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WELCOME TO LSJ! 

This is a Legends of the Shining Jewel campaign 

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

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

players and judge place some sort of name tag in front 

of them, so everyone can easily identify each other and 

the names of the characters they are playing.  Some of 

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

for the players to hear, although you are certainly free to 

paraphrase or summarize the text if you feel it is 

necessary. 

LSJ GM EMPOWERMENT CLAUSE 

The coordinators of the campaign empower GMs to 

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

they should be successful and appropriately rewarded.  

The GM may also invent new NPCs as needed to 

populate the city of Amthydor, which is not completely 

detailed due to practical limitations. 

If the party is having trouble dealing with say, undead 

encounters, the GM can always have a patrol of priests 

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

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

their own ill-advised actions or lack of forethought. 

Softening the blow from a bad set of rolls or simple bad 

luck is one thing, but stupid actions deserve what they 

get. 

CALCULATING ATL (AVERAGE TABLE LEVEL) 

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

cohorts and entourages) and any animals that will take 

part in combat that are not granted by class features 

(such as familiars, animal companions, or bonded 

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

player characters are at the table.  This gives you the 

Average Table Level (ATL) for running combats. 

A NOTE ABOUT ATLS AND THE POWER OF PCS 

Not all parties are created equal.  Some level 1 parties 

can handle anything the GM can throw at them, and 

some level 3 parties are relatively weak for their levels.  

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

to the challenge of the tier, he should adjust the 

encounters DOWN for that party.  This is particularly 

important if the party has a broad mix of experience 

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

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

encounters should be a worthy challenge, not an 

impossible task or a slaughter fest.  Regardless of what 

the instructions say, the GM should let common sense 

rule the day (and the module). 

ABOUT THE MODULE 

"Suzie’s Doll" is a standalone module. No module 

needs to be played before or after it to get the full 

experience of the adventure. 

LIFESTYLE IN LSJ 

Player Characters have to spend money on many things 

during downtime: food, rent, repairs on weapons and 

armor and other daily expenses.  In the LSJ Campaign 

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

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

Campaign Guide. 

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

Briarhaven is settled into the crook of the river 

surrounded by verdant forest. The original families 

that settled to the area were human and halfling 

and many of their descendants still live within the 

small village. The village is far enough from 

Amythador that it doesn't normally get much 

traffic but close enough that the farmers are able to 

travel and sell their goods as well as restock to 

keep those that live within fed and comfortable.  

 

It's been almost two decades since they have 

hosted one, but the one time of year when 

Briarhaven once shined to the outside world was 

during the harvest. The little village was known for 

its extravagant harvest festivals, games, good food, 

and merriment were available for all. Merchants 

would travel from great distances to sell their 

goods at the festival, often using the occasion to 

make business connections and secure more long 

term customers.  

 

The festivals abruptly stopped years ago, the 

details of why aren't very clear to those that don't 

live within the small community. But 

disappearances had started plaguing the village, 

those taken were both locals and travelers what 

exactly happened to them was never made clear. It 

is a part of their history that Briarhaven doesn't like 

to discuss and does it's best to keep hidden from 

outsiders. The festival was canceled years ago 

because of the disappearances and didn't start up 

for a long time as the village attempted to deal with 

its losses.  

 

The locals contribute the disappearances to the 

arrival of a foreign noble from D'Gar. Even they do 

not know exactly what happened, but things started 

to get strange after the noble appeared and claimed 

a bit of land to the south of Briarhaven to build his 

country estate. The villagers were at first pleased 

with the idea of having a noble of any nation 

nearby, thinking it would boost their economy. 

However, it wasn't long after the estate was fully 

built that the disappearances started and they 

abruptly ended when a fire in the estate claimed 

the life of the nobleman, Hindrich Aust.  

 

No official investigation came from Amythdor 

instead D'Gar was allowed to send out its own 

representatives to look over the scene. In the end, 

the representatives declared the fire an accident 

and the estate has been left to rot over the years. 

Many within Briarhaven have grown to distrust 

outsiders. It hasn't been until recently when the 

new head of the town council, Morro Tealeaf, a 

halfling from one of the original founding families, 

pushed to get the festival back in production that 

the village even considered it. Eventually, enough 

were convinced to allow the festival to take place. 

The module starts on the first day of the 

Briarhaven Harvest Festival. 

ADVENTURE SUMMARY 

Introduction – With hype of a large harvest 

festival taking place in the small community of 

Briarhaven, whispered mention of old troubles 

plague the community. Despite troubling rumors 

the festival is set to go on. The first day of the 

festival the PCs find themselves on the way to the 

little community either out of interest for a 

distraction or interest in possible trouble. 

 

Encounter 1: PCs have a chance to explore the 

festival and small community of Briarhaven. 

Gaining the chance to speak with several NPCs 

that are running games and some that can give 

information to the history of Briarhaven and it’s 

mysteries. The NPCs that can give relevant 

information on Briarhaven’s past are Morro (the 

councilman), Candice Branneth, and Granny K and 

Granny G. 

 

Encounter 2:  Bonfires are lit as part of the 

festival and the group experiences a visit from a 

ghost child, Suzie. They are able to also let the 

town know something is going on by speaking 

with Morro again. 

 

Encounter 3: The PCs make their way through the 

forest to discover the long abandoned Aust Estate. 

 

Encounter 4: The PCs arrive at the Aust Estate 

and make their way inside and through the house. 

There they have the chance to meet and speak with 

several benevolent spirits, that include the Foster, 
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Suzie, and Sophia. There are other spirits within 

but they are not as helpful or talkative. 

 

Encounter 5: PCs find an old ceremonial chamber 

and encounter the creature that Baron Hindrich has 

become, a twisted undead nightshade aberration. 

 

Epilogue – The PCs are able to defeat the 

Nightshade and free the spirits, or are forced to 

retreat. 

 

 

INTRODUCTION – ARRIVING 

IN BRIARHAVEN 

News of the Briarhaven Harvest Festival has 

drifted throughout the protectorate, piquing the 

interest of many. The festival is boasted as being 

the largest in the small hamlet's history and has 

been the topic of excited conversation among 

many commoners and merchants. News quickly 

passes among the adventuring populace of the 

city as well.  As the day of the festival arrives, 

you find yourself making your way along the 

road toward Briarhaven.   The first rays of the 

sun drift through a light mist, trees on either 

side of the road have started to go from the 

greens of summer to ambers, bronzes and reds. 

Some of these brilliantly colored leaves have 

already started to fall and are soon trampled by 

the traffic on the road. Looking over the early 

morning crowd, you find many commoners 

among the travelers, some walk while others 

have found passage on a few merchant wagons 

making their way along the road. Others wear 

the trappings most commonly found among 

adventurers, some of which you may recognize.  

 

This is a good point to do character introductions. 

Allow players to introduce their character, if any 

know each other, allow them to decide if they are 

coming to the festival together. 

 
 

ENCOUNTER 1 – TITLE 

The road eventually opens up into a small 

village center that has been decorated with vivid 

oranges and reds for the festival. Booths are set 

up along the north of the square filled with 

homemade crafts, baked goods and a few with 

strange baubles from outside merchants. The 

merchant wagons that had been traveling along 

the road make their way to the north to set up 

with the others.  

 

As you step into the village center, a cacophony 

of sound assaults your ears while brilliant 

colours draw your eyes. Banners, flags, and 

streamers in brilliant oranges and reds have 

been plastered to various surfaces through the 

village center, in several spots pumpkins have 

been set and painted with a variety of vivid 

pictures to further add to the harvest themed 

decorations.  A small band plays in the exact 

center of the festival on a makeshift stage, and 

you spot that among the vendor stalls that 

various attractions have been set up and are 

active. 

 

A few of the active attractions that stand out, 

are a pie eating contest to the north set up next 

to the town's local tavern, The Wandering 

Knight. A dunk tank has been set up to the 

south and has drawn a raucous crowd as the 

halfling within calls challenges to those stepping 

up to take a shot. Off to the east, you catch sight 

of a table set up with a banner boasting the 

'strongest man in Briarhaven'. It is set near an 

outdoor forge in front of what appears to be the 

shop of the local blacksmith. 

 

 If the PCs want to head to The Wandering 

Knight GO TO Encounter 1A (page 5). 

 If the PCs want to if they want to take part in 

the pie eating contest GO TO Encounter 1B 

(page 6). 
 If the PCs want to go to the Dunk Tank GO 

TO Encounter 1C (page 8). 
 If the PCs want to visit the strongest man in 

Briarhaven attraction GO TO Encounter 1D 

(page 9). 
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Encounter 1A – The 

Wandering Knight 

 
The only tavern within Briarhaven is set as a 

main attraction of the festival, brilliant orange 

and red flags decorated with brown stylized 

pumpkins have been set outside the doors to 

draw the eye of festival goers. Several large 

tents similarly decorated can be seen set up 

behind the tavern. Signs indicate that they offer 

places of rest for festival goers for a reasonable 

price. Laughter and sounds of merriment 

escape from the open doors of the tavern, before 

you are able to enter the tavern, you find a 

woman in your path. The woman has light 

brown hair streaked with silver and attempts to 

stare down the group with dark eyes. Curling 

her lip, she gives you a look of disgust and spits 

on the ground at your feet, "You should leave 

now outsiders, trouble's coming and it's because 

of you."   

 

One of the town militia that has been given a 

badge indicating him as a guard for the festival 

spots the woman and your group outside of the 

tavern, "Candice, how many time do I 'ave ta 

tell ya. Leave folks be or I'm gonna have ta lock 

ya up." The guard gestures toward the older 

woman, his warning sounding tired as if it 

wasn't the first time he had repeated it that day. 

 
Candice will stalk off after being reprimanded by 

the guard unless stopped. The guard stays in 

position and doesn't bother the group as long as 

Candice isn't yelling at them or vice versa. 

 

The PCs have an opportunity to speak with both 

Candice and the guard at this point, if they wish, 

and are able to stay civil.  

 

Candice is enthusiastic about telling anyone and 

everyone her tale. If the PCs seem genuinely 

interested, she will answer all their questions 

though she doesn’t come across as the most 

reliable source. 

 

Standing closer to the brown haired woman you 

can smell the strong scent of alcohol about her. 

Her dark eyes are watery and bloodshot. As she 

speaks her words slur. 

 

 Who are you? 

“I’m Candice Branneth. Who might you 

be?” 

 

 What is your problem with us? 

 

“Outsiders come and bring us trouble, it's 

happened in the past and it'll happen again. It 

has already started.” 

 

 What is this trouble you speak of in the 

past? 

 

“Years back folks started disappearing, my lil’ 

girl ones of them, Suzie. *Candice sniffs and 

takes a pull from a flask* It was outsiders that 

done it, came promisin’ all sorts of things an’ 

instead took what was most important.” 

 

 How old was your daughter Suzie when she 

disappeared? 

She was just a wee thing, only five winters old. 

 

 What outsider do you think took your 

daughter? 

“That foreign Baron, built himself a big house 

an’ use ta come ta town ta look down on us 

common folks.” 

 

 What can you tell us about this Baron? 

“Don’t know much about him, just know he as 

Baron Aust an’ he was nasty – from some 

foreign soundin’ place I don’t remember da 

name of.” 

 

 Why do you believe the problems from the 

past have started up again? 

“Folks have already gone missing - that's 

why!” 

 

 Who has gone missing recently? 
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“Kevin Porter and Angela Mahoney. A couple of 

local teenagers, those two were more in love 

than they ‘ave wits about ‘em.” 

 

 Question Nine: When were they last seen? 

“The Mahoney’s came over, they live on the 

land next to mine, wanted to know if I knew 

where Jessica had gotten off to. Said Kevin was 

gone with her.”  

 

 Question Ten: Where can we find the 

families of the missing teens? 

“They left for the big city, they think the two 

ran off together to get married. They think 

they’ll get there in time to stop them but I 

know that isn’t what happened the 

disappearances have started up again!”  

 

 Why don't you believe Kevin and 

Angela just ran off together? 

“I just know it’s true - I've seen my girl walking 

around the other day, like she looked she did 

years ago when she disappeared. Something is 

wrong in the air and I know you outsiders 

coming in isn’t helping.” 

 

Once the PCs ask all the questions they wish, or 

have been idle too long Candice will find her way 

off from them. Use the text below. 

 

Candice mumbles to herself, turning her flask 

upside down and whispers something about 

being dry again. She turns without bothering 

with a proper farewell and heads back into the 

tavern searching for more to fill her flask with. 

 

The guard is busy, but will try to answer 

questions. He is more reluctant to speak of the 

past that Briarhaven prefers to keep forgotten than 

Candice was. 

 

 Who are you? 

“Lance Copper, I'm in the Briarhaven militia, 

we are helping out with guard duty along with a 

few guards from Amythdor. How may I help 

you today?” 

 

 What can you tell us about that woman that 

was yelling earlier? 

“Ah, Candice, she's a local and has had some 

hard times. Try not to take it personal. If she 

gives you any trouble, let me know and I’ll 

make sure she gets some timeout to sober up 

and relax.” 

 

 Do you know why she was so upset? 

“She lost her daughter suddenly years ago, it 

seems to be worse this year. Possibly because 

we decided to have the festival again.” 

 

 What do you think she meant about the 

trouble coming? 

“A pair of local lovebirds ran off together, their 

folks are awful upset. Candice seems to think 

it's something else. Nothing to worry about, 

enjoy your time at the festival.” 

 

 

The guard is busy and won’t have time to answer 

more questions than these, once he is done 

speaking with them use the next box of text to 

excuse him.  

 

Lance’s gaze drifts over the crowd and he 

frowns, “excuse me folks. I need to see to a bit 

of trouble that has started brewing.” The guard 

hurries off into the crowd toward what seems to 

be a disturbance with a fruit vendor and a 

group of young boys. Several pieces of fruit are 

broken upon the ground and the merchant’s 

voice can be heard as he starts to yell at the 

apparent hooligans. 

 

ENCOUNTER 1B – PLENTY OF 

PIE FOR ALL! 

Approaching a long table to the north, not far 

from The Wandering Knight tavern, you see an 

you see two elderly women, one Halfling and the 

other a dwarf apparently organizing visitors 

into seating positions along a large table. 

 

A delicious, fresh cherry pies topped with 

whipped cream have been set at each spot. As 

you approach the elderly halfling woman, turns 

to you smiling brightly, her dark eyes shining 

warmly. "Welcome! Welcome! Interested in our 
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contest? I'm Elanor Millbridge, though the 

locals call me Granny M. And this," she pauses 

gesturing over toward the elderly dwarven 

woman who seems to be speaking in strict 

maternal tones to a pair of young boys 

attempting to dip into their pies before the 

contest begins, "is Iona Goldheart or Granny G 

if you prefer. We have a few spots open if you 

are interested." She gestures to the seats half 

the table has already been filled leaving (# of 

PCs) seats left. “We own and run Goldbridge 

farms, all the pies that will be eaten today we 

prepared ourselves with fresh berries from our 

harvest. Sit down and taste some of our 

wonderful pies, maybe win a bit of gold. It'll 

cost you two silver to enter. 

 

Once everyone is seated, Granny M settles 

herself to the right end of the table and Granny 

G settles herself to the left. Granny G barks out 

the rules of the contest as she thoughtfully 

strokes her beard, “It's simple folks, ya are 

goin' ta see which o' ya can eat your pie da 

fastest. That includes all the crust an' fillin' if 

you can't keep it down, ya are disqualified! You 

are also disqualified if you use your hands, keep 

‘em behind your back, you start on da count of 

three” Granny G glares over toward the 

youngin's that had been attempting to pilfer the 

pies earlier before holding three fingers up. 

"Three!" she starts dropping fingers as she 

counts, "Two!  ... "Go!" 

 

To determine the winners of the pie eating contest 

players must make a dexterity and a constitution 

check. Players need to make a dexterity check of at 

least DC 10 or they end up getting their pie all over 

themselves and just make a mess not being able to 

get all of the crust and filling without use of their 

hands. Most contestants are commoners and 

merchants, the only real challenge will be Bellamy 

Krutcher a robust halfling sitting at the end of the 

table.  

 

Bellamy's is a retired bard, his dex modifier is a 

bonus of +5. He’ll pass his constitution check 

every time.  If players beat Bellamy’s rolls they 

automatically succeed over all the npcs and then 

determine the winner amongst themselves based 

off of highest dice rolls. If PCs tie for the winnings 

the purse is split. 

 

The dexterity check determines the speed in which 

they eat the pie and the constitution check is to 

determine if they are able to keep it down without 

getting sick. The players must make a con check of 

at least 10 to keep the pie down, but they feel 

overstuffed and a bit queasy, a con check of at 

least 12 and they are eat the whole pie without any 

consequences. 

 

The winner is given a bag with 100 gold in it. If 

Bellamy wins over the PCs, the Granny's 

congratulate him and remark how he always was 

able to put away plenty of their pies. 

 

As the first pie is fully consumed, the Granny G 

shouts out over the table, “We have a winner!” 

Looking around you see the other contestants 

pulling back from their pies whipped cream and 

red blotches of cherries covering their features. 

The two little boys that had been scolded earlier 

giggle and continue to eat their pies now not 

bothering to forgo use of their hands they flick 

bits of crust at one another. 

 

A man in the finer dress of a merchant pulls out 

a handkerchief attempting to do away with the 

majority of the mess but is only able to fully 

muss up his hankie in the process.  

 

Granny G, pulls a coin purse from her belt and 

heads over to the winner. Grinning she drops 

the purse on the table, “haven’t seen anyone put 

away pie like that since my boys were back 

visiting at the farm last!” 

 

The dwarven Granny’s eyes snap over to the 

two small boys who have started turning the 

remains of their pies into an all-out food fight. 

“Those Thompson boys – enjoy the festival.” 

Stepping back she heads over to where the boys 

are attempting to plaster however much of their 

pies as they can manage over each other and the 

nearby table. She reaches out and grabs each by 

the ear pulling them back from the mess. 

 

Granny M, tucks back her wispy silver hair and 

starts seeing off the contestants. “Hopefully 



LSJ#179 - Suzie’s Doll Page 8 

we’ll see you all around the festival or out at the 

farm sometime.” 

 

If players inquire they will learn that the Granny’s 

plan to stick around for the entire festival and later 

will be at The Wandering Knight for supper. They 

can make plans to speak more with them during 

supper if they wish. 

 

 If the PCs plan to meet with the Grannies, 

GO TO Encounter 1E (page 9). 

 

ENCOUNTER 1C – DUNK THE 

COUNCILOR! 

Laughter fills the air as you make your way to 

the south of the village square. The dunk tank, 

which appears to just be a very large rain 

barrel, has been decorated with harvest themes 

similar to the others around the village. Settled 

on the seat is a completely dry middle aged 

halfling male. His face is covered with deep 

laugh lines, his dark brown hair has started to 

pepper in spots, he calls out to the crowd urging 

them to take a shot at him. "Oh Percy! You 

missed that one by a mile!" The halfling on the 

seat laughs calling to a human farmer throwing 

roughhewn balls at the target. "Maybe if you’re 

lucky with another three throws - you'll be able 

to get me!" Good natured merriment spreads 

through the crowd and a few of the men nearby 

pat the farmer on the back, chuckling. 

 

A young dark haired woman stands near a set 

of markers that have been pounded into the 

dirt, a bright smile on her face, she gestures to 

those nearby. "Step right up! Just a silver per 

throw Dunk! Morrow Tealeaf the head of the 

council! All funds go to support building the 

new Village Meeting Hall!" 

 

The markers for the line to stand at when 

throwing are twenty feet from the target. The 

target itself is small and appears to be concaved 

slightly away from the thrower making it all the 

more difficult to hit and actually trigger.  

 

If the players wish to take a shot, they pay 1 silver 

piece per ball used. The target must be hit dead 

center for it to actually trigger. The ball is 

considered an improvised weapon, so players will 

take a -4 to their roll to hit the target; the bullseye 

for the game has an AC of 25. The throw anything 

feat negates the negative to hit the target. 

 

For a miss go, continue here: 

“Nice try, stranger! Maybe you'll have better 

luck next time! If someone doesn't step up and 

hit the target soon, I'm going to end up 

parched!” Morro calls over from the seat, his 

voice and gestures good natured. 

 

If the players hit, continue here: 

The ball strikes true, hitting the target dead 

center, the sound of a splash is heard as the 

halfling drops down into the water. More 

laughter erupts from the crowd and a few of the 

local spectators move in to pat you on the back, 

“I knew someone would get him!” 

If the PCs are interested in speaking with the head 

of the Council they will be able to speak to him 

now and set up a meeting for later. He is either still 

sitting on the water dunk perch or drying himself 

off after being dropped in the water. 

 

 Would you mind talking to us and 

answering some questions about 

Briarhaven? 

 

“I’d love to take some time and speak with you, 

strangers. But I’ll be tied to this booth for the 

rest of the day. I hope you’ll be planning to stay 

for more of the festival – tell you what if you are 

around later tonight I’ll be at The Wandering 

Knight later on. Need to get something to eat 

before we light the bonfires later. I can meet 

you then.” 

 

 If the PCs want to head to The Wandering 

Knight to wait and haven’t already done 

Encounter 1A GO TO Encounter 1A 

(page 5). 
 When the PCs head to The Wandering 

Knight in the evening GO TO Encounter 

1F (page 11). 
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ENCOUNTER 1D – THE 

STRONGEST MAN IN 

BRIARHAVEN 

A simple table covered with an orange leaf 

patterned tablecloth has been set up outside 

what appears to be a shop for the local 

blacksmith. A bulky bald human male sits in 

one of the two chairs. Nearby a female half ogre 

lazes under a tree drinking occasionally and 

speaking with the man at the table. The two 

seem to be joking while they wait for people to 

pass by with interest in their game. A bark of 

laughter erupts from the half- ogre as the man 

at the table throws a particularly lewd comment 

her way.  

 

Noticing your arrival, the human stands up 

from the table. He is well over six feet tall and 

despite his massive size, smiles in a friendly 

manner. “Welcome I'm Darius Eastcott. Care to 

try your luck against the strongest man in 

Briarhaven?” He curls his arm showing off 

large well-shaped muscles before looking back 

to you, “It's simple enough, you put an ante up 

and I match it – no more than ten silver and no 

less than one. Half my winnings are going to 

help build the new Village Meeting Hall." 

 

Darius gestures over his shoulder, “And if you 

beat me you can try your hand against Levi." 

The female half ogre under the tree grins over, 

“I am the strongest woman in Briarhaven after 

all! And I'll let you ante for up to twenty silver.” 

 

Darius and Levi are both retired adventurers. 

Darius has a strength score of 28 (+8) and Levi has 

a strength score of 32 (+11). The arm wrestling 

match is a simple opposed strength check. They 

only ante once for each person wanting a chance at 

their booth. 

 

 

ENCOUNTER 1E – MEETING 

THE GRANNIES 

As the sun begins to grow lower in the sky but 

it’s still before dusk you find that The 

Wandering Knight has started to fill for supper. 

In one corner, Elanor Millbridge and Iona 

Goldheart have taken up seats. A large graying 

timber wolf is curled under the table resting at 

the feet of Elanor, the creature somehow doing 

a very good impression of just being an 

oversized domestic dog. Elanor and Iona are in 

conversation, laughing occasionally.  

 

There is a space between them and the rest of 

the tavern. It’s unclear if it’s out of extra 

respect or if it has something to do with the 

large wolf dozing under the table. Seeing you 

enter they smile and wave to the group 

recognizing you from the game earlier. 

 

Iona nods to the group, while Elanor smiles, 

“Nice to see you again, Strangers. Did you want 

to sit and speak for a spell? Sit down why don’t 

you give us your names.” 

 

At this point PCs can ask the grannies some 

questions. If there is a druid, ranger or a class that 

has an animal companion they’ll recognize that the 

wolf under the table is actually bonded with 

Elanor. 

 

 What can you tell us about Briarhaven? 

“Any number of things, we’ve both been 

here for years. Goldbridge farms is a couple 

of miles to the North of the village but we 

spend a great deal of time in the village 

proper with the community.” 

 

 Where you here when the festival was 

first cancelled and people went missing? 

 

Granny M: “Unfortunately I was, I 

returned from the Rosewood grove in an 

attempt to find out what was happening.” 

 

Granny G: “I didn’t settle down here until a 

little after the disappearances had ended.” 

 

 What do you know about the 

disappearances? 
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Granny M: “It was a frightening time 

for many. The locals were scared, 

travelers had stopped coming to the 

village if they could help it. Byron *she 

reaches down and pats the wolf on his 

head as she makes reference to him* 

and I did some investigation of the 

forest, it was clear that the people had 

been taken.” 

 

 What do you mean by taken? 

Granny M: “From what Byron and I 

found they were taken by humans. The 

tracks indicated at least two humans 

were involved. They somehow 

overpowered the victim and took them 

off into the forest. In one case an entire 

carriage was whisked away.”  

 

 Could you tell where the people were 

taken? 

Granny M: “The tracks were masked in 

some places, but after enough searching 

I’m pretty sure that it was to the Aust 

Estate.” 

 

 Do you think that Candice’s 

daughter Suzie was taken there? 

 

Granny M: “Unfortunately, it does look 

like she was taken by the same people 

that took the others. Her disappearance 

was the last before the fire.” 

 

 Why didn’t you do anything with the 

information you had? 

Granny M: “I attempted to do 

something, but, it was a difficult 

situation. The noble wasn’t local from a 

place called D’Gar so there were 

diplomacy issues. Whatever was 

happening I didn’t have full proof of it 

all so it was hard to find people that 

would listen and that could do anything. 

I didn’t want to just take some of the 

local militia men because it was obvious 

that they may not be able to handle 

whatever the full extent of what the 

troubles were.” *Granny M looks 

saddened a moment* “It’s something 

that still bothers me, perhaps if I had 

been able to do more not so many would 

have been lost without explanation.” 

*Granny G reaches over and lightly pats 

Granny M’s shoulder in a comforting 

manner.* 

 

 What do you think was going on at 

the Estate? 

Granny M: “I can’t be sure what was 

exactly going on. But it was unnatural, 

there was something dark happening there. 

I never got within the walls of the Estate to 

get a real look so I can’t be sure what.” 

 

 What can you tell us about the fire? 

Granny M: “The fire started in the 

Manor of the Estate. It was far enough 

from town that we didn’t even know it 

was burning at first. The Baron’s 

servants put it out from what I was able 

to gather. They sent those from the 

village to find out what happened away. 

 

Heard that the Baron died in that fire, 

some official fellas from D’Gar passed 

through the village a few days after the 

fire. The servants and rest that lived on 

the Estate with the Baron left with them. 

 

I checked on the Estate after that, it was 

locked up tight.” 

 

 Do you think that the 

disappearances are starting up 

again? 

Granny M: “You’ve been speaking with 

Candice haven’t you…*sighs deeply and 

seems troubled* I hope they aren’t, I’ve 

heard Candice’s story. Things have been 
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quiet a long time, it’s hard to tell but 

this time. If something is happening I 

won’t wait and something will be done 

immediately.” 

 

Granny G: “Saying those kids 

disappeared after only a couple of days 

is a stretch. They got chased out from 

behind the tavern the other day when 

they got caught necking. Angela’s father 

was pretty upset. If anything I’m 

guessing they ran off to try and find 

someplace less busy to spend time 

together.” 

 

After the players get a chance to ask their 

questions the Grannies will excuse themselves. 

 

Granny M’s gaze goes to the windows of the 

tavern as dusk starts to set in. “I need to help 

get the bon fires set up for tonight. Iona we 

could use your help.” She smiles over to the 

dwarven woman before sliding off her chair. 

The aging timber wolf perks his ears up and 

pulls himself up off the floor moving to stand 

near the elderly Halfling woman. “Enjoy the 

festival, and I hope for all our sakes that those 

questions you have been asking don’t lead up to 

anything.” 

 

 

 If the PCs are going to meet with 

Morro Tealeaf GO TO Encounter 1F 

(page 11). 

 If the PCs wish to go directly to the 

bon fire GO TO Encounter 2 (page 

12). 

 

ENCOUNTER 1F – MEETING 

WITH THE COUNCILOR 

  
Councilman Tealeaf arrives at The Wandering 

Knight just as dusk sets in. Townsfolk call to 

him cheerfully in greeting and an attractive, 

curvy auburn haired halfling with dark eyes 

darts around the counter. She runs up and 

throws herself in his arms and kisses him in 

greeting. Morro laughs returning the affection 

before noticing your group, he speaks softly to 

the red haired woman before heading over to 

your table. "Greetings, I hope you've enjoyed 

the first day of the festival. It seemed you 

wanted to talk about something earlier?"  

 

“`My wife will be over in a little bit with some 

drinks and food.” The halfling male stretches 

his legs out relaxing, “Was there something you 

wanted to talk about? Enjoy speaking with this 

generation's adventurers, reminds me of the old 

days.” 

 

At this point, PCs are able to ask Morro questions 

about the town. He tends to be very honest, but 

does try to keep the best intentions for Briarhaven 

in mind. If he feels the characters are a danger or 

just looking to dig up dirt, he’ll become closed off 

and excuse himself. 

 

After the players answer around three questions 

Garnet arrives with their trays of food.  

 

The pretty fire haired Halfling that greeted 

Morro upon entering arrives with a serving girl 

helping to carry platters to the table. The 

platters are filled with the special of the night 

roasted hog, seasoned potato and carrots. 

Several pitchers of The Wandering Knight’s 

specialty dark ale are passed out along the table 

as well. She smiles and to the group and settles 

to sit near Morro her hand naturally and 

flexibly twining with his. 

 

 What do you mean the old days? 

 

“I use to adventure when I was a bit younger, 

settled down here with Garnet when she was 

pregnant with our son, Toman, he’s just hit his 

eighth year. 

Darius, if you haven't met him, he's the 

blacksmith and Levi, his assistant settled down 

about that time as well. *Snorts* If you can 
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consider either of those two settled. We all use 

to travel together.” 

 

 Why did you choose Briarhaven for 

retirement? 

 

I grew up here; Garnet doesn't have much in 

the way of settled family. And the other two, 

just decided to stay close. 

 

 Do you know anything about the 

disappearances that caused the Harvest 

Festival to be cancelled years ago? 

“I was much too far from home to be able to 

help them then. I don't know the full story of 

what happened, but for two decades we've 

been peaceful enough here. One of the reasons 

I'm glad that Darius and Levi stayed as well. I 

like knowing the town has some security if 

something like that starts happening again.” 

 

 

 What about Candice Branneth and her 

suspicions that something bad is coming? 

“Ah, poor Candice her life has been hard. I 

make sure we do what we can to help her, I’ve 

taken note of what she’s said – my biggest 

concerns are that what she’s saying is the truth 

and figuring out how we will deal with it. 

 

 Has anyone reported seeing anything out of the 

ordinary? 

“Other than Candice, no one else has reported 

anything to me.” 

 

 If we do find something out is there any sort of 

reward? 

Sorry, Briarhaven hasn't been doing the best 

lately. We couldn't offer a reward for anything 

right now. Most the funds we had in reserve 

went to pulling the festival off. We'll need to 

stock them back up with the profits we make. 

That said, if you do find anything out, I would 

like to know. I want to make sure Briarhaven 

succeeds. 

 

After eating and finishing with questions a man 

comes in from outside and calls over the noise of 

the tavern. 

 

“The bonfires have been set up! Head out 

everyone – plenty of drinks for all the night is 

still young!” A cheer raises among the patrons 

and those inside start to file out. 

 

Morro smiles to the group and nods, “let us 

head outside. I need to be at the head fire for 

the lighting. It’s an interesting event you 

should find yourself a fire as well. 

 

ENCOUNTER 2 – MEMORIES 

IN THE DARK 

Night has fully fallen and news that the bonfires 

are about to be lit spreads through the village. 

The bonfires being lit are a tradition that is 

supposed to scare off evil spirits and bring luck 

to the community. Barrels of hard cider and ale 

are opened up near the tavern and the drink 

flows freely and free of charge for the duration 

of the bonfire lighting. Groups of families and 

friends gather at the fires closest to the taps 

near the bar early on. Your group eventually 

finds themselves with full mugs of hard cider at 

a bonfire area set up to the southern part of the 

village square, closest to the forest.  

 

The sound of drunken merriment fills the night 

as the ceremony for the bonfires begin. From a 

central fire at the center of the village, torches 

are lit and torchbearers move out in various 

directions lighting each of the smaller fires 

spread through the area. The fire pit you are 

around is one of the last lit. With a small nod, 

the torchbearer heads off to find their own 

group in the various crowds gathered around 

the village square.  

 

It isn't long after the fires start to burn and the 

villagers and visitors start to socialize among 

themselves that you realize your group is not 

entirely alone. Standing near the edge of the 

forest, you see a small figure about the size of a 

human child or a halfling. Looking closer, you 

realize it's a young human child. Her long hair 

is a light brown and has been fashioned into 

pigtails topped off with pretty yellow ribbons 
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that compliment a ruffled yellow dress. She 

regards the group with large blue eyes.  

 

She speaks in a soft worried voice, looking to 

each of you pleadingly, “Have you seen my 

dolly? I can't find her anywhere. If I can't find 

Lil, I won't be able to sleep at night.” The little 

girl blinks a couple of times, a tear rolling down 

her face. 

 

The PCs have a chance to react at this point. If they 

ask her questions, she responds with… 

 

The little girl looks up to you with a confused 

expression, “I don’t know what you want – I 

just need to find Miss Lil she’s been gone so 

long.” 

 

Once the players go through their reactions or they 

attempt to touch her or go to get someone else go 

to the next box text. 

Suddenly, the little girl's features become 

frightened, a look of horror etched on them. She 

whispers toward the group “He's coming - you 

need to hide he is coming. It's so dark. I'm 

afraid.” She brings her small arms up, 

wrapping them around her body in a hug. Her 

eyes reflect the nearby fire and suddenly here is 

not one fire near you but two as the child bursts 

into flame in front of your eyes. She looks back 

to the group, her skin crackling and falling 

away in the fire, a pleading look in her eyes 

before she steps back into the forest heading off 

to the south. 

 

Despite the brilliant flames that engulfed the 

young girl before she disappeared. There is no 

fire damage to the plants or trees near where 

she escaped in the forest, and no trace of a real 

fire upon the ground where she stood. 

 

 If the PCs decide to ignore the spirit 

GO TO Conclusion A (page x). 
 

 If the PCs wish to follow the spirit into 

the forest GO TO Encounter 3 (page 

12). 
 

 If the PCs decide to alert the town GO 

TO Encounter 2A (page 13). 

 

 

ENCOUNTER 2A – WARNING 

TO BRIARHAVEN 

A small group of halflings, humans and one 

half-ogre are gathered near the doors leading to 

The Wandering Knight. Among them are 

Morro Tealeaf – the current head of the village 

council, his pretty wife Garnet, as well as the 

muscular blacksmith and the half ogre, Levi. 

Morro quickly disengages from the group once 

it seems something urgent has happened.  

 

“What can I help you with friends?” 

 

Give players a chance to relate the story in some 

manner or other to the Councilor.  

 

If they players interacted with Morro during 

Encounter 1 he will be more receptive to their tale. 

If they have not personally interacted with him 

before this he will first assume that the group has 

been drinking too much. A Diplomacy 

DC10+ATL will be needed to convince him 

something is going on. 

 

If the players describe the appearance of the little 

girl, with her brown pigtails and yellow dress, 

Morro will be able to identify that as a description 

he'd been given of Suzie in the past on the day she 

disappeared. Getting the full description of Suzie 

will also aid in convincing him and drop the DC of 

the Diplomacy Check by -5. 

 

If the players are unable to convince the councilor 

to what is happening he sends them on their way, 

suggesting that they sleep it off. 

 

 

If he is convinced by the PCs read the following 

text: 

Morro's eyes grow somber as he hears the tale 

related, "It seems something is certainly going 

on. If you are planning to investigate, do be 

careful. I will gather those I can," his gaze drifts 
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over to his wife, Darius the Blacksmith, and his 

companion, Levi. "If something is planning to 

cause trouble for Briarhaven, it will find a 

surprise once it gets here. She headed off to the 

South? If so, that is the direction that the ruins 

of the D'Gar noble's estate is. It's a pretty 

straight shot, but if you want I can supply you 

with a map." 

 

If the PCs decide they want a map, read the 

following –  

 

Morro moves to the side and speaks with 

Garnet. Her expression turns serious to 

whatever he says; she gives a quick nod and 

heads off. A few minutes later she returns 

carrying a leather scrollcase in her hand. 

 

The map shows the entirety of Briarhaven, the 

closest farms, as well as an area to the South that 

has been blocked out as a dangerous area. It's 

labelled as the Aust Estate. 

 

The group is encouraged to head to the south, 

while Morro and his group figure out the best way 

to prepare the town in case danger arrives.  

 

 If the PCs decide not to investigation GO 

TO Conclusion A (Page 37). 

 If the PCs decide to follow the spirit to the 

South GO TO Encounter 3 (page 14). 

. 

 

ENCOUNTER 3 – INTO THE 

WOODS 

The bonfires start to grow smaller as you start 

your way through the forest, the sound of 

revelry can be heard for a little longer from the 

square. The forest around you is quiet in stark 

contrast to the sounds behind you. The only 

sound breaking through the night is the crunch 

of fallen leaves under your feet as you make 

your way through the forest. The further you 

get from the lights of Briarhaven, the darker it 

becomes. The light of the moon above just 

barely breaks through the trees. 

 

Without extra light, those without low light vision 

or darkvision of some sort will have a hard time 

seeing any checks that rely on sight in the dark are 

at a -5 penalty for those without means to see 

more clearly. 

 

Survival DC 10+ATL is able to determine that 

others have been this way recently. 

 

Survival DC 15+ATL is able to tell that it was at 

least two people. From the freshness of the tracks, 

it's able to be determined that it was around a day 

ago that whoever it was passed this way.  

 

If the PCs can find the signs of the tracks on the 

ground they can follow them to Encounter 4. 

Following the map given to them by the councilor, 

or just going due south in the forest have the same 

effect. If the PCs are getting off track, use images 

of the ghost child to draw them back in the correct 

direction. 
 

ENCOUNTER 4 – THE SPOOK 

HOUSE 

The forest abruptly cuts off, as you arrive at a 

clearing; the moon is able to shed its light over 

the area better now without the trees blocking 

it's path illuminating the area ahead. A large 

wrought iron gate stands in front of you, 

standing well over twice the height of a normal 

human male. Stone walls branch out from 

either side of the gate wrapping out and 

around; through the gate you can see the ruins 

of a large estate home. To the right of the gate a 

coat of arms has been set along the stone walls 

that surround the estate. The coat of arms 

depicts a silver griffon on a field of sable, 

beneath the griffon's talon is a fallen soldier. 

 

Knowledge Nobility or Knowledge History and 

Knowledge Geography DC 15+ATL are both 

needed to If they make the check for both skills 

they would also have the knowledge that this 

particular family sticks out. Remembering reading 

somewhere that they were known for being 

particularly aggressive and dangerous, it being 
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rumored that they even weren't trusted by the other 

noble's in their homeland.  

If the PCs are only able to make one of the rolls, 

the PC can verify that it is a coat of arms for a 

noble family of D'Gar.  

 

Once the group is closer to the gates read the 

following box text to describe the gates themselves 

and the house within -  

 

Stepping up to the heavy wrought iron gates, a 

heavy lock appears to be in place on the aged 

metal. Though they appear to have been 

damaged by time in some places the gates 

appear to be very solid, and the locking 

mechanism still sturdy and in full working 

order. Through the gates a large structure 

looms in the distance, even from this distance 

and the dark it’s clear there has been damage to 

the structure. Parts of the roof sag and an entire 

section is missing, likely where a fire had once 

run through the structure.  

 

The gates to the estate have been locked tight; they 

can be picked with a DC 20+ATL Disable Device.  

 

If anyone has been able to track the path through 

the woods, the PCs would find that the trail 

continues along the left of the stone wall outside 

the keep Searching around the parameter of the 

estate will also discover this breach. Use this 

description for a breach they find in the wall –  

 

After following the heavy stone wall for a way, 

you find a spot where a large tree has fallen. 

From the appearance it fell some years ago and 

was left, eventually creating a breach large 

enough to be passed through.  

 

Once the PCs get through the gate, through the 

breach, or over the wall in some manner, continue 

here: 

 

Now without the gate or wall between you and 

the manor house, it becomes more obvious that 

some sort of fire has damaged the building. 

Along the east side of the manor, parts of the 

roof have caved in. Most of the windows have 

been broken over the years. As if expecting, you 

the front door of the estate has been left 

hanging open. 

 

As the group moves toward the open door allow 

them a Perception (Sight) DC 10+ATL, notice 

that there is a figure standing in a large window 

along the second story of the manor.  

 

Perception (Sight) DC 15+ATL, notice more 

details of the figure in the window, they are able to 

tell it is a woman that seems to be dressed in some 

sort of dark dress.  

 

Exploring the outside of the manor won’t reveal 

anything of interest. If PCs attempt to look through 

the windows, they are able to see furniture and 

various personal items strewn around many of 

which seem damaged. 

 

Once the players move into the doors of the manor 

hours GO TO Encounter 4A (Page 15). 

 

 

ENCOUNTER 4A – MEET THE 

GHOSTS 
The scent of age and decay with an under lying 

smell of char hits your nose as you enter the 

doors of the old manor. You find yourself in a 

large entrance foyer. Once the area must have 

been quite beautiful and extravagant but now it 

sits just a skeleton of its former glory. The 

decorations over the room have a stern feel to 

them, mostly sharp edges and hard corners; the 

non-edged images within the room tend toward 

the horrific, as a pair of hideous stone gargoyles 

stare down at the group from either side of the 

door.  

 

At first it was hard to actually see, but now 

within the room your eyes are drawn to the 

swirling images of arcane runic writing along 

the edges of the foyer. The writing has been 

etched into the marble flooring and inlayed with 

some sort of metal. 

 

The entry way seems to be empty, when 

suddenly from the floor ghostly images rise up 

like some sort of mist passing around you. The 
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images are humanoid, but don't stay long 

simply rising before dissipating into a mist 

leaving only a cold feeling in the air. 
 

Give players a chance to react. The mist left behind 

by the rising ghosts is cannot be manipulated or 

attacked, even by a ghost touch weapon. The mist 

itself seems to be at this point just mundane mist 

and will eventually clear on its own.  

 

Survival Check DC 10+ATL Tracks in the 

entrance indicate that two humans passed this way 

not more than two days ago. The tracks go from 

the entrance door further into the house. It appears 

that whoever came through the doors also broke 

them down with some sort of heavy object 

 

Knowledge Arcana DC 15+ATL is needed to be 

able to decipher the runes some. Though arcane in 

nature, the runes around the room are foreign in 

origin and hard to make out. They seem to belong 

to some greater spell and though the particulars are 

hard to figure out it’s clear that they are meant to 

keep the spirits of the dead contained within the 

estate. 

 

Once the players are ready to continue in the house 

allow them to move on with the box text below. 

 

Stepping further into the manor, you find all of 

the furniture and goods that had once furnished 

it are still here. Despite most of the roof still 

intact, almost everything has some sort of 

damage to it even though it seems that the fire 

did not reach this part of the house. Even things 

that you would not normally expect to be 

damaged by time alone.  

 

Silver goblets that had been left on a table are 

dark with tarnish, which is normal enough, but 

have also been strangely warped in shape with 

small hollow areas bored through the surface as 

if something has made the metal particularly 

brittle. The room you are in now seems to be 

some sort of sitting room attached to the Foyer 

and likely once meant to be used to allow guests 

to relax in. A pair of stair cases take up the back 

wall of the area leading further up into the 

house. Both set of stairs have caved in and are 

no longer useable. 

 
In the blink of an eye, a seat at the back of the 

room goes from empty to occupied. A thin man 

in dark riding leathers casually leans back in a 

broken down chair, the front of the leathers are 

torn open and a bit of red can be seen as if he 

has some wound underneath. "More of you, this 

place is getting awful jumpy after being quiet 

for so long." An amused expression spreads 

over the spirit's face as he watches the group, 

"I'm Foster Olivier, oh please do have a seat - I 

have all the time in the world. It would be nice 

to have a bit of company." The man reaches to 

the tear in the armor and rubs at the red spot as 

if scratching an itch. A ghostly flask appears in 

his hand and he takes a drink from it before 

returning to watch the group. 

 

Knowledge: Religion DC10 can confirm that 

Foster is a spirit of some kind. 

 

He does not come up as evil if checked. A trace of 

evil can be detected around the room itself over 

almost every surface of it. 

 

A detect magic wound be able to reveal 

necromancy as well as an aura of conjuration, that 

seems to connect Foster directly to the manor 

itself.  

 

Spellcraft DC 15+ATL and Knowledge Religion 

Check DC 15+ATL it becomes clear that Foster 

cannot be destroyed within the manor. Whatever 

spell has been used on him keeps him from being 

able to move on naturally even by force. If the 

spell that is tied to the runes etched throughout the 

house is put to a stop Foster and other spirits 

within will be able to be destroyed normally, 

though PCs would also realize it will also release 

them allowing them to pass on naturally to 

wherever they are supposed to go. 
 

If Foster is attacked, he will disappear and not 

speak further with the group. 

 

If the PCs gather to Foster go to the box text. 

 

 If the PCs attacked Foster, GO TO 

Encounter 3B. 

 



LSJ#179 - Suzie’s Doll Page 17 

A grin passes over Foster's face as the group 

settles down around him, “It's nice to see folks 

in 'ere, haven't had many ta talk to through the 

years. Da wee one isn't all that talkative, neither 

are the rest.” Foster sniffs a little before taking 

a drink from his flask again, “I'm guessin' you 

are adventurin' folks 'ere to find the answer to 

the mystery...which I really do hope you do.” 

Foster opens a bag on the belt of his armor and 

pulls out five six sided dice, “If your 

investigating that means you are going to want 

answers - which I can likely answer some, but 

this old gambler misses his games. I'll answer 

your questions if you indulge me in a quick 

game of Ship, Captain Mate.” 

 

Sense Motive DC 15+ATL. Foster is telling the 

truth, he really does want a game of dice and it 

seems he will answer the questions asked of him 

truthfully. 

 

Pass out Player Handout 1. If the players claim 

ignorance of the game he will explain it. The 

handout has all the rules needed to play. 

 

Foster will only require them to play one game of 

Ship, Captain, Mate with him and will answer 

questions as long as the players are rolling. 

 

 Who are you? 

“Foster Olivier, scallywag an' troublemaker 

extraordinaire.”      

 

 How did you get here?  

“I was jumped while wanderin' through the 

forest years ago...not even sure how many years 

it has been now. Some strong bastards with 

some sorta magic dragged me back 

here...knocked me out or somethin' there was a 

cell. Woke up paralyzed on a stone slab with a 

dark eyed man standin' above me with a dagger 

... he stabbed me, then slashed up my chest even 

though da first wound killed me. I know 

because I was standin' there watchin' him tear 

my body up, spreadin' the blood around on it. 

He knew I was there too, looked right to where 

my spirit was standin' as he did it. Haven't been 

able to leave this house since, no goin' on or 

anythin' just here.” 

 

 We saw ghosts near the entrance of the 

house, who are they? 

“Ah, those fellas. See lots o' folks died 'ere not 

all o' 'em ended up like I did though. They are 

just remnants o' folks now from what I can 

tell.” 

 

 How many other spirits ended up like you? 

“Well no two spirits are the same o' course, but 

if you mean we kept our own appearance and 

have our own mind...in whatever state it may o' 

ended up in. There are four others, da widow. 

He gestures up with his hand toward the broken 

staircase that you realize must lead to some sort 

of balcony. She doesn't talk an' I wouldn't 

suggest getting too close. Seems ta have some 

sorta curse or somethin' 'bout 'er, but she won't 

come after ya neither. Ya just leave 'er at her 

window an' she'll leave ya be. Then there is 

Bloody Jess an' Sophia.... those two are a 

particularly sad case. Pretty sure ya'll met Suzie 

already...she speaks some but doesn't carry on 

much o' a conversation always lookin' for her 

doll.” He licks his ghostly lips and darts his eyes 

around the gathering. Hindrich is 'ere too, ya 

need ta be careful. Da Baron is dangerous. Not 

even sure he's really a proper spirit. Whatever 

'e did ta us, we can't touch folks most the time 

or interact, ain't the same with 'im.” 

  

 

 

 Why are Jess and Sophia a particularly sad 

story? 

“That bastard Hindrich messed with Jess' 

mind, forced 'im ta plunge the dagger inta 

Sophia's chest on da altar. Jess was thrown in a 

cell after that, fella in charge was awful pissed 

when Jess tried ta end 'is own life...dragged 'im 

out bleedin' ta da altar. Somethin' 'bout it, he 

wanted to make sure he died there. Jess an' 

Sophia are still 'ere...but Jess' mind isn't right 

still. Sophia won't hurt ya, an' Jess if he even 

realizes ya are there is likely not ta either.” 

 

 Why haven't any of the other spirits left the 

house, like Suzie does? 
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Suzie is the only one o' us able ta leave the 

house. She didn't die on the altar...her death 

was somethin' else. She died in the fire that 

killed Hindrich, kid was the cause of it from 

what I can tell. Tried ta talk ta 'er about it 

but she always gets distracted tryin' ta find 

'er doll.” 

 

 What can you tell us about Hindrich? 

“When he was alive he was an evil sadistic 

bastard, tryin' ta make some pact with 

somethin' or other. Not rightly sure what it was 

- never understood that spooky language he 

used. Not everyone was killed on 'is altar he 

tortured plenty o' folks as well until they 

couldn't take no more. That's what makes up 

most o' those other spirits that ya can barely 

see.” 

 

“Now that he's dead, Hindrich has some sorta 

darkness that follows 'im around. Likes ta tear 

inta us an' kill us again an' again. Though we 

always recover, it hurts but...” Foster's hand 

idly runs over the wound on his chest, “Da 

darkness that follows 'im, it withers things it 

touches away. Almost everythin' it touches, stuff 

with magic in 'em tends ta be more resilient ta 

it.” 
 

 

 

 

 Can you show us where the altar is? 

“I can show ya how ta get down ta it. But I 

prefer ta stay out of the depths. Ya need ta be 

careful....that's normally where Hindrich tends 

ta be.” 

 

 Have you seen a pair of human teenagers 

come through here? 

Foster winces a little hearing the question. “I was 

wondering if you were going to be looking for 

them. Aye they are 'ere or were...last I saw their 

spirits were talkin' with Sophia. Bloody Jess 

doesn't really speak much, he....” Foster frown,  

“He looks scary but keep in mind it ain't his fault 

what has happened ta 'im.” 

 

 Why hasn't Suzie ever appeared near 

Briarhaven before? 

 

“When those kids broke inta the manor the boy 

nicked part o' one o' da circles that keeps da 

wards up. Those of us still tied to the altar can't 

leave - but the others, the ones that get all misty, 

they might eventually figure out that they can 

go somewhere not sure o' how much danger 

they would end up being.” 

 

 Has anyone else been in the manor other 

than us and the kids? 

“After the fire, some fellas from the Baron's 

home country showed up - they tested the wards 

and looked around the grounds but didn't 

actually come inside. Then they just left and 

locked the gate up behind them.” 

 
 Why are you being so helpful? 

“Isn't it obvious? I want ya ta stop whatever has 

been done to me. I don't want ta just stay here 

forever. I want to die naturally, see my god all 

that good stuff.” 

 

After the game is over use the following box test. 

 

Foster grins once the game is finished, and takes 

a pull from his flask. “A drink afterwards is 

normally tradition but I don’t think you’d do so 

well drinking what I do.” He stands and 

stretches a little, “come with me, I’ll show you 

the way to the altar.” 

 

 If the PCs follow Foster, GO TO 

Encounter 4B (Page 19). 

 

If the PCs find a way up the broken staircase read 

the following box text.  

 

At the top of the broken stairs you find yourself 

on a balcony, a window on it leads to the outside 

of the house and faces the front gate. Standing 

at the window is a woman in a long lacy black 

dress. She turns to look at the group. Her face 

completely covered by a black lacy veil. She just 

stares at the group before dropping her gaze to 

the floor and disappearing.  
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The halls that would lead further into the house 

are blocked by rubble. Wood and debris cover 

the path completely and the roof opens up to the 

night sky above as the roof has completely 

deteriorated.  

 

The PCs should now proceed further into the 

house, and GO TO Encounter 4B (Page 19). 

 

ENCOUNTER 4B – THE 

WINDING PASSAGE 

 
At the back of the room where Foster appeared 

in the chair you find a passage between a pair of 

bookcases. The passage beyond the bookcases 

are dark, no external lighting makes its way 

down this hall. The first thing you see is red and 

feel a squishing under your boots. The floor of 

the small hallway is covered in blood. The body 

of a boy, around the age of sixteen, lays dead in 

the small area. A smear of blood is seen leading 

further down the hall as if a body has been 

dragged away. A voice is heard distressed and 

worried drifting toward you, "Sophia no, I'll 

help you. I won't let this happen to you again." 

 

Allow the group to decide how they will go down 

the hall, whoever does go to investigate the voice 

would find the following – 

 

A small room is set off to the left of the hall, a 

desk, chairs, and a rather magnificent carpet 

are set up in it as if it was some sort of office in 

the past. A spirit with blonde hair set into 

ringlets wearing armor, stands near the door of 

the room looking anxious. While the spirit of a 

raven haired young man wearing brightly 

colored clothing covered in blood leans over the 

body of a dark haired teenage girl. Scraps of 

cloth are spread around the body of the dark 

haired girl, as if the blood covered spirit had 

been trying to bind her wounds. He murmurs 

softly to the corpse, "Sophia, no...you have to be 

all right." 

 

The blonde haired spirit turns to look at you, 

sadness in her eyes. “Jess can't tell it isn't me...” 

she lets a breath out and looks over toward 

where Jess and the body are sitting in the room. 

She doesn't look back to the group, but 

continues to speak, “If you are here for the 

young ones...he's taken their spirits.” She 

frowns still staring ahead, "Jess and I would not 

be able to stand up to the shadow even when he 

is in his right mind. He's taken them lower into 

the bowels of this place, to the caves below." 

Sophia, turns to look to the group, “If you want 

to save them, you should hurry...it should take 

him time to manipulate them and contort them 

into something unnatural.” 

 

Jess refuses to speak with the group and goes into a 

rage panicking if Angela's body is moved.  

 

Sophia doesn't speak more or have more 

information that they haven't already been able to 

get, but she does urge them to continue on toward 

the lower caverns.  

 

If either Jess or Sophia is attacked, both Jess and 

Sophia’s spirits will disappear from view of the 

PCs. 

 

Perception (Sight) DC10+ATL, The PC would 

notice that the carpet in the room seems very well 

made and quite possibly magical as it hasn’t seen 

the same decay as other items in the house. A 

casting of detect magic can confirm this. Further 

investigation Knowledge Arcana DC 15+ATL, 

discovers that it is actually a flying carpet – The 

Inferno Carpet can be found in the treasure 

summary on Page 40. 
 

Once the group decides to pursue the shadow 

creature, go to the next set of box text –  

 

Heading further down the hidden hallway, you 

find yourself stopped short as a pile of rubble 

made of stone and bits of the manor stand in 

your path. It appears that the rubble has 

covered stairs leading down. The wreckage has 

completely sealed off whatever lays further 

down.  

 

Perception (Sight) DC 15+ATL reveals that there 

is a secret passage along the wall, back away from 

the stairs. 



LSJ#179 - Suzie’s Doll Page 20 

 

The rubble can be moved carefully, if the PCs are 

creative. A skill check Knowledge: Engineering 

DC 10 + ATL is needed to know how to remove 

the rubble with a burst of magic or explosion. If 

the PCs don't take some sort of precaution, they 

will just make the rubble worse or drop the hall 

down on them. 

 

After giving the players some time to discuss the 

situation, continue here: 

 

Stepping out from the wreckage of the stones 

and bits of house, Suzie appears still in her 

yellow dress, the flames you saw consume her 

earlier in the evening seem to have left no mark. 

“Are you here to help me find my dolly? I saw it 

last over here.” Suzie turns holding her hand up 

and taps a section of the wall nearby, before 

simply stepping through the obstacle. 

 

Now that Suzie has pointed out the secret door if 

the group didn't see it before they may make 

another Perception (Sight) DC 5+ATL to find the 

door and mechanism to open it. 

 

 If the PCs go through the secret door GO 

TO Encounter 4C (page 20). 

 If PCs find a way to go through the rubble 

GO TO Encounter 4E (page 21). 

 

ENCOUNTER 4C – INTO THE 

SHADOWS 
 

You find a mechanism along the wall, 

manipulating it a second of wall slips back with 

a harsh grinding sound. Beyond the opening in 

the wall you see a ramp on a steep incline before 

you.  

 

Moving forward your boots move along the 

steep incline, bits of rubble slide away with each 

step. On either side you are surrounded by 

walls made of a rough stone. The floor is made 

of hard packed dirt, the scent of earth and 

mustiness of age surrounds you. You walk for 

about a hundred feet downward before the 

corridor turns and levels off. The corridor now 

moves in a straight line down a hall to a 

doorway on the end.  

 

The area is empty except for a table set along 

one wall holding what appears to be a picture 

frame. Suzie stands near the table staring at the 

frame. She looks back over her shoulder before 

heading further down the hall and passing 

through the door at the end.  

 

This frame on the table measures three by five 

inches, the edges of it are intricately decorated 

along the left side is the depiction of a woman of 

extraordinary beauty while along the right is 

the image of a skeleton mirroring her pose. 

 

Detect magic is used on the mirror, it is magical. If 

the player concentrates long enough they are able 

to learn it is specifically divination magic.  

 

If the frame is pressed against one of the walls, the 

group will be able to see through the wall to the 

other side. Use the following box text for what 

they see – 

 

Looking through the picture frame you see 

what appears to be a cell. From the cell you can 

see beyond what appears to be a hall. The cell 

you seem to be looking through the back of is 

covered in black stone and has charred remains 

of a bed in it, it appears to have experienced 

massive fire at some point. 

 

Touching the middle of the frame when against the 

wall, you find that it doesn't create an actual hole 

only allows you to see through to the area beyond. 

 

When the PCs are ready to go through the door at 

the end of the hall GO TO Encounter 4D (page 

20). 
 

 

ENCOUNTER 4D – THE 

ORIGIN OF THE FIRE 

 
As you step through the door, you see a line of 

cells, the cell within the very center has 

particularly blacked bars. The floor in front of 
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it is also blacked from extreme heat. It appears 

that this must be where the fire started so many 

years ago. Two sets of skeleton lay on the 

blackened ground in front of the cell.  One of 

the skeletons appears to be that of an adult and 

the other is much smaller, the skeleton of a 

child. 

 

Suzie stands in front of the cell, she turns 

looking expectantly toward the group. “My 

dolly, I know Miss Lil must be here 

somewhere,” There is a soft pleading in her 

voice as she looks to the group. 

 

Heal DC 15+ATL is able to determine through the 

fire damage that both the skeletons are around 

twenty years old. One is the skeleton of an adult 

human male and the other is of a female human 

child. 

 

Perception (Sight) DC 10+ATL, The smaller 

skeleton has its arms wrapped as if it was holding 

something in its arms when it burned. The PC is 

able to spot a bit of colorful cloth that would have 

been perfect for the dress of a young girl’s doll. 

It’s hard to tell if it was actually a doll, as the rest 

of whatever it was, has been burnt away 

completely. 

 

Suzie now in the place where she died will be able 

to answer some questions if the PCs wish to ask. 

 

If she is attacked, Suzie will disappear as the other 

spirits would have done previously and refuse to 

speak to the PCs, she will appear at the end of the 

hall at the doorway at the start of Encounter 5 

(page 21). 
 

 Are you Candice's daughter? 

“Momma? I ...miss her try to see her 

sometimes.” 

 

 What happened here? 

“I ... got free.” Suzie steps over to one of the 

cells and slides her slight body between the bars 

as if to illustrate. “Tried to get Lil...she was 

there.” Suzie gestures up to a shelf that is now 

only partially hanging on the wall. “Light fell, 

burning, it hurt - the bad man came. We 

burned. I haven't been able to find Miss Lil 

since.” 

 

 What can you tell me about the bad man, 

Suzie? 

“He knows you’re here.” 

 

 Where can we find him? 

“I know where he will go to, you should hurry. 

He will hurt them.” 

 

Suzie will stop answering questions after this, not 

giving responses if the PCs question who ‘them’ is 

or anything else. Once the PCs are ready to follow 

Suzie, GO TO Encounter 5 (page 21). 

 

ENCOUNTER 4E – THE 

DECAYING STAIRCASE 
 

Carefully making your way through the rubble, 

you find a set of steep stairs leading downward. 

The stairs are aged and dangerously sloped, 

crumbling away in several places. Holders along 

the wall seem to have once been used to hold 

torches of some sort to light the way. The 

torches have long started to rot away. 

 
The stairs are considered rough terrain and if PCs 

don’t move at half speed they need to make a 

Dexterity DC 18 or tumble their way to the 

bottom.  Any character that falls all the way to the 

bottom of the stairs takes 6d6 subdual damage 

and looks silly in the process. 

 

 Once PCs make it to the bottom of the 

stairs, GO TO Encounter 4D (Page 20). 

 

ENCOUNTER 5  – FINAL 

SHOWDOWN 

 
Suzie steps forward through a doorway at the 

end of the hall, the door that was once wooden 

with wrought iron over it has been partially 

broken down and is hanging from its hinges. 

Stepping through, you find it leads to a massive 

cavern below. You stand near the center of the 
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height of the cavern and are a hundred and fifty 

feet from its bottom. In the very center of the 

cavern is an altar. It is blackened with more of 

the runic writing you saw earlier covering the 

floor below and even runs along the walls 

nearby.  

 

On either side of the altar, the spirits of Angela 

and Kevin are trapped, bound with some sort of 

dark energy that roots them to the ground. 

 

If the PCs take any action against the altar directly, 

the bindings on the trapped spirits or the circle GO 

TO Encounter 5A (page 19). 

 

The characters can make their way down to the 

base of the cavern without issue. The stairs here 

are in much better condition than the rest of the 

house. As the PCs get closer to the altar they will 

realize that it’s been blackened by dried blood. 

 

Good aligned characters that step within 30 feet of 

the altar start to feel ill as if something isn't right in 

the area. Knowledge Religion DC 10+ATL along 

with a successful Spellcraft 10+ATL will reveal 

that the Altar has a desecration spell centered on it. 

They will also be able to tell that it is somehow 

tied to the spell that keeps the spirits tied to the 

manor. 

 

Knowledge Arcana DC 15+ATL, the runes as 

through the rest of the house are foreign and 

difficult to decipher PC is able to get the general 

gist of what they do. The PC realizes that the circle 

directly around the altar is the most critical to 

keeping the spirits connected to the manor, and 

works as some tie that holds the spell stable and in 

place. If the circle closest to the altar is broken by 

destroying part of the metal inlaid runes - the spell 

holding the spirits in will start to unravel. 

 

The binding circle has a hardness of 10 and has 80 

+ATL hit points. 

 

ENCOUNTER 5A  – FIGHT FOR 

YOUR LIFE 

 

A sense of dread falls over the room, any 

noise the party makes is stifled and the 

broken door from the entrance above flies 

open, tattering apart the pieces falling to the 

ground of the cavern floor. A thick black 

smoke flies through the doorway and 

stepping through in its midst is an imposing 

man with dark raven hair that has been 

slicked back. He is garbed in a nobleman's 

finery and looks down to the group with 

disgust. “I wondered how long it would take 

you to find this place, your blood will flow 

with the others, the Baron always gets what 

he wants!”  he gestures out and from the 

floor below you, four skeletons  crawl forth 

frighteningly quick, fully equipped one in 

darkened armor, another in a ragged black 

lace dress, the third in the rags of colorful 

clothing covered in blood, and the last in 

rotting riding leathers. 

 

Once the skeletons appear the spirit of the 

man in the nobleman's outfit steps off the 

small balcony at the top of the stairs. As he 

falls to the floor of the cavern, his form 

twists and changes, becoming something 

very much not human. Blackness flows out 

from under his skin. He grows more than 

double in size and at the end looks like a 

creature out of a nightmare only able to be 

described as some sort of hideous cross 

between a gorilla and a squid. 

 

Cue end fight. 

 

The controlled remains of the four spirits tied to 

the altar are considered to be fully in play once the 

battle begins. The only thing that changes this is if 

any of the PCs have held actions. 

 

GM Note if the players have already broken or 

break the circle of runes closest to the altar while 

fighting, this will change the tide of battle. 

 

Breaking the ring will free the captured spirits and 

they will be able to repossess their original bodies. 

They are considered friendly to the party at this 
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point and will fight on their side. Their alignments 

also all become neutral. 

 

If the players start to lose, as long as some of the 

lesser undead are in play, Foster will appear and 

encourage them to break the runic circle near the 

altar. If it happens later in the fight, only the 

skeletons still be in play and will be able to aid the 

party. Foster won’t encourage the breaking of the 

seal unless it is actually possible for the house 

spirits to aid. 

 
All undead within 30 feet of the shrine have the 

following bonuses.  +2 profane bonus on attack 

and damage rolls, as well as +2 hit points per die, 

and the DC of channeled negative energy is 

increased by +6. 

 
The aura around the altar can be negated by dispel 

evil, but the nightshade abomination (Hindrich) 

will be able to reactive it on his turn as a free 

action.  
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ATL 11 

Nightshade Abomination - Hindrich:    

CE Large Undead  

Init +2 (+2 Dex); Senses darksense, darkvision 60 

ft., detect magic; Perception +24 

AC 26, touch 14, flat-footed 20 (+5 Dex, +1 
dodge, +10 natural) 
hp 180 (15d8+90) 

Fort +9, Ref +12, Will +13 
Defense Abilities: DR 15/good and silver, Undead 

traits 

SR: 19  

Weakness: Light Aversion 

Spd 30 ft.  

Melee 2 claws +17 (3d6+12/19–20 plus 2d6 cold) 

Ranged nil 

Space 10 ft.; Reach 10 ft. 

Special Attacks Channel Negative Energy (4d6, 
DC 24, 4/day), fear gaze 

Spell-Like Abilities (CL 12 th; concentration +18)  
Constant—detect magic 
At will—deeper darkness, unholy blight (DC 16) 
3/day—contagion (DC 18), greater dispel magic 
1/day—air walk, cone of cold (DC 17), haste 
 
Str 32, Dex 14, Con —, Int 20, Wis 21, Cha 21 

Base Atk +13; CMB +27; CMD 37 
Feats Alertness, Blind-Fight 

Skills Intimidate +22, Knowledge (arcana) +29, 
Knowledge (planes) +26, Knowledge (religion) +29, 
Perception +29, Sense Motive +29, Spellcraft +29, 
Stealth +18 (+26 in darkness ) 
Special Abilities  

Fear Gaze (Su): Cower in fear for 1 round, 30 

feet, Will DC 20 negates. This is a mind-affecting 

fear effect. The save DC is Charisma-based. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Widow 
NE Medium Undead  

Init +8 (+4 Dex. +4 Imp. Init); Senses darkvision 

60 ft.; Perception +15 

AC 21, touch 23, flat-footed 15 (+6 deflection, +4 

Dex) 

hp 98 (12d8 + 18) 
Fort +10, Ref +8, Will +13 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Weaknesses vulnerable to fire. 
Spd 30 ft. 

Melee 2 claw attacks +12 (4d6 cold + 2) 

Special Attacks Fascinating Gaze 
Spell-Like Abilities (CL 12th; concentration +16) 
Constant – blur 3/day—cone of cold (DC 
20), eyebite (comatose and panicked only, DC 20) 

Spells Known nil 
Dex 18, Con —, Int 17, Wis 21, Cha 22 
Base Atk +8; CMB +10; CMD 29 

Feats Improved Initiative 

Skills Bluff +15, Intimidate +18, Perception +17, 

Sense Motive +17,Spellcraft +15, Stealth +16 

Special Abilities:  
Fascinating Gaze (Su) Fascinated for 1d4 rounds, 
30 feet, Will DC 20 negates. The save DC is 
Charisma-based. 
Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 
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Skeleton Foster (Rogue) 

NE Medium Undead  

Init +10; Senses darkvision 60 ft., Perception +24 

AC 26 

hp 130 (10d10+84) 

Fort +8, Ref +18, Will +6 

Defense Abilities undead traits; DR 5/bludgeoning  

Immune undead traits; SR nil 

Spd 40 ft. 

Melee - shortswords +16/+16/+11 (1d6+2/18-20) 

Ranged +15/+10 (1d8/-20)  

Space 5 ft.; Reach 5 ft. 

Special Attacks Sneak Attack 5d6 

Str 16, Dex 25, Con --, Int 14, Wis 10, Cha 12 

Base Atk +7; CMB +9; CMD +17 

Feats Alertness, Combat Reflexes, Improved 

Evasion, Crippling Strike, Improved Initiative 

 

Skills Acrobatics +18, Bluff +16, Diplomacy +16, 

Intimidate +17, Perception +24, Sense Motive +16, 

Stealth +25, Survival +16 

 

Special Abilities Rogue Talents - Improved 

Evasion, Bleed Attack, Finesse Rogue 

Sickening Strike – 1/ time a day Foster is able as a 

swift action to imbue his attacks with the hangover 

effect those struck successfully become fatigued 

and sickened; remaining so until they are able to 

rest. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Jess   (bard) 

CE Medium Undead (6 ft. tall) 

Init +4 ; Senses darkvision 60ft.; Perception +13 

AC 22, touch 14, flat-footed 18 (+4 Dex, +8 

natural)  

hp 87 (10d8 + 30) 

Fort +5, Ref +9, Will +11 

Defense Abilities undead traits; DR 

5/bludgeoning; SR 21 

Spd 30 ft.  

Melee +1 light mace of merriment +13 (1d6+4 

plus merriment) or 2 slams +11 (1d4+2) 

Ranged Jess’ Deck, + 13/+8 (1d8 + flaming 

burst/20) 

Space 5 ft.; Reach 5 ft. 

Special Attacks Fear cackle 

Spells Known -- 

Str 15, Dex 18, Con --, Int 15, Wis 14, Cha 16 

Base Atk +7; CMB +11; CMD +13 

Feats Ability Focus (fear cackle), Catch Off-

Guard, Dodge, Mobility, Spring Attack, Throw 

Anything, Weapon Finesse 

 

Skills Acrobatics +17, Intimidate +16, Perform 

(act) +16, Perform (comedy) +20, Perform 

(oratory) +16, Perception +15, Sense Motive +15,  

Sleight of Hand +17, Stealth +17 

 

Special Abilities  

Fear Cackle – Jess can unleash a fear- inducing 

cackle as a free action. All creatures within 60 feet 

that hear it must make a successful DC 20 Will 

save or become panicked for 2d4 rounds. Panicked 

creatures suffer a -2 morale penalty on saves and 

flee (if possible). A panicked creature has a 50% 

chance to drop what it's holding. If cornered or 

unable to flee, a panicked creature cowers. This is 

a sonic, mind-affecting fear effect. Whether or not 

the save is successful, an affected creature is 

immune to fear cackle for one day. The save DC 

is Charisma-based. 

Jess’ Deck – What in anyone else’s hands appears 

to be a normal deck of playing cards become 

deadly weapons in Jess’ hands. The cards are 

treated as a large crossbow with a range of 30ft. 

any card he throws is considered to be +1 with 

flaming burst. 

Merriment - When Jess strikes an opponent with 

his mace, the creature must make a successful DC 

18 Will save or fall to the ground laughing for 1d3 

rounds. The opponent is not helpless, but is unable 

to move or act for the duration. This effect only 

functions in Jess' hands. In the hands of any other 

creature it functions as a masterwork light mace. 
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Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Sophia   (fighter) 

CE Medium Undead  

Init +6 ; Senses darkvision 120 ft., Perception +12 

AC 26, touch 11, flat footed  27 (+5 armor, +2 

Dex, +10 natural) 

hp 137 (12d10+ 43) 

Fort +15 , Ref + 7, Will +6 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Spd 20 ft.  

Melee- Greatsword +19/+14/+9 (2d6 +12/18–20) 

Ranged N/A 

Space 5 ft.; Reach 5 ft. 

 

Str 24, Dex 15, Con 24, Int 10, Wis 12, Cha 15 

Base Atk +14; CMB +27; CMD +39 

Feats Cleave, Combat Reflexes, Double Slice, 

Great Cleave, Improved Bull Rush, Improved 

Critical (greatsword), Power Attack, Vital Strike 

Skills Climb +21, Intimidate +15, Perception +14 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

ATL 13 

Nightshade Abomination - Hindrich:    

CE Large Undead  

Init +2 (+2 Dex); Senses darksense, darkvision 60 

ft., detect magic; Perception +29 

AC 28, touch 14, flat-footed 22 (+5 Dex, +1 
dodge, +12 natural) 
hp 180 (15d8+90) 

Fort +11, Ref +14, Will +15 
Defense Abilities: DR 15/good and silver, Undead 

traits 

SR: 22  

Weakness: Light Aversion 

Spd 30 ft.  

Melee 2 claws +21 (3d6+15/19–20 plus 2d6 cold) 

Ranged nil 

Space 10 ft.; Reach 10 ft. 

Special Attacks Channel Negative Energy (6d6, 
DC 26, 6/day), fear gaze 

Spell-Like Abilities (CL 14th; concentration +120)  
Constant—detect magic, magic fang 
At will—deeper darkness, unholy blight (DC 18) 
3/day—contagion (DC 18), greater dispel magic, 
invisibility 
1/day—air walk, cone of cold (DC 19), haste, hold 
monster (DC 19) 
Spells Known nil 

Str 35, Dex 14, Con —, Int 20, Wis 21, Cha 21 

Base Atk +15; CMB +29; CMD 41 
Feats Alertness, Blind-Fight 

Skills Intimidate +29, Knowledge (arcana) +29, 
Knowledge (planes) +26, Knowledge (religion) +29, 
Perception +29, Sense Motive +29, Spellcraft +29, 
Stealth +18 (+26 in darkness ) 
 

Special Abilities  

Fear Gaze (Su): Cower in fear for 1 round, 30 

feet, Will DC 22 negates. This is a mind-affecting 

fear effect. The save DC is Charisma-based. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 
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damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 
 

Skeleton Widow 
NE Medium Undead  

Init +8 (+4 Dex. +4 Imp. Init); Senses darkvision 

60 ft.; Perception +17 

AC 23, touch 23, flat-footed 17 (+6 deflection, +4 

Dex,+2 natural) 

hp 130 (12d8 + 58) 
Fort +10, Ref +8, Will +13 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Weaknesses vulnerable to fire. 
Spd 30 ft. 

Melee 2 claw attacks +12 (4d6 cold + 2) 

Special Attacks Fascinating Gaze 
Spell-Like Abilities (CL 12th; concentration +16) 
Constant – blur 3/day—cone of cold (DC 
21), eyebite (comatose and panicked only, DC 22) 

Spells Known nil 
Dex 18, Con —, Int 17, Wis 21, Cha 22 
Base Atk +8; CMB +10; CMD 29 

Feats Improved Initiative 

Skills Bluff +15, Intimidate +18, Perception +17, 

Sense Motive +17,Spellcraft +15, Stealth +16 

 

Special Abilities:  
Fascinating Gaze (Su) Fascinated for 1d4 rounds, 
30 feet, Will DC 22 negates. The save DC is 
Charisma-based. 
Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

 

 

 

Skeleton Foster (Rogue) 

NE Medium Undead  

Init +10; Senses darkvision 60 ft., Perception +27 

AC 30 

hp 161 (14d10+84) 

Fort +8, Ref +18, Will +6 

Defense Abilities undead traits; DR 5/bludgeoning  

Immune undead traits; SR nil 

Spd 40 ft. 

Melee - shortswords +19/+19/+14 (1d6+2/18-20) 

Ranged +18/+13 (1d8/-20)  

Space 5 ft.; Reach 5 ft. 

Special Attacks Sneak Attack 7d6 

Str 16, Dex 26, Con --, Int 14, Wis 10, Cha 12 

Base Atk +9/+4; CMB +11; CMD +19 

Feats Alertness, Combat Reflexes, Improved 

Evasion, Crippling Strike, Improved Initiative, 

Weapon Focus (Shortsword) 

Skills Acrobatics +22, Bluff +18, Diplomacy +18, 

Intimidate +19, Perception +27, Sense Motive +18, 

Stealth +25, Survival +16 

 

Special Abilities Rogue Talents - Improved 

Evasion, Bleed Attack, Finesse Rogue 

Sickening Strike – 3/ times a day Foster is able as 

a swift action to imbue his attacks with the 

hangover effect those struck successfully become 

fatigued and sickened; remaining so until they are 

able to rest. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 
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Skeleton Jess   (bard) 

CE Medium Undead (6 ft. tall) 

Init +8 ; Senses darkvision 60ft.; Perception +15 

AC 24, touch 14, flat-footed 20 (+4 Dex, +10 

natural)  

hp 97 (15d8 + 30) 

Fort +5, Ref +9, Will +11 

Defense Abilities undead traits; DR 

5/bludgeoning; SR 21 

Spd 30 ft.  

Melee +2 light mace of merriment +15/+10 

(1d6+4 plus merriment) or 2 slams +13 (1d4+2) 

Ranged Jess’ Deck, + 15/+10 (1d8 + flaming 

burst/20) 

Space 5 ft.; Reach 5 ft. 

Special Attacks Fear cackle 

Spells Known -- 

Str 15, Dex 18, Con --, Int 15, Wis 14, Cha 16 

Base Atk +9/+4; CMB +11; CMD +13 

Feats Ability Focus (fear cackle), Catch Off-

Guard, Dodge, Improved Initiative, Mobility, 

Spring Attack, Throw Anything, Weapon Finesse 

Skills Acrobatics +17, Intimidate +16, Perform 

(act) +16, Perform (comedy) +20, Perform 

(oratory) +16, Perception +15, Sense Motive +15,  

Sleight of Hand +17, Stealth +17 

 

Special Abilities  

Fear Cackle – Jess can unleash a fear- inducing 

cackle as a free action. All creatures within 60 feet 

that hear it must make a successful DC 22 Will 

save or become panicked for 2d4 rounds. Panicked 

creatures suffer a -2 morale penalty on saves and 

flee (if possible). A panicked creature has a 50% 

chance to drop what it's holding. If cornered or 

unable to flee, a panicked creature cowers. This is 

a sonic, mind-affecting fear effect. Whether or not 

the save is successful, an affected creature is 

immune to fear cackle for one day. The save DC 

is Charisma-based. 

Jess’ Deck – What in anyone else’s hands appears 

to be a normal deck of playing cards become 

deadly weapons in Jess’ hands. The cards are 

treated as a large crossbow with a range of 30ft. 

any card he throws is considered to be +1 with 

flaming burst. 

Merriment - When Jess strikes an opponent with 

his mace, the creature must make a successful DC 

20 Will save or fall to the ground laughing for 1d3 

rounds. The opponent is not helpless, but is unable 

to move or act for the duration. This effect only 

functions in Jess' hands. In the hands of any other 

creature it functions as a masterwork light mace. 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Sophia   (fighter) 

CE Medium Undead (6 ft. tall) 

Init +6 ; Senses darkvision 120 ft., Perception +14 

AC 28, touch 11, flat footed  27 (+5 armor, +2 

Dex, +12 natural) 

hp 157 (13d10+ 53) 

Fort +18 , Ref + 8, Will +7 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Spd 20 ft.  

Melee- Greatsword +21/+16/+11 (2d6 +12/18–20) 

Ranged N/A 

Space 5 ft.; Reach 5 ft. 

 

Str 34, Dex 15, Con 24, Int 10, Wis 12, Cha 15 

Base Atk +14; CMB +27; CMD +39 

Feats Cleave, Combat Reflexes, Double Slice, 

Great Cleave, Improved Bull Rush, Improved 

Critical (greatsword), Power Attack, Vital Strike 

Skills Climb +21, Intimidate +15, Perception +14 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 
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(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

ATL 15 

Nightshade Abomination - Hindrich:    

CE Large Undead  

Init +2 (+2 Dex); Senses darksense, darkvision 60 

ft., low-light vision, detect magic; Perception +29 

AC 31, touch 10, flat-footed 29 (+2 Dex, +19 
natural) 
hp 241 (21d8+147) 

Fort +14, Ref +11, Will +19 
Defense Abilities: DR 15/good and silver, Undead 

traits 

SR: 24  

Weakness: Light Aversion 

Spd 40 ft.  

Melee 2 claws +28 (3d6+15/19–20 plus 4d6 cold) 

Ranged nil 

Space 10 ft.; Reach 10 ft. 

Special Attacks Channel Negative Energy (8d6, 
DC 29, 8/day), fear gaze 

Spell-Like Abilities (CL 16th; concentration +21)  
At will—contagion (DC 19), deeper darkness, 
greater dispel magic, unholy blight (DC 19) 
3/day—confusion (DC 19), haste, hold monster 
(DC 20), invisibility, quickened unholy blight (DC 
19) 
1/day—cone of cold (DC 19), finger of death (DC 
20) 
 

Str 35, Dex 14, Con —, Int 20, Wis 21, Cha 21 

Base Atk +15; CMB +29; CMD 41 
Feats Alertness, Blind-Fight 

Skills Intimidate +29, Knowledge (arcana) +29, 
Knowledge (planes) +26, Knowledge (religion) +29, 
Perception +29, Sense Motive +29, Spellcraft +29, 
Stealth +18 (+26 in darkness) 
 

Special Abilities  

Fear Gaze (Su): Cower in fear for 1 round, 30 

feet, Will DC 25 negates. This is a mind-affecting 

fear effect. The save DC is Charisma-based. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 


Skeleton Widow 
NE Medium Undead  

Init +8 (+4 Dex. +4 Imp. Init); Senses darkvision 

60 ft.; Perception +19 

AC 25, touch 25, flat-footed 20 (+6 deflection, +4 

Dex,+5natural) 

hp 150 (12d8 + 78) 
Fort +10, Ref +8, Will +13 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Weaknesses vulnerable to fire. 
Spd 30 ft. 

Melee 2 claw attacks +14 (4d6 cold + 2) 

Special Attacks Fascinating Gaze 
Spell-Like Abilities (CL 14th; concentration +20) 
Constant – blur 3/day—cone of cold (DC 
23), eyebite (comatose and panicked only, DC 25) 
Dex 18, Con —, Int 17, Wis 21, Cha 26 
Base Atk +8; CMB +10; CMD 29 

Feats Improved Initiative 

Skills Bluff +15, Intimidate +18, Perception +19, 

Sense Motive +17,Spellcraft +18, Stealth +18 

 

Special Abilities:  
Fascinating Gaze (Su) Fascinated for 1d4 rounds, 
30 feet, Will DC 24 negates. The save DC is 
Charisma-based. 
Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 
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(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

 

 

Skeleton Foster (Rogue) 

NE Medium Undead  

Init +10; Senses darkvision 60 ft., Perception +29 

AC 32 

hp 161 (14d10+84) 

Fort +9, Ref +20, Will +7 

Defense Abilities undead traits; DR 5/bludgeoning  

Immune undead traits; SR nil 

Spd 40 ft. 

Melee - shortswords +22/+22/+17/+12 (1d6+2/18-

20) 

Ranged +21/+16/+11 (1d8/-20)  

Space 5 ft.; Reach 5 ft. 

Special Attacks Sneak Attack 8d6 

Str 16, Dex 28, Con --, Int 14, Wis 10, Cha 12 

Base Atk +9/+4; CMB +13; CMD +22 

Feats Alertness, Combat Reflexes, Improved 

Evasion, Crippling Strike, Improved Initiative, 

Weapon Focus (Shortsword) 

Skills Acrobatics +22, Bluff +20, Diplomacy +20, 

Intimidate +19, Perception +29, Sense Motive +20, 

Stealth +25, Survival +16 

 

Special Abilities Rogue Talents - Improved 

Evasion, Bleed Attack, Finesse Rogue 

Sickening Strike – 3 times a day Foster is able as 

a swift action to imbue his attacks with the 

hangover effect those struck successfully become 

fatigued and sickened; remaining so until they are 

able to rest. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 







Skeleton Jess    

CE Medium Undead 

Init +8 ; Senses darkvision 60ft.; Perception +15 

AC 24, touch 14, flat-footed 20 (+4 Dex, +10 

natural)  

hp 113 (17d8 + 40) 

Fort +6, Ref +10, Will +12 

Defense Abilities undead traits; DR 

5/bludgeoning; SR 21 

Spd 30 ft.  

Melee +2 light mace of merriment +18/+13 

(1d6+4 plus merriment) or 2 slams +15 (1d4+2) 

Ranged Jess’ Deck, + 19/+14 (1d8 + flaming 

burst/20) 

Space 5 ft.; Reach 5 ft. 

Special Attacks Fear cackle 

Str 15, Dex 18, Con --, Int 15, Wis 14, Cha 16 

Base Atk +9/+4; CMB +13; CMD +15 

Feats Ability Focus (fear cackle), Catch Off-

Guard, Dodge, Improved Initiative, Mobility, 

Spring Attack, Throw Anything, Weapon Finesse 

 

Skills: Acrobatics +17, Intimidate +16, Perform 

(act) +16, Perform (comedy) +20, Perform 

(oratory) +16, Perception +15, Sense Motive +15,  

Sleight of Hand +19, Stealth +17 

 

Special Abilities  

Fear Cackle – Jess can unleash a fear- inducing 

cackle as a free action. All creatures within 60 feet 

that hear it must make a successful DC 24 Will 

save or become panicked for 2d4 rounds. Panicked 

creatures suffer a -2 morale penalty on saves and 

flee (if possible). A panicked creature has a 50% 

chance to drop what it's holding. If cornered or 

unable to flee, a panicked creature cowers. This is 

a sonic, mind-affecting fear effect. Whether or not 

the save is successful, an affected creature is 

immune to fear cackle for one day. The save DC 

is Charisma-based. 

Jess’ Deck – What in anyone else’s hands appears 

to be a normal deck of playing cards become 
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deadly weapons in Jess’ hands. The cards are 

treated as a large crossbow with a range of 30ft. 

any card he throws is considered to be +2 with 

flaming burst. 

Merriment - When Jess strikes an opponent with 

his mace, the creature must make a successful DC 

22 Will save or fall to the ground laughing for 1d3 

rounds. The opponent is not helpless, but is unable 

to move or act for the duration. This effect only 

functions in Jess' hands. In the hands of any other 

creature it functions as a masterwork light mace. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Sophia   (fighter) 

CE Medium Undead (6 ft. tall) 

Init +6 ; Senses darkvision 120 ft., Perception +14 

AC 28, touch 11, flat footed  27 (+5 armor, +2 

Dex, +12 natural) 

hp 177 (15d10+ 63) 

Fort +18 , Ref + 8, Will +7 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Spd 20 ft.  

Melee- Greatsword +24/+19/+14 (2d6 +12/18–20) 

Ranged N/A 

Space 5 ft.; Reach 5 ft. 

 

Str 28, Dex 15, Con 24, Int 10, Wis 12, Cha 15 

Base Atk +14; CMB +27; CMD +39 

Feats Cleave, Combat Reflexes, Double Slice, 

Great Cleave, Improved Bull Rush, Improved 

Critical (greatsword), Power Attack, Vital Strike 

Skills Climb +21, Intimidate +15, Perception +14 

Languages nil 

Gear nil-- 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

ATL 17 

Nightshade Abomination - Hindrich:    

CE Huge Undead  

Init +4; Senses darksense, darkvision 60 ft., 

tremorsense 120 ft. detect magic; Perception +29 

AC 33, touch 6, flat-footed 33 (+25 natural, –2 
size)  
hp 312 (25d8+200)  

Fort +16, Ref +10, Will +23 
Defense Abilities: DR 15/good and silver, Undead 

traits 

SR: 29  

Weakness: Light Aversion 

Spd 30 ft. , burrow 60 ft. 

Melee bite +32 (4d10+18/19–20 plus 4d6 cold and 

poison), 2 claws +28 (4d6+18/19–20 plus 4d6 

cold) 

Ranged nil 

Space 15 ft.; Reach 15 ft. 

Special Attacks Channel Negative Energy (9d6, 
DC 31, 9/day), energy drain (1 level, DC 28), fear 
gaze 

Spell-Like Abilities (CL 16th; concentration +21)  
At will—contagion (DC 19), deeper darkness, 
greater dispel magic, unholy blight (DC 19) 
3/day—confusion (DC 19), haste, hold monster 
(DC 20), invisibility, quickened unholy blight (DC 
19) 
1/day—cone of cold (DC 19), finger of death (DC 
20) 
Spells Known nil 

Str 35, Dex 14, Con —, Int 20, Wis 21, Cha 21 

Base Atk +15; CMB +29; CMD 41 
Feats Alertness, Blind-Fight 

Skills Intimidate +29, Knowledge (arcana) +29, 
Knowledge (planes) +26, Knowledge (religion) +29, 
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Perception +29, Sense Motive +29, Spellcraft +29, 
Stealth +18 (+26 in darkness) 
 

Special Abilities  

Fear Gaze (Su): Cower in fear for 1 round, 30 

feet, Will DC 27 negates. This is a mind-affecting 

fear effect. The save DC is Charisma-based. 

Poison (Su): Bite—injury; save Fort DC 28; 

frequency 1/round for 6 rounds; effect 1d4 

Constitution drain and 1 negative level; cure 3 

consecutive saves. 

 
Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 


Skeleton Widow 
NE Medium Undead  

Init +9 (+4 Dex. +4 Imp. Init); Senses darkvision 

60 ft.; Perception + 23 

AC 27, touch 27, flat-footed 22 (+6 deflection, +4 

Dex,+7natural) 

hp 178 (15d8 + 88) 
Fort +12, Ref +10, Will +15 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Weaknesses vulnerable to fire. 
Spd 30 ft. 

Melee 2 claw attacks +16 (6d6 cold + 2) 

Special Attacks Fascinating Gaze 
Spell-Like Abilities (CL 18th; concentration +24) 
Constant – blur 3/day—cone of cold (DC 
26), eyebite (comatose and panicked only, DC 28) 
Dex 18, Con —, Int 17, Wis 21, Cha 30 
Base Atk +11; CMB +10; CMD 29 

Feats Improved Initiative 

Skills Bluff +15, Intimidate +18, Perception +23, 

Sense Motive +17,Spellcraft +23, Stealth +20 

Special Abilities:  

Fascinating Gaze (Su) Fascinated for 1d4 rounds, 
30 feet, Will DC 26 negates. The save DC is 
Charisma-based. 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

Skeleton Foster (Rogue) 

NE Medium Undead  

Init +10; Senses darkvision 60 ft., Perception +29 

AC 32 

hp 185 (16d10+84) 

Fort +9, Ref +21, Will +7 

Defense Abilities undead traits; DR 5/bludgeoning  

Immune undead traits; SR nil 

Spd 40 ft. 

Melee - shortswords +24/+24/+19/+14 (1d6+2/18-

20) 

Ranged +22/+17/+12 (1d8/-20)  

Space 5 ft.; Reach 5 ft. 

Special Attacks Sneak Attack 9d6 

Str 16, Dex 28, Con --, Int 14, Wis 10, Cha 12 

Base Atk +12/+7/+2; CMB +14; CMD +23 

Feats Alertness, Combat Reflexes, Improved 

Evasion, Crippling Strike, Improved Initiative, 

Weapon Focus (Shortsword)  

 

Skills Acrobatics +24, Bluff +22, Diplomacy +22, 

Intimidate +19, Perception +31, Sense Motive +20, 

Stealth +25, Survival +16 

 

Special Abilities Rogue Talents - Improved 

Evasion, Bleed Attack, Finesse Rogue, Crippling 

Strike, Deadly Sneak 

Sickening Strike – 3 times a day Foster is able as 

a swift action to imbue his attacks with the 

hangover effect those struck successfully become 

fatigued and sickened; remaining so until they are 

able to rest. 
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Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage 

Skeleton Jess    

CE Medium Undead 

Init +10 ; Senses darkvision 60ft.; Perception +18 

AC 28, touch 14, flat-footed 24 (+4 Dex, +14 

natural)  

hp 128 (17d8 + 50) 

Fort +7, Ref +11, Will +13 

Defense Abilities undead traits; DR 

5/bludgeoning; SR 21 

Spd 30 ft.  

Melee +4 light mace of merriment +21/+16/+11 

(1d6+4 plus merriment) or 2 slams +18 (1d4+2) 

Ranged Jess’ Deck, + 22/+17/+12 (1d8 + flaming 

burst/20) 

Space 5 ft.; Reach 5 ft. 

Special Attacks Fear cackle 

Str 15, Dex 20, Con --, Int 15, Wis 14, Cha 18 

Base Atk +12/+7/+2; CMB +15; CMD +17 

Feats Ability Focus (fear cackle), Catch Off-

Guard, Dodge, Improved Initiative, Mobility, 

Spring Attack, Throw Anything, Weapon Finesse 

 

Skills: Acrobatics +17, Intimidate +16, Perform 

(act) +16, Perform (comedy) +20, Perform 

(oratory) +16, Perception +15, Sense Motive +15,  

Sleight of Hand +19, Stealth +17 

 

Special Abilities  

Fear Cackle – Jess can unleash a fear- inducing 

cackle as a free action. All creatures within 60 feet 

that hear it must make a successful DC 26 Will 

save or become panicked for 2d4 rounds. Panicked 

creatures suffer a -2 morale penalty on saves and 

flee (if possible). A panicked creature has a 50% 

chance to drop what it's holding. If cornered or 

unable to flee, a panicked creature cowers. This is 

a sonic, mind-affecting fear effect. Whether or not 

the save is successful, an affected creature is 

immune to fear cackle for one day. The save DC 

is Charisma-based. 

Jess’ Deck – What in anyone else’s hands appears 

to be a normal deck of playing cards become 

deadly weapons in Jess’ hands. The cards are 

treated as a large crossbow with a range of 30ft. 

any card he throws is considered to be +3 with 

flaming burst. 

Merriment - When Jess strikes an opponent with 

his mace, the creature must make a successful DC 

24 Will save or fall to the ground laughing for 1d3 

rounds. The opponent is not helpless, but is unable 

to move or act for the duration. This effect only 

functions in Jess' hands. In the hands of any other 

creature it functions as a masterwork light mace. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Sophia   (fighter) 

CE Medium Undead (6 ft. tall) 

Init +6 ; Senses darkvision 120 ft., Perception +14 

AC 28, touch 11, flat footed  27 (+5 armor, +2 

Dex, +12 natural) 

hp 177 (15d10+ 63) 

Fort +18 , Ref + 8, Will +7 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Spd 20 ft.  

Melee- Greatsword +27/+22/+17/+12 (2d6 

+15/18–20) 

Ranged N/A 

Space 5 ft.; Reach 5 ft. 

 

Str 30, Dex 15, Con 24, Int 10, Wis 12, Cha 15 

Base Atk +14; CMB +27; CMD +39 
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Feats Cleave, Combat Reflexes, Double Slice, 

Great Cleave, Improved Bull Rush, Improved 

Critical (greatsword), Power Attack, Vital Strike 

Skills Climb +21, Intimidate +15, Perception +14 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage 

 

ATL 19 

Nightshade Abomination - Hindrich:    

CE Gargantuan Undead  

Init +4; Senses darksense, darkvision 60 ft., 

tremorsense 120 ft. detect magic; Perception +37 

AC 36, touch 5, flat-footed 37 (+3 Dex, +31 
natural, –4 size) 
hp 391 (29d8+261)  

Fort +18, Ref +16, Will +25 
Defense Abilities: DR 15/good and silver, Undead 

traits 

SR: 29  

Weakness: Light Aversion 

Spd 30 ft. , burrow 60 ft. 

Melee bite +35 (5d10+22/19–20 plus 4d6 cold, 

energy drain, and grab), 2 claw  +30 (4d8+12/19–

20 plus 4d6 cold) 

Ranged nil 

Space 15 ft.; Reach 15 ft. 

Special Attacks Channel Negative Energy (10d6, 
DC 33, 10/day), energy drain (2 level, DC 33),  
swallow whole (5d10+28 bludgeoning plus energy 
drain, AC 25, 39 hp) 
Spell-Like Abilities (CL 20th; concentration +27) 
 
Constant—detect magic, magic fang, see 
invisibility 
At will—confusion (DC 21), contagion (DC 21), 
deeper darkness, greater dispel magic, invisibility, 
unholy blight (DC 21) 

3/day—quickened cone of cold (DC 22), finger of 
death (DC 24), haste, hold monster (DC 22) 
1/day—mass hold monster (DC 26), wail of the 
banshee (DC 26) 
 

Spells Known nil 

Str 49, Dex 16, Con —, Int 22, Wis 21, Cha 25 

Base Atk +21; CMB +48 (+52 grapple); CMD 61 
Feats  Combat Reflexes, Command Undead, 

Critical Focus, Greater Vital Strike, Improved Bull 

Rush, Improved Critical (bite, claw), Improved 

Initiative, Improved Vital Strike, Iron Will, 

Lightning Reflexes, Power Attack, Quicken Spell-

Like Ability (cone of cold), Staggering Critical, 

Vital Strike  

Skills Intimidate +39, Knowledge (arcana) +38, 
Knowledge (planes) +35, Knowledge (religion) +38, 
Perception +37, Sense Motive +37, Spellcraft +38, 
Stealth +19 (+27 in darkness) 
Special Abilities  

Energy Drain (Su) 

 

A creature that has been swallowed whole by the 

nightshade abberation gains 2 negative levels each 

round. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 


Skeleton Widow 
NE Medium Undead  

Init +9 (+4 Dex. +4 Imp. Init); Senses darkvision 

60 ft.; Perception + 27 

AC 30, touch 30, flat-footed 27 (+6 deflection, +4 

Dex,+13natural) 

hp 198 (17d8 + 88) 
Fort +14, Ref +12, Will +17 



LSJ#179 - Suzie’s Doll Page 35 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Weaknesses vulnerable to fire. 
Spd 30 ft. 

Melee 2 claw attacks +18 (8d6 cold + 2) 

Special Attacks Fascinating Gaze 
Spell-Like Abilities (CL 20th; concentration +28) 
Constant – blur 3/day—cone of cold (DC 
28), eyebite (comatose and panicked only, DC 30) 
Dex 18, Con —, Int 17, Wis 23, Cha 32 
Base Atk +13; CMB +15; CMD 32 

Feats Improved Initiative 

Skills Bluff +15, Intimidate +18, Perception +27, 

Sense Motive +17,Spellcraft +27, Stealth +20 

Special Abilities:  
Fascinating Gaze (Su) Fascinated for 1d4 rounds, 
30 feet, Will DC 28 negates. The save DC is 
Charisma-based. 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

 

Skeleton Foster (Rogue) 

NE Medium Undead  

Init +10; Senses darkvision 60 ft., Perception +29 

AC 34 

hp 185 (16d10+84) 

Fort +9, Ref +21, Will +7 

Defense Abilities undead traits; DR 5/bludgeoning  

Immune undead traits; SR nil 

Spd 40 ft. 

Melee - shortswords +28/+28/+23/+18 (1d6+2/18-

20) 

Ranged +24/+19/+14 (1d8/-20)  

Space 5 ft.; Reach 5 ft. 

Special Attacks Sneak Attack 10d6 

Str 16, Dex 32, Con --, Int 22, Wis 10, Cha 12 

Base Atk +15/+10/+5; CMB +16; CMD +25 

Feats Alertness, Combat Reflexes, Improved 

Evasion, Crippling Strike, Improved Initiative, 

Weapon Focus (Shortsword)  

 

Skills Acrobatics +26, Bluff +22, Diplomacy +22, 

Intimidate +19, Perception +33, Sense Motive +23, 

Stealth +28, Survival +16 

 

Special Abilities Rogue Talents - Improved 

Evasion, Bleed Attack, Finesse Rogue, Crippling 

Strike, Deadly Sneak 

Master strike (DC 26) 

Sickening Strike – 3 times a day Foster is able as 

a swift action to imbue his attacks with the 

hangover effect those struck successfully become 

fatigued and sickened; remaining so until they are 

able to rest. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage 

 

Skeleton Jess    

CE Medium Undead 

Init +10 ; Senses darkvision 60ft.; Perception +18 

AC 30, touch 14, flat-footed 26 (+6 Dex, +14 

natural)  

hp 148 (19d8 + 50) 

Fort +7, Ref +11, Will +13 

Defense Abilities undead traits; DR 

5/bludgeoning; SR 21 

Spd 30 ft.  

Melee +4 light mace of merriment +23/+19/+13 

(1d6+4 plus merriment) or 2 slams +18 (1d4+2) 

Ranged Jess’ Deck, + 25/+20/+15 (1d8 + flaming 

burst/20) 

Space 5 ft.; Reach 5 ft. 

Special Attacks Fear cackle 

Str 15, Dex 22, Con --, Int 15, Wis 14, Cha 18 

Base Atk +15/+10/+5; CMB +17; CMD +19 
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Feats Ability Focus (fear cackle), Catch Off-

Guard, Dodge, Improved Initiative, Mobility, 

Spring Attack, Throw Anything, Weapon Finesse 

 

Skills: Acrobatics +17, Intimidate +16, Perform 

(act) +16, Perform (comedy) +20, Perform 

(oratory) +16, Perception +15, Sense Motive +15,  

Sleight of Hand +19, Stealth +17 

 

Special Abilities  

Fear Cackle – Jess can unleash a fear- inducing 

cackle as a free action. All creatures within 60 feet 

that hear it must make a successful DC 28 Will 

save or become panicked for 2d4 rounds. Panicked 

creatures suffer a -2 morale penalty on saves and 

flee (if possible). A panicked creature has a 50% 

chance to drop what it's holding. If cornered or 

unable to flee, a panicked creature cowers. This is 

a sonic, mind-affecting fear effect. Whether or not 

the save is successful, an affected creature is 

immune to fear cackle for one day. The save DC 

is Charisma-based. 

Jess’ Deck – What in anyone else’s hands appears 

to be a normal deck of playing cards become 

deadly weapons in Jess’ hands. The cards are 

treated as a large crossbow with a range of 30ft. 

any card he throws is considered to be +4 with 

flaming burst. 

Merriment - When Jess strikes an opponent with 

his mace, the creature must make a successful DC 

28 Will save or fall to the ground laughing for 1d3 

rounds. The opponent is not helpless, but is unable 

to move or act for the duration. This effect only 

functions in Jess' hands. In the hands of any other 

creature it functions as a masterwork light mace. 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage. 

 

Skeleton Sophia   (fighter) 

CE Medium Undead (6 ft. tall) 

Init +6 ; Senses darkvision 120 ft., Perception +18 

AC 28, touch 11, flat footed  27 (+5 armor, +2 

Dex, +12 natural) 

hp 177 (15d10+ 63) 

Fort +18 , Ref + 8, Will +7 

Defense Abilities undead traits; DR 

5/bludgeoning; SR nil 

Spd 20 ft.  

Melee- Greatsword +32/+27/+22/+17 (2d6 

+17/18–20) 

Ranged N/A 

Space 5 ft.; Reach 5 ft. 

 

Str 32, Dex 15, Con 24, Int 10, Wis 12, Cha 15 

Base Atk  +20/+15/+10/+5; CMB +27; CMD +39 

Feats Cleave, Combat Reflexes, Double Slice, 

Great Cleave, Improved Bull Rush, Improved 

Critical (greatsword), Power Attack, Vital Strike 

 

Skills Climb +25, Intimidate +23, Perception +18 

 

Undead traits (Ex): Undead are immune to death 

effects, disease, mind-affecting effects (charms, 

compulsions, morale effects, phantasms, and 

patterns), paralysis, poison, sleep, stun and any 

effect that requires a Fortitude save (unless the 

effect also works on objects or is harmless).  

Undead are not subject to ability drain, energy 

drain, or nonlethal damage.  Undead are immune to 

damage or penalties to their physical ability scores 

(Strength, Dexterity, and Constitution), as well as 

to fatigue and exhaustion effects.  Undead are not 

at risk of death from massive damage 
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CONCLUSION A 

The group decides to ignore signs that something is 

going to start happening again near or around 

Briarhaven. Bad group - they get the following box 

text. They also receive no items and get 100 xp for 

the adventure. 

 

You decide it isn't worth your time to explore 

the mysteries of the small village and after 

sometime at the festival make your way back to 

Amythdor. The travel is boring and the sun 

bright enough that you sweat the entire way 

home. Once back to Amythdor, you find the 

things you left much as you remember and 

return to your normal life. 

 

 

Conclusion B 

 
The players are unable to defeat the Nightshade 

and retreat. As long as they haven't done 

significant damage to the warding along the 

outside of the house, the Nightshade stays trapped 

within with the other souls. Briarhaven still will 

receive visits from Suzie who will continue to ask 

for aid in finding her doll. 

 

After retreating from the manor, you are able 

to take your wounded and dead back to 

Briarhaven. Morro Tealeaf and a few others he 

has gathered are waiting in the town square. 

The festivities have been put on hold for a time 

and they hurry to you to hear your news. You 

are hurriedly ushered into a large meeting area, 

where Morro speaks quickly to the others 

springing into action to aid in healing your 

wounds. 

 

Morro is revealed to be a powerful cleric of 

Sorena, he is able to heal the party up and even 

raise the dead as long as the body has been 

removed from the house and is present. 

 

The party is thanked for any information they are 

able to give and is sent on their way, Morro states 

that hopefully it has been weakened and another 

party will be able to stop him. 

 

 

Conclusion C 

 
The players destroy the nightshade and are able to 

free the spirits trapped in the house.  

 

As the creature of darkness stumbles and falls 

to the ground, the shadows enhanced by 

negative energy start to dissipate. Leaving 

behind the image of the D'Gar noble, his spirit 

lays in front of you before it begins to decay 

away rapidly into a pool of oily blackness that 

seeps into the ground before fully disappearing. 

The greatcoat he wore is the only thing left of 

him.  

 

The five spirits descend the steps, stepping up to 

the group - they pause around where the body 

of the noble was as if to confirm he is truly gone. 

Foster looks over thankfully to the group taking 

another pull from his flask. The woman clad in 

all black known only as the widow merely 

inclines her head toward you as her own thanks. 

Jess now looking much more dapper with the 

blood gone from his clothing waves, making 

sure to keep his hand tight with Sophia’s. The 

blonde looks much happier as she walks up with 

her love. Lastly, Suzie walks down the stairs, a 

small doll grasped in her tiny hands, she doesn't 

bother to stop near where the noble 

disappeared but moves over to beam brightly at 

the group, "I finally found Miss Lil, I'll be able 

to sleep!"  

 

As if from some signal, the spell begins to fully 

uncoil and the spirits start to disappear 

shimmering lightly before heading on. The 

spirits of Angela and Kevin are released from 

the dark bindings that held them and vanish 

from view as well. Once the spirits have fully 

disappeared from view, the group finds several 

items left behind in each of the spots the spirits 

stood, the greatcoat the nobleman wore, a veil in 

place of the widow, a flask where Foster stood, 
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an engagement ring in Sophia’s spot and a 

violin left behind by Jess. 

 

 

EPILOGUE 

The tale of the village of Briarhaven may never 

be fully understood. But it’s clear even as you 

head away from it, even the smallest spaces can 

hold the greatest secrets.  

 

 

THUS ENDS “SUZIE’S DOLL” 
 
TIME UNIT COST: 3 TU 
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EXPERIENCE POINT SUMMARY 
 

Total the XP earned from the following: 

 

  
ATL 

11 

ATL 

13 

ATL 

15 

ATL 

17 

ATL 

19 

Module 

Experience 
4500 7000 10500 17000 

 

 

28000 

Bonus 1: 

Break the 

runic circle 

at end fight 

with no 

prompting 
200 200 500 500 

 

 

 

 

 

 

500 

Bonus 2: 

See that the 

missing 

teens are 

raised. 
200 200 500 500 

 

 

 

 

 

500 

Roleplaying 

XP Bonus 
200 200 500 500 

 

 

500 

           

Maximum 

Possible 

XP 
5100 7600 12000 18500 

 

 

 

29500 

 

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

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

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

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

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

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

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

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

Treasure earned (other than gold) is based on the PCs Average Table Level that experience was earned at, 

not the Average Table Level (ATL) at which the PC played.  See example under experience for further 

explanation. 

 Encounter 3B (Carpet taken from study) 

 Inferno Carpet 

 

This carpet depicts a hellish landscape, colored in 

blacks and reds the images upon it are almost 

frighteningly realistic. Those that study the designs 

upon the carpet will soon find that the images are 

never exactly the same twice, the posing of the 

demonic figures and those they persecute change 

and shift over time, sometimes even while the 

carpet is being gazed upon. An unsettling scene 

why anyone would want to decorate a home with it 

is a mystery, but it's other properties help to make 

up for it. Though disturbing to look upon the carpet 

itself also functions as 5ft. by 10 ft. carpet of 

flying.  

(Value: 35,00gp, CL: 10, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0) 

 

Encounter 4C (Frame picked up from table) 

 One Way Looking Glass 

This mirror measures three by five inches, the 

edges of it are intricately decorated along the 

left side is the depiction of a woman of 

extraordinary beauty while along the right is 

the image of a skeleton mirroring her pose. 

When set against a solid surface the true nature 

of the mirror is revealed, as it becomes a 

window allowing the user to see through to the 

other side. No visible evidence of the window 

appears on the other side of the door or wall in 

which it is used. No items, sound, light, spells, 

or spell effects are able to pass through the 

window; enchantments to enhance the vision 

of the viewer such as darkvision or trueseeing 

will still function. The mirror can penetrate up 

to one foot of material; if the surface being 

looked through is too thick the mirror simply 

does not function.  

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value 

$0)Encounter 2 

 

Encounter 5 (if the Nightshade is defeated and 

spell is broken on the house PCs receive the 

following items from the spirits) 

 

 Suzie's Doll 

 

This rag doll is made from homespun fabrics and 

wool yarn, her face has been embroidered into a 

soft smile. The edges of her lavender and lace 

dress is singed along the edges, the scent of smoke 

and burning still emanate from the doll; this scent 

cannot be removed from the doll by magic or other 

means. The doll itself also is unable to be burned.  

 

The bearer of this doll gains the ability,  

Burning Magic: Whenever a creature fails a saving 

throw and takes fire damage from one of your 

spells, it catches on fire. This fire deals 1 point of 

fire damage per spell level at the beginning of the 

burning creature’s turn. The fire lasts for 1d4 

rounds, but it can be extinguished as a move action 

if the creature succeeds at a Reflex save (using the 

spell’s DC). Dousing the creature with water as a 

standard action grants a +2 bonus on this save, 

while immersing the creature in water 

automatically extinguishes the fire. Spells that do 

not grant a save do not cause a creature to catch on 

fire. (APG) 

 

All fire spells you cast while in possession of the 

doll gain +1 to their difficulty to resist this stacks 

with spell focus feats.  

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0)  

 

 Bloody Violin 

 

This beautifully crafted rosewood violin is always 

in perfect tune. The sides of the violin have been 

inlaid with images of swirling leaves and vines 

with small fey creatures peeking from behind 

them. The bottom of the violin has been marred 
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with blood, the crimson stain is not actually wet 

but always appears fresh and cannot be removed.  

 

Anyone who plays this violin gains a +4 

competence bonus to perform (string instrument). 

A bard that uses this violin adds +2 to the DC of all 

bardic performance abilities using the violin, and 

can use bardic performance with the violin for an 

additional 2 rounds per day. 

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0)  

 

 Widow's Veil 

 

This is a black birdcage veil is attached to a comb 

adorned with a fascinator, fashioned into a black 

lily with a shimmering mother of pearl skull in the 

center. This mourning veil shades and protects the 

eyes of the wearer. Some touch of the otherworldly 

still touches this item, though it protects the wearer 

at times they catch glimpses of those around them 

aged and decayed. The veil is all that is needed to 

be used and can be attached to a hat or headband 

(eye slot).  

 

While wearing the veil the user is immune to 

blindness effects and gaze attacks.  

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Common. Legality: Legal, Real Value $0)  

 

 The Rake's Flask 

 

This silver flask is dented and tarnished in areas, 

the front is adorned with the symbol of an 

overflowing cup of wine. At first it seems to be an 

ordinary flask that has been used for many years 

but further inspection finds powerful enchantments 

upon it. Every 24 hours the flask fills with any 

alcoholic liquid of the bearers choosing, it will 

only replenish itself once every day. As long as the 

bearer drinks at least a sip each day from the flask, 

five times a day they may imbue their next weapon 

strike to effect the targeted creature with the after 

effects of a serious hangover. It's a swift action to 

imbue the attack with the hangover effect  those 

struck successfully become fatigued and sickened; 

remaining so until they are able to rest.  

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0)   

 

 Sophia's Engagement Ring 

 

This ring is made of fine gold and has been 

adorned with an expertly crafted gold rose centered 

with a ruby. Time and some horrors have taken 

their toll on this once lovely ring, scratches now 

cover the surface of the gold and ruby within. The 

inside of the ring has been engraved, "For the one 

who holds my heart". 

 

Before the ring was given to Sophia it was heavily 

enchanted by her beloved to protect her and 

functions as a star ring, granting a +3 deflection 

bonus to AC, a +3 resistance bonus on all saving 

throws and protects the wearer with a constant 

endure elements spell. In addition at will, as a 

standard action the wearer can use the ring to 

change the appearance of their clothing or armor 

into any other kind of clothing or armor.  

 

(Value: 35,00gp, CL: 9, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0)  

 

 The nobleman's Great Coat 

 

This great coat is made out of a fine midnight blue 

wool, silver trimming along with studded silver 

buttons complete the look. On the front right of the 

breast of the coat is a coat of arms depicting a 

Silver griffon on a field of sable, beneath the 

griffon's talon is a fallen soldier. Some may 

recognize the coat of arms as belonging to a noble 

family from D'Gar.  

 

As well as being well made the coat has also been 

enchanted to protect the one wearing it. Those 

wearing the coat are given a +3 luck bonus to 

fortitude saves. The coat also gives the wearer a 

resistance of 5 against piercing damage.  

 

Once per day the wearer is also able to use the 

burst bonds spell, using their highest character 

level as the caster level. They also use their 

strength or dex, instead of wisdom when 
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determining the DC of the saving throw for the 

spell.  

 

(Value: --gp, CL: -, Tradable: Yes, Rari-ty: 

Uncommon. Legality: Legal, Real Value $0)  

 

Miscellaneous 
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PLAYER’S HANDOUT #1  

Ship, Captain, Mate 

 
- Ship, Captain, and Crew is a game played with five dice.  

 
- The object of the game is to roll a six (the "ship"), a five ("captain"), and a four ("mate") 

with three dice, and get the highest score with the other two dice ("the crew"). 

 
- Each turn consists of three rolls of the dice. The player must roll a 6, 5 and 4 in descending 

order. 

 
- A player may choose to not use all their rolls if they are happy with their score before they 

make all three rolls. 

 
- The winner is the player at the end of a round who has the highest score. 


