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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 easi-

ly 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 nec-

essary. 

LSJ GM EMPOWERMENT CLAUSE 

The coordinators of the campaign empower GMs to make 

changes to the module as necessary to accommodate any un-

foreseen 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 en-

counters, the GM can always have a patrol of priests or the 

like come along to finish the combat and save the PCs.   

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

ill-advised actions or lack of forethought. Softening the blow 

from a bad set of rolls or simple bad luck is one thing, but 

stupid actions deserve what they get. 

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, ani-

mal 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 par-

ty.  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 impos-

sible task or a slaughter fest.  Regardless of what the instruc-

tions say, the GM should let common sense rule the day (and 

the module). 

ABOUT THE MODULE 

"Spirits of the Darkwood"is a new series investigating the 

relationship between new entities and classes introduced in 

the Advanced Players Guide by Paizo. This module is the 

second in the series, meant to give players a bit more of a 

challenge and allow them to significantly get involved in the 

Druid Grove Metaorganization if they so choose. 

LIFESTYLE IN LSJ 

Player Characters have to spend money on many things dur-

ing 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 ad-

venture.  See page 147 of the LSJ Campaign Guide. 

mailto:lsj-plots@theshiningjewel.com
http://paizo.com/pathfinderRPG/compatibility
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ADVENTURE BACKGROUND 
 

Introduction:  A frantic summons from the Druid’s 

Grove interrupts your peaceful day. 

 

Encounter 1: The female child of the drow Karilyn is 

terrorizing the Druid babysitters by summoning lots of 

vermin. Oh and then the dead Drow’s familiar shows 

up…. 

 

Encounter 2: A test of wits and wills occurs between the 

PCs and Ruin the fox. Revelations available to the PCs 

depend on their performance. 

 

Encounter 3: The Archdruid decides how to protect the 

child from the evil spirit Blight, and enlists the PCs to 

gather a pure sample of water, earth and air for him. 

 

Encounter 4: The PCs must head to Telesa Aaula A 

Pala, home of the Sky Elves to look for a pure air sam-

ple. The Elves, still recovering from the attacks on them 

last year, ask the PCs to solve some giant problems. 

 

Encounter 5: The PCs are instructed to head to a boat 

that will take them to the Sea Elf Capitol. They must 

save an Elven princess from a village of Sahaugin look-

ing to sacrifice her to their chief. Upon returning the 

princess, the PCs are given a vial of pure water. 

 

Encounter 6: The PCs return to Amthydor, where a 

Shadow Panther has arranged for their teleportation to 

the Dwarven city of Harrekholm. The Dwarves will gift 

the PCs with a slab of pure obsidian AFTER the PCs 

pass the Dwarves rite of friendship.  

 

Encounter 7: The PCs return triumphant to the Grove, 

only to find it under attack by the spirit Murk, and his 

master Tom. Alpha Lordellan and the PCs must hold 

them and their undead feline allies off while the Arch-

druid raises the new defenses. 

 

Conclusion: The PCs return to the Grove with the bad 

news of what they are up against. The Archdruid tells 

them not to worry; he is working on his next plan.  

 

Epilogue: The PCs are instructed to hang around 

Amthydor, the Grove will need them to implement their 

plan to slay Blight and his coven soon… 
 

INTRO  – "JUST GO TO SLEEP!" 

FOR A PARTY OF PCS, OF WHICH AT LEAST ONE HAS 

PLAYED “LSJ 134 FUR AND FANG:” 

It’s ‘Adventurer’s Appreciation Day’ in the markets 

of Amthydor. All shapes and sizes of the city’s finest, 

most capable citizenry wander the bazaars and rows 

of shops taking advantage of the sales present today. 

As you walk through the market, looking at the ar-

ray of goods and food available from the new trade 

lines with foreign lands, a large hawk flies down to 

you. It quickly assumes the shape of a middle aged 

human woman- haggard and worn with enormous 

dark circles under her hazel eyes. Her wavy brown 

hair is mussed and frizzy. She looks at you desper-

ately. She picks out a friendly face she recognizes 

and says, “Allies of the Grove, it is I, Watcher Mir-

riam. We need your assistance once again. The drow 

child- we have named her Saylan- she has amazing 

powers that have taxed our ability to control her. 

Additionally, our Spirit Wardens have news for the 

Archdruid about the child’s future powers and the 

enemy we face. You must come quickly, whatever 

plan the Archdruid comes up with, we will need 

trustworthy souls such as yourselves.” 

  

With that, Mirriam assumes her hawk shape again 

and flies back towards the Grove to the southeast. 

 

Intro 2-  

If the party is composed of PCs who have NOT played 

“LSJ 134 Fur and Fang,” read the following:  

 

 A large hawk lands on the ground in front of you 

and your friends and fellow adventurers. Within 

seconds, it assumes the shape of a weary brown 

haired human woman in her early 40s. The dark 

circles under her eyes convey her sleep deprived 

state. She looks around, and settles her eyes on you.  

“Adventurers, I think you could serve the Druids 

ably. My name is Watcher Mirriam. The Druid’s 

Grove has taken on the care of a special Drow child 

with an amazing connection to the spirits of the 

Darkwood Forest. Her impressive attunement to the 

creatures of the wood is getting out of hand, and the 

Archdruid has a plan to nullify her powers until she 

is old enough to use them maturely. We need capa-

ble help since we have our hands full with keeping 

the child safe. Please follow me to the Grove, you 

will be well compensated for your service. The 

Archdruid has more information on your task. I 

cannot give you any more information than this.” 

 

With that, the tired woman takes a deep breath to 

fortify herself, assumes her avian form, and takes to 

the sky in a lazy spiral you can follow from the 

ground. 
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Getting to the Grove: 

Following Mirriam, the PCs can take the main road 

heading southwest of town until it borders the edge of 

the Rosewood. The Grove is about 1 mile to the east of 

the road through a lightly forested area. PCs that have 

been to the Grove in previous modules will be able to 

find their way by themselves. The journey takes about 8 

hours on foot.  

 

 When the PCs are ready, GO TO Encounter 1 

(page 4). 

ENCOUNTER 1 –  

PUT DOWN THAT SPIDER, DEAR 
 

Your journey to the Grove was fast paced, indicative 

of Mirriam’s frantic mental state. You arrive at the 

Grove as dusk is just creeping through the trees.  

 

You are treated to the site of a large willow tree with 

a cradle nestled into its massive root system. Around 

the cradle, hanging from the branches of the tree, 

are strange dream catchers and woven ornaments of 

twigs, moss and mud. The tree, the cradle and the 

hanging ornaments are covered with a variety of 

spiders, bats, rats and other small vermin. They 

seem to be performing a dance through the ancient 

willow. 

Surrounding the cradle is a circle of five elderly 

looking druids. They have joined hands and are 

chanting intensely as a charismatic human man in 

his early 50s watches with a somber look on his face. 

His long salt and pepper hair is tied in a loose pony-

tail behind his head, nestled under the ivory head-

dress that signifies his status as their leader. As you 

approach, his grey wolf turns and runs up to you. 

The wolf’s master you recognize as Archdruid Dirn. 

He addresses you without taking his eyes off the 

proceedings before him. 

 

"Now Watcher, don’t you recognize our friends, and 

new associates. For those who haven’t met me, I am 

Michael Dirn, leader of this Grove of Nature’s Serv-

ants. And this lovely child,” he points to the giggling 

baby drow in the cradle, “Is Saylan. She has been 

quite naughty lately, so we must come up with a way 

to keep her more dangerous forest friends at bay." 

 

With that, the five elderly druids around the circle 

cease their chant and complete a complex hand mo-

tion in unison. The insects and other vermin around 

the cradle on the tree slowly retreat out of the Grove 

as if pushed by an unseen hand. The baby pouts, 

clearly put out at the loss of her toys. 

 

With the cleansing of the Willow Tree, the PCs now 

have the Archdruid’s full attention. He will answer any 

of the following questions: 

 

 How is the baby doing? 

"Oh quite well, she has grown remarkably, easily at 

a rate twice that for a normal drow child. She does 

not appear to be cursed or diseased. She has a series 

of very fascinating enchantments linking her to the 

forest and one that is currently broken. We cannot 

discern where it once led. Perhaps to her mother for 

there are tales of the wise women of the ancient 

Chaldean Empire binding young girls to their moth-

ers to help them survive childhood. It is a subject 

our best researchers amongst the Warden Council 

are currently tackling.  

 What do you need us to do? 

"A few tasks actually, it is good that you have all 

acquired more skills and abilities since the last time 

we talked. I have in my possession a ritual, which 

should create a powerful barrier of elemental magic 

to temporarily block the view of anything inside it to 

outside magical creatures, scryers and spirits.” 

 

“I think if we can keep away any outside influence, 

including her mother’s ghost, we can allow the child 

to mature a bit more safely without negative emo-

tions running amok. I need you to gather my ingre-

dients for the ritual while I oversee the preparations 

of the safe zone here." 

 

 What about Torran/the child’s grandfather? 

"Ah the doting grandfather. Yes, he visits us regu-

larly. He brings plenty of foodstuffs from his village 

to help us support Saylan. He has watched her grow, 

and has the wisdom to admit that she is safer under 

our care than his." 

 

 What's the reward for our help? 

"A mercenary attitude yes? I have a fair sum of gold 

put aside and you may get a reward from some of 

the folks I am sending you to if you help them 

achieve their goals along with mine. You will be 

compensated with (ATLx50) gold for your time per 

person." 

 

 Where are we going?/What are we gathering? 

"Enthusiasm, excellent. First you will travel to the 

snowy northern mountains to gather some pure ele-

mental air. My friend, Father Cloudclimber, has 
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asked for my aid with some giants near his village 

Telesa Aaula A Pala, you will help him in my place 

and he will give you the air I need.” 

 

“Secondly, you will travel to the port of Amthydor 

where my Panther associates are waiting with our 

ship, The Treant’s Lament. They will take you to the 

sea elf capital- Podor de Reyes, where my sample of 

pure water is waiting. The sea elf king will know 

more on how to obtain the sample itself.” 

 

 “Thirdly, you will travel south to the ancient Dwa-

rven City of Harrekholm to delve into the mountains 

and retrieve a piece of pure earth. Many treasures 

await those that brave the deep places of the earth, 

though take care you do not offend our Dwarven 

brothers or they may not let you leave with them.” 

 

 Why are you concerned for the child? 

"Karrilyn, the mother of Saylan, was a capable 

witch. In our experience, witches usually come in 

groups and we are concerned not only about her 

ghost who still evades us, but also her coven-mates 

who may assist her in the mortal world." 

 

 When the PCs are done asking questions, GO TO 

Encounter 2 (page 5). 
 

ENCOUNTER 2-RIDDLE FOR 

YOU SIR 
 

Satisfied that you understand the Archdruid’s plan, 

you make camp here in relative safety, before begin-

ning your journey into the Delambir Mountains. As 

you set up camp on the outskirts of the Grove, you 

hear an odd noise coming from the direction of the 

cradle. The dark of night obscures your view and 

you must move closer… 

 

GM NOTE: Have the PCs make Perception (sight and 

sound) checks as they near the cradle. Any PC without 

at least low light vision or a torch of some kind cannot 

see anything, but can hear scratching noises. Depending 

on the results they see the following: 

Perception Results- 

ATL+15: “A brown shape huddles on the edge of the 

cradle.” 

ATL+20: “A brown animal in the shape of a small 

mammal is sitting on its haunches playing with the 

dreamcatchers above the child’s crib.” 

ATL+ 25: “An injured and scarred brown cat is furious-

ly swatting at the largest dreamcatcher in the center of 

the crib with its claws.” 

 

The Cat:  As the PCs approach the cradle, the cat 

whirls around, noticing that he has been spotted and is 

surrounded. Any PC that has played “Fur and Fang” 

should be notified that they recognize this cat as Karri-

lyn’s familiar, who ran off when she died. 

 

"Wait heroes, I offer surrender. I mean no harm. I 

have the answers this child seeks; I have the answers 

many seek. I can’t play or trade for secrets here.” 

With that the cat points a paw at the dreamcatcher 

in the shape of a water droplet. 

 “Make the area safe to whisper and I will give you a 

secret if you can answer my riddles. It’s in every-

one’s best interest if I help you, but there must be a 

test. I need to know you’re worthy. I cannot leave 

the area until this foul token is destroyed and my 

task complete.” 

 

GM’s Note: The Cat: See Stat Block below for the 

stats of “Ruin, the spirit.” Ruin’s aim is actually to in-

form the PCs of what his master is planning, but he 

wants to have some fun with them first. He will force 

them to play a riddle game with him in exchange for 

information, but he doesn’t dare risk any information 

until the Listening Dreamcatcher is destroyed or his 

master will find out what he has done.  

 THE PCS TRY TO KILL RUIN: Ruin will 

execute a full withdrawl action after any sign of 

real aggression towards his person, feel free to 

conduct combat if the PCs have a way to stop 

his withdrawl.  

 THE PCS DESTROY THE DREAM-

CATCHER: Give the PCs Player Handout #1 

with Ruin’s list of riddles, which must be an-

swered IN ORDER. 

 THE PCS CALL FOR DRUID HELP: Mir-

riam is on babysitting duty that night. She will 

hesitantly tell Ruin to get away from the child 

and then she will drop the Listening device into 

a Bag of Holding. Give the PCs Player Handout 

#1. 

 

Ruin the Cat (all ATLs) 
Cat: Tiny Animal  

Initiative +2; Space/Reach 2.5 ft./2.5 ft. 

AC 16, Touch 12, FF 14(+2 Dex, +2 Size, +2 NA) 

HP  15(1/2 master) Speed 30ft 

Fort +1, Ref +5, Will +4    DR/SR/Immune No 

SQ Low-light vision, Link, Share Spells 
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Full Attackπ Bite +4 (1d3-4, 20x2), 2 Claws +4 

(1d2-4, 20x2) 

Str 3 Dex 15 Con 8 Int 7 Wis 12 Cha 7 

Base Atk +1; CMB +1; CMD 7 

Feats Weapon Finesse, Alertness, Improved Eva-

sion, Empathic link, share spells, deliver touch 

spells 

Skills Climb+6, Perception+7, Stealth+14 

 

THE RIDDLES:  

GMs should play Ruin as a clever spirit who is toying 

with the PCs. He will give hints to PCs who are close to 

the correct answer, PCs who can make a Wisdom check 

DC 9+ATL will get a hint in the form of either the first 

letter of the answer or how many letters are in the word. 

 

 Why can’t you tell us what you’re doing? 

"There can be a trade once the playground is safe." 

Ruin again swats at the water drop dreamcatcher 

and tries to bite it. “My master must not hear us.” 

 

 Any other attempt to wheedle information: 

"You must play the game heroes. There is always a 

game- a game to live, to die, to be free, and to subju-

gate." 

 

AFTER AT LEAST 3 RIDDLES HAVE BEEN AN-

SWERED AND QUESTIONS ASKED… 

 

 Can you help us stop Blight? 

The cat sighs and shakes his head. “No Mortals, I 

have done all I can for you. All I am obligated to do 

for him. The seed is planted in the babe and you 

know of his plan. All I can do is wait and hope you 

succeed. I will be watching. I cannot stay here, it is 

not safe for you. He can look through my eyes if I 

am not constantly expending power to fight him 

off.” With that, Ruin bows to you and runs off into 

the forest, never looking back. 

 
 When the PCs are ready, GO TO Encounter 3 

(page 7). 

 

 

ENCOUNTER 3 –  

A SHRED OF HOPE 
 

The Archdruid approaches quickly emerging from a 

nearby tree, with three Elder Wardens at his heels. 

“Friends, we heard your exchange. This is terrible 

news. It confirms our worst suspicions. For months, 

the laws of nature have been erratic in the Dark-

wood and lately the aberrant activity has been seep-

ing into the Rosewood here. 

 It must be the corruption of Ruin and his kin creat-

ing the disturbance. Fortunately, I believe my plan 

to sequester the child from the Darkwood will still 

work. We will require all of our strength here to 

ward the twisted spirits off. You will have to gather 

my samples yourselves, without aid. I’m sorry, but 

you must be quick. Sleep well, tomorrow you leave 

at dawn.”  

 

Dawn comes more quickly than you’d like and the 

Grove is awash in activity. Druids and clerics are 

everywhere hanging holy symbols and gathering 

protection totems. The black cloaked Shadow Pan-

thers continuously prowl the grove looking for signs 

of trouble. Archdruid Dirn meets you at the en-

trance to the grove with five others in varying col-

ored robes and leathers. “Friends, your journey to 

Telesa Aaula A Pala will be made easier now. We 

will cast windwalk upon you; fly as we can up the 

rocky sides of the mountain. Here is a map.” 

 

“The sky elf capital is not hard to see once you are in 

the right area, but finding the right area is the hard 

part. The elves patrol their borders fiercely since the 

vicious attacks on their villages. They will likely find 

you first. Mind your manners and as soon as you’ve 

acquired the air sample, make haste straight to the 

Port of Amthydor, where my Alpha, Thomas Lor-

dellan, an elven ranger, will meet you near the 

Treant’s Lament.” 

 

GM NOTE:If there are any natural flying PCs in the 

party, either druids that wish to wild shape or sky elf 

PCs they can pass on the windwalk if they desire. The 

Windwalk spell functions as if cast by a 15th level cast-

er. 

 

Within moments of the spells activations, your entire 

party is turned into misty clouds. You consult the 

map and fly off to the northwest, traveling at what 

feels like a breakneck pace. You rise higher and 

higher into the mountains like the eagles themselves. 

 

 GO TO Encounter 4 (page 7). 

 

ENCOUNTER 4 – REGROWING PAINS 

GM NOTE:*AS THE PCS RISE FURTHER INTO THE 

MOUNTAINS, THEY WILL ENCOUNTER EXTREME 

COLD AND HIGH ALTITUDE ENVIRONMENTS. THE 



LSJ 161– Spirits Watch Over Us Page 7 

LAST 2 HOURS OF THE TRIP THE PCS WILL HAVE TO 

MAKE FORTITUDE SAVES PER THE PLAYER’S HAND-

BOOK PG 442 OR SUFFER 1D6 NONLETHAL DAM-

AGE.* 

Within only a few hours, you arrive within the sight 

of a treetop city nestled in the center of a sparkling 

mountain valley, the most notable feature is the 

large temple of Aurelian carved into the highest ef-

fective branch of a redwood tree, easily 80 feet into 

the air. Everything seems to be constructed into the 

trees themselves with a welcoming scent of pine nee-

dles.  

 

You are quickly intercepted by a pair of sky elves, a 

man in studded leather wielding a massive longbow, 

the other a female in sky blue robes with the symbol 

of Aurelian on her chest. The man stares you down 

with open hostility. The female looks glad to see you. 

She speaks, “Come adventurers, allow me to protect 

you from the harsh environment in which we live.” 

She casts a few spells and suddenly the harsh effects 

of the cold and high altitude are gone just as you 

were about to start feeling dizzy. “Follow me to Fa-

ther Cloudclimber, he is waiting in the temple be-

low.” 

 

GM’s NOTE: The spell the cleric cast is Life Bubble 

(APG) and can be identified with a Spellcraft DC 20.  

 

As the PCs enter the city: 

Descending into the city, it is impressive how the 

elves have managed to restore their culture despite 

the massacre visited upon them by the madwoman 

last summer. Their population is still smaller than a 

city this size should hold, but there are large num-

bers of children running around and more bridges 

built into the tree city for the elves that managed to 

survive despite the theft of their wings. 

 

At the foot of the open tree-temple, is an elderly 

priest, so wracked with the burden of age and sor-

rows known he stands leaning on a wooden cane. His 

frail body is swaying slightly in the gusting wind that 

rips through the open parts of the city. He smiles 

and greets you warmly, “Ah, Michael sent capable 

help. I can always trust him to adhere to his word. I 

have the air that he seeks, although my acolytes are 

still finishing the purification ritual. It will take sev-

eral more hours.” 

 

“In the meantime, there is the task Michael prom-

ised to do for me. In recent weeks, we have seen a 

group of rogue and sickly stone giants near Telesa 

Aualo A Daho. A Daho is our most northern settle-

ment, just on the edge of stone giant territory. Stone 

giants normally do not try to push their boundaries 

and attack us, but lately they have. It is not natural, 

hence it attracted Michael’s attention.” 

 

“Please help us eliminate the rogue band of stone 

giants and discover why they pursue our people in 

the first place. Our head ranger, Wraeyr, will escort 

you to the place they were last seen.” Father Cloud-

climber motions to the surly looking elf with the 

longbow who is clearly unhappy he has been volun-

teered to be your guide.  

 

Wraeyr grunts at you, “Follow quickly, before your 

air walk spell falls off you ground huggers.” 

 

You have to quickly shoot after the grumpy ranger 

and with a blur you arrive at a small village five 

hours later, presumably Telesa Aulo A Daho. Sur-

prisingly, Wraeyr does not land here, instead guid-

ing you to a small clearing about 4 miles west, far-

ther into the mountainside. He lands and motions at 

a small path going up the mountains. “This clearing 

is the last place our people were attacked. That little 

trail is the remnant of a bridge that once existed 

here. The stone giants’ closest village lies up that 

way. Go investigate and bring news to the village 

below. Good luck.” With that he shoots you another 

dirty look and flies off, clearly done with being your 

guide. The sun is just starting to sink into the west as 

dusk settles in. 

 

 GM NOTE: There is a stone giant hiding off to the side 

of the clearing spying on the village. Have the PCs roll 

Perception to see if they spot him, using Perception vs 

Stealth and the stat block. 

 

IF the PC are surprised, start combat by throwing a rock 

at them during the surprise round and then yelling for 

his minions Thugdub and Bugdug. 

 

IF the PCs do spot him, he will yell for help, no one is 

surprised. 

  

THE AMBUSH: 

The clearing is 40’ in diameter. The path is off to the 

northwestern edge. Ugthug is hiding behind an outcrop-

ping of rocks to the North, the rest of his band (Thub-

dug, Bugdug) is camped on the south of the clearing. 

The PCs should be arranged on the ground in the center 

20’ of the clearing where they landed.  
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COMBAT: Curiously enough, the smallest Stone Gi-

ant, Thubdug, appears to be on the PC’s side. Upon en-

tering the clearing he immediately grapples the largest 

stone giant, Bugdug. Ugthug is too busy trying to kill 

the PCs to notice. It takes Thubdug 4 rounds to wrangle 

and kill Bugdug with no intervention from the PCs. 
 

ATL 3 

 Giant, Stone “Ugthug”  NE Large Giant  

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, –1 

size) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +3 

SQ None SR No DR No  Immune No 

Attacks Greatsword +7 (2d6+7) or rock +6 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 16, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +4; CMB +7; CMD 20 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +8, Intimidate +10, Perception +10, 

Stealth +4  (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

----------------------------------------------------------- 

 Giant, Stone “Bugbug”  N  Large Giant  

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, –1 

size) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +3 

SQ None  SR No  DR No  Immune No 

Attacks Greatsword +7 (2d6+7) , or rock +6 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 16, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +4; CMB +7; CMD 20 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +8, Intimidate +10, Perception +10, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

 

 

 

 

 

---------------------------------------------------------- 

 Giant, Stone “Thubdug”    N Medium Giant 

Init +0;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +4 

SQ None SR No  DR No  Immune No 

Attacks Greatclub +7 (2d8+7) , or rock +5 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 18, Dex 14, Con 16, Int 8, Wis 14, Cha 8 

Base Atk +3; CMB +7; CMD 19 

Feats Iron Will, Improved Unarmed Attack, Improved 

Grapple 

Skills Climb +8, Intimidate +8, Perception +12, Stealth 

+4 (+12 in rocky terrain) 

Languages Common (very poor), Giant 

Special Abilities: Improved Rock Catching 
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ATL 5 

Giant, Stone “Ugthug”   NE Large Giant 

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 20, touch 11, flat-footed 18 (+2 Dex, +9 natural, –1 

size) 

HP 58 (8d8+24)  Speed 40’ 

Fort +6, Ref +4, Will +3 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +10 (2d8+8) or rock +8 (1d8+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180 ft.) 

Statistics 

Str 18, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +6; CMB +10; CMD 22 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +12, Intimidate +12, Perception +12, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

---------------------------------------------------------- 

Giant, Stone “Bugbug”  N  Large Giant  

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, –1 

size) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +3 

SQ None  SR No  DR No  Immune No 

Attacks Greatsword +7 (2d6+7) , or rock +6 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 16, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +4; CMB +7; CMD 20 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +8, Intimidate +10, Perception +10, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

 

 

 

 

 

 

 

 

 

 

 

 

---------------------------------------------------------- 

Giant, Stone “Thubdug”    N Medium Giant 

Init +0;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +4 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +7 (2d8+7) , or rock +5 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 18, Dex 14, Con 16, Int 8, Wis 14, Cha 8 

Base Atk +3; CMB +7; CMD 19 

Feats Iron Will, Improved Unarmed Attack, Improved 

Grapple 

Skills Climb +8, Intimidate +8, Perception +12, Stealth 

+4 (+12 in rocky terrain) 

Languages Common (very poor), Giant 

Special Abilities: Improved Rock Catching 
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ATL 7 

Giant, Stone “Ugthug”   NE Large Giant 

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 20, touch 11, flat-footed 18 (+2 Dex, +9 natural, –1 

size) 

HP 94 (10d8+42)  Speed 40’ 

Fort +7, Ref +5, Will +4 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +12 (2d8+9) , or rock +10 (1d6+5) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180 ft.) 

Statistics 

Str 20, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +8; CMB +15; CMD 25 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +12, Intimidate +12, Perception +12, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

 

Giant, Stone “Bugbug”  N  Large Giant  

Init +2;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, –1 

size) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +3 

SQ None  SR No  DR No  Immune No 

Attacks Greatsword +7 (2d6+7) , or rock +6 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 16, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +4; CMB +7; CMD 20 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +8, Intimidate +10, Perception +10, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

---------------------------------------------------------- 

 

 

 

 

 

 

 

 

 

 

 

 

 

Giant, Stone “Thubdug”    N Medium Giant 

Init +0;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +4 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +7 (2d8+7) , or rock +5 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 18, Dex 14, Con 16, Int 8, Wis 14, Cha 8 

Base Atk +3; CMB +7; CMD 19 

Feats Iron Will, Improved Unarmed Attack, Improved 

Grapple 

Skills Climb +8, Intimidate +8, Perception +12, Stealth 

+4 (+12 in rocky terrain) 

Languages Common (very poor), Giant 

Special Abilities: Improved Rock Catching 
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ATL 9 

Giant, Stone “Ugthug”    

NE Large Giant 

Init +2; Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 20, touch 10, flat-footed 19 (+1 Dex, +10 natural, –

1 size) 

HP 94 (10d8+42)  Speed 40’ 

Fort +9, Ref +5, Will +5 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +14 (2d8+10) , or rock +10 (1d6+5) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180 ft.) 

Statistics 

Str 24, Dex 12, Con 18, Int 16, Wis 12, Cha 10 

Base Atk +9; CMB +18; CMD 28 

Feats Iron Will, Point- Blank Shot, Power Attack, 

Cleave 

Skills Climb +12, Intimidate +12, Perception +12, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

------------------------------------------------------ 

Giant, Stone “Bugbug”  N  Large Giant  

Init +2; Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 18, touch 11, flat-footed 16 (+2 Dex, +7 natural, –1 

size) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +3 

SQ None  SR No  DR No  Immune No 

Attacks Greatsword +7 (2d6+7) or rock +6 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 16, Dex 14, Con 16, Int 16, Wis 12, Cha 10 

Base Atk +4; CMB +7; CMD 20 

Feats Iron Will, Point- Blank Shot, Power Attack,  

Skills Climb +8, Intimidate +10, Perception +10, 

Stealth +4 (+12 in rocky terrain) 

Languages Common, Giant 

Special Abilities: Improved Rock Catching 

 

 

 

 

 

 

 

 

 

---------------------------------------------------------- 

Giant, Stone “Thubdug”    N Medium Giant 

Init +0;  Space/Reach: 10ft/10ft 

Senses Darkvision 60 ft., low-light vision; Perception 

+12 

AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural) 

HP 45 (6d8+18)  Speed 40’ 

Fort +5, Ref +3, Will +4 

SQ None  SR No  DR No  Immune No 

Attacks Greatclub +7 (2d8+7) , or rock +5 (1d6+4) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180’) 

Statistics 

Str 18, Dex 14, Con 16, Int 8, Wis 14, Cha 8 

Base Atk +3; CMB +7; CMD 19 

Feats Iron Will, Improved Unarmed Attack, Improved 

Grapple 

Skills Climb +8, Intimidate +8, Perception +12, Stealth 

+4 (+12 in rocky terrain) 

Languages Common (very poor), Giant 

Special Abilities: Improved Rock Catching 

----------------------------------------- 

 

 

Upon Killing Ugthug, read the following: 

A thoroughly ugly and small stone giant huddles on 

his knees before you. He grovels in giant and com-

mon, alternating between the two. “Me Thubdug. 

me no want be here, bad brother Bugdug make 

Thubdug go. Ugthug say he kill who not smash 

wings. Now you smash him! Thubdug just smash 

stuff, he not smash wings. Thubdug scared of 

Ugthug and his mean little friend. Thubdug not like 

bad magic!” The giant wails and rocks back and 

forth, a truly pitiful creature. 

 

Anyone who can speak Giant will get more out of 

Thubdug from the following list of question. 

 

 Who is Ugthug?  

“Ugthug poisoned chief and rule tribe. He not 

strong, he no strong to lead! Ugthug poison tribe 

with bad drink..” 

 

 How did Ugthug get so powerful?  

“Ugthug have evil friends. Friend cast magic on 

Ugthug and make bad water with his rage potions. 

Ugthug kill chief.” 
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 Who is Ugthug’s friend/Where is he?  

“Ugthug call him ‘Blight’ and ‘master.’ Thubdug 

not want to know where he is, Thubdug never want 

see him again.” 

 

 Does the rest of your village follow Blight? Have 

we killed the rogue band?  

“Village hate Blight, he smell bad. Village want 

know Blight  dead, pick new chief, good chief. Not 

attack wings people.” 

 

 

The giant looks at you with big dumb eyes. He 

knows nothing else and is about as non-threatening 

as a stone giant can get. Bullied and coerced by his 

superiors, he is just as much a victim here as his 

slain chieftain. Will you let him leave to inform his 

people of the news? 

 
GM’s Note: Record on the events sheet whether the 

PCS let Thubdug go or if they kill him. If the PCS do 

kill him, an elven messenger will tell the giants that 

they are free of Blight’s influence. 

You return to nearby Telesa Aaula A Daho, where 

there are many elves waiting to hear the results of 

your battle, the sounds of which echoed throughout 

their valley. There is an older elf in pure white robes 

designed like Father Cloudclimber’s waiting at the 

center of the village. Your windwalk spell expires 

just as you land. After you exchange information, he 

speaks, “Friends, we are gladdened at the news of 

what happened and the hopeful restoration of the 

peace with the giant village nearby. Please follow 

Sky-strider here back to Telesa Aaula a Pala.” 

 

He refreshes the windwalk spell on you with a wand 

and a young male ranger approaches as your guide. 

Arriving back at Telesa Aaula a Pala in the middle 

of the night, you find the same female sky elf waiting 

for you. You quickly fill her in on the details of your 

mission. “Please, we have accommodations for you 

to rest and eat your fill. Thank you for saving us 

from the drugged giants. I’m sorry I didn’t intro-

duce myself earlier, I am Miralee Pineshaper. Rest 

now, we will send you on your way in the morning.” 

 

The next morning, Father Cloudclimber and Mira-

lee greet you with a hearty breakfast, an enchanted 

glass bubble of air about the size of a   human head, 

and multiple castings of Windwalk. Then you’re on 

your way to Amthydor’s Port District. 

 

 GO TO Encounter 5 (page 12). 
 

ENCOUNTER 5 – ON A VERY 

FAST BOAT! 
 

The Port District is bustling with activity at this 

hour since it is slightly after mid-bells. You locate a 

place to land just outside the Harbormaster’s office. 

A halfling is hanging a sign outside of the office of a 

map of the docks with a list next to it of which ship is 

docked where. You locate the Treant’s Lament at 

Dock 3. 

 

Making your way up to Dock 3, an impressive new 

sailing skiff is in front of you. Where the druid’s got 

such a ship you have no idea, but there is a tall sea 

elf standing at the gangplank, his silver hair blowing 

in the breeze. He looks at you with piercing amber 

eyes and appraises you as you arrive. “Greetings, I 

am Alpha Lordellan. Come aboard and you will 

meet the rest of the crew.” 

 

As you follow him aboard the sleek ship, you begin 

to see more of your druid associates. There is a large 

female half orc dressed in leathers and a blue cape. 

She steps up and introduces herself as Grondee 

Sunhand, ship’s Captain, and cleric of Cyrene. The 

voyage should only take two days.” 
 

After two days of uneventful travel, you arrive at a 

location marked by a large kelp forest that spans all 

the way up to float on the top of the water, despite 

being this far out at sea. The elves’ carefully culti-

vated farms are flourishing and among the kelp 

strands are two sea elf warriors with crab shell ar-

mor and tridents waiting to escort you into their 

city. 

 

Alpha Lordellan turns to you and says “We will stay 

in the area and investigate another matter for the 

Archdruid. Blow this whistle under the water and 

we will come back for you within hours. The Arch-

druid has commissioned these to be crafted for you 

that you might breathe underwater.” He hands you 

all a set of nose clips. “Simply insert them firmly in-

to your nose and you will have a three day supply of 

air. Good luck on your quest.” 

 

You dive into the water and follow your somber sea 

elf guards onto a pair of chariots to ride into the city. 

The entire outer wall is natural coral and the build-
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ings housing the elves are elaborately crafted sand 

castles around a coral and kelp frame.  

 

Your guards lead you straight to the castle entrance, 

it is magnificent up close. The doors are twin clam-

shells and the front atrium leads to a large hall filled 

with sea elf nobles in very fine dress with clothes 

made of a unique mix of underwater shells and wo-

ven sea kelp linen dyed in vibrant colors. On a 

raised dais, the sea elf king sits on a pearl throne. 

Next to him is a coral armored young male sea elf 

holding a pale cream bag. 

 

The king stretches out his pearl scepter and says, 

“Surface dwellers, thank you for making haste to 

our fair city. I am King Bartolomé. My son will pre-

sent you with our gift to Archdruid Dirn. Please let 

him know that if his ritual is successful, we expect 

instruction on its use so we may also benefit from the 

applicable protections. 

 

Prince Aloysuis approaches you. “Allies of the 

Grove, this bag is enchanted to protect the globe of 

pure water within. But still, be careful with it. We 

wish you safe passage and speed on your quest for 

the Archdruid. My carriage will take you back to the 

surface quickly.” 

 

 When the PCs blow Alpha Lordellan’s whistle, GO 

TO Encounter 6 (page 13). 
 

ENCOUNTER 6 –  

THIS MOUNTAIN IS OLD 
 

You reach the surface and soon your ride appears. 

Alpha Lordellan is dropping a ladder off the side. 

“Welcome friends, I take it you were successful? 

Quickly now, we must meet our contact at the 

League of Thaumaturgical Studies. Rest on the way 

back to Amthydor, we will leave for the portal to 

Harrekholm as soon as we arrive at LOTS.” 

 

Days go by and soon you are back at Amthydor’s 

Port District. Alpha Lordellan leads you quickly 

through the streets to the University District and the 

LOTS compound. Once inside, you are directed to 

the main tower. Entering the tower, Lordellan 

checks you in with the young mage at the desk and 

you are ushered into a large auditorium. There is an 

elevated portion in the center of the room, easily 60 

ft across and 50 ft high, with one large glowing por-

tal in the center. You are greeted by a spritely mid-

dle aged female gnome in blinding yellow robes. 

“Adventurers! I am Deeru Hiji. I will be your portal 

guide today, let us embark on an excellent journey.” 

She bounds energetically in front of the portal. 

 

She motions you all to join hands in front of the 

stone and then positioning herself in the center, be-

gins the activation magic. You feel a deep pull within 

your core and with a slight spinning motion, you are 

treated to an inky surreal blackness, then shot up 

into the air on the opposite side, hitting your noggins 

on the low ceiling of the dwarven halls. 

 

TRIAL OF THE BROTHERHOOD: 

 

The outer halls of the dwarven city Harrekholm are 

gilded with fine metals and gold with elegant stone-

masonry to be found on every available surface. An 

elderly dwarf stands before you, in a resplendent 

green and gold tunic. He nods to Deeru, “We have 

been expecting you. The Archdruid of Amthydor 

asks much of us, a sample of the purest earth under 

our mountain is a cherished relic of our city. We will 

not give it away freely or without knowing your 

character. Please follow me, and you will undergo 

the Trial of the Dwarven Brotherhood in order to 

prove your worth as mountain-friend.”  

 

He leads you into a large hall off the main outer 

chamber. The walls are steel. In front of you is a 

stone pedestal about 3’ high, with an inscription in 

dwarven carved in the flat of its top. 

 

If there are any PCs that can read dwarven, give them 

Player Handout #3. For those that cannot, Deeru will 

step forward and read it to them. 

 

The dwarf motions to the four statues around the 

room- a warrior with a dwarven warhammer, a 

priest with a holy symbol of Lohm, a likeness of a 

dwarven king and a common looking dwarf in sim-

ple clothes. “Complete the tasks for the groups 

which make up our fair city. Your sample of rare 

earth awaits you when you do.” With that ultima-

tum, he turns and leaves. Deeru looks at you and 

shrugs her shoulders. “Not very friendly types I’m 

afraid. I can probably give you a hand with one of 

these if you wish.” 

 

OUTCOME: 

The PCs must answer all four questions/complete all 

four tasks correctly in order to proceed. Any Dwarven 

party member gets an inherent +2 to any intelligence or 
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wisdom based rolls made to get clues due to their famil-

iarity with Dwarven history and culture. If any of the 

party are a Halfling, gnome or LOTS wizard, Deeru will 

volunteer to take one question the PCs wish. Otherwise 

they will have to succeed at an ATL+ 15 Diplomacy 

check to enlist her aid.  

 

The pedestal in the front of the room glows as you 

complete the last task. It melts away to reveal a 

brown glass globe containing the sample of pure 

earth. You grab your bounty, head back to the por-

tal room with Deeru and head back to Amthydor. 

 

 Proceed to Encounter 7 (page 14). 

 

ENCOUNTER 7 – IT ALL COMES TO THIS 

 
You find Alpha Lordellan anxiously pacing at LOTS 

when you return. He appears to be communicating 

with a stone bird figurine. “There you are. Hurry up 

the Grove is under attack! We must reach the Arch-

druid.” 

 

You rush outside the building and are greeted by a 

pair of Druids. They usher you to a large oak tree in 

the center of the LOTS compound. They split your 

party in two. Lordellan sighs in relief as they tele-

port you back to the Grove using their version of a 

portal network, just slightly leafier. 

 

Just as you emerge from the tree outside the Grove’s 

boundary, you are presented with two figures in the 

middle of the road, a sinister looking male human in 

black robes and a gnome woman in red robes. Be-

hind the gnome, is a huge fire elemental that burns 

with a sickly stench and a greenish glow. Alpha Lor-

dellan slows the procession in front of them.  

 

The male human smiles at you and says “Blight says 

hello. You actually think he’d let Dirn raise his little 

protection spell? Time to die you stupid tree hugging 

idiots.” Beady red feline eyes emerge from the sur-

rounding trees.  

 

Have the PCs roll Intiative.  

ATL 3: Tom, his familiar Murk, Deran the druid 

and 2 catpires- Bobcat. *Lordellan and the fire ele-

mental are playing with each other. The PCs have 4 

rounds to kill the bad guys to save Alpha Lordellan. The 

fire elemental will fall dormant when the druid and nec-

romancer are dead.* 

ATL 5: Tom, his familiar Murk, Deran the druid 

and 2 Catpires- panther. *Lordellan and the fire ele-

mental are playing with each other. The PCs have 3 

rounds to kill the bad guys to save Alpha Lordellan. The 

fire elemental will fall dormant when the druid and nec-

romancer are dead.* 

ATL 7: Tom, his familiar Murk, Deran the druid 

and 2 Catpires-lion. *Lordellan and the fire elemental 

are playing with each other. The PCs have 4 rounds to 

kill the bad guys to save Alpha Lordellan. The fire ele-

mental will fall dormant when the druid and necro-

mancer are dead. 

ATL 9: Tom, his familiar Murk, Deran the druid 

and 4 Catpires-lion. *Lordellan and the fire elemental 

are playing with each other. The PCs have 5 rounds to 

kill the bad guys to save Alpha Lordellan. The fire ele-

mental will fall dormant when the druid and necro-

mancer are dead. 

------------------------------------------------------------ 

 

ATL 3 

Tom Cardale   CE Human Witch 2 

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

Senses: Perception +6 

AC 14, T 12, FF 12 (+2 Dex, +2 natural) 

HP  13 (2d6 + 2)   Speed 30' 

Fort +1, Ref +3, Will +4 

SQ None     DR No        SR No      

Immune No Weaknesses: No 

Full Attack Quarterstaff +1 (1d6, 20x2) or  

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

Spell-Like Abilities None 

Str 8 Dex 14 Con 10 Int 18° Wis 12 Cha 14 

Base Atk +1; CMB +0; CMD 12 

Feats Extra Hex*, Combat Casting 

Languages Common, Elven, Gnomish, Undercommon, 

Dwarven 

Gear Quarterstaff, Sling, Potion of Resistance, Potion 

of Bless, Potion of Natual Armor +2 

Skills Craft(alchemy) +4, Heal +4, Perception +6, 

Spellcraft +7, Know(Nature) +8,  

Special Abilities Witch's Familiar, Cantrips, Hex 

(Flight, Evil Eye, *Slumber), Poison Use, 

Daily Spells: 1 bonus 1st lvl, 1 bonus 2nd lvl spell 

Patron (Plague)- 2nd - Detect Undead 

0th - Bleed, Daze, Putrefy food and drink, Resistance, 

Spark 

1st - Burning Hands, Cause Fear x2, Ray of Enfeeble-

ment, Reduce Person 

2nd - Hold Person x2, Inflict Moderate Wounds 

Familiar: Rat 

 

 

 

 

http://paizo.com/pathfinderRPG/prd/classes/druid.html#nature-sense
http://paizo.com/pathfinderRPG/prd/classes/druid.html#orisons-druid
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Rat “Murk”: Tiny Animal  

Initiative +2; Space/Reach2.5 ft./2.5 ft. 

Senses: Low light vision, scent Perception +6 

AC 15, Touch 12, FF 13(+2 Dex, +2 Size, +1 NA) 

HP  6 (1/2 master) Speed30ft 

Fort +1, Ref +3, Will +4 DR/SR/Immune No 

SQ Low-light vision, Link, Share Spells 

Full Attackπ Bite +3 (1d3-4, 20x2), 2 Claws +3 (1d2-4, 

20x2) 

Str 2 Dex 15 Con 11 Int 6 Wis 13 Cha 7 

Base Atk +1; CMB +1; CMD 7 

Feats Weapon Finesse, Alertness, Improved Evasion, 

empathic link, share spells,  

Skills Climb+6, Perception+6, Stealth+18, Swim +10 
 

 

Deran         NE Gnome Druid 2 
Initiative +2;  Space/Reach 5 ft./5 ft. 

Senses:  Low light vision, Perception +9 

AC 15, T 13, FF 12 (+2 Dex, +2 natural, +1 size) 

HP  18 (2d8 + 4+2)   Speed 30' 

Fort +5, Ref +3, Will +8 

SQ None     DR No        SR No      

Immune +2 saves vs Illusion 

Weaknesses: 
Full Attack Quarterstaff +1 (1d6-1, 20x2) or  

Sling +4 (1d4-1, 20x2) (20 stones) 

Spell-Like Abilities Once per day: dancing lights, 

ghost sound, prestidigitation, speak with animals caster 

level 2, DC14 

Str 8 Dex 14 Con 12 Int 10 Wis 18° Cha 14 

Base Atk +1; CMB +0; CMD 12 

Feats  Combat Casting 

Languages Common, Gnome,  

Gear Quarterstaff, Sling, Potion of Resistance, Potion 

of Bless, Potion of Natual Armor +2 

Skills Heal +8, Perception +9, Spellcraft +6, 

Know(Nature) +7 

Special Abilities Woodland Stride, Animal Empathy, 

Nature Sense, Nature Bond(fire) 
Fire Bolt (Sp): As a standard action you can target any single foe within 

30 feet as a ranged touch attack with this bolt of fire. If you hit the foe, 

the fire bolt deals 1d6 points of fire damage + 1. You can use this ability 

7 times per day. 
Daily Spells: 1 bonus 1st lvl, 1 bonus 2nd lvl spell 

Spells 
0th – Flare, Stabilize, Guidance, Virtue 

1st –  Domain (burning hands), Magic Fang, Produce 

Flame 

 

 

 

 

 

 

 

Catpire – Greater    “Bobcat”    CE Tiny Undead 

Initiative +8; Space/Reach 2.5 ft./0 ft 

Senses: Darkvision (60ft), scent, Perception +6 

AC 19, Touch 16, FF 14 (+2 Size, +4 Dex, +2 Natural 

Armor, +1 Dodge) 

HP  9 (1d8+1) Fast healing 5        Speed 30' 

Fort +1, Ref +8, Will +2 

SQ Undead     SR No           DR 10/magic or silver 

Immune Mind-affecting effects, Undead Traits, Resist 

Cold/Electricity 10, Channel resistance +4  

Weaknesses Holy symbol, mirrors, direct sunlight 

Attacks 2 Claws +7 (1d2-1, 20x2) and Bite +6 (1d3-1, 

20x2) or Slam +6 (1d2-1, 20x2) 

Special Attacks Dominate (DC 12, command is "stand 

still", "pet me"), Blood Drain 

Spell-Like Abilities Gaseous Form (at will), Spider 

Climb (constant) 

Str 9 Dex 19 Con -- Int 4 Wis 14 Cha 12 

Base Atk +2; CMB -1; CMD 16 

Feats Weapon Finesse, Toughness* Dodge, Weapon 

Focus (Claw), Improved Initiative, Lightning Reflexes 

Skills: Climb +14, Perception +6, Stealth +14 

Special Abilities Blood Drain (drains 1d4 HP instead of 

Con), Energy Drain on successful Slam, Claw or Bite 

attacks (imparts stacking -1 penalty to all rolls instead 

of negative levels) 
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ATL 5 

Tom Cardale   CE Human Witch 4 

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

Senses: Perception +6 

AC 18, T 12, FF 16 (+4 armor, +2 Dex, +2 nat.) 

HP  31 (4d6  + 4 + 4+7)  Speed 30' 

Fort +2, Ref +4, Will + 6 

SQ None     DR No        SR No      

Immune None  Weaknesses: None 

Full Attack Quarterstaff +2 (1d6, 20x2 or Sling +5 

(1d6, 20x2) (20 stones) 

Str 10 Dex 14 Con 10 Int 18° Wis 12  Cha 14 

Base Atk +2; CMB +2; CMD 14 

Feats  Cmbt Cast., Tough., Extra Hex (Misfortune) 

Languages Common, Elven, Gnomish, Undercommon, 

Dwarven 

Gear Quarterstaff, Sling, Potion of Barkskin +2, Potion 

of Resistance, Potion of Aid, Potion of Mage Armor, 

Potion of Cure Light Wounds 

Skills: Craft (alchemy) +7, Heal +4, Intimidate +6, 

Spellcraft +9, Use Magic Device +4, Know(Nature) +8, 

Stealth +6, Perception +6 

Special Abilities Witch's Familiar, Cantrips, Hex 

(Blight, Slumber, Evil Eye, *Misfortune), Poison use, 

Daily Spells: 1 bonus 1st lvl spell, 1 bonus 2nd  lvl spell, 

1 bonus 3rd lvl spell 

Patron (Plague)- 4th - Command Undead 

0th - Bleed, Daze, Putrefy food and drink, Resistance, 

Spark 

1st - Burning Hands, Cause Fear, Ray of Enfeeblement, 

Ill Omen(APG) 

2nd - Hold Person, Inflict Moderate Wounds, Web 

3rd - Lightning Bolt, Summon Monster III 

Familiar: Rat 

 
Rat “Murk”: Tiny Animal  

Initiative +2; Space/Reach2.5 ft./2.5 ft. 

Senses: Low light vision, scent Perception +6 

AC 16, Touch 12, FF 14(+2 Dex, +2 Size, +2 NA) 

HP  15 (1/2 master) Speed30ft 

Fort +2, Ref +4, Will +6 DR/SR/Immune No 

SQ Link, Share Spells 

Full Attackπ Bite +4 (1d3-4, 20x2), 2 Claws +4 (1d2-4, 

20x2) 

Str 2 Dex 15 Con 11 Int 7 Wis 13 Cha 7 

Base Atk +2; CMB +2; CMD 8 

Feats Weapon Finesse, Alertness, Improved Evasion, 

Empathic link, share spells, deliver touch spells 

Skills Climb+6, Perception+6, Stealth+18, Swim +10 

 

 

 

 

-------------------------------------------------------- 

Deran        NE Gnome Druid 4 
Initiative +2;  Space/Reach 5 ft./5 ft. 

Senses:  Low light vision, Perception +10 

AC 17, T 13, FF 14 (+2 Dex, +4 natural, +1 size) 

HP 33 (4d8 + 4 + 4+7 )   Speed 30' 

Fort +6, Ref +4, Will +9 

SQ None     DR No        SR No      

Immune +2 saves vs Illusion 

Weaknesses: 
Full Attack Quarterstaff +3 (1d6-1, 20x2) or  

Sling +6 (1d4-1, 20x2) (20 stones) 

Spell-Like Abilities Once per day: dancing lights, 

ghost sound, prestidigitation, speak with animals caster 

level 2, DC14 

Str 8 Dex 14 Con 12 Int 10 Wis 19° Cha 14 

Base Atk +3; CMB +2; CMD 14 

Feats  Combat Casting, Spell Focus (Evocation) 

Languages Common, Gnome,  

Gear Quarterstaff, Sling, Potion of Resistance, Potion 

of Bless, Potion of Natual Armor +2, Potion of Aid, 

Potion of Cure Light Wounds 

Skills Heal +8, Perception +10, Spellcraft +6, 

Know(Nature) +7, Survival +12 

Special Abilities Woodland Stride, Animal Empathy, 

nature sense, trackless step, Wild Shape (1x/day), Resist 

Nature’s Lure, Nature Bond(fire) 
Fire Bolt (Sp): As a standard action you can target any single foe within 

30 feet as a ranged touch attack with this bolt of fire. If you hit the foe, 

the fire bolt deals 1d6 points of fire damage + 1. You can use this ability 

7 times per day. 
Daily Spells: 1 bonus 1st lvl, 1 bonus 2nd lvl spell 

Spells 
0th – Flare, Stabilize, Guidance, Virtue 

1st –  Domain (burning hands), Magic Fang, Produce 

Flame, Flare Burst (APG) 

2nd-  Domain (produce flame), Barkskin, Bull’s 

Strength, Summon Swarm 
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Catpire – “Panther” CE Medium Undead 

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

Senses: Darkvision (60ft), scent, Perception +6 

AC 18, Touch 16, FF 12( +5 Dex, +2 Natural Armor, 

+1 Dodge) 

HP  22 (4d8+4) Fast healing 5        Speed 30' 

Fort +2, Ref +9, Will +3 

SQ Undead     SR No           DR 10/magic or silver 

Immune Mind-affecting effects, Undead Traits, Resist 

Cold/Electricity 10, Channel resistance +4  

Weaknesses Holy symbol, mirrors, direct sunlight 

Attacks 2 Claws +10 (1d6, 20x2) and Bite +7 (1d8, 

20x2) or Slam +7 (1d4, 20x2) 

Special Attacks Dominate (DC 13, command is "stand 

still", "pet me"), Blood Drain 

Spell-Like Abilities Gaseous Form (at will), Spider 

Climb (constant) 

Str 10 Dex 20 Con -- Int 4 Wis 14 Cha 12 

Base Atk +4; CMB +4; CMD 19 

Feats Weapon Finesse, Toughness* Dodge, Weapon 

Focus (Claw), Improved Initiative, Lightning Reflexes 

Skills: Climb +14, Perception +10, Stealth +14 

Special Abilities Blood Drain (drains 1d4 HP instead of 

Con) heals 5 hp, Energy Drain on successful Slam, 

Claw or Bite attacks (imparts stacking -1 penalty to all 

rolls instead of negative levels) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ATL 7 

Tom Cardale   CE Human Witch 6 

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

Senses: Perception +6 

AC 18, T 12, FF 16 (+2 Dex, +2 natural, +4 Armor) 

HP  43 (6d6 + 6+6+7)   Speed 30' 

Fort +3, Ref +5, Will +7 

SQ None     DR No        SR No      

Immune: None  Weaknesses: None 

Full Attack Quarterstaff +3 (1d6, 20x2) or  

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

Spell-Like Abilities   

Str 10 Dex 14 Con 10 Int 20° Wis 12 Cha 14 

Base Atk +3; CMB +3; CMD 15 

Feats Extra Hex*, Combat Casting, Toughness, Extend 

Spell 

Languages Common, Elven, Gnomish, Undercommon, 

Dwarven 

Gear Quarterstaff, Sling, Potion of Barkskin +2, Potion 

of Resistance, Potion of Aid, Potion of Mage Armor, 

Potion of Cure Light Wounds  

Skills: Craft (alchemy) +9, Heal +5, Intimidate +6, 

Spellcraft +11, Use Magic Device +4, Know(Nature) 

+8, Stealth +6, Perception +6 

Special Abilities Witch's Familiar, Cantrips, Hex 

(Fligh, Evil Eye, *Slumber, Misfortune), Poison Use, 

Daily Spells: 1 bonus 1st lvl, 1 bonus 2nd lvl spell, 1 bo-

nus 3rd lvl 

Patron (Plague)- 2nd - Detect Undead 4th- Command 

Undead, 6th- Contagion 

0th - Bleed, Daze, Resistance, Spark 

1st - Burning Hands, Cause Fear, Ray of Enfeeblement, 

Reduce Person, Charm Person 

2nd - Hold Person, Inflict Moderate Wounds, Web, 

blindness/deafness 

Familiar: Rat 

 
Rat “Murk”: Tiny Animal  

Initiative +2; Space/Reach2.5 ft./2.5 ft. 

Senses: Low light vision, scent Perception +6 

AC 17, Touch 12, FF 15(+2 Dex, +2 Size, +3 NA) 

HP  21(1/2 master) Speed 30ft 

Fort +3, Ref +5, Will +7 DR/SR/Immune No 

SQ Low-light vision, Link, Share Spells 

Full Attackπ Bite +5 (1d3-4, 20x2), 2 Claws +5 (1d2-4, 

20x2) 

Str 2 Dex 15 Con 11 Int 8 Wis 13 Cha 7 

Base Atk +3; CMB +3; CMD 9 

Feats Weapon Finesse, Alertness, Improved Evasion, 

Empathic link, share spells, deliver touch spells, speak 

with master 

Skills Climb+6, Perception+6, Stealth+18, Swim +10 

 

http://paizo.com/pathfinderRPG/prd/classes/druid.html#nature-sense
http://paizo.com/pathfinderRPG/prd/classes/druid.html#orisons-druid
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Deran       

 NE Gnome Druid 6 
Initiative +2; Space/Reach 5 ft./5 ft. 

Senses:  Low light vision, Perception +10 

AC 15, T 13, FF 12 (+2 Dex, +2 natural, +1 size) 

HP 44 (6d8 + 6 + 6+7 )  Speed 30' 

Fort +7, Ref +5, Will +11 

SQ None     DR Resist Fire(10)   SR No      

Immune +2 saves vs Illusion 

Weaknesses: 
Full Attack Quarterstaff +4 (1d6-1, 20x2) or  

Sling +7 (1d4-1, 20x2) (20 stones) 

Spell-Like Abilities Once per day: dancing lights, 

ghost sound, prestidigitation, speak with animals caster 

level 2, DC14 

Str 8 Dex 14 Con 12 Int 10 Wis 20° Cha 14 

Base Atk +4; CMB +3; CMD 15 

Feats  Combat Casting, Spell Focus Evocation, Natural 

Spell 

Languages Common, Gnome,  

Gear Quarterstaff, Sling, Potion of Resistance, Potion 

of Bless, Potion of Natual Armor +2, Potion of Aid, 

Potion of Cure Light Wounds 

Skills Heal +10, Perception +12, Spellcraft +9, 

Know(Nature) +8, Survival +12 

Special Abilities Woodland Stride, Animal Empathy, 

nature sense, trackless step, Wild Shape (2x/day), Resist 

Nature’s Lure, Nature Bond(fire) 
Fire Bolt (Sp): As a standard action you can target any single foe within 

30 feet as a ranged touch attack with this bolt of fire. If you hit the foe, 

the fire bolt deals 1d6 points of fire damage + 1. You can use this ability 

7 times per day. 

Resist Fire (Sp): Resist fire (10)  
Daily Spells: 2 bonus 1st lvl, 2 bonus 2nd lvl spell, 1 bo-

nus 3rd level spell 

Spells 
0th – Flare, Stabilize, Guidance, Virtue 

1st –  Domain (burning hands), Magic Fang, Produce 

Flame x2 , Flare Burst (APG) 

2nd-  Domain (produce flame), Barkskin, Bull’s 

Strength, Summon Swarm, Burning Gaze (APG), Stone 

Call (APG) 

3rd –  Domain (Fireball), Poison, Dominate Animal, 

Call Lightening 

 

 

 

 

 

 

 

 

 

 

 

Cat-pire “Lion”    CE Large Undead 

Initiative +9; Space/Reach 5ft./5 ft 

Senses: Darkvision (60ft), scent, Perception +6 

AC 20, Touch 17, FF 16 (-1 Size, +5 Dex, +4 Natural 

Armor, +1 Dodge) 

HP  22 (4d8 +4) Fast healing 5        Speed 30' 

Fort +3, Ref +10, Will +4 

SQ Undead     SR No           DR 10/magic or silver 

Immune Mind-affecting effects, Undead Traits, Resist 

Cold/Electricity 10, Channel resistance +4  

Weaknesses Holy symbol, mirrors, direct sunlight 

Attacks 2 Claws +11 (1d8+1, 20x2) and Bite +11 

(2d6+1, 20x2) or Slam +10 (1d6+1, 20x2) 

Special Attacks Dominate (DC 14, command is "stand 

still", "pet me"), Blood Drain 

Spell-Like Abilities Gaseous Form (at will), Spider 

Climb (constant) 

Str 12 Dex 20 Con -- Int 4 Wis 14 Cha 14 

Base Atk +5; CMB +6; CMD 20 

Feats Weapon Finesse, Toughness*, Weapon Focus 

(Bite), Imp. Init., Weapon Focus (Claw), Improved 

Natural attack (bite) 

Skills: Acrobatics +8, Climb +14, Perception +10, 

Stealth +14 

Special Abilities Blood Drain (drains 2d6 HP instead of 

Con) heals 5 HP, Energy Drain on successful Slam, or 

Bite attacks (imparts stacking -1 penalty to all rolls in-

stead of negative levels 
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ATL 9 

Tom Cardale   CE Human Witch 8 

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

Senses: Perception +8 

AC 18, T 12, FF 16 (+2 Dex, +2 natural, +4 Armor) 

HP  52 (8d6 + 8+8+7)   Speed 30' 

Fort +4, Ref +6, Will +8 

SQ None     DR No        SR No      

Immune: None  Weaknesses: None 

Full Attack Quarterstaff +4 (1d6, 20x2) or  

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

Spell-Like Abilities   

Str 10 Dex 14 Con 10 Int 20° Wis 12 Cha 14 

Base Atk +3; CMB +4; CMD 16 

Feats Extra Hex*, Combat Casting, Toughness, Extend 

Spell 

Languages Common, Elven, Gnomish, Undercommon, 

Dwarven 

Gear Quarterstaff, Sling, Potion of Barkskin +2, Potion 

of Resistance, Potion of Aid, Potion of Mage Armor, 

Potion of Cure Light Wounds  

Skills: Craft (alchemy) +9, Heal +5, Intimidate +6, 

Spellcraft +11, Use Magic Device +6, Know(Nature) 

+8, Stealth +8, Perception +8 

Special Abilities Witch's Familiar, Cantrips, Hex 

(Flight, Evil Eye, *Slumber, Misfortune, Ward), Poison 

Use, 

Daily Spells: 1 bonus 1st lvl, 1 bonus 2nd lvl spell, 1 bo-

nus 3rd lvl 

Patron (Plague)- 2nd - Detect Undead 4th- Command 

Undead, 6th- Contagion 

0th - Bleed, Daze, Resistance, Spark 

1st - Burning Hands, Cause Fear, Ray of Enfeeblement, 

Reduce Person, Charm Person 

2nd - Hold Person, Inflict Moderate Wounds, Web, 

blindness/deafness 

3rd- Lightening Bolt, Vampiric touch, Hold Per-

son(extend) 

Familiar: Rat 

 
Rat “Murk”: Tiny Animal  

Initiative +2; Space/Reach2.5 ft./2.5 ft. 

Senses: Low light vision, scent Perception +6 

AC 18, Touch 12, FF 16(+2 Dex, +2 Size, +4 NA) 

HP  25(1/2 master) Speed 30ft 

Fort +4, Ref +6, Will +8 DR/SR/Immune No 

SQ Low-light vision, Link, Share Spells 

Full Attackπ Bite +5 (1d3-4, 20x2), 2 Claws +5 (1d2-4, 

20x2) 

Str 2 Dex 15 Con 11 Int 9 Wis 13 Cha 7 

Base Atk +3; CMB +3; CMD 9 

Feats Weapon Finesse, Alertness, Improved Evasion, 

Empathic link, share spells, deliver touch spells, speak 

with master, speak with animals 

Skills Climb+6, Perception+6, Stealth+18, Swim +10, 

master’s skills 

Deran        NE Gnome Druid 8 
Initiative +2;  Space/Reach 5 ft./5 ft. 

Senses:  Low light vision, Perception +12 

AC 19, T 13, FF 16 (+2 Dex, +2 natural, +1 size, +4 

Armor) 

HP 55 (8d8 + 8 + 8+7 )   Speed 30' 

Fort +8, Ref +6, Will +12 

SQ None     DR Resist Fire(10)   SR No      

Immune +2 saves vs Illusion 

Weaknesses: 
Full Attack Quarterstaff +6 (1d6-1, 20x2) or  

Sling +9 (1d4-1, 20x2) (20 stones) 

Spell-Like Abilities Once per day: dancing lights, 

ghost sound, prestidigitation, speak with animals caster 

level 2, DC14 

Str 8 Dex 14 Con 12 Int 10 Wis 20° Cha 14 

Base Atk +6/1; CMB +5; CMD 17 

Feats  Combat Casting, Spell Focus Evocation, Natural 

Spell 

Languages Common, Gnome,  

Gear Quarterstaff, Sling, Potion of Resistance, Potion 

of Bless, Potion of Natual Armor +2, Potion of Aid, 

Potion of Cure Light Wounds 

Skills Heal +10, Perception +12, Spellcraft +10, 

Know(Nature) +10, Survival +12 

Special Abilities Woodland Stride, Animal Empathy, 

nature sense, trackless step, Wild Shape (3x/day), Resist 

Nature’s Lure, Nature Bond(fire) 
Fire Bolt (Sp): As a standard action you can target any single foe within 

30 feet as a ranged touch attack with this bolt of fire. If you hit the foe, 

the fire bolt deals 1d6 points of fire damage + 1. You can use this ability 

7 times per day. 

Resist Fire (Sp): Resist fire (10)  
Daily Spells: 2 bonus 1st lvl, 2 bonus 2nd lvl spell, 1 bo-

nus 3rd level spell 
Spells 
0th – Flare, Stabilize, Guidance, Virtue 

1st –  Domain (burning hands), Magic Fang, Produce Flame 

x3 , Flare Burst (APG) 

2nd-  Domain (produce flame), Barkskin, Bull’s Strength, 

Summon Swarm, Burning Gaze (APG), Stone Call (APG) 

3rd –  Domain (Fireball), Poison, Dominate Animal, Call 

Lightening, Contagion 

4th- Domain (Wall of Fire), Dispel Magic, Flame Strike x2 
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Cat-pire “Lion”    CE Large Undead 

Initiative +9; Space/Reach 5ft./5 ft 

Senses: Darkvision (60ft), scent, Perception +6 

AC 22, Touch 17, FF 18 (- 1 Size, +5 Dex, +6 Natural 

Armor, +1 Dodge) 

HP  34 (6d8 +6) Fast healing 5        Speed 30' 

Fort +4, Ref +11, Will +5 

SQ Undead     SR No           DR 10/magic or silver 

Immune Mind-affecting effects, Undead Traits, Resist 

Cold/Electricity 10, Channel resistance +4  

Weaknesses Holy symbol, mirrors, direct sunlight 

Attacks 2 Claws +10 (1d8+1, 20x2) and Bite +10 

(2d6+1, 20x2) or Slam +9 (1d8+1, 20x2) 

Special Attacks Dominate (DC 15, command is "stand 

still", "pet me"), Blood Drain 

Spell-Like Abilities Gaseous Form (at will), Spider 

Climb (constant) 

Str 12 Dex 20 Con -- Int 4 Wis 14 Cha 14 

Base Atk +5; CMB +6; CMD 21 

Feats Weapon Finesse, Toughness*, Weapon Focus 

(Bite), Imp. Init., Weapon Focus (Claw), Improved 

Natural attack (bite),  

Skills: Acrobatics +12, Climb +14, Perception +10, 

Stealth +14 

Special Abilities Blood Drain (drains 1d4Con) on suc-

cessful bite attack, Energy Drain on successful Slam, 

(imparts stacking -2 penalty to all rolls instead of nega-

tive levels) 

 

 

 

 

 

 

 

 

IF the PCS are alive at COMBAT END: Read Con-

clusion A (page 20) 

IF the PCS die: Read Conclusion B (page 21) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Conclusion A 
As you slay the last vampiric animals and their op-

erators, Watcher Mirriam appears on the path. She 

gestures at you to get inside a barricade that has 

been put up. Your group rushes into the protection 

of the grove, which rings with the sound of animalis-

tic combat in the distance.  

 

Druids, rangers and clerics blast away at the vam-

pire lions, tigers and panthers. The Archdruid and 

his inner council of elders are busy assembling the 

ritual ingredients. “Hurry friends! Bring those here, 

yes these will work nicely.”  

 

The Archdruid passes the samples to his subordi-

nates who finish assembling the ritual. They join 

hands again and begin to chant. The Archdruid mo-

tions for you to stand near Mirriam, a safe distance 

away. He climbs onto the willow tree and begins 

casting an additional spell above the cradle in time 

with the chanting of his brothers below.  

 

There is a heavy oppressive sensation that presses on 

all of you, as if the forest itself is bursting forward to 

drive off its invaders. The elder druids finish their 

chant and there is a blast of light above the willow 

tree. Lightening arcs across the sky and tremors 

shake the ground along the great tree’s root system.  

 

Archdruid Dirn raises his staff and brings it down 

swiftly, finishing his spell. A wave of consecrated 

nature energy rushes out in every direction. Wails 

and unnatural screams signal the retreat of the in-

vaders. As the dust clears, you see the cat, Ruin, ly-

ing still on the ground before the Archdruid who is 

now holding the drow child. The child bubbles in the 

cat’s direction and he twitches suddenly, his body 

shuddering and flickering as if incorporeal. The 

shape of it twists and reforms, finally, a fox rises, a 

gray incorporeal mist with glowing white eyes. The 

Archdruid beams a massive smile in your direction 

and gestures you forward. 

 

 GO TO Epilogue (page 21). 
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Conclusion B 
The last hero falls under the continual onslaught of 

claws, blood and malice. From your fading point of 

view, you can just make out Alpha Lordellan’s form 

collapsing under the onslaught trying to grab the 

samples and make a run for the protection barrier.  

 

Druids, rangers and clerics blast away at the vam-

pire lions, tigers and panthers. The Archdruid and 

his inner council of elders are busy assembling the 

ritual ingredients. A cheetah bolts from the defen-

sive line, grabs Lordellan’s pack and manages to 

hurl it to safe hands before one of the evil druid’s 

searing balls of flame take him down. He reverts to a 

middle aged gnome wearing a golden oak leave pin. 

 

You drift in and out of consciousness. There is a 

heavy oppressive sensation that presses on all of you, 

as if the forest itself is bursting forward to drive off 

its invaders. Lightening arcs across the sky and 

tremors shake the ground along the great tree’s root 

system. Wails and unnatural screams signal the re-

treat of the invaders.  

 

Clerics raise you from perdition and bring you to 

safety. You see a ghostly fox hovering above the 

Archdruid and the drow child.  

 

 GO TO Epilogue (page 21). 

 The PCs will be responsible for repaying the cost 

of the diamonds used to raise them.  

 

EPILOGUE 
 

Saylan claps at you while Ruin stretches his now in-

corporeal spinal column.  

 

Archdruid Dirn shakes each of your hands. 

“Friends, we could not have achieved such a feat 

without your help. Not only have we erected the 

strongest protection ritual the Grove has ever seen, 

but we have restored the spirit Ruin to his previous 

state as a pure spirit of wit. He is now free to help us 

against his former master.” 

 

The fox turns to you and tilts his head from side to 

side, analyzing you carefully. He chitters with glee. 

“I knew you’d be useful in the end. But now, the real 

fun begins.” The fox waves his paw at the glowing 

remains of the fire elemental. “Oh Ember, what did 

they do to you?” he says, “Don’t worry Dirn, I’ll put 

her back to rights.  Blight, his little swarm of mind-

less roaches, their undead toys… He remembers 

what you did to him all those decades ago. Spirits of 

pain and suffering aren’t born kiddos, they’re 

made,” the fox stares at Dirn intently, “I’ll lead you 

back to Blight’s current source of power, but don’t 

expect me to fight your battles from long ago.” He 

levitates the embers into the Druid’s holy pyres and 

begins to chant. 

 

Archdruid Dirn’s face twists in an expression of pain 

and shock. He whispers something, the fox nodding 

his head in reply. He addresses the group, unable to 

look anyone directly in the eye, “I must entreat your 

help once more. Let me meet with my council and 

Alpha Lordellan. Once we have an assault plan, 

your assistance will likely prove invaluable. I know 

you have questions. The most I will say… long ago I 

failed a fellow acolyte. I could not bring myself to 

give him the swift, painless death that he de-

served,and now we are all paying for my moment of 

weakness.” 

 

Alpha Lordellan brushes past you, joining the coun-

cil of elders around a fir epit. They are constructing 

maps with the fox’s help. Watcher Mirriam offers 

you healing and restoration spells, biding that you 

make yourself comfortable in the visitor tents and 

take your rest. There will hopefully be a plan in 

place come morning.  

 
THUS ENDS “SPIRITS WATCH OVER US” 

 
TIME UNIT COST:  

 Conclusion A: 10 TU 

 Conclusion B: 10 TU 
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EXPERIENCE POINT SUMMARY 
 

 
  ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 

Module Experience 600 850 1200 1800 2900 

Keeping Alpha Lordellan 

alive 
50 50 100 100 100 

Roleplaying XP Bonus 50 50 100 100 100 

            

Maximum Possible XP 700 950 1400 2000 3100 

 
TREASURE SUMMARY 

 

Treasure 

Gold- 50 xATL per PC.    
  

These certs are 1 per table, to a maximum of the number 

of players.   

"Protection of the Natural World" 

Buried in the chest is a glittering amulet with symbols 

of turtles and oxen. 

ATL 3-5: Amulet of Natural Armor +1 (value: 2,000) 

ATL 7-9: Amulet of Natural Armor +2 (value: 4,000) 

 

"Sanctuary of the Grove" 

In recognition of the evil you faced, the Druid's Grove 

has crafted a cloak to protect you on future endeavors. 

ATL 3-7: Cloak of Resistance +2 (value: 4,000) 

ATL 9: Cloak of Resistance +3 

 

"Protection of the Turtle" 

The Warden's armorers are masters of creating fine ar-

mors that anyone can use. The following are made of 

Ancient Turtle bone and carry no restriction to Druid 

PCs. Bone armor or shield will be 20% lighter than cor-

responding steel versions and have the same statistics 

(armor bonus, spell failure, check penalty, movement 

restrictions).  

ATL 3-5: Heavy Bone Shield +1, (value: 1,170) 

ATL 7-9: Bone Breastplate +2 (value: 4,350) 

 

"Wrath of the Forest" 

Several wicked looking weapons are available to you, 

all crafted by the Panther's weaponsmiths. 

ATL 3-5: +1 club (value: 2,300)ATL 7-9: +2 Scimitar 

(value: 8,300) 

 

"Elixers of the Forest" 

The Druid's Grove boasts some of the best alchemists in 

Amthydor and several of their works litter the bottom of 

the chest.  

 

ATL 3: #4 Potion of Cure Moderate Wounds (value: 

1200) 

 

ATL 5: # 4 Potion of Cure Serious Wounds (value: 

3,000) 

 

 ATL 7-9: #4 Potion of Cure Serious Wounds, #2 potion 

Cure Disease (value: 3000+1500) 

 

"Eternal nourishment" 

A small glittering ring with the infinity symbol lies hid-

den in a pouch in a corner of the chest. 

ATL3-5: Ring of sustenance (value: 2,500) 

ATL 7-9: Bottle of Air (value: 7,250) 
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Player Handout # 1 
Ruin’s Riddles: (In Order) If the PCs guess correctly, they can ask a question from the list below 

in Handout #2. 

1. It is great places weathered by time and war and weather. It is a proud man or woman 

brought low. Cities, forests, battle grounds can all be called my name if they are a shad-

ow of their glory. What is my name? 

2. Where is a child on the circle of life? 

3. A selfish man hordes power, a timid man shuns it and a fool gives it away. What does a 

clever man do? 

4. What is black when you acquire it, red when you use it and grey when you dispose of 

it? 

5. You’ve heard me before when I was created and again when I bounce off of rock and 

again till my power drowns in the air. What am I? 

6. A white box without hinge, key or lid, inside the breath of life unmoving.  

7. I can dance without feet. My hunger consumes cities without a mouth. Civilizations de-

pend on me and fall because of me. Fighting me is possible, easier in some places than 

others. 
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GM’s Companion with the Answers to Player Handout #1 

1. The answer is Ruin. The cat will give hints or credit for something close (rubble, 

destruction, shame). 

2. The entire circle, it has no beginning or end. “Everywhere” 

3. Hides/Uses it 

4. Answer: Coal 

5. Sound/Echo 

6. Egg 

7. Fire 
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Player Handout #2 
Questions Ruin will answer: 

1. Why are you here? To plant the seed in the girls head. To teach her secrets few know 

except my master. To prepare her for the greatness her mother planned. I am here against 

my will. I do not want to corrupt her. 

2. Who/what is your master? He is like me, although greater in size and ability. He can be 

many and one. He calls himself many names in many tongues. The one I can say is 

“Blight.” 

3. What does your master want? To corrupt every natural living thing as he corrupted me 

and my brothers and sisters. To take his child and make her a power to bend nations with. 

You cannot keep him from her, not with the Chaldean ritual her mother performed. The 

child is bound to the wood, just as I am, just as Karrilyn was. We three cannot be separat-

ed for long. 

4. Where is he hiding? He can be many places, his coven in the hills moves continuously; 

they range from my forest to the hills and the base of the Mountains north of here. 

5. Who were you before? I was instinct and drive. I was cunning and wit of the wood black 

as night. I am a spirit that represents the law of our creator and I kept it well. 

6. How did Blight corrupt you? I do not know. It was as if one day I was made blind and 

confined to this body, weak but lithe. I was compelled to give Karrilyn the secrets that I 

knew, spells and poisons I had taught the forest over thousands of years. I was chained 

with no visible tether, forced to obey. I tried to stalk them, to discover the secret of their 

power- Blight, Karrilyn and the others of the coven.  There are places they go where I 

cannot enter. It is as if a wall of water exists that I cannot see or swim through.  

7. How many are involved in this? Blight, Karrilyn,- his first and favorite student, the man 

who smells like death with his undead felines, two females attuned to the natural word, 

well learned in curses and disease and a gnome who blackens the ground of anything he 

walks on. 
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Player Handout # 3 

 

Dwarven Riddles 
The King: What has a foot, but has no legs?   
The Warrior:  I shift around, though always slowly. I never move more than a few inches at a 

time. A large movement by me can kill many people. I am huge, yet unseen by humans. What 

am I? 

The Priest:  The 8 of us go forth and back to protect our king from a foes attack. What am I? 

The Miner:  The more you take away from me, the bigger I shall get. What am I? 
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Dwarven Answers 
King: Mountain 

Warrior: Tectonic Plates 

Priest: Pawn 

Miner: Hole 
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Critical Event Summary: Fur and Fang 

 

Convention: ____________________ Date: ___________________________  
Do Not Return After GenCon 

 

1. Did the PCs kill Thugdub?      YES        or     NO 

 

2. Did Alpha Lordellan die in the assault on the Grove?  YES        or     NO 

 

 
Return this form to: David Samuels, 2722 East 64th Street, Brooklyn, NY 11234,  lsj-modsummary@theshiningjewel.com
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ROSTER OF HEROES: FUR AND FANG 
Judge Name: _______________________________ 
 

Convention: ____________________ Date: ___________________________  
 

Player Name:       HomeState:        
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:       HomeState:        
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:       HomeState:        
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:       HomeState:        
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:       HomeState:        
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:       HomeState:        
Email address:        (optional) 
Hero’s Name:        Sex:        Race:          
Class:        Level:        Region/City:        
Special items or comments:        
Hero's Stats: Str     Dex      Con      Int     Wis      Cha            Gained a level:  Lost level(s):  
Dead:        Out of Play:  Wish to Judge Future Events:        Wish to Author Future Events:  

  

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

to 
lsj-roster@theshiningjewel.com. 
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Welcome to the LSJ Shopping Spree!  

Enclosed in this package is all you need to use the 

Shopping Spree.  

What to Print  

Please print out the Shopping Spree cert file. Each char-

acter 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 adven-

ture, 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 / son-

ic) 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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OPEN GAME LICENSE Version 1.0 
The following text is the property of Wizards of the Coast, Inc. and is 

Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-

served. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark 

owners who have contributed Open Game Content; (b)"Derivative Materi-

al" means copyrighted material including derivative works and translations 

(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment 

or other form in which an existing work may be recast, transformed or 

adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, 

broadcast, publicly display, transmit or otherwise distribute; (d)"Open 

Game Content" means the game mechanic and includes the methods, 

procedures, processes and routines to the extent such content does not 

embody the Product Identity and is an enhancement over the prior art and 
any additional content clearly identified as Open Game Content by the 

Contributor, and means any work covered by this License, including trans-

lations 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; crea-

tures 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 ex-

cludes 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 De-

rivative 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 Li-
cense, 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 Contri-

butions 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 COPY-

RIGHT 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 origi-

nally 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 termina-

tion of this License.  
14. Reformation: If any provision of this License is held to be unenforce-

able, 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, Mon-

teCook, and Skip Williams. 

   Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; Author: Jason 

Bulmahn, basedon material by Jonathan Tweet, Monte Cook, and Skip-

Williams. 

   Pathfinder RPG GameMastery Guide, © 2010, Paizo Publishing, LLC; 
Author: Cam Banks, Wolfgang Baur,JasonBulmahn, Jim Butler, Eric 

Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James Ja-

cobs,KennethHite, Steven Kenson, Robin Laws, Tito Leati, Rob 

McCreary, Hal Maclean, Colin McComb, Jason Nelson, DavidNoonan, 

Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley Schneider, Am-

ber Scott, Doug Seacat, MikeSelinker, Lisa Stevens, James L. Sutter, Russ 

Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff. 

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Au-
thor: Jason Bulmahn. 

   The Book of Experimental Might. Copyright 2008, Monte J. Cook. All 

rights reserved. 

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: 

Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 

Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, 

and Bill Webb; Based on original content from TSR. 

The LSJ Campaign Guide, Copyright 2009, The Shining Jewel, LLC; 
Authors LSJ Staff. 

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

Author Keith Knecht 

 

Spirits Watch Over Us, Copyright 2014, The Shining Jewel Cam-

paign Author Lynn Miller. 

 

 
 

 

 
 

 

 
 

 


