/round), Craft 

Wondrous Item, Dodge, Lightning Reflexes, Im-

proved Channel, Magical Aptitude, Shield Profi-
ciency, Simple Weapon Proficiency – All, Skill 

Focus: Spellcraft, Toughness +12 

Skills Acrobatics +14, Appraise +5, Bluff +25, 

Climb +3, Diplomacy +20, Disguise +5, Escape 

Artist +14, Fly +17, Heal +6, Intimidate +10, Per-
ception +41, Ride +2, Sense Motive +26, Spell-

craft +40, Stealth +18, Survival +6, Swim +3, Use 

Magic Device +21 

Languages Abyssal, Draconic, Celestial, Dwa-
rven, Common, Infernal 

SQ undead traits, darkvision 60', change shape, 

gaseous form, shadowless, spider climb, Aura 
(Ex), Aura of Destruction +6 (12 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 

beast shape II) (Su), Channel Resistance +4, Chil-
dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 6d6 (8/day) (DC 24), Cleric Do-

main: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +5 (9/day) (Su), 
Dominate (DC 21) (Ex), Energy Drain (2 levels) 

(DC 21) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 

21) 
Gear Ring of Spellcraft +10 

Special Abilities  
See ATL 7 for details 
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ATL 13 

David (1):    
Vampire, Lich Cleric (14) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 33, touch 13, flat-footed 21; (+10 (full plate), 

+1 Dex, +11 natural, +1 dodge) 

hp 182 (14d8 +5, fast healing 5) 
Fort +14, Ref +8, Will +15 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic, 10/silver and 

magic; Immune cold, electricity; SR nil 
Spd 30 ft. 

Melee slam +13 (1d4+4, drain 2 levels DC 21) 

Full Atk slam +13 (1d4+4, drain 2 levels DC 21) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 21), energy drain (2 

levels, DC 21) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 16), Read Magic (DC 
16), Detect Magic, Guidance; 1: Bane (DC 17), 

Magic Weapon (DC 17), Cause Fear (DC 17), Pro-

tection from Good (DC 17), Detect Good, 
Command (DC 17), Doom (DC 17); 2: Hold Per-

son (DC 18), Desecrate, Instant Armor, Align 

Weapon (DC 18), Darkness, Shatter (DC 18), 
Make Whole; 3: Protection from Energy (DC 19), 

Magic Circle against Good (DC 19), Invisibility 

Purge (DC 19), Dispel Magic, Deeper Darkness, 

Summon Monster III, Animate Dead; 4: Dismissal 
(DC 20), Divination (DC 20), Inflict Critical 

Wounds (DC 20), Freedom of Movement (DC 20), 

Summon Monster IV; 5: Dispel Good (DC 21), 
Flamestrike x 2 (DC 21), Shout (DC 21), Summon 

Monster V; 6: Forbiddance, Harm x 4 (DC 22); 7: 

Disintegrate (DC 23), Destruction x 2 (DC 23) 

Str 17, Dex 14, Con --, Int 20, Wis 23, Cha 20 
Base Atk +10; CMB +14; CMD 27 

Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), Ar-
mor Proficiency (Heavy), Blind-Fight, Channel 

Smite, Combat Casting, Combat Reflexes (3 

AoO/round), Craft Wondrous Item, Dodge, Light-
ning Reflexes, Improved Channel, Magical Apti-

tude, Shield Proficiency, Simple Weapon Profi-

ciency – All, Skill Focus: Spellcraft, Toughness 

+14 

Skills Acrobatics +16, Appraise +5, Bluff +27, 
Climb +3, Diplomacy +22, Disguise +5, Escape 

Artist +16, Fly +19, Heal +6, Intimidate +10, Per-

ception +43, Ride +2, Sense Motive +26, Spell-

craft +42, Stealth +18, Survival +6, Swim +3, Use 
Magic Device +23 

Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 
SQ undead traits, darkvision 60', change shape, 

gaseous form, shadowless, spider climb, Aura 

(Ex), Aura of Destruction +7 (14 rounds/day) (Su), 
Blood Drain (Ex), Change Shape (dire bat or wolf, 

beast shape II) (Su), Channel Resistance +4, Chil-

dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 7d6 (8/day) (DC 25), Cleric Do-
main: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +5 (9/day) (Su), 

Dominate (DC 21) (Ex), Energy Drain (2 levels) 
(DC 21) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 

21) 

Gear Ring of Spellcraft +10 

Special Abilities  
See ATL 7 for details 
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ATL 15 

David (1):    
Vampire, Lich Cleric (16) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 36, touch 13, flat-footed 21; (+10 (full plate), 

+1 Dex, +11 natural, +1 dodge, +3 shield) 

hp 208 (16d8 +5, fast healing 5) 
Fort +15, Ref +9, Will +17 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic, 10/silver and 

magic; Immune cold, electricity; SR nil 
Spd 30 ft. 

Melee slam +15 (1d4+4, drain 2 levels DC 23) 

Full Atk slam +15 (1d4+4, drain 2 levels DC 23) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 23), energy drain (2 

levels, DC 23) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 17), Read Magic (DC 
17), Detect Magic, Guidance; 1: Bane (DC 18), 

Magic Weapon (DC 18), Cause Fear (DC 18), Pro-

tection from Good (DC 18), Detect Good, 
Command (DC 18), Doom (DC 18); 2: Hold Per-

son (DC 19), Desecrate, Instant Armor, Align 

Weapon (DC 19), Darkness, Shatter (DC 19), 
Make Whole; 3: Protection from Energy (DC 20), 

Magic Circle against Good (DC 20), Invisibility 

Purge (DC 20), Dispel Magic, Deeper Darkness, 

Summon Monster III x 2, Animate Dead; 4: Dis-
missal (DC 21), Divination (DC 21), Inflict Criti-

cal Wounds (DC 21), Freedom of Movement (DC 

21), Summon Monster IV; 5: Dispel Good (DC 
22), Flamestrike x 2 (DC 22), Shout (DC 22), Spell 

Resistance, Summon Monster V; 6: Forbiddance, 

Harm x 4 (DC 23); 7: Disintegrate (DC 24), De-

struction x 3 (DC 24), Word of Chaos (DC 24); 8: 
Cloak of Chaos (DC 25), Stormbolts (DC 25), Un-

holy Aura (DC 25) 

Str 17, Dex 14, Con --, Int 20, Wis 24, Cha 20 
Base Atk +12; CMB +16; CMD 29 

Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), Ar-
mor Proficiency (Heavy), Blind-Fight, Channel 

Smite, Combat Casting, Combat Reflexes (3 

AoO/round), Craft Wondrous Item, Dodge, Es-

chew Materials, Lightning Reflexes, Improved 

Channel, Magical Aptitude, Shield Proficiency, 
Simple Weapon Proficiency – All, Skill Focus: 

Spellcraft, Toughness +16 

Skills Acrobatics +18, Appraise +5, Bluff +29, 

Climb +3, Diplomacy +24, Disguise +5, Escape 
Artist +18, Fly +21, Heal +6, Intimidate +10, Per-

ception +45, Ride +2, Sense Motive +28, Spell-

craft +49, Stealth +18, Survival +6, Swim +3, Use 
Magic Device +25 

Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 
SQ undead traits, darkvision 60', change shape, 

gaseous form, shadowless, spider climb, Aura 

(Ex), Aura of Destruction +8 (16 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 
beast shape II) (Su), Channel Resistance +4, Chil-

dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 8d6 (9/day) (DC 26), Cleric Do-
main: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +5 (10/day) (Su), 

Dominate (DC 23) (Ex), Energy Drain (2 levels) 
(DC 23) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 

23) 

Gear Ring of Spellcraft +15, +1 heavy steel shield 

of calling 

Special Abilities  
See ATL 7 for details 
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ATL 17 

David (1):    
Vampire, Lich Cleric (18) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 36, touch 13, flat-footed 21; (+10 (full plate), 

+1 Dex, +11 natural, +1 dodge, +3 shield) 

hp 234 (18d8 +5, fast healing 5) 
Fort +18, Ref +10, Will +18 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic, 10/silver and 

magic; Immune cold, electricity; SR nil 
Spd 30 ft. 

Melee slam +16 (1d4+4, drain 2 levels DC 24) 

Full Atk slam +16 (1d4+4, drain 2 levels DC 24) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 24), energy drain (2 

levels, DC 24) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 17), Read Magic (DC 
17), Detect Magic, Guidance; 1: Bane (DC 18), 

Magic Weapon (DC 18), Cause Fear (DC 18), Pro-

tection from Good (DC 18), Detect Good, 
Command (DC 18), Doom (DC 18); 2: Hold Per-

son (DC 19), Desecrate, Instant Armor, Align 

Weapon (DC 19), Darkness, Shatter (DC 19), 
Make Whole; 3: Protection from Energy (DC 20), 

Magic Circle against Good (DC 20), Invisibility 

Purge (DC 20), Dispel Magic, Deeper Darkness, 

Summon Monster III x 2, Animate Dead; 4: Dis-
missal (DC 21), Divination (DC 21), Inflict Criti-

cal Wounds (DC 21), Freedom of Movement (DC 

21), Summon Monster IV; 5: Dispel Good (DC 
22), Flamestrike x 2 (DC 22), Shout (DC 22), Spell 

Resistance, Summon Monster V; 6: Forbiddance, 

Harm x 5 (DC 23); 7: Disintegrate (DC 24), De-

struction x 3 (DC 24), Word of Chaos (DC 24); 8: 
Cloak of Chaos (DC 25), Stormbolts (DC 25), Un-

holy Aura (DC 25), Firestorm (DC 25); 9: Storm 

of Vengeance (DC 26) Winds of Vengeance (DC 
26) 

Str 17, Dex 14, Con --, Int 20, Wis 24, Cha 20 

Base Atk +13; CMB +17; CMD 30 
Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), Ar-

mor Proficiency (Heavy), Blind-Fight, Channel 

Smite, Combat Casting, Combat Reflexes (3 

AoO/round), Craft Wondrous Item, Dodge, Es-
chew Materials, Greater Fortitude, Lightning Re-

flexes, Improved Channel, Magical Aptitude, 

Shield Proficiency, Simple Weapon Proficiency – 

All, Skill Focus: Spellcraft, Toughness +18 
Skills Acrobatics +20, Appraise +5, Bluff +31, 

Climb +3, Diplomacy +26, Disguise +5, Escape 

Artist +20, Fly +23, Heal +6, Intimidate +10, Per-
ception +47, Ride +2, Sense Motive +30, Spell-

craft +51, Stealth +18, Survival +6, Swim +3, Use 

Magic Device +27 
Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 

SQ undead traits, darkvision 60', change shape, 

gaseous form, shadowless, spider climb, Aura 
(Ex), Aura of Destruction +9 (18 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 

beast shape II) (Su), Channel Resistance +4, Chil-
dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 9d6 (9/day) (DC 27), Cleric Do-

main: Destruction, Cleric Domain: Evil, Create 
Spawn (Ex), Destructive Smite +5 (10/day) (Su), 

Dominate (DC 24) (Ex), Energy Drain (2 levels) 

(DC 24) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 

24) 
Gear Ring of Spellcraft +15, +1 heavy steel shield 

of calling 

Special Abilities  
See ATL 7 for details 
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ATL 19 

David (1):    
Vampire, Lich Cleric (20) 

CE Medium Undead (Augmented Humanoid) 

Init +6 (+2 Dex. +4 Imp. Init); Senses Darkvision 

60 ft. 
AC 37, touch 13, flat-footed 21; (+10 (full plate), 

+1 Dex, +11 natural, +1 dodge, +4 shield) 

hp 260 (20d8 +5, fast healing 5) 
Fort +18, Ref +10, Will +18 

Defense Abilities undead traits, channel resistance 

+4; DR 15/bludgeoning and magic, 10/silver and 

magic; Immune cold, electricity; SR nil 
Spd 30 ft. 

Melee slam +19 (1d4+6, drain 2 levels DC 25) 

Full Atk slam +19 (1d4+6, drain 2 levels DC 25) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 

Special Attacks blood drain, children of the night, 
create spawn, dominate (DC 25), energy drain (2 

levels, DC 25) 

Spell-Like Abilities Touch of evil (5 rnds, 9/day) 

Spells Known 0: Bleed (DC 17), Read Magic (DC 
17), Detect Magic, Guidance; 1: Bane (DC 18), 

Magic Weapon (DC 18), Cause Fear (DC 18), Pro-

tection from Good (DC 18), Detect Good, 
Command (DC 18), Doom (DC 18); 2: Hold Per-

son (DC 19), Desecrate, Instant Armor, Align 

Weapon (DC 19), Darkness, Shatter (DC 19), 
Make Whole; 3: Protection from Energy (DC 20), 

Magic Circle against Good (DC 20), Invisibility 

Purge (DC 20), Dispel Magic, Deeper Darkness, 

Summon Monster III x 2, Animate Dead; 4: Dis-
missal (DC 21), Divination (DC 21), Inflict Criti-

cal Wounds (DC 21), Freedom of Movement (DC 

21), Summon Monster IV; 5: Dispel Good (DC 
22), Flamestrike x 2 (DC 22), Shout (DC 22), Spell 

Resistance, Summon Monster V; 6: Forbiddance, 

Harm x 5 (DC 23); 7: Disintegrate (DC 24), De-

struction x 4 (DC 24), Word of Chaos (DC 24); 8: 
Cloak of Chaos (DC 25), Stormbolts (DC 25), Un-

holy Aura (DC 25), Firestorm x 2 (DC 25); 9: 

Storm of Vengeance x 2 (DC 26) Winds of Venge-
ance x 2 (DC 26) 

Str 18, Dex 14, Con --, Int 20, Wis 24, Cha 20 

Base Atk +15; CMB +19; CMD 32 
Feats Improved Initiative, Alertness, Armor Profi-

ciency (Light), Armor Proficiency (Medium), Ar-

mor Proficiency (Heavy), Blind-Fight, Channel 

Smite, Combat Casting, Combat Reflexes (3 

AoO/round), Craft Wondrous Item, Dodge, Es-
chew Materials, Greater Fortitude, Lightning Re-

flexes, Improved Channel, Magical Aptitude, 

Shield Proficiency, Simple Weapon Proficiency – 

All, Skill Focus: Perception, Skill Focus: Spell-
craft, Toughness +20 

Skills Acrobatics +22, Appraise +5, Bluff +33, 

Climb +3, Diplomacy +28, Disguise +5, Escape 
Artist +22, Fly +25, Heal +6, Intimidate +10, Per-

ception +56, Ride +2, Sense Motive +32, Spell-

craft +58, Stealth +18, Survival +6, Swim +3, Use 
Magic Device +29 

Languages Abyssal, Draconic, Celestial, Dwa-

rven, Common, Infernal 

SQ undead traits, darkvision 60', change shape, 
gaseous form, shadowless, spider climb, Aura 

(Ex), Aura of Destruction +4 (20 rounds/day) (Su), 

Blood Drain (Ex), Change Shape (dire bat or wolf, 
beast shape II) (Su), Channel Resistance +4, Chil-

dren of the Night (1/day) (Su), Cleric Channel 

Negative Energy 10d6 (9/day) (DC 27), Cleric 
Domain: Destruction, Cleric Domain: Evil, Create 

Spawn (Ex), Destructive Smite +5 (10/day) (Su), 

Dominate (DC 25) (Ex), Energy Drain (2 levels) 

(DC 25) (Ex), Fast Healing 5 (Ex), Fear Aura (DC 
25) 

Gear Ring of Spellcraft +20, +2 heavy steel shield 

of calling 

Special Abilities  
See ATL 7 for details 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

LSJ148 - The Salvation of Man Page 27 

 If the PCs kill David, GO TO Conclusion A 

(page 27) 
 If the PCs fail, GO TO Conclusion B (page 

28). 

 

CONCLUSION A 

As the final blow has been struck, David turns 

into a vapor and slinks back into his 

sarcophagus.  You open the lid to see him lying 

there, slowly regenerating.  Vic, still weak from 

his divine channeling, pants as he pulls himself 

wearily towards David.  He states, “He was once 

a great friend.  It is sad to see him go.  But it was 

my solemn duty given to me by Peliron himself to 

rid the world of that menace.  Hold his phylactery 

over his heart while I run this silver stake 

throughout it.  That is the only way to destroy 

both aspects of his twisted existence.  For if one is 

left undone, he will regenerate through those 

means.”   

 

After you place the phylactery across David’s 

chest and thrust the stake through both the 

phylactery and David’s heart, a beam of darkness 

flushed with swirls of red pour out from the 

abomination.  Shivers of cold darkness wash over 

you.  No sooner than when you slice through 

David’s neck than the darkness ends, leaving you 

shivering in the light from the candelabras.  

 

Vic falls to his knees and continues, “It is done.  

My quest is finally over!  My penance for not 

being able to stop him in life was to stop him in 

death.  By the great deeds of Peliron, I am free.  

Alanna, my love, I am coming to see you.  I was 

able to free you from David’s wrath with the love 

in my heart and now I’m coming home.  More 

than 2000 years, my beloved, was worth it to see 

you again.”  He then turns to you and says, “The 

story must be told.  There were once 4 faithful of 

Peliron travelling through Raia ridding the world 

of the evil that beseeched it.  One day, after 

destroying a powerful lich, we found a book 

containing evil spells.  David, the scholar of the 

group, began to examine the contents.  Over a 

few days, he would delve deeper and deeper into 

the book when one day he disappeared.  He had 

found a dark place to continue his research.  He 

discovered a way that he could gain the powers of 

both a lich and a vampire at the same time.  So he 

carefully crafted his phylactery and then sought 

out a vampire.  He allowed the vampire to bite 

him before slaying his would-be master.  The 

moment that he was to turn into a vampire, he 

transferred his soul into the phylactery.  He then 

chronicled his deeds in the book and sought out 

his prey.  His first victim was Anthony, whom he 

caught off guard and converted him into a 

vampire.  Then, together, they attacked me and 

Alanna.  They hurt Alanna really bad and I 

barely survived myself.  I tended to Alanna, my 

love, and tried to heal her, but it was too late.  I 

had to slay her before the transmutation was 

complete thus allowing her to go onto her divine 

rest.  Peliron then gave me the solemn task of 

correcting the ill that his once faithful servants 

were doing.  I tried to take them on by myself, but 

alas, I was not strong enough.  As I grew older, I 

begged for release from my quest, but it was not  

in the cards.  I shed my mortal coil and my quest 

and my love for Peliron and Alanna were all that 

kept me going.  I spent the next 2000 years 

scouring all of Raia trying to find the phylactery.  

Once I found it, I tried to attack and David 

appeared and drove me off.  He then moved it to 

different location, the cave where we found it.  I 

then searched again.  Finally, I found Anthony.  

After a long battle, he realized that he couldn’t 

defeat me.  I convinced him that if he betrayed his 

master by helping me find him and his 

phylactery, Peliron would forgive him and take 

him back.  So, he helped me find the pieces to the 

map.  The final piece was to be delivered and that 

is where you came in.  Once the piece was 

delivered to me, Peliron allowed me to resurrect 

him and he is now in the Temple of Peliron in 

Amthydor repenting his evil deeds.   Hopefully in 

a few years, Peliron will trust him again with his 

powers.  The rest of the story you know and now 

it is time for me to finally be one with Peliron, 

and one with my Alanna.”   

 

With that, a light from above shines over him and 

with a great smile, Vic nods in farewell.  His 
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armor falls to the floor where he was just 

standing.  You gather up your things and begin 

the long walk back to Rimmersdell.  The sky 

already looks brighter and you can even hear the 

chirping of a songbird.  You rest at the inn for the 

evening pondering what just occurred.  In the 

morning, Veit pops in with his normal flair.  He 

greets you and says, “No Vic, huh.  Oh well, let’s 

go home.”  With the usual swirl of the world 

around you and the signature pop, you are back 

in the merry streets of Amthydor.  You are finally 

home. 

 

CONCLUSION B 

As the final blow has been struck, your final 

vision is as David turns into a vapor and slinks 

back into his sarcophagus.  You open the lid to 

see him lying there, slowly regenerating.  Vic, still 

weak from his divine channeling, pants as he 

pulls himself wearily towards David.  Suddenly, 

an explosion of holy energy comes from Vic.  

David screams in pain as he is killed.  Your death 

is prevented and Vic states, “He was once a great 

friend.  It is sad to see him go.  But it was my 

solemn duty given to me by Peliron himself to rid 

the world of that menace.  Hold his phylactery 

over his heart while I run this silver stake 

throughout it.  That is the only way to destroy 

both aspects of his twisted existence.  For if one is 

left undone, he will regenerate through those 

means.”   

 

After you place the phylactery across David’s 

chest and thrust the stake through both the 

phylactery and David’s heart, a beam of darkness 

flushed with swirls of red pour out from the 

abomination.  Shivers of cold darkness wash over 

you.  No sooner than when you slice through 

David’s neck than the darkness ends, leaving you 

shivering in the light from the candelabras.  

 

Vic falls to his knees and continues, “It is done.  

My quest is finally over!  My penance for not 

being able to stop him in life was to stop him in 

death.  By the great deeds of Peliron, I am free.  

Alanna, my love, I am coming to see you.  I was 

able to free you from David’s wrath with the love 

in my heart and now I’m coming home.  More 

than 2000 years, my beloved, was worth it to see 

you again.”  He then turns to you and says, “The 

story must be told.  There were once 4 faithful of 

Peliron travelling through Raia ridding the world 

of the evil that beseeched it.  One day, after 

destroying a powerful lich, we found a book 

containing evil spells.  David, the scholar of the 

group, began to examine the contents.  Over a 

few days, he would delve deeper and deeper into 

the book when one day he disappeared.  He had 

found a dark place to continue his research.  He 

discovered a way that he could gain the powers of 

both a lich and a vampire at the same time.  So he 

carefully crafted his phylactery and then sought 

out a vampire.  He allowed the vampire to bite 

him before slaying his would-be master.  The 

moment that he was to turn into a vampire, he 

transferred his soul into the phylactery.  He then 

chronicled his deeds in the book and sought out 

his prey.  His first victim was Anthony, whom he 

caught off guard and converted him into a 

vampire.  Then, together, they attacked me and 

Alanna.  They hurt Alanna really bad and I 

barely survived myself.  I tended to Alanna, my 

love, and tried to heal her, but it was too late.  I 

had to slay her before the transmutation was 

complete thus allowing her to go onto her divine 

rest.  Peliron then gave me the solemn task of 

correcting the ill that his once faithful servants 

were doing.  I tried to take them on by myself, but 

alas, I was not strong enough.  As I grew older, I 

begged for release from my quest, but it was not  

in the cards.  I shed my mortal coil and my quest 

and my love for Peliron and Alanna were all that 

kept me going.  I spent the next 2000 years 

scouring all of Raia trying to find the phylactery.  

Once I found it, I tried to attack and David 

appeared and drove me off.  He then moved it to 

different location, the cave where we found it.  I 

then searched again.  Finally, I found Anthony.  

After a long battle, he realized that he couldn’t 

defeat me.  I convinced him that if he betrayed his 

master by helping me find him and his 

phylactery, Peliron would forgive him and take 

him back.  So, he helped me find the pieces to the 

map.  The final piece was to be delivered and that 

is where you came in.  Once the piece was 

delivered to me, Peliron allowed me to resurrect 
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him and he is now in the Temple of Peliron in 

Amthydor repenting his evil deeds.   Hopefully in 

a few years, Peliron will trust him again with his 

powers.  The rest of the story you know and now 

it is time for me to finally be one with Peliron, 

and one with my Alanna.”   

 

With that a light from above shines over him and 

with a great smile, Vic nods farewell.  His armor 

falls to the floor where he was just standing.  You 

gather up your things and begin the long walk 

back to Rimmersdell.  The sky already looks 

brighter and you can even hear the chirping of a 

songbird.  You rest at the inn for the evening 

pondering what just occurred.  In the morning, 

Veit pops in with his normal flair.  He greets you 

and says, “No Vic, huh.  Oh well, let’s go home.”  

With the usual swirl of the world around you and 

the signature pop, you are back in the merry 

streets of Amthydor.  You are finally home. 

 

EPILOGUE 

After a few days, you still feel the darkness of the 

ordeal around you.  You get a package delivered 

with a note reading “Thank you for saving me.  

It’s not much, but it’s all I have to give. –

Anthony”.  You open the package and find 15 

gold eagles.  You can’t help but feel that your job 

well done came with a hefty price.  Only time will 

tell if it was indeed worth it. 

 

 

THUS ENDS “THE SALVATION OF MAN” 
 
TIME UNIT COST: 7 TU  
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EXPERIENCE POINT SUMMARY 
 

Total the XP earned from the following: 

 
Experience earned is based on the Average Table Level (ATL), and no PC received 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.

TREASURE SUMMARY 
 

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. 

 

 Conclusion A 

 Ring of Spellcraft,  

This ring is exquisitely crafted out of 

obsidian and is inscribed DRW. 
ATL 7 & 9 +5 bonus to spellcraft (Value: 

2,500 gp) 

ATL 11 & 13 +10 bonus to spellcraft 
(Value: 10,000 gp) 

ATL 15 & 17 +15 bonus to spellcraft 

(Value: 22,500 gp) 

ATL 19 +20 bonus to spellcraft (Value: 
40,000 gp) 

(Size: Tiny, Tradable: Yes, Rarity: 

Common, 7
th
 level caster, Legality: Legal). 

  

  

  

  

 Heavy Steel Shield,  

This shield is crafted from obsidian 

painted red with a symbol of Krayve in the 
center. 

ATL 15 & 17 +1 Heavy Steel Shield 

(Value: 1,300 gp) 
ATL 19 +2 Heavy Steel Shield (Value: 

4,300 gp) 

 (Size: Medium, Tradable: Yes, Rarity: 

Common, 4
th
 level caster, Legality: Legal). 

 

  

 

 ATL 7 ATL 9 ATL 11 ATL 13 ATL 15 ATL 17 ATL 19 

Module Experience 1800 2900 4500 7000 10500 17000 28000 

Bonus 1: Convinced the Angels not 

to fight 
100 100 200 200 500 500 1000 

Roleplaying XP Bonus 100 100 200 200 500 500 1000 

        

Maximum Possible XP 2000 3100 4900 7400 11500 18000 30000 

        

  



 

 

 Mithral Breastplate,  

This breastplate is well polished and bears 
the holy symbol to Peliron. 

ATL 7 & 9 +1 Ghost Touch (Value: 

20,200 gp) 

ATL 11 & 13 +2 Ghost Touch (Value: 
29,200 gp) 

ATL 15 & 17 +3 Ghost Touch (Value: 

40,200 gp) 
ATL 19 +4 Ghost Touch (Value: 53,200 

gp) 

(Size: Medium, Tradable: Yes, Rarity: 
Common, 14

th
 level caster, Legality: 

Legal). 

  

  
 Silver Aspergillum,  

This aspergillum is silver with a holy 

symbol of Peliron on the top.  On the face, 
it has two ornamental chain patterns 

carved into it with 5 sapphires at the points 

where the two chains meet.  Under each of 
the 5 sapphires is a word written in 

celestial.  Written in celestial is inscribed 

Anthony, David, Vic, Alanna and forever.. 

 ATL 7 & 9 +1 Ghost Touch (Value: 4,325 
gp) 

 ATL 11 & 13 +2 Ghost Touch (Value: 

18,325 gp) 
 ATL 15 & 17 +3 Ghost Touch (Value: 

32,325 gp) 

 ATL 19 +4 Ghost Touch (Value: 50,325 gp) 

 (Size: Medium, Tradable: Yes, Rarity: 
Common, 14

th
 level caster, Legality: Legal). 

  

 Epilogue 
  

 15 gp per PC 



 

 

 



 

 

PLAYER’S HANDOUT #1 



 

 

GM AID #1 
 

1. Ardra 

2. Elianna 

3. Illudra 

4. Belatrix 

5. Krayve 

6. Dymora 

7. Hyperion 

8. Peliron 

 
 
 

Entrance 

Exit 

1 

3 

5 

7 

2 

4 

8 

6 

5 

8 
3 

2 

6 

1 4 7 



 

 

GM AID #2 

 



 

 

 CRITICAL EVENT SUMMARY: THE SALVATION OF 

MAN 
 

Convention: ____________________ Date: ___________________________  
Do not return after:    WiSJ 2013  
 

1. How did the PCs react to the angel attack?  (Circle all that apply) 

 

a. Killed the Angels  Diplomacy out of combat  

 

b. Attack first   Defend themselves 

 

2. Which way did the PCs go 

 

a. To the left 

 

b. To the right 

 

3. Did the heroes defeat David? Yes No 

 

If the answer is “No” is it because the table ran out of time to finish the module?  Yes   No 

 

 

Note any other important information on the back of this form (PC arrests, etc.). 

 

 

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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ROSTER OF HEROES: REDEMPTION OF MAN 

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:        

Please send completed form to: 
 Eric V. Clark, 300 Indiana Ave, 
Pendleton, IN 46064, or email  

to 
 lsj-roster@theshiningjewel.com. 

 



 

 

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:                                                                                                                                      



 

 

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 (po-

tion)  

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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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. 

   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 Player's Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff. 

   Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC; Author Keith Knecht 

   The Salvation of Man, Copyright 2013, The Shining Jewel, LLC, Author Jonathon Johnson 

  

 

 

 


