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WWEELLCCOOMMEE  TTOO  LLSSJJ!!  
This is a Legends of the Shining Jewel campaign 
adventure. It is written to be played in a standard four-
hour convention time slot.  It is a good idea to have the 
players and judge place some sort of name tag in front 
of them, so everyone can easily identify each other and 
the names of the characters they are playing.  Some of 
the text in this adventure is in 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. 

CCAALLCCUULLAATTIINNGG  AATTLL  ((AAVVEERRAAGGEE  TTAABBLLEE  LLEEVVEELL))  
Add up the levels of all characters at the table (plus 
ECL adjustments) and any animals that will take part in 
combat that are not granted by class features (such as 
familiars, animal companions, or bonded mounts).  
Divide this total by 6, regardless of how many player 
characters are at the table.  This gives you the Average 
Table Level (ATL) for running combats. 

AA  NNOOTTEE  AABBOOUUTT  AATTLLSS  AANNDD  TTHHEE  PPOOWWEERR  OOFF  PPCCSS  
Not all parties are created equal.  Some level 1 parties 
can handle anything the GM can throw at them, and 
some level 3 parties are relatively weak for their levels.  
If the GM finds that the party at the table is really not up 
to the challenge of the tier, he should adjust the 
encounters DOWN for that party.  This is particularly 
important if the party has a broad mix of experience 
levels, is lacking clerics and paladins who can heal, or is 
a “role-playing” rather than “battle-ready” party.  The 
encounters should be a worthy challenge, not an 
impossible task or a slaughter fest.  Regardless of what 
the instructions say, the GM should let common sense 
rule the day (and the module). 

AABBOOUUTT  TTHHEE  MMOODDUULLEE  
"A Grave Undertaking" is a stand-alone scenario 
which takes place after the events of the Elfwar within 
the campaign timeline.   This event resembles a classic 
dungeon crawl, and follows neither a strict linear format 
nor a true matrix style. 
 

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

Twenty years ago a paladin of Galvandt from 
Amthydor, Artos Colburn, was on a quest deep in the 
Delambir Mountains to recover a lost relic that once 
belonged to his family. The heirloom, an ornate 
sword, was originally forged for his 53rd  great 
grandfather, one of Amthydor’s earliest heroes.  The 
treasured blade was lost three hundred years ago, 
when a contingent from Amthydor, including 
Colburn’s ancestor, went to the assistance of a group 
of dwarves who were in need of aid.  Raised on the 
heroic stories of his predecessors, Colburn dreamed 
of recovering the sword, and he spent years 
attempting to narrow down the exact location of the 
last battle where the weapon was lost. Finally 
believing that he knew the blade’s resting place, 
Colburn set out on his search with seven skilled 
companions.  By the time they reached the heart of 
the deep cavern complex believed to hold their prize, 
only the paladin and one other remained.  The 
challenges of the complex, once an ancient dwarven 
outpost, proved too much for the explorers.  Of the 
eight who set out from Amthydor, Colburn alone 
survived to see his prize, though he would perish 
within arm’s reach of it.  With no survivors to bring 
home the bodies and no one willing to brave the 
perils that had already claimed the lives of eight 
adventurers and learn their fate, Colburn’s widow 
Ophelia and young son Nicolas were left to wonder 
and to grieve. 
 
Struck down so close to his goal, Colburn’s spirit has 
remained bound to the place of his demise, denied its 
eternal rest.  Now, as his son Nicolas reaches the 
same age at which Artos himself died, with a young 
son of his own, Artos Colburn’s ghost has been 
drawn back to the Shining Jewel. 
 
The restless spirit has found a young woman with a 
special affinity for speaking with the dead, and has 
persistently pursued her in an effort to gain her 
cooperation in completing his final mission. 
 

Introduction – The PCs are contacted by Andalia, a 
young woman with a special ability to communicate 
with spirits.  Colburn’s ghost has been attempting to 
communicate with her, and won’t leave her alone 
until she assembles a party of heroes to retrieve his 
body and complete his quest. 
 
Encounter 1: The PCs reach the abandoned dwarven 
outpost, choosing their path through the caverns. 
 
Encounter 2:  Path A through the caverns.  This is the 
path taken by the Onyx Rose Company twenty-two 
years earlier. 
 
Encounter 3: Path B through the caverns.  These 
rough-cut tunnels were originally intended to be 
smoothed out and joined with the main outpost 
complex, but the dwarves digging and later finishing 
the extension encountered a combination of unstable 
rock and monstrous creatures, and the project was 
abandoned before it could be completed and properly 
connected to the existing tunnels.  
 
Encounter 4:  Path C through the caverns.  These 
rough and irregular natural passages have been 
formed by water, shifting earth and rock-burrowing 
creatures.   
 
Encounter 5:  All paths eventually lead here.   
 
Conclusion A: The PCs succeed in locating 
Colburn’s body and return it, and the sword, to his 
family in Amthydor. 
 
Conclusion B:  While the PCs located Colburn’s 
body and his family’s sword, they failed to return the 
weapon to his son, keeping it for themselves. 
 
Conclusion C:  The PCs failed to reach their goal, 
and returned to Amthydor empty handed. 
 
Conclusion D:  The PCs decline to assist in 
completing Artos Colburn’s final quest. 
 
Conclusion E:  The PCs accepted Artos’ final quest, 
but broke their word and made no effort to retrieve 
the ancestral blade. 
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IINNTTRROODDUUCCTTIIOONN  ––  II  SSEEEE  DDEEAADD  PPEEOOPPLLEE  

After days of being unable to escape the feeling of 
being watched and having your rest interrupted by 
persistent vague and confusing visions, the note left 
at your door this morning may offer answers.  
Signed only ‘Andalia’, the message is both a plea 
for help and a promise of assistance, and all you 
have to do is meet with a complete stranger at the 
Way’s End…in the middle of the night.  

Located in the Port District, at the end of the fifth 
pier, the Way’s End is the site of public punishments 
in Amthydor.   PCs attempting Knowledge (local) or 
Diplomacy skill checks to gather information on 
‘Andalia’ will learn on a successful DC 10 check that 
she is a twelve or thirteen year old human girl.  She 
lives somewhere in the Port District, and has a 
reputation for being somewhat…eccentric, especially 
considering her young age.  Additionally, on a 
successful DC 15 check, the PCs will learn that some 
people claim that the girl speaks to spirits, and she is 
often seen talking to someone or something that 
cannot be seen. 

While the feeling of being observed continues, there 
isn’t any sense of menace as you slip through the 
darkness on your way to the pier.  Except for the 
occasional Legion patrol, there are few others about 
at this late hour, but (insert number of PCs minus 
one) other figures appear to be making their way in 
the same direction. As you come into view of the 
Way’s End a single lantern illuminates the raised 
platform and scaffold.  A lone figure paces restlessly 
along the platform’s edge.    

The other figures approaching are, of course, the 
other PCs.  Once the PCs come within 15 ft. of the 
platform or call out Andalia will notice them and 
acknowledge their presence. 

The girl, no older than her early teens, stops her 
pacing as you approach and waits expectantly for 
you to draw closer. 

“I was afraid that you wouldn’t come.  There isn’t 
anyone else that can help me.  I can’t get any rest 
for his constant pestering, and he follows me 
everywhere.  He won’t leave me alone until I help 
him complete his quest.  Of course I’m too young to 
do it myself, so he’s agreed to let me find someone 
else to help him, and he wants that someone to be 
YOU.”   

Suspicious PCs succeeding at a DC10 Sense Motive 
skill check can tell that she is both a little frightened 
and  somewhat annoyed, but honest and also a little 
desperate. 

 “My name is Andalia.  People…come to me for 
help, to deliver messages for them.  Most of the time 
it’s easy enough to do – I pass on their message and 
they go away, but this one just won’t leave.  He’s 
been following me around for weeks, constantly 
badgering me, insisting that can’t move on until he 
gets back something that someone else lost.  If you 
could just talk to him, I’m sure it would make more 
sense.”  

By ‘people’ she means spirits, though she won’t 
volunteer this information. 

She cocks her head, as if listening for something.  
“If you can just go and get it for him, he’ll go away 
and leave me alone and everything can get back to 
normal.”  

 Who is ‘He’?:  
“His name is Artos.  He’s a knight, a hero of the 
Protectorate.”  
PCs succeeding at a DC 15 Knowledge (history or 
local) skill check will recall a local hero from twenty-
two years ago named Artos Colburn.  On a successful 
DC 20 check the heroes can recall that Colburn’s last 
adventure was a quest into the Delambir Mountains 
from which he never returned. 

 Why is he a hero?:  
“Several years ago he helped to save a mountain 
village that was under attacked.” 
PCs succeeding at a DC 15 Knowledge (history or 
local) skill check are aware that the ‘mountain 
village’ under attack was the village of Feldspar, 
twenty-five years ago.  Feldspar, though small, sits at 
the center of a collection of rich ore deposits owned 
by Amthydor, and the source of much of the city’s 
mineral wealth.  In 1983-1984  the village and the 
mines were plagued by bands of hobgoblins and 
bugbears who raided the mines, stealing the ore and 
capturing the workers to use as slaves.  

 What does he want you/us to do?:  
“He never completed his last quest, to retrieve a lost 
family heirloom.  Now he needs help finding it and 
bringing it back to Amthydor.”  
What she won’t volunteer is that Colburn also wants 
the heroes to recover is his body, if possible, and 
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those of his fellow adventurers.  Of course, if the 
heroes ask, she will provide this information.  If the 
PCs should become suspicious and attempt to Sense 
Motive, it is a DC 13 check to realize that she knows 
more about their ‘employer’ and his mission than she 
is telling (She knows that he is dead).  If confronted 
with her omission she will reluctantly fill them in, 
explaining that she was afraid that they would refuse 
the mission if they knew that their ‘employer’ was 
dead. 

 What is this heirloom that he wants us to 
bring back?:  

“A sword made for one of his ancestors, and lost 
three hundred years ago.  He wants to recover it to 
give to his son.”  
If the PCs should become suspicious and attempt to 
Sense Motive, it is a DC 13 check to realize that she 
knows more about their goal than she is telling. 

 How was the sword lost?:  
“His ancestor carried it into battle, to aid the 
dwarves of the mountains against hobgoblins.  It 
was lost when the warrior fell during the fighting.”  
PCs succeeding at a DC 15 Knowledge (history or 
local) skill check are aware that there is a history of 
such raids against mountain settlements and mines in 
the area, dating back to before the founding of 
Amthydor.   

 Can we speak to his family?:  
“He doesn’t think that would be a very good idea.  
He doesn’t want to get their hopes up or upset 
them.”  
Colburn’s spirit is completely against the PCs (or 
anyone else, for that matter) contacting his widow 
and son unless/until they have the sword and his 
body.  Of course, there also isn’t anything that he can 
do to stop them at this point. 

 What ELSE does he want us to bring back?:  
She looks somewhat sheepish.  “His body.  If you 
can return his remains to his family he can finally 
rest.  And if you can recover the bodies of his 
companions, or at least bury them properly, then all 
the better.”  

 Where do we find him?:  
“He’s waiting nearby, in case you agreed to help 
him.”  
PCs looking around may make a DC 25 Perception 
(sight) check to notice a faintly shimmering outline 

of a figure in the darkness at the far edge of the 
platform. 

 Can we speak with him now?:  
“That could be…difficult.  He doesn’t talk like we 
do.  He can hear and understand your questions, 
but I’ll have to translate his answers.”  
Andalia possesses a natural ability to see, hear and 
understand the spirits of the dead.  Artos Colburn’s 
ghost is somewhat unfocused, so far from his body 
and the site of his death, and his memories of the 
events leading up to his death are incomplete, so 
answers to all of the PCs questions may not be 
immediately available.  As the PCs get closer to 
recovering Artos’ body his spirit, and his memories, 
will grow stronger, and he will be better able to assist 
the heroes, especially if a PC agrees to be possessed 
by the ghost. 

 Where do we have to go? or How do we find 
what he’s looking for?:  

“He says that he can guide you part of the way 
there.  He doesn’t remember exactly how to get 
there, but he thinks that things may start to look 
familiar the closer you get.  He also had me make a 
rough map of the area, and a list of clues and 
landmarks to get you started once you reach 
wherever it is that you’re going.”  
She isn’t sure exactly how Colburn intends to guide 
the party, or the dangers involved.  The list of 
‘landmarks’ is provided as Player Handout #1. 

 How can he guide us if he’s dead?:  
Andalia expression becomes unfocused for a 
moment, as if she were hearing and seeing 
something outside of your awareness.  Her brow 
furrows in concentration, then just as suddenly 
relaxes.  “He thinks that once you get closer to the 
mountains that he can share someone’s body with 
them, if they let him, if they give their permission 
and invite him.  Some people are easier than others, 
he says, and that it might not work with just anyone. 
But he doesn’t know how it will affect you, so he 
would rather do it only if you need help.”  
The effects, and consequences, of being possessed by 
Artos Colburn’s ghost are detailed in GM Aid #1. 

 Where did he die?:  
“Deep in the mountains, while looking for the 
sword.”  
PCs succeeding at a DC 20 Knowledge (history or 
local) skill check can recall that Colburn’s last 
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adventure was a quest into the Delambir Mountains 
from which he never returned. 

 When did he die?:  
“He doesn’t judge time well, but based on what he 
remembers it was just over twenty years ago.”  
PCs succeeding at a DC 15 Knowledge (history or 
local) skill check will recall a local hero from twenty-
two years ago named Artos Colburn.  On a successful 
DC 20 check the heroes can recall that Colburn’s last 
adventure was a quest into the Delambir Mountains 
from which he never returned. 

 What can he tell us about the area where he 
was going?:  

“He went somewhere into the mountains.  He thinks 
that there was some sort of abandoned stronghold 
there.”  
PCs succeeding at a DC 20 Knowledge (history or 
local) skill check can recall that the nearby ore-rich 
mountains are dotted with dwarven settlements, some 
of which were abandoned for various reasons. 

 How did he die?:  
“He doesn’t remember everything that happened.  
He just remembers going on a quest for his 
ancestor’s sword, and waking up as a ghost looking 
down at his body on the ground next to it.”  

 Are there any special preparations that we 
should make?:  

“He only remembers disjointed bits and pieces of 
the quest and what happened.  He hopes that as you 
get closer he will start to remember more.  He does 
know that you’ll need horses, and that he and his 
companions went underground.”  
PCs succeeding at a DC 20 Knowledge (history or 
local) skill check can recall that Colburn’s last 
adventure was a quest into the Delambir Mountains 
from which he never returned. 

 Who were his companions?:  
“Seven other adventurers, but he doesn’t remember 
what happened to them.  He thinks that he was 
alone at the end.”  
PCs succeeding at a DC 25 Knowledge (history or 
local) skill check will recall the story of the eight 
members of the Onyx Rose Company. 
The group consisted of Artos Colburn (male aasimar 
paladin of Galvandt), Rollan Stonehelm (male 
dwarven ranger of Lohm), Fallon (female half-elf 
rogue), Kaldren Whitestar (male high elf wizard), 
Brother Bren (male human monk of Galvandt, Artos’ 

Cohort), Taneela (female human druid of Ardra), 
Kirth (male halfling cleric of Sorena) and Zajara 
(female half-orc fighter). 

The company’s last quest was at the behest of one of 
their members, Artos Colburn, in search of a lost 
sword once wielded by his ancestors.  The group was 
seen by shepherds as they entered the Delambir 
Mountains, but was never heard from again.  After 
ten years (and a series of attempts to divine their 
fates, which revealed only that they were no longer 
among the living), the group was declared dead. 

Though the PCs and NPCs have no concept of 
‘levels’ as the players do, the group was ‘well 
skilled’ (7th – 11th level) and accustomed to working 
as a team. 

 Does he want to be returned to life?:  
“If you can bring a sense of closure to his family 
that will be enough for him.  They have moved on 
with their lives, and for him to return now would 
cause too much strain and upheaval, and he does 
not want that for them.  He is content to find his rest 
once the sword is delivered to his son.” 

 What about the other members of the 
company?:  

“He believes that they have all moved on, since he 
doesn’t sense any of them around the place where 
they were.  He hopes that you can recover their 
bodies and arrange a proper ceremony for them, but 
he thinks that they are already at peace, since the 
mission was not personal for them, as it was for 
him.” 

 Do we get paid?:  
“He says that you may keep any items left behind by 
the company, since most of them had no families, 
and of the few that did, those relatives have passed 
on themselves since he and his companions fell.”  
Artos Colburn and his companions died 22 years ago.  
Most of the members of the Onyx Rose were either 
disowned by their families, orphans, only children or 
their families died in the Plague, leaving no one to 
lay claim to their possessions. 

There is no time limit for completing the quest.  The 
PCs may take as much time as they wish to prepare 
for their adventure.  However, if they delay more 
than one night, Artos will begin to get impatient, 
visiting them in vague visions and increasing their 
feeling of being watched.  This isn’t out of 
malevolence, he just wants the sword restored to his 
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family so that he can finally rest.  Should the PCs 
remain in Amthydor for a second night, they will be 
affected as if by a geas/quest spell, as if cast by a 20th 
level caster.  PCs who continue to delay until their 
ability scores reach ‘1’ are considered to have 
declined the mission, and are subject to the penalties 
of the Oathbreaker in Conclusion E. Note that it 
possible for only one or two PCs to receive this 
conclusion while the rest of the party continues on 
the mission. 

Once the PCs have made their preparations and 
depart continue with the event. 

 If the PCs want agree to fulfill Artos Colburn’s 
final quest GO TO Encounter 1 (page 7). 

 If the PCs decline to attempt the mission GO TO 
Conclusion D (page 74). 

 If the PCs delay until their ability scores reach 
‘1’ and break their word to Colburn GO TO 
Conclusion E (page 74). 

 
 
EENNCCOOUUNNTTEERR  11  ––  TTHHEE  RROOAADD  MMOORREE  OORR  LLEESSSS  

TTRRAAVVEELLEEDD  

The PCs will need horses to make the journey into 
the mountains.  If they do not have mounts or pack 
animals then they can rent suitable animals from 
Montgar’s Horse Outlet at the bargain price of 5gp 
per week per mount (Montgar doesn’t have corral 
space for all of his stock at the moment, and will 
welcome the opportunity to ship a few animals off for 
a week or two).  

Once the decision was made to follow in the final 
footsteps of the members of the Onyx Rose 
Company it was as if the Powers themselves 
conspired to smooth the way for your journey.  
Supplies were acquired, mounts were readied and 
your passage through the city’s south gate was 
unhindered by slower travelers.   Thanks to clear 
weather and lightly traveled roads you’ve been able 
to make good time, reaching the foothills in time to 
camp the first night, and camping just hours from 
your destination after your third day on the road.  
Though you have caught glimpses of what may be 
bandits in the distance, they have given you a wide 
berth, and no animals have intruded on your nightly 
campsites, almost as if someone were watching over 
you,  standing guard over your journey. 

Only a crude partial map and a sense of ‘rightness’ 
guides your way as you press ever deeper into the 
mountains.  If Artos Colburn’s ghost has indeed 
joined you on your quest he is certainly keeping a 
low profile. 

 Spotting Artos Colburn’s ghost during the day or in 
a lit area requires a successful Perception (sight) 
check DC 40 on the first day of the journey.  Once 
the party reaches the dwarven outpost and the first 
level on the fourth day the DC decreases by 5, and 
decreases by another 5 for each additional level of the 
caverns that they penetrate, as the spirit grows 
stronger and more tangible the closer it gets to the 
location of his death and the completion of his final 
quest.  To see the ghost at night or in darkness 
requires a successful Perception (sight) check DC 25 
on the first night.  Once the party reaches the 
dwarven outpost and the first level on the fourth day 
the DC decreases by 5, and decreases by another 5 
for each additional level of the caverns that they 
penetrate, as the spirit grows stronger and more 
tangible the closer it gets to the location of his death 
and the completion of his final quest. 

All during the journey your mounts have shown an 
astounding willingness to brave any terrain, from 
gently rising roads to rushing streams to narrow 
tracks bordered by sheer cliffs and dizzying drops to 
the tumbled rocks below.  It has been almost as if 
they knew that no harm would come to them, that 
they sensed that they were being protected.  But 
now, just three hours after setting out on this fourth 
morning, they will go no further than this small 
sheltered valley where your trail abruptly ends.  

If the PCs are somehow able to converse with their 
mounts or other animals, the animals will tell them 
that anytime there is a change in direction something 
‘nudges them’ on the right path.  They just seem to 
know which way to go.  Similarly they have a feeling 
that something is watching over them, keeping them 
from falling, keeping hungry predators away at night, 
etc.  They can also report seeing the hazy image of a 
‘two-leg wrapped in metal’ who guards the party’s 
camp at night or watches their progress from a short 
distance away as they travel.  They are of course 
referring to Colburn’s ghost, who has been watching 
over the party.  Once they reach the valley, which 
contains a small spring, plenty of sweet grass for 
grazing and trees for shade, the horses will go no 
farther, saying that this is where they are supposed to 
wait until the PCs return.  
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Sheer rock walls rise up over a hundred feet to form 
the walls of a valley where the runoff from  a spring 
of cold clear water feeds an expanse of sweet green 
grass, shade and fruit trees and berry thickets. 

A cascade of broken and tumbled rocks, evidence of 
a small rockslide, litters one section of the wall at 
the end of the valley.  Only a narrow rocky cleft 
several yards to the right of the rock fall offers any 
apparent exit from the valley aside from that path 
that brought you here. 

The rockfall is relatively recent, perhaps only in the 
past two months, judging by the weathering of the 
exposed rocks and the growth of the plants and 
grasses among the dirt and stones.  Artos Colburn has 
no memory of the rockfall, as it occurred after he and 
his party entered the outpost. 

There are three paths available to the PCs to explore 
the caverns.  These paths do not obviously 
interconnect until they reach the fifth and final level 
of the complex, though some of the passageways may 
pass within a few feet of each other or intersect via 
narrow hidden niches.  Paths A and B are reached 
through the rocky cleft.  Path C is reached by 
removing the rockfall. 

NOTE:  Monster/trap Challenge Locations (CLs) in 
each Encounter are identified by Path (A-B-C), Level 
(1-5) and Sequence Order (a-b-c-d-e-etc).  The first 
challenge on Path A, Level 2 would be identified in 
the text and on the map as Challenge Location A2a. 

 

The Rockfall, Path C begins within the valley, 
behind a natural rockfall (the product of an 
earthquake).  The fall itself is about 12 feet deep 
(front to back).  The danger of additional rocks and 
rubble falling from above is minimal, as any PCs 
succeeding on a DC 15 Knowledge (dungeoneering 
or engineering) skill check can tell.  The PCs can 
completely clear the rockfall by hand in twelve hours, 
or in less time using magic, or clear just enough to 
squeeze through at the top in four hours.  Allow them 
to be creative if they want to go in this way.  The 
passages on Path C are narrow irregular natural 
tunnels of unworked stone, of various widths and 
averaging 6 to 8 feet high, and are used by various 
beasties as lairs.  Caverns and encounter locations for 
this path are noted on the maps for each level.  Path 
C begins on Map 1A at the bottom of page 60 feet 
from the point where the PCs remove the rockfall. 

A rough narrow tunnel, shaped by the passage of 
water, the natural movement of the earth and rock-
burrowing creatures, winds into the darkness.  

 

The Cleft Little more than a slit in the rocks, the cleft 
is wide enough for a medium humanoid to squeeze 
through sideways while wearing light or medium 
armor, or a large humanoid in no armor.  Medium 
PCs in heavier armors and Large PCs will have to 
remove their armor in order to pass through the 
opening.  Horses will not attempt the narrow 
passageway.  Paths A and B are reached through the 
cleft. 

Sharp jutting rocks make the journey through the 
cleft a slow and awkward one.  The twisting fifteen 
foot passage abruptly opens into a paved stone 
courtyard dominated by a set of imposing iron doors 
set into the sheer wall opposite from the point where 
you emerge. 

 

The Courtyard The courtyard area is 20 feet across 
and roughly round in shape.  The PCs enter through 
the cleft at approximately ‘6 o-clock’, the iron doors 
(Path A) are at ‘12’, and there is a secret door (Path 
B) located between ‘2’ and ‘3’.  A PC searching for a 
hidden entrance in the area of the secret door will 
find it with a successful Perception skill check DC 
30 (DC 25 if a dwarf). 

Mosaic tiles in shades of brown, grey and dark reds 
carpet a courtyard surrounded by sheer cliff walls.  
A fountain formed by a low stone wall surrounding 
a natural outcropping of rock resembling a tower 
dominates the center of the courtyard.  A small 
cave-like niche at the base of the rock tower holds 
an anvil, and a fresh water spring bubbles up gently 
from beneath the rocks at the anvil’s base to fill the 
fountain pool.   

The iron doors into the outpost are carved with 
images of mining tools, weapons, symbols of various 
deities and other icons of dwarven life.  A pair of 
carved eyes gaze out on the courtyard from the 
upper doorframe. 

The fountain is 5 ft. in diameter and is surrounded by 
a 2 ft. high stone wall.  The anvil is made of an 
unknown metal.  It does not appear to be fixed in 
place, but it cannot be moved by any means.  The 
water from the spring is cold and clear, and may be 
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drunk by the PCs or their animals or used to fill 
waterskins for the rest of the journey.  PCs 
succeeding at a DC 15 Perception (sight) skill check 
will notice a small metal hammer, composed of the 
same material as the anvil, lying in the water pool at 
the base of the fountain’s rock outcropping. 

The deities whose symbols appear on the doors are 
Ardra, Galvandt, Kalek, Lohm, Lucor and Peliron. 

 

The Frontal Approach, Path A if the PCs approach 
the doors and try to open them, a magic mouth will 
appear on the left door and speak – 

“The benevolent guest would kneel down before the 
Father, play the song of the Creator and seek the 
blessing of the Guardian.” 

The mouth refers to the deities Lohm (Father of the 
dwarven race).  (the PCs should kneel before the rock 
formation in the fountain, facing the cave [the symbol 
of Lohm]), Kalek (Creator) (the PCs should ring the 
anvil (the symbol of Kalek), either with the hammer 
found in the fountain or with something else, to 
emulate the sound of a smith at the forge), and 
Galvandt (the Guardian) (the PCs should stand before 
the doors and ask permission to enter).  PCs 
succeeding at a Knowledge (religion) skill check DC 
15 (DC 10 for dwarves, worshipers of these deities or 
PCs with a certed Religious Canon for one or more of 
these deities) for each deity can identify the reference 
to that Power.   Once the PCs perform these actions 
the door will unlock and open.  If they fail to perform 
any of these actions, they may force the door on a 
successful Strength check DC 28 or a Disable Device 
skill check DC 40, though they will have to face the 
caryatid columns in Area 101 the Great Hall if they 
do so.  Path A begins on Map 1B at the bottom of 
the page 20 feet in past the doors. 

Artos Colburn, a devoted paladin of Galvandt, will 
identify his god as being the ‘Guardian’, and knows 
that the PCs must ask permission to pass safely into 
the stronghold. 

 

The Secret Door, Path B leads into a series of 
passages of mostly-regular rough worked stone.  
These passages are 5 to 10 feet wide and 10 feet high.  
A PC searching for a hidden entrance in the area of 
the secret door will find it with a successful 
Perception skill check DC 30 (DC 25 if a dwarf). 

Opening the carefully hidden stone door (4” thick) 
requires a successful Strength check DC 28 or a 
Disable Device skill check DC 40.  Path B begins on 
Map 1C at the bottom of the page 40 feet after the 
PCs pass through the secret door. 

Should the path that the PCs choose prove too much 
for them they may backtrack and choose another 
path.  Once they have chosen a route through or 
around the stronghold, continue with the event.  
Much of the available treasure is only obtainable on 
Path A (The price to be paid for choosing an easier 
path over the more difficult one).  If the PCs 
backtrack and locate the same treasure item along 
more than one path, they only receive the item once. 

 If the PCs choose to follow Path A through the 
stronghold GO TO Encounter 2 (page 9). 

 If the PCs choose to follow Path B through the 
secret door GO TO Encounter 3 (page 44). 

 If the PCs choose to follow the natural tunnel 
through the rockfall GO TO Encounter 4   
(page 61). 

 
 

EENNCCOOUUNNTTEERR  22  ––  PPAATTHH  AA  IINNTTOO  TTHHEE  
SSTTRROONNGGHHOOLLDD  

There is nothing to prevent the PCs from simply 
taking the ‘short route’ and going straight to the 
bottom level of the outpost complex, especially if the 
PC who has been ‘selected’ to be possessed is also 
able to case locate object, or if the group is running 
short of time, and then conducting a detailed search 
on the way out.  However, if they do so, they could 
face additional traps and combats, due to not 
possessing some of the items available to assist them 
if they had actually searched one or more of the 
rooms on each floor.  Parties going directly to the 
lower floor also should not receive the bonus XP 
available for taking the time to search the complex on 
the way ‘in’.  If the party chooses not to search on the 
way ‘out’ either, then they should not receive the 
bonus XP available for recovering the bodies of the 
Company of the Onyx Rose or receive any of the 
treasure to be found on the unsearched levels. 
 
Path A Level One 

A thick layer of dust on the corridor floor swirls 
around your feet as you swing the doors wide.  A 
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second set of doors, these cast in bronze, await you 
thirty feet down the passage.   
The doors into the Great Hall are not locked or 
barred, and are perfectly balanced to swing open 
easily.  At its largest dimensions the Great Hall is 65 
feet long and 50 feet wide.   
 
 AREA 101 GREAT HALL 
Passing into the Great Hall is like stepping into 
another world.  The walls and ceiling are covered in 
murals carved into the stone itself, showing images 
of heroic dwarven battles and craftsmen producing 
their finest works.  Six niches along the walls hold 
statues of shapely dwarven women.  A second set of 
matching bronze doors stand closed at the opposite 
end of the room.  

If the PCs paid proper reverence to the three deities 
in the courtyard then the six statues are just that, 
statues, and the PCs may pass through the Great Hall 
without difficulty.  If the PCs forced the iron doors or 
picked the lock, they will have to deal with the 
caryatid columns who serve as guardians in the Great 
Hall (# per ATL) and that make up Challenge 
Location A1a. 

Colburn has no clear memory of the Great Hall or the 
true nature of the statues, because his party paid 
proper reverence to the three deities and did not 
activate this first line of defense. 

There is also a secret door at the back of the center 
niche on the left wall.  Locating the secret door and 
the mechanism that opens it requires a successful 
Perception check DC 20.  The sliding panel opens 
onto a set of stairs leading down to the second level 
and a hallway that emerges from behind a large 
hanging tapestry into AREA 201. 

 

CHALLENGE LOCATION A1a 
 
ATL 1 
 Caryatid Column, Lesser (1)        CR 1  
N Medium construct 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 12, touch 9, flat-footed 12; (-1 Dex, +3 natural) 
hp 25 (1d10+20) 
Fort +1, Ref +0, Will +1 
Defensive Abilities nil; DR 2/--; Immune construct 
traits, magic; Resist nil; SR nil 
Offense 
Speed 20 ft. 
Melee mwk longsword +4 (1d8+4/19-20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 14, Dex 9, Con -, Int -, Wis 11, Cha 1 
Base Atk +1; CMB +5; CMD 14 (cannot be 
disarmed) 
Feats nil 
Skills nil; Racial Modifiers nil 
Languages nil 
SQ statue 
Gear masterwork longsword; Treasure nil 
Special Abilities  
Immunity to Magic (Ex) A caryatid column is 
immune to any spell or spell-like ability that allows a 
spell resistance.  In addition, certain spells and effects 
function differently against the creature, as noted 
below.  A transmute rock to mud spell deal 1d6 
points of damager per caster level to a caryatid 
column, with no saving throw.  Transmute mud to 
rock, on the other hand, heals any lost hit points.  A 
stone to flesh spell does not actually change the 
column’s structure but negates its damage reduction 
and immunity to magic for 1 full round. 
Statue (Ex) A caryatid column can stand perfectly 
still, emulating a statue (usually one that is holding 
up the ceiling, like a carved column).  An observer 
must succeed on a DC 20 Perception check to notice 
the caryatid column is alive. 
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ATL 3 

 Caryatid Column, Lesser (2)        CR 3 
 

ATL 5 

 Caryatid Column (3)          CR 6  
N Medium construct 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 14, touch 9, flat-footed 14; (-1 Dex, +5 natural) 
hp 36 (3d10+20) 
Fort +1, Ref +0, Will +1 
Defensive Abilities shatter weapons; DR 5/--; 
Immune construct traits, magic; Resist nil; SR nil 
Offense 
Speed 20 ft. 
Melee mwk longsword +8 (1d8+6/19-20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 18, Dex 9, Con -, Int -, Wis 11, Cha 1 
Base Atk +3; CMB +7; CMD 16 (cannot be 
disarmed) 
Feats nil 
Skills nil; Racial Modifiers nil 
Languages nil 
SQ statue 
Gear masterwork longsword; Treasure nil 
Special Abilities  
Immunity to Magic (Ex) A caryatid column is 
immune to any spell or spell-like ability that allows a 
spell resistance.  In addition, certain spells and effects 
function differently against the creature, as noted 
below.  A transmute rock to mud spell deal 1d6 
points of damager per caster level to a caryatid 
column, with no saving throw.  Transmute mud to 
rock, on the other hand, heals any lost hit points.  A 
stone to flesh spell does not actually change the 
column’s structure but negates its damage reduction 
and immunity to magic for 1 full round. 
Shatter Weapons (Ex) Whenever a character strikes 
a caryatid column with a weapon (magical or 
nonmagical), the weapon takes 3d6 points of damage.  
Apply the weapon’s hardness normally.  Weapons 

that take any amount of damage in excess of their 
hardness gain the broken quality. 
Statue (Ex) A caryatid column can stand perfectly 
still, emulating a statue (usually one that is holding 
up the ceiling, like a carved column).  An observer 
must succeed on a DC 20 Perception check to notice 
the caryatid column is alive. 
 

ATL 7 

 Caryatid Column (4)          CR 7 
 

ATL 9 

 Caryatid Column (6)          CR 9 
 

ATL 11 

 Caryatid Column, Greater (4)      CR 11  
N Large construct 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 15, touch 8, flat-footed 15; (-1 Dex, +7 natural, -
1 size) 
hp 68 (7d10+30) 
Fort +2, Ref +1, Will +2 
Defensive Abilities shatter weapons; DR 10/--; 
Immune construct traits, magic; Resist nil; SR nil 
Offense 
Speed 20 ft. 
Melee mwk longsword +16 (1d8+8/19-20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 22, Dex 9, Con -, Int -, Wis 11, Cha 1 
Base Atk +7; CMB +13; CMD 22 (cannot be 
disarmed) 
Feats nil 
Skills nil; Racial Modifiers nil 
Languages nil 
SQ statue 
Gear masterwork longsword; Treasure nil 
Special Abilities  
Immunity to Magic (Ex) A caryatid column is 
immune to any spell or spell-like ability that allows a 
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spell resistance.  In addition, certain spells and effects 
function differently against the creature, as noted 
below.  A transmute rock to mud spell deal 1d6 
points of damager per caster level to a caryatid 
column, with no saving throw.  Transmute mud to 
rock, on the other hand, heals any lost hit points.  A 
stone to flesh spell does not actually change the 
column’s structure but negates its damage reduction 
and immunity to magic for 1 full round. 
Shatter Weapons (Ex) Whenever a character strikes 
a caryatid column with a weapon (magical or 
nonmagical), the weapon takes 3d6 points of damage.  
Apply the weapon’s hardness normally.  Weapons 
that take any amount of damage in excess of their 
hardness gain the broken quality. 
Statue (Ex) A caryatid column can stand perfectly 
still, emulating a statue (usually one that is holding 
up the ceiling, like a carved column).  An observer 
must succeed on a DC 20 Perception check to notice 
the caryatid column is alive. 
 

ATL 13 

 Caryatid Column, Greater (6)      CR 12 
 

ATL 15 

 Caryatid Column, Superior (6)       CR 14  
N Large construct 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 17, touch 8, flat-footed 17; (-1 Dex, +9 natural, -
1 size) 
hp 90 (11d10+30) 
Fort +3, Ref +2, Will +3 
Defensive Abilities shatter weapons; DR 10/--; 
Immune construct traits, magic; Resist nil; SR nil 
Offense 
Speed 20 ft. 
Melee mwk longsword +22 (1d8+10/19-20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 26, Dex 9, Con -, Int -, Wis 11, Cha 1 

Base Atk +11; CMB +19; CMD 28 (cannot be 
disarmed) 
Feats nil 
Skills nil; Racial Modifiers nil 
Languages nil 
SQ statue 
Gear masterwork longsword; Treasure nil 
Special Abilities  
Immunity to Magic (Ex) A caryatid column is 
immune to any spell or spell-like ability that allows a 
spell resistance.  In addition, certain spells and effects 
function differently against the creature, as noted 
below.  A transmute rock to mud spell deal 1d6 
points of damager per caster level to a caryatid 
column, with no saving throw.  Transmute mud to 
rock, on the other hand, heals any lost hit points.  A 
stone to flesh spell does not actually change the 
column’s structure but negates its damage reduction 
and immunity to magic for 1 full round. 
Shatter Weapons (Ex) Whenever a character strikes 
a caryatid column with a weapon (magical or 
nonmagical), the weapon takes 3d6 points of damage.  
Apply the weapon’s hardness normally.  Weapons 
that take any amount of damage in excess of their 
hardness gain the broken quality. 
Statue (Ex) A caryatid column can stand perfectly 
still, emulating a statue (usually one that is holding 
up the ceiling, like a carved column).  An observer 
must succeed on a DC 20 Perception check to notice 
the caryatid column is alive. 
 
 AREA 102 CISTERN ROOM 
The ceiling of this 30 ft. by 45 ft. room rises 20 ft 
above a 5 ft wide catwalk running along the 
perimeter, while the floor is another 20 ft. below the 
walkway.  Eight copper pipes emerge from the 
ceiling at each corner of the room and the midpoint 
at each wall, to converge at the top of a huge copper 
canister that is suspended by massive chains from 
the ceiling, and supported by sturdy ladder-like legs 
on the bottom.  Eight more pipes lead out from the 
bottom of the metal vessel and through the floor.  
The copper cistern tank occupies the entire space, 
except for 10 ft on each side. 

If the PCs attempt to climb around the top of the 
cistern tank and investigate (Acrobatics skill check 
DC 15) they will find a hatch large enough for a 
Medium humanoid.  The hatch is sealed, but not 
‘locked’, and can be easily opened with a Strength 
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check DC10.  The water inside the tank is clean and 
drinkable.  

The room has one additional exit, a heavy stone door 
that closes flush with the wall, that is almost invisible 
on the opposite side of the room from where the PCs 
entered (Perception DC 15), at floor level (20 ft. 
below the catwalk).  There is no apparent way down 
to floor level.  A true seeing or see invisibility spell 
will reveal a series of stone ‘rungs’ in a recessed 
niche in the wall 5 ft. to the right of the doorway.  
The niche is deep enough for a Medium humanoid. A 
successful dispel magic vs the permanent invisibility 
spell (9th level caster, 15 Intelligence) will suppress 
the invisibility, rendering the rungs visible for 1d4 
rounds.  A PC on the catwalk examining the niche by 
touch can also locate the rungs, which are 12 inches 
apart.  Other than not being able to see them, there is 
nothing to hinder the PCs from climbing down the 
‘ladder’.  The lower door opens onto a 35 ft. corridor 
that in turn ends at a 10 ft. by 10 ft. room.  The room 
holds a dozen six foot lengths of 2 inch diameter 
copper pipe, and an eighty-foot deep shaft containing 
a metal ladder that leads to the 3rd level of the 
complex. 

Each pipe is 2 inches in diameter.  There is no open 
space around the pipes where they emerge/enter the 
ceiling/walls/floor. 

Artos and his companions visited but did not 
thoroughly investigate this room. 
 
 AREA 103 WATCH POST 
A wall-mounted weapon rack, a small table and two 
chairs are the only fixtures in the room.  A small 
portal in the door, cleverly concealed from the 
opposite side, provides a clear view of the corridor. 

Locating the secret door to the Watch Post from the 
corridor requires a successful Perception check DC 
20.  The door is not locked.  Locating the secret door 
from Area 104 Guard Barracks requires a 
Perception check DC 15, as it is more apparent.  

Artos and his companions did not visit this room. 
 
 AREA 104 GUARD BARRACKS 
A dozen guards may have once spent their off-time 
here, though the wood and rope bed frames now 
stand empty.  A sturdy wooden trunk sits at the end 

of each bunk.  An open door in the far corner leads 
deeper into the maze of chambers. 

There are twelve wood and rope bed frames and 
twelve wooden chests in the room, and little else.  
One of the chests contains a leather pouch holding a 
set of five disks roughly the size of gold coins.  Each 
disk is made of a different material (mithral, iron, 
darkwood, adamantine and stone).  The disks are the 
key to bypassing the cobra constructs on the fifth 
level. There is also a second leather pouch containing 
four polished stone rods.  Each foot long rod is 1 inch 
in diameter and tapers down to ¼ inch, and is marked 
with a different symbol on the face of the large end ( 
,  () , |  , ).  The rods are the key to successfully 
traversing the main staircase on levels three and four 
of the outpost.  The door leads to Area 105 the 
Armory, where the weapons for the on-duty guards 
are kept. 

Artos and his companions visited this room, taking a 
set of disks and rods, but leaving behind the second 
set. 
 

 AREA 105 GUARD BARRACKS ARMORY 
Now empty, racks along the walls once held a 
variety of spears, pole arms, swords and axes, while 
rows of stands in the center of the room held shields 
and suits of armor.  Only a few broken handles and 
fragmented blades remain on the dusty shelves. 

There is nothing of any real interest in the Armory.  
The broken blades are made of different quality 
materials, and cannot be forged together to make a 
single usable blade. 

Artos and his companions visited and searched this 
room. 
 
 AREA 106 UPPER KITCHEN 
A large stone hearth dominates one corner of the 
room, and work-worn tables and counters are 
covered with a thick layer of dust.  A rack over a 
large central table holds heavy pans and iron pots, 
and shelves hold a few remaining pottery plates, 
bowls and mugs.  A deep stone sink also sports a 
hand pump for drawing water.  A small wood and 
metal box set into a shaft-like channel in the wall 
moves up and down by means of a rope and pulleys, 
possibly for transporting meals to those on the 
complex’s lower floors. 
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The only thing to be found in the cupboards is a lone 
mouse searching for food, and who is much more 
afraid of the PCs than they are of him.  The 
dumbwaiter *is* large enough for a Small sized 
creature to curl up in (though not to stand up).  The 
rope holding the box is old and worn (Wisdom check 
DC 10 to notice the poor condition).  It will hold up 
to 25 pounds without breaking the rope.  For every 5 
pounds over this weight, there is a cumulative 10% 
chance of the rope breaking, plunging the 
dumbwaiter, and anyone or anything in it, 300 ft. 
straight down the shaft to almost certain death.  
Mending and make whole are not sufficient to repair 
the rope.  This dumbwaiter shaft also has openings on 
the second and third levels. 

Artos and his companions did not visit this room. 
 
 AREA 107 STORAGE 
Shattered crates, broken barrels and moldy bits of 
unidentifiable leftovers are all that remain in this 
small storage room. A wood and metal cage set into 
a shaft-like channel in the wall moves up and down 
by means of a rope and pulleys, as a means for 
retrieving goods from storage areas on the 
complex’s lower floors. 

The cage is large enough for three Small creatures to 
crowd together, standing up, or a Medium creature to 
kneel or sit.  Like the dumbwaiter in the kitchen, the 
rope holding this box is worn and brittle.  It can hold 
up to 250 pounds before breaking.  For every 25 
pounds over this weight, there is a cumulative 10% 
chance of the rope breaking, plunging the 
dumbwaiter, and anyone or anything in it, 300 ft. 
straight down the shaft to almost certain death.  
Mending and make whole are not sufficient to repair 
the rope.  This dumbwaiter shaft also has openings on 
the third, fourth and fifth levels. 

Artos and his companions did not visit this room. 
 
 AREA 108 EMPTY 
Bare walls and an empty floor offer no clues to 
what this room may once have been used for.  

There is nothing to be found in this room. 

Artos and his companions did not visit this room. 

 
 

 AREA 109 RUBBLE 
A cascade of rubble and shattered stone fills a third 
of the room, as if some space beyond had exploded 
into the chamber.  

The chamber, and the adjacent area on Path B, have 
both been damaged by the collapse of a section of 
stone above.  There is no easy access for the PCs 
between these two areas via the rubble pile, though a 
familiar or animal companion such as a weasel or a 
snake could find a path between the collapsed stones 
and earth.  The small flexible 

A clutch of chokers has recently been using the room 
as a nest after coming through the rubble from Path 
B. Challenge Location A1b.  The creatures’ 
positions are marked a-h on the map, depending upon 
how many are present by ATL.  They will be hiding 
in the shadowy corners of the ceiling or among the 
rubble, waiting to drop down on unsuspecting PCs or 
leap out at a hero coming too close to the jumbled 
rocks.  Noticing them requires a successful 
Perception check DC 24. Viable prey has been 
scarce, and the creatures are hungry, making them 
willing to take on the entire party in order to make a 
meal. 

The chokers located here are the same clutch that can 
be found in Challenge Location B1a on Path B, if 
the PCs choose that path.  If the PCs change paths 
during the event, and visit both Area 109 and Area 
119, they will only encounter the chokers once. 

A successful Perception (sight) check DC 18 will 
permit the heroes to notice a skeletal body still 
dressed in leathers and wearing a wooden holy 
symbol of Ardra, buried beneath the rubble, holding a 
small black leather pouch.  Digging out the body 
enough to recover it requires ½ hour.  The pouch 
contains a set of five coin-sized disks (mithral, 
adamantine, stone, darkwood and iron).  These disks 
can be used to bypass the cobra constructs on the 
fifth level. 

Artos and his companions were traveling through this 
room when a small earthquake struck the region, 
causing the unstable rock above to collapse, burying 
Taneela, the human female druid of Ardra.  The other 
members of the company had intended to return and 
collect her body on their way out, and return it to 
Amthydor for a proper burial.   
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CHALLENGE LOCATION A1b 
 
ATL 1 
 Choker (1)                   CR 2  
CE Small aberration 
Init +6; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 17, touch 13, flat-footed 15; (+2 Dex, +4 natural, 
+1 size) 
hp 16 (3d8+3) 
Fort +2, Ref +3, Will +4 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +6 (1d4+3 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d4+3), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 16, Dex 14, Con 13, Int 4, Wis 13, Cha 7 
Base Atk +2; CMB +4 (+8 grappling); CMD 16 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +16, Stealth +13; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 
 
ATL 3 

 Choker (2)                      CR 4  
 

ATL 5 

 Choker (4)                      CR 6  
 
 
 
 

ATL 7 

 Choker, Advanced (3)      CR 8  
CE Small aberration 
Init +8; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 21, touch 15, flat-footed 17; (+4 Dex, +6 natural, 
+1 size) 
hp 61 (7d8+21) 
Fort +5, Ref +6, Will +8 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +11 (1d4+5 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d4+5), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 20, Dex 19, Con 17, Int 8, Wis 17, Cha 11 
Base Atk +5; CMB +9 (+13 grappling); CMD 23 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +18, Stealth +19; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 
 

ATL 9 

 Choker, Advanced (6)      CR 10  
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ATL 11 

 Choker, Greater (3)           CR 10  
CE Medium aberration 
Init +8; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 19, touch 13, flat-footed 16; (+3 Dex, +6 natural) 
hp 93 (10d8+40) 
Fort +5, Ref +6, Will +10 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +15 (1d6+7 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d6+7), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 24, Dex 17, Con 19, Int 8, Wis 17, Cha 11 
Base Atk +7; CMB +12 (+17 grappling); CMD 26 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +20, Stealth +18; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 
 

ATL 13 

 Choker, Greater (6)           CR 13 
 

ATL 15 

 Choker, Greater (8)           CR 14 
 
 
 
 

 AREA 110 STAIRWAY 
Polished white stone steps, free of dust and 
unscuffed by the countless boots that surely must 
have traveled the winding stairway, spiral 
downward and disappear into the darkness.  The 
wall to the left of the stair bears a set of four 
wooden levers, all set in various positions. 
 
CHALLENGE LOCATION A1c 
 
The stairs that the PCs see are an illusion, and are not 
real.  A PC stepping onto the first step must make a 
Reflex save DC 15 or fall 10 ft. to the landing below 
taking 1d6 points of damage.  The four levers move 
up and down easily and silently.  They are currently 
positioned (left to right) UP-DOWN-DOWN-
CENTER.  [The PCs are not the only group to locate 
and brave the outpost since Artos’ party was here.  
Other groups have attempted to learn what remains, 
and one of those groups is responsible for altering the 
position of the levels after Artos’ group used the 
stairs.] 

The stairway is in four segments, with a solid stone 
landing between each segment, leading to the second 
level.  The space directly under the steps is actually 
hollow, allowing for a drop of up to 50 ft, if the stairs 
are not ‘active’.  Vertically, the segments are 10 ft. 
apart, though a character traversing the spiraling stair 
will travel twice that distance to reach the landing.  
The landings between the segments are not directly 
beneath each other, but are offset slightly.   Each of 
the levers controls one segment.  A lever in the 
‘DOWN’ position activates a series of invisible 
planes of force that makes up each step in the 
segment.  A lever in the ‘CENTER’ position turns 
off the plane of force, leaving open space in that 
segment.  A lever in the ‘UP’ position creates the 
illusion of polished white stone steps in that segment, 
though there is nothing there to support a creature 
stepping onto the stair.  The PCs may bypass the 
‘trap’ either by properly manipulating the levers or 
by any means that does not require them to make 
contact with the steps (fly, spider climb, etc).   The 
levers may be manipulated in any order, as long as 
the all end up in the proper positions.  The proper 
position for the levers is DOWN-DOWN-DOWN-
DOWN. 

The broken skeleton of a goblin lies in a jumbled pile 
underneath the stairs at the bottom. 
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Artos and his companions used this stairway to 
descend into the lower levels of the outpost.  He 
knows that the stairs are not what they appear to be, 
but does not recall the correct position of the levers. 
 

 AREA 111 EMPTY 
Whatever this room’s original purpose, bare walls 
and a dust-covered floor are all that remain.  

This 15 ft. by 20 ft. room is empty and unremarkable. 

Artos and his companions did not visit this room. 
 
 AREA 112 EMPTY 
The empty walls offer no hint of this room may once 
have been used for.  

This 10 ft. by 15 ft. room is empty and unremarkable. 

Artos and his companions did not visit this room. 
 
 AREA 113 OFFICE 
A heavy wooden desk on the south wall holds a pot 
of ink, several quills and a stack of blank 
parchment.  A locked wooden cabinet hangs on the 
east wall and a quartet of iron bound chests sit on 
the floor. 

The cabinet and the chests are locked.  The keys to 
both the cabinet and the chests are in Area 116, the 
Castellan’s Chamber.  Opening either the cabinet or 
the chests without a key requires a successful Disable 
Device check DC 20, or a Strength check DC 15 to 
break through the wood.  The cabinet contains jars of 
rare spices.  While still useable, they are too old and 
stale to be of any real sale value.  The desk also 
contains a leather pouch with four polished stone 
rods.  Each foot long rod is 1 inch in diameter and 
tapers down to ¼ inch, and is marked with a different 
symbol on the face of the large end ( ,  () , |  , ).    
The rods are the key to successfully traversing the 
main staircase on levels three and four of the outpost. 

Artos and his companions did not visit this room. 
 

 AREA 114 STORAGE 
Walls filled with shelves and rows racks for stacking 
barrels mark this now empty chamber as a 
storeroom. 

This 25 ft. by 35 ft. room contains nothing of value. 

Artos and his companions did not visit this room. 
 
 AREA 115 HERBAL 
Shelves filled with small pottery jars line the walls 
and a long workbench holds mortars and pestles, 
bowls and a set of scales for weighing herbs and 
other ingredients.  A few bits of dried plant matter 
littler the work surface.  A steady stream of fresh 
cold water flows down from high on the wall in one 
corner, cascading into a natural rocky pool that the 
room seems to have been carved around. 

This natural indoor waterfall spring provides fresh 
water for the Herbal.  It also conceals a cleft in the 
rock wall behind it, which leads to a small rough 
chamber located on Path B. 

Artos and his companions did not visit this room. 
 
 AREA 116 CASTELLAN’S CHAMBER 
A simple bed, still precisely made up, takes up one 
corner of this small chamber.  A sturdy iron chest 
sits at the foot of the bed, and a shelf on the wall 
above it holds a few small personal knick knacks.  

This room is one of the few in the complex that isn’t 
covered in dust.  It looks as if the long lost castellan 
could return at any moment.  The chest at the foot of 
the bed holds ring of iron keys and a small leather 
pouch containing a set of five disks roughly the size 
of gold coins.  Each disk is made of a different 
material (mithral, iron, darkwood, adamantine and 
stone).  The disks are the key to bypassing the cobra 
constructs on the fourth level.  The shelf holds a 
polished stone egg, a cold iron letter opener (1d3 
damage, treat otherwise as dagger) and a plain pipe 
with a small pouch of stale tobacco. 

Artos and his companions did not visit this room. 
 
 AREA 117 LIBRARY 
The inset stone shelves are empty of books, but a 
few rolls of parchment remain on the dusty 
surfaces.  

The scrolls are educational, rather than magical.  
There is a description of various types of gemstones 
and their values comparative to each other, a recipe 
for brewing a dwarven oatmeal stout ale and a map 
showing a set of rough-hewn passageways (Path B). 
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Artos and his companions visited this room, and 
located a book hinting that the dwarves abandoned 
the outpost because of something that they found 
when they breached a natural cavern down below 
during an attempt to expand the outpost.  The group’s 
mage tasked with carrying the book. 
 
 
 AREA 118 MAP ROOM 
Large full-color detailed maps of the Free Lands, 
the Delambir Mountains and Raia’s main continent 
dominate three of the room’s four walls.  Wooden 
racks on both sides of the door on the fourth wall 
contain dozens of small cubbies for holding 
individual rolled maps. 

The maps are painted directly on the wall, and cannot 
be removed, though they can be copied.  There are 
several blank rolls of parchment in the cubbies. 

Artos and his companions searched this room.  They 
located a map of the complex, and took it with them.  
It was being carried by Artos’ cohort Bren, a monk. 
 

Path A Level Two 
The PCs may traverse to the second level of the 
outpost by way of Area 110 (Stairway) or one of the 
two dumbwaiters located in Area 106 (Upper 
Kitchen) or 107 (Storage). 
 

 AREA 200 Stairway 
The stairway from the first to the second floors is 
controlled by the levers on the first floor.  The section 
between the second and third floors is controlled by 
four similar levers, lined up one above the other, that 
move left to right.  The current order of the levers is 
LEFT, CENTER, RIGHT, RIGHT. 

Polished red stone steps, unmarred and free of dust, 
spiral downward and disappear into the darkness.  
The wall to the left of the stair bears a set of four 
wooden levers, all set in various positions. 

The stairway is in four segments, with a solid stone 
landing between each segment, leading to the second 
level.  Vertically, the segments are 10 ft. apart, 
though a character traversing the spiraling stair will 
travel twice that distance to reach the landing.   Each 
of the levers controls one segment.  A lever in the 
‘LEFT’ position locks the steps of that segment in 

place.  A lever in the ‘CENTER’ position sets the 
steps of that segment in place, but does not lock 
them.  Any weight greater than 25 pounds will cause 
the steps in that segment to shift position and form a 
slide.  A PC stepping onto a segment with the lever in 
the ‘CENTER’ position must make a Reflex save DC 
18 or slide down the spiraling ramp, to break a thin 
breakaway panel in the wall at the bottom of the 
segment and impact with a set of iron spikes, taking 
1d6 points of damage.  If multiple consecutive 
segments are set to ‘slide’ then cumulative damage is 
sustained when a creature strikes the breakaway wall 
at the bottom.  A lever in the ‘RIGHT’ position 
causes the steps to lock into the slide position.  The 
PCs may bypass the ‘trap’ either by properly 
manipulating the levers or by any means that does not 
require them to make contact with the steps (fly, 
spider climb, etc).   The levers may be manipulated in 
any order, as long as the all end up in the proper 
positions.  The proper position for the levers is 
LEFT-LEFT-LEFT-LEFT. 

The desiccated remains of a goblin are impaled on 
the wall stakes at the bottom of the last segment. 
 
Artos and his companions used this stairway to 
descend into the lower levels of the outpost.  He 
knows that the stairs are not what they appear to be, 
but does not recall the correct position of the levers. 
 
 AREA 201 COUNCIL CHAMBER 
This chamber can be accessed either via the secret 
stairway in the alcove of the Great Hall Area 101 or 
from the second level corridor.  

A large polished stone table surrounded by a dozen 
carved wooden chairs dominates the center of the 
room.   A large hanging tapestry depicting the 
creation of the dwarven race by Lohm dominates 
the east wall.   

The door hidden behind the tapestry on the east wall 
leads to the stairs that end with the secret door at the 
back of the alcove in AREA 101.   

Artos and his companions did not visit this room. 
 
This room is the site of Challenge Location A2a.  
One or more gray oozes are in this room.  Noticing 
one of the transparent creatures requires a DC 15 
Perception check.  The creatures are marked on the 
map as a-h (number present varies by ATL). 
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CHALLENGE LOCATION A2a 
 
ATL 1 
 Gray Ooze, Lesser (1)        CR 2  
N Small ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 19 (2d8+10) 
Fort +6, Ref -4, Will -4 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +3 (1d6+2 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 1, Con 20, Int –, Wis 1, Cha 1 
Base Atk +2; CMB +3 (+7 grapple); CMD +8 (can’t 
be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 

walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
Does not take additional damage from precision-
based attacks, such as sneak attack. 
 
ATL 3 

 Gray Ooze, Lesser (2)        CR 4 

ATL 5 

 Gray Ooze (1)       CR 4  
N Medium ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 50 (4d8+32) 
Fort +9, Ref -4, Will -4 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +6 (1d6+4 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 16, Dex 1, Con 26, Int –, Wis 1, Cha 1 
Base Atk +3; CMB +6 (+10 grapple); CMD +11 
(can’t be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
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acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 
walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
- Does not take additional damage from precision-

based attacks, such as sneak attack. 
 

ATL 7 

 Gray Ooze (2)       CR 6  

ATL 9 

 Gray Ooze (4)       CR 8  

ATL 11 

 Gray Ooze, Greater (4)      CR 11  
N Medium ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 88 (7d8+56) 
Fort +10, Ref -3, Will -3 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +11 (1d6+6 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 

Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 20, Dex 1, Con 26, Int –, Wis 1, Cha 1 
Base Atk +6; CMB +9 (+12 grapple); CMD +14 
(can’t be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 
walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
- Does not take additional damage from precision-

based attacks, such as sneak attack. 
 
ATL 13 

 Gray Ooze, Greater (6)      CR 12 

ATL 15 

 Gray Ooze, Greater (8)     CR 13   
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 AREA 202 PRIVATE COUNCIL ROOM 
A large fireplace filled only with a small pile of 
ashes and a few bits of uncharred wood dominates 
the center of the room’s long wall.  The rest of the 
furniture is clustered in a small seating group at 
one end of the chamber, with a serving table at the 
opposite end. 

The room was used for more private and low-key 
meetings than the main Council Chamber or the 
Great Hall, but is otherwise unremarkable.   

Artos and his companions did not visit this room. 
 
 AREA 203-205 EMPTY 
These rooms are empty, with no indication of their 
original purpose. There is nothing of interest in any 
of these rooms. 

Artos and his companions did not visit these rooms. 
 
 AREA 206 LORD’S CHAMBER 
Most of the once rich trappings of this chamber are 
faded and rotted away.   

This was once the private chamber of the outpost’s 
commander.  Hidden beneath an armor stand in one 
corner is a trap door in the floor, revealing a shaft 
with a ladder leading down to the vault on the fifth 
level.  Locating the trap door requires a successful 
Perception check DC 30.  The trap door is magically 
sealed, and will open only for a dwarf.  The stone 
‘door’ has a hardness of 8 and 45 hit points.  The seal 
may be broken by a successful dispel magic against a 
caster level check DC 24. 

Artos and his companions visited this room, but 
found nothing of interest here. 
 
 AREA 207 LORD’S STUDY 
A heavy wooden desk and chair are all that remain 
of the furnishings in this private space.  

One drawer of the desk contains a black leather 
pouch with a set of five coin-sized disks, each made 
of a different material (adamantine, darkwood, iron, 
mithral and stone).  The PCs can use them to bypass 
the cobra constructs on the fifth level. The desk also 
contains a second leather pouch with four polished 
stone rods.  Each foot long rod is 1 inch in diameter 
and tapers down to ¼ inch, and is marked with a 
different symbol on the face of the large end ( ,  () , 

|  , ).  The rods are the key to successfully 
traversing the main staircase on levels three and four 
of the outpost. 

Artos and his companions visited this room, but 
found nothing of interest here. 
 
 AREA 208 BATH 
Copper pipes lead through the walls to a copper 
boiler with a small brazier underneath it.  Small 
pottery jars still the stone shelves hold a variety of 
bath salts and other luxuries.  

The jars contain a collection of rare bath salts that 
have some sale value back in Amthydor, particularly 
among wealthy noblewomen. 

Artos and his companions visited this room, but 
found nothing of interest here. 
 
 AREA 209-210 WARDROBES 
These two small rooms are ‘his’ (210) and ‘hers’ 
(209) wardrobes.  There is nothing of interest in this 
room. 

Artos and his companions visited this room, but 
found nothing of interest here. 
 
 AREA 211 LADY’S CHAMBER 
The last remnants of the furnishings in this 
chamber still show a woman’s touch, from the faded 
velvet hangings around the bed to the still-bright 
murals on the walls, depicting gentle scenes of 
dwarven home-life.  

There is nothing of interest in this room. 

Artos and his companions visited this room, but 
found nothing of interest here. 
 

 AREA 212 SOLAR 
Little remains in the room where the outpost’s Lady 
sat with her attendants.  

There is nothing of interest in this room. 

Artos and his companions visited this room, but 
found nothing of interest here. 
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 AREA 213 NURSERY 
Except for a few broken children's toys, several old 
bloodstains marking the floor and walls are the 
most obvious features here in what must have been 
a nursery, though there are no bodies or other 
evidence of who or what may have done battle here.  

The bloodstains are all that remain of the combat that 
took place in this room.  The scavengers in the 
complex that feed on organic matter have long since 
taken care of any bodies that were left behind. 

Artos and his companions visited this room, where 
they were attacked by a nest of large centipedes.   
Kirth, the party’s male Halfling cleric, was killed.  
They took his body to the infirmary, to be retrieved 
on the way out, but none of the companions survived 
to recover and bury their lost companions. 

 
 AREA 214 NANNY’S ROOM 
This chamber adjacent to the nursery once housed 
the nursemaid to the outpost lord’s children.   

There is nothing of interest in this room. 

Artos and his companions did not search this room, 
due to the attack that they just experienced in the 
adjacent nursery. 
 
 AREA 215 CHILDREN’S PLAYROOM & 

STUDY ROOM 
This room was the playroom and classroom for the 
children of the outpost lord and his ranking 
attendants.  There is nothing of interest in this room. 

Artos and his companions visited these rooms, but 
found nothing of interest here. 
 

 AREA 216-217 EMPTY 
This room is empty, with no indications as to its 
original purpose.  There is nothing of interest in this 
room. 

Artos and his companions visited these rooms, but 
found nothing of interest here. 
 

 AREA 218-225 GUEST ROOMS 
These chambers once served as guest 
accommodations for visitors to the outpost.  There is 
nothing of interest to be found in any of these rooms. 

Artos and his companions did not visit this room. 
 
 AREA 226-230 GUEST SUITES 
These suites once served as accommodations for 
ranking visitors to the outpost.  There is nothing of 
interest in this room. 

Artos and his companions did not visit this room. 
 
 AREA 231 LOWER KITCHEN 
Smaller than the kitchen above that serves the Great 
Hall, this smaller cooking space provides meals for 
the lower staff, servants, guards and workers.  

There is nothing of interest in this room. 

. Artos and his companions did not visit this room. 
 
 AREA 232 STORAGE 
A dumbwaiter connects this storeroom to the one 
above.  There is nothing of interest  to be found here. 

Artos and his companions did not visit this room. 
 
 AREA 233 SERVANTS’ COMMON ROOM 
This large common room once served as a 
gathering place for the off-duty servants and lesser 
staff of the outpost.  

There is nothing of interest in this room. 

Artos and his companions did not visit this room. 
 
 AREA 234-241  SERVANT ROOMS 
These chambers were once private rooms for mid-
level servants and staff.  There is nothing of interest 
in these rooms. 

Artos and his companions did not visit this room. 
 
 AREA 242 LAUNDRY 
Four large tubs once used to clean the laundry of 
the outpost’s inhabitants are now dry, the water 
long evaporated.  

There is nothing of interest in this room. 

Artos and his companions did not visit this room. 
 
 
 AREA 243 BATHING ROOM 
The room holds a series of recessed water-filled 
pools, separated by folding screens. 
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The ‘water’ in the pools are actually one or more 
water elementals (per ATL), which will attack when 
a PC comes within 5 feet of a pool. 

Artos and his companions did not visit this room. 
 
 
CHALLENGE LOCATION A2b 
 
ATL 1 
 Water Elemental, Small (#)      CR 1  
N Small outsider (elemental, extraplanar, water) 
Init +0; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 17, touch 11, flat-footed 17 (+6 natural, +1 size) 
hp 13 (2d10+2) 
Fort +4, Ref +3, Will +0 
Defensive Abilities nil; DR --/--; Immune elemental 
traits; Resist nil; SR nil 
Offense 
Speed 20 ft., swim 90 ft. 
Melee slam +5 (1d6+3) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks drench, vortex (DC 13), water 
mastery 
Statistics 
Str 14, Dex 10, Con 13, Int 4, Wis 11, Cha 11 
Base Atk +2; CMB +3; CMD +13 
Feats Power Attack 
Skills Acrobatics +4, Escape Artist +4, Knowledge 
(planes) +1, Perception +4, Stealth +8, Swim +14; 
Racial Modifiers none 
Languages Aquan 
SQ nil 
Special Abilities  
Drench (Ex) The elemental’s touch puts our 
nonmagical flames of Large size or smaller.  The 
creature can dispel magical fire it touches as dispel 
magic (caster level equals elemental’s HD). 
Vortex (Su) A water elemental can create a 
whirlpool as a standard action, at will.  This ability 
functions identically to the whirlwind special attack, 
but can only form underwater and cannot leave the 
water. 
Water Mastery (Ex) A water elemental gains a +1 
bonus on attack and damage rolls if both it and its 
opponent are touching water.  If the opponent or the 
elemental is touching the ground, the elemental takes 
a -4 penalty on attack and damage rolls.  These 
modifiers apply to bull rush and overrun maneuvers, 

whether the elemental is initiating or resisting these 
kinds of attacks. 
 
ATL 3 

 Water Elemental, Small (3)       CR 4 

ATL 5 

 Water Elemental, Medium (2)       CR 5  
N Medium outsider (elemental, extraplanar, water) 
Init +1; Senses darkvision 60 ft.; Perception +5 
Defense 
AC 17, touch 11, flat-footed 17 (+1 Dex, +6 natural) 
hp 30 (4d10+8) 
Fort +6, Ref +5, Will +1 
Defensive Abilities nil; DR --/--; Immune elemental 
traits; Resist nil; SR nil 
Offense 
Speed 20 ft., swim 90 ft. 
noneMelee slam +7 (1d8+4) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks drench, vortex (DC 15), water 
mastery 
Statistics 
Str 16, Dex 12, Con 15, Int 4, Wis 11, Cha 11 
Base Atk +4; CMB +7; CMD +18 
Feats Cleave, Power Attack 
Skills Acrobatics +6, Escape Artist +6, Knowledge 
(planes) +2, Perception +5, Stealth +6, Swim +16; 
Racial Modifiers none 
Languages Aquan 
SQ nil 
Special Abilities  
Drench (Ex) The elemental’s touch puts our 
nonmagical flames of Large size or smaller.  The 
creature can dispel magical fire it touches as dispel 
magic (caster level equals elemental’s HD). 
Vortex (Su) A water elemental can create a 
whirlpool as a standard action, at will.  This ability 
functions identically to the whirlwind special attack, 
but can only form underwater and cannot leave the 
water. 
Water Mastery (Ex) A water elemental gains a +1 
bonus on attack and damage rolls if both it and its 
opponent are touching water.  If the opponent or the 
elemental is touching the ground, the elemental takes 
a -4 penalty on attack and damage rolls.  These 
modifiers apply to bull rush and overrun maneuvers, 
whether the elemental is initiating or resisting these 
kinds of attacks. 
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ATL 7 

 Water Elemental, Medium (4)      CR 7  
 
ATL 9 

 Water Elemental, Large (4)       CR 9  
N Large outsider (elemental, extraplanar, water) 
Init +2; Senses darkvision 60 ft.; Perception +9 
Defense 
AC 18, touch 12, flat-footed 15 (+2 Dex, +1 dodge, 
+6 natural, -1 size) 
hp 68 (8d10+24) 
Fort +9, Ref +8, Will +2 
Defensive Abilities nil; DR 5/--; Immune elemental 
traits; Resist nil; SR nil 
Offense 
Speed 20 ft., swim 90 ft. 
noneMelee slam +12 (1d8+5) 
Ranged nil 
Space 10 ft.; Reach 10 ft. 
Special Attacks drench, vortex (DC 19), water 
mastery 
Statistics 
Str 20, Dex 14, Con 17, Int 6, Wis 11, Cha 11 
Base Atk +8; CMB +14; CMD +27 
Feats Cleave, Dodge, Great Cleave, Power Attack 
Skills Acrobatics +9, Escape Artist +11, Knowledge 
(planes) +5, Perception +9, Stealth +5, Swim +24; 
Racial Modifiers none 
Languages Aquan 
SQ nil 
Special Abilities  
Drench (Ex) The elemental’s touch puts our 
nonmagical flames of Large size or smaller.  The 
creature can dispel magical fire it touches as dispel 
magic (caster level equals elemental’s HD). 
Vortex (Su) A water elemental can create a 
whirlpool as a standard action, at will.  This ability 
functions identically to the whirlwind special attack, 
but can only form underwater and cannot leave the 
water. 
Water Mastery (Ex) A water elemental gains a +1 
bonus on attack and damage rolls if both it and its 
opponent are touching water.  If the opponent or the 
elemental is touching the ground, the elemental takes 
a -4 penalty on attack and damage rolls.  These 
modifiers apply to bull rush and overrun maneuvers, 
whether the elemental is initiating or resisting these 
kinds of attacks. 
 

ATL 11 

 Elemental, Large (4)                 CR 10  
 
ATL 13 

 Water Elemental, Greater (2)       CR 11  
N Huge outsider (elemental, extraplanar, water) 
Init +5; Senses darkvision 60 ft.; Perception +16 
Defense 
AC 23, touch 14, flat-footed 17 (+5 Dex, +1 dodge, 
+9 natural, -2 size) 
hp 123 (13d10+52) 
Fort +12, Ref +15, Will +4 
Defensive Abilities nil; DR 10/--; Immune 
elemental traits; Resist nil; SR nil 
Offense 
Speed 20 ft., swim 90 ft. 
Melee 2 slams +20 (2d8+9) 
Ranged nil 
Space 15 ft.; Reach 15 ft. 
Special Attacks drench, vortex (DC 25), water 
mastery 
Statistics 
Str 28, Dex 20, Con 19, Int 8, Wis 11, Cha 11 
Base Atk +13; CMB +24; CMD +40 
Feats Cleave, Dodge, Great Cleave, Improved Bull 
Rush, Improved Sunder, Lightning Reflexes, Power 
Attack 
Skills Acrobatics +18, Escape Artist +20, Knowledge 
(planes) +12, Perception +16, Stealth +10, Swim 
+30; Racial Modifiers none 
Languages Aquan 
SQ nil 
Special Abilities  
Drench (Ex) The elemental’s touch puts our 
nonmagical flames of Large size or smaller.  The 
creature can dispel magical fire it touches as dispel 
magic (caster level equals elemental’s HD). 
Vortex (Su) A water elemental can create a 
whirlpool as a standard action, at will.  This ability 
functions identically to the whirlwind special attack, 
but can only form underwater and cannot leave the 
water. 
Water Mastery (Ex) A water elemental gains a +1 
bonus on attack and damage rolls if both it and its 
opponent are touching water.  If the opponent or the 
elemental is touching the ground, the elemental takes 
a -4 penalty on attack and damage rolls.  These 
modifiers apply to bull rush and overrun maneuvers, 
whether the elemental is initiating or resisting these 
kinds of attacks. 
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ATL 15 

 Water Elemental, Greater (4)       CR 13  
 
 
 AREA 244-245 STAFF QUARTERS 
These two rooms were once occupied by members of 
the outpost’s staff. 

Artos and his companions did not visit this room. 
 
 AREA 246-249 STAFF DORMITORIES 
Each of these rooms holds four beds, each paired 
with a small chest, and served as quarters for the 
outpost’s common servants.  There is nothing of 
interest in these rooms. 

Artos and his companions did not visit this room. 
 
 AREA 250 HEALER’S QUARTERS 
The healer’s quarters, located adjacent to the 
infirmary, allowed the outpost’s healer to constantly 
supervise the recovery of his patients.   There is 
nothing of interest in this room. 

Artos and his companions visited this room briefly, 
while laying out the body of their deceased friend, 
but found nothing of interest. 
 
 AREA 251 INFIRMARY 
Up to a dozen patients may once have been tended 
at one time in this infirmary.  Now only a single 
body, the skin mummified to the consistency of 
leather, occupies the space.  The robed figure 
appears to have been laid out with gentle care. 

The body is that of Kirth, the group’s Halfling cleric 
(Sorena) 

Artos and his companions placed the body of their 
fallen companion here, intending to come back and 
retrieve it later, to return to Amthydor for burial, but 
none of the group survived their mission. 
 
 AREA 252-257 STAFF QUARTERS 
Each of these chambers once housed up to two 
members of the outpost’s staff. 

Artos and his companions did not visit this room. 
 
 AREA 258 SERVANTS’ BATH 
The four screened bathing pools in this room served 
the senior staff of the outpost. 

Artos and his companions did not visit this room. 
 
 AREA 259-262 STAFF QUARTERS 
Each of these chambers once housed up to two 
members of the outpost’s staff. 

Artos and his companions did not visit this room. 
 
Path A Level Three 
The PCs may reach the third floor of the outpost via 
the main staircase [Map Section F, all floors]. 
 

 AREA 300 Stairway 
 
CHALLENGE LOCATION A3a 
 
The stairway from the third to the fourth floor is 
controlled by four one inch diameter holes in the wall 
next to the stairway.  The holes taper subtly as they 
go deeper into the wall, making it difficult to 
determine exactly what size they are at the deepest 
point.  Each of the four polished stone rods (found in 
sets, is one foot long rod and 1 inch in diameter 
tapering down to ¼ inch, and is marked with a 
different symbol on the face of the large end ( ,  () , 
|  , ).  Each rod must be placed in a different hole.  
The correct order is | - () -  -  (The number of 
lines correspond to the numbers 1 – 2 – 3 – 4, the 
order in which the rods match up with the holes). 
When a rod is placed in the correct hole, it will fit 
flush and tight in the hole.  A rod in the incorrect hole 
will not settle flush with the wall and will rattle.  
Each of the holes, and the stone rods that go in them 
like keys, controls one segment.  The first hole 
corresponds to the first section of the stairway, the 
second hole to the second section, etc.  The PCs have 
two opportunities to place the correct rod in each 
hole.  The third time that an incorrect rod (or 
anything else) is inserted into a hole, a spell trap is 
activated in the corresponding segment of the 
stairway.  The trap is discharged when a character 
reaches the 5th step of the segment.  It is possible that 
not all segments of the stairway are trapped, 
especially at lower ATLs. 

Polished gray stone steps, unmarred and free of 
dust, spiral downward and disappear into the 
darkness.  The wall to the left of the stair bears a 
single row of small holes in the stone wall. 
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The stairway is in four segments, with a solid stone 
landing between each segment, leading to the second 
level.  Vertically, the segments are 20 ft. apart, 
though a character traversing the spiraling stair will 
travel twice that distance to reach the landing.    

The group’s mage, Kaldren Whitestar, was killed 
when he accidentally sprang a trap on the 3rd section 
of the stairway.  Artos believes that the rod with the 
symbol  goes in the 3rd hole. 
 
ATL 1 
 Burning Hands Trap (Segment 2 only)     CR 2 
Type magic; Perception DC 26; Disable Device DC 
26 
Effect spell effect (burning hands, 2d4 fire damage, 
DC 11 Reflex save for half damage); multiple targets 
(all targets in a 15-ft. cone) 
 
ATL 3 
 Acid Arrow Trap (Segments 2 and 4 only)    

CR 3 
Type magic; Perception DC 27; Disable Device DC 
26 
Effect spell effect (acid arrow, Atk +2 ranged touch, 
2d4 acid damage for four rounds 
 
ATL 5 
 Fireball Trap (Segments 1 and 4 only)  CR 5 
Type magic; Perception DC 28; Disable Device DC 
28 
Effect spell effect (fireball, 6d6 fire damage, DC 14 
Reflex save for half damage); multiple targets (all 
targets in a 20 ft.-radius burst) 
 
ATL 7 
 Flame Strike Trap (Segments 2 and 4 only)    

CR 6 
Type magic; Perception DC 30; Disable Device DC 
30 
Effect spell effect (flame strike, 8d6 fire damage, DC 
17 Reflex save for half damage); multiple targets (all 
targets in a 10 ft.-radius cylinder) 
 
ATL 9 
 Energy Drain Trap (Segments 1 and 4)     CR 

10 
Type magic; Perception DC 34; Disable Device DC 
34 

Effect spell effect (energy drain, Atk +10 ranged 
touch, 2d4 temporary negative levels, DC 23 
Fortitude negates after 24 hours) 
 
ATL 11 
 Cone of Cold Trap (Segments 1, 2 and 4)    CR 

11 
Type magic; Perception DC 30; Disable Device DC 
30 
Effect spell effect (cone of cold, 15d6 cold damage, 
DC 17 Reflex save for half damage); multiple targets 
(all targets in a 60 ft. cone) 
 
ATL 13 
 Maximized Fireball Trap (Segments 1, 3 and 

4)    CR 13 
Type magic; Perception DC 31; Disable Device DC 
31 
Effect spell effect (fireball, 60 fire damage, DC 14 
Reflex save for half damage); multiple targets (all 
targets in a 20 ft.-radius burst) 
 
ATL 15 
 Empowered Disintigrate Trap (All segments)    

CR 16 
Type magic; Perception DC 33; Disable Device DC 
33 
Effect spell effect (empowered disintigrate, Atk +9 
ranged touch, 30d6 damage plus 50%, DC 19 Fort 
save reduces the damage to 5d6 plus 50%) 
 
 AREA 301 ARMORY 
A cluster of bizarre insect-like creatures with 
armored hides and large feathery antennae swarms 
around the door.     

The rust monsters have climbed in through a crack 
that has developed in the corner of the room next to 
the lift shaft, due to the geological instability and the 
shifting of the earth in the area.  They have also used 
the shaft to access the area of the Forge on the fourth 
level, consuming the tools and materials located 
there.    

Artos and his companions visited this room, but did 
not encounter the rust monsters. 
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CHALLENGE LOCATION A3b 
 
ATL 1 
 Rust Monster, Juvenile (1)       CR 2 
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 16, touch 13, flat-footed 13; (+3 Dex, +3 natural) 
hp 14 (3d8) 
Fort +1, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +5 (1d3), antennae +0 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 11, Int 2, Wis 13, Cha 8 
Base Atk +2; CMB +2; CMD +15 (+19 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +6, Perception +10; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects). 
 
 
 
 
 
 
 

ATL 3 

 Rust Monster (1)         CR 3  
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 18, touch 13, flat-footed 15; (+3 Dex, +5 natural) 
hp 27 (5d8+5) 
Fort +2, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +6 (1d3), antennae +1 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8 
Base Atk +3; CMB +3; CMD 16 (+20 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +8, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects).  
  
ATL 5 

 Rust Monster (2)         CR 5  
  
ATL 7 

 Rust Monster (4)         CR 7  
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ATL 9 

 Rust Monster, Advanced (4)       CR 9  
N Medium aberration 
Init +4; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 21, touch 15, flat-footed 16; (+4 Dex, +1 dodge, 
+6 natural) 
hp 51 (8d8+16) 
Fort +4, Ref +7, Will +7 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +8 (1d4), antennae +3 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 18, Con 15, Int 2, Wis 13, Cha 8 
Base Atk +5; CMB +5; CMD +18 (+22 vs trip) 
Feats Ability Focus (rust), Dodge, Skill Focus 
(Perception), Weapon Finesse 
Skills Climb +10, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects). 
 
ATL 11 

 Rust Monster, Advanced (6)       CR 11  
 

ATL 13 

 Rust Monster, Advanced (8)       CR 13  

ATL 15 

 Rust Monster, Advanced (12)       CR 14  
 
 AREAS 302-304 WORKROOMS 
Small tools are scattered across the surface of the 
wooden workbenches on both sides of the room, 
almost as if the occupants dropped what they were 
doing to attend to a more urgent matter. 

These smaller workrooms hold benches and small 
tools for repair, fitting and detail work on the 
weapons and armor stored in the armory. 

Artos and his companions visited these rooms. 
 
 AREA 305 WORKROOM 
By all the evidence, the outpost’s artisans and 
smiths completed fine detail work at the wooden 
work tables that both sides of the room.  Now, 
instead of tools and half finished weapons, two 
blanket-draped figures occupy the workspace.  

Like the neighboring rooms making up Areas 302 – 
304, this workroom was used for completing fine 
detail work on the weapons and armor produced in 
the Forge on the level below.  The bodies are those of 
a human male wearing simple clothes and a symbol 
of Galvandt and a half elven female in sturdy 
leathers.  The pair are Brother Bren, monk cohort of 
Artos Colburn, and Fallon, the rogue who 
accompanied Colburn into the caverns.  If the PCs 
make use of detect magic or search the desiccated 
bodies  they will find a ring and a magic belt. 

Artos and his companions visited these rooms, where 
they encountered a group of creatures each 
resembling a brain with four clawed feet.  Brother 
Bren and Fallon were both killed in the fighting.  The 
survivors laid the bodies out on two of the work 
tables, intending to return for them on the way out 
and take them back to Amthydor for burial. 

PCs succeeding at a Knowledge (arcane or nature) 
DC 10+ATL will recognize the description as an 
intellect devourer (PF Bestiary p180). 
 
 AREA 306 BATH 
This room served as the baths for the artisans residing 
in this section of the outpost. 

Artos and his companions did not visit this room. 
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 AREA 307-327 ARTISANS’ QUARTERS 
These rooms housed the outpost’s skilled artisans and 
craftsmen.   

Artos and his companions did not visit this room. 
 

 AREA 328 COMMON AREA 
This room served as the common area and dining hall 
for the artisans housed in this section of the outpost, 
and receives its meal deliveries via the dumbwaiter 
from the upper kitchen. 

Artos and his companions did not visit this room. 
 

 AREA 329 STORAGE 
Only a few tattered and moldy blankets remain to 
mark this room as having served as storage for the 
linens and household goods used by the outpost’s 
workers. 

There is nothing of real interest here. 

Artos and his companions did not visit this room. 
 
Path A Level Four 
The PCs may reach the fourth floor of the outpost via 
the main staircase [Map Section F, all floors]. 
The PCs are not the only living beings on this level.  
Any time the party exits a room while on this level 
the PCs may make a Perception check DC10 + ATL 
to hear the dark creepers moving around 
 
 AREA 400 Stairway 
 
The stairway between the fourth and fifth floors is 
untrapped, but feel free to make the PCs paranoid if 
time permits.   
  
 AREA 401 FORGE 
Once filled with the ringing clash of hammers and 
the roar of flames in the large furnaces, the forge 
now stands silent and empty.   A large stone anvil 
takes center stage on the right wall, between the two 
chimneys that vent the heat and smoke of the forge 
fires.  

The metal tools and unfinished metal projects left 
behind by the dwarves have been consumed by the 
rust monsters currently residing in the armory on the 

third level.  PCs searching the forge area will find the 
cremated remains of a humanoid in the left furnace. 

Artos and his companions encountered a mimic here, 
where it was posing as a second large anvil. Zajara, 
the group’s half-orc fighter, died in the encounter.  A 
worshiper of Zara, her last request was to be 
cremated if she died.  Her companions honored her 
wishes, lighting the forge fires for the purpose. 
 
 
 AREA 402 STORAGE 
A heavy stone door has protected the contents of 
this room from the ravages of time and scavengers. 

This storage room once held blocks of precious 
metals waiting to be worked, though only a few 
pieces now remain to be claimed by the heroes. 

Artos and his companions investigated this room this 
room, finding the ingots of mithral and adamantine, 
but intended to return for them later, not wanting to 
be burdened with the weight while they explored the 
rest of the complex. 
 
 AREA 403 POTTERY 
Broken shards and a few intact pieces of crockery 
are all that remain here. 

There is nothing of any interest remaining in the 
pottery. 

Artos and his companions searched this room. 
 
 AREA 404 BREWERY 
Large copper vats once held the product of the 
dwarven brewers’ finest art, but now stand empty. 

There is nothing of interest remaining in the brewery. 

Artos and his companions searched this room. 
 
 AREA 405 WOOD SHOP 
Worktables are covered with seasoned wooden 
barrel staves, while finished casks are stacked in 
neat rows against the wall. 

This room was used to prepare and finish the wooden 
casks and kegs used for storing the beverages 
produced in the brewery and distillery.   

Artos and his companions searched this room. 
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 AREA 406 TANNERY 
Rolled and folded hides are brittle with age, and 
stone tanks once filled with tanning solution stand 
empty. 

Leather used for wineskins, heat resistant aprons and 
other uses was prepared here.    

Artos and his companions did not visit this room. 
 

 AREA 407 CASK STORAGE 
A few of the casks remaining in this room still 
contain liquid, though any PC drinking the contents 
must make a Fortitude save DC 25 or suffer 1d3 Str 
damage and be sickened for twelve hours.    

Artos and his companions did not visit this room. 
 

 AREA 408 CASK STORAGE 
Small casks rest in stacked wooden racks, and 
glazed ceramic bottles are lined up on shelves.  
Dark clad figures scurry back at your entrance.  

The distilled spirits remaining in this room have fared 
far better than the few casks of beer left behind in 
room 407.  Two bottles of dwarven brandy may be 
claimed by the PCs.   The figures in the room are 
dark creepers (dark stalkers at higher ATLs).  They 
are dressed in filthy black rags, with only their pale 
white hands and long noses visible (creepers) or in 
black leather armor, with only their soulless black 
eyes visible (stalkers).  The dark creepers have 
gained access to the complex through the caverns of 
Path C, and are exploring under the orders of their 
dark stalker masters.  They cannot be negotiated with 
and will attack the PCs. 

Artos and his companions did not visit this room. 
 
CHALLENGE LOCATION A4a 
 
ATL 1 
 Dark Creeper (1)                   CR 2  
CN Small humanoid (dark folk) 
Init +3; Senses see in darkness; Perception +4 
Defense 
AC 16, touch 14, flat-footed 13; (+2 armor, +3 Dex, 
+1 size) 
hp 19 (3d8+6) 
Fort +3, Ref +6, Will +1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 

Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee dagger +6 (1d3/19-20 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks death throws, sneak attack (+1d6) 
Spell-Like Abilities (CL 3rd) 
At will – darkness, detect magic 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 11, Dex 17, Con 14, Int 9, Wis 10, Cha 8 
Base Atk +2; CMB +1; CMD +14  
Feats Skill Focus (sleight of hand), Weapon Finesse 
Skills Climb +8, Perception +4, Sleight of Hand +7, 
Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk 
SQ poison use, rag armor 
Treasure dagger 
Special Abilities  
Death Throes (Su) When a dark creeper is slain, its 
body combusts in a flash of bright white light, 
leaving its gear in a heap on the ground.  All 
creatures within a 10-foot burst must make a DC 13 
Fortitude save or be blinded for 1d6 rounds.  Other 
dark creepers within 10 feet are automatically blinded 
for at least 1 round, due to their light blindness.  The 
save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Dark creepers favor a foul-smelling 
paste distilled from certain deep-underground fungi 
known as black smear – injury; save Fort DC 15; 
frequency 1/round for 6 rounds; effect 1d2 Str; cure 1 
save 
Rag Armor (Ex) A dark creeper’s multiple layers of 
filthy rags function as leather armor when worn by 
one of their kind. 
See in Darkness (Su) A dark creeper can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
 
 
ATL 3 
 Dark Creeper (2)                   CR 3  
 
ATL 5 
 Dark Creeper (4)                   CR 5  
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ATL 7 
 Dark Creeper (8)                   CR 8  
 
ATL 9 
 Dark Stalker  (3)                   CR 7  
CN Medium humanoid (dark folk) 
Init +4; Senses see in darkness; Perception +8 
Defense 
AC 18, touch 14, flat-footed 14; (+2 armor, +4 Dex, 
+2 natural) 
hp 39 (6d8+12) 
Fort +4, Ref +9, Will +2 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee 2 short swords +6/+6 (1d6+2 plus poison/19-
20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks death throes, sneak attack (+3d6) 
Spell-Like Abilities (CL 6th) 
At will – darkness, detect magic, fog cloud 
Statistics 
Str 14, Dex 18, Con 14, Int 9, Wis 11, Cha 13 
Base Atk +4; CMB +6; CMD +20  
Feats Double Slice, Two-Weapon Fighting, Weapon 
Finesse 
Skills Climb +10, Perception +10, Sleight of Hand 
+5, Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk, Undercommon 
SQ poison use 
Treasure leather armor, short swords (2) 
Special Abilities  
Death Throes (Su) When a dark stalker is slain, its 
body combusts in a flash of bright white flame.  This 
acts like a fireball that deals 3d6 points of fire 
damage to all creatures within a 20-foot-radius burst.  
A DC 15 Reflex save halves this damage.  A dark 
stalker’s gear and treasure are unaffected by this 
explosion.  The save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Like their diminutive kin, the dark 
creepers, dark stalkers use balck poison on their 
weapons.  
Black Smear – injury; save Fort DC 15; frequency 
1/round for 6 rounds; effect 1d2 Str; cure 1 save 

See in Darkness (Su) A dark stalker can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
 
 Dark Creeper (4)                   CR 6  
CN Small humanoid (dark folk) 
Init +3; Senses see in darkness; Perception +4 
Defense 
AC 16, touch 14, flat-footed 13; (+2 armor, +3 Dex, 
+1 size) 
hp 19 (3d8+6) 
Fort +3, Ref +6, Will +1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee dagger +6 (1d3/19-20 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks death throws, sneak attack (+1d6) 
Spell-Like Abilities (CL 3rd) 
At will – darkness, detect magic 
Statistics 
Str 11, Dex 17, Con 14, Int 9, Wis 10, Cha 8 
Base Atk +2; CMB +1; CMD +14  
Feats Skill Focus (sleight of hand), Weapon Finesse 
Skills Climb +8, Perception +4, Sleight of Hand +7, 
Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk 
SQ poison use, rag armor 
Treasure dagger 
Special Abilities  
Death Throes (Su) When a dark creeper is slain, its 
body combusts in a flash of bright white light, 
leaving its gear in a heap on the ground.  All 
creatures within a 10-foot burst must make a DC 13 
Fortitude save or be blinded for 1d6 rounds.  Other 
dark creepers within 10 feet are automatically blinded 
for at least 1 round, due to their light blindness.  The 
save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Dark creepers favor a foul-smelling 
paste distilled from certain deep-underground fungi 
known as black smear – injury; save Fort DC 15; 
frequency 1/round for 6 rounds; effect 1d2 Str; cure 1 
save 



LSJ74 - A Grave Undertaking Page 32 

Rag Armor (Ex) A dark creeper’s multiple layers of 
filthy rags function as leather armor when worn by 
one of their kind. 
See in Darkness (Su) A dark creeper can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
 
ATL 11 
 Dark Stalker  (5)                   CR 7  
 Dark Creeper (4)                   CR 6  
 
 
ATL 13 
 Dark Stalker  (6)                   CR 8  
 Dark Creeper (4)                   CR 6  
 
 
ATL 15 
 Dark Stalker  (6)                   CR 8  
 Dark Creeper (6)                   CR 7  
 
The dark creepers and dark stalkers have only 
recently discovered the outpost, and were exploring it  
in the hopes of using it for their own purposes.  They 
do not speak Common.  If the PCs are able to 
communicate with them, they know nothing about 
Artos Colburn’s quest or where his body or the sword 
might be found.  They have not yet been to the 5th 
level to discover the sealed cavern there. 
 
 AREA 409 DISTILLERY 
Someone or something visiting this room before you 
damaged the six copper stills once used by the 
dwarves to produce spirits. 

The broken bits and pieces can be collected and 
pieced together to produce a single complete still.  

Artos and his companions did not visit this room. 
 
 AREA 410-413 EMPTY 
These rooms are empty, with no hint of what they 
may once have been used for.  There is nothing of 
interest in these rooms.  

Artos and his companions did not visit these rooms. 
 
 AREA 414 EMPTY 
This room is empty except for a narrow crack in the 
far corner, from floor to ceiling.  The crack is wide 
enough for a Small or Medium creature in light armor 

to pass through.  It is too narrow for a Large creature, 
even one not wearing armor. This is how the dark 
stalkers and dark creepers gained access to the 
outpost complex.  

Artos and his companions did not visit this room. 
 
 AREA 415 EMPTY 
This room is empty, with no hint of what it may once 
have been used for.  There is nothing of interest in 
this room.  

Artos and his companions did not visit this room. 
 
 AREA 416 STORAGE 
This storage room contains only empty shelves and 
racks for holding the goods produced in the 
workrooms on this level. 

Artos and his companions did not visit this room. 
 
 AREA 417 MUSHROOM ROOM 
Shallow trays of pale mushrooms are stacked in 
long racks around the room. 

PCs succeeding on a Wisdom check DC 15 can 
realize that the mushrooms appear to be regularly 
tended by someone.   A successful DC 15 Knowledge 
(nature) or Profession (cook or herbalist) will allow a 
PC to identify (and harvest) one pound of rare white 
lace mushrooms, prized by gourmets for their 
exquisite delicate flavor. 

Artos and his companions did not visit this room. 
 
Path A Level Five 
The PCs may reach the fifth floor of the outpost via 
the main staircase [Map Section F, all floors].  A 
second staircase from the fourth level leads only to 
the detention portion of this level, where prisoners 
were kept.  The detention area does not connect to the 
rest of the complex on this floor. 
 
. AREA 501 VAULT 

A narrow hallway stretches some 90 feet ahead, to 
end at a sturdy looking door. 
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CHALLENGE LOCATION A5a 
 
The corridor is 5 feet wide, 10 feet high and 90 feet 
long.  Beginning at the 25-foot mark (marked ‘1’ on 
the map), the hall is trapped every 10 feet.  The 
control to deactivate the trap is located 10 feet before 
the first trapped square, in the space marked ‘D’ on 
the map.  The trap will not actually trigger until a 
creature steps on the space marked ‘7’.  At that time 
transparent crystal walls will rise from the floor to 
divide the entire corridor from ‘1’ to ‘7’ into 5-foot 
segments.  The numbered segments will fill with 
liquid, while the segments in between will fill with 
sand.  The crystal walls reach from floor to ceiling.  
A PC making a successful Reflex save DC 10 + ATL 
may shift 5 feet, provided that there is an adjacent 
unoccupied square. 
Each chamber will fill at the rate of one foot per 
round.  If the wall between two chambers is broken, 
and the contents of the two chambers merge, a drain 
in the ‘sand’ chamber will allow the resulting mixture 
to drain off at half of that rate (1 foot per 2 rounds). 
 

ATL 1 
 Crystal Chamber Trap        CR 1 
Type mechanical; Perception DC 20; Disable 
Device DC 20 
The crystal walls are 1 inch thick, with 10 hp and a 
hardness of 3. 
Effect liquid chamber water, sand chamber burning 
sand (1d2 fire damage per round of exposure), mixed 
chamber (1d2-1 fire damage per round of exposure) 
 
ATL 3 
 Crystal Chamber Trap        CR 3 
Type mechanical; Perception DC 20; Disable 
Device DC 20 
The crystal walls are 1 inch thick, with 10 hp and a 
hardness of 5. 
Effect liquid chamber water, sand chamber burning 
sand (1d4 fire damage per round of exposure), mixed 
chamber (1d3 fire damage per round of exposure) 
 
ATL 5 
 Crystal Chamber Trap        CR 5 
Type mechanical; Perception DC 20; Disable 
Device DC 20 
The crystal walls are 1 inch thick, with 15 hp and a 
hardness of 5. 

Effect liquid chamber boiling water (1d3 fire damage 
per round of exposure), sand chamber burning sand 
(1d4 fire damage per round of exposure), mixed 
chamber (1d3+1fire damage per round of exposure) 
 
ATL 7 
 Crystal Chamber Trap        CR 7 
Type mechanical; Perception DC 25; Disable 
Device DC 25 
The crystal walls are 2 inch thick, with 20 hp and a 
hardness of 5. 
Effect liquid chamber boiling oil (1d4 fire damage 
per round of exposure), sand chamber burning sand 
(2d4 fire damage per round of exposure), mixed 
chamber (1d4+1 fire damage per round of exposure) 
 
 
ATL 9 
 Crystal Chamber Trap        CR 9 
Type mechanical; Perception DC 25; Disable 
Device DC 25 
The crystal walls are 2 inch thick, with 20 hp and a 
hardness of 5. 
Effect liquid chamber boiling oil (1d6 fire damage 
per round of exposure), sand chamber burning sand 
(2d4 fire damage per round of exposure), mixed 
chamber (1d6+1 fire damage per round of exposure) 
 
ATL 11 
 Crystal Chamber Trap       CR 11 
Type mechanical; Perception DC 25; Disable 
Device DC 25 
The crystal walls are 2 inch thick, with 25 hp and a 
hardness of 8. 
Effect liquid chamber acid (1d6 acid damage per 
round of exposure), sand chamber burning sand (2d4 
fire damage per round of exposure), mixed chamber 
(1d6 fire damage plus 1d4 acid damage per round of 
exposure) 
 
ATL 13 
 Crystal Chamber Trap       CR 13 
Type mechanical; Perception DC 30; Disable 
Device DC 30 
The crystal walls are 2 inch thick, with 25 hp and a 
hardness of 8. 
Effect liquid chamber acid (2d4 acid damage per 
round of exposure), sand chamber burning sand (3d4 
fire damage per round of exposure), mixed chamber 
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(1d6+2 fire damage plus 1d4+1 acid damage per 
round of exposure) 
 
ATL 15 
 Crystal Chamber Trap       CR 15 
Type mechanical; Perception DC 30; Disable 
Device DC 30 
The crystal walls are 3 inch thick, with 30 hp and a 
hardness of 10. 
Effect liquid chamber acid (2d6 acid damage per 
round of exposure), sand chamber burning sand (3d4 
fire damage per round of exposure), mixed chamber 
(1d6+2 fire damage plus 1d6+1 acid damage per 
round of exposure) 
 

The room revealed when you open the door echoes 
with the slightest sound.  All that remains here to 
testify to the chambers former purpose are a few 
dozen coins and small pieces of jewelry scattered 
about the floor. 

The jewelry and coin left behind has a total value of 
500 gp, if the PCs choose to gather it up.  The 
chamber contains two secret doors (DC 20 
Perception), leading to the adjacent crypt and up a 
ladder shaft to the Lord’s Chamber on the 3rd level. 

Artos and his companions did not visit this corridor 
or the vault. 
 

 AREA 502 CORRIDOR 
A line of metal and stone serpents line both sides of 
the corridor, leading to an ornate stone door at the 
far end.  As you take the last step before entering 
the corridor, the floor in front of your feet glows, 
forming lines of script. 
 
For you to freely pass I must feed not upon my own,  

Nor upon my neighbor’s,  
Nor my opposite’s,  

Nor that of the one who receives mine. 
 

The serpents are the guardians of dwarven crypt.  
There are two rows of the cobra constructs, one on 
each side of the corridor, each with open mouths.  
The figures appear in a different order on each side, 
as shown on the map.  Each cobra is made from a 
different material – Adamantine (A), Darkwood (D), 
Iron (I), Mithral (M) and Stone (S).    With minor 
exceptions, each type of cobra is basically the same.  

When more than one type is attacking, only the first 
half of the stat block for the second type (reflecting 
the differences) is provided.  The PCs will need to 
place the disks found elsewhere in the outpost 
complex into the mouths of the cobras, one per 
construct.  If the PCs fail to correctly place the disks 
(either because they didn’t find them or they placed 
them incorrectly) and they try to pass into the crypt, 
one or more of the cobra constructs will activate and 
attack. 

The PCs only need to ‘feed’ the snakes on one side of 
the corridor, though if they have multiple sets of 
coins they may feed both sides.  There are two 
possible correct solutions: 

Adamantine receives Iron 
Darkwood receives Mithral    
Iron receives Stone    
Mithral receives Adamantine    
Stone receives Darkwood    
Or 
Adamantine receives Mithral 
Darkwood receives Stone    
Iron receives Adamantine    
Mithral receives Darkwood    
Stone receives Iron   
Nothing will happen until all five disks are in place 
unless the PCs attempt to open the door.  If the disks 
are placed incorrectly (or not all of the disks are 
placed) and the door to the crypt is opened, then the 
constructs will attack. 
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CHALLENGE LOCATION A5b 
 
ATL 1 
 Iron Cobra (1)                   CR 2  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   

Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 
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ATL 3 

 Iron Cobra (1)                   CR 2  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   
Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 

  
Adamantine Cobra (1)                  CR 3  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 25, touch 13, flat-footed 23; (+2 Dex, +12 
natural, +1 size) 
hp 20 (1d10+15) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 10/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
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ATL 5 

 Iron Cobra (1)                   CR 2  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   
Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 

 
Adamantine Cobra (1)                  CR 3  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 25, touch 13, flat-footed 23; (+2 Dex, +12 
natural, +1 size) 
hp 20 (1d10+15) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 10/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
Darkwood Cobra (2)                  CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft., swim 30 ft., climb 20 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
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ATL 7 

 Iron Cobra (2)                   CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   
Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 

 
Adamantine Cobra (1)                  CR 3  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 25, touch 13, flat-footed 23; (+2 Dex, +12 
natural, +1 size) 
hp 20 (1d10+15) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 10/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
Darkwood Cobra (2)                  CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft., swim 30 ft., climb 20 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
 
Mithril Cobra (1)                   CR 3  
N Small construct 
Init +4; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 22, touch 15, flat-footed 18; (+4 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +4, Will +0 
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Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 70 ft. 
Melee 2 bites +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 19, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +15 (can’t be tripped) 
Feats none 
Skills Stealth +14; Racial Modifiers +6 Stealth 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



LSJ74 - A Grave Undertaking Page 40 

ATL 9 & 11 

 Iron Cobra (2)                   CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   
Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 

 
Adamantine Cobra (1)                  CR 3  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 25, touch 13, flat-footed 23; (+2 Dex, +12 
natural, +1 size) 
hp 20 (1d10+15) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 10/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
Darkwood Cobra (2)                  CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft., swim 30 ft., climb 20 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
 
Mithril Cobra (2)                   CR 6  
N Small construct 
Init +4; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 22, touch 15, flat-footed 18; (+4 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +4, Will +0 
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Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 70 ft. 
Melee 2 bites +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 19, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +15 (can’t be tripped) 
Feats none 
Skills Stealth +14; Racial Modifiers +6 Stealth 
 
 
Stone Cobra (1)                   CR 2  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 22, touch 13, flat-footed 20; (+2 Dex, +9 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +16; Racial Modifiers +10 Stealth 
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ATL 13 & 15 

 Iron Cobra (2)                   CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
Languages none 
SQ find target 
Treasure nil 
Special Abilities  
Find Target (Su) Once per day, an iron cobra’s 
creator can order it to find and kill a specific creature 
within 1 mile, which it does as if guided by discern 
location.  The creator must have seen or be holding 
an item from the specified creature for this order to 
function.   
Poison (Ex) An iron cobra’s bite injects poison from 
a hidden reservoir within its body.  Because it is a 
construct, the cobra does not naturally produce this 
poison, and its creator must refill this reservoir 
manually.  The reservoir holds enough poison for 3 
successful bite attacks, after which the creature 
merely deals bite damage.  Refilling the reservoir 
takes 5 rounds and provokes attacks of opportunity.  
The creator can fill the reservoir with any injury 
poison (typically black adder venom), though acid, 
alchemical substances, and even stranger liquids have 
been used.   
Black Adder Venom:  Bite—injury; save Fort DC 11; 
frequency 1/round for 6 rounds; effect 1d2 Con 
damage; cure 1 save. 

 
Adamantine Cobra (2)                  CR 6  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 25, touch 13, flat-footed 23; (+2 Dex, +12 
natural, +1 size) 
hp 20 (1d10+15) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 10/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
 
Darkwood Cobra (2)                  CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 20, touch 13, flat-footed 18; (+2 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft., swim 30 ft., climb 20 ft. 
Melee bite +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +12; Racial Modifiers +6 Stealth 
 
 
Mithril Cobra (2)                   CR 6  
N Small construct 
Init +4; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 22, touch 15, flat-footed 18; (+4 Dex, +7 natural, 
+1 size) 
hp 15 (1d10+10) 
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Fort +0, Ref +4, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 70 ft. 
Melee 2 bites +3 (1d6+1 plus poison) 
Statistics 
Str 12, Dex 19, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +15 (can’t be tripped) 
Feats none 
Skills Stealth +14; Racial Modifiers +6 Stealth 
 
 
Stone Cobra (2)                   CR 4  
N Small construct 
Init +2; Senses darkvision 60 ft., low-light vision; 
Perception +0 
Defense 
AC 22, touch 13, flat-footed 20; (+2 Dex, +9 natural, 
+1 size) 
hp 15 (1d10+10) 
Fort +0, Ref +2, Will +0 
Defensive Abilities nil; DR 5/--; Immune construct 
traits; Resist nil; SR 13 
Offense 
Speed 40 ft. 
Statistics 
Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1 
Base Atk +1; CMB +1; CMD +13 (can’t be tripped) 
Feats none 
Skills Stealth +16; Racial Modifiers +10 Stealth 
 
 
 AREA 503 CRYPT 
Both sides of the seventy-five foot long chamber are 
filled with niches holding single tombs, or archways 
into small chambers containing multiple 
sarcophagi. The stone tombs are topped with the 
sleeping effigies of the inhabitants.  A colored stone 
mosaic adorns the wall at the far end of the room. 

A closer examination of the mosaic (Perception DC 
20) reveals that it is some sort of locking mechanism, 
consisting of two rings of images which turn 
independently of each other.  Correctly aligning the 
images on the inner and outer rings will release the 
seal on a secret door, leading to AREA 563, the final 
encounter.  Forcing the secret door requires a Disable 
Device skill check DC 40.  The door is six inches 
thick, of solid stone.  It has a break DC of 35, 90 hp 
and a hardness of 8.  
 

Inner Ring Symbols:  A crescent moon, scales, an 
open hand, and a sunburst, a globe, a tree, a deer’s 
head, a wave, a glyph, two eyes, the head of an eagle, 
an anvil, and a mountain. 

Outer Ring Symbols:  An open palm, bolas, a 
quarterstaff, a falchion, a punching dagger, a scythe, 
a quarterstaff, a whip, a dagger, a sai, a halberd,  a 
rapier, a rapier, a dagger, a warhammer, a shuriken, a 
heavy pick, a longsword, a chakram, a net, a 
greatsword, a spiked chain, an open palm, a 
longspear, a morningstar, and a lance. 

There are twice as many symbols on the outer ring as 
on the inner, meaning that only twelve symbols will 
match up.  Once each deity is lined up with the 
correct favored weapon, the seal on the door will 
release.  Lining up one of the unique weapons with 
the proper deity will align all of them (ie Sorena’s 
symbol is a sunburst, and her favored weapon is the 
Morningstar) 

Artos and his companions successfully aligned the 
rings, gaining access to the chamber beyond.  The 
symbols on the rings are those of twelve of Raia’s 
deities (inner) and their favored weapons (outer). 

 
 AREAS 504 thru 511 TOMBS 
Four stone sarcophagi fill the corners of each small 
room, silent witnesses untouched by the passage of 
time.  

Each tomb contains four sarcophagi, set at an angle 
from the corner and pointing toward the center of the 
room.  One chamber, Area 507, also contains a secret 
door into the vault Area 501. 

Artos and his companions did not visit this room. 
 
 AREA 512 OUTER TEMPLE 
The walls of this large gathering room are adorned 
with colorful mosaics depicting the gods favored by 
the dwarves.  A large dais opposite the door holds a 
stone alter, and towering candles stand in ornate 
iron holders all around the room. A second door on 
the right wall leads to a smaller, more ornate 
chamber. 

This chamber was used for mass worship.  There is a 
smaller adjacent shrine for the leaders of the outpost 
to worship privately. 
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Artos and his companions did not visit this room. 
 
 AREA 513 INNER SHRINE 
The small shrine is more ornate that the large 
chamber you passed through, and may have been 
reserved for the private prayers of the outpost’s 
leaders. 

The trappings of the shrine have been removed, 
though the ornate mosaics remain, indicating that the 
shrine was dedicated to Lohm, Kalek and Galvandt. 

Artos and his companions did not visit this room. 
 

 AREA 514 TRAINING AREA 
This large open space was used as a training and 
exercise area by the guards and other occupants of 
the outpost. 

Artos and his companions did not visit this room. 
 
 AREA 515 GUARD ROOM 
This room served as a guard post, for watching over 
prisoners kept in the nearby cells. 

Artos and his companions did not visit this room. 
 
 AREA 516 EMPTY 
Now empty, this room was once used to ‘question’ 
captured enemies 

Artos and his companions did not visit this room. 
 

 AREAS 517 thru 545 CELLS 
Rows of stone cells that may once have held either 
enemies or the ill-mannered now stand empty of 
prisoners.  

The cells are small, but dry.  The dwarves who once 
lived here may have been stern, but they were not 
cruel. 

Artos and his companions did not visit these rooms. 
 
 If the PCs are ready to face the final encounter in 

AREA 563 GO TO Encounter 5 (page 65). 
 
 

EENNCCOOUUNNTTEERR  33  ––  PPAATTHH  BB  GGOOIINNGG  IINN  TTHHRROOUUGGHH  
TTHHEE  BBAACCKK  DDOOOORR  

Path B Level One 
These rough hewn passages are part of an expansion 
planned for the outpost, but abandoned due to the 
increasingly frequent earthquakes and geologic 
instability in the region.  A number of creatures have 
gained access to these unfinished rooms and corridors 
through fissures opened up during the quakes.  

Rough hewn corridors alternately narrow and 
widen, while you occasionally crouch under low 
overhangs or climb over jutting outcroppings as you 
make your way through the caverns. 

These corridors are typically 5 to 10 feet wide and 10 
feet high.  There is little to suggest what they may 
have been intended for. 
 
 AREA 119 RUBBLE 
A cascade of rubble and shattered stone fills a third 
of the room, as if some space beyond had exploded 
into the chamber.  

The chamber, and the adjacent area on Path B, have 
both been damaged by the collapse of a section of 
stone above.  There is no easy access for the PCs 
between these two areas via the rubble pile, though a 
familiar or animal companion such as a weasel or a 
snake could find a path between the collapsed stones 
and earth.  The small flexible 

A clutch of chokers has recently been using the room 
as a nest after coming through the rubble from Path 
B. Challenge Location A1b.  The creatures’ 
positions are marked a-h on the map, depending upon 
how many are present by ATL.  They will be hiding 
in the shadowy corners of the ceiling or among the 
rubble, waiting to drop down on unsuspecting PCs or 
leap out at a hero coming too close to the jumbled 
rocks.  Noticing them requires a successful 
Perception check DC 24. Viable prey has been 
scarce, and the creatures are hungry, making them 
willing to take on the entire party in order to make a 
meal. 

The chokers located here are the same clutch that can 
be found in Challenge Location B1a on Path B, if 
the PCs choose that path.  If the PCs change paths 
during the event, and visit both Area 109 and Area 
119, they will only encounter the chokers once. 
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CHALLENGE LOCATION B1a 
 
ATL 1 
 Choker (1)                   CR 2  
CE Small aberration 
Init +6; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 17, touch 13, flat-footed 15; (+2 Dex, +4 natural, 
+1 size) 
hp 16 (3d8+3) 
Fort +2, Ref +3, Will +4 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +6 (1d4+3 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d4+3), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 16, Dex 14, Con 13, Int 4, Wis 13, Cha 7 
Base Atk +2; CMB +4 (+8 grappling); CMD 16 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +16, Stealth +13; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 
ATL 3 

 Choker (2)                      CR 4  
 

ATL 5 

 Choker (4)                      CR 6  
 
 
 
 
 

ATL 7 

 Choker, Advanced (3)      CR 8  
CE Small aberration 
Init +8; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 21, touch 15, flat-footed 17; (+4 Dex, +6 natural, 
+1 size) 
hp 61 (7d8+21) 
Fort +5, Ref +6, Will +8 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +11 (1d4+5 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d4+5), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 20, Dex 19, Con 17, Int 8, Wis 17, Cha 11 
Base Atk +5; CMB +9 (+13 grappling); CMD 23 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +18, Stealth +19; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 

ATL 9 

 Choker, Advanced (6)      CR 10  
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ATL 11 

 Choker, Greater (3)           CR 10  
CE Medium aberration 
Init +8; Senses darkvision 60 ft.; Perception +1 
Defense 
AC 19, touch 13, flat-footed 16; (+3 Dex, +6 natural) 
hp 93 (10d8+40) 
Fort +5, Ref +6, Will +10 
Defensive Abilities nil; DR nil; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 20 ft., climb 10ft. 
Melee 2 tentacles +15 (1d6+7 plus grab) 
Ranged nil 
Space 5 ft.; Reach 10 ft. 
Special Attacks constrict (1d6+7), strangle 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 24, Dex 17, Con 19, Int 8, Wis 17, Cha 11 
Base Atk +7; CMB +12 (+17 grappling); CMD 26 
Feats Improved Initiative, Skill Focus (Stealth) 
Skills Climb +20, Stealth +18; Racial Modifiers nil 
Languages Undercommon 
SQ quickness 
Treasure nil 
Special Abilities  
Strangle (Ex) Chokers have an unerring talent for 
seizing their victims by the neck.  A creature that is 
grappled by a choker cannot speak or cast spells with 
verbal components. 
Quickness (Ex) A choker is supernaturally quick.  It 
can take an extra move action during its turn each 
round. 
 

ATL 13 

 Choker, Greater (6)           CR 13 
 

ATL 15 

 Choker, Greater (8)           CR 14 
 
 

 AREA 120 EMPTY 
A few scattered bones litter the corners of this bare 
room. 

The bones are those of rats and other small animals 
that the chokers have dined on.  There is nothing else 
of interest in this 20 ft. by 30 ft. room. 
 
 AREA 121 EMPTY 
The walls of this room are smooth, as if work was 
completed before the project was abandoned.  

Other than the fact that the walls, floor and ceiling 
are smooth stone there is nothing of interest in this 
room.   
 
 AREA 122 STAIRS 
Tumbled stone and broken rock block the lower half 
of the stairway, though tiny footprints among the 
dirt and debris mark the passage of some creature 
among the rubble. 

Clearing the rubble from the stairway enough for the 
PCs to pass requires a minimum of six hours, or three 
hours with a successful Knowledge (architecture) 
skill check DC 20 each hour.  The footprints are 
those of the rats that inhabit the tunnels. 
 
Path B Level Two 
The PCs may traverse to the second level of the via 
the stairway Area 122 from the first level. 
 
 AREA 263-269 EMPTY 
These rooms are unfinished and empty, though they 
show signs of recent passage by one or more small 
humanoids. 
 
 AREA 270 GOBLINS 
This room is the nest of a group of goblins.  They 
will be returning to their lair via the opposite tunnel 
from the one the PCs are using to enter the room. 
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CHALLENGE LOCATION B2a 
 
ATL 1 
 Goblin (4)                 CR 1   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 16, touch 13, flat-footed 14; (+2 armor, +2 Dex, 
+1 shield, +1 size) 
hp 6 (1d10+1) 
Fort +3, Ref +2, Will -1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +1 (1d4/19-20) 
Ranged short bow +3 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 11, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +1; CMB +0; CMD +12 
Feats Improved Initiative 
Skills Ride +10, Stealth +10, Swim +4; Racial 
Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
 
ATL 3 

 Goblin (6)                 CR 3   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 16, touch 13, flat-footed 14; (+2 armor, +2 Dex, 
+1 shield, +1 size) 
hp 6 (1d10+1) 
Fort +3, Ref +2, Will -1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +1 (1d4/19-20) 
Ranged short bow +3 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 

Statistics 
Str 11, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +1; CMB +0; CMD +12 
Feats Improved Initiative 
Skills Ride +10, Stealth +10, Swim +4; Racial 
Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
  
Goblin Dog (1)                          CR 1   
N Medium animal 
Init +2; Senses low-light vision, scent; Perception +1 
Defense 
AC 13, touch 12, flat-footed 11; (+2 Dex, +1 natural) 
hp 9 (1d8+5) 
Fort +4, Ref +4, Will +1 
Defensive Abilities nil; DR --/--; Immune disease; 
Resist nil; SR nil 
Offense 
Speed 50 ft. 
Melee bite +2 (1d6+3 plus allergic reation) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 15, Dex 14, Con 15, Int 2, Wis 12, Cha 8 
Base Atk +0; CMB +2; CMD +14 
Feats Toughness 
Skills Stealth +6; Racial Modifiers +4 Ride, +4 
Stealth 
Languages none 
SQ nil 
Treasure nil 
Special Abilities  
Allergic Reaction (Ex) A goblin dog’s dander is 
highly irritating to all creatures save those with the 
goblinoid subtype.  A non-goblinoid creature 
damaged by a goblin dog’s bite, who deals damage to 
a goblin dog with a natural weapon or unarmed 
attack, or who otherwise comes into contact with a 
goblin dog (including attempts to grapple or ride the 
creature) must make a DC 12 Fortitude save or break 
out in an itching rash.  A creature affected by this 
rash takes a -2 penalty do Dexterity and Charisma for 
1 day (multiple allergic reactions do not stack).  
Remove disease or any magical healing removes the 
rash instantly.  This is a disease effect.  The save DC 
is Constitution-based. 
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ATL 5 

 Goblin Fighters Ftr2 (6)                      CR 5   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 17, touch 14, flat-footed 15; (+1 dodge, +2 
armor, +2 Dex, +1 shield, +1 size) 
hp 22 (3d10+3) 
Fort +6, Ref +2, Will -1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +3 (1d4/19-20) 
Ranged short bow +5 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 11, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +3; CMB +2; CMD +14 
Feats Combat Reflexes, Dodge, Improved Initiative 
Skills Ride +10, Intimidate + 0, Stealth +12, Swim 
+4; Racial Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
  
Goblin Dogs (3)                       CR 3   
N Medium animal 
Init +2; Senses low-light vision, scent; Perception +1 
Defense 
AC 13, touch 12, flat-footed 11; (+2 Dex, +1 natural) 
hp 9 (1d8+5) 
Fort +4, Ref +4, Will +1 
Defensive Abilities nil; DR --/--; Immune disease; 
Resist nil; SR nil 
Offense 
Speed 50 ft. 
Melee bite +2 (1d6+3 plus allergic reation) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 15, Dex 14, Con 15, Int 2, Wis 12, Cha 8 
Base Atk +0; CMB +2; CMD +14 
Feats Toughness 

Skills Stealth +6; Racial Modifiers +4 Ride, +4 
Stealth 
Languages none 
SQ nil 
Treasure nil 
Special Abilities  
Allergic Reaction (Ex) A goblin dog’s dander is 
highly irritating to all creatures save those with the 
goblinoid subtype.  A non-goblinoid creature 
damaged by a goblin dog’s bite, who deals damage to 
a goblin dog with a natural weapon or unarmed 
attack, or who otherwise comes into contact with a 
goblin dog (including attempts to grapple or ride the 
creature) must make a DC 12 Fortitude save or break 
out in an itching rash.  A creature affected by this 
rash takes a -2 penalty do Dexterity and Charisma for 
1 day (multiple allergic reactions do not stack).  
Remove disease or any magical healing removes the 
rash instantly.  This is a disease effect.  The save DC 
is Constitution-based. 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



LSJ74 - A Grave Undertaking Page 49 

ATL 7 

 Goblin Fighters Ftr4 (6)                      CR 5   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 17, touch 14, flat-footed 15; (+1 dodge, +2 
armor, +2 Dex, +1 shield, +1 size) 
hp 38 (5d10+5) 
Fort +7, Ref +3, Will +0 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +6 (1d4+1/19-20) 
Ranged short bow +7 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +5; CMB +5; CMD 17 
Feats Combat Reflexes, Dodge, Improved Initiative, 
Stand Still 
Skills Ride +10, Intimidate + 2, Stealth +14, Swim 
+5; Racial Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
  
Goblin Dogs (5)                       CR 3   
N Medium animal 
Init +2; Senses low-light vision, scent; Perception +1 
Defense 
AC 13, touch 12, flat-footed 11; (+2 Dex, +1 natural) 
hp 9 (1d8+5) 
Fort +4, Ref +4, Will +1 
Defensive Abilities nil; DR --/--; Immune disease; 
Resist nil; SR nil 
Offense 
Speed 50 ft. 
Melee bite +2 (1d6+3 plus allergic reation) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 15, Dex 14, Con 15, Int 2, Wis 12, Cha 8 
Base Atk +0; CMB +2; CMD +14 
Feats Toughness 

Skills Stealth +6; Racial Modifiers +4 Ride, +4 
Stealth 
Languages none 
SQ nil 
Treasure nil 
Special Abilities  
Allergic Reaction (Ex) A goblin dog’s dander is 
highly irritating to all creatures save those with the 
goblinoid subtype.  A non-goblinoid creature 
damaged by a goblin dog’s bite, who deals damage to 
a goblin dog with a natural weapon or unarmed 
attack, or who otherwise comes into contact with a 
goblin dog (including attempts to grapple or ride the 
creature) must make a DC 12 Fortitude save or break 
out in an itching rash.  A creature affected by this 
rash takes a -2 penalty do Dexterity and Charisma for 
1 day (multiple allergic reactions do not stack).  
Remove disease or any magical healing removes the 
rash instantly.  This is a disease effect.  The save DC 
is Constitution-based. 
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ATL 9 

 Goblin Fighters Ftr7 (6)                      CR 8   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 17, touch 14, flat-footed 15; (+1 dodge, +2 
armor, +2 Dex, +1 shield, +1 size) 
hp 56 (8d10+8) 
Fort +8, Ref +4, Will +1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +10 (1d4+2/19-20) 
Ranged short bow +10 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +8/+3; CMB +8; CMD 20 
Feats Combat Reflexes, Disruptive, Dodge, 
Endurance, Improved Initiative, Stand Still 
Skills Ride +10, Intimidate + 5, Stealth +14, Swim 
+8; Racial Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
  
Goblin Dogs (6)                       CR 3   
N Medium animal 
Init +2; Senses low-light vision, scent; Perception +1 
Defense 
AC 13, touch 12, flat-footed 11; (+2 Dex, +1 natural) 
hp 9 (1d8+5) 
Fort +4, Ref +4, Will +1 
Defensive Abilities nil; DR --/--; Immune disease; 
Resist nil; SR nil 
Offense 
Speed 50 ft. 
Melee bite +2 (1d6+3 plus allergic reation) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 15, Dex 14, Con 15, Int 2, Wis 12, Cha 8 
Base Atk +0; CMB +2; CMD +14 
Feats Toughness 

Skills Stealth +6; Racial Modifiers +4 Ride, +4 
Stealth 
Languages none 
SQ nil 
Treasure nil 
Special Abilities  
Allergic Reaction (Ex) A goblin dog’s dander is 
highly irritating to all creatures save those with the 
goblinoid subtype.  A non-goblinoid creature 
damaged by a goblin dog’s bite, who deals damage to 
a goblin dog with a natural weapon or unarmed 
attack, or who otherwise comes into contact with a 
goblin dog (including attempts to grapple or ride the 
creature) must make a DC 12 Fortitude save or break 
out in an itching rash.  A creature affected by this 
rash takes a -2 penalty do Dexterity and Charisma for 
1 day (multiple allergic reactions do not stack).  
Remove disease or any magical healing removes the 
rash instantly.  This is a disease effect.  The save DC 
is Constitution-based. 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



LSJ74 - A Grave Undertaking Page 51 

ATL 11 

 Goblin Fighters Ftr9 (6)                      CR 10   
N Small humanoid (goblinoid) 
Init +6; Senses darkvision 60 ft.; Perception -1 
Defense 
AC 17, touch 14, flat-footed 15; (+1 dodge, +2 
armor, +2 Dex, +1 shield, +1 size) 
hp 72 (10d10+10) 
Fort +9, Ref +5, Will +2 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 30 ft. 
Melee short sword +12 (1d4+2/19-20) 
Ranged short bow +12 (1d4/x3) 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 13, Dex 15, Con 12, Int 10, Wis 9, Cha 6 
Base Atk +10/+5; CMB +10; CMD 22 
Feats Combat Reflexes, Disruptive, Dodge, 
Endurance, Improved Initiative, Mobility, Stand Still 
Skills Ride +10, Intimidate + 5, Stealth +14, Swim 
+8; Racial Modifiers +4 Ride, +4 Stealth 
Languages Goblin 
SQ nil 
Treasure shortsword, shortbow 
Special Abilities nil 
  
Goblin Dogs, Advanced (6)                      CR 6   
N Medium animal 
Init +2; Senses low-light vision, scent; Perception +1 
Defense 
AC 17, touch 14, flat-footed 13; (+4 Dex, +3 natural) 
hp 11 (1d8+7) 
Fort +6, Ref +6, Will +3 
Defensive Abilities nil; DR --/--; Immune disease; 
Resist nil; SR nil 
Offense 
Speed 50 ft. 
Melee bite +4 (1d6+5 plus allergic reation) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks nil 
Statistics 
Str 19, Dex 18, Con 19, Int 6, Wis 16, Cha 12 
Base Atk +0; CMB +4; CMD 18 
Feats Toughness 

Skills Stealth +6; Racial Modifiers +4 Ride, +4 
Stealth 
Languages none 
SQ nil 
Treasure nil 
Special Abilities  
Allergic Reaction (Ex) A goblin dog’s dander is 
highly irritating to all creatures save those with the 
goblinoid subtype.  A non-goblinoid creature 
damaged by a goblin dog’s bite, who deals damage to 
a goblin dog with a natural weapon or unarmed 
attack, or who otherwise comes into contact with a 
goblin dog (including attempts to grapple or ride the 
creature) must make a DC 12 Fortitude save or break 
out in an itching rash.  A creature affected by this 
rash takes a -2 penalty do Dexterity and Charisma for 
1 day (multiple allergic reactions do not stack).  
Remove disease or any magical healing removes the 
rash instantly.  This is a disease effect.  The save DC 
is Constitution-based. 
 
ATL 13 

Goblin Fighters Ftr9 (8)                      CR 10   
Goblin Dogs, Advanced (8)                      CR 6   
 

ATL 15 

Goblin Fighters Ftr9 (10)                      CR 12   
Goblin Dogs, Advanced (10)                      CR 8   
 
One of the ‘late’ goblins wears a magical ring. 
 
 AREA 271-282 EMPTY 
These rooms are unfinished and empty, though they 
show signs of recent passage by one or more small 
humanoids. 
 
 
Path B Level Three 
The PCs may traverse to the third level of the outpost 
via either of the two available sets of stairs between 
the second and third floors. 
 
 AREA 330-337 EMPTY 
These rooms are unfinished and empty. 
 
 
 
 



LSJ74 - A Grave Undertaking Page 52 

 AREA 338 RUST MONSTERS 
Portions of the ceiling have broken away, to lay in a 
jumbled mass on the floor.  A cluster of odd insect-
like creatures with long feathery antenna swarm 
over the rubble towards you.   

The rust monsters will naturally target the PC who is 
the largest source of metal. 
 
CHALLENGE LOCATION B3a 
 
ATL 1 
 Rust Monster, Juvenile (1)       CR 2 
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 16, touch 13, flat-footed 13; (+3 Dex, +3 natural) 
hp 14 (3d8) 
Fort +1, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +5 (1d3), antennae +0 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 11, Int 2, Wis 13, Cha 8 
Base Atk +2; CMB +2; CMD +15 (+19 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +6, Perception +10; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 

metal objects (including creatures wearing or 
carrying metal objects). 
 
ATL 3 
 Rust Monster (1)         CR 3  
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 18, touch 13, flat-footed 15; (+3 Dex, +5 natural) 
hp 27 (5d8+5) 
Fort +2, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +6 (1d3), antennae +1 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8 
Base Atk +3; CMB +3; CMD 16 (+20 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +8, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects).  
  
ATL 5 

 Rust Monster (2)         CR 5  
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ATL 7 

 Rust Monster (4)         CR 7  
  
ATL 9 

 Rust Monster, Advanced (4)       CR 9  
N Medium aberration 
Init +4; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 21, touch 15, flat-footed 16; (+4 Dex, +1 dodge, 
+6 natural) 
hp 51 (8d8+16) 
Fort +4, Ref +7, Will +7 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +8 (1d4), antennae +3 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 18, Con 15, Int 2, Wis 13, Cha 8 
Base Atk +5; CMB +5; CMD +18 (+22 vs trip) 
Feats Ability Focus (rust), Dodge, Skill Focus 
(Perception), Weapon Finesse 
Skills Climb +10, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects). 
 
ATL 11 

 Rust Monster, Advanced (6)       CR 11  

ATL 13 

 Rust Monster, Advanced (8)       CR 13  
 
ATL 15 

 Rust Monster, Advanced (12)       CR 14  
 
 
Path B Level Four 
The PCs may traverse to the fourth level of the by 
way of the single staircase between the third and 
fourth levels. 
 

 AREA 418-420 EMPTY 
These rooms are the least finished of any that the PCs 
have seen up to this point.   
 
 AREA 421 COLLAPSE 
This area appears to be several partially defined 
rooms, but a massive collapse of the rock above has 
crushed many of the walls, as well as anyone in the 
area when the ceiling fell in.   

A Perception check DC 15 will reveal the crushed 
remains of three dwarves among the rubble.  These 
remains are more recent that the abandonment of the 
outpost over two hundred years ago.  These bodies 
have only been here for perhaps fifty years.  It is 
possible that they came to investigate the possibility 
of resuming construction, when another quake 
collapsed this section.  One of the bodies holds a 
wood and ivory rod. 
 
One or more gray oozes are currently lairing among 
the rubble as well. 
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CHALLENGE LOCATION B4a 
 
ATL 1 
 Gray Ooze, Lesser (1)        CR 2  
N Small ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 19 (2d8+10) 
Fort +6, Ref -4, Will -4 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +3 (1d6+2 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 1, Con 20, Int –, Wis 1, Cha 1 
Base Atk +2; CMB +3 (+7 grapple); CMD +8 (can’t 
be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 

walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
Does not take additional damage from precision-
based attacks, such as sneak attack. 
 
ATL 3 

 Gray Ooze, Lesser (2)        CR 4 

ATL 5 

 Gray Ooze (1)       CR 4  
N Medium ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 50 (4d8+32) 
Fort +9, Ref -4, Will -4 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +6 (1d6+4 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 16, Dex 1, Con 26, Int –, Wis 1, Cha 1 
Base Atk +3; CMB +6 (+10 grapple); CMD +11 
(can’t be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
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acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 
walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
- Does not take additional damage from precision-

based attacks, such as sneak attack. 
 

ATL 7 

 Gray Ooze (2)       CR 6  

ATL 9 

 Gray Ooze (4)       CR 8  

ATL 11 

 Gray Ooze, Greater (4)      CR 11  
N Medium ooze 
Init -5; Senses blindsight 60 ft., low-light vision; 
Perception -5 
Defense 
AC 5, touch 5, flat-footed 5 (-5 Dex) 
hp 88 (7d8+56) 
Fort +10, Ref -3, Will -3 
Defensive Abilities ooze traits; DR --/--; Immune 
cold, fire; Resist nil; SR nil 
Offense 
Speed 10 ft. 
Melee slam +11 (1d6+6 plus 1d6 acid and grab) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks acid, constrict (1d6+1 plus 1d6 acid) 
Spell-Like Abilities nil 

Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 20, Dex 1, Con 26, Int –, Wis 1, Cha 1 
Base Atk +6; CMB +9 (+12 grapple); CMD +14 
(can’t be tripped) 
Feats none 
Skills none; Racial Modifiers none 
Languages none 
SQ transparent 
Treasure nil 
Special Abilities  
Acid (Ex) The digestive acid that covers a gray ooze 
dissolves metals and organic material, but not stone.  
Each slam and constrict attack deals 1d6 additional 
acid damage.  Armor or clothing worn by a creature 
grappled by a gray ooze takes the same amount of 
acid damage unless the wearer succeeds on a DC 20 
Reflex saving throw.  A wooden or metal weapon 
that strikes a gray ooze takes 1d6 acid damage unless 
the weapon’s wielder succeeds on a DC 20 Reflex 
save.  The ooze’s touch deals 12 points of acid 
damage per round to wooden or metal objects, but the 
ooze must remain in contact  with the material for 1 
full round in order to deal this damage.  The save 
DCs are Constitution-based. 
Transparent (Ex) Due to its lack of vivid coloration, 
a gray ooze is difficult to discern from its 
surroundings in most environments.  A DC 15 
Perception check is required to notice the gray ooze.  
Any creature that fails to notice a gray ooze and 
walks into it automatically suffers damage as if 
struck by the ooze’s slam attack and is immediately 
subject to a grab attempt by the ooze.   
Ooze Traits 
- Immune to mind-affecting effects, gaze attacks, 

visual effects, illusions, poison, sleep effects, 
paralysis, polymorph, stunning.   

- Not subject to critical hits or flanking.   
- Does not take additional damage from precision-

based attacks, such as sneak attack. 
 
ATL 13 

 Gray Ooze, Greater (6)      CR 12 

ATL 15 

 Gray Ooze, Greater (8)     CR 13   
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Path B Level Five 
A single staircase permits the PCs to move to this 
level from the one above. 
 
 AREA 546 EMPTY 
Perhaps intended as a common gathering area of 
some sort, this room’s high arching ceiling has been 
shaped and smoothed 

There is nothing else remarkable about the room. 
 
 AREA 547 thru 560 EMPTY 
These small rooms may have been used as 
temporary quarters for the dwarves working to 
finish the caverns, until they could be used for their 
planned purpose.  

Rooms 555, 556 & 557 show evidence of having 
been used as sleeping rooms by intelligent creatures.  
Each has a pile of moldy, rotted blankets arranged 
like a pallet.  In 557 there is a belt under the stack of 
bedding. 
 
 AREAS 561 CAVERN 
Rotted timbers form scaffolding throughout the 
irregular cavern.  Exposed veins of ore sparkle in 
the reflected light.  

The cavern mine was started by the dwarves, before 
the collapse, and now several dark creepers continue 
to dig for ore and gems on behalf of their dark stalker 
masters. 
 
CHALLENGE LOCATION B5a 
 
ATL 1 
 Dark Creeper (1)                   CR 2  
CN Small humanoid (dark folk) 
Init +3; Senses see in darkness; Perception +4 
Defense 
AC 16, touch 14, flat-footed 13; (+2 armor, +3 Dex, 
+1 size) 
hp 19 (3d8+6) 
Fort +3, Ref +6, Will +1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee dagger +6 (1d3/19-20 plus poison) 
Ranged nil 

Space 5 ft.; Reach 5 ft. 
Special Attacks death throws, sneak attack (+1d6) 
Spell-Like Abilities (CL 3rd) 
At will – darkness, detect magic 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 11, Dex 17, Con 14, Int 9, Wis 10, Cha 8 
Base Atk +2; CMB +1; CMD +14  
Feats Skill Focus (sleight of hand), Weapon Finesse 
Skills Climb +8, Perception +4, Sleight of Hand +7, 
Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk 
SQ poison use, rag armor 
Treasure dagger 
Special Abilities  
Death Throes (Su) When a dark creeper is slain, its 
body combusts in a flash of bright white light, 
leaving its gear in a heap on the ground.  All 
creatures within a 10-foot burst must make a DC 13 
Fortitude save or be blinded for 1d6 rounds.  Other 
dark creepers within 10 feet are automatically blinded 
for at least 1 round, due to their light blindness.  The 
save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Dark creepers favor a foul-smelling 
paste distilled from certain deep-underground fungi 
known as black smear – injury; save Fort DC 15; 
frequency 1/round for 6 rounds; effect 1d2 Str; cure 1 
save 
Rag Armor (Ex) A dark creeper’s multiple layers of 
filthy rags function as leather armor when worn by 
one of their kind. 
See in Darkness (Su) A dark creeper can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
 
 
ATL 3 
 Dark Creeper (2)                   CR 3  
 
ATL 5 
 Dark Creeper (4)                   CR 5  
 
ATL 7 
 Dark Creeper (8)                   CR 8  
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ATL 9 
 Dark Stalker  (3)                   CR 7  
CN Medium humanoid (dark folk) 
Init +4; Senses see in darkness; Perception +8 
Defense 
AC 18, touch 14, flat-footed 14; (+2 armor, +4 Dex, 
+2 natural) 
hp 39 (6d8+12) 
Fort +4, Ref +9, Will +2 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee 2 short swords +6/+6 (1d6+2 plus poison/19-
20) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks death throes, sneak attack (+3d6) 
Spell-Like Abilities (CL 6th) 
At will – darkness, detect magic, fog cloud 
Statistics 
Str 14, Dex 18, Con 14, Int 9, Wis 11, Cha 13 
Base Atk +4; CMB +6; CMD +20  
Feats Double Slice, Two-Weapon Fighting, Weapon 
Finesse 
Skills Climb +10, Perception +10, Sleight of Hand 
+5, Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk, Undercommon 
SQ poison use 
Treasure leather armor, short swords (2) 
Special Abilities  
Death Throes (Su) When a dark stalker is slain, its 
body combusts in a flash of bright white flame.  This 
acts like a fireball that deals 3d6 points of fire 
damage to all creatures within a 20-foot-radius burst.  
A DC 15 Reflex save halves this damage.  A dark 
stalker’s gear and treasure are unaffected by this 
explosion.  The save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Like their diminutive kin, the dark 
creepers, dark stalkers use balck poison on their 
weapons.  
Black Smear – injury; save Fort DC 15; frequency 
1/round for 6 rounds; effect 1d2 Str; cure 1 save 
See in Darkness (Su) A dark stalker can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
 

 Dark Creeper (4)                   CR 6  
CN Small humanoid (dark folk) 
Init +3; Senses see in darkness; Perception +4 
Defense 
AC 16, touch 14, flat-footed 13; (+2 armor, +3 Dex, 
+1 size) 
hp 19 (3d8+6) 
Fort +3, Ref +6, Will +1 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Weaknesses light blindness 
Offense 
Speed 30 ft. 
Melee dagger +6 (1d3/19-20 plus poison) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks death throws, sneak attack (+1d6) 
Spell-Like Abilities (CL 3rd) 
At will – darkness, detect magic 
Statistics 
Str 11, Dex 17, Con 14, Int 9, Wis 10, Cha 8 
Base Atk +2; CMB +1; CMD +14  
Feats Skill Focus (sleight of hand), Weapon Finesse 
Skills Climb +8, Perception +4, Sleight of Hand +7, 
Stealth +8; Racial Modifiers +4 Climb, +4 
Perception, +4 Stealth 
Languages Dark Folk 
SQ poison use, rag armor 
Treasure dagger 
Special Abilities  
Death Throes (Su) When a dark creeper is slain, its 
body combusts in a flash of bright white light, 
leaving its gear in a heap on the ground.  All 
creatures within a 10-foot burst must make a DC 13 
Fortitude save or be blinded for 1d6 rounds.  Other 
dark creepers within 10 feet are automatically blinded 
for at least 1 round, due to their light blindness.  The 
save is Constitution-based.   
Poison Use (Ex) Dark creepers are skilled in the use 
of poison and never risk accidentally poisoning 
themselves.  Dark creepers favor a foul-smelling 
paste distilled from certain deep-underground fungi 
known as black smear – injury; save Fort DC 15; 
frequency 1/round for 6 rounds; effect 1d2 Str; cure 1 
save 
Rag Armor (Ex) A dark creeper’s multiple layers of 
filthy rags function as leather armor when worn by 
one of their kind. 
See in Darkness (Su) A dark creeper can see 
perfectly in darkness of any kind, including that 
created by deeper darkness. 
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ATL 11 
 Dark Stalker  (5)                   CR 7  
 Dark Creeper (4)                   CR 6  
 
 
ATL 13 
 Dark Stalker  (6)                   CR 8  
 Dark Creeper (4)                   CR 6  
 
 
ATL 15 
 Dark Stalker  (6)                   CR 8  
 Dark Creeper (6)                   CR 7  
 
The dark creepers and dark stalkers have only 
recently discovered the outpost, and were exploring it 
in the hopes of using it for their own purposes.  They 
do not speak Common.  If the PCs are able to 
communicate with them, they know nothing about 
Artos Colburn’s quest or where his body or the sword 
might be found.  They have not yet been to the 
adjacent chamber. 
 
 If the PCs are ready to face the final encounter in 

AREA 563 GO TO Encounter 5 (page 65). 
 
 
EENNCCOOUUNNTTEERR  44  ––  PPAATTHH  CC  OONNLLYY  TTHHEE  SSHHAADDOOWW  

KKNNOOWWSS  TTHHEE  WWAAYY  

These passages are narrow irregular natural tunnels 
of unworked stone, of various widths and averaging 6 
to 8 feet high, and are used by various creatures as 
lairs.  The rockslide that exposed this path occurred 
after Artos Colburn’s party entered the outpost. 
 
Path C Level One 
 
 AREA 123 CAVERN 
This small irregular cavern is little more than a wide 
spot in the tunnel, and is unremarkable. 
 
 AREA 124 CAVERN 
The rough tunnel abruptly opens up around you, 
forming a small irregular cavern. 
The PCs are not alone in the cavern.  There are a 
number of odd creatures resembling a cross between 
a lobster and a spider, concealed in crevices and 
narrow ledges where the natural walls meet the 
‘ceiling’ 20 feet above. 

CHALLENGE LOCATION C1a 
 
ATL 1 

 Cave Fisher (1)         CR 2  
N Medium vermin 
Init +1; Senses darkvision 60 ft.; Perception +0 
Defense 
AC 15, touch 11, flat-footed 14; (+1 Dex, +4 natural) 
hp 22 (3d8+9) 
Fort +6, Ref +2, Will +1 
Defensive Abilities nil; DR nil; Immune mind-
affecting effects; Resist nil; SR nil 
Offense 
Spd 20 ft., climb 20 ft. 
Melee 2 claws +5 (1d4+3) 
Ranged filament +3 (drag) 
Space 5 ft.; Reach 5 ft. 
Special Attacks pull (filament, 10 ft.) 
Spell-like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 17, Dex 12, Con 17, Int -, Wis 10, Cha 4 
Base Atk +2; CMB +5 (+9 with pull); CMD 16 (+28 
vs trip) 
Feats none 
Skills Climb +11, Perception +12; Racial Modifiers 
nil 
Languages nil 
SQ nil 
Gear nil 
Special Abilities  
Filament (Ex) A cave fisher can fire a thin filament 
of sticky silk as a standard action.  This touch attack 
has a range of 60 feet and no range increment.  A 
creature struck by a cave fisher’s filament becomes 
attached to the sticky thread.  As a standard action, a 
creature can rip the filament free with a DC 20 
Strength check.  A caught creature can also attempt 
to escape a filament by making a DC 25 Escape 
Artist check.  A filament is AC 14 (touch 12), has 5 
hit points, and has DR 15/slashing.  An application of 
liquid with high alcohol content (or a dose of 
universal solvent) dissolves the adhesive and releases 
the creature caught by the filament.  A cave fisher 
can have only one filament active at a time. 
Pull (Ex) A cave fisher has a +4 racial bonus on 
CMB checks made using its pull special attack. 
A creature with this ability can choose to make a free 
combat maneuver check with a successful attack.  If 
successful, this check pulls a creature closer.  This 
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ability only works on creatures of a size equal to or 
smaller than the pulling creature.  Creatures pulled in 
this way do not provoke attacks of opportunity and 
stop if the pull would move them into a solid object 
or creature.  
 
 
ATL 3 

 Cave Fisher (2)         CR 4  
 

ATL 5 

 Cave Fisher (4)         CR 6  
 

ATL 7 

 Cave Fisher, Improved (3)                     CR 7  
N Medium vermin 
Init +2; Senses darkvision 60 ft.; Perception +0 
Defense 
AC 18, touch 12, flat-footed 16; (+2 Dex, +6 natural) 
hp 42 (5d8+20) 
Fort +7, Ref +3, Will +1 
Defensive Abilities nil; DR nil; Immune mind-
affecting effects; Resist nil; SR nil 
Offense 
Spd 20 ft., climb 20 ft. 
Melee 2 claws +8 (1d4+4) 
Ranged filament +6 (drag) 
Space 5 ft.; Reach 5 ft. 
Special Attacks pull (filament, 10 ft.) 
Spell-like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 19, Dex 14, Con 19, Int -, Wis 10, Cha 4 
Base Atk +4; CMB +8 (+12 with pull); CMD +20 
(+32 vs trip) 
Feats none 
Skills Climb +12, Perception +12; Racial Modifiers 
nil 
Languages nil 
SQ nil 
Gear nil 
Special Abilities  
Filament (Ex) A cave fisher can fire a thin filament 
of sticky silk as a standard action.  This touch attack 
has a range of 60 feet and no range increment.  A 
creature struck by a cave fisher’s filament becomes 
attached to the sticky thread.  As a standard action, a 
creature can rip the filament free with a DC 20 

Strength check.  A caught creature can also attempt 
to escape a filament by making a DC 25 Escape 
Artist check.  A filament is AC 14 (touch 12), has 5 
hit points, and has DR 15/slashing.  An application of 
liquid with high alcohol content (or a dose of 
universal solvent) dissolves the adhesive and releases 
the creature caught by the filament.  A cave fisher 
can have only one filament active at a time. 
Pull (Ex) A cave fisher has a +4 racial bonus on 
CMB checks made using its pull special attack. 
A creature with this ability can choose to make a free 
combat maneuver check with a successful attack.  If 
successful, this check pulls a creature closer.  This 
ability only works on creatures of a size equal to or 
smaller than the pulling creature.  Creatures pulled in 
this way do not provoke attacks of opportunity and 
stop if the pull would move them into a solid object 
or creature.  
 

ATL 9 

 Cave Fisher, Improved (6)                     CR 7  
 

ATL 11 

 Cave Fisher, Advanced (4)                  CR 11  
N Large vermin 
Init +1; Senses darkvision 60 ft.; Perception +0 
Defense 
AC 18, touch 10, flat-footed 17; (+1 Dex, +8 natural, 
size -1) 
hp 94(9d8+54) 
Fort +13, Ref +5, Will +4 
Defensive Abilities nil; DR nil; Immune mind-
affecting effects; Resist nil; SR nil 
Offense 
Spd 20 ft., climb 20 ft. 
Melee 2 claws +15 (1d6+8) 
Ranged filament +8 (drag) 
Space 10 ft.; Reach 5 ft. 
Special Attacks pull (filament, 10 ft.) 
Spell-like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 27, Dex 13, Con 23, Int -, Wis 10, Cha 4 
Base Atk +7; CMB +17 (+20 with pull); CMD +28 
(+40 vs trip) 
Feats none 
Skills Climb +16, Perception +12; Racial Modifiers 
nil 
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Languages nil 
SQ nil 
Gear nil 
Special Abilities  
Filament (Ex) A cave fisher can fire a thin filament 
of sticky silk as a standard action.  This touch attack 
has a range of 60 feet and no range increment.  A 
creature struck by a cave fisher’s filament becomes 
attached to the sticky thread.  As a standard action, a 
creature can rip the filament free with a DC 20 
Strength check.  A caught creature can also attempt 
to escape a filament by making a DC 25 Escape 
Artist check.  A filament is AC 14 (touch 12), has 5 
hit points, and has DR 15/slashing.  An application of 
liquid with high alcohol content (or a dose of 
universal solvent) dissolves the adhesive and releases 
the creature caught by the filament.  A cave fisher 
can have only one filament active at a time. 
Pull (Ex) A cave fisher has a +4 racial bonus on 
CMB checks made using its pull special attack. 
A creature with this ability can choose to make a free 
combat maneuver check with a successful attack.  If 
successful, this check pulls a creature closer.  This 
ability only works on creatures of a size equal to or 
smaller than the pulling creature.  Creatures pulled in 
this way do not provoke attacks of opportunity and 
stop if the pull would move them into a solid object 
or creature.  
 

ATL 13 

 Cave Fisher, Advanced (6)                  CR 12  
 

ATL 15 

 Cave Fisher, Advanced (8)                  CR 13  
 
 
 AREA 125 SLIDE 
A natural vent has produced the smooth tube 
passing downward through the rock at a steep 
angle. 

The PCs may use this slide to get to the second level.  
A PC making an uncontrolled descent will take 1 
point of bludgeoning damage per ATL inside the 
tube, plus 1d6 falling damage from dropping 10 ft to 
the floor when they leave the slide.  The shaft is 
approximately 55 feet long and descends at 
approximately a 70 degree angle. 
 

 AREA 126 SHAFT 
The sound of running water is a soft drone in the 
background, and water pools slightly on the floor 
between two crevices in the jagged walls.  Through 
one crevice a rough irregular shaft descends into 
the darkness.  Water splashes through the other 
niche.   

The shaft is approximately 100 ft deep, and exits into 
a cavern on the third level.  The PCs may use a rope 
to assist them down the shaft, or they may free climb 
with a successful DC 15 Climb check for each 
movement block (typically 30 feet for a Medium 
character).  The niche leads into Area 115 of Path A. 
 
Path C Level Two 
The PCs may traverse to the second level of the 
caverns either through the slide or the shaft.  There is 
no other way. 

 AREA 283 CAVERN 
A rough fissure in this small chamber passes down 
through the rocks, perhaps even reaching the level 
below.   

The PCs can climb down the fissure with a successful 
DC 10 climb check for each movement block 
(typically 30 feet for a Medium character).  The 
fissure opens up into the roof of a huge chamber.  
The chamber roof is thirty feet above the surface of a 
water-filled pool twenty feet deep. 
 

 AREA 284 CAVERN 
This expansive chamber has a thirty foot high 
ceiling, and exits into another rough tunnel at the 
far end.  It would make a perfect place to camp and 
rest, as at least one group has already learned.   

A group of goblins exploring these caverns stopped 
to rest here, and met with the centipedes.  The 
remains are mostly skeletal.  Among the bones are a 
ring and a belt. 
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CHALLENGE LOCATION C2a 
 

ATL 1 

 Giant Centipede (4)                  CR 1   
N Medium vermin 
Init +2; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 14, touch 12, flat-footed 12; (+2 Dex, +2 natural) 
hp 5 (1d8+1) 
Fort +3, Ref +2, Will +0 
Immune mind-affecting effects 
Offense 
Spd 40 ft., climb 40 ft. 
Melee bite +2 (1d6-1 plus poison) 
Space 5 ft.; Reach 5 ft. 
Special Attacks poison 
Statistics 
Str 9, Dex 15, Con 12, Int -, Wis 10, Cha 2 
Base Atk +0; CMB -1; CMD 11 (can’t be tripped) 
Feats Weapon Finesse 
Skills Climb +10, Perception +4, Stealth +10; Racial 
Modifiers +4 Perception, +8 Stealth 
Languages none 
Special Abilities  
Poison (Ex) Bite – injury; save Fort DC 13; 
frequency 1/round for 6 rounds; effect 1d3 Dex 
damage; cure 1 save.  The save DC is Constitution-
based and includes a +2 racial bonus. 
 

ATL 3 

 Giant Centipede (8)                  CR 3   
 
ATL 5 

 Giant Hissing Centipede (6)                  
CR 5   
N Large vermin 
Init +1; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 14, touch 10, flat-footed 13; (+1  Dex, +4 natural, 
-1 size) 
hp 15 (2d8+6) 
Fort +5, Ref +1, Will +0 
Immune mind-affecting effects 
Offense 
Spd 40 ft., climb 40 ft. 
Melee bite +6 (1d8+3 plus poison) 
Space 10 ft.; Reach 5 ft. 
Special Attacks poison 
Statistics 

Str 17, Dex 13, Con 16, Int -, Wis 10, Cha 2 
Base Atk +1; CMB +4; CMD 16 (can’t be tripped) 
Feats Weapon Finesse 
Skills Climb +14, Perception +4, Stealth +6; Racial 
Modifiers +4 Perception, +8 Stealth 
Languages none 
Special Abilities  
Poison (Ex) Bite – injury; save Fort DC 13; 
frequency 1/round for 6 rounds; effect 1d3 Dex 
damage; cure 1 save.  The save DC is Constitution-
based and includes a +2 racial bonus. 
 
ATL 7 

 Giant Hissing Centipede (8)                        CR 7   
 
ATL 9 

 Giant Whiptail Centipede (8)                CR 9   
N Huge vermin 
Init +0; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 15, touch 8, flat-footed 17; (+7 natural, -2 size) 
hp 38 (4d8+20) 
Fort +9, Ref +1, Will +1 
Immune mind-affecting effects 
Offense 
Spd 40 ft., climb 40 ft. 
Melee bite +11 (2d6+7 plus poison) 
Space 15 ft.; Reach 5 ft. 
Special Attacks poison 
Statistics 
Str 25, Dex 11, Con 20, Int -, Wis 10, Cha 2 
Base Atk +3; CMB +7; CMD 19 (can’t be tripped) 
Feats Weapon Finesse 
Skills Climb +18, Perception +4; Racial Modifiers 
+4 Perception, +8 Stealth 
Languages none 
Special Abilities  
Poison (Ex) Bite – injury; save Fort DC 13; 
frequency 1/round for 6 rounds; effect 1d3 Dex 
damage; cure 1 save.  The save DC is Constitution-
based and includes a +2 racial bonus. 
 
ATL 11 

 Giant Black Centipede (6)                       CR 11   
N Huge vermin 
Init +0; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 18, touch 11, flat-footed 17; (+1 Dex, +9 natural, 
-2 size) 
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hp 76 (8d8+40) 
Fort +11, Ref +3, Will +2 
Immune mind-affecting effects 
Offense 
Spd 40 ft., climb 40 ft. 
Melee bite +14 (2d6+7 plus poison) 
Space 15 ft.; Reach 5 ft. 
Special Attacks poison 
Statistics 
Str 25, Dex 12, Con 20, Int -, Wis 10, Cha 2 
Base Atk +6; CMB +10; CMD 22 (can’t be tripped) 
Feats Weapon Finesse 
Skills Climb +18, Perception +4; Racial Modifiers 
+4 Perception, +8 Stealth 
Languages none 
Special Abilities  
Poison (Ex) Bite – injury; save Fort DC 13; 
frequency 1/round for 6 rounds; effect 1d3 Dex 
damage; cure 1 save.  The save DC is Constitution-
based and includes a +2 racial bonus. 
 
ATL 13 

 Giant Black Centipede (8)                       CR 11   
 

ATL 15 

 Giant Black Centipede (10)                       CR 11   
 
 AREA 285 FISSURE 
A rough fissure, likely opened up by a previous 
earthquake, extends down into the earth.   

The fissure extends down nearly 250 feet.  The rough 
natural walls provide sufficient hand and foot holds 
that the PCs may scale the ‘walls’ on a successful DC 
15 Climb check for each movement segment 
(typically 30 ft for a Medium character).  This fissure 
leads to the lower levels of the caverns. 
 
 
Path C Level Three 
The PCs may traverse to the third level of the by way 
of the fissure into the pool, or via the chasm.  These 
are the only ways down. 

 AREA 339 POOL 
Black water laps against the rock walls of the 
chamber, and a narrow tunnel leads off from the 
pool’s edge into the darkness.   

The PCs can climb down the fissure above with a 
successful DC 10 climb check for each movement 
block (typically 30 feet for a Medium character).  
The fissure opens up into the roof of a huge chamber.  
The chamber roof is thirty feet above the surface of a 
water-filled pool twenty feet deep.  The PCs may 
drop into the pool, suffering no damage, and make a 
successful Swim check DC 10 to reach the edge. 
 
 AREA 340 CAVERN 
A cluster of bizarre insect-like creatures with 
armored hides and large feathery antennae swarms 
out of the darkness on the far side of the cavern, 
intent on reaching you.     
 
CHALLENGE LOCATION C3a 
 
ATL 1 
 Rust Monster, Juvenile (1)       CR 2 
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 16, touch 13, flat-footed 13; (+3 Dex, +3 natural) 
hp 14 (3d8) 
Fort +1, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +5 (1d3), antennae +0 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 11, Int 2, Wis 13, Cha 8 
Base Atk +2; CMB +2; CMD +15 (+19 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +6, Perception +10; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
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object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects). 
 
ATL 3 

 Rust Monster (1)         CR 3  
N Medium aberration 
Init +3; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 18, touch 13, flat-footed 15; (+3 Dex, +5 natural) 
hp 27 (5d8+5) 
Fort +2, Ref +4, Will +5 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +6 (1d3), antennae +1 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8 
Base Atk +3; CMB +3; CMD 16 (+20 vs trip) 
Feats Ability Focus (rust), Skill Focus (Perception), 
Weapon Finesse 
Skills Climb +8, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects).   

ATL 5 

 Rust Monster (2)         CR 5  
  
ATL 7 

 Rust Monster (4)         CR 7  
  
ATL 9 

 Rust Monster, Advanced (4)       CR 9  
N Medium aberration 
Init +4; Senses darkvision 60 ft., scent metals 90 ft.; 
Perception +10 
Defense 
AC 21, touch 15, flat-footed 16; (+4 Dex, +1 dodge, 
+6 natural) 
hp 51 (8d8+16) 
Fort +4, Ref +7, Will +7 
Defensive Abilities nil; DR --/--; Immune nil; Resist 
nil; SR nil 
Offense 
Speed 40 ft., climb 10 ft. 
Melee bite +8 (1d4), antennae +3 touch (rust) 
Space 5 ft.; Reach 5 ft. 
Special Attacks none 
Statistics 
Str 10, Dex 18, Con 15, Int 2, Wis 13, Cha 8 
Base Atk +5; CMB +5; CMD +18 (+22 vs trip) 
Feats Ability Focus (rust), Dodge, Skill Focus 
(Perception), Weapon Finesse 
Skills Climb +10, Perception +12; Racial Modifiers 
none 
Languages none 
Special Abilities  
Rust (Su) A rust monster’s antennae are a primary 
touch attack that causes any metal object they touch 
to swiftly rust and corrode.  The object touched takes 
half its maximum hp in damage and gains the broken 
condition – a second hit destroys the item.  A rust 
monster never provokes attacks of opportunity by 
attempting to strike a weapon with its antennae.  
Against creatures made of metal, a rust monster’s 
antennae deal 3d6+5 points of damage.  An attended 
object, any magic object, or a metal creature can 
attempt a DC 15 Reflex save to negate this effect.  
The save DC is Constitution based. 
Scent Metals (Ex) This ability functions much the 
same as the scent ability, except that the range is 90 
feet and the rust monster can only use it to sense 
metal objects (including creatures wearing or 
carrying metal objects). 
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ATL 11 

 Rust Monster, Advanced (6)       CR 11  
 

ATL 13 

 Rust Monster, Advanced (8)       CR 13  
 
ATL 15 

 Rust Monster, Advanced (12)       CR 14  
 
 
Path C Level Four 
The PCs may traverse to the fourth level of the 
caverns via the chasm. 

 AREA 423 CAVERN 
A clutch of bright green eight legged lizards 
scramble towards you as you make your way into 
the cavern.   
The ‘lizards’ are basilisk. 
 
CHALLENGE LOCATION C4a 
 
ATL 1 
 Basilisk, Juvenile (1)       CR 3  
N Medium magical beast 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +10 
Defense 
AC 16, touch 10, flat-footed 16; (+6 natural) 
hp 16 (3d10) 
Fort +4, Ref +4, Will +4 
Offense 
Speed 20 ft. 
Melee bite +5 (1d6+2) 
Space 5 ft.; Reach 5 ft. 
Special Attacks gaze 
Statistics 
Str 12, Dex 10, Con 11, Int 2, Wis 13, Cha 11 
Base Atk +4; CMB +5; CMD 14 (+26 vs trip) 
Feats Blind-Fight, Iron Will, Skill Focus (Perception) 
Skills Perception +10, Stealth +10; Racial Modifiers 
+4 Stealth 
Languages none 
Special Abilities  
Gaze (Ex) Turn to stone permanently (as flesh to 
stone), range 30 feet, Fortitude DC 15 negates.  A 
creature petrified in this matter that is then coated 
(not just splashed) with fresh basilisk blood (taken 

from a basilisk no more than 1 hour dead) is instantly 
restored to flesh.  A single basilisk contains enough 
blood to coat 2d3 Medium creatures in this manner.  
The save DC is Constitution-based. 
 

ATL 3 
 Basilisk, Juvenile (2)       CR 3  
 
ATL 5 
 Basilisk, Juvenile (4)       CR 5  
 
ATL 7 
 Basilisk (4)        CR 7  
N Medium magical beast 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +10 
Defense 
AC 17, touch 9, flat-footed 17; (-1 Dex, +8 natural) 
hp 52 (7d10+14) 
Fort +9, Ref +4, Will +5 
Offense 
Speed 20 ft. 
Melee bite +10 (1d8+4) 
Space 5 ft.; Reach 5 ft. 
Special Attacks gaze 
Statistics 
Str 16, Dex 8, Con 15, Int 2, Wis 13, Cha 11 
Base Atk +7; CMB +10; CMD 19 (+31 vs trip) 
Feats Blind-Fight, Great Fortitude, Iron Will, Skill 
Focus (Perception) 
Skills Perception +10, Stealth +10; Racial Modifiers 
+4 Stealth 
Languages none 
Special Abilities  
Gaze (Ex) Turn to stone permanently (as flesh to 
stone), range 30 feet, Fortitude DC 15 negates.  A 
creature petrified in this matter that is then coated 
(not just splashed) with fresh basilisk blood (taken 
from a basilisk no more than 1 hour dead) is instantly 
restored to flesh.  A single basilisk contains enough 
blood to coat 2d3 Medium creatures in this manner.  
The save DC is Constitution-based. 
 
ATL 9 
 Basilisk (6)        CR 7  
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ATL 11 
 Basilisk, Greater (4)       CR 10  
N Medium magical beast 
Init -1; Senses darkvision 60 ft., low-light vision; 
Perception +10 
Defense 
AC 20, touch 9, flat-footed 20; (-1 Dex, +11 natural) 
hp 96 (11d10+22) 
Fort +11, Ref +5, Will +6 
Offense 
Speed 20 ft. 
Melee bite +14 (1d8+4) 
Space 5 ft.; Reach 5 ft. 
Special Attacks gaze 
Statistics 
Str 17, Dex 8, Con 15, Int 2, Wis 13, Cha 11 
Base Atk +11; CMB +14; CMD 23 (+35 vs trip) 
Feats Blind-Fight, Great Fortitude, Iron Will, Skill 
Focus (Perception) 
Skills Perception +10, Stealth +10; Racial Modifiers 
+4 Stealth 
Languages none 
Special Abilities  
Gaze (Ex) Turn to stone permanently (as flesh to 
stone), range 30 feet, Fortitude DC 18 negates.  A 
creature petrified in this matter that is then coated 
(not just splashed) with fresh basilisk blood (taken 
from a basilisk no more than 1 hour dead) is instantly 
restored to flesh.  A single basilisk contains enough 
blood to coat 2d3 Medium creatures in this manner.  
The save DC is Constitution-based. 
 
ATL 13 
 Basilisk, Greater (6)       CR 12  
 
ATL 15 
 Basilisk, Greater (8)       CR 14  
 
 
 AREA 424 STAIRWAY 
A natural stairway of shallow rock ledges leads on a 
curling switchback path down into the depths.   
These ‘stairway’ leads down to the fifth and final 
level of the caverns. 
 
Path C Level Five 
The PCs may traverse to the fifth level of the either 
by way of the chasm or by the natural ‘stairway’ in 
Area 424. 

 AREA 562 STATUE CHAMBER 
Dozens of figures stand scattered around the 
chamber, seemingly oblivious to your entrance. 
The ‘figures’ are a mix of goblins, dark creepers, 
dark stalkers, dwarves and even an intellect devourer 
who became victims of the basilisks when they 
explored this cavern and encountered the creatures 
here. 
 
 If the PCs are ready to face the final encounter in 

AREA 563 GO TO Encounter 5 (page 65). 
 
 
EENNCCOOUUNNTTEERR  55  ––  TTHHEE  EENNDD  OOFF  TTHHEE  LLIINNEE  

Regardless of whether it is reached through the 
tunnels from Paths B or C or through the sealed crypt 
door from Path A, this massive chamber is the end of 
the line.  
  
 AREA 563 GREAT CAVERN 
The red glow of open lava vents reflects off of 
ribbons of gleaming ore and partially exposed gems 
set into the walls of the chamber.    

The rough ground of the chamber and the presence of 
the lava vents make charging impossible.  A Wisdom 
check DC 15 will allow a PC to realize that the 
placement of the gems and the strips of ore are not 
natural, but rather they are intentionally placed.  A 
Knowledge (arcane or religion) DC 15  reveals that 
the pattern is some sort of binding, to weaken a 
creature confined within the chamber and prevent it 
from leaving.  If the PCs remove any of the gems or 
ore they will immediately break the protections 
sealing the Rakshasa Shamaar in the cavern, 
automatically releasing him.  He will immediately 
depart, leaving the PCs to deal with any surviving 
elementals.   Even in his dwarf form, he will display 
the unique reversed palms that may give away his 
true identity (Perception DC 15).  Shamaar’s 
rakshasa form is that of a boar-headed humanoid. 

Shamaar will use his change shape ability to take the 
form of a dwarf, and attempt to Bluff the PCs into 
releasing him, saying that his name is Hamaar and 
that he was inadvertently trapped here when the seals 
were put in place to lock up whatever was uncovered 
by the earthquakes.  He will explain that part of the 
protections function like a sort of time stop, but 
instead of freezing him in time he stopped aging.  He 
will say that he is anxious to return to his family, and 
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will be surprised when the PCs tell him that over 200 
years has passed since the outpost was abandoned. 

At the time of Shamaar’s imprisonment he was too 
strong for the local dwarves to deal with, and they 
settled for imprisoning him.  As the centuries wore 
on, his powers gradually diminished and left him 
seriously weakened.  At lower ATLs these bindings 
remain mostly in place, and the draining of his 
powers is more severe, making it possible for the PCs 
to finally eliminate him. The effects of the binding 
are already calculated in the stat blocks.  Abilities 
that are struck through are not functioning at this 
time.  While he may lack much of his own strength, 
he has a tenuous command over several fire 
elementals that will attack the PCs on his behalf. 

The elementals will rise up from the lava pools 
closest to the PCs, as space permits. 

The shattered skeletal remains of the dwarf Rollan 
Stonehelm are strewn on the cavern floor, just off to 
the side of the passage from PATH A. 

The desiccated remains of Artos Colburn (marked 
AC on the map) are only an arm’s length from the 
sword that he sought to recover.   

While the PCs may attempt to remove one or more of 
the gems used to seal the cavern and bind its 
occupant, they should be discouraged from doing so.  
If they insist on this action, the gems have a total 
value of 500 gp per ATL.  PCs taking these gems 
should be noted in the Critical Event Summary and 
these characters should receive the Dwarven Enmity. 

 
 If the PCs succeed in retrieving the sword and 

returning it to Artos Colburn’s son GO TO 
Conclusion A (page 74). 

 If the PCs retrieved Artos Colburn’s body for his 
family but kept the sword for themselves GO 
TO Conclusion B (page 74). 

 If the PCs sincerely tried to complete the mission 
but were outmatched GO TO Conclusion C 
(page 74). 

 If the PCs refused to even attempt the mission 
GO TO Conclusion D (page 74). 

 If the PCs accepted the mission initially but then 
failed to even attempt it GO TO Conclusion E 
(page 74). 
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ATL 1 

 Shamaar - Rakshasa, Bound (1)               CR 10  
At ATL 1 Shamaar is bound into a non-corporeal 
form, and cannot affect the PCs. 
  
 Fire Elemental, Small (4)                   CR 1  
N Small outsider (elemental, extraplanar, fire) 
Init +5; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 16, touch 13, flat-footed 14 (+1 Dex, +1 dodge, 
+3 natural, +1 size) 
hp 11 (2d10) 
Fort +3, Ref +4, Will +0 
Defensive Abilities nil; DR --/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee slam +4 (1d4 plus burn) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks burn (1d4, DC11) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 11 
Base Atk +2; CMB +1; CMD +13 
Feats Dodge, Improved InitiativeB, Weapon FinesseB 
Skills Acrobatics +5, Climb +4, Escape Artist +5, 
Intimidate +4, Knowledge (planes) +1, Perception 
+4; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
 
 
 

ATL 3 

 Shamaar - Rakshasa, Bound (1)               CR 10  
At ATL 3 Shamaar is bound into a non-corporeal 
form, and cannot affect the PCs. 
  
 Fire Elemental, Small (8)                   CR 3  
N Small outsider (elemental, extraplanar, fire) 
Init +5; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 16, touch 13, flat-footed 14 (+1 Dex, +1 dodge, 
+3 natural, +1 size) 
hp 11 (2d10) 
Fort +3, Ref +4, Will +0 
Defensive Abilities nil; DR --/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee slam +4 (1d4 plus burn) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks burn (1d4, DC11) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 11 
Base Atk +2; CMB +1; CMD +13 
Feats Dodge, Improved InitiativeB, Weapon FinesseB 
Skills Acrobatics +5, Climb +4, Escape Artist +5, 
Intimidate +4, Knowledge (planes) +1, Perception 
+4; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 5 

 Shamaar - Rakshasa, Bound (1)               CR 10  
LE Medium outsider (native, shapechanger) 
Init +7; Senses darkvision 60 ft; Perception +14 
Defense 
AC 16, touch 13, flat-footed 15; (+3 Dex, +1 dodge, 
+5 natural) 
hp 47 (5d10+20) 
Fort +3, Ref +5, Will +3 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +11/+6 (1d4+1/18-20), claw +5 
(1d4+1), bite +5 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 12, Dex 16, Con 18, Int 9, Wis 9, Cha 13 
Base Atk +5; CMB +6; CMD +20 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +18, Diplomacy +14, Disguise +22, 
Perception +12, Perform +14, Sense Motive +12, 
Stealth +16; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

 Fire Elemental, Small (6)                   CR 3  
N Small outsider (elemental, extraplanar, fire) 
Init +5; Senses darkvision 60 ft.; Perception +4 
Defense 
AC 16, touch 13, flat-footed 14 (+1 Dex, +1 dodge, 
+3 natural, +1 size) 
hp 11 (2d10) 
Fort +3, Ref +4, Will +0 
Defensive Abilities nil; DR --/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee slam +4 (1d4 plus burn) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks burn (1d4, DC11) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 11 
Base Atk +2; CMB +1; CMD +13 
Feats Dodge, Improved InitiativeB, Weapon FinesseB 
Skills Acrobatics +5, Climb +4, Escape Artist +5, 
Intimidate +4, Knowledge (planes) +1, Perception 
+4; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 7 

 Shamaar - Rakshasa, Bound (1)               CR 10  
LE Medium outsider (native, shapechanger) 
Init +7; Senses darkvision 60 ft; Perception +14 
Defense 
AC 16, touch 13, flat-footed 15; (+3 Dex, +1 dodge, 
+5 natural) 
hp 47 (5d10+20) 
Fort +3, Ref +5, Will +3 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +11/+6 (1d4+1/18-20), claw +5 
(1d4+1), bite +5 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 12, Dex 16, Con 18, Int 9, Wis 9, Cha 13 
Base Atk +5; CMB +6; CMD +20 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +18, Diplomacy +14, Disguise +22, 
Perception +12, Perform +14, Sense Motive +12, 
Stealth +16; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

Fire Elemental, Medium (6)                CR 7  
N Medium outsider (elemental, extraplanar, fire) 
Init +7; Senses darkvision 60 ft.; Perception +7 
Defense 
AC 17, touch 14, flat-footed 13 (+3 Dex, +1 dodge, 
+3 natural) 
hp 30 (4d10+8) 
Fort +6, Ref +7, Will +1 
Defensive Abilities nil; DR --/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee slam +7 (1d6 plus burn) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks burn (1d6, DC14) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 17, Con 14, Int 4, Wis 11, Cha 11 
Base Atk +4; CMB +5; CMD +18 
Feats Dodge, Improved InitiativeB, Mobility,  
Weapon FinesseB 
Skills Acrobatics +8, Climb +5, Escape Artist +8, 
Intimidate +5, Knowledge (planes) +1, Perception 
+7; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 9 

 Shamaar - Rakshasa (1)                CR 10  
LE Medium outsider (native, shapechanger) 
Init +9; Senses darkvision 60 ft; Perception +14 
Defense 
AC 25, touch 16, flat-footed 19; (+5 Dex, +1 dodge, 
+9 natural) 
hp 115 (10d10+60) 
Fort +9, Ref +12, Will +8 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +16/+11 (1d4+3/15-20), claw +10 
(1d4+1), bite +10 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17 
Base Atk +10; CMB +13; CMD +29 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +20, Diplomacy +16, Disguise +24, 
Perception +14, Perform +16, Sense Motive +14, 
Stealth +18; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

Fire Elemental, Medium (4)                CR 7  
N Medium outsider (elemental, extraplanar, fire) 
Init +7; Senses darkvision 60 ft.; Perception +7 
Defense 
AC 17, touch 14, flat-footed 13 (+3 Dex, +1 dodge, 
+3 natural) 
hp 30 (4d10+8) 
Fort +6, Ref +7, Will +1 
Defensive Abilities nil; DR --/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee slam +7 (1d6 plus burn) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks burn (1d6, DC14) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 12, Dex 17, Con 14, Int 4, Wis 11, Cha 11 
Base Atk +4; CMB +5; CMD +18 
Feats Dodge, Improved InitiativeB, Mobility,  
Weapon FinesseB 
Skills Acrobatics +8, Climb +5, Escape Artist +8, 
Intimidate +5, Knowledge (planes) +1, Perception 
+7; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 11 

 Shamaar - Rakshasa (1)                CR 10  
LE Medium outsider (native, shapechanger) 
Init +9; Senses darkvision 60 ft; Perception +14 
Defense 
AC 25, touch 16, flat-footed 19; (+5 Dex, +1 dodge, 
+9 natural) 
hp 115 (10d10+60) 
Fort +9, Ref +12, Will +8 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +16/+11 (1d4+3/15-20), claw +10 
(1d4+1), bite +10 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17 
Base Atk +10; CMB +13; CMD +29 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +20, Diplomacy +16, Disguise +24, 
Perception +14, Perform +16, Sense Motive +14, 
Stealth +18; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

 Fire Elemental, Large (5)               CR 9  
N Large outsider (elemental, extraplanar, fire) 
Init +9; Senses darkvision 60 ft.; Perception +11 
Defense 
AC 19, touch 15, flat-footed 13 (+5 Dex, +1 dodge, 
+4 natural, -1 size) 
hp 60 (8d10+16) 
Fort +8, Ref +11, Will +4 
Defensive Abilities nil; DR 5/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee 2 slam +12 (1d8+2 plus burn) 
Ranged nil 
Space 10 ft.; Reach 10 ft. 
Special Attacks burn (1d8, DC16) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 14, Dex 21, Con 14, Int 6, Wis 11, Cha 11 
Base Atk +8; CMB +11; CMD +27 
Feats Dodge, Improved InitiativeB, Iron Will, 
Mobility,  Spring Attack, Weapon FinesseB 
Skills Acrobatics +14, Climb +9, Escape Artist +12, 
Intimidate +9, Knowledge (planes) +5, Perception 
+11; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 13 

 Shamaar - Rakshasa (1)                CR 10  
LE Medium outsider (native, shapechanger) 
Init +9; Senses darkvision 60 ft; Perception +14 
Defense 
AC 25, touch 16, flat-footed 19; (+5 Dex, +1 dodge, 
+9 natural) 
hp 115 (10d10+60) 
Fort +9, Ref +12, Will +8 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +16/+11 (1d4+3/15-20), claw +10 
(1d4+1), bite +10 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17 
Base Atk +10; CMB +13; CMD +29 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +20, Diplomacy +16, Disguise +24, 
Perception +14, Perform +16, Sense Motive +14, 
Stealth +18; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

 Fire Elemental, Large (6)               CR 10  
N Large outsider (elemental, extraplanar, fire) 
Init +9; Senses darkvision 60 ft.; Perception +11 
Defense 
AC 19, touch 15, flat-footed 13 (+5 Dex, +1 dodge, 
+4 natural, -1 size) 
hp 60 (8d10+16) 
Fort +8, Ref +11, Will +4 
Defensive Abilities nil; DR 5/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee 2 slam +12 (1d8+2 plus burn) 
Ranged nil 
Space 10 ft.; Reach 10 ft. 
Special Attacks burn (1d8, DC16) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 14, Dex 21, Con 14, Int 6, Wis 11, Cha 11 
Base Atk +8; CMB +11; CMD +27 
Feats Dodge, Improved InitiativeB, Iron Will, 
Mobility,  Spring Attack, Weapon FinesseB 
Skills Acrobatics +14, Climb +9, Escape Artist +12, 
Intimidate +9, Knowledge (planes) +5, Perception 
+11; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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ATL 15 

 Shamaar - Rakshasa (1)                CR 10  
LE Medium outsider (native, shapechanger) 
Init +9; Senses darkvision 60 ft; Perception +14 
Defense 
AC 25, touch 16, flat-footed 19; (+5 Dex, +1 dodge, 
+9 natural) 
hp 115 (10d10+60) 
Fort +9, Ref +12, Will +8 
Defensive Abilities nil; DR 15/good and piercing; 
Immune nil; Resist nil; SR 25 
Offense 
Speed 40 ft. 
Melee +1 kukri +16/+11 (1d4+3/15-20), claw +10 
(1d4+1), bite +10 (1d6+1) 
Ranged nil 
Space 5 ft.; Reach 5 ft. 
Special Attacks detect thoughts 
Spells Known (CL 7th) 
3rd (5/day) – lightning bolt (DC16), suggestion 
(DC16) 
2nd (7/day) – acid arrow, invisibility, minor image 
1st (7/day) – charm person (DC14), mage armor, 
magic missile, shield, silent image 
0 – dancing lights, detect magic, ghost sound 
(DC13), mage hand, mending, message, 
prestidigitation 
Statistics 
Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17 
Base Atk +10; CMB +13; CMD +29 
Feats Combat Expertise, Dodge, Improved Critical 
(kukri), Improved Initiative, Weapon Finesse 
Skills Bluff +20, Diplomacy +16, Disguise +24, 
Perception +14, Perform +16, Sense Motive +14, 
Stealth +18; Racial Modifiers +4 Bluff, +8 Disguise 
Languages Common, Infernal, Undercommon 
SQ change shape (any humanoid, alter self) 
Treasure nil 
Special Abilities  
Detect Thoughts (Su) A rakshasa can detect 
thoughts as per the spell of the same name (CL 18th).  
It can suppress or resume this ability as a free action.  
When a rakshasa uses this ability, it always functions 
as if it had spent three rounds concentrating and thus 
gains the maximum amount of information possible.  
A creature can resist this effect with a DC 18 Will 
save.  The save DC is Charisma-based.  
 
 
 

 Fire Elemental, Large (8)               CR 11  
N Large outsider (elemental, extraplanar, fire) 
Init +9; Senses darkvision 60 ft.; Perception +11 
Defense 
AC 19, touch 15, flat-footed 13 (+5 Dex, +1 dodge, 
+4 natural, -1 size) 
hp 60 (8d10+16) 
Fort +8, Ref +11, Will +4 
Defensive Abilities nil; DR 5/--; Immune elemental 
traits, fire; Resist nil; SR nil 
Weaknesses vulnerability to cold 
Offense 
Speed 50 ft. 
Melee 2 slam +12 (1d8+2 plus burn) 
Ranged nil 
Space 10 ft.; Reach 10 ft. 
Special Attacks burn (1d8, DC16) 
Spell-Like Abilities nil 
Spells Prepared nil 
D domain spell; Domains nil 
Statistics 
Str 14, Dex 21, Con 14, Int 6, Wis 11, Cha 11 
Base Atk +8; CMB +11; CMD +27 
Feats Dodge, Improved InitiativeB, Iron Will, 
Mobility,  Spring Attack, Weapon FinesseB 
Skills Acrobatics +14, Climb +9, Escape Artist +12, 
Intimidate +9, Knowledge (planes) +5, Perception 
+11; Racial Modifiers nil 
Languages Ignan 
SQ nil 
Treasure nil 
Special Abilities  
Burn (Ex) A creature with the burn special attack 
deals fire damage in addition to damage dealt on a 
successful hit in melee. Those affected by the burn 
ability must also succeed on a Reflex save or catch 
fire, taking the listed damage for an additional 1d4 
rounds at the start of its turn.  A burning creature can 
attempt a new save as a full-round action.  Dropping 
and rolling on the ground grants a +4 bonus on this 
save.  Creatures that hit a burning creature with 
natural weapons or unarmed attacks take fire damage 
as though hit by the burning creature and must make 
a Reflex save to avoid catching fire. 
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CCOONNCCLLUUSSIIOONN  AA  

Nicolas Colburn offers you seats at the worn table 
in the small farmhouse, still staring in amazement 
at the sword laid out in the center of the table.  “I 
can’t tell you what this means to us, to my mother 
and I both.  After all these years…  We are 
immensely grateful for what you’ve done, for the 
closure that you’ve brought us.  To be able to pass 
this on to my son, and tell him about his 
grandfather’s quest, is a gift beyond measure.  
Already he shows signs of becoming a warrior for 
good, and my mother says that he looks very like my 
father.” 
Any PC who has seen an aasimar will easily 
recognize the obvious signs of the race in Nicolas’ 
five year old son Ethan.  The Colburn family owns 
their small farm, and grow enough to support 
themselves, but they lack any extensive resources to 
offer any real reward to the PCs.  Their gratitude will 
have to be enough. 
 

TTHHUUSS  EENNDDSS  ““AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG””  
 
TIME UNIT COST: 10 TU  
 
 

CCOONNCCLLUUSSIIOONN  BB  

Nicolas Colburn offers you seats at the worn table 
in the small farmhouse.  “I can’t tell you what this 
means to us, to my mother and I both.  After all 
these years…  We are immensely grateful for what 
you’ve done, for the closure that you’ve brought us.  
If only my father hadn’t died for nothing, on a 
foolish unfulfilled quest.  To be able to lay him to 
rest will be a great comfort to my mother.  I can 
only hope that my son doesn’t inherit my father’s 
obsession.  He’s already showing signs of being a 
warrior for good, and my mother swears that he is 
the image of my father.” 
Any PC who has seen an aasimar will easily 
recognize the obvious signs of the race in Nicolas’ 
five year old son Ethan.  The Colburn family owns 
their small farm, and grow enough to support 
themselves, but they lack any extensive resources to 
offer any real reward to the PCs.  Their gratitude will 
have to be enough. 
 

TTHHUUSS  EENNDDSS  ““AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG””  

TIME UNIT COST: 10 TU  
 
 

CCOONNCCLLUUSSIIOONN  CC  

You make your way back to Amthydor, perhaps a bit 
more battered and worn than when you left.  
Though you were unable to fulfill the paladin’s last 
request, you now know better what he and his 
companions may have faced on the way to their 
deaths.  There has been no sign of Artos Colburn’s 
spirit since you left the caverns and the remains of 
the dwarven outpost, but you cannot help but 
wonder if he has found his rest or if he still seeks 
the blade of his ancestors.    
The PCs may carry word of their attempt to Artos 
Colburn’s son Nicolas, if they wish.  The young 
farmer is grateful for their efforts, but has little to 
offer them in the way of reward. 
 

TTHHUUSS  EENNDDSS  ““AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG””  
 
TIME UNIT COST: 10 TU  
 
 

CCOONNCCLLUUSSIIOONN  DD  

Making your way back home after your midnight 
meeting, the shadows seem closer and more 
oppressive than before.  There is a hostile feel to the 
breeze and a chill fog seems to settle around you.  
Of course, it could just be your imagination… 
PCs who refuse to even consider helping the ghost of 
Artos Colburn suffer a -2 penalty to Perception 
checks and Initiative rolls for six months from the 
date of this event.   Note that it possible for only one 
or two PCs to receive this conclusion while the rest 
of the party continues on the mission. 
 

TTHHUUSS  EENNDDSS  ““AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG””  
 
TIME UNIT COST: 10 TU  
 
 

CCOONNCCLLUUSSIIOONN  EE  

Still in Amthydor two days after agreeing to aid 
Artos Colburn’s ghost, there is no escaping the 
feeling of being watched, and you are filled with a 
vague dread and a sense that you have left a vital 
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task unfinished.  As each day passes, you feel less 
and less yourself, until it an effort to rise from your 
bed.  You have to wonder if perhaps you should 
have honored your word, and helped to bring peace 
to the spirit of Artos Colburn. 
Note that it possible for only one or two PCs to 
receive this conclusion while the rest of the party 
continues on the mission. 
 

TTHHUUSS  EENNDDSS  ““AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG””  
 
TIME UNIT COST: 10 TU  
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EEXXPPEERRIIEENNCCEE  PPOOIINNTT  SSUUMMMMAARRYY  
 
Total the XP earned from the following: 
 

  ATL 1 ATL 3 ATL 5 ATL 7 ATL 9 ATL 11 ATL 13 ATL 15 
Module Experience 600 850 1200 1800 2900 4500 7000 10500 
Actively investigating at least three 
levels of the complex on the way 'in', 
rather than on the way 'out' of the 
outpost. 50 50 100 100 100 200 200 500 
Returning the bodies of the members 
of the Company of the Onyx Rose to 
Amthydor for burial, or performing 
suitable burial services for them. 50 50 100 100 100 200 200 500 
Seeking out the dwarves affiliated 
with the abandoned outpost to inform 
them of its current status. 50 50 100 100 100 200 200 500 
Roleplaying XP Bonus 50 50 100 100 100 200 200 500 
                  
Maximum Possible XP 800 1050 1600 2200 3300 5300 7800 12500 
 
Experience earned is based on the Average Table Level (ATL).  However, if a PC's level is lower than 
two levels from the party's ATL, then that PC will only get the experience value based on his level plus 
one.  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, and a 6th level PC would earn XP based on ATL 7 (all fractions round down in this case). With such a 
disparaging range of experience earned from 1st all the way to 19th levels, this is the only way to make 
sure that low-level PCs don't earn experience too quickly. 
 

TTRREEAASSUURREE  SSUUMMMMAARRYY  
 
Treasure earned (other than gold) is based on the PC’s level as compare to the Average Table Level 
(ATL) in which the PC is eligible.  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. 
 
NOTE on Treasure distribution – The PCs should only receive the treasure for the path(s) that they actually 
explore during the event. Even if a certed treasure item is found in multiple paths, only one of that item is 
available.   
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Encounter 2 PATH A 
 
 Masterwork Letter Opener, 1 available (Value: 

302 gp, Size: Tiny, Tradable: Yes, Rarity: 
Uncommon, Legality: Legal).  This slender brass 
letter opener has a narrow three-sided blade, and 
may be wielded as a dagger (1d3 damage). 

 
 Recipe for Dwarven Oatmeal Stout, 1 available 

(Value: 500 gp, Size: Tiny, Tradable: Yes, 
Rarity: Rare, Legality: Legal).  This recipe 
contains detailed instructions for brewing an 
excellent quality Oatmeal Stout.  By following 
this recipe exactly a PC gains a +10 equipment 
bonus to his Craft (Brewing) check to produce a 
batch of this excellent beverage.  Producing a 
proper batch of this drink requires a successful 
Craft (Brewing) check DC 35.  Each batch makes 
five (5) five-gallon kegs.  Producing one batch 
costs 50 gp and requires 5 TUs to prepare.  A 
finished batch is worth 500 gp (100 gp per keg).  
If the recipe is sold, traded or given away, even if 
it is copied first, the benefit is lost.  If it is 
copied, the possessor of the copy gains no 
benefit.  Perhaps is it just psychological, but 
working from a copy of the recipe seems to lack 
something. 

 
 Dwarven Brandy, 2 available (Value: 100 gp, 

Caster Level: N/A, Tradable: Yes, Rarity: 
Common, Legality: Legal).  This fine rare brandy 
is enough to delight the most discerning 
connoisseur. 

 
 Bath Salts, 2 available (Value: 50 gp, Caster 

Level: N/A, Tradable: Yes, Rarity: Common, 
Legality: Legal).  Mined only in the deep caverns 
in Delambir Mountains near Amthydor, these 
rare mineral salts are prized by wealthy ladies for 
their supposed beauty-enhancing properties.  
Though the validity of these claims is 
questionable, many a noblewoman has sought to 
add them to her beauty regimen.   

 
 Still, 1 available (Value: 50 gp, Caster Level: 

N/A, Tradable: Yes, Rarity: Rare, Legality: 
Legal).  This copper still may be used for 
distilling strong spirits, though it is not suitable 
for producing beer.  Ranks in Craft (Brewing) 
and a recipe are required to properly use the still. 

 

 Mithril Ingot, 1 available (Value: varies, Caster 
Level: N/A, Tradable: Yes, Rarity: Common, 
Legality: Legal). 
 
This ingot of adamantine may be used at one 
Bazaar or Mystical Marketplace.  Multiple items 
may be produced, up to the total value available 
at the ATL indicated.  The Bazaar and Mystical 
Marketplace won’t make change.  Unused 
adamantine is sacrificed. 

 
    ATLs 1 & 3 Shield sized (Value 1,000 gp) 
 
 ATLs 5 & 7 Light Armor sized (Value 1,000 
gp) 
 
 ATLs 9 & 11 Medium Armor sized (Value 
4,000 gp) 
 
 ATLs 13 & 15 Heavy Armor sized (Value 
9,000 gp) 
 

 
 Adamantine Ingot, 1 available (Value: varies, 

Caster Level: N/A, Tradable: Yes, Rarity: 
Common, Legality: Legal). 
 
This ingot of adamantine may be used at one 
Bazaar or Mystical Marketplace.  Multiple items 
may be produced, up to the total value available 
at the ATL indicated.  The Bazaar and Mystical 
Marketplace won’t make change.  Unused 
adamantine is sacrificed. 

 
    ATLs 1 & 3 Weapon sized (Value 3,000 gp) 
 
 ATLs 5 & 7 Light Armor sized (Value 5,000 
gp) 
 
 ATLs 9 & 11 Medium Armor sized (Value 
10,000 gp) 
 
 ATLs 13 & 15 Heavy Armor sized (Value 
15,000 gp) 
 

 
Miscellaneous 
 Adamantine Armband, 1 available (Value: 500 

gp, Caster Level: N/A, Tradable: Yes, Rarity: 
Uncommon, Legality: Legal). 
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This adamantine armband is inlaid with the 
image of a mithral ki-rin.  It is part of a set, 
though without its counterpart there is no telling 
its true value.  Should you acquire both the left 
and right armbands, email lsj-
activities@theshiningjewel.com to determine 
their value. 

 
 Checkmate, Metamorphic Shield, 1 available 

(Value: varies, Caster Level: Varies, Tradable: 
Yes, Rarity: Rare, Legality: Legal). 

 
Made from Mithral, the Metamorphic Shield has 
the ability to take the form of any type of shield 
(Buckler, Light, Heavy, Tower) chosen by the 
wielder applying all applicable modifiers to the 
wielder based on its chosen form. This form can 
be changed by the wielder as a standard action 
and the shield will remain in its current form 
indefinitely or until it is again changed by the 
wielder.  
In the hands of a follower of Galvandt, at ATLs 
3+ this shield grants the wielder the ability to 
cast shield of faith once per day as a swift action. 
The shield’s benefits and value vary based upon 
ATL as shown below: 
    ATL 1: +1 (CL3; Value 7,030 gp) 
 
 ATLs 3 & 5: +1 with shield of faith (CL 3; 
Value 9,030 gp) 
 
 ATLs 7 & 9: +2 with shield of faith (CL 6; 
Value 12,030 gp) 
 
 ATLs 11 & 13: +3 with shield of faith (CL 
9; Value 17,030 gp) 
 
 ATL 15+: +4 with shield of faith (CL 12; 
Value 24,030 gp) 

 
 Belt of Incredible Dexterity, 1 available (Value: 

varies, Caster Level: 8th, Tradable: Yes, Rarity: 
Common, Legality: Legal). 
    ATL 1-5: +2 (CL 8; Value 4,000 gp) 
 
 ATLs 7-11: +4 (CL 8; Value 16,000 gp) 
 
 ATLs 13+: +6 (CL 8; Value 36,000 gp) 

 

 Magical Ring, 1 available (Value: varies, Caster 
Level: Varies, Tradable: Yes, Rarity: Common, 
Legality: Legal). 
    ATL 1-3: Ring of Feather Falling (CL 1; 
Value 2,200 gp) 
 
    ATL 5-7: Ring of Mind Shielding (CL 3; 
Value 8,000 gp) 
 
 ATLs 9-11: Ring of Energy Resistance, 
Minor (Fire) (CL 3; Value 12,000 gp) 
 
 ATLs 13+: Ring of Invisibility (CL 3; Value 
20,000 gp) 
 

 Metamagic Rod, 1 available (Value: varies, 
Caster Level: 17th, Tradable: Yes, Rarity: 
Common, Legality: Legal). 
    ATL 1-5: Lesser Metamagic Rod, Extend 
Spell (CL 17; Value 3,000 gp) 
 
 ATLs 7-11: Metamagic Rod, Extend Spell 
(CL 17; Value 11,000 gp) 
 
 ATLs 13+: Greater Metamagic Rod, Extend 
Spell (CL 17; Value 24,500 gp) 

 
 Possessed, 1 PC only (Value: N/A, Caster Level: 

N/A, Tradable: No, Rarity: Uncommon, Legality: 
Legal). 
You were possessed by the spirit of Artos 
Colburn, a paladin of Galvandt.  The effects of 
this possession linger on.  For six months from 
the date that this event is played, the PC 
experiences the following effects: 
 
 The PC temporarily shifts in alignment, one 
step in the direction of LG.  This shift will not 
cause a divine caster to move away from the 
allowed alignments for his chosen deity. 
 
 Once per event, the PC may smite evil, as if 
he were a 5th level paladin.  If the PC is already a 
paladin, he is treated as a paladin of one level 
higher when using his smite evil ability.  If the 
PC is already a paladin of Galvandt, he is treated 
as a paladin of three levels higher when using his 
smite evil ability. 
 
  Once per event, the PC may lay on hands, 
as if he were a 5th level paladin.  If the PC is 

mailto:lsj-activities@theshiningjewel.com�
mailto:lsj-activities@theshiningjewel.com�
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already a paladin, he is treated as a paladin of 
one level higher when using his lay on hands 
ability.  If the PC is already a paladin of 
Galvandt, he is treated as a paladin of three levels 
higher when using his lay on hands ability. 

 
Date Played:  _________________ 

 
Encounter 5 
 500 gp per ATL in Gems (total value) 

 
 Dwarven Enmity, Up to 1 per PC (Value: N/A, 

Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal).     
For your part in damaging the binding seal on the 
cavern imprisoning the Rakshasa Shamaar, the 
dwarves of the Delambir Mountains (including 
the Dwarven nation of Harrek) hold little 
affection for you.  You suffer a -2 penalty to all 
Charisma-based skill checks when dealing with 
dwarves from the region.  If the PC is himself a 
dwarf, this penalty increases to -4.  Additional 
penalties, or the means of redeeming yourself, 
may become known as word of your deeds 
spread. 

 
Conclusion A 
 Gift from the Shrine of Galvandt, 100 gp per 

ATL for each PC, as thanks for your efforts on 
behalf of the late Artos Colburn 

 
Conclusion B 
 Gift from the Shrine of Galvandt, 75 gp per 

ATL for each PC, as thanks for your efforts on 
behalf of the late Artos Colburn 

 
Conclusion C 
 Gift from the Shrine of Galvandt, 50 gp per 

ATL for each PC, as thanks for your efforts on 
behalf of the late Artos Colburn 

 
 
 
 
 

Conclusion D 
 Disfavor of Galvandt, Up to 1 per PC (Value: 

N/A, Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal). 
For your callous refusal to aid the spirit of Artos 
Colburn, the god of vigilance looks upon you 
with disfavor, resulting in a -2 penalty to 
Perception skill checks and Initiative rolls for six 
months from the date that this event is played. 
 
Date Played:  _________________ 

 
Conclusion E 
 Oathbreaker!, Up to 1 per PC (Value: N/A, 

Caster Level: N/A, Tradable: No, Rarity: 
Uncommon, Legality: Legal). 
As punishment for breaking your promise to aid 
the spirit of Artos Colburn, each of your ability 
scores has been reduced to ‘1’, as if you resisted 
a geas/quest cast by a 20th level caster.  This 
effect may be removed through limited wish, 
miracle or wish.  A divine caster of Galvandt 
must also atone for his actions.  Contact the LSJ 
Campaign staff at lsj-
activities@theshiningjewel.com to resolve this 
effect. 
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GM Aid # 1 
Possession 

 
 
Conditions of Possession 
Artos Colburn’s spirit has the ability to merge with a single willing PC.  He will select the PC most like himself – a Lawful Good Aasimar 
Paladin of Galvandt.  Should such an ideal candidate be unavailable, he will choose according to the following criteria – 

 Any LG, LN or NG divine caster of Galvandt 
 Any LG, LN or NG divine caster of Hyperion, Peliron or Pietos 
 Any LG, LN or NG worshiper of Galvandt 
 Any LG, LN or NG worshiper of Hyperion, Peliron or Pietos 
 Any LG paladin (Honor) 
 A cleric of an LN or NG deity 
 A non-cleric worshiper of an LN or NG deity 
 Any CG paladin (Freedom) 
 A non-Dymoran PC 
 He will not possess a worshiper of Dymora unless there is no other option, and he will not possess a divine caster of Dymora at all. 

   
Once the party reaches the entrance to the cavern system on the fourth day of travel Artos Colburn’s spirit will be strong enough to possess an 
unwilling PC, if necessary, though he will attempt to do so only in an emergency, in order to save the life of the chosen PC and the party.  The 
subject of an unwilling possession may resist with a successful Will save DC 25. 
 
Effects of Possession 

 A PC who is possessed feels as if his skin is too tight, like he is being squeezed inside of his own skin.  This feeling quickly dissipates 
when the spirit exits the PC. 

 While possessed, the PC is surrounded by a faint golden aura of light, visible by means of detect magic or true seeing.  The spirit is 
only visible in this manner when actually possessing the chosen body. 

 Each time a PC allows Artos Colburn’s ghost to possess him, one ability score (Str, Dex or Int) is reduced by ‘1’, to a minimum of 10 
and one ability score (Con, Wis or Cha) is increased by ‘1’, no maximum. 

 
Penalties of Possession 

 While possessed, the PC is treated as if he were Lawful Good, regardless of his natural alignment, for the purpose of spells and attacks 
that specifically target Lawful or Good creatures. 

 
Benefits of Possession 

 A PC possessed by the ghost of Artos Colburn, and only that PC, receives an image of the missing sword sufficient to locate it using 
locate object.  If the possessed PC is not able to cast the spell themselves, conveying the description to the caster is not sufficient to 
successfully locate the blade. 

 While possessed, the PC, if a paladin, may use his lay on hands and smite evil abilities as if he were a paladin of 3 levels higher than 
his actual paladin level.  If he is a paladin of Galvandt, this benefit functions as if he were 5 levels higher. 

 While possessed, the PC, if not a paladin, may use the paladin abilities lay on hands and smite evil, as if he were a 5th level paladin. 
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GM Aid # 2 
Housekeeping 

 
 
PCs spending one or more nights in the caverns will encounter the outpost’s ‘housekeeping staff’, a collection 
of animated constructs who sweep, reset mechanical traps (not magical ones) and perform other mundane 
tasks.  There is one construct remaining on each floor of the outpost. Each construct is a small fully articulated 
brass clockwork humanoid figure, the size of a gnome.  These constructs are mindless, and do not attack.  If 
removed from the outpost they cease to function.  They only come out at night, and will be encountered in 
whatever room the PCs choose to rest in.  Each clockwork figure has an AC 14 and 10 hp. 
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GM Aid # 3 
Following in the Footsteps of the Fallen 

 
Artos’ memory of the events leading up to his death is vague.  For the Introduction he has only a 5% 
chance of being able to answer any given question asked by the PCs.   For each day of the journey, this 
chance increased by 5% (a total of 25% after 3 ½ days [5+5+5+5+5]).  For each level of the outpost 
complex that the party reaches, this chance increases by an additional 10%.  By the time that the PCs 
reach the 5th level of the outpost, Artos will have a 75% chance of remembering one or more details about 
his experience in the caverns.  Details that he might remember are given in the description of each area 
where he might have information.  The actual path followed by Artos Colburn and his companions is: 
 
PATH A 
101 
102 
104 
105 
109 
110 
217 
216 
211 
212 
209 
208 
206 
207 
215 
213 
214 
251 
250 
304 
305 
302 
303 
301 
300 
404 
403 
405 
401 
402 
400 
502 
503 
563 
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GM Aid # 4 
Map Overview Part 1 

 
Each of the five levels of the caverns has a set of maps associated with it.  The order of the maps 
for each layer is the same A – I, as shown on the overview below.  Each map section appears as a 
separate GM Aid, and is identified by level (1 through 5, with 1 being the level closest to the 
surface) and letter (as shown on the map below).  The levels do not necessarily line up directly 
(A above A), as shown on Map Overview Part 2, and a passage or room overlapping from one 
map to the next will indicate the adjacent map.  Monster/trap Challenge locations on each map 
section are identified by Path (A-B-C), Level (1-5) and Challenge Location (a-b-c-d-e-etc). 
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CCRRIITTIICCAALL  EEVVEENNTT  SSUUMMMMAARRYY::  AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG  
 
Convention: ____________________ Date: ___________________________  
 
 
1. Did a PC agree to be possessed by the spirit of Artos Colburn?  YES NO 
 
2.  Which Path did the PCs pursue through the caverns? 
 
 PATH A PATH B PATH C 
 
3.  If the PCs pursued PATH A, did they bring back any of the bodies of Artos Colburn and his 
companions? 
 
 YES  NO 

 
4.  If YES, which ones?  
 
 Artos Colburn  Rollan Stonehelm Fallon  Keldren Whitestar  
 
   Brother Bren  Taneela  Kirth  Zajara 
 
5. Did the PCs succeed in retrieving the sword of Artos Colburn’s ancestors? Yes No 
  
6.  If yes, did they return it to his son? Yes No 
 
6. Did the heroes inform the local dwarves about the condition and events at the stronghold?  

 
Yes  No 

  
     If the answer is “No” is it because the table ran out of time to finish the module?  Yes   No 
 
8.  Did a PC receive the Oathbreaker! punishment? Yes No 
 
9.  If Yes, note PC Name______________________  Player Name ____________________ 
 

E-mail Address____________________________ 
  
10.  Note any other important information on the back of this form (PC arrests, etc.). 

 
 
 
 
 
 

Return this form to: David Samuels, 2722 East 64th Street, Brooklyn, NY 11234, or by e-mail to 
lsj-modsummary@theshiningjewel.com. 
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RROOSSTTEERR  OOFF  HHEERROOEESS::  AA  GGRRAAVVEE  UUNNDDEERRTTAAKKIINNGG  
Judge Name: _______________________________ 
  

Convention: ____________________ Date: ___________________________  
 

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

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

to 
 lsj-roster@theshiningjewel.com. 
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Welcome to the LSJ Shopping Spree!  
Enclosed in this package is all you need to use the 
Shopping Spree.  

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

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

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

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

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

No items may be purchased during an adventure, nor may 
any be added to a purchase completed before an 
adventure.   
  
E.g.: The party runs into some lycanthropes and has no 
silver weapons.  They decide at that time that they had 
bought silversheen using the Shopping Spree.  Sorry, that 
isn’t happening.  Deny the purchase until after the module 
is over.  
  

What Can Be Purchased  

The following may be purchased from Core Rulebook 2.  

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

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

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

Available Potions / Scrolls Scroll 
Price A / D 

Potion 
Price 

Cure light wounds (potion)  50 / 25  50  
Endure elements (potion)  25 / 25  50  
Mage armor (potion)  25 / NA  50  
Magic fang (potion)  NA / 25  50  
Magic weapon (oil)  25 / 25  50  
Protection from XX* (potion)  25 / 25  50  
Remove fear (potion)  50 / 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)  150 / 375  300  
Delay poison (potion)  200 / 150  300  
Lesser restoration (potion)  NA / 150  300  
Remove paralysis (potion)  NA / 150  300  
Resist energy 10** (potion)  150 / 150  300  
Cure serious wounds (potion)  525 / 375  750  
Magic circle against XX* 
(potion)  

375 / 375  750  

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

NA / 375  750  

Remove curse (potion)  700 / 375  750  
Remove disease (potion)  NA / 375  750  
Water breathing (potion)  NA / 375  750  
Dispel Magic (scroll)*** 375 / 375 NA 
Hold Person (scroll)*** 375 / 150 NA 
Breath of Life (scroll)**** NA / 1125 NA 
Mage's Faithful Hound 
(scroll) **** 1125 / NA NA 

Teleport (scroll)**** 1125 / NA NA 
Raise Dead (scroll)**** NA / 6125 NA 
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OPEN GAME LICENSE Version 1.0 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 

Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative 

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

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

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 

Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

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

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

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

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open 

Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 

days of becoming aware of the breach. All sublicenses shall survive the termination of this License.  
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 
15. COPYRIGHT NOTICE 

   Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
   System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 
   Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, 
Monte Cook, and Skip Williams. 
   The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. 
   Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey 
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.    
   The LSJ Campaign Guide, Copyright 2009, The Shining Jewel, LLC; Authors LSJ Staff. 
   Shopping Spree Rules & Certs, Copyright 2006, The Shining Jewel, LLC; Author Keith Knecht 
   A Grave Undertaking, Copyright 2009, The Shining Jewel, LLC, Author Catie Straiton. 
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Map Level 2 Section D

*

205 Empty

* 125 Slide from Level 1

LSJ74 ­ A Grave Undertaking Page 100



Cavern a b

GM Aid # 11
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GM Aid # 18
Map Level 2 Section H
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GM Aid # 15
Map Level 2 Section E
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GM Aid # 12
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GM Aid # 19
Map Level 2 Section I
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GM Aid # 16
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GM Aid # 13
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GM Aid # 24
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GM Aid # 21
Map Level 3 Section B
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GM Aid # 28
Map Level 3 Section I
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GM Aid # 35
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GM Aid # 33
Map Level 4 Section E
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