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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign adventure.
It is written to be played in a standard four-hour convention
time slot. It is a good idea to have the players and judge
place some sort of name tag in front of them, so everyone can
easily identify each other and the names of the characters
they are playing. Some of the text in this adventure is in bold
italics. This text is for the players to hear, although you are
certainly free to paraphrase or summarize the text if you feel
it is necessary.

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to make
changes to the module as necessary to accommodate any
unforeseen actions taken by the PCs. If the players find
another way to deal with the module, they should be
successful and appropriately rewarded. The GM may also
invent new NPCs as needed to populate the city of Amthydor,
which is not completely detailed due to practical limitations.

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests or the
like come along to finish the combat and save the PCs. Full
XP awards should not be given for the encounter if this is
necessary.

Do NOT save the PCs if their failure is a result of their own
ill-advised actions or lack of forethought. Softening the blow
from a bad set of rolls or simple bad luck is one thing, but
stupid actions deserve what they get.
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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 ATL S 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

Death and Taxes is a one round module. It can be enjoyed
in its entirety without fear of a sequel.

LIFESTYLE INLSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and armor,
and other daily expenses. In the LSJ Campaign this is
reflected in Lifestyle Costs, which are paid at the start of
every LSJ adventure. See page 151 of the LSJ Campaign
Guide.
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ADVENTURE BACKGROUND

Introduction — Into the Guild.
Encounter 1: The group is hired to investigate a
missing temple.

Encounter 2: A fine day on the road.
Encounter 3: Talk around town.
Encounter 4: Explore the ruins.
Encounter 5: Talk to the guardian
Encounter 6: Defeat the demon.
Epilogue —A) Win

B) A different win

C) Call it a draw.

D) At least you tried.

Introduction — Once more into
the Adventurer's Guild

“Well, not lost, per se, but stopped receiving
collections from it, and um, we seem to have never
followed up on this lack. There were probably
records detailing, um, what happened. But, um,
they were destroyed in the undead invasion a
decade ago. So, er, I, that is we, uh, the temple of
Emerys are hiring you to um, find out what
happened to the temple.”

« \When did the temple disappear?

“The last recorded tax receipts are um, dated 150
years ago. There have been many, um, travelers
through the years, and no one has mentioned it.”

« \What do you want us to do?

“Um, find out what happened to the temple.
Feldspar has a few dwarves living there. Possibly
one of them knows about it.”

& \Where is Feldspar?

It has been a quiet couple of weeks and as most
adventurers, you find yourself in the waiting room
of the Venturer's Guild. The young blond elven
lady at the desk maintains the chaotic flow of
people in and out of the busy office and a short
time later you find yourself with several other
people in a meeting room. “Mr. Dadderhoff will be
with you shortly”. The door closes behind her and
you look around at the other people in the room.

“It’s about 3 and half to four hours north of
Amthydor by foot or a little over two hours by
horse. I’m certain, em, that hearty souls such as
yourselves can handle a little walk, yes?”

If asked, Dorinda is at lunch.

The players can introduce themselves to each other at
this time.

ENCOUNTER 1 —ADVENTURERS
FOR HIRE

With a Knowledge (geography) DC 5, the PCs know
that Feldspar is a mining town 15 miles north of
Amthydor.

With a Knowledge (Geography) DC 10, give the
players Handout #1.

&« \Who should we talk to?

“Roryn Stonefist is the current speaker of the
town.”

&« How much are we getting paid?

“Um, church funds, for, em, such an endeavor, will
allow (25gp X ATL) a piece.”

An elderly man steps in from a side door, and looks
nervously at the group. “I, ahem, am Alexius, priest
of Emerys. Mr., ahem, Dadderhoff will not be
attending this meeting. Errrm, he said that
something more important had come up and that |
could handle this alone.”

“Hmmm, the temple was recently going through
some old tax records, and, um, well, you see, we
found records of a temple in Feldspar that we, um,
lost.”
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After answering the parties’ questions, Alexius will
look out the window and exclaim, “Is it that late
already! I am late for my committee meeting on
...... ” He disappears in a flash of light, leaving you
alone in the office, wondering about which
committee he was talking about. A few minutes
after that, Dorinda, a middle aged woman wearing
glasses perched at the end of her aquiline nose,
sticks her head in the door. “Are you just going to
sit around? | have other groups to deal with, you
know.”
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ENCOUNTER 2— A FINE DAY ON
THE ROAD

The morning sun shines down on you, birds are
chirping, and the scent of lavender fills the air as
you enter a dip in the road full of the fragrant
flowers. A gypsy wagon sits in the middle of the
road with one wheel obviously broken.

provides a smooth surface for the heavy ore wagons
that come and go from the nearby mines.

Enquiries made to the mixed persons of dwarves,
humans and gnomes moving about this small
community about the temple, the oldest resident, or
most other questions will direct you to the mayor’s
house.

The wagon can repaired with a Craft
(engineering) DC 15 and a Strength DC 15 to
set the wheel. (There may be other ways to repair
it, such as mending spell or a magic item). As a
reward, the gypsies will give the party two
potions.

The gypsy family, Calimant, consists of Mama
(grandmother), Geppah (grandfather), Maralyn
(daughter -35), Davi (son in law- 38), Geena
(granddaughter 17), Mika (granddaughter 15),
Markus (grandson 12) and Tallus (grandson 8).
Roleplay as much interaction as you want, but
keep the total encounter to 15 minutes real-time.

e If the party lets Mama read their fortune,
she will use tarot cards. She can tell them
that a great darkness lies before them.

e Geena and Mika will flirt with any males
in the group, but ONLY flirt.

e The family has not seen anyone on the
road for several hours.

Encounter 3—Feldspar

If the party walked, they arrive a little after lunch. If
they rode or used some other method, they will arrive
before lunch.

The Mayor

The mayor’s house is the largest structure in town,
sturdily built of heavy stone and thick timbers, set
off the road by a small courtyard at the far end of
the village. Scars and chips on the walls show that
it has seen use in the past as a stronghold. An
elderly dwarf sits on a tree stump in front of the
house, a tall stein in his hand. His hair has faded to
grey and his beard spills down to his feet.
“Welcome to Feldspar travelers. I’m Mayor Roryn
Stonefist. What can | do for you folks?”

& \What can you tell us about the temple
of Emerys?

“Ah, yes. That takes me back a few decades. | was
just a lad at the time, running a gang wagon from
the mine to the tailings. Thar was a bunch of
Emerites just outside of town. They were working
on something magical that the miners uncovered a
few years before | arrived in town. Them Emerites
had magicked up a big temple to work in, to keep
out prying eyes, they said. Then one day, the place
let out a mighty groan and the whole thang
collapsed. No one came out and we poked around,
but couldn’t get the rocks to budge, so it was
decided that everyone had been killed. A short time
after that, we started to see flickering lights around
the rubble after dark and strange noises came from
it. People started to avoid the area. We even moved
the mine entrance to get away from it.”

« How long have you lived in town?

The acrid scent of smoke wafts on the mountain
breeze and the strident, rhythmic ringing of metal
on metal echoes across the low hills as you make
your way up the broad road leading to the village
of Feldspar.

The village of Feldspar is a collection of
freestanding stone buildings and structures built
deep into the rocky hillsides surrounding the
settlement. A broad path of well-packed gravel
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Well, I have lived here, working tin the mines
since...1837, which would be 178 years. Course |
have been mayor, not a tunnel rat, for the last, he
counts on his fingers, 47 years. Been unopposed
most elections.

Page 4




& Has Feldspar had any trouble with the
temple ruins?

Do you know of anyone in town who might know
about the temple?

He strokes his beard thoughtfully. “No real
problems. The youngsters will dare one
another to spend the night on the ‘haunted
hill’, and most times they come running home
before the moon has even set, screaming for
their mamas. Last week a couple of the
miller’s Kids claim to have been there till
sunrise.”

“Mayor has been here the longest of anyone. He
might know. Course, Thomas, the priest of Lohm
knows everyone in town. And the Millers Kids tried
some stunt last week on the Haunted Hill. That
might have something to do with your missing
temple.”

& Can you think of anyone else who might
know about the ruins?

If anyone wants to buy something, it is 10% over book
value due to this being a small town.

The Miller

“Like I said, the miller’s boys claim to have
spent the night there. Thomas is the cleric of
Lohm. He might have some divine help he
could provide.”

The Smithy

The noise of a busy anvil guides you to the
blacksmith shop. A beefy dwarf stands next to an
anvil, putting a fresh tip on a mining pick. Giving it
a critical look, he grunts and plunges it into a
bucket of oil. It flames for a second or two, then the
fiery glow dims. He turns to the group, wiping his
hands and face with a grimy rag. “Good day to
you. Need a shoe replaced or maybe a buckle
repaired?”

Smith is a younger dwarf, less than 100 years old.
His hair is black and oily from soot and splashed
oil, and his beard has broad leather strips braided
into it, keeping it protected from the flames.

Who are you?

“Name’s Smith. Good enough for most folks
around here. Need something done? I’m all caught
up with my dailies.”

What do you know about the temple of Emerys?

“There’s a temple here? All I know about is the
shrine to Lohm.” He pauses to touch an iron
medallion with three mountains on it on his chest.
“Got the best, don’t need one for the finger-
wigglers.”

A human man, his wife and their nine children run
the mill and bakery. The couple is in their late 40’s.
The watermill grinds the grain into flour and a
large outdoor kiln bakes bread. A long table acts as
a storefront.

The creaking of the watermill is a steady drone,
and the smell of freshly baked bread leads you
toward the stream on the north of town. Inside the
mill. a hefty man in his late 40°s supervises 3 boys
(about 15, 12, and 9) as they add grain to the
millwheel, and offers encouragement. Close to the
mill house stands a 6’ high kiln, with regular spaces
around it, being tended by what you determine to
be 5 girls (ages 17, 14, 13, 11, and 7) and a pregnant
woman in her late 30’s. (She is about 6 months
pregnant). There are trays of dough waiting to go
in to the oven, and cooling racks with several dozen
dark brown loaves on the other side. As if there
weren’t enough people here, you see a boy of about
6 fishing in the stream, a pile of bluegill attesting to
his proficiency.

The oldest girl notices your approach and turns to
you with a smile. “We are just getting the first
batches ready to go now. They cost a silver for 2
loaves or we will have some fish sandwiches in a
little while, 1 silver each.” She turns and gestures to
one of the older girls. “Martha, go clean up what
Dannie’s caught. We have some hungry customers
here.” She turns back to the party with a look of
excitement.

Knowledge (religion) DC 10 to recognize the symbol
of Lohm.

LSJ 180 Death and Taxes

« \What do you know about the temple/
Haunted Hill?

Ann, the oldest girl, tells you, “Jack knows
better than to lie about how long he lasted
there. 2 hours! And then had the nerve to claim
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it was all night. Well, he did stay out all night,
and got punished for it.”

« \Who are you?

“Sorry, where are my manners? I am Ann,
oldest of the Miller’s children. That’s Ma, er,
Mrs. Miller, and those are Martha, Mary,
Ernestine and Lillie. My dad, call him Frank,
he likes that, is working with Fred, Jack and
Frank Jr and Dannie is fishing in the stream.”

«& Could you take us to the ruins?

was being carried by an old man that I could
see through. I was shaking like a leaf when he
got up to me. He lifted my horse from the
ground, and put it in my pocket. Then he
leaned in close and | could see the moon
through his head starting to come up right
between his eyes. His lips made the word ‘Boo’
and that was all it took to unfreeze my feet. |
started running and when | stopped, | realized
I done run the wrong way. It took most of the
night to get back home.”

“] suppose the boys could after supper. Except
for Jack. He gets to fix the waterwheel after
supper as punishment for telling fibs. But if
you don’t want to wait, it is easy to find.”

« Could you take us to the temple?

“Nope, I think one warning is all I’m gonna
get.”

Ann can give directions north of town to a large,
overgrown pile of rubble.

&« Could we talk to Jack about what he
saw?

& Can you think of anyone who might
know more about the temple?

“The mayor is ancient, he might know
something. Pa and Ma rarely leave the mill, so
they’d be of no help. Thomas runs the shrine to
Lohm,, he might know something.”

“I’ll check. Surely you would like a snack
while I fetch him?” She goes into the mill and
there is a brief conversation. While it is going
on, Martha comes up to you with a basket of
bread, and a half-dozen fish-a-blankets that
you could buy. The smell of freshly grilled fish
and the still-warm bread is a tantalizing mix.

The Shrine of Lohm

The sandwiches are one silver each and it comes
out of PCs lifestyle.

Jack:

“I was double-dog dared by Quartz
Stormshield to spend the night on the ruins. |
got there at sunset, shook hands with Quartz,
then climbed up the hill. Just setting foot on it
sent chills up my spine. It was like someone
was watching me. | settled down on a blanket,
and started whittling a horse I’ve been
working on. About 15 minutes later, | heard
this moaning sound coming from up the hill. It
was fully dark by then, so I don’t see anything
at first. Then, I make out this rock slowly
rising in the air, glowing like a firefly. 1
dropped my horse and knife, but was froze in
place. The rock got closer and I could see it
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Entering the shrine, you see to your left is a temple
chamber. The far west wall has a raise dais with an
altar resting at the center. Rows of stone benches
form two columns five sets to a side. Upon the walls
are reliefs of dwarves at work with metal or stone
in several ways. There places along the walls for
candles to be lit and offerings to be left.

A middle-age human tends to the candles
burning on the altar. He is alone in the temple.
He looks at the party with a serene gaze. “I am
Thomas, priest of Lohm. How can Lohm aid
you?”

« \What do know about the temple?

“l know of no temple other than this humble
shrine to Lohm.”

« How long have you been in town?

“l have served Feldspar for the last 6 years. |
was a travelling priest, but the rigors of the
road became too much for an old man.”
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«& \What do know about the Haunted Hill?

“Ah yes, the local legend. I have looked at it,

but detected no evil. Just active imaginations of

children and the power of suggestion is the
source of the Hills mysteries.”

« Can we get healing here?

middle. It is roughly 50' circular and the ceiling is a
scant 12" high. The far wall is dominated by an &'
high double-door with a flickering glyph on it. As
you look around the chamber, a cloud of dust swirls
toward you and coalesces into a human form. “|

am High Priest Deveron and you are not wanted
here.”

“l have some experience in tending wounds.
For an appropriate donation, |1 would be able
to offer some assistance, though it might not
bring you back to full health.”

He can cast up to second level spells. There is a
reason he is in a small town.

« Will you come with us?

Thomas chuckles. “No, | left all my gear
behind when I settled here and I’m afraid that
even when | travelled, I rarely fought the
forces of evil. My specialty was appraising
yields and blessing children.”

> If the group does not want to talk, go to
Encounter 6.

> If the group does want to talk, go to
Encounter 5.

Encounter 5— Shades from the
past

Knowledge (religion) DCS5 for clerics of Emerys, DC
10 for followers of Emerys and DC 15 for all others to
recognize the garb as belonging to Emerys, though it
is very old and not currently worn now.

« Can you think of anyone who might
know about the temple?

“The mayor is probably your best bet. He
knows everything around here and is happy to
tell tales, as long as the beer lasts. A miller boy
was supposed to have spent the night there last
week. But others claim he didn’t last till
moonrise. Lohm knows the truth of the
matter.”

Deveron is dressed in the garb of a priest. He
stands 5°6, brown hair streaked with grey, posture
stiff with anger. He is thin to the point of
emaciation. He is slightly transparent in your
lights.

Encounter 4— It was a
Beautiful Place

Have the group make a search check to find the
entrance to the temple. Perception (Sight) DC
10+ATL. There is no light inside the ruins beyond
what the party brings

Knowledge (religion) DC 14 to determine that he
is a ghost.

« \Who are you?

“l am, or was, High Priest Deveron Demarcus of
the temple of Emerys. | suppose I am now a
vengeful spirit preventing a great evil from
escape.”

« \What are you doing here?

“l swore to keep this beast contained, for all
eternity if required. It has been longer than my
natural lifespan, but still I protect the seal.”

&« \What were you researching?

The ruins are barely visible beneath the vines and
trees, but you manage to locate the old entrance
and crawl in to the main chamber of the temple.
The walls collapsed, leaving a clearing in the
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“The miners in town had uncovered a sigil buried
in the rock. We determined its purpose for several
years and believed that we had determined its
purpose. We were only half-right. We thought it
opened a portal to the outer planes. It is a gate
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leading to one of the lower planes.”

&« \What is behind the seal?

“A great evil. It tricked us into performing a
ceremony. | realized our mistake in the final
seconds, and by the grace of Emerys, | was able to
seal the portal and trap the beast within the inner
sanctum.”

« Will you let us break the seal?

“|] fear that the evil contained within may be too
strong for you.”

Have the PC make a Diplomacy DC (10+ATL). Give
them a bonus for role-playing the conversation of up
to +3.

Success

“| see that you are indeed worthy of the chance to
defeat the beast. | wish you well.”

» Go to Encounter 7.

Failure

“You delude yourselves. To open the seal would be
to unleash the great evil upon the land. | cannot
allow it.”

> If the group accepts this, go to Epilogue C.
> If they force the issue, go to Encounter 6.

ENCOUNTER 6 - POWER
CORRUPTS

| [ATL3

“l am sorry that it has to come to this. | swore to
protect Raia from this threat and your deaths will

prove my commitment.”
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¥ Human ghost cleric of Emerys 3

LN M undead (humanoid, human, incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +12
AC 15, touch 15, flat-footed 13 (+3 deflection, +2
Dex)
hp 19 (3d8+10)
Fort +6, Ref +3, Will +7; +4 bonus vs. channeled
energy
Defensive Abilities channel resistance +4, incorporeal,
rejuvenation; Immune undead traits
Speed 30 ft., fly 30 ft. (perfect)
Melee corrupting touch +4 touch (4d6)
Special Attacks channel positive energy 6/day (DC 14,
2d6), hand of the acolyte (7/day)
Domain Spell-Like Abilities (CL 3rd; concentration
+7)

At will—lore keeper (22)
Cleric Spells Prepared (CL 3rd; concentration +7)

2nd—hold person (DC 16), magic mouth [D] (DC
16), spiritual weapon

1st—cause fear (DC 15), comprehend languages
[D], doom (DC 15), doom (DC 15)

0 (at will)—light, mending, purify food and drink
(DC 14), read magic
Str —, Dex 14, Con —, Int 12, Wis 18, Cha 17
Base Atk +2; CMB +4; CMD 17
Feats Extra Channel, Persuasive, Skill Focus (Kn
[history])
Skills Diplomacy +11, Fly +10, Intimidate +9, Kn
(arcana) +5, Kn (dungeoneering) +5, Kn (history) +8,
Kn (local) +5, Kn (nature) +5, Kn (nobility) +5, Kn
(religion) +5, Perception +12, Sense Motive +10,
Stealth +10; Racial Modifiers +8 Perception, +8
Stealth
Channel Resistance +4 bonus to save vs. Channel
Energy.
Channel Positive Energy 2d6 (6/day, DC 14) (Su)
Immune to ability drain, bleed, critical hits, death
effects, disease, energy drain, exhaustion, fatigue,
mind-affecting effects, nonlethal damage, paralysis,
physical ability damage, poison, precision damage,
sleep and stun.
Lore Keeper (At will) (Sp) By touch, learn about a
creature with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few days.
Undead Traits Undead have many immunities and use
Cha in place of a Con for all effects.
Languages Celestial, Common
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| ATL 5

| [ATL7

¥ Human ghost cleric of Emerys
LN Medium undead (human, incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +12
AC 16, touch 16, flat-footed 14 (+4 deflection, +2
Dex)
hp 58 (6d8+25)
Fort +9, Ref +4, Will +9; +4 bonus vs. channeled
energy
Defensive Abilities channel resistance +4, incorporeal,
rejuvenation; Immune undead traits
Speed 30 ft., fly 30 ft. (perfect)
Melee corrupting touch +6 touch (7d6)
Special Attacks channel positive energy 7/day (DC 17,
3d6), corrupting gaze (DC 17) [30’ range gaze attack.
2d10 damage +1d4 CHA damage. Fort save negates
the CHA damage, but not the 2d10
Domain Spell-Like Abilities (CL 6th; concentration
+10)

At will—lore keeper (25), remote viewing (6
rounds/day)
Cleric Spells Prepared (CL 6th; concentration +10)

3rd—bestow curse (DC 17), dispel magic [D],
remove curse, searing light

2nd—hold person (DC 16), hold person (DC 16),
magic mouth [D] (DC 16), spiritual weapon, spiritual
weapon

1st—cause fear (DC 15), comprehend languages
[D], doom (DC 15), doom (DC 15), shield of faith

0 (at will)—light, mending, purify food and drink
(DC 14), read magic
Str —, Dex 14, Con —, Int 12, Wis 18, Cha 18
Base Atk +4; CMB +6; CMD 20
Feats Combat Casting, Extra Channel, Persuasive,
Skill Focus (Kn [history])
Skills Diplomacy +15, Fly +10, Intimidate +10, Kn
(arcana) +5, Kn(dungeoneering) +5, Kn (engineering)
+5, Kn (geography) +5, Kn(history) +8, Kn (local) +5,
Kn (nature) +5, Kn (nobility) +5, Kn (planes) +5, Kn
(religion) +5, Perception +12, Sense Motive +13,
Spellcraft +10, Stealth +10; Racial Modifiers +8
Perception, +8 Stealth
Immune to ability drain, bleed, critical hits, death
effects, disease, energy drain, exhaustion, fatigue,
mind-affecting effects, nonlethal damage, paralysis,
physical ability damage, poison, precision damage,
sleep and stun.
Lore Keeper (At will) (Sp) By touch, learn about a
creature with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few days.
Remote Viewing (6 rounds/day) (Sp) Use
clairvoyance/clairaudience as a spell-like ability.
Languages Celestial, Common
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¥ Human ghost cleric of Emerys
LN Medium undead (human, incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +12
AC 17, touch 17, flat-footed 14 (+4 deflection, +2
Dex, +1 dodge)
hp 76 (8d8+33)
Fort +10, Ref +4, Will +10
Defensive Abilities channel resistance +4, incorporeal,
rejuvenation; Immune undead traits
Speed 30 ft., fly 30 ft. (perfect)
Melee corrupting touch +8 touch (9d6)
Special Attacks channel positive energy 7/day (DC 18,
4d6), corrupting gaze (DC 18) [30’ range gaze attack.
2d10 damage +1d4 CHA damage. Fort save negates
the CHA damage, but not the 2d10], telekinesis (DC
18)

At will—remote viewing (8 rounds/day)

1/day—dispelling touch
Cleric Spells Prepared (CL 8th; concentration +12)

4th—imbue with spell ability [D], inflict critical
wounds (DC 18), order's wrath (DC 18), summon
monster 1V

3rd—bestow curse (DC 17), dispel magic [D],
remove curse, searing light, searing light

2nd—hold person (DC 16), hold person (DC 16),
magic mouth [D] (DC 16), spiritual weapon x2

1st—cause fear (DC 15), comprehend languages
[D], doom (DC 15), doom (DC 15), remove fear,
shield of faith

0 (at will)—light, mending, purify food and drink (DC 14),
read magic
Str —, Dex 14, Con —, Int 12, Wis 19, Cha 18
Base Atk +6; CMB +8; CMD 23
Feats Combat Casting, Dodge, Extra Channel, Persuasive,
Skill Focus (Kn [history])
Skills Diplomacy +17, Fly +10, Heal +9, Intimidate +10,
Kn (arcana) +5, Kn (dungeoneering) +5, Kn (engineering)
+5, Kn (geography) +5, Kn (history) +10, Kn (local) +5, Kn
(nature) +7, Kn (nobility) +5, Kn (planes) +5, Kn (religion)
+5, Perception +12, Sense Motive +13, Spellcraft +12,
Stealth +10; Racial Modifiers +8 Perception, +8 Stealth
Dispelling Touch (1/day) (Sp) As a standard action, melee
touch affects foe with targeted dispel magic.
Remote Viewing (8 rounds/day) (Sp)
Telekinesis (DC 18) (Su) Use it every 1d4 rounds. Immune
to ability drain, bleed, critical hits, death effects, disease,
energy drain, exhaustion, fatigue, mind-affecting effects,
nonlethal damage, paralysis, physical ability damage,
poison, precision damage, sleep and stun.
Lore Keeper (At will) (Sp) By touch, learn about a creature
with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few days.
Languages Celestial, Common
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¥ Human ghost cleric of Emerys 10
LN Medium undead (human, incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +12
AC 17, touch 17, flat-footed 14 (+4 deflection, +2
Dex, +1 dodge)
hp 94 (10d8+41)
Fort +11, Ref +5, Will +13;
Defensive Abilities channel resistance +4, incorporeal,
rejuvenation; Immune undead traits
Speed 30 ft., fly 30 ft. (perfect)
Melee corrupting touch +9 touch (11d6)
Special Attacks channel positive energy 7/day (DC 19,
5d6), corrupting gaze (DC 19[30’ range gaze attack.
2d10 damage +1d4 CHA damage. Fort save negates
the CHA damage, but not the 2d10, telekinesis (DC
19)
Domain Spell-Like Abilities (CL 10th; concentration
+14)

1/day—dispelling touch
Cleric Spells Prepared (CL 10th; concentration +14)

5th—flame strike (DC 19), slay living (DC 19), true
seeing[D]

4th—imbue with spell ability [D], inflict critical
wounds (DC 18), order's wrath (DC 18), order's wrath
(DC 18), summon monster IV

3rd—bestow curse (DC 17), dispel magic[D],
remove curse, searing light, searing light

2nd—hold person (DC 16), hold person (DC 16),
magic mouth[D] (DC 16), sound burst (DC 16),
spiritual weapon, spiritual weapon

1st—cause fear (DC 15), comprehend languages[D],
doom (DC 15), doom (DC 15), remove fear, shield of
faith

0 (at will)—light, mending, purify food and drink
(DC 14), read magic
Statistics
Str —, Dex 14, Con —, Int 12, Wis 19, Cha 18
Base Atk +7; CMB +9; CMD 24
Feats Combat Casting, Dodge, Extra Channel, Iron
Will, Persuasive, Skill Focus (Kn [history])
Skills Diplomacy +17, Fly +10, Heal +9, Intimidate
+10, Kn (arcana) +5, Kn (dungeoneering) +5, Kn
(engineering) +5, Kn (geography) +5, Kn (history)
+10, Kn (local) +5, Kn (nature) +12, Kn (nobility) +5,
Kn (planes) +5, Kn (religion) +10, Perception +12,
Sense Motive +13, Spellcraft +12, Stealth +10; Racial
Modifiers +8 Perception, +8 Stealth
Immune to ability drain, bleed, critical hits, death
effects, disease, energy drain, exhaustion, fatigue,
mind-affecting effects, nonlethal damage, paralysis,
physical ability damage, poison, precision damage,
sleep and stun.
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Lore Keeper (At will) (Sp) By touch, learn about a
creature with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few days.
Undead Traits Undead have many immunities and use
Cha in place of a Con for all effects.

Languages Celestial, Common
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¥ Divine guardian human ghost cleric of
Emerys 12 LN Medium undead (human,
incorporeal, lawful)
Init +6; Senses darkvision 60 ft., low-light vision
60 ft; Perception +20
AC 19, touch 19, flat-footed 16 (+6 deflection, +2
Dex, +1 dodge)
hp 136 (12d8+73);
Fort +14, Ref +6, Will +17; +4 bonus vs.
channeled energy
Defensive Abilities: channel resistance +4,
incorporeal, rejuvenation; Immune undead traits
Speed 60 ft., fly 30 ft. (perfect)
Melee corrupting touch +11 touch (14d6)
Special Attacks channel positive energy 9/day
(DC 22, 6d6), corrupting gaze (DC 22[30’ range
gaze attack. 2d10 damage +1d4 CHA damage.
Fort save negates the CHA damage, but not the
2d10), frightful moan (DC 22), telekinesis (DC
22)
Spell-Like Abilities (CL 12th; concentration +18)
At will—dimension door (within sacred site
only)
3/day—alarm, knock
1/day—arcane lock, augury,
clairaudience/clairvoyance, commune, dismissal
(DC 20), guards and wards, hold portal
Domain Spell-Like Abilities (CL 12th;
concentration +19)
At will— remote viewing (12 rounds/day)
2/day—dispelling touch
Cleric Spells Prepared (CL 12th; concentration
+19)
6th—blade barrier (DC 23), greater dispel
magic, find the path[D], harm (DC 23)
5th—flame strike (DC 22), mass inflict light
wounds (DC 22), mass inflict light wounds (DC
22), slay living (DC 22), true seeing[D]
4th—imbue with spell ability[D], inflict critical
wounds (DC 21), order's wrath (DC 21), order's
wrath (DC 21), summon monster 1V
3rd—>bestow curse (DC 20), dispel magic[D],
remove curse, searing light, searing light, stone
shape, wrathful mantle[APG] (DC 20)
2nd—nhold person (DC 19), hold person (DC
19), magic mouth[D] (DC 19), silence (DC 19),
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sound burst (DC 19), spiritual weapon, spiritual
weapon

1st—bane (DC 18), cause fear (DC 18),
comprehend languages[D], doom (DC 18),
entropic shield, remove fear, shield of faith

0 (at will)—light, mending, purify food and
drink (DC 17), read magic
Statistics
Str—, Int 12, Wis 24, Cha 22
Base Atk +9; CMB +11; CMD 28
Feats Combat Casting, Dodge, Extra Channel,
Iron Will, Persuasive, Selective Channeling, Skill
Focus (Kn [history])
Skills Acrobatics +2 (+14 to jump), Diplomacy
+19, Fly +10, Heal +12, Intimidate +12, Kn
(arcana) +8, Kn (dungeoneering) +5, Kn
(engineering) +5, Kn (geography) +5, Kn
(history) +10, Kn (local) +12, Kn (nature) +12,
Kn (nobility) +5, Kn (planes) +5, Kn (religion)
+10, Perception +20, Sense Motive +21,
Spellcraft +12, Stealth +10; Racial Modifiers +13
Perception, +5 Sense Motive, +8 Stealth
Languages Celestial, Common
Divine Swiftness A divine guardian is gifted with
incredible speed, granting it a +4 bonus on
initiative rolls. In addition, each of the base
creature's speeds is doubled. If the base creature
has a fly speed, the divine guardian's
maneuverability becomes perfect.
Immune to ability drain, bleed, critical hits, death
effects, disease, energy drain, exhaustion, fatigue,
mind-affecting  effects, nonlethal damage,
paralysis, physical ability damage, poison,
precision damage, sleep and stun.
Lore Keeper (At will) (Sp) By touch, learn about
a creature with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few
days.
Undead Traits Undead have many immunities and
use Cha in place of a Con for all effects.
Languages Celestial, Common
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¥ Guardian Ghost 15
Divine guardian human ghost cleric of Emerys 14
LN Medium undead (human, incorporeal)
Init +6; Senses darkvision 60 ft., low-light vision;
Perception +25
AC 19, touch 19, flat-footed 16 (+6 deflection, +2
Dex, +1 dodge)
hp 158 (14d8+85); fast healing 5
Fort +15, Ref +8, Will +18; +4 bonus vs. channeled
energy
Defensive Abilities ability healing, channel resistance
+4, incorporeal, rejuvenation; Immune undead traits

Speed 60 ft., fly 30 ft. (perfect)
Melee corrupting touch +12 touch (16d6)
Special Attacks channel positive energy 9/day (DC 23,
7d6), corrupting gaze (DC 23), draining touch,
frightful moan (DC 23), hand of the acolyte (10/day),
telekinesis (DC 23)
Spell-Like Abilities (CL 14th; concentration +20)

At will—dimension door (within sacred site only)

3/day—alarm, knock

1/day—arcane lock, augury,
clairaudience/clairvoyance, commune, dismissal (DC
21), forbiddance, guards and wards, hold portal
Domain Spell-Like Abilities (CL 14th; concentration
+21)

At will—lore keeper (36), remote viewing (14
rounds/day)

2/day—dispelling touch
Cleric Spells Prepared (CL 14th; concentration +21)

7th—destruction (DC 24), dictum, holy word (DC
24), spell turning[D]

6th—qgreater dispel magic, find the path[D], harm
(DC 23), harm (DC 23), harm (DC 23)

5th—flame strike (DC 22), mass inflict light wounds
(DC 22), mass inflict light wounds (DC 22), slay
living (DC 22), true seeing[D]

4th—imbue with spell ability[D], inflict critical
wounds (DC 21), order's wrath (DC 21), order's wrath
(DC 21), order's wrath (DC 21), summon monster IV

3rd—Dbestow curse (DC 20), deeper darkness, dispel
magic[D], remove curse, searing light, searing light,
stone shape

2nd—grace[APG], hold person (DC 19), hold
person (DC 19), magic mouth[D] (DC 19), sound
burst (DC 19), spiritual weapon, spiritual weapon

1st—Dbane (DC 18), cause fear (DC 18), comprehend
languages[D], doom (DC 18), doom (DC 18), remove
fear, shield of faith

0 (at will)—light, mending, purify food and drink
(DC 17), read magic
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D Domain spell; Domains Knowledge, Magic
Str —, Dex 14, Con —, Int 12, Wis 24, Cha 22
Base Atk +10; CMB +12; CMD 29
Feats Combat Casting, Dodge, Extra Channel, Iron
Will, Lightning Reflexes, Persuasive, Selective
Channeling, Skill Focus (Knowledge [history])
Skills Acrobatics +2 (+14 to jump), Diplomacy +19,
Fly +10, Heal +12, Intimidate +12, Knowledge
(arcana) +9, Knowledge (dungeoneering) +6,
Knowledge (engineering) +6, Knowledge (geography)
+6, Knowledge (history) +12, Knowledge (local) +12,
Knowledge (nature) +12, Knowledge (nobility) +6,
Knowledge (planes) +6, Knowledge (religion) +10,
Perception +25, Sense Motive +21, Spellcraft +12,
Stealth +10; Racial Modifiers +13 Perception, +5
Sense Motive, +8 Stealth
Languages Celestial, Common
SQ blessed life, divine swiftness, sacred site
Ability Healing (Ex) A divine guardian heals 1 point
of ability damage per round in each damaged ability
score.
Corrupting Gaze (DC 23) (Su) Gaze attack deals 2d10
HP + 1d4 CHA.
Corrupting Touch (DC 23) (Su) Touch does 16d6
damage from aging, ignoring most resistances (Fort
half).
Dispelling Touch (2/day) (Sp) As a standard action,
melee touch affects foe with targeted dispel magic.
Divine Swiftness A divine guardian is gifted with
incredible speed, granting it a +4 bonus on initiative
rolls. In addition, each of the base creature's speeds is
doubled. If the base creature has a fly speed, the divine
guardian's maneuverability becomes perfect if
Draining Touch (Su) Touch attack deals 1d4 from a
selected ability score and heals 5HP for the ghost.
Frightful Moan (DC 23) (Su) 30' spread panics living
creatures for 2d4 rds (Will neg).
Hand of the Acolyte (10/day) (Su) As a standard
action, melee weapon strikes at foe in 30 ft. Use Wis
for attk bonus instead of Str. exhausted condition.
Immune to ability drain, bleed, critical hits, death
effects, disease, energy drain, exhaustion, fatigue,
mind-affecting effects, nonlethal damage, paralysis,
physical ability damage, poison, precision damage,
sleep and stun.
Lore Keeper (At will) (Sp) By touch, learn about a
creature with a Knowledge check result of 22.
Rejuvenation (Su) Ghosts can return after a few days.
Undead Traits Undead have many immunities and use
Cha in place of a Con for all effects.
Languages Celestial, Common
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Encounter 7—Behind Door
Number One

If the group defeated the ghost, continue here:

As Deveron crumples into dust, a strong wind
swirls him out the chamber. You see the glyph on
the door begin to flicker and die.

Go through initiative for one round. Let everyone
have one action, then proceed.

A few seconds after you defeated the guardian, the
light dies, and the door explodes violently outwards
as the captives break free.

If the party talked their way past the guardian:

As you approach the door, the seal flickers even
more brightly and at your touch, the light fades
completely. Moments later, the entire door
collapses into a pile of rust, revealing the
monstrosities on the other side.
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¥ Quasit (3)

CE Tiny outsider (chaotic, demon, evil,

extraplanar)

Init +6; Senses darkvision 60 ft.; Perception +7

AC 16, touch 14, flat-footed 14 (+2 Dex, +2 natural,
+2 size)

hp 16 (3d10); fast healing 2

Fort +1, Ref +5, Will +4

DR 5/cold iron or good; Immune electricity,

poison; Resist acid 10, cold 10, fire 10

Speed 20 ft., fly 50 ft. (perfect)

Melee 2 claws +7 (1d3-1 plus poison), bite +7 (1d4—
1)

Space 2-1/2 ft.; Reach 0 ft.

Spell-Like Abilities (CL 6th) At will—detect

good, detect magic, invisibility (self only)
1/day—cause fear (30-foot radius, DC 11)
1/week—commune (Six questions)

Str 8, Dex 14, Con 11, Int 11,Wis 12, Cha 11

Base Atk +3; CMB +0; CMD 12

Feats Improved Initiative, Weapon Finesse

Skills Bluff +6, Fly +20, Intimidate +6, Knowledge (planes)
+6, Perception +7, Stealth +16

SQ change shape (2 of the following forms: bat, Small
centipede, toad, or wolf; polymorph)

Poison (Ex) Claw—injury; save Fortitude DC

13; frequency 1/round for 6 rounds; effect 1d2
Dexterity; cure 2 consecutive saves. The DC includes
a +2 racial bonus.

Languages Abyssal, Common; telepathy (touch

Page 13


http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#outsider
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#chaotic-subtype
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#demon-subtype
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#evil-subtype
http://paizo.com/pathfinderRPG/prd/monsters/creatureTypes.html#extraplanar-subtype
http://paizo.com/pathfinderRPG/prd/skills/perception.html#perception
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#poison
http://paizo.com/pathfinderRPG/prd/spells/detectGood.html#detect-good
http://paizo.com/pathfinderRPG/prd/spells/detectGood.html#detect-good
http://paizo.com/pathfinderRPG/prd/spells/detectMagic.html#detect-magic
http://paizo.com/pathfinderRPG/prd/spells/invisibility.html#invisibility
http://paizo.com/pathfinderRPG/prd/spells/causeFear.html#cause-fear
http://paizo.com/pathfinderRPG/prd/spells/commune.html#commune
http://paizo.com/pathfinderRPG/prd/feats.html#improved-initiative
http://paizo.com/pathfinderRPG/prd/feats.html#weapon-finesse
http://paizo.com/pathfinderRPG/prd/skills/bluff.html#bluff
http://paizo.com/pathfinderRPG/prd/skills/fly.html#fly
http://paizo.com/pathfinderRPG/prd/skills/intimidate.html#intimidate
http://paizo.com/pathfinderRPG/prd/skills/knowledge.html#knowledge
http://paizo.com/pathfinderRPG/prd/skills/perception.html#perception
http://paizo.com/pathfinderRPG/prd/skills/stealth.html#stealth
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#change-shape
http://paizo.com/pathfinderRPG/prd/monsters/universalMonsterRules.html#telepathy

ATLS5
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Babau demons (2)
CE Medium outsider (chaotic, demon, evil,
extraplanar)
Init +5; Senses darkvision 60 ft., see invisibility;
Perception +19
AC 19, touch 11, flat-footed 18 (+1 Dex, +8 natural)
hp 73 (7d10+35)
Fort +10, Ref +6, Will +5
DR 10/good or cold iron; Immune electricity, poison;
Resist acid 10, cold 10, fire 10; SR 17
Speed 30 ft.
Melee glaive +12/+7 (1d10+7/x3) or
bite +7 (1d6+2), 2 claws +7 (1d6+2)
Special Attacks sneak attack +2d6
Spell-Like Abilities (CL 7th; concentration +10)
Constant—see invisibility
At will—darkness, dispel magic, greater teleport
(self plus 50 Ibs. of objects only)
Str 21, Dex 13, Con 20, Int 14, Wis 13, Cha 16
Base Atk +7; CMB +12; CMD 23
Feats Combat Reflexes, Improved Initiative, Iron Will,
Skill Focus (Stealth)
Skills Acrobatics +11, Climb +12, Disable Device +9,
Escape Artist +11, Perception +19, Sense Motive +11,
Sleight of Hand +11, Stealth +22; Racial Modifiers +8
Perception, +8 Stealth
Languages Abyssal, Celestial, Draconic; telepathy 100
ft.
SQ protective slime
Protective Slime (Su) A layer of acidic slime coats a
babau's skin. Any creature that strikes a babau with a
natural attack or unarmed strike takes 1d8 points of
acid damage from this slime if it fails a DC 18 Reflex
save. A creature that strikes a babau with a melee
weapon must make a DC 18 reflex save or the weapon
takes 1d8acid damage. If this damage penetrates the
weapons hardness, it gains the broken condition.
Sneak Attack +2d6 +2d6 damage if you flank your
target or your target is flat-footed.
Telepathy (100 feet) (Su) Communicate telepathically
if the target has a language.
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Nabasu Demon (2)
CE Medium outsider (chaotic,
demon, evil, native)
Init +7; Senses darkvision 60 ft.; Perception +23
AC 22, touch 14, flat-footed 18 (+3 Dex, +1 dodge, +8
natural)
hp 103 (9d10+54)
Fort +9, Ref +9, Will +9
DR 10/cold iron or good; Immune death effects,
electricity, paralysis, poison; Resist acid 10, cold 10,
fire 10; SR 19
Speed 30 ft., fly 60 ft. (average)
Melee 2 claws +15 (1d6+6), bite +15 (1d8+6)
Special Attacks consume life, death-stealing gaze,
sneak attack +2d6
Spell-Like Abilities (CL 8th)

At will—deeper darkness, greater teleport (self
plus 50 Ibs. of objects only), telekinesis (DC 19)

3/day—enervation, silence (DC 16), vampiric
touch

1/day—mass hold person (DC 21), regenerate
Str 22, Dex 17, Con 22, Int 15, Wis 16, Cha 19
Base Atk +9; CMB +15; CMD 29
Feats Cleave, Combat Expertise, Dodge, Improved
Initiative, Power Attack
Skills Acrobatics +15, Fly +15, Knowledge (arcana)
+14, Knowledge (planes) +14, Perception +23, Sense
Motive +15, Stealth +15 (+23 in shadowy
conditions), Survival +15; Racial Modifiers
+8Perception, +8 Stealth in shadowy areas
Consume Life (Su) When a nabasu creates a ghoul with its
gaze attack, it gains a growth point. It gains a bonus equal
to its growth point total on attack rolls, CMB rolls, saving
throws, caster level checks, and skill checks. Its maximum
hit points increase by 10 for each growth point, and its
caster level for spell-like abilities increases by 1. For every
2 growth points, its natural armor bonus, SR, and CR
increase by 1. Every time it gains a growth point it makes a
DC 30 caster level check—success indicates it matures
(gaining both the advanced and the giant simple templates)
and plane shifts to the Abyss in a burst of smoke. A nabasu
can have a maximum of 20 growth points—it automatically
matures if it has not done so already when it reaches 20
growth points.
Death-Stealing Gaze (Su) As a free action once per day
per growth point (minimum of 1/day), a nabasu can activate
its death-stealing gaze for a full round. All living creatures
within 30 feet must succeed on a DC 18 Fortitude save or
gain a negative level. A humanoid slain in this manner
immediately transforms into a ghoul under the nabasu's
control. A nabasu's gaze can only create one ghoul per
round—if multiple humans perish from the gaze in a round,
the nabasu picks which human becomes a ghoul. The save
DC is Charisma-based.
Languages Abyssal, Celestial, telepathy 100 ft, Draconic
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¥ Hezrou demons (2)

CE Large outsider (aquatic, chaotic, demon, evil,
extraplanar)
Init +4; Senses darkvision 60 ft.; Perception +23
Aura stench (30 ft., DC 24, 10 rounds)
AC 25, touch 9, flat-footed 25 (+16 natural, -1 size)
hp 145 (10d10+90)
Fort +16, Ref +3, Will +9
DR 10/good; Immune electricity, poison; Resist acid 10,
cold 10, fire 10; SR 22
Speed 30 ft., swim 30 ft.
Melee (M) glaive +15/+10 (1d10+12/%3) or

bite +12 (4d4+4 plus grab), 2 claws +12 (1d8+4 plus
grab)
Space 10 ft.; Reach 10 ft.
Special Attacks nausea
Spell-Like Abilities (CL 13th; concentration +17)

At will—chaos hammer (DC 18), greater teleport (self
plus 50 Ibs. of objects only), unholy blight (DC 18)

3/day—gaseous form

1/day—nblasphemy (DC 20)
Str 27, Dex 11, Con 29, Int 14, Wis 14, Cha 18
Base Atk +10; CMB +19 (+23 grapple); CMD 29
Feats Blind-fight, Cleave, Great Cleave, Improved
Initiative, Power Attack
Skills Climb +21, Escape Artist +10, Intimidate +14,
Knowledge (arcana) +15, Perception +23, Spellcraft
+15, Stealth +9, Swim +29; Racial Modifiers +8
Perception
SQ amphibious
Special Abilities
Grab: Bite (Large) (Ex) You can start a grapple as a free
action if you hit with the bite.
Grab: Claw (Large) (Ex) You can start a grapple as a
free action if you hit with the claw.
Nausea (DC 24) (Ex) The noxious vapors and foul
fluids that constantly weep and seethe from a hezrou's
body are particularly heinous to those the creature
grapples. Each round a creature is grappled by a hezrou,
the grappled foe must make a DC 24 Fortitude save to
avoid becoming nauseated
Stench (30 feet, 10 rounds, DC 24) Living creatures in
aura's range are sickened for listed duration (Fort neg).
Telepathy (100 feet) (Su) Communicate telepathically if
the target has a language.
Languages Abyssal, Celestial, Draconic; telepathy 100
ft.
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X Glabrezu demon (2)

CE Huge outsider (chaotic, demon, evil, extraplanar)
Init +0; Senses darkvision 60 ft.; Perception +26
AC 28, touch 8, flat-footed 28 (+20 natural, -2 size)
hp 186 (12d10+120)
Fort +18, Ref +4, Will +11
DR 10/good; Immune electricity, poison; Resist acid 10,
cold 10, fire 10; SR 24
Speed 40 ft.
Melee glaive +20/+15/+10 (3d8+15/%3) or

bite +15 (1d8+5), 2 claws +15 (1d6+5), 2 pincers +15
(2d8+5/19-20)
Space 15 ft.; Reach 15 ft.
Special Attacks rend (2 claws, 2d8+15)
Spell-Like Abilities (CL 14th; concentration +19)

Constant—true seeing

At will—chaos hammer (DC 19), confusion (DC 18),
dispel magic, greater teleport (self plus 50 Ibs. of
objects only), mirror image, reverse gravity, unholy
blight (DC 19), veil (self only) (DC 21)

1/day—power word stun,
Str 31, Dex 11, Con 31, Int 16, Wis 16, Cha 20
Base Atk +12; CMB +24; CMD 34
Feats Cleave, Great Cleave, Improved Critical (pincer),
Persuasive, Power Attack, Vital Strike
Skills Acrobatics +0 (+4 to jump), Bluff +28,
Diplomacy +21, Intimidate +21, Knowledge (history)
+18, Knowledge (local) +18, Perception +26, Sense
Motive +18, Stealth +7, Use Magic Device +17; Racial
Modifiers +8 Bluff, +8 Perception
Telepathy (100 feet) (Su) Communicate telepathically if
the target has a language.
Vital Strike Standard action: x2 weapon damage dice.
Languages Abyssal, Celestial, Draconic; telepathy 100
ft.
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ATL 13

Nalfeshnee (2)

CE Huge outsider (chaotic, demon,

evil, extraplanar)

Init +5; Senses darkvision 60 ft., true

seeing; Perception +31

Aura unholy aura (DC 23)

AC 29, touch 13, flat-footed 28 (+4 deflection, +1
Dex, +16 natural, -2 size)

hp 203 (14d10+126)

Fort +22, Ref +9, Will +21

DR 10/good; Immune electricity,

poison; Resist acid 10, cold 10, fire 10; SR 25
Speed 30 ft., fly 40 ft. (poor)

Melee bite +23 (3d8+11/19-20), 2 claws +23
(2d6+11)

Space 15 ft.; Reach 15 ft.

Special Attacks unholy nimbus

Spell-Like Abilities (CL 12th)

Constant—true seeing, unholy aura (DC 23)

At will—call lightning (DC 18), feeblemind (DC
20), greater dispel magic, slow (DC 18), greater
teleport (self plus 50 Ibs. of objects only)

Str 32, Dex 13, Con 29, Int 23, Wis 22, Cha 20
Base Atk +14; CMB +27; CMD 42

Feats Awesome Blow, Cleave, Improved Bull
Rush, Improved Critical (bite), Improved
Initiative, Iron Will, Power Attack

Skills Bluff +22, Diplomacy +22, Fly +10, Intimid
ate +19, Knowledge (arcana)

+23, Knowledge (planes) +23, Knowledge (any
one other) +20, Perception +31, Sense

Motive +23, Spellcraft +23,Stealth +10, Use Magic
Device +22; Racial Modifier +8 on Perception

Conclusion A

Conclusion A: Talked to ghost and killed the demon

A glowing, swirling mist envelops the body of the
beast and the ghostly form of Deveron. A smile
creases his face. He points to a small pile of rocks
and whispers “Thank you. All that I have left is
yours.” The light fades away, leaving you in a near-
empty chamber.

Epilogue 1

Epilogue 1 (conclusions A or B)

The church of Emerys is horrified that their clerics
had been involved in a ritual to summon demons.
Diamond Legion Special Operations dispatched a
squadron, as well as Quorum of Faith members and
experts in demonology. It is about to become busy in
Feldspar, as they determine how this happened.

Conclusion B

Conclusion B — Killed the ghost and killed the demon

A glowing, swirling mist envelops the body of the
beast. The ghostly form of Deveron appears He
points to a small pile of rocks and whispers “Thank
you. All that I have left is yours.” The light fades
away, leaving you in a near-empty chamber.

Epilogue 1

Epilogue 1 (conclusions A or B)

Unholy Nimbus (Su) Three times per day as a free
action a nalfeshnee can create a nimbus of unholy
light, causing nauseating beams of writhing color
to play around its body. One round later, the light
bursts in a 60-foot radius. Any non-demon creature
caught within this area must succeed on a DC 22
Will save or be dazed for 1d10 rounds as visions of
madness hound it. The save DC is Charisma-based.
Languages Abyssal, Celestial,

Draconic; telepathy 100 ft.
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The church of Emerys is horrified that their clerics
had been involved in a ritual to summon demons.
Diamond Legion Special Operations dispatched a
squadron, as well as Quorum of Faith members and
experts in demonology. It is about to become busy in
Feldspar, as they determine how this happened.
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Conclusion C

Conclusion C — Talked to ghost and didn't fight

Deveron smiles sadly at you as you leave. “I have
been here for many years. | am certain that
eventually a worthy group will arrive. Perhaps you
know of one. Until then, my vigil continues.”

Conclusion E

Conclusion E — Killed the Ghost and lost to the Demon

Epilogue 2

Epilogue 2 (conclusions C or D)

Darkness and then a flash of light. Anyone who was
not killed slowly sits up. You see the form of Deveron
looking down on you. “I hope that there are others
from Amthydor who can stop this menace. My vigil
is over. The seal has been broken and due to your
negligence, evil walks the land.” His form slowly
dissipates into nothing. Your group does not look
forward to reporting this to Mr. Dadderhoff.

The church of Emerys is horrified that their clerics
had been involved in a ritual to summon demons.
Diamond Legion Special Operations dispatched a
squadron, as well as Quorum of Faith members and
experts in demonology. A few days later, they report
that the demons were defeated, the ghost has left and
the investigation into the summoning ritual has
commenced.

Epilogue 3

Conclusion D

Conclusion D- Lost to the ghost

It has been a busy month for the Diamond Legions’
Special Operations branch, but they were finally
able to corner the demons and end them.
Commander Vestra scowls as she reads the final
report. “This would have been a lot easier if those
adventurers hadn’t bungled the job so badly.”

As the last party member falls, there is a flash of
positive energy from Deveron. “As I said, you are
not worthy of this challenge. Go, become stronger. |
will abide.” His ghostly form dissolves into dust,
leaving you alone in the chambers, all of you alive
and conscious.

Epilogue 2

Epilogue 2 (conclusions C or D)

The church of Emerys is horrified that their clerics
had been involved in a ritual to summon demons.
Diamond Legion Special Operations dispatched a
squadron, as well as Quorum of Faith members and
experts in demonology. A few days later, they report
that the demons were defeated, the ghost has left and
the investigation into the summoning ritual has
commenced.
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THUS ENDS “DEATH AND TAXES”

TIMEUNIT COST:2TU

TIME UNIT COST FOR CONCLUSION E:
32TU.
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

. _ATL3 ATLS
Module
Experience | g5y | 1200 | 1800 | 2900 | 4500 | 7000
Roleplaying
XP Bonus
50 100 100 100 | 200 | 200
Maximum
Possible XP| 900 | 1300 | 1900 | 3000 | 4700 | 7200

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater
than the ATL at which the adventure was run. However, the maximum experience a specific PC can earn
is also limited to the next higher ATL above his “personal ATL” level (his character level rounded up to
the nearest odd number). For example: a 3rd level PC plays at the same table with high-level players and
the group comes out to be an ATL 9. The maximum amount of experience the 3rd level PC can earn
would be based on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With such
a disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to make
sure that low-level PCs don't earn experience too quickly.

TREASURE SUMMARY

Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which
the PC played or received experience. For example: a 3rd level PC plays at the same table with high-level
players and the group comes out to be an ATL 9. The maximum amount of treasure the 3rd level PC can
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become
too powerful too quickly so as not to overpower a table of their peers.

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

Treasure summary: Succeed at adventure:
Hired by the temple of Emerys: All receive a cert for 1 year of appropriate
25gp x ATL level spell from church of Emerys once
per mod when in Amthydor.
Helping the Gypsies on the road The party is given the loot from the cleric:
1 @ potion of Remove Curse (in a vial 1 Breastplate (+1 for ATL 3-5: +2 ATL 7-11:
shaped like an apple, or just an enchanted +3 ATL 13)
apple) 1 Warhammer (+1 ATL 3-5, + 1 Ghost
1 @ potion of Remove Blindness/Deafness Touch ATL 7-11: +1 Holy ATL 13)
(in a vial shaped like an apple, or just an 1 Periapt of Health
enchanted apple) 1 Strand of prayer beads, lesser

LSJ 180 Death and Taxes
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PLAYER HANDOUT ONE

Feldspar

Leader: Speaker Roryn Stonefist (Dwarf)
Resources: Precious metals (copper, gold,
silver), iron, gems (diamonds, emeralds, opals,
sapphires)

Population: 223 (humans 106, dwarves 92,
gnomes 18, half-orcs 7)

Alignment: N, NG, LG, LN

Language: Common

Deities: Quorum of Faith, Lohm

Description: The mining community of
Feldspar, 15 miles north of Amthydor, is the
source of much of the city’s mining income.
Feldspar’s mines belong to the city as a whole,
unlike smaller nearby mines that are controlled
by individual Noble Houses.

This includes a map to the
town.

LSJ 180 Death and Taxes

Page 19



Please send completed form to:

Eric V. Clark, 300 Indiana Ave, Convention:
Pendleton, IN 46064, or email Judge:

to
Isj-roster@theshiningjewel.com. o

ROSTER OF HEROES: DEATH AND TAxes | P®

Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:
Email address: (optional)
Hero’s Name: Sex: Race:
Class: Level: Region/City:
Special items or comments:
Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
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Welcome to the 1.5 J Shopping 5Prcc!

Enclosed in this package is all you need to use the Shopping Spree.

What to Print

Please print out the Shopping Spree cert file. Each character
gets one and only one cert per adventure to make their
purchases. Please destroy any unused certs.

Gcncral Rulcs

Each player may purchase up to four items per adventure, all
listed on a single cert.

All unused slots on the cert must be crossed out at the time of
purchase.

Exception: A player with a cohort who is playing in that
adventure may purchase up to an additional four items for the
cohort, all on a second cert.

In game time terms, Shopping Spree purchases may only take
place before or after an adventure.

No items may be purchased during an adventure, nor may any
be added to a purchase completed before an adventure.

E.g.: The party runs into some lycanthropes and has no silver
weapons. They decide at that time that they had bought
silversheen using the Shopping Spree. Sorry, that isn’t
happening. Deny the purchase until after the module is over.

What Can Bc Furchasc&

The following may be purchased from Pathfinder RPG Core
Rulebook.

Scrolls are available for the following Arcane/Divine Spells.
Prices are listed for (Arcane)/(Divine). NA in the listing
means the spell is not available as that type of scroll.

All potions and scrolls available for purchase are at minimum
caster level.

Available Potions / Scrolls Scrzlll PDrlce Pportil(?:
Cure light wounds (potion) 50/ 25 50
Endure elements (potion) NA/ 25 50
Mage armor (potion) NA/NA 50
Magic fang (potion) NA/ 25 50
Magic weapon (oil) NA/ 25 50
Protection from XX* (potion) NA/ 25 50
Remove fear (potion) NA/ 25 50
Bless weapon (oil) NA/ 100 100
Silversheen (oil) NA 250
Aid (potion) NA 300
Cure moderate wounds (potion) | 200/ 150 300
Darkvision (potion) NA/ 375 300
Delay poison (potion) 200/ 150 300
Lesser restoration (potion) NA /150 300
Remove paralysis (potion) NA /150 300
Resist energy 10** (potion) NA/ 150 300
Cure serious wounds (potion) 525/ 375 750
Magic circle against XX* NA /375 750
(potion)

Neutralize poison (potion) 1000/ 375 750
Remove blindness/deafness NA/ 375 750
(potion)

Remove curse (potion) NA/ 375 750
Remove disease (potion) NA /375 750
Water breathing (potion) NA/ 375 750
Dispel Magic (scroll)*** NA/ 375 NA
Hold Person (scroll)*** NA/ 150 NA
Breath of Life (scroll)**** NA/ 1125 NA
Raise Dead (scroll)**** NA/ 6125 NA

* An alignment (Good / Evil / Law / Chaos) must be specified when purchased.
** One type of energy (fire / cold / acid / electric / sonic) must be specified when purchased.
*** There may be a chance for a mishap if the scroll is cast by a caster less than 5th level.
**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level.

LSJ 180 Death and Taxes

Page 21



OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and
in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License
except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE
of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark
in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark.
The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License
to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E.
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